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Ancient Warfare Fast Play Rules
RULES FOR WARGAMING TACTICAL LEVEL COMBAT

 FROM 3000 BC - 450 AD March 2002
By Terry Gore 

These rules are a logical and much requested complement to our successful Medieval Warfare Fast Play tactical miniatures wargaming system (winner of the ORIGINS award for Best New Historical Miniatures Rules for 1998).  They span over three thousand years and cover the earliest civilizations up to the fracturing of the Roman Empire to the point of eliminating their offensive strategic ability.

The Fast Play rules are an outgrowth of our  Ancient Warfare rules.  There has always been a question of how to recruit new wargamers into the hobby as well as attract older players who have 'dropped out' for a variety of reasons. The AW rules are very complete, but they are not a simple system to learn without guidance. They also require plenty of figures, something many new gamers are not willing to commit to.

For these reasons, I have decided to write a set of 'Fast Play' rules for those players interested in battles of  the ancient period. Those of you familiar with the existing AW gaming system will have no problem sitting down and playing a game. There is a lot you will notice that isn't there in AWFP, however. For example, you only have a single general with a more generous Leadership Ability. We are also using just the de facto WRG basing here - no alternate basing. There is no Strategic Movement, no ambushes, no flank marches, no Supply Units, fewer special formations, a simplified movement table, a more concise missile fire table, an abbreviated close combat table, no Advanced Rules and no naval capability. Unit sizes are set at 1-4 stands for mounted and 2-6 stands for foot. No optional rules are included and while we will use the existing AW army lists until we have completed  work on specific army lists for the Fast Play rules, the number of stands, both minimums and maximums are divided by three. For the other changes to the lists, go to the Preparing for Battle section and look under Army Selection.

All of this will give you a very fast-paced game that can be played on a smaller surface, allowing players to use kitchen tables or card tables to set up and play on, even with 25mm figures! The idea is to have a game you can finish in an hour and a half or so.
1. Organization

ANCIENT WARFARE Fast Play Rules uses miniature model soldiers on a table laid out with model terrain, along with dice, rulers and various markers designating orders, condition of units, casualties, etc.  We have a complete selection of full color order markers as well as many photos of figures available for downloading on our rules discussion group at http://groups.yahoo.com/group/GoreAMwar.

There is no bookkeeping involved in ANCIENT WARFARE. All changes in unit status can be represented on the table by markers, stand position, etc. This alleviates any confusion or misunderstanding of intent on the part of the players. By keeping everything 'above-board', the players concentrate on their generalship, not on keeping track of tedious paperwork.

The miniature figures are organized onto cardboard, wood or metal bases sometimes referred to in other rules as 'elements'. We refer to them as 'stands'. Each stand has one or more model soldiers of animals mounted on it. For the Fast Play rules, we use the standardized WRG mounting system, illustrated a bit later on.

In AWFP, unlike some popular rules, the figures you have organized and painted must be gathered together into tactical 'units', or groups of stands representing the warbands and organized regiments under command of leaders.

There is no bookkeeping involved in these rules. All changes in status can be represented on the table by markers, stand position, etc. This results in fewer misinterpretations of player intentions and less arguments.
Table, Figure and Time Scale

· The width of a stand represents an actual ground-scale distance of approximately 40 paces. This allows any size of figure or stand to be used in Ancient Warfare Fast Play.
· Each game turn represents approximately 5-10 minutes of actual time.

· Each stand of figures represents between 100 and 200 actual men and animals.

· All measurements are taken from any nearest point on a stand to any nearest point on the stand measured to.

Units and Generals

Units, Divisions and Armies
Each 'unit' consists of between 1 and 6 stands of figures. 

· Generals are 1 stand.

· Artillery, Chariot and Elephant units can be 1 or 2 stands in size.

· Cavalry units can be from 2 to 4 stands in size.

· Infantry can be from 2 to 6 stands in size.

· Scenarios may find unit sizes differing from these numbers.

Generals

· Generals influence movement, morale and fighting ability, playing a very important part in the game. Better commanding generals were often able to pick the terrain from which to fight and could outmaneuver their enemies…all taken into account of in these rules. 

· Each army has one general counting as a unit for all purposes. 

Table Definitions

Known Enemy

Any enemy unit or general on the table. There were usually enough scouts to keep local commanders informed of enemy positions as well as tell-tale dust, noise, etc. to indicate that the enemy was there.

Visibility

Line of sight, blocked by any type of woods, hills and buildings, but not stands of figures. Units may see all around. Units may be known, but not visible.

Mounted


Any troops riding animals (cavalry, chariots, elephants, and camels).

Cover

Units are within any type woods, behind walls or mantlets, or in buildings.
Flank

A flank is simply the side of a unit. A unit must have a complete stand behind the front of an enemy unit's stands before any charges, movement or shooting in order to be able to count as a flank attack/shot. This is illustrated by the diagram following the Close Combat section of the rules.

Delaying Terrain


Any terrain that causes a troop type to be slowed.
Troop Definitions

Troops are differentiated by sux factors making up the 'whole man'. These are their Strength, Armor, Weaponry, Morale, Training and Unit Strength. As these are tactical rules, all of these factors are important and are not abstracted. All of these are fully explained in the sections below. 

Armor

The following chart explains what each type of armor is and what troops used it. A stand of figures represents the type of men actually portrayed by the miniatures. The figures mounted on a stand must all have the same armor type, weaponry and morale class.

Permitted Combinations of Armor and Order 
The level of armor worn by your troops usually determines what order they may fight in. this is conveniently listed in the chart below. Most cavalry fights in loose order, and most infantry in loose or close order.  


Code
Armor Type
Description

CAT
Catafract Cavalry
Fully armored cavalry on armored horses in loose order. 

Roman and Eastern Catafract Cavalry sometimes use close order (See Army Lists for descriptions).

AC
Armored Cavalry
Fully armored cavalry on partially armored horses in loose order. 

Roman and Eastern Armored Cavalry sometimes use close order. (See Army Lists for descriptions).

HC
Heavy Cavalry
Armored cavalry with breastplate, mail, helmet and sometimes greaves in loose order


LAC
Lightly Armored Cavalry
Some armor, but not as much as heavy infantry/cavalry in loose order.



UC
Unarmored Cavalry
Completely unarmored cavalry in loose order.

HCm
Heavy Camel
Treat as HC in loose order

LACm
Lightly Armored Camel
Treat as LAC use loose order

LCm
Light Camel
Treat the same as skirmish cavalry  (SC) below.

SC/SI
Skirmisher Cavalry or Infantry
Intended for missile fire in skirmisher order. 

Skirmishers always count as being unarmored.

LCh  
Light Chariot
Count as skirmisher order, (2 figures). Crews are merely representational and count for weapon and fire factors only. 

MCh
Medium Chariot
Count as loose order (3 figures). Crew are representational as above.

HCh
Heavy Chariot
Count as close order (4 figures). Crew as above. May have scythes attached (see Army lists).

HI
Heavy Infantry
Armored as HC in close or loose order.

LAI
Lightly Armored Infantry
Lesser armored troops in either close or loose order.

UI
Unarmored 
Completely unarmored foot in loose or close order.


Infantry


EL
Elephants
Count as close order stand (4 figures). Crews are merely representational and count for weapon and fire factors only. May be armored

Arty
Lightly 

Armored
Count as LAI and for armor. For casualty purposes as the number of figures on the stand. Artillery are  considered to be in close order.



Supply Units
None
Supply units are considered a movable cache of missile weapons. Supply units do not cause disorder in any circumstance. If contacted by enemy, they are destroyed.

Weaponry

The army lists specify your troops’ weaponry.  Weapons count whether a unit is charging, moving, or standing still. If otherwise unarmed, all troops are considered to be carrying the equivalent of a sword. 

Some weapons such as pikes, long spears or two handed swords/axes have a longer 'reach' than others or more lethality, causing psychological problems for their opponents. These factors are all addressed in the Morale and Close Combat sections of the rules.

· Mounted troops are allowed lance, spear, javelin, or bow.  Javelins may be used for missile weapons as well as in close combat. 

· Infantry may have pike, pilum (also including francesca, angon or other throwing axes), long spear, spear, axe (includes two-handed swords and heavy war clubs), javelin or darts, various (meaning the troops have a variety of weapons mixed together in the unit), bow, crossbow, longbow, sling, or staff sling. (See Missile and Close Combat sections for eligibility and how many ranks can shoot or fight). Javelins and Various may be used for both missile weapons as well as in close combat.

· Some troops are allowed 2 or more weapons (see army lists).
Use of Shields 

Units with shields count shielded except:
· When they are using weapons requiring both hands such as archers firing or wielding two-handed axes.
· When they are fired at or contacted on the their unshielded side or rear.
· When they are fired at by artillery.
Units without any shields are normally considered unshielded except:

· Elephants, artillery and chariots are always considered shielded.
· Troops using axe, pike, long spear or lance will count as shielded in the first round of close combat, whether they actually have shields or not. This represents the greater lethal reach of their weaponry.
Morale

There are five different levels of troop morale and one combination level for troops in the game.
Elites
Household troops and loyal guards.  They are controllable and very tough to defeat. The best armed and armored. Alexander's Companion cavalry are an example of these. They have a morale To Pass value of 90% (2 or more on a d10) See the Morale Rules later on.
Fanatics
Religious zealots or other intensely motivated troops. Difficult to control, but fearsome to face in close combat. Certain Galatian or German warbands and early Hebrew zealots are examples of these. They have a morale To Pass value of 80%.
Veterans
Older, experienced fighters.  Well armored and determined. Hannibal's African fighters in Italy and Scipio's Roman troops are examples of these. They have a morale To Pass value of 80%.
Warbands
This type of infantry fighter counts as fanatics up to and including their first round of close combat, after that they are the same as warriors. British or Celtic warbands are examples of these. They have a To Pass morale value of 80% up until they fight their initial round of close combat. After that their To Pass value is 70%.

Warriors
The bulk of Ancient armies. Armor varied from none to heavily armored. A challenge to control, but usually reliable in combat. Most Roman legionnaires and Greek troops of the Seleucid period are examples of these. They have a To Pass morale value of 70%.

   Poor
Garrison troops, militia and levy conscripts.  Often unreliable, but plentiful in many armies. Persian levies and Later Roman limitani are examples of these. They have a To Pass morale value of 60%.
Training

Some troops fought in organized units under trained commanders.  Often they were regularly paid, and their arms were supplied by the city or state that employed them. The 'civilized' states such as the Greek city-states, Rome, Syracuse and Carthage had large numbers of trained troops under their command. 

Other fighters were semi-organized under a warlord or tribal leader and fought for survival, land, their tribal leader or loot.  They supplied their own weapons. 

Therefore, there are only two grades of training:

Trained 
Trained troops had maneuver advantages and could perform certain battlefield evolutions which untrained troops could not.

Irregulars
Irregular troops were less able to maneuver in the face of their enemies. They did, however, have the capacity to become ferocious when roused and tear through enemy formations by dint of sheer force of impetus, courage and fury.
Figures per Stand

This number of figures mounted on a stand is determined by the fighting order of the unit. This is explained below.

· Close order - Troops who fought shoulder to shoulder in tight formations, such as Greek pikemen or Roman legionnaires. A close order unit has four figures per stand.

· Loose order - Troops who fought in a more open formation, like many Gallic warbands or most ancient cavalry. 

