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They came from beyond the Sea 
A War & Conquest Battle Report 

New Kingdom Egyptians against Mycenaean's 

 

Pharaoh looked down from the hill top toward the seashore. The invaders had already disembarked 

their equipment and set a perimeter the day before. Their ships were beached and they were now 

busy preparing for war as their warriors deployed for battle. They had shown scorn for the Egyptian 

people and no fear of her army, landing near the ruins of the fishing village they had pillaged last 

time they were here. 

Since their last encounter,  when Pharaoh had been sent scurrying from the field in fear for his life, 

avoiding being taken prisoner by whisker,(or as the annals of history had it written- Pharaoh 

fearlessly guided his warriors to safety  from the uncountable legions of cowardly foe) the rules of 

war had changed. Pharaoh had been surprised by the ferocity of the enemy warriors and their skill in 

the chariots. It would be different this time. He was ready. The invader would be driven back into the 

sea. His dynasty depended on it. 

 
Back in November 2010, one of the first play test battle reports  (still in our forum) featured these 

two armies. Since then a number of things have changed, most notably War & Conquest is now 

available, but many of the prototype rules have been developed and in particular, the way chariots 

operate on the field of battle. So I thought it was time for two of my favourite armies to do battle 

once again,  so I could show some of the details of the chariot rules. 

It is not my intention to explain every detail of the rules, as clearly this is all in the rulebook itself. 

However, I have attempted to include sufficient information for potential War & Conquest 

purchasers to get a flavour of what is going on, and a few useful (I hope!) hints for those who are 

already playing so they gain a better understanding of what I was intending when the rules were 

written. As ever, should you have questions, please ask us via our forum, yahoo group or email. 

 

This particular battle was also play testing the Mycenaean army list (V1) and a revised New Kingdom 

Egyptian list (V2),  as I wished to look at the chariot profiles in a little more detail. While the rules are 

fine, the profiles need to encourage players to use the chariots in an historical manner, and they do 
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need to survive on the battlefield whilst performing their duties. Therefore the lists and army rosters 

used in this game may be a little different to what you can currently download, depending on when 

you are reading this and what changes occurred afterwards. Both armies are 2500 points. 

 

A few game notes about War & Conquest to help those who do not have the rules yet 

 
 

A turn is divided into two Rounds of Play, one for each player. During their Round, the player moves, 

charges (you do not need to move charging units first, although all charges are declared before any 

moves) and shoots with their troops. Combat is simultaneous, and in the Resolution phase, both 

sides take any required Morale tests. Units that fail in this phase flee. Once both players have had 

their Round of Play, at the end of the turn there is an End Phase, when both sides rally any fleeing 

troops (and those that fail, flee again) and prepare for the next turn by rolling for the Strategic 

Advantage. At the start of the game, the Strategic Advantage roll is made once the armies are 

deployed ready for action. The winner chooses who goes first or second and dictates the order in 

which combat is resolved and pursuit and flee moves are made. Most of the time there is no great 

advantage with the latter option, although it is worth keeping an eye on proceedings, in a case a 

pursuit into a flank is available.  The order of combat is important, as it can put pressure on the 

other player to expend Strategy Intervention Points (more on those in a moment)when they may 

have preferred not to. Again, this is quite a subtle mechanic, and much of the time, unless the 

combats go wildly against the expected dice results, won't be of any great benefit. 

 

Personalities are there to lead and inspire their armies and formations and as we will see later in the 

report, are vulnerable when acting on their own. 
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Each side has access to Strategy Intervention Points and these represent either a command structure 

of junior officers and messengers, or the charisma of the commander and his ability to shout loudly! 

It is down to you how you view them based on the army you are using. The Points can be used 

towards Morale and Command tests, or as extra dice towards winning the Strategic Advantage. If 

used for the latter, the Points are discarded. If used towards Morale or Command tests and the test 

is successful, then the Point is returned. Clearly the officer discharged his orders effectively. The 

Points are best represented on the table by using extra dice or spare officers, musicians or other 

characterful models. 

