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1 Introduction 
Cry Havoc! is a fun, but out-of-print, hex and counter wargame.   The scenarios and maps from the game 
are available as scans or PDFs from a number of fan sites (e.g., 
https://cryhavocfan.org/eng/suite/booklets/chbooklet.htm).   
 
Source       # of Scenarios 
Cry Havoc Rule Set      6 
Outremer Rule Set      3 
Siege Rule Set        7 
Viking Raiders Rule Set      6 
Dark Blades Rule Set      4 
Cry Havoc Scenario Book 1     4 
Cry Havoc Scenario Book 2                 29 
Viking Raiders (French version)     7 

These make an excellent source of scenarios for Feudal Patrol™.   This supplement describes the 
considerations we used in converting three scenarios from Cry Havoc! for use with Feudal Patrol™.  We 
provide these as a guide to Feudal Patrol™ players to convert other scenarios.  If this proves to be of 
value, our intent is to convert additional scenarios and provide them as free supplements. 

2 Overview of Cry Havoc! (from Website referenced on page 1) 
Players familiar with Cry Havoc! can skip this section and go starting to Section 3. 

2.1 The Theme 
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2.2 The Maps 

 

2.3 The Counters 

Use of the Cry Havoc! Scenario’s for Feudal 
PatrolTM requires a few changes, which are 
explained in this supplement. But this is the 
best time to point out why you may need add 
a few cavalry to a scenario if it is cavalry 
versus infantry (no change if both sides have 
roughly the same number of cavalry). The 
reason for that can be seen by looking at the 
combat value for these counter (top left 
number on the card). Note that a mounted 
knight’s combat value is double his 
dismounted value. While Feudal PatrolTM 
does provide some benefits to a mounted 
character, it isn’t that high. And while the 
combat system is different between the 
systems (Cry Havoc! uses that number to 
determine a ratio to the defense (the number 
just below) to resolve combat (see example 
table provided in the following section)) that 
change may be sufficient enough to need to 
plus up the side that is just cavalry. But 
suggest you start out with the scenario a few 
times before you make any adjustments.  
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2.4 Example combat chart 

 

2.5 Cry Havoc! Scenarios 

Before you move to the next section, it would be best to review the three scenarios included in this 
supplement (Sections 4.5, 5.6, and 6.7). Once done you should have a sufficient understanding of the Cry 
Havoc! game and thus be able to follow the process to convert the scenarios to Feudal Patrol™.  
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3 Using Cry Havoc! Scenarios for Feudal Patrol™ 
The scenarios can be used as written with only a few changes.  

3.1 Element Size 
As noted in 1.3 Units in Feudal Patrol “Each Element can range from four to six figures, with one of the 
figures designated as the Element Leader.”  Therefore you need to group each scenario in to the 
appropriate elements (see the template PowerPoint file to get the GAMER stats for the Cry Havoc! 
figures for the elements card), and if the scenario is large enough, the elements in to warbands. 

• The composition of the elements will be based upon the scenario and history (i.e. generally knight, 
footman, and peasants will be grouped each in their separate elements, but if the scenario has a knight 
or sergeant leading a revolt you would have an element with that leader for the peasants.) 

• For most games we use optional rule 2.4.4. Leaders Swapping Dice. But in several of these scenarios 
one or both of the sides don’t have a command and/or a plan. And in some scenarios, while some 
warbands/elements may have command and control, there will be those elements (or warbands) that 
would not take direction from an overall leader. If so, this would result in either no or restrictions on 
the use of swapping. And based upon the scenario, some or all of the elements may not react to a 
leaders dead (Optional rule 2.4.10. Leader Death). 

3.2 Player Command Scope 

• In Feudal Patrol™ (and Combat Patrol™) we have found it best for player enjoyment for each player 
to have 2-5 elements (less than 2 may have a lot of downtime and above 5 it is difficult to keep track 
of your troops). When the players are at the lower end, we recommend using optional rule 2.4.12. 
Hey!  My Card Never Came Up! and assigning two to four tokens to each side for the game. 