1. Irregular units in loose order have three figures per stand. 

2. Trained units in loose order have four figures per stand

3. Mounted units in loose order have three figures per stand.

Design Note: Trained loose order foot fought in closer order than their untrained counterparts, while retaining the ability to maneuver effectively in broken terrain.
· Skirmisher order - Troops who were spread out in wide, dispersed formations. Units in Skirmisher order have two figures per stand.
Order
Strength/Figures per Stand

Close
4 

Loose
3 for Irregulars 

 4 for Trained

Skirmish
2

Losses and Stand Removal

When a unit has lost a number of figures equal to its figures per stand (either 4, 3, or 2 figure casualties), a stand must be removed. This reflects the continuous losses a unit suffers through fatigue, desertion and wounds as well as close combat or missile fire attrition.

· Casualties are recorded by placing markers behind the unit (figures of casualties, small rocks, piles of battlefield debris, or whatever you find convenient and aesthetically pleasing).

· Once enough figures/casualties have been lost, i.e. the number of markers equals the strength of the unit, remove a stand from the rear rank of the unit.

· Stands are removed from the rear ranks of the unit regardless of unit makeup. It is assumed that the rear ranks would move forward to take the place of the front ranks as they fell.

Stand losses have an effect on unit morale as well as fighting capability. These will be explained later in the rules.
Basing

WRG Basing 

This is what the rules author personally uses. Most of us refuse to rebase for any rules, including our own! Since most players of Ancient Warfare already have armies based for DBM, WRG 7th or Warrior, we use the de facto same basing. For alternative Foundry or WHAB basing, consult the full size Ancient Warfare set of rules.

For armies based traditionally following the WRG/DBM basing system. For new players, use base widths are as per 20mm for 10mm figures, 40mm for 15mm figures and 60mm for 25mm figures (Small, Medium and Large stands respectively).

Base depths are not all that important. With many of the new 28mm plus size figures, you may have to use deeper stands to fit your figures on them. In the interest of those who would like to have compatability with DBM, however, here are the WRG base depths:

Order and Scale of Figures



25mm figures
15mm Figures

10mm Figures






Close order foot:






20mm/3/4” 
15mm




10mm
 








Loose order foot:          





30mm/1 ¼” 
20mm




15mm


  






Skirmish order foot:






30mm/1 ¼” 
20mm




15mm
 







Cavalry:









40mm/1 ½” 
30mm




20mm









Elephants/Chariots/Artillery:



80mm/3 ¼” 
40mm




40mm
  1 model per stand



Mount the figures 4 to a stand for close order and trained loose order foot, 3 to a stand for cavalry and irregular loose order foot, 2 to a stand for skirmisher foot or cavalry and 1 per stand for elephants, chariots and artillery.

Dice

There are two different types of dice used in Ancient Warfare.  There is the standard 6-sided variety (which is referred to as a d6 throughout the rules) and also the 10-sided or 'percentile' die (referred to as a d10).  

When rolling a 1d10, a result of ‘0’ is read as ‘10’. In other words, the available numbers on a 1d10 roll are from 1-10.

Rounding Fractions

For fractional values, round up. For example, if a player needs to roll “half a 1d6" and he rolls a 3, half of the die roll result (rounded up) is 2.
Good Sportsmanship

There is no reason to stop the game for an argument. Simply state your point, ask your opponent for his feedback and make an intelligent decision. In any situation where players cannot quickly come up with an answer to a rules question, roll a die to settle it and go on playing. Players should use their common sense in the interest of fun and history! If you have any rules questions, write them down and contact the rules authors through the rules discussion group.

 http://groups.yahoo.com/group/GoreAMwar
2. GENERALS

Generalship was the greatest influence on the success or failure of an early Ancient army. Generals positively influence units they are near and their leadership quality dictates how many orders they can issue each turn. The better the general, the more successful he was at getting men to obey him.

The Generals

· Figures of the General along with their bodyguard figures are mounted on stands just like any other troop type.  Each stand represents the general as well as his entourage. If generals are loose order cavalry, have them mounted on a stand with a strength of three, as other loose order cavalry.

· Your General may spend the entire battle as an independent, single-stand unit, able to act each turn without using orders. This allows the general the flexibility to move around the area of his command without having to waste a valuable (and limited) order.
· The General can also start the game as part of a unit or join any unit (always assumed as being placed in the front rank) for as long as desired.  The general then requires orders like any other unit.

· Once joined to a unit, the general can only leave it during the Movement Phase.
· General stands still must obey the movement restrictions of their troop type, they cannot simply move hither and yon at will! If your general is mounted on an elephant, he must obey the limitations of that troop type.
General Leadership Ability and Orders

Generals are rated according to their leadership ability. Leadership Ability determines the number of orders that they may issue each turn. Consider Leadership Ability to be the charisma, reputation, physical prowess and power of will each general possesses.

· A General's Leadership Ability is determined after the armies have been chosen, but before terrain has been placed or any troops have been deployed.
· Roll two d6 for your General and find the result on the following table. 
· The rolls are made openly; each side is assumed to know the quality of the other's leaders by their reputation! It was rare for one side to not be aware of the quality of the opposing leadership.

Die Roll Result
Leadership Ability Rating
Orders issued 

per Turn

12+
Charismatic
6

10 -11
Exceptional
5

7 - 9
Brave
4

2 - 6
Stalwart
3





· If you are unhappy with your Ability rolls, you may roll again for your General, but you must accept this second roll, even if it is lower than the first. 

· Orders are required for your units to make any movement. As you can see, you will have a limited amount of order giving ability each turn (see Section 4 -Orders).

· Each army also has 2 orders independent of the General, providing the army with a limited command and control capability in the even he is lost. We assume that some local commanders have the ability to at least take independent command if the General is indisposed. Even with a Stalwart commander, you will still have five orders per turn.
Casualties Amongst Generals

It was risky to expose a general to battle.  If he is killed or captured, his order giving ability is lost for the rest of the battle!  
· If involved in a Close Combat, a General may not give any orders except to the unit he is with to Retreat or to Deploy to face an enemy to his flank or rear! 

· Once the General’s stand has lost all of its strength points, it is removed from the game. The resulting morale loss may prove fatal to units if his loss is within range and visible to them (See Morale Phase). 

· If casualties are inflicted on a unit accompanied by a general, the owning player must roll a d6. If he rolls a '1', the General is killed and his stand immediately removed. 

· Once lost, general stands are not replaced.

· If routed, the general may not give any orders, not even to himself, until recovered from the rout (if he does recover!)
· One way to avoid being indisposed is to get out of a bad situation. A general may always order himself, if a single stand, or to an entire unit he is with, to retreat or to turn to face an enemy, if involved in a close combat and not routing!
Indisposed Generals

To summarize, if a General is:

· Involved in fighting a close combat
· Killed, routed or captured

· Leaves the table

he can not place any other order markers (See Order Section) other than to give one to the unit he is with. He cannot even do this is the unit he is with is routing or captured.
Design Note: Remember that if you decide to use your generals as combat units, they will certainly add to the morale of the unit they are fighting with, but will lose all of their order giving capabilities except for the unit they are with. 

This is often a difficult choice to make as you may be tempted to throw your generals into an enemy flank or simply use them to bolster a shaken unit.  Many commanders joined in the battle; some died for their efforts. If you are of the temperament to use your generals as fighting men, make certain you have enough of them to compensate for the resulting loss in command control.  

Priests

Each army is assumed to have a priest or holy man stand. This can be either a single figure or a group of figures on a single base, aesthetics only determining which. This represents the use of a soothsayer or otherwise reading omens and praying to the gods for help when fortune turns against the army. 

· By using a priest stand, an army CinC may re-roll one bad die roll per turn.  

· Any one die roll may be re-rolled, including morale tests, close combat or missile fire rolls.

· This replicates the ability of fervent prayers to bring desperate men from despair to hopeful belief that things will turn in their favor.  Sometimes is did and praying often inspired troops who were having second thoughts to rally and fight on.

· The priest stand has no combat value. If contacted by an enemy stand it is removed from the battle. There are no morale tests or anything as a result of this, but 

· Once the priest stand is lost, you lose the 'god roll'  for the rest of the battle.

3. PREPaRING FOR BATTLE

Generalship, good generalship can be determined by how well a commander prepared his army for battle. The more successful Ancient commanders managed to attract the right troops, find the best terrain upon which to fight, and deployed his army to take advantage of a well thought out battle plan. Lesser commanders often were on the losing side at the end of the day. 

Army Selection
Each player picks an army from the army lists. Historical match-ups are encouraged! We strongly recommend battles be fought between historical enemies (each army list has a section on historical enemies). A typical army will consist of approximately 200-250 points of troops per player.

Use the current Ancient Warfare Army Lists with the following changes:

· Ignore the CinC cost and use the General cost for your General.

· Ignore the Sacred Relics and ships. They are not used in these rules.

· Divide all minimums and maximums by 3.

· Round down for fractions; i.e. 8 divided by 3 = 2.

· Ignore any number of stands less than 2.

Table Sizes

· Small Stands (6-10mm figures), we recommend a 2' x 3' table.

· Medium Stands (15-20mm figures), we recommend a 4' x 4' table.

· Large Stands (25-30mm figures), we recommend a 4' x 6' table.

Terrain Sizes and Types
You may custom build your own terrain pieces or chose from any number of available commercial pieces. All are of decent size and work well with Ancient Warfare.

For small or medium sized tables, use the first size of terrain listed. For larger tables, use the second, parenthesized size.

Terrain Types:

· Light Delaying Terrain
Scrub, marshland, sand dunes, brush, rocky ground, steep hills.
· Dense Terrain



Forest, swamps, bogs, steep hills covered with other light terrain.
· Non-Delaying Terrain
Light woods, orchards, low hills. These have no affect on movement. Low 
Hills do provide a height advantage and superior tactical position. Light woods and orchards provide cover from missile fire.

Maximum and Minimum Terrain Size: 
The maximum size for any piece of terrain is 8" (12").

The minimum size for any piece of terrain is 2” (4”). If you opt to use a terrain feature, it must be at least this diameter.

· Obstacles - Obstacles include streams, walls, fences, hedges, gullies, ravines, caltrops, stakes, and potholes.  They count the same as Light Delaying Terrain for movement delay and disorder. They also can be easily defended. Obstacles may be a maximum of 8" (12") in length.

· Streams represent minor water obstacles 1”  (2”) wide.

· Rivers: These are wider and more difficult to cross than streams. They are 2" (3") wide and may only be crossed at bridges or fords.

· Roads: Roads are 1" (2") wide. Roads may be placed crossing rivers and low hills or through any light or dense terrain. They negate the delaying terrain for units moving along them.
· Water Features: These represent ponds 9" (12") in diameter, or they can be lakes, major rivers, or seas that occupy an entire flank edge of a table 8" (12") wide.
Overlapping Terrain: 

· Forests, light woods, scrub, brush, buildings and rocky ground may be placed on Low Hills. 

· Rivers may run across roads.

· Roads may run across rivers, streams and low hills, or through any light or dense terrain. 

· A bridge or ford is automatically placed wherever a road crosses a river (or vice versa). 

Aside from these exceptions, no piece of terrain may be placed on top of another. 

Setting up Armies
The positioning of your units before a battle is very important. Your battle plan should be reflected in your army set-up. Are you going to try to force the enemy flank? If so, deploy your attacking units on that flank, using your skirmishers to delay the enemy attacks in other sectors. A frontal assault? Remember to keep your center attacking units supported and within Command Range of a general. 

Once you have decided on tactics, it is time to deploy your army. Your army deployment can sometimes make or break a battle. Consider terrain location, open areas and the chances of using stratagems to ensure your victory.