The book has been designed so that the vast majority of photographs explain the rules in action as 

we can see below:- 
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Setting up 

War & Conquest contains a 16 page 'Battle Begins' section, this gives you around 400 variations for 

playing a game once you combine the different methods of deploying your armies and battle 

objectives. Much of this material is transferable to other game systems, and is designed so that 

players just don't play the same scenario over and over, a trap that many club players can often find 

themselves stuck in. 

 

Having selected the 'Autumn' deployment zone (see picture 1 for how that looks) the terrain was set 

and both sides rolled for their Battle Objectives. This is done in secret and you can download some 

cards from our website. Just before the game begins (and after both sides have deployed their 

forces), you do get an opportunity to change the Battle Objective by sacrificing a Strategy 

Intervention Point, but neither side chose to do this. To win a game, you must complete your 

Objective, and stop your opponent completing theirs, although of course initially, you won't know 

what that is. if neither side achieves objectives, then what troops you have left are used to 

determine who has won. In a standard game, destroying 75% of the enemy formations will always 

yield you a victory. Historical scenarios obviously have Battle Objectives tailored to the events, but 

by having more than one objective,  it does give the players more opportunity to explore the 'what 

ifs' of history. 

 

The Mycenaean view of the Egyptian positions-  

 
The Egyptians rolled Take and Hold, meaning they needed to secure the centre of the table and the 

Mycenaeans rolled Breakthrough. This meant they had to get at least 25% of their formations off the 

enemy table edge, near an enemy Rally Point. A Rally Point is a fixed spot where fleeing troops will 

head towards. You can have more than one if you wish. 
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The view from the Egyptian side- 

 
With Battle Objectives selected both sides used Hidden Deployment.  Pharaohs plan was simple, 

mass the chariots on the right to make full use of the depth of the table for shooting and 

manoeuvring. With feign flight, the chariots would not disappear off the table if they needed to 

make use of the move to avoid the enemy chariots. Combined together with the archers in the 

centre, the shooting would slowly whittle down any enemy formations directly opposite the 

objective. On the left, the marines and Kushites would hold the flank and slowly advance. Between 

the archers and the chariots were Egyptian infantry, these would slowly advance while on the 

extreme right, the Sherden Royal Guard would advance rapidly to fill any gap left as the chariots 

moved around the battlefield. Once the enemy were sufficiently weakened, the combined arms 

would swoop in like hawks to shatter the remaining enemy. 

 

The Mycenaean King already knew the location of the Egyptian Rally Point as these are placed 

before Battle Objectives are selected, and so planned his deployment to suit. On the right, where the 

deployment zone was deepest, he placed the largest spear block, complete with a noble, and next to 

them, another smaller block. Both these formations would advance forward, supported by slingers 

and smash through any opposition before swinging around towards the Egyptian Rally Point, and the 

exit point off the table. On the left, another spear block with noble and an archer formation were 

deployed, these would hold station as the Mycenaean King anticipated they would be facing the 

Egyptian chariotry and would then provide support for the centrally positioned Mycenaean chariots. 

These could advance out and make glancing attacks on the enemy formations, and then if 

threatened, evade back into the centre of the table or behind the advancing right flank. As soon as 

opportunity presented itself they would look to eliminate the Egyptian chariots. 

With armies deployed all was left was to roll and see which system would be used for game length. A 

6 determined that 'player calls time' would be used.  At the end of Turn 6 (and thereafter if needed), 

the players will each  roll a D6. The winner may choose to end the game at the end of the following 

players Round of Play (as in, half way through the next turn). As players roll at the start of each turn  

for Strategic Advantage this will always contain some risk when making the decision, but as Strategy 

Intervention Points can be used to affect the rolls, a player who has marshalled their resources 
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effectively would be in a good position to dictate the end of the game. If neither player chose to end 

the game, it will finish after 10 turns. 

 

With armies ready for action it was time to determine who would take the opening Round of Play. 

Neither side wished to expend extra Strategy Intervention Points at this early stage and each used a 

single D6. The Mycenaean King rolled a 6, and Pharaoh a 2. The King chose to take the opening 

round of play. 