• For several scenarios we try to show how we apply the guidance above. Additionally, we provide an 
example of how we could have elements of a single figure for very small scenarios. (And as always, 
feel free to ask questions on this site).  

3.3 Weapons and Armor on Cry Havoc! Counters and on miniatures 
• To assist first time players the scenarios were set up with each character type having the same 

weapons and armor. Cry Havoc! players know that isn’t always true. For example, while most 
knights have a sword there are some with an ax. And the peasants have a number of different 
weapons and some have bucklers. If you wish to reflect what the actual named character had you 
can modify the unit card to reflect what that character carries.  These changes are best done using 
a blank PowerPoint template but you can also manually mark up the unit cards in this pdf. The 
Feudal Patrol™ website will have the PowerPoint template in Section 2.4 and the PowerPoint 
unit cards, as well as blank unit card templates. 

• We also recognized that players may not have sufficient figures to match each of the weapons and 
armor combinations. In those cases propose that you use what is on the unit cards, not what the 
figure carries. However if you wish to go with what your figure actually has for weapons and 
armor that can be done. As above just modify the units cards to reflect what is on the figure. 

3.4 Templates for Cry Havoc! Scenarios 

The next two pages have the templates with the attribute values that should be used for the figures in the 
scenarios. 
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Rich Knight
Medium Metal Shield

Sword, Mace, Ax, Dagger
Lance, On Horse, Stationary
Lance, On Horse, Moving 

Knight
Medium Metal Shield

Sword, Dagger
Lance, Stationary
Lance, Moving 

Sergeant
Medium Metal Shield

Sword, Dagger
or

Ax, Two-Handed
Dagger

Crossbow
(Armored)

Crossbow
Dagger

Billman
Bill 

Dagger

Halberdier
Halberd
Dagger

Lady
Unarmed

Merchant
Dagger

Peasant
May have a Small Metal Shield

Sword, Staff, Club, Dagger

Bow
Short Bow, Dagger

Crossbow
Crossbow

Dagger

Spearman
Spear, Dagger

2 Armor Rating

1 Armor Rating

No Armor

v

v

v

v

2a. Templates for figures common to Cry Havoc & Siege using Feudal Patrol™

G E
A 6
M 4
E 3
R 6

G R
A 6
M 5
E 3
R 6

G E
A 6
M 5
E 3
R 6

G R
A 5
M 7
E 3
R 6

G R
A 6
M 6
E 3
R 6

G R
A 6
M 7
E 3
R 6

G R
A 6
M 6
E 3
R 6

G G
A 6
M 8
E 2
R 7

G G
A 7
M 7
E 2
R 7

G G
A 7
M 7
E 2
R 7

Weapon Short Med. Long Rof Reach 
Ax - - - - 2
Ax, Two Handed - - - - 4
Bill - - - - 5
Club - - - - 2
Crossbow 6 12 24 1+ 0
Dagger 1 2 4 1* 1
Halberd - - - - 5
Lance - - - - 5
Mace - - - - 3
Short Bow 9 18 36 1 0
Spear 2 4 8 1* 5
Staff - - - - 2
Sword - - - - 3
Unarmed - - - - 0

+Must spend an action to reload
*Cannot reload, can only throw if the figure has more than one
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Sergeant
Medium Metal Shield

Hand Ax, Dagger

Shortbow
(Armored)
Shortbow, Dagger

Spearman
(Armored)

Spear, Dagger

Engineer
Dagger

Peasant
Flail

Longbow
Long Bow

Dagger

2 Armor Rating

1 Armor Rating

No Armor

v

v

2b. Templates for unique Siege figures using Feudal Patrol™

G E
A 6
M 5
E 3
R 6

G R
A 6
M 7
E 3
R 6

G G
A 7
M 7
E 2
R 7

G G
A 7
M 7
E 2
R 7

+Must spend an action to reload

Weapon Short Med. Long Rof Reach 
Longbow 10 20 40 1+ 0
Flail - - - - 2

G R
A 6
M 7
E 3
R 6

G R
A 6
M 6
E 3
R 6
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4 The Maps for the Cry Havoc! Scenarios 
4.1 Map 1:  The Village 
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4.2 Map 2: The Crossroads 
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5 Street Fight for Feudal PatrolTM (Cry Havoc! Rule Book – Scenario 1) 
5.1 Forces 

Note, all stats are on one card for the five elements on each side. 