Players are encouraged to set up a screen between them so that they do not see their opponent's army before all deployment is finished. Cardboard boxes cut in half or windshield sun protectors are great for these and table tennis net brackets can be conscripted to hold your screen up.  Otherwise, players alternate, placing units on the table one at a time.
Armies were assembled sufficiently close enough to each other so that scouts could readily determine what enemy troops they were facing once dawn broke or the early morning mists dissipated. The screen across the table simulates this fog of war.
· Units on small and medium bases may be placed up to 4" from their player’s own baseline; units on large bases may be up to 6” from their player’s own baseline. Those players desiring an even quicker game may agree to set on up to 9" from their baseline. 

· You may set up closer to your baseline or even along it if you wish, but you will probably be pinned back there once movement starts. And this is not good!
Note: There is no artificial flank restriction on army set-ups. You can butt your units right up to either flank table edge if you wish. Ancient armies were not compelled to be placed in the center of a battlefield
4. ORDERs

Your units need orders to move. It is up to you to decide how to use your orders each turn. Whether to order charges, to try to recover disordered units, or to retreat a threatened unit out of harms way, all are options and decisions you must make each turn.

In Ancient Warfare Fast Play, you are limited in the number of orders that can be issued to units. Your general has a limited amount of orders, depending upon his leadership ability, and each army has two additional orders as well. You may thus have from a low of five to a maximum of eight orders to place each turn/ 

Issuing Orders

· A general may issue orders to any friendly unit on the table, there is no 'Command Range' in AWFP.

· Orders are normally required for a unit to move.

· A unit is normally issued only one order each turn during the Orders Phase.

· A unit without orders automatically stand in place unless it is required to move due to a morale or close combat result.

Exception: Fanatics or frenzied units normally must charge an enemy unit when within their normal movement range of the enemy unit. Skirmisher foot are forced to retreat by enemy units that try to move into contact with them, (skirmisher cavalry may opt to retreat, but are not required to) and any unit may be forced to retreat as a result of failed morale.

A unit does not need orders to fire missiles.

Order Definitions

This section details what each order signifies, as well as restrictions and bonuses. There are seven orders that can be given. These are: 
Advance 
- This is the order to use for moving in the direction the unit is currently facing.

Charge 

- This order is used when a unit attempts to attack an enemy unit.

Deploy 
- A maneuver order, used for a facing or a formation change to get into a more favorable position to advance, charge or fire at an enemy unit, or to avoid an enemy flank charge.

Defend 
- This is the order to use when preparing to receive a charge or getting ready to fire at optimum efficiency with arrows at the ready.
Retreat 

- The order you want to use to run away!
Recover 
- This order is used to bring a unit back from various states of disorder or to restock depleted missile weapons.

No facing or formation changes are permitted during Advance, Charge or Retreat movement except:

· A unit may wheel/pivot 45 degrees before they commence the movement.

· A unit may shift stands into a rear rank in order to avoid running into other units, terrain or obstacles. It must have a stand's width to move through.

Advance 
Units must move at least half of their movement allowance in the direction the unit is currently facing unless it runs into an enemy unit first.
· Units may allow their frontage to conform to the edge of terrain features or linear obstacles that they move up to, as long as no stands exceed their movement distance or physically separate from the rest of the unit. 

Example of a unit dropping back stands to pass by a forest. 












The two right hand stands








will fall back behind the two left hand stands.

· Some units may be able to change their Advance order to a countercharge if charged (See Countercharges). If not allowed to do this i.e. they are skirmisher foot, their Advance order is removed and the skirmisher foot retreats. Otherwise, if a counter-charge is not desired, the unit takes the charge at the halt.
· Advancing units may fire, but if foot they fire at reduced effectiveness (See Missile Fire Tables) because they are both moving and shooting.
· Advancing units are required to pursue retreating, pushed-back or routing enemy

Charge 
· The unit must be within its normal move distance from a visible enemy target in order to be issued Charge orders.
Exception: Infantry must be within half their normal move distance to charge mounted troops.

· The actual distance moved by all charging units is variable. Use the Charge/Retreat/Rout movement chart to determine the charge distance allowed.
· A unit must move at least 1/2 of its allowed Charge movement unless it contacts an enemy unit before it reaches that distance.
· Where the unit has more than one potential target for its charge, the choice of which to attack is up to the charging player. The charge can be declared against two units if it can hit two enemy units next to each other.
· Charging units must pre-empt their own charges and declare its charge against any enemy unit that has been ordered to charge it unless this is impossible to physically do (i.e. can't wheel to face, enemy is charging to the rear, etc.). This change of targets is still considered a charge rather than a countercharge, but infantry must be within half of their own movement distance at the time of the declaration to charge a mounted enemy with a charge ordered against the infantry unit, otherwise the infantry charge is cancelled.
Design Note: An enemy charge would be observable at a distance by virtue of lowered spears, shouting and a general air of determination on the enemy's part. This change of targets is still considered a Charge, rather than a Countercharge. 

· If a unit cannot charge a unit charging it, i.e. infantry being charged by mounted, but they can still wheel to face the charge, they must do so. 

· Otherwise, continue your own charge. Chargers who are in turn charged from the flank or rear will continue their own charge, hoping to outrun their enemy. If caught before contacting the target of their own charge, they are halted and suffer the consequences!  If they manage to first hit the target of their own charge, but are then hit in the flank or rear themselves, they fight their target unit, but suffer the penalties for being hit in the flank or rear. 
· Skirmish Infantry may only charge Skirmish Infantry or the flank or rear of other troops. 
· Charging units normally may not fire missiles. 

· Charging units are required to follow up or pursue contacted enemy. 

Counter charges  A counter-charge differs from a normal charge in that it was not declared and:

· The unit must have Advance orders in order to Counter-charge as follows:

- Mounted troops may counter-charge or not move at all, taking the enemy charges at the halt.

- Skirmish cavalry may counter-charge or change their orders to Retreat and run away.
- Infantry may counter-charge infantry that is charging them but must halt vrs. mounted.
- Skirmish Infantry may only counter-charge other Skirmish Infantry that is charging them

        otherwise, must Retreat and run away. 


- Artillery must take the charge at the halt.

· Units must be facing or be able to wheel to face their attackers to be able to countercharge them.

· The counter-charging unit may not roll for a Frenzied Charge (see the following section).

Frenzied Charges  The crazed, all-out charge. Powerful, but out of control. This type of charge is extremely powerful, but risky. Once in a frenzied state, a unit reacts as if it were a fanatic unit. The following units may attempt to become frenzied.
· Irregular units (except for Elephants or Artillery).

· Any general.

· Trained units that are within 3" (4")  of a charging, friendly general.
To turn a Charge into a frenzied one, roll a Morale Test for the unit with no modifiers. Even generals must roll to see if they can become frenzied or not.

Exception: No morale tests are needed for Fanatics, they are automatically frenzied when they charge.

· If the unit passes the morale test, the frenzied charge is successful.

· If failing to roll a high enough number to pass the frenzied charge roll attempt, go to the Morale Results Table and check to see how badly your unit is affected by the failure. You may end up running away!

· A general may issue Recover orders to halt any troops otherwise required to make a Frenzied Charge. This costs 2 order markers if the unit in question is mounted (doubled to 4 order markers if the unit is outside his Command Range). 

Fanatics and Frenzied Units Charging 
Fanatic units or a unit possessing a Frenzied marker will do the following.  

· Once within their normal movement range of an eligible enemy, the frenzied/fanatic unit will make a frenzied charge at the beginning of the Charge Phase unless constrained by a Recover order. 

· Frenzied mounted units are NOT required to charge elephants, pike, or long spear armed foot. Fanatic mounted are required to charge them!

· Frenzied units must move their entire charge move allowance unless it contacts an enemy unit before it reaches that distance.

· The unit will continue as frenzied if it is pushing back, routing or destroying an enemy unit. 

· Once a unit fails to push back, rout or destroy their opponents, they are no longer considered frenzied for that particular combat, unless they receive a new frenzied marker because of a morale result.

· As long as a unit remains frenzied, it just keeps charging anything in range.

Note: Some enemy units may not be reachable and thus are not considered 'eligible' targets, i.e. cavalry cannot charge into dense terrain, so an enemy unit in this instance does not count as an 'eligible target' whether the cavalry is fanatic or not. 

The cavalry/mounted unit must then attempt to charge any other enemy unit within normal tactical range of it.

Also, since infantry cannot charge mounted units until within 1/2 of their normal movement range, the mounted units are not considered eligible targets until within 1/2 of the normal movement range for the infantry.
One way to avoid having your frenzied or fanatic units charging any and everything is to keep them back from the front lines, as long as they are not within their normal tactical range of an enemy unit, they are not required to charge.


[image: image1.wmf]A

B

C

D

E

Z


Deploy 
Use this order to change facing or formation, or to wheel or turn 90 degrees to face an enemy unit that is moving into contact with your flank or rear or to turn 90 or 180 degrees to face an enemy already in contact. Depending on whether the unit is trained or irregular determines how many Deploy actions a unit may take each turn.
· Trained units that have Deploy orders and neither disordered (or worse) or being charged may perform any 2 of the following different actions in a turn.

· Other troops and Trained units in other circumstances may perform only 1:

· Change facing a full 90 or 180 degrees. 

· Turn to face an opponent if already in close combat. 

· Change formation. 

· Trained foot, other than pikes or long spear, may 'sidestep' 1 stand width to either flank, ignoring terrain delays. 

· Trained foot may fall back 1" (2"), remaining facing their enemy throughout.*

· Wheel up to 45 degrees or turn 90 degrees to face an attacker as he charges or advances into contact.* 

· Place man-made obstacles (caltrops), search for fords etc.

· Move 1" (2") straight ahead, ignoring terrain delays or terrain disorder, but may not move into contact with an enemy unit.

*These are also allowed charge responses for a unit being charged or advanced into.

· A unit in Close Combat may be issued a Deploy Order, but it is limited to turning to face an enemy in contact to his flank or rear.

· Units with Deploy Orders may follow-up or pursue at the owning player’s discretion.
Defend 
Only non-frenzied/fanatic foot or artillery may be given Defend Orders. 

Mounted troops may never be considered defending.

· Units with Defend orders must remain motionless unless forced to move due to morale tests or combat results in which case the Defend order marker is removed immediately.

· They receive combat and morale bonuses for defending under all circumstances.

· They may not follow-up or pursue unless they become Frenzied as a result of a morale test.
· Units in a close combat may never be given a Defend order.
Retreat 

Retreat orders are used to get units in trouble away from their threat. Units will attempt to run away from an implied danger. It may also be useful at times to run away from an unequal close combat.
· Fanatics or frenzied units may not be issued Retreat orders.

· Instantly turn 180 degrees and make a Retreat move. They must Retreat from either the nearest enemy unit, or any enemy unit that is Charging or Advancing into contact with them. 
· Units with a Retreat order must move at least 1/2 of the Retreat move. 
Exception: A unit may retreat less than 1/2 if it would otherwise have to contact an enemy unit.

· Use the Charge/Retreat/Rout variable movement table on the Movement Table. 
· Units end their turn in whatever formation this causes them to adopt, but facing away from the enemy.

Retreating units immediately become disordered from their withdrawal unless they are:
1.  Skirmishers.
2.  Light Chariots. 
3. Trained troops moving no more than 1/2 of their Retreat move. 
Design Note: Skirmishers and Light chariots used the retreat as one of their usual moves and could quickly turn and be fine, the same with trained troops as long as they did not move too far (it's tiring to be running away for long distances!) Basically, you are being penalized for showing fear and an all-out retirement was tiring as well as demoralizing.
· If a Retreating unit is contacted by or runs into an enemy unit, the retreating unit counts as being hit in the flank or rear (they will be disordered), and will be destroyed if they are Skirmish Infantry. 
· A unit may not retreat into a close combat. Retreating units must avoid contact with enemy stands.
Skirmishers and Retreat 

Skirmish Infantry will automatically Retreat if any non-SI unit attempts to come into contact with them. In the same circumstances, Skirmish Cavalry may voluntarily opt to Retreat. No orders are required for this and any existing orders are cancelled and removed.