Hindsight is a wonderful thing part one 

Although only the opening turn, Pharaoh may have been better off rolling an extra D6 and 

attempting to secure the first move, thereby enabling him to dictate position on the table with his 

chariots and the subsequent moves. His strategy involved getting the most from the shooting ability 

of his chariots, but of course it was the start of the game, and with only two Strategy Intervention 

Points against the Mycenaeans total of 5 (spread across all the characters, and not pooled) it 

potentially was wasteful. Time would tell. 

 

 
 

Turn One 

The Mycenaean  right flank and chariots surged forward while the left flank formations were more 

cautious. Both sides had held the chariot units with their Generals in reserve and the King  retained a 

position behind the other two units of chariots as they spilled out into the ground between the 

armies.  

In response the Egyptian army advanced cautiously, with the chariots moving into a position where 

two units could unleash a volley of shots at the Mycenaean chariots led by the Minor King. With a 

total of 34 shots from chariots or nearby runners, 3 chariots were eliminated. The unit passed their 

Morale test (rolling 3D6, selecting the two lowest and so long as they equalled - or were less than - 

8, all would be well). The Minor King had made use of his Strategy Intervention Point, just in case, 

(no point fleeing when you still have it) and had rolled a 4th D6, and this would return after the start 

of the next Turn as the test was successful. A unit of chariot runners took 4 casualties from shooting, 

but passed their Morale test. 
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Opening moves- 

 
 

Turn 2 

The roll for Strategy Advantage offered a few choices for both sides. The Mycenaeans would be able 

to charge the unit of (red) Egyptian chariots, but these would probably successfully feign flight and 

elude the attack. However if the charge did fail there was nothing close enough to really threaten 

the Mycenaeans, other than more shooting. (Game Note, while move and charge distances are 

usually a known quantity, flee, pursuit and unsuccessful charge distances are all variable). As neither 

side really considered it a great advantage to go first, neither added Strategy Intervention Points and 

rolled a single D6 each. After two ties, the Egyptians won and chose to go first. 

 

Hindsight is a wonderful thing part two 

The Mycenaean King missed an important point here. Whilst not wasting the Point to charge was a 

good decision, by losing the Advantage, his chariots would remain in missile range of the Egyptians, 

who could continue to manoeuvre and then get a consecutive round of shooting. That could be very 

dangerous indeed. With a shooting army, it is worth gaining the Strategy Advantage once the enemy 

are in range so you can keep the missile fire pouring in, otherwise, before you know it, they may be 

too close for your archers to have any real impact (for example- massed shooting is not possible at a 

target within 8"). 

 

The Egyptian chariots and supporting runners boldly pushed forward, allowing the Sherden Guard to 

move up behind them. Although early in the game, Pharaoh sensed an opportunity to punish the 

Mycenaean King for his brashness. On the left, the Kushites also moved and threw darts at some 

slingers with no result.  The archers and Nubians were more effective, dispersing a second unit of 

slingers. This was a mere sideshow however, as on the right the pride of Egypt pulled back on their 

bowstrings and unleashed a volley of shots at the Mycenaean Minor King and his chariot unit. 

When we wargame, we often consider averages. What is forgotten, is that our little dice do not 

necessarily follow the same laws. Despite 36 shots not one chariot was destroyed. This was due to 

some good armour saves, and the improved Durability of the chariot taking an effect this time. 

Pharaoh was truly astounded, had the gods deserted him?  
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The Mycenaean Minor King was clearly blessed by the armour of Zeus himself, and immediately 

declared a charge on the (red) chariot unit on the furthest right of the Egyptian line. These chose to 

shoot and feign flight. In the centre, the chariots with javelins and their supporting chariot runners 

moved up toward the Egyptian spearmen to hurl missiles at them. Elsewhere the Mycenaeans 

advanced. 

When resolving the charge, Pharaohs misery continued, poor rolls to hit and successful armour saves 

meant none of the Mycenaean chariots were destroyed and the charging unit thundered towards 

the Egyptians. Fortunately for them, they just rolled sufficient to escape and remain on the table 

causing the Mycenaeans to fail their charge. 

The Mycenaeans then completed the round of play by shooting. The archers fired upon the (blue) 

chariots with no effect. The chariots had a little more success, killing two Egyptian spearmen. 

