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INTRODUCTION

Removal of the special rules and historical battle sections and the handy quick reference has crippled this version of the rules.  If you like the rules then please order the full version from the index section of this site.  It is suggested that the rules are printed out in landscape format as some of the tables are wide also it may require a bit of tiding up!

If you are interested in ancient wargaming, whether as a newcomer or an experienced player I hope these will be the rules for you.  My aim has been to develop a set which are easy to understand, simple to use, allow the recreation of historical battles, all whilst being fun to play.  The rules concentrate on the classical wars around the rise of the Roman Empire.  This covers a wide range and allows armies not specifically in the area to be played for example, Chinese.

There are no restrictions on basing so you do not need to rebase your figures, whatever system you use but details of the common base sizes are shown.  No points system is included, as they are rarely 'fair', so you can use armies from whatever list you chose.  Instead four historical battles are included for you to face the same problems as ancient commanders: battles were rarely even!

Troops combat and morale abilities are stressed, probably more than different weapons factors.  These rules also bring out the different battlefield roles of light troops, infantry and cavalry.  Generals have their own rules section so that historic talents or weaknesses are significant.

For many years the Wargames Research Group has dominated and around their rules various conventions have grown.  As far as possible I have used these standard terms to avoid confusion.  However experienced players are advised that cavalry and light troops especially deserve attention.  My thanks go to the late Peter Gilder who showed me that a good set of rules could be simple and fun.

If you have any comments or queries please feel free to contact me.

Justin Taylor,  

Veni Vidi Vici,

42 Salterforth Road,

Earby,

Lancashire,

BB8 6ND.

1 GENERAL

All distances in these rules are in cm for 15mm figures, double them for 25mm and halve them for 5mm.

2 TROOP TYPES

2.1 Troops are described by five characteristics

· Training

· Role

· Morale rating

· Fighting ability

· Weapons carried. 

2.2 Training

Regulars
Troops trained to operate as a unit under officers.  These tend to be more reliable than warriors do and will perform drill manoeuvres better.

Warriors
Operating as individuals or with no training.  Sometimes