If extra movement is required for this (i.e. the unit has already moved in the Movement Phase), the unit ends the turn disordered. 
Recover 
Think of a Recover order as a rallying around its commander and re-ordering of the ranks. 

Recover orders are placed on those units that the player desires to recover from rout, disorder, fragmentation or out of missiles/low on missiles.

· Units with a Recover order may Recover from only one of the following:

1. Routed to fragmented. This is not easy to do and must be rolled for on the Morale Results Table (See Morale Section). Make an immediate Morale Test to try to halt the rout. You may only make ONE attempt to rally a routing unit. If you fail, it is removed from the table.

2. Fragmented to disordered. This is automatic. Replace the fragmented marker with a disorder marker.

3. Disordered to normal. This is automatic. Remove the disorder marker.

4. Out of or Low on Missiles to Restocked. This simulates the bringing up of additional arrows, javelins, etc. from supply units.

5. Frenzied to non-Frenzied (non-Fanatics only). This represents the unit commander taking the time to calm his troops down and bring them back under his control. Remove the Frenzied marker at the end of the turn. 

· In order to Recover, units may not move or fire. 

· If forced to move because of enemy action, a morale result, or if the commander desires to fire with the unit, immediately remove the Recover order during the phase it moved or fired. 

· Units in a close combat may never be given a Recover order.

Units With No Orders

Units that do not have any orders when contacted by an enemy unit have no choice in their responses.

· They take all charges at the halt, with no wheels, facing or any other movement.
· Skirmishers may always elect to retreat, however.
· Units in the initial round of close combat who have no orders must pursue or follow-up any retiring, pushed back or routing enemy whether you want them to or not. 

Design Note: Combat was nerve-wracking and the passions and fervor of the hand-to-hand fighting could not be easily contained.  Troops without direct orders to the contrary would follow their running enemy.
Dummy Orders

 
Dummy order markers may be used to confuse your opponent as to which units actually have orders. Simply place 'blank' counters behind those units that have no real orders. Each player is limited to three dummy orders each turn. 

Example of Play:

An irregular German Heavy Cavalry (HC) unit has a charge order against a unit of trained Roman Heavy Infantry  (HI). The Roman foot have a Deploy order.

The German player wants his HC to be frenzied, so he rolls a d10 (the unit leader is giving an inspiring speech to his men). The Germans are Veterans, so they need to roll a 3 or better (80% chance) to pass their morale and become frenzied. They roll a '6' and charge frenzied.

The Romans elect to use their Deploy order to move backwards as a charge response, hoping to move out of range of the German charge.
5. SEQUENCE OF PLAY

It is very important to follow this sequence of events in the exact order listed Play each turn through completely. Do not skip portions of the sequence or any of the phases.

On the first turn of the game units are considered to be sufficiently eager and in a state of battle readiness.

On the first turn of the game, there is no 'Orders Phase'. All units can Advance, Retreat or Deploy without orders. This first turn of the game, both side move simultaneously, pro-rating movement if necessary. 

Orders Phase

This requires plenty of foresight as you must have a plan or you will spend the battle reacting to the enemy moves.  AW is similar to chess in this way. You want to have your opponent reacting to your moves, and not the reverse.

· Before any orders are placed, any unit not involved in a close combat, routing or in frenzied pursuit, may make a 'free' 180 degree turn to face an enemy unit. 

Design Note: This represents simply turning around, not a difficult maneuver, and does not count against your movement or orders later on…hence it is 'free'. It is primarily used to get retreated units facing in the right direction again. This must be a complete 180 degrees, no more, no less.
· Each player now simultaneously places his allowed number of order markers as well as dummy order markers, face down behind any desired units. 

· If you do not want to give orders to a unit, simply do not place an order marker behind it.

Initiative Die Roll Phase
This phase determines which side has to move first in the Movement Phase. The player with the Initiative gets to choose.  

There are advantages and disadvantages to moving first. 

Depending on the situation, you may want to let your opponent move first so as to put yourself in a favorable position to fire at him or move into contact with his troops. 

Often, though, it is best to keep the pressure on and moving first certainly can do that. 

· Each player rolls a d6, adding +1 if his General is Charismatic.

· The player with the higher modified d6 roll has the Initiative and decides which player moves first. 

· Reroll in the event of a tie.

Charge Declaration Phase

Charging units opened the 'action' on the battlefields of the Ancient period. As such, all units that had Charge Orders go after their targets. The targets may respond to the charges if they are able to depending upon their own orders. Otherwise, the targets sit and take it. By having correct response orders, you can often frustrate the attackers. Charges start from the flank chosen by the Initiative die roll winner.

A unit must have a Charge order marker in order for them to initiate a charge. 

· Both players simultaneously declare their charges and flip over their charge markers.

· Chargers may attempt to become frenzied if eligible. If you wish to attempt a frenzied charge, this must be declared at the time of the charge declaration. 

· Targets of charges get to respond to the charges if they have the proper orders (see previous Orders section). Otherwise, the targets sit and take the charges at the halt.

· Roll for charge distances, countercharges, etc, and move units into contact.

· Faster moving charging or countercharging units will move proportionately further than slower opposing units before they come into contact (pro-rata movement).

· Line up units base edge to base edge for combat moving extra if necessary to align the units against each other.

Movement Phase
After all charges and charge responses are finished, other units with order markers get to make their moves. 

· The player who has been chosen to move first now turns over his remaining order markers.

· Each unit now follows its orders, starting with the outermost unit on whichever flank the player chooses and working across the table until reaching the outermost unit on the other flank.

· The opposing player then turns over his order markers and does the same.

Missile Fire Phase

After all moves have been resolved, eligible stands on both sides simultaneously conduct missile fire. 
· The winner of the Initiative die roll (another advantage for the high roller) decides which flank to start the Missile Fire Phase from. Work across the table from one flank to the other, each firing simultaneously before removing lost stands.

· Charging or counter-charging units may not fire.

· Targets of a charge that are not countercharging may fire if eligible (See Missile Fire).

· Artillery that moved in the current turn may not fire. 

Close Combat Phase

This is the most important phase of the game.  Follow the Close Combat procedure and you will not have problems. 

This attritional battle is representative of the nature of hand to hand warfare. If your unit has lost three rounds of close combat, it will finally break and run.  

· Resolve close combat between units in contact with each other one at a time, starting from the flank chosen by the player who won the Initiative roll. This is yet another advantage for the high roller.

Design Note: This can be a real advantage, as you might be ready to destroy or rout an enemy unit at one end of the table. This could have a domino effect on the rest of the enemy units as morale tests must be taken when seeing friends rout! 

· After each close combat, perform all resulting push back, follow up, Rout and Pursuit movement.

· Proceed to the next close combat. It is very important to complete each close combat in total before moving on to the next.

Exception: A multi-unit close combat is resolved as though it were a single close combat. All participating units will fight it out simultaneously no matter what their position is relative to the flank where the close combat started.
Recovery Phase

This is the part of the turn when troops rallied, rested and achieved a better-organized physical and mental state. Let's face it, after being disordered or worse, a unit would have to take time to get its cohesion back. 

After a unit has spent the whole turn getting itself back into order, during the Recovery Phase its status is upgraded. This is performed simultaneously by both players. 
· A unit may not use a Recover order to recover from more than one item per turn. If a Recover order was placed on a frenzied unit to keep them from charging, it may not also restock the unit's missile weapons or recover it's order.

Remove ALL orders at the end of each turn.
Examples: 

Placing Orders - 

· Both players place their orders on selected units. The German player and the Roman player then both roll a d6 to see who has the Initiative.

· The German player rolls a '5', the Roman player rolls a '3'. If either had a Charismatic General, he would add +1 to his die roll.

· Since the German won, he decides whether he wants to move first or have the Roman player move first. He wants to see what the Roman player has up his sleeve, so elects to go second.

· Both players simultaneously declare any charges and both flip over any Charge order markers. The German elects from which flank to begin moving the charging units.

· After all charges, frenzied charge attempts, countercharges and any allowable charge responses are completed (Deploy responses, Retreat orders acted upon, etc.) the Roman player flips over his remaining order markers and his units follow their orders.

· Once he has finished with all his movement, the German player flips over his order markers and moves.

· After all movement is completed, both sides simultaneously fire missiles and then fight our all close combats, again from the flank picked by the Initiative winner.

Recover Orders -

You have the unit of Gallic warband who are frenzied within their normal movement range of a unit of Roman skirmishers.  

· If you are forced to charge, as you will with your troops being considered frenzied, you will never catch the faster SI, so you may decide to keep the warband in check by issuing it with a Recover order. 

· They will then sit there that turn, angered at not being able to charge their closest enemy, but not foolishly rushing off after an enemy they could probably not catch. Next turn you will have the same dilemma, unless the enemy opts to move a more attractive target closer to your Gallic warband.

As the Roman commander, you have the Gallic warband within effective range of your SI archers, but your archers are Low on Missiles. 

· You opt to place a Recover order on them to restock their missiles. 

· If the enemy warband had charged your SI this turn, the archers would have been forced to Retreat and you would not have been able to restock. 

· Remove the Recover order as soon as the SI begins to move.

6. MOVEMENT

 If a unit is not given an order, then it may make no movement of any kind during the Movement Phase, unless specifically required to do otherwise by a Morale result.

Exception: Skirmishers can always opt to retreat if being contacted by an enemy with no orders required.

The variable Charge/Retreat/Rout move takes into account the 'reaction time' of a unit to respond to an order, a threat, or a complete breakdown. 
Movement Tables
SMALL OR MEDIUM STANDS: 20-40 MM WIDE


Normal
Charge/Retreat/Rout     
Light Terrain    Dense Terrain 

Close Order Foot
    4"
     d6 +1"
                   - 1/2 d6 (Dis.)     -d6 (Dis.)


Loose Order Foot/HCh
    6"
     d6 +2"                             - 1/2 d6                 -d6



Skirmisher Foot
    6"                       d6 +3"                            No Delay            - 1/2 d6



Elephants, AC/CAT/MCh  6"                      d6 +3"                             - 1/2 d6 (Dis.)        N/A



Skirmish Cavalry
   10”                      d6 +7"                                - d6                     N/A



Loose Order Cav/LCh
    8"                       d6 +5"                                 - d6  (Dis.)         N/A



Artillery
    2"                        None                                  NA                     N/A


(Dis.) Means the unit is Disordered from moving into or through that terrain.
Road Movement x 2

LARGE STANDS:  60 MM WIDE


Normal
Charge/Retreat/Rout     
Light Terrain    Dense Terrain 

Close Order Foot
    6"
     d6 +2"
                    - d6  (Dis.)        -d6 + 2" (Dis.)


Loose Order Foot/HCh
    8"
     d6 +4"                              - d6                   -d6 + 2"




Skirmisher Foot
    8"
     d6 +6"                            No Delay             -d6





Elephants, AC/FPC/MCh  8"                       d6 +6"                             -  d6   (Dis.)         N/A




Skirmish Cavalry             16"
     d6 +12"                            - 2d6                   N/A




Loose Order Cav/LCh
   12"
     d6 +9"                              - 2d6 (Dis.)         N/A




Artillery
    3"                        None                                  NA                    N/A




(Dis.) Means the unit is Disordered from moving into or through that terrain.
Road Movement x 2
Wheeling: A wheel is a pivot.  The unit is swinging like a door, but troops were slowed down while performing this manoeuvre, as it is extremely difficult to maintain your order while moving this way. 