 

Turn 3 

Gaining the Strategic Advantage was more important for the Mycenaeans in this turn, as there were 

several potential charges and so the King committed a Strategy Intervention Point towards the roll. 

The situation was not lost on Pharaoh either, but he chose to hold onto his Strategy Intervention 

Points for a little longer, there was plenty of game left, regardless of what happened now. The 

Mycenaean King rolled a 5 as his highest score (the other was a 4), while Pharaoh only rolled a 1. The 

Mycenaeans chose to take the Round of Play, and the attack commenced. 

On the right, the large spear unit charged the Kushites who elected to stand and shoot as fleeing 

would only compromise the flank sooner rather than later, and there was a good chance they would 

hold against the charge and then only fall in a subsequent round when the weight of numbers from 

the supporting strikes of additional spearmen would be brought to bear. 

 

Mycenaean right flank-  
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In the centre, the chariots and runners delivered glancing attacks on the Egyptian spear, and on the 

left, the Mycenaean chariots charged the Egyptians who had already feigned flight. Pharaoh chose 

that these shoot and feign flight again, gambling that their good morale would ensure they pass 

their 'Last Chance to Stand ' test and be able to return later in the battle and this they did. 

As these moves were completed, the other Mycenaean formations continued to move forwards in 

preparation to join the action or exploit any enemy weakness. Shooting caused the destruction of 

one of the (blue) chariots and three marines. 

 
 

In the combat phase, the Kushites were clearly fighting with the promise of a healthy bonus, they 

drew the combat with the Mycenaean spear. 

The glancing attacks are shown below-  The chariots move in and make their attacks 
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The chariot and runner glancing attacks on the Egyptian spear were very effective, causing 6 

casualties, enough to force a Morale test which was passed. In response one chariot was destroyed.  

 
Below- The chariots then moved away, leaving an option for the Kings unit to come thundering in 

during a subsequent round.   

 
Note that the chariot runners and chariots cannot squeeze through the gap between the Egyptian 

archers and spearmen as units cannot move between enemy formations where the gap is 3" or less. 
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The Mycenaeans initial offense had been stopped and now the Egyptians, under the guidance of 

Pharaoh, could commence the counter attacks and make some positive moves with a view to 

securing the objective. 

 

Egyptian moves and charges-  

 
On the left, the marines swung forwards toward the smaller spearman formation to hurl javelins and 

the Nubians moved toward the slingers. The gods would determine the fate of the Kushites, but 

even if they routed, the marines would upon the smaller formation before the large spear block 

could turn and rejoin the battle. On the right the Egyptian chariots and Sherden Guard positioned 

themselves to shoot the Mycenaean chariots led by the Minor King. 

In the centre, the Egyptian archers charged the chariot runners and the spearmen charged the 

chariots. Both units had to evade, and  successfully passed their Morale test (failure would mean 

they are counted as routing). Although both charging units had a failed charge, it meant they would 

move closer towards the objective and with the manoeuvres on either side taking place not have 

their own flanks exposed. The Egyptian chariot runners charged their opposite numbers, and the 

axemen moved up behind. 

 

Shooting bought nominal results, so on to combat. In the centre the Egyptian chariot runners lost 

the combat and by virtue of falling below minimum unit size were deemed dispersed and removed 

from play (this saves keeping track of small units and doing unhistorical things with them such as 

hiding them in corners of the battlefield!). The Mycenaean chariot runners failed to hold and 

pursued forward. Luckily for them, they came up short of the formation of axemen, otherwise they 

too would have been removed from play (skirmish units cannot contact 'formed' units).  Despite 

giving a good account of themselves, the Kushites were routed but the marines were unconcerned 

by this. The Mycenaeans held their ground rather than pursue and watched the Kushites flee into 

the waiting slingers, who dished out a few more opportunist blows as the Kushites fled through 

them. Failing to rally in the End phase, the remaining Kushites fled the battle. 
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Turn 4

 
With no sight of fulfilling his objective, the Mycenaean King needed to get some results quickly. If he 

could turn the Egyptian left (where the marines were positioned) there was a good chance he could 

crush the enemy and complete his objective so he elected to throw in an extra Strategy Intervention 