Gang 1  Gang 2 
Element 1:  Giles & Fletcher (Bowman)   Element 1:  Baker & Bowyer (Bowman)  
Element 2: Radult  Element 2: Farmer 
Element 3: Salter  Element 3: Gam 
Element 4: Wulf  Element 4: Gobin 
Element 5: Carpenter  Element 5: Smith 

 

5.2 Notes 

Recommended for one player on each side. As noted in 1.3 Units in Feudal Patrol, normally elements 
have 4-6 players and if more than one element on a side has the same number, the player must finish with 
one element before activating the next. For this scenario, with the exception of Element 1, with two 
figures, the remaining all have one figure. Therefore in this scenario elements that have the same 
activation number will activate together. But all other rules will be followed (e.g. leader must be able to 
direct bowman’s fire during activation, or fire is undirected and elements can’t gang up to make a two to 
one fight unless that is the only opponent they can reach.) 

5.3 Recommended Optional rules  

2.4.4. Leaders Swapping Dice – Leader can trade with any of his elements if neither number has come up 
(nor he hasn’t already traded this turn). And remember, only trade up or down (i.e. taking or giving the 
active die to Element 1), not moving between other elements. 
2.4.12. Hey!  My Card Never Came Up! (Optional) assign three activation tokens to each side. 

5.4 Optional rules not recommended 

2.4.10. Leader Death (Optional) 
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5.5 Cry Havoc! Street Fight Scenario 
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5.6 Unit Cards for the Street Fight Scenario 
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6 Peasant Revolt for Feudal Patrol™ (Cry Havoc! Rule Book, Scenario 2) 
6.1 Forces:  

Knight’s Side Player  Peasants’ Side Player 
Element 1:  Sir Richard  1  Party 1 - Element 1:  Sgt a’Wood 3 
Element 2:  Sir Clugney                                                         1  Party 1 - Element 2:  Peasant Mule Drivers 3 
Element 3:  Sir Gaston                                                           1 or 4  Party 2 - Element 1:  Sgt Tyler 2 
Element 4:  Sir Gilbert                                                           1 or 4  Party 2 - Element 2:  Peasants 1  2 
Element 5:  Sir Roland                                                           1 or 4  Party 2 - Element 3:  Peasants 2 2 
   Party 2 - Element 4:  Spears 1 2 
   Party 2 - Element 5:  Spears 2 2 
   Party 3 - Element 1:  Sgt Arnim  3 
   Party 3 - Element 2:  Bills 1 3 
   Party 3 - Element 3:  Bills 2 3 

6.2 Notes 

As the knights are a little more powerful in Cry Havoc!, to balance the scenario (and the size of the 
elements) we added three knights and one Bill. 

6.3 Highlighting key rules 

Read 2.13.2.2. Shooting at a Mounted Figure and If the shot inflicted one or more points of damage to 
the horse, the horse is wounded or incapacitated.  Dead and wounded horses are removed from the table.  
The mounted figure should be replaced with a dismounted figure.  This dismounted figure is Stunned.  
For this scenario, no change to procedure described above for horses, but mules have an Endurance of 3. 
To move them, they must be led. One man can lead up to three at normal movement of the man, but 
wounded mules move at ½ speed. 

6.4 Recommended Optional rules  

2.4.4. Leaders Swapping Dice - There is an overall leader for the knights, and he can swap with any 
element with 24 inched. There is no overall leader for the peasants, but each sergeant can swap with any 
element in his group.  
2.4.12. Hey!  My Card Never Came Up! (Optional) assign three activation tokens to each side. 