Wheeling units pivot around their non-moving inner stand.  They may pivot through a maximum of 45 degrees each turn, counting double the actual wheeling distance moved. The wheeling distance is the distance the outer stand moves. All wheels are performed at the start of a unit's movement. Units with stands one behind the other may 'follow the leader' as the lead stand wheels.  This allows a road column to move along the path of the lead unit.

Formations
Standard Formations

The following formations may be used by any unit, regardless of terrain. Units under Deploy Orders may change from one formation to another. 

· Your units are not locked into the formation you initially start the battle in. 

· You may change your formations as the battle progresses by using Deploy orders or as a close combat result.

Line

· A unit is in Line when it is 1 or 2 stands deep. 

· This is the formation used by mounted units and most foot when they are expecting to engage in combat.

Mass

· A unit is in Mass when it is 1 or 2 stands wide, and at least 3 stands deep.  

· This formation is most commonly used by infantry units equipped with long spears or pikes.

Road Column
· A unit is in Road Column when it is in a 1 stand wide column using a road. 
· A unit must be in this formation in order to enjoy the movement advantages conferred by Roads.


Mounted unit of three stands in line.



Foot unit of four stands in line formation.













Foot unit of three stands in mass formation.










Special Formations

These formations are able to be used only in clear terrain. Wedges are limited to those armies allowed them in the army lists.

· Units with Deploy Orders may change into special formations or units may start the game in them already.

· A unit may be in a special formation if disordered.

· A unit may not be in a special formation if it is fragmented or routed (See Morale States).
· A unit may only use or be in one special formation at a time.

Locked Shield 
This is a formation available to any loose or close order foot carrying shields. It simulates a unit closing ranks and offering a solid front of overlapping, interlocking shields, tough to penetrate with either missiles or in close combat. This was a successful tactical formation of the Greeks and Romans.

· All movement is halved. This simulates the closing up of ranks and a slow, methodical advance.

· Units with locked shields receive morale and close combat bonuses, but still have flanks and a rear.

· They are a more difficult missile target.
· Troops in Locked shield formation will drift 1" to their right each turn they advance or charge/countercharge.
· Frenzied units may not be in Locked Shields!
Wedge  

Wedges simulate the ability of some units to concentrate the point of attack on a small frontage. Not many troops were capable of fighting in wedge, but an example of this is Alexander's Companion cavalry. 

· A wedge consists of one stand in the front rank and two in the second. 

· Wedges may not turn, they may only wheel.

· The unit must be charging or counter-charging to count the wedge fighting bonus.

· The wedge allows all of the stands on the outside of the unit to fight on the frontage of the rear rank. (i.e., a three stand wedge fights with three stands on a two-stand frontage). 

· You must be fighting against an enemy unit with at least a two-stand frontage to take full advantage of the wedge. 

· If only fighting on a one-stand frontage, the wedge counts as fighting with its front stand and only 1/2 of one of its rear ones, so counts as 1 1/2 ranks.
· If not routing or destroying the enemy during the first round of a close combat, the wedge reverts to a disordered line. 
· The rear rank may remain where it is in the rear, or be brought forward to fight next turn to either flank.

· Frenzied units may be in Wedge!
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An example of a three stand wedge. All three stands are counted as fighting if fighting on a two stand frontage. If fighting on a one stand frontage, only the front rank and 1/2 of one of the rear ranks count, i.e. 1 1/2 stands.
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An example of a two-stand wedge. It fights with the front stand and 1/2 of the rear stand.

Chariot and Cavalry Runners or Elephant Escort Infantry 

Some armies used skirmish infantry as auxiliaries to their chariot, elephant or cavalry units. Those armies listed in the army lists as capable of using chariot or cavalry runners or Elephant escorts use the following rule:

· Chariot, elephant or cavalry stands are each allowed one stand of SI runners or escorts.
· If in a close combat, the SI are placed directly behind the cavalry/chariots/elephants and provide an additional rank for Close Combat depth modifiers (they are considered in close support).

· Chariot, elephant or cavalry runners or escorts are considered part of the chariot, elephant or cavalry unit for receiving orders. 
· They count as separate units for casualty and morale purposes.
· They may move as a single unit as long as they are in contact, requiring only a single order for both but moving at the movement rate of the slowest stand. 
· In the case of a Charge order, the chariot, elephant or cavalry unit is moved through the skirmishers into contact with the enemy target unit while the runners will follow up staying in contact and counting as a second or third rank for Close Combat depth modifiers. 
Terrain Effects

Obstacles and delaying terrain affect all types of movement including Advances, Charges, Pursuits, Retreats, Routs and so on. As long as any part of any stand in a unit is within the delaying terrain, the entire unit is affected.

Light Delaying Terrain and Obstacles

Steep hills, scrub, sand dunes, obstacles and rocky ground all cause delay and even disorganization in some troop types that attempt to move through them. Low hills, orchards and light woods do not. 

· All units except for Skirmisher Infantry (SI) deduct the terrain penalty delay from move distance once any stand touches the terrain or obstacle. The unit may not have enough move distance left to actually enter the terrain which means they simply stand there ready to move ahead next turn.

· Units in light terrain or crossing obstacles may still charge or counter-charge but receive no close combat charge bonuses.

Dense Terrain

Dense terrain is tough to traverse. It includes forests, swamps, bogs and steep hills covered with light terrain. Moving through this kinds of rough country posed a considerable problem to many troop types. 

Many units may not even be able to move once they are stuck in dense terrain. This represents those troops, which managed to get lost, or became 'bogged down' when veering off a known trail or path. 

Design Note: Once your veterans get stuck in a forest for half the game, you might think twice about taking a chance on sending them in there!

· Infantry in dense terrain may still charge or countercharge but receive no close combat charge bonuses.

Mounted units cannot enter dense terrain. 
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Rivers

Rivers could be difficult to cross at best. Generals sometimes spent hours searching for a suitable crossing point, and even then, fording a river was slow and dangerous. Rivers may be crossed only at Bridges and Fords.

· Whenever a Road crosses over a River a Bridge or a Ford one stand wide is placed at the crossing point. 

· Any unit that is under Deploy Orders and has a stand touching a river may search for a ford.  Roll a d6 for each stand touching, and on a roll of ‘6’ a 1-stand width ford is found.  The ford remains in position for the rest of the battle. A unit under Deploy Orders may roll repeatedly on subsequent turns to find a ford in the same spot; this means they are trying to work their way across with linked arms, ropes, poles etc.  rather than just getting lucky.
Roads

Units spending their entire Movement Phase moving along a road may Advance, Charge, Rout and Retreat one and a half times their normal distance, ignoring all effects of any terrain that the road crosses.  However, units may only move along a road in a Road Column (i.e., a column that is one stand wide).

Interpenetration

Interpenetration occurs when a stand of one unit passes through a stand of another friendly unit. Usually, this was not good, often disordering both units. The only instance where this can occur without any penalty is when:

· Skirmish infantry may freely interpenetrate and be interpenetrated by any friends.
· In all other circumstances any unit that moves into a friendly unit is placed directly on the far side of that unit, and halts there with the two units’ stands in contact. The “penetrated” unit is not moved and it sits there, unable to move. Both units are disordered.

Change Facing
Facing refers to the direction in which your unit is pointed or is moving. 

· To change facing means to turn the unit toward another direction, either completely to the side or to the rear. 

· A unit that is under Deploy Orders may turn and face in a new direction even if engaged in Close Combat. 

· This is done by turning the individual stands. All stands must either be turned through 90 degrees, to face left or right, or turned about a complete 180 degrees.
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Example:

You have a unit of Roman skirmish infantry being charged by a Gallic warband. Your SI must retreat. They will make an immediate 180 degree turn or turn directly away from the chargers if being charged in the flank.

The SI will then make a retreat move. They must move at least 1/2 of this, more if desired up to their full movement. You must make your decision on how far you are retreating before the warband rolls for his charge move. Both moves are rolled for on the variable movement (at the end of the Movement Table). If you do not chose wisely, you may be caught and destroyed!

Being skimishers, the Roman unit is not disordered by retreating as most others are.

Next turn, they may automatically turn around 180 degrees to face their enemies with no penalty before orders are placed. 

7. 
MORALE

Good morale could be assured by making certain that troops were in a secure position both physically and psychologically.  The presence of the General close by would often be enough to bolster their courage. A religious relic could provide an even better incentive. 

An uphill enemy, or one protected by an obstacle was often daunting to attackers. The psychology of men in battle cannot be easily measured, but through the use of our morale rules, we attempt to portray it as best we can.

Various markers can be used to indicate the various states of disorder. I use shields mounted on small stands. One shield for disorder, two for fragmented and three for routed. 

Morale States

Good Order

The unit is in a state of readiness for battle. At the start of a game, unless specified by a scenario, all units are considered to be ordered. 

· Units can be given any allowable order.

· Units may make any allowable move.

Disordered

The unit is starting to fall apart.  Cohesion has been lost, and fighting as well as shooting ability is reduced. The unit must recover to regain good order and fight at full effectiveness. Record that a unit is disordered by placing a Disorder marker (shields, battle field debris, etc.) behind it.
Causes of Disorder

· Any non-SI unit interpenetration.

· As the result of a failed morale test. 

· Pushed back in close combat 

· Charging/Countercharging Wedge failing to rout or destroy an enemy unit. The wedge could be very effective in battle, but was prone to disorder once the formation was lost.

· Retreating and is neither Trained moving no more than than 1/2 of it's retreat move, nor Skirmishers or Light Chariots.
· The unit has charged and failed to make contact. The charge has fallen short of its target.

· The unit pursues and fails to contact any enemy or it has destroyed all of it's Close Combat opponents. (You only pick up a disorder for this if you are currently in good order; i.e. this may never result in a fragmented or rout morale situation). 

· If forced to move more than your normal movement allowance during the Movement Phase, because of interpenetration, skirmisher retreats after already moving, etc.

· The unit is contacted by any enemy unit in the flank or the rear. 
· Non-Indian Cavalry within 3" (4") of Elephants or Non-Arab Cavalry within 3" (4") of of Camels. The advantage (and disadvantage) of unfamiliar 'beasts'.
· Movement through delaying terrain as indicated in the Movement section.

· The unit should be pushed back after close combat, but cannot because of blocking troops, terrain, etc.
Effects of Disorder

· Only the front rank of a Disordered unit fires or fights in close combat regardless of weapon type.

· The unit may still be issued charge orders.

· The unit may still be in a special formation.

Fragmented

The unit continues to fall apart as its troops become scattered and unresponsive to command. It must Recover to regain a Disordered state. Record that a unit is Fragmented either by placing a second Disorder marker behind it.
Causes of Fragmentation

· A second Disorder.

· As the result of a failed morale test.

Effects of Fragmentation:

· Only half the front rank of a Fragmented unit fires or fights in close combat.

· A Fragmented unit cannot be issued Charge orders and may not countercharge. It may be issued any other order.
· The unit may not be in any special formation.

Routed/Dispersed

The unit flees in disarray or is dispersed beyond recall, but it is possible that it may yet be saved and returned to the fray. It must pass a morale test to Recover to Fragmented. 
Causes of Rout/Dispersal
· A third Disorder.

· As the result of a failed morale test

Effects of Rout/Dispersal:

· The unit will automatically make a Rout move during the turn that it fails its Morale Test.

· Other friendly units seeing the rout are affected.

· Once all other units have tested for seeing the rout, the routing unit has one chance to recover.

· In the next Orders Phase, the general may give the routing/dispersed unit a Recover Order. Conduct a Morale Test for the unit during the Recovery Phase. If it passes the test, the unit Recovers from Routed/Dispersed to Fragmented; if it fails, it is removed from play (i.e., it is destroyed).