Point. By moving first, he could pin the marines with a charge and then flank charge them in the 

following turn. Again Pharaoh chose to hold onto his Points, although acknowledged that as the line 

moved forward, he would have to move off the hill to ensure his presence would be of use to the 

foot soldiers. Rolling two 5s to Pharaohs 3, the Mycenaeans took the Round of Play and declared the 

charge by the spearmen and elsewhere moved into position.  He then took Pharaoh by surprise by 

declaring a glancing attack with his own unit upon the Egyptian spearmen. The unit had already lost 

a third of its number and the Kings chariot unit was at full strength. Suddenly there was a chance a 

hole could be created in the centre of the Egyptian line, and importantly for Mycenae, the Egyptian 

Rally Point would be within grasp! 

In the shooting phase the Mycenaean archers destroyed 2 chariots, causing the unit to be dispersed 

and removed as it was now below minimum size. The slingers caused the Nubian to rout and flee 

and in combat, the marines failed to hold the charging spear unit and were routed to within an inch 

of the board edge. The Kings own chariots were less impressive, failing to cause enough casualties to 

force a Morale test but they did kill the Brigade Commander, which would reduce the Morale of the 

unit. 

Pharaoh was bewildered, at the start of the turn, his position had looked solid, now it was 

descending into chaos! Fortunately the red chariot unit was about to return to the table and he had 

yet to commit his own personal unit of chariots. Although depleted in number the spearmen were 

still just over half strength and although plenty of enemy chariots populated the centre of the table, 

the objective was there to be taken and then held. He declared charges on the Kings chariots and 

nearby chariot runners with the spear and axe men, ensure both these units would now move to 
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good positions in the centre of the table. Although both enemy units showed Olympic turns of 

speed, both of his own units only moved 1 inch! However Pharaoh remembered these dice could be 

rerolled (to represent the unit driving off the skirmish troops) and rolled a 6 for each unit instead, 

and was able to move much further forward. The enemy chariot runners failed to pass their Morale 

test and started to rout. Pharaohs own unit of chariots moved up to support this attack, whilst 

shooting at the Minor Kings chariots who were attempting to move round the Egyptian right flank. 

The unit took a casualty and was dispersed as it had dropped below minimum unit size. The Sherden 

and returning chariots opened fire upon the Mycenaean spear while in the centre the archers fired 

at the other chariot runner unit wiping it out. 

With no combat and only one Morale test required in the Resolution phase (prompted by the 

Mycenaean chariot runners being near another of their chariot runner units, who passed) it was 

straight into the End Phase. The key rally test here was for the fleeing marines, but surrounded by 

enemies, their Morale value  was reduced and they fled the field of battle as did the Nubians.  

 

Pharaohs left flank was looking perilously vulnerable, but he still had his Strategy Intervention Points 

and the Mycenaean King did not. Winning Strategic Advantage for Turn five would mean he could 

launch an attack on his right with the Sherden and chariots, and shoot at the enemy chariots with his 

archers whilst moving his own chariot unit across to cover off the left flank. If the Mycenaeans won 

they could execute their own charges and glancing attacks from the chariots while reorganising the 

units on the Egyptian left to move toward the enemy centre and Rally Point. It was all down to the 

dice roll and Pharaoh committed an extra D6. 

 

Turn 5 

 
Pharaoh was stunned, he rolled a 4 and a 5, the King rolled a 5, a tie and a reroll was required! The 

tension mounted but as the Mycenaean King rolled a 1, even Pharaohs lower score of 3 was enough, 

(his high score was 5 again) and so the action started. The Sherden charged and the chariots 

swooped in to make glancing attacks (see pictures below). Elsewhere the Egyptian infantry advanced 

and the archers unleashed a volley on the Mycenaean chariots with devastating results (due to some 

poor armour saves!). With 3 chariots destroyed the unit fell below minimum size and was removed 

from play.  In the combat, although the Sherden rolled poorly, the Mycenaeans matched them in 

mediocrity and the combat resulted in a draw. The chariots killed 3 which helped towards reducing 

the size of the unit. However, the Mycenaean noble was killed, which meant the unit now was using 

its own morale of 5, rather than the 8 of the noble, a big difference. 