6.5 Optional rules not recommended 

2.4.10. Leader Death (Optional)  
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6.6 Cry Havoc! Peasant Revolt Scenario 
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Unit Cards for the Peasant Revolt Scenario
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7 Battle of Little Wootton for Feudal PatrolTM (Cry Havoc! Scenario 
Book One – Scenario 6) 
7.1 Part 1 Forces:  

Note:  All stats are on one card for these two elements 

Sir Richard’s Side (Player 1)   Sir Clugney’s Side (Player 2)  
Element 1:  Sir Gunter (+ any recruited 
peasants) 

 Element 1:  Sir James (+ any recruited 
peasants) 

Element 2: Sgt Martin & Bowman  (+ any 
recruited peasants) 

 Element 2: Sgt A’Wood & Crossbowman 
(+ any recruited peasants) 

7.2 Notes 

Instead of three hexes (inches), recruiters 
If a peasant takes offense he is added to the element of the nearest enemy Knight or Sargent. 
If the Sargent is recruiting during his activation, he cannot direct fire. 

Feudal Patrol TM Rule Errata for both Part 1 & 2: 
Mounted knights will lose their lance a melee, unless they had impetus in the attack. 

7.3 Highlighting key rules 

 Read 2.13.2.2. Shooting at a Mounted Figure and If the shot inflicted one or more points of damage to 
the horse, the horse is wounded or incapacitated.  Dead and wounded horses are removed from the table.  
The mounted figure should be replaced with a dismounted figure.  This dismounted figure is Stunned.   

7.4 Recommended Optional rules for Part 1 & 2 

2.4.4. Leaders Swapping Dice - There is no overall leader. Trading of dice can only occur between the 
leader and assistant leader of each element. 
2.4.12. Hey!  My Card Never Came Up! (Optional) assign three activation tokens to each side. 

7.5 Optional rules not recommended 

2.4.10. Leader Death (Optional) 
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7.6 Part 2 Forces 

Note, All stats are on one card for these two elements 

Sir Richard’s Side 
Element  Player (if more than 2) 

Infantry HO   1 
Halberd 1   1 
Halberd 2   1 
Knight 1   2 
Knight 2   2 
Recruiting Sgt   2*   

*Troops from Part 1 

1. If the knight survives, any peasants he recruited goes to the Recruiting Sergeant and he is part of 
Knight 2. If he died, Knight 2 only has three knights. 

2. If the sergeant didn’t survive any peasant recruited become an element under the Infantry HQ and 
one of the of the peasants acts as a leader and his. If the crossbowman survived, he is now part of 
the Infantry HQ element. Use last page of Infantry for the peasants. 

3. If the Sergeant survived, he has all the peasants and the bowman if he survived. Use the part 1 
card for this element and note the number of peasants.  

4. If you don’t want to play part 1, you can dice off to see which side gets 6 peasants and which get 
5 and play with a full strength recruiting group (i.e. knight in element 2 and sergeant,  
crossbowman, and peasants in one element) 
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Sir Clugney’s Side 
Element   Player (if more than 2) 

Infantry HO    1 
Halberd 1    1 
Halberd 2    1 
 

Knight 1    2 
Knight 2    2 
 

Recruiting Sgt    2*   

 

*Troops from Part 1 

1. If the knight survives, any peasants he recruited goes to the Recruiting Sergeant and he is part of 
Knight 2. If he died, Knight 2 only has three knights. 

2. If the sergeant didn’t survive any peasant recruited become an element under the Infantry HQ and 
one of the of the peasants acts as a leader and his. If the bowman survived, he is now part of the 
Infantry HQ element. Use last page of Infantry for the peasants. 

3. If the Sergeant survived, he has all the peasants and the bowman if he survived. Use the part 1 
card for this element and note the number of peasants.  

4. If you don’t want to play part 1, you can dice off to see which side gets 6 peasants and which get 
5 and play with a full strength recruiting group (i.e. knight in element 2 and sergeant, bowman, 
and peasants in one element) 
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7.7 Cry Havoc! Battle of Little Wootton Scenario 
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7.8 Unit Cards for the Battle of Little Wootton Scenario – Part One: The Villagers Choose  
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7.9 Unit Cards for the Battle of Little Wootton Scenario - Part Two: The Battle 
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