Design Note: Disorders are cumulative. If a unit is hit in the flank, it is disordered. If it is then pushed back in the Close Combat, it is disordered again or fragmented (two disorders). If it takes a morale test and is disordered a third time, it is routed (three disorders).

Morale Tests

Whenever any of the following events occurs, the unit in question must immediately test it's morale.
If the causes of a morale test are occurring simultaneously (i.e. loose order foot are being charged by a previously unseen heavy cavalry unit), only one morale test is required, not two.

1.   Loose Order Foot Being Charged in the open by Mounted.

2. When any infantry in the open is the target of a charge by elephants or scythed chariots. 

3. The General is Killed or Routed 
4. A Stand is Lost from the unit irrespective of whether all the casualties that removed it were suffered this turn. This represents a unit’s leader being lost, a banner going down, or extreme losses.

5. Each Visible Friendly non-SI Unit Routing or Destroyed Within 6" (8") 

6. Routing Units Voluntary Morale Test 
7. Attempting to make a frenzied Charge. (no modifiers.) If the unit passes, it becomes frenzied. If not, consult the Morale Results Table for penalties. 

Mixed Morale Units

When testing a unit of mixed morale, use the front rank's To Pass value for A & F (circumstances when a combat is in the offing), and use the highest (worst morale) value in all other circumstances (the less exciting and more discouraging situations). There are few units in the army lists that are allowed to use mixed morale units.  

Morale Test Procedure

· To perform a Morale Test, simply roll a d10 for the testing unit and add or subtract the Morale Modifiers.  
· If the modified die roll is equal to or higher than the To Pass value, the unit is fine.  If the score is lower, the unit has failed the test. The worse you fail, the more severe the morale penalty.
· On any unmodified Morale Test roll of "10", any non-Routing unit (except Artillery) will become Frenzied.  Place a ‘Frenzied’ marker behind the unit. 
MORALE TABLE
Morale Quality    To Pass Die Roll

Elites




2 or more     

Veterans



3 or more
Fanatics   


3 or more

Warband



Count as Fanatics up to and including the first round of close combat, then as Warriors.

Warriors      

4 or more

Poor         


5 or more

Die Roll Modifiers: (Cumulative)
+1  

· In Locked Shields.

· Unit has Defend orders.

· In cover or Uphill of enemy.

· Unrouted General visible within 6" (8")
+2 

· General with unit
· Pike or Long Spear foot in good order

   
 being charged frontally by mounted.

· Pushing back or Pursuing enemy.
· Defending a Superior Tactical Position*
-1  

· Each Stand lost.

· Each Disorder Marker.

· Unsupported**

-2

· Enemy visible and facing flank or rear within 6" (8") (within 2” in forests).

* Superior Tactical Position: In buildings, uphill of all enemy units, defending obstacles or river banks.
Woods are not a Tactical position!  

** Supported: To be considered supported a unit must have two out of three of the following visible to them:

Any unrouted Friendly unit within 3" (4")of testing unit's rear

Any unrouted Friendly unit within 3" (4") of 45 degrees of the testing unit's left flank

Any unrouted Friendly unit within 3" (4") of 45 degrees of the testing unit's right flank
Morale Failure
If a unit does not pass its Morale Test, it checks to see how badly it fails by. 

Morale Test Results

Fail by 1 -


Stand in place, disordered.

Fail by 2 -


Retreat disordered.

Fail by 3 -


Retreat fragmented (two disorders).

Fail by 4 -


Rout.
· If a General is with a unit that fails a Morale Test, he suffers the result along with it, Routing or Retreating according to his own movement allowance. 

· Remember that all morale problems are cumulative. A second disorder causes an already disordered unit to become fragmented. A third disorder causes the unit to rout. 







Example: A Roman Heavy Infantry (HI) legionnaire unit, of Veteran morale, is charged by a Carthaginian elephant unit. The Roman unit must test morale. 

· They roll a '4' on a d10. Their modifiers are:


-1 Unsupported (they have no other friendly units within range). 


The die is reduced by one for a total of '3'. 

· The Romans are Veterans, so needed a '3' as their To Pass number. They are fine, barely.

If they had been Warriors, their morale To Pass number would have been one less, and they would have failed their morale. Looking up a morale result of Failed by 1 on the chart, gives us a result of 'Stand in place- Disordered'. 

In this instance, the Romans would sit and only fight with their front rank stands, being disordered.
8. MISSILE FIRE

Missile exchanges invariably favored the forces with better armored shooters.  Not only could they absorb more punishment, they often were in a close formation and if they were archers, they could deliver a heavier volume of fire. 

Skirmishers, though hard to hit, could simply not deliver concentrated fire and had no chance in a missile exchange with such an enemy.  The target status (armor type, tactical position, formation), number of shooters able to bring missiles to bear, and the range determined the probability of missile hits.  

Who May Fire?

Any eligible missile-armed unit may fire during the Missile Fire Phase assuming they have an eligible target in range. A unit is never forced to fire. 

Units may not fire when they are:

· Out of Missiles.

· Involved in a Close Combat.

Ranks Eligible to Fire

· Units in any type of woods may only fire from the front rank.

· Artillery may only fire from the front rank.

· All other missile troops may fire two ranks deep or from the second rank.

Firing Dice

Firing is normally conducted by rolling a d10 for each eligible stand of missile-armed figures. This is fast and accurate. The exceptions to this are some elephant crews, camel riders and some chariots as noted in the army lists.
· Each unit fires separately; you cannot combine stands from different units to come up with a more favorable number of firing dice!  

Morale States and Missile Fire

· If the firing unit is disordered, only 1/2 of its eligible stands may fire.

· If the firing unit is fragmented, only 1/2 of the eligible front rank stands get to fight.

· Routed units may not fire.

Missile Supply

Archers, crossbowmen, slingers and many loose-order foot and cavalry were assumed to carry enough missiles to last them the length of a battle. This was not often the case. Other missile-armed troops, such as close-order foot, may carry only a small number of missiles. 

In order to portray the vagaries of war (being tired, poorly supplied with missiles, etc) we utilize a very easy system to determine if a unit is Low on Missiles or Out of Missiles. We use markers for Low or Out.

· Close Order Infantry armed with Javelins (includes throwing axes and similar thrown weapons) may fire only once before being Out of Missiles. 
· Any troops armed with Various weapons may fire them only once before being Out of Missiles.

· If the firing unit rolls 10's for any of its hits, it is Low on Missiles.  If it rolls two or more 10's it is Out of Missiles. 

· Record when a unit is Low on Missiles or Out of Missiles by placing a marker behind it.

· A single Recover order fully restocks a unit, whether it was Low or Out.

Ammunition Supply Effects 
· A unit that is Low on Missiles only rolls 1/2 of its firing dice

· A unit that is Out of Missiles may not fire. 

· To restock a unit’s missile supply, the missile unit must have a Recover order. So long as the unit does not move or fire that turn, it removes the Low or Out of Missiles marker at the end of the turn.

Ammunition Supply Effects

· A unit that is Low on Missiles fires with only 1/2 of its eligible stands. An additional Low on Missiles marker results in the unit being Out of Missiles.

· A unit that is Out of Missiles cannot Fire.
Firing Arcs, Line of Sight and Target Eligibility

Design Note: Troops had certain ‘dead areas’ that they could not shoot into without turning to face that direction.  They were also most fearful of the enemy which were the closest threat to them. Ancient archers would fire at whoever was nearest, not only hoping to dissuade the target from attacking, but also to take advantage of the closer range (easier to see and aim at them).

Firing Arcs

Troops may only fire at enemy units that are within their Firing Arc and in range. A firing arc is the angle at which a man could expect to 'turn' without actually moving in order to shoot.
· Mounted missile troops can shoot all around (i.e., 360-degrees). This allows the 'Parthian shot.'
· Infantry missile troops have a 45-degree arc of fire, measured from the front corner edges of their stand. 

· Artillery has a 22.5-degree arc of fire.
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Line of Sight

Units may only fire at enemy units to which they can trace an unblocked Line of Sight and which are are visible to them.

· Artillery (only) may fire over any friendly unengaged troops if either the target and/or the firing artillery is on higher ground or the target is Elephants.

· Missile troops have their fire blocked by friendly or enemy units, including Skirmishers. This allows you to screen your better troops with skirmishers. A unit may not ignore eligible targets in front of it in order to fire at more desirable targets further away.

· Troops need at least a one-stand width gap to fire through.  Use common sense.
· Units in any type of woods (orchards, light woods or forests) must be within 1" of the edge to be able to fire out or to be fired upon by troops outside the wood, and be within 1" (2") of an enemy in the woods to fire on them. The canopy of the woods is great protection from missiles.

Target Eligiblity

Each stand must fire at the nearest enemy target. Roll a die to settle ambiguous situations.
· Missile troops can only fire at the stands of an enemy unit in Close Combat which are overlapping and are not eligible to fight that turn, counting the target as In Contact.

· Non-charging/counter-charging defenders may fire all missile weapons except for javelins and various at chargers as they close in (javelins and various are reserved for close combat).

Note: Pilum is a close combat weapon, not a missile weapon. It is thrown immediately before contact and its effect is accounted for in the Close Combat Tables.

Example of Missile Fire: 

Your unit of archers has B, C and D as possible eligible targets based on range and arc of fire.

· D would normally have to be fired upon as it is the closest target. Units drop out of eligibility if they are impossible to hit (you would need an 11 or more to score a hit on them). 

· C is not an eligible target as it is screened by Z. E is out of arc, so cannot be fired upon either.  

· A is simply out of range. 

· If you could not possibly score any hits on D, then B would then become your eligible target.

Example of Fire: 

You have Indian longbows, one rank deep deployed behind a unit of Indian javelinmen, one rank deep. 

· The rank of longbows may fire as they are allowed to fire up to two ranks deep. If the javelinmen were two ranks deep, then the longbows could not fire.

Artillery

Artillery in Ancient Warfare are more powerful than normal missile stands. They have a much greater range for one thing. For another they ignore armor and shields. Even the light bolt shooters were deadly when used against enemy targets. Artillery may fire each turn unless they move or are Out of Missiles.

· The artillery still receive only one d10 per firing piece. 

· Their advantage is again, in their range and ability to hurt heavily armored targets. 

· The strength of an artillery piece is dependent on the number of crew it has. A two-man light bolt shooter has a strength of only two (and takes the subsequent minus for that when firing) while a heavy artillery piece has a strength of four (and takes the plus for firing as a strength of four).

· Artillery are vulnerable in a close combat. 

· They count as LAI when fighting and, if pushed back, are considered destroyed. 

· Artillery are always considered as being shielded due to their dispersed nature and the protection of their machines.

Firing Procedure

This details the way we carry out missile fire. Go slow with this at first as it may seem confusing. However, you will quickly grasp the ease and accuracy of the method. Let's run through the process.

Those of you used to simply modifying a die roll will find the Missile Fire procedure a bit different.  First of all, you are modifying the To Hit number, not the die roll. You will quickly (the first time you try it) get used to this as it’s quick and easy to do!  Once you arrive at the final To Hit number, simply throw all of the dice for the stands in the firing unit and see how many have that number or more.  These are the number of hits you have inflicted!
· Measure the distance from the front rank stands of the firing unit to the target to determine the range.

· The firing range for stands in the second rank (if they are permitted to fire) is measured from the first rank eligible to fire. You do not have to measure for each rank separately.
· Check the Range on the Missile Fire table to determine the To Hit number.
· Add or subtract all applicable modifiers from the To Hit number to arrive at a final modified number you need to roll on the d10 to get a hit.
· Determine the number of dice to be rolled. Roll 1d10 for each eligible stand firing.