14 
 

 

Chariot and infantry combined attack 

 
The combat result 

 
The chariots move away, note the Noble has been removed. The unit itself held  
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The Mycenaean King acknowledged he had troubles but it was not all over just yet. He swung his 

chariots round to threaten the Egyptian left, and moved his archers so they could shoot at the 

enemy infantry. Elsewhere he started the process of moving the large spear blocks on his right. In 

the combat phase the Sherden underperformed again and the spear unit won. They would now have 

a push and shove bonus of 1 in the next round of combat (when a unit wins a combat, but the 

enemy pass their Combat Morale Test, the winning unit receives a bonus toward the next combat 

result. This is cumulative, so over time even the best troops can crack if they fail to win). 

Moving to the End Phase both fleeing units of Mycenaean chariot runners rallied and it was onto the 

next turn. 

 

 
Turn 6 

Pharaoh won the Strategic Advantage and chose to go first. After some movement there was some 

shooting and then the combat between the Sherden and the spearmen. Pharaoh had left his chariot 

unit and moved toward the Sherden Royal Guard with the Army Standard and this clearly inspired 

them, they won the combat decisively although the Mycenaean spearmen dug deep and stood. 

For a moment the Mycenaean King thought he was all out of options, then he saw an opportunity to 

strike a blow that would unsettle Pharaoh. By declaring a glancing attack on the axe men infantry 

unit he could move his chariot unit very close to Pharaoh, and if he gained Strategic Advantage in 

turn 7, might be able to run Pharaoh down like a dog (individual Personalities cannot stand and fight 

against units, they have to flee). 
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The Sherden went into a killing frenzy (no, not a special rule, just descriptive text!) and finally routed 

the Mycenaean spear unit, who they subsequently ran down in the Resolution phase.  

The Kings glancing attacks forced a Morale test on the axe men, but fortunately for them, Pharaohs 

reassuring presence nearby offset the Morale effect of the chariots.  

 

Hindsight is a wonderful thing part 3 

It is all about risk and reward. The Egyptian axe could have rolled well for their strike backs against 

the chariots and forced a Morale test on the King, which had he failed, he would have fled. 

 

The loss of the spearmen caused the Mycenaean archers to rout and although they failed to rally in 

the End Phase, they then passed their 'Last Chance to Stand' test as they left the table. However 

chances were, they would have no further contribution to play in the battle. 

Pharaoh held his remaining Strategy Point for the Strategic Advantage roll off. In the roll to decide if 

the game would end he rolled a 6 against the Mycenaeans 2, and so declared the game would end at 

the end of the following Round of Play. If he could win the Strategic Advantage, his axe men could 

drive the Mycenaean chariots away and he would win. If he lost the roll off, he would probably be 

dead or captured! 

 

After the glancing attack has been made, the Mycenaean King is now in a terrific position to run 

down Pharaoh, IF he wins Strategic Advantage in Turn 7. 

 
 

Turn 7 

Pharaoh rolled a 3 and 1, the King rolled a 5 and Pharaoh fled as the King drove him into the ground. 

Elsewhere the Mycenaeans advanced towards their objective, but it was too little too late and the 

battle ended. 

With neither side having completed their Battle Objective it was time to calculate the bragging rights 

until the next game. This is calculated based on the troops you have remaining, and with a score of  



17 
 

95 to  75 the Egyptians had won! Clearly Pharaoh had once again scrambled to safety, or one of his 

dynasty would be about to take all the glory. 

 

The end of the game caused the Mycenaean defeat. With no Pharaoh, even though the Egyptians 

still had plenty of formations left, another couple of turns and the result could have been different. 

With the running down of Pharaoh, however, the Mycenaean King had at least salvaged some pride 

from the game. 

 

The end of the game, final positions 

 
 

To find out more about War & Conquest, please visit our forum or yahoo via these links 

www.scarabminiatures.com 

www.warandconquest.co.uk 

To buy a copy, visit our web store or your favourite retailer. We have worldwide distribution for 

retailers and links can be found via our homepage. 
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