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Gulf Wars XII

War Communication

“Honor above all”

Foreword:

Hail! 

This booklet is an attempt to gather the concepts of SCA warfare into a brief manual for the soldiers of the Gleann Abhann Army at Gulf War XII.  The express purpose of this document is twofold: to provide a common foundation for the Principality Forces of Gleann Abhann to build upon…a stepping stone, if you will, for Gleann Abhann to use as a support for greater things, and as a tool for communication between our warriors.  It is not meant to be a comprehensive, all-encompassing treatise.  I certainly have not attempted to cover every nuance, characteristic, or variation on the information presented. Comments and additions are always welcome. So, thank you for taking a moment and seeing what this essay has to offer.  

Honor above all!

Ld. Drogo of Axbridge

Sergeant-Major, Army of Gleann Abhann

Gulf Wars XII

Fun vs. Winning – 

Let me begin by stating the obvious. I realize that being part of the Gleann Abhann Army will not be everyone’s cup of tea.  Some folks have their own units, some are mercenaries, and some just simply don’t find it fun.  The idea of standing in formation, marching, and following obviously idiotic commands can sound like work.  There are those of us, however, that enjoy the role of Principality soldier and take to it with great relish.   This manual is for them.  To each his own, but remember, everyone who wishes to fight with the Principality is welcome to join and bleed with us.

Death and Dying:

The next thing I would like to cover is Death.  We will all fall on the field at some point.  When dying, a few things to remember….

1) Protect yourself – Fall into a ball and cover yourself with your shield and/or weapon.  If you still don’t feel safe, roll out of the area while maintaining your guard.  Be prepared to yell “Dead!” repeatedly for a time.  There is nothing like getting an ankle stepped on by a fighter in full armor.

2) Fall out of the way – When you fall, try not to fall in a heap at the feat of the guy behind you.  This can be very dangerous in a charge situation.  Fall to one side if possible and cover up.

3) Don’t drop your guard because you are dead.  The dead can still catch an errant shot or two.  

4) Don’t get up to leave the field until cleared by a marshal or the fighters around you.  

Commands:

What follows is a list of commands.  Many of these commands will be self-explanatory, but review them in the interests of clarity.  Please familiarize  (or re-familiarize) yourself with them so that everyone is on the same page.

Reform/Regroup:

Orient yourself, and then form back up with your unit.  Try to assemble into as close to your original formation as possible.  The point of assembly should be on or near the commander issuing the order.

One-Step:

Take one measured step forward.  The commander should issue the command followed by an execute command.  An example would be,”Take one step forward…now!” or “On my mark, one-step forward…mark!”  When you step, try to step only as far as the fighters on either side of you step forward.  This command is usually used to gain ground, or bring two shield lines closer together.  This also can be used to command a line shift to the left or right, or to take a step backward.

Double-time:

Jog to the location indicated.  If no direction/location is indicated, the default direction is forward in a straight line. Try to keep pace with the fighters around you, and stay on guard.  Be aware that holes in the defense are unpreventable, so stay sharp, especially for the archers.

Charge:

Run as fast as you can to the enemy line and KEEP ON GOING!  Do not stop to fight once you have reached point of contact with the opposition.  Stay on guard and pass through the line.  If no objective has been designated, go through the line, kill the opposition and listen for a reform command. Some fighters prefer to hit to opposing line on the lower half of the presented shields, and then spring upwards/forwards.  Others prefer a freight train approach – a level center-aimed strike. If an objective has been designated (the opposition flag, the opposition Crown, etc.) then proceed as fast as possible to the objective, killing all who stand before you.  Once at the objective, or the objective is dead, reform immediately facing the opposition as best you are able.  Don’t wait for a commander to issue this command.  Issue it yourself and get everyone together, as you are probably behind the lines and under strident attack.

Move to Engage  

Get into attack range and attack ferociously.  This could be referred to as a stationary charge.  Get into engagement range and attack with everything you have.  Obviously, a sustained press will take its toll on even the mighty titans among us.  This maneuver can be used to widen holes in the opposition lines, make holes in weak spots, act as distraction, or achieve a goal before time runs out.

Stop (NOT halt or hold):  

Immediately cease the activity initiated by the prior command.  

Set:

Prepare to receive a charge.  Any fighter can tell when they are about to catch a charge in the chest.  Outlined below are three different methods that can be used to prepare:

1) Reinforce – the folks in the back press their shields to the back of the fighters in the front line.  NOTE – the fighters in the front line probably wont like this.  Some spears should be full extended to the front to open defenses, and some should be ready to push the bottom fronts of shield to slow the chargers.  This type of set will result in an enormous clash of fighters.

2) Plant – this is the act of dropping to one knee when the charge is a step away.  This usually has the effect of causing the point of the charge to hesitate (usually within spear/glaive range).  The spears can work above the heads of the kneeling fighters to devastating effect.  I personally have seen a single fighter stop/halt a charge using this technique.  It is also a good way, however, to get a knee cop in the face and get the crap stomped out of you.  Use at your own risk.

3)
Give way – this is a sucker move.  Appear as though your group is “reinforcing” as listed above, then give way and let them by at the last instant.  This maneuver depends on the lack of a clear objective by the chargers.  When they go past, eat their lunch.  Be most aware of the subsequent waves of charges that may be on the way.

Formations:

Formations and their efficacy are as varied as there are fighters in the SCA.  With that in mind, I could never do all of them justice within the boundaries of this document.  I will cover 3 formations that seem to be “standard” in terms of their assembly and execution.

The Shield Wall – if you have ever fought in a melee, you have seen this in action.  It is used so frequently due to its simplicity, versatility, and effectiveness.  Its basic formation is the shields form a wall in front, backed up by spears, other weapon styles, reserves, and command.  It tends to look like this in method:
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The shields guard themselves and one another.  This can be hard, as the spears will need gaps in places to work the opposing line.  The shield on the left end should be a left-handed fighter, if possible.  The shields need to have wide-angle vision, as opposing spearmen will be working in pairs to catch openings.  The reserve can act as a reinforcing presence to the line, or dispatched as a “run and gun” flanking unit(s).

The Column – A column is a useful arrangement for moving rapidly from place to place and can be devastating if used with during a charge.  Its set-up varies according to the desires of the commander, but it is usually something like this:
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Using the column, a group can quickly deliver an incredible amount of fighters to a single point.  In a charge, the front six shields are responsible for blasting a hole in the line.  The subsequent ranks are charged with holding the hole open and allowing themselves and others to pass through. 

The last formation I would like to cover is the much-maligned “Meridian Amoeba”.  It tends to look something like this (sometimes):
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This formation seems to rely on the strength of the individual fighters, three man mini-units, spear coverage of any angle, and its ability to adapt to just about any combat situation.  

Marching, Mustering, and Field Appearance:

Given two groups of fighters with equal skills, the victory will often go to the side that has won the psychological conflict that accompanies physical combat.  Such factors as reputation, appearance (for example, white belts), and cohesion are all weapons in the psychological conflict. Mustering, marching, and field appearance convey commitment, expertise, and ability to our opponents on the field.  Also, it is just cool. A quick note on each:

Marching – The standard formation for an off-field march will be 2-abreast column formation.  Try to keep a similar distance throughout the column.  At times, marching may be accompanied by a cadence, bardic performance, or both.

Mustering - For Gulf Wars XII, muster times and locations will be arranged in advance of each battle.  A Gleann Abhann only “information point” will be set up at a specified location.  Muster times will be posted here.  It is the desire of the Coronet to 

muster, then march to the battle in column formation.  If we all aren’t dead tired, another muster will take place on the field at the conclusion of the battle. The point for this second muster will usually be the commander of that battle.  A march in column formation off the field to a set point will commence.  To avoid marching a tired fighter in the opposite direction of his camp, this march will probably be not more than the nearest main road.

Field Appearance – Everyone is invited to wear a Gleann Abhann tabard.  If you desire to not to, then please bear a token from Her Highness, or some favor in Black and Red.  The more folks in a “standard” appearance will increase our cohesion, brotherhood, and make regrouping/reforming an easier task. If you need a tabard, contact the Coronet of Gleann Abhann for information.  Also, if you or your local group has a Gleann Abhann banner suitable for field display, then put it on a pole/spear and proudly display it.  The more banners, the better.

Check-in – After you get on-site and settled in, send someone to or find Drogo and report to him the number of fighters that your group will be bringing to the Gleann Abhann forces.  The Coronet will be asked repeatedly about our numbers, and that information is vital to plans and positions.

The last word –

In discussions with all of you, communication is the most frequently cited problem with regard to the efficiency of the Gleann Abhann forces.  Our knowledge of tactics, commands, and weapon styles are solid.  However, when and where to muster, what are we doing in this battle, what side are we fighting on, etc. have all been somewhat confusing in the past. This document is intended to abate the communication problems as best we can.  Print as many copies as you want…email this to whomever you feel it would benefit.  Also, any and all further suggestions are requested!

On-site contacts for information during the war:

Prince Caillin

Tanis Uther

Visc. Sir Micheal of the Mace

Ld. Drogo

Ld. Sa’ad

And remember, there will be a Gleann Abhann specific information point at the Gleann Abhann Royal Cabin inside the palisade.  Look for the Arms of the Principality, and the shields of the Prince and Tanis to guide your way.

Honor above all…see you in the trenches!