· Each die roll that is equal to or greater than the modified To Hit number inflicts a casualty (i.e., figure casualty) on the target unit. 
· If the modified To Hit number is 11 or more, your unit does not get to fire at that target. See if there is another target in arc and range that you can hit and fire at that one instead, if you can.
MISSILE FIRE TABLES

The basic number of firing dice is modified as follows: All effects are cumulative. 
Number of Stands   
Disordered, Low on Missiles  Both Disordered and Low     
4 Stands Firing

  


2 dice







1 dice

3 Stands Firing

     


1 dice







N/A

2 Stands Firing




1 dice







N/A

1 Stand  Firing





 N/A







N/A

Use of shields. Archers are required to use both hands when firing and are therefore considered shieldless during the firing phase if they shoot. Shielded javelinmen and slingers need only one hand to use their missile weapons so are considered shielded while shooting.

Units using mantlets count as shielded while firing. 

For Medium Sized Bases
d10 Score        

 

To Hit


  

7+





9+


WEAPON    


Normal



Long



Jav./Var.   



0-2"

  


-

  

Bow/Sling 



0-4"



4-8"



Mounted Bow


0-4"



4-6"



Longbow  



0-8"



8-12"



Crossbow  



0-6"



6-12"



Light Artillery


0-12"



12-18"


Heavy Artillery


0-18"



18-36"
For Large Sized Bases
d10 Score 

To Hit   




7+




9+



WEAPON



Normal
    

Long 



Dart/Jav.





0-3"



-

 

Bow/Sling




0-6"


6-12"



Mounted Bow



0-6"


6-8"



Longbow




0-12"
    

12-16"


Crossbow




0-8"


8-16"



Light Artillery



0-18"
    

18-24"


Heavy Artillery



0-24"


24-48" 

MODIFIERS  

-1  





· Lightly Armored Target*

· 4 figures/Stand Firing

· Target is in Wedge or Mass

· Defend orders firing

-2

· Unarmored Target*


+1

· Armored Target* or SC Target

· Elephant Target

· Charging/In Contact Target

· Foot Move and Fire

· 2 Figures/Stand firing

· Target Uphill, In Locked Shields, in Cover

· Target Shielded or with Mantlet*

+2

· CAT Target*

· SI Target 

*Ignore these factors for Artillery.

Firing at Units Charging or Moving Into Close Combat

All missile weapons except for Javelins/Various may be fired at chargers as they close in (Javelins/Various are instead counted as fighting in the first round of Close Combat).
· This fire is always conducted at Normal Range.
· Troops must be standing to receive charging troops in order to fire at them.   
Example: 

(25mm figures) A 6 stand unit of Cretan archers, skirmish infantry (2 figures per stand) with Defend orders is 4" away from a unit of 4 stand unarmored Indian longbowmen unit in close order (4 figures per stand) which moved this turn. Both count as firing at Effective Range.

The factors are as follows:

· Cretans need to roll  7 better. The to Hit number is modified by:

Defend Orders  





-1

Target is Unarmored 




-2

Firing unit has a Strength of two  +1

· The modifiers are -1, -2 and +1 for a net -2 to apply toward the 7. This results in a '5'. Therefore the Cretans need to roll 5, 6, 7, 8, 9 or 10 on a d10 for hits. They roll a d10 for EACH stand, so roll 6 dice.

· The Indians also start with a 7+ to score hits. Their To Hit number is modified by:

     Firing unit has a Strength of four

-1

     Target is Unarmored





-2

     Foot unit Moves and Fires



+1

     Target is Skirmish Infantry



+2

The modifiers are thus -1, -2, +1 and +2, for a net of 0 to apply to the 7. The Indians need to roll 7, 8, 9 or 10 to score hits. They roll a d10 for each stand, so roll 4 dice.

If any of the rolls are a '10', the unit goes Low on Missiles. If two 10's are rolled, they are Out of Missiles.





9. CLOSE COMBAT
 Many factors influenced the outcome: the mettle of the troops, their weaponry and armor, the presence of their leaders, the strength of their position, and their confidence in their comrades ability to win through in the final test of arms. 

Charging or Moving Into Contact

Moving into contact with an enemy, either by an all-out ordered charge with the required morale tests, rolling for move distance and charge responses or by simply miscalculating and blundering into him, requiring none of the above, resulted in the bloody melee written of in Ancient histories. 

· Designate the unit(s) charging during the Charge Declaration portion of this phase.

· The winner of the Turn Initiative decides from which flank to begin the charges from.

Example:   
     0000  0000

0000  0000

Unit '0'

 XXX  XXX   AAAA AAAA

Units 'X' and 'A'




 XXX  XXX   AAAA AAAA

Both units X and A have charge orders against unit 0. If the charges are starting from the right flank, unit A would be able to get one stand into combat as it goes first and unit X would also get one stand into combat. It would end up like this.

0000   0000





0000   0000



   
   XXX XXX  AAAA AAAA 



   XXX XXX  AAAA AAAA

· Eligible charging units (but not countercharging ones) may now take a morale test for a Frenzied Charge attempt. If they fail, they suffer the consequences and the charge never materializes. 

· Assuming the charge is successful (it didn't fail because of a botched frenzied attempt), the target unit of a charge must now take a morale test if it is required. 
Skirmisher Retreat From Contact

Skirmishers may retreat if they would otherwise be contacted by an enemy unit, regardless of orders. Retreating Skirmisher Infantry are destroyed if they are caught. Skirmishers may freely interpenetrate (run through) a friendly unit to the rear to regroup, taking extra movement to get through them if necessary. If they do take extra movement, they will be disordered. 

The Charge Response 

The response of the target unit depends on its orders. If the target unit has:

· Charge orders: The unit must charge the unit charging it unless this is impossible because of angles, wheeling allowance, terrain or other restrictions - i.e. foot cannot charge cavalry if over 1/2 normal move away.

· Advance orders: The unit may countercharge the attacjer. However infantry can never countercharge mounted.  They would instead be preparing to receive the charge halted.

· Deploy orders: The unit may wheel or turn to face an attacker as he comes in or if Trained foot, may attempt to fall back while still facing the charging enemy (1" Small/Medium bases or 2" Large bases). 

· Defend orders: The unit takes the charge at the halt with no wheeling or movement of any kind.

· Retreat orders: Run away and hope to outrun the charge. You must move 1/2 of your retreat move.

· Recover orders: The unit may wheel to face the charging unit. The Recover marker is removed.

Determine the distance of any Charge, Countercharge or Retreat moves as required on the movement table.

Charge Cancellation

A unit's charge may be cancelled under certain circumstances.

· If a unit cannot physically fit in to fight against a target of its charge, the charge is cancelled. Return the unit to its starting position and remove the Charge order. Replace it with an Advance order. If the unit is frenzied/fanatic, it must move toward or charge another enemy unit within reach.

· If an infantry unit in the open is charged by a non-skirmisher mounted unit, it's own charge is cancelled unless it is within 1/2 of its normal movement allowance of the charging mounted unit.

Flank Charges

In order to contact an enemy unit in the flank, a unit must have one of it's stands completely behind the front line of the opposing unit at the start of the Charge or Movement Phase in which it moves into contact.

If a unit cannot meet this criteria, it is not considered a flank contact for any purpose. Instead, the attacking unit is considered to have contacted the enemy unit to the front (see below).
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Unit A has no complete stand behind and can

only conduct a frontal attack


Aligning Fighting Stands

Once the two sides are in contact, adjust the opposing stands so that the individual stands are each neatly lined up against their opponent’s. 

· You may slightly exceed normal charge/normal movement distance to do this. Stands may also be dropped back into the rear ranks with no penalty to avoid running into other units or delaying terrain.

· The player who moved first during the Tactical Movement Phase in the turn has the option of lining up stands in ambiguous situations. Here is one advantage of having to move first!

Resolving a Close Combat

Follow the procedure below to arrive at the close combat result.
· Random Die Roll: Each player rolls 1d6 for each of his units. The players compare the die rolls for each pair of close combat opposing units. The player with the higher score adds the difference between the two throws to his unit's Close Combat modifiers.  

Exception: A unit Charged in the flank or rear does not get to roll against the flank or rear attacking unit. His Random roll against a flank or rear attacker is 0.  The unit still gets to roll against any units contacted frontally. 

· Own Morale Class: Add or deduct the modifier for your own unit's Morale Class (Elites or Fanatics +2, Veterans +1, and if Poor -1).

· Enemy Armor: Deduct or add for the enemy Armor (Lightly Armored +1, Armored -1, etc.)

· Own Weapon: Consult the Close Combat Table to determine how many ranks are eligible to fight, and add the modifier(s) for all eligible weapons your unit is armed with.

· Other Modifiers: Add or deduct any other relevant Close Combat Modifiers.

Calculating Fighting Stands

The number of stands that fight depends upon their weaponry, Morale state and how many rounds a particular Close Combat has lasted.

Weapon Use

See the Weapons Chart to determine how many ranks are eligible to fight. 

· Some army lists allow certain units to have more than one weapon. If this is the case, count the pluses for both weapons, if eligible. 

· In units with mixed weaponry, such as 1/2 Spear, 1/2 Bow, the Close Combat weaponry should be placed in the front ranks, i.e. spearmen should not be behind archers!

· To fight in multiple ranks, the stands have to be from the same unit. You cannot ‘stack up’ different units behind one another and fight! 

Morale State

· Disordered units fight with only their front rank stands.

· Fragmented units fight with only 1/2 of their front rank stands.

Rounds of Combat

· For the first round, only stands in complete base to base contact, and any eligible second and third ranks behind them may fight (see Weapons Table, 3rd column: Eligible Ranks).

· In subsequent rounds, units with a wider frontage are considered to lap round their opponent's flanks.  The stands are not actually repositioned, but one unengaged stand per flank in contact with a friendly stand that is engaged with the enemy is now considered to be fighting in the close combat, together with any eligible second or third rank stands directly behind it. Here, in subsequent rounds of fighting is where a larger unit begins to have its superior numbers felt.

Close Combat Factor and Casualty Calculation

Calculate the number of enemy casualties. We do this with the following formula.

· Multiply the total combat factor times the number of friendly stands eligible to fight. If you have a final total combat factor of eight, and you have three stands eligible to fight, eight times three equals 24. This is your final combat factor.

· Divide this number by 10 to determine how many casualties you inflict. 
For example, if you have a final factor of 24, divide by 10 (24 divided by 10 equals 2.4) and this results in two casualties and a 40% chance for a third casualty. 

Roll the d10 for a percentage chance to get another casualty, each pip equaling 10% (i.e. 4 = 40%) 1-4 therefore causes a casualty. 5-10 no casualty.

· Whatever the circumstances, you may never have less than a 10% chance to inflict a casualty per eligible fighting stand. 

· Units hit in the flank or rear suffer double casualties (i.e. if unit suffered 16 casualties, this doubles to 32 divided by 10 for 3.2) and they do not get to fight back against those units hitting them in the flank or rear.  In this instance, three casualties are inflicted with the possibility of a fourth on a roll of 1 or 2 (20%).

Remove lost stands from the rearmost stands.  Troops would always move up to fill in the gaps in the lines.

COMBAT SCORE TABLES

Each unit rolls 1d6 for the random factor.  The winner adds the difference of the rolls to his modifiers.

YOUR UNIT'S

MORALE STATUS 

Fanatic  
+2

Elite    
+2

Veteran  
+1

Warrior
 0

Poor     
-1

THE OPPONENT’S ARMOR TYPE
CAT 



     
 - 2

Armored 


 - 1

Heavy/Chariot     
   0

Lightly Armored 
 +1

Unarmored      
 
 +2

Elephant   

 
 - 1

Artillery



 +1

Units of mixed armor type, count as front rank's armor type unless Disordered or Fragmented, then as worst in unit.
WEAPONS

Weapon
  
  

  1st Round  

       Subsequent Rounds     
Eligible Ranks


Pilum






+3







+1







2




Long Spear    



+2 




  


  0







3




Pike            




+2




  


  0







4




Spear             



+2 







+1







2


 

Axes              



+2







+2







1




Foot Javelin   



+1 




  


  0




 


1.5


                           

Mounted Javelin 


+1






  
  0







1



Mounted Spear


+2







+1







1




Lance           



+3 







  0




               1


 

Various             

  
+1              
        
 

+1
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· Mixed Units have their ranks counted up separately (i.e. Foot vrs. Mounted: front rank has Long Spear, +2; rear rank has Javelins, 1/2 stands count +1). 

· Double-armed troops (i.e. with axe and javelin) add the factors for both weapons in the initial round of a close combat, but lose the javelin factor in subsequent rounds of the same close combat.  It is assumed to have been thrown immediately before impact. 

Modifiers

+1/2 1d6 

· SC, LCh or Foot Charging or Countercharging*       
+1d6 

· Mounted Charging or Countercharging*

+2

· Frenzied in the first round of combat

· Frenzied troops pushing back or pursuing 

· Pushing back or pursuing

· General with unit

· Elephant/Scythed Heavy Chariot 

      charging/countercharging
+ 1
· In Superior Order (Good order vrs. Disordered)

· Shieldless enemy**

· More figures/stand than opponent

· Deeper (complete ranks) than enemy
· Wider than enemy

-1 

· Enemy with Defend Orders

· Enemy in Locked shields
-2

· Enemy uphill or behind obstacle

-3

· Enemy Pike/Long Spear in good order being charged by mounted.
Disordered:                          Fight with front rank only. 

Fragmented:                        Fight with 1/2 front rank only.

*Chargers crossing any obstacles or in delaying terrain, do not receive the charge die roll bonus 

** Mantlets do not count as shields for close combat.

· Use of shields is decided on a stand by stand basis, i.e. a portion of the unit did not fight in the initial round, and now has moved into contact with an enemy. Even though the rest of the unit had fought previously, and are now considered shieldless, the troops who have not yet fought are now in their initial round of combat, so count shielded.

· Missile troops with shields that are being charged are assumed to pick up their shields before being contacted by the enemy even if they fire. They will fight shielded.

Example of Play: Wider and or Deeper Units.

What we have done is give the larger units certain combat bonuses. For instance, loose order units now get to expand by one stand's width per flank if they push back their opponent. You also get to count a plus for deeper and/or wider formations (complete ranks, though). 

OOO OOO OOO



OOO OOO

                          OOO OOO OOO Unit A

OOO OOO OOO Unit C

                                    XXX  XXX



 XXX
XXX  XXX  Unit D

                                    XXX  XXX Unit B

In the above examples, unit A would get a +1 as it is wider.  Unit C would not get deeper as it does not have complete ranks.

Unit E





OOO OOO < < 





OOO OOO < <
Unit F








   < <

There is no wider/deeper modifier in the example above, even though Unit F is hitting Unit E in the flank. Unit E does not get to fight against Unit F, so it doesn't matter what it is, while both units are two deep, so no modifier.
Superior Tactical Position is defined as being
· The majority of the stands are in contact on higher ground than the enemy unit; or are charging downhill this turn. 

· This lasts for the initial turn of the close combat only. In subsequent rounds, the melee is considered a swirling mass with the higher ground neutralized.

· Behind an Obstacle. The modifier remains until the defender is pushed back or is routed.

· Defending palisades, walls, etc. Same as for Obstacles.

After Close Combat

What happened after the Close Combat determined the continual ebb and flow of the battle as fighting units pushed each other back and forth, until one finally had enough and fled the field. Close Combat continues until one unit:

· Suffers a morale failure.

· Is Routed of Destroyed.

· Is ordered to Retreat.
Equal Figure Losses

· Where both units suffer the same number of casualties, they are considered "locked in melee", and continue the close combat next turn. Any frenzied markers are removed.
Losing a Close Combat  

· The unit that suffers more casualties (figures) lost fall back 1" and gains a level of disorder while remaining facing their opponent.  

· Artillery that is pushed back is destroyed.

Winning a Close Combat

· If the enemy unit is pushed back, the winning unit must follow up (i.e. move forward, maintaining contact with the pushed back enemy unit) unless they have Defend Orders, in which case they cannot, or Deploy Orders giving them the option of doing so or not.
· .If the enemy unit is routed or retreats because of orders or a morale result, the winning unit must roll for its pursuit move distance and attempt to catch the fleeing enemy unless they have Defend Orders, in which case they cannot, or Deploy Orders giving them the option of doing so or not.  
Note: Defend or Deploy orders are only in effect during the first round of a close combat.

· The pursuing unit must follow by the most direct route possible, not deviating from it to hit another enemy unit unless a new enemy unit is in the way. 

· If you catch a retreating unit in pursuit, it suffers another disorder. If it then has three disorders it is immediately routed and your pursuit continues. Immediately roll again for move distance and see if you catch the enemy.

· If you catch a routing unit, it is destroyed.

· If the enemy unit is completely destroyed, no further pursuit move is made, but the winning unit will be disordered if not already.

· If pursuing or following-up an opponent causes a unit to contact another enemy unit, the unit counts the bonus for pursuing or following-up, but does not count as charging (i.e. does not receive the Charge combat bonus.) The new Close Combat will be fought out immediately, not next turn.

Expanding Out After a Push Back Some troops were capable of 'swarming' around the flanks of their enemy or penetrating them to such an extent that they are able to bring more troops to bear on their beleaguered opponents. To simulate this, we allow any units to expand out as they push back their opponent. This is done as follows:

· After the enemy unit has been pushed back, the following up unit may swing stands from its rear ranks up in line with his front rank, expanding the frontage of the unit by up to one stand per flank.

· This may not result in contact with any other units, either friendly or enemy. If other units are in the way, the expansion cannot be done.

Elephant and Scythed Chariot Rout. Elephants and scythed chariots that rout must roll a d6 to determine the direction of the rout to their rear.


5,6


3

4


1

xx

2

Front if the unit

They may not wheel or drop back stands, but crash through whatever they meet, disordering the interpenetrated unit.

Multiple Unit Combats

Sometimes, more than one unit will be fighting in Close Combat against more than one enemy unit. These situations are resolved as follows: 

· Fight the entire multiple close combat before taking any morale tests for any of the units involved.

· If a unit is fighting two or more enemy units, it does not roll separately against each enemy unit. It rolls just one random die and counts that roll against each random roll of its enemies.

· A unit engaged in multiple close combats never pursues a Routing or Retreating opponent unless all of its opponents Rout or Retreat.

· A unit engaged in multiple close combats that wins all of them does not pursue any Routing opponents if this would cause it to split its stands and become Fragmented.

· If a unit engaged in multiple close combats wins some but loses others, the stands which lost are pushed back and the unit suffers the subsequent disorder for being pushed back in close combat. You are never required to split a unit. The other stands will fall back to remain aligned, even if they won their combat. The big disadvantage of multiple unit combat for the single unit is that the unit suffers the worst result of any of the combats.
Leaving and Returning to the Table

Our battlefield ends with the edge of the table. Any unit that leaves the table (battlefield) must be removed and cannot return.

Any unit that has any part of any of its stands go off the edge of the earth (i.e. go off the table edge) is immediately removed from play.

· If routers or retreating units are chased or followed off the table, they count as 100% lost. 

· In all other instances, the units count as 1/2 points lost. 

10. Determining Victory

When playing a scenario, use the scenario’s victory conditions. Otherwise, use the Tournament Victory Conditions listed below.
TERRAIN GENERATION FOR COMPETITION GAMES
  Use these Terrain Tables (see below) to determine what terrain is present on the table.

· Roll one d10 for each piece of terrain, adding +1 or deducting -1 to each roll if your CinC is Charismatic. 

· Each player may roll for up to 4 pieces of terrain.  

· The players announce how many rolls they intend to make and alternate making rolls. It is convenient for each player to use a d6 and simply place the number of pips face up, revealing them simultaneously to determine how many picks each wishes to make. 

· Randomly determine which player rolls first.

Terrain Table

The player gets to select his desired terrain (from 0-4) each and then rolls a d10 to place.

· 1 or a 2 is a discard. 

· 3 or a 4 is placed in the friendly left flank sector. 

· 5 is placed in the friendly center sector. 

· 6 or a 7 is placed in the friendly right flank sector.

· 8 is in the enemy left flank sector.

· 9 is placed in the enemy center.

· 10 is placed in the enemy right flank sector


No Rivers in this sector



No Rivers in this sector


VICTORY CONDITIONS FOR TOURNAMENT GAMES
Tournament Victory Conditions: 

Once an army loses enough of its units routed, destroyed or captured, to reach his army's Break Point (BP), or when a player decides to concede the game (i.e., surrender) usually after a general is lost, the battle ends. 

Army Breakpoints

How many units you start with in your army and the number of these units it has lost determines the winner of a battle.  The number of units you can lose before losing the battle is referred to as the Army Breakpoint.

This ratio of beginning units to BP is on the following table:

5, 6 or 7 Unit Army


= BP 2 units lost

8, 9 or 10 Unit Army

= BP 3 units lost

11, 12 or 13 Unit Army
= BP 4 units lost

Casualty Loss Points
Once the battle is concluded, both players then count up their Casualty Loss Points as follows:

Add up the total number of points cost per stand in rout or removed from the table. 

Victory Points

A player receives 1 Victory Point for each of the following conditions that applies:

· Won the battle (enemy conceded or reached his army Break Point).

· For each 1-25 points of enemy stands removed. 

· You have a non-skirmisher unit on the enemy side of the table at the end of the battle. 

· Each enemy General killed or captured.

Victory Level

The difference between player's Victory Point totals determines the level of victory:

+1 Victory Point
Marginal Victory

+2 Victory Points
 Tactical Victory

+3 Victory Points
Strategic Victory

+4 Victory Points
Decisive Victory

+5 Victory Points
Overwhelming Victory

Your unit of Loose Order Infantry is attempting to move into scrub (Light Terrain). Normal move distance for large bases is 8”.





After moving 4” roll a d6 and subtract the roll from remaining movement (in this case 4”).  On a roll of 4-6 the unit will not have enough movement to enter the delaying terrain and will halt just outside.





If the unit was Close Order starting movement from just outside the terrain (6” normal move distance) it would roll and on a 4-6 it would be unable to move at all. Other rolls and it would move into the terrain and become Disordered.





Charge Eligibility:


Units B, C, D are eligible charge targets based on distance and angle. A is outside distance and E is outside the angle required.


If friendly unit Z was in place as shown C would be ineligible with no line of sight, but B could still be charged by dropping back stands to the rear rank.


Infantry unit D would not be able to countercharge as its distance is greater than its charge range.


If C had a charge order against you and B did not you must charge target C.  target of your charge.





Missile Fire:


Your unit of archers has B, C, D as possible eligible targets based on range and arc of fire.





D would normally have to be fired upon as it is the closest target.  





Units drop out of eligibility if the firing unit has no chance to hit the target (need 11+ to hit).





If this is the case, then C would become the closest eligible target.





If friendly unit Z was placed as shown C would be ineligible due to limited line of sight and B would become the target.

















�PAGE \# "'Page: '#'�'"  ��





Page 3

_1027535784.ppt


A

B

C

D

E































































Z












_1027536105.ppt


4”

Delaying Terrain
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A

B

C

Units B and C are eligible to conduct a flank attack as at least one of their stands start the turn behind the enemy unit’s front line.

Unit A has no complete stand behind and can only conduct a frontal attack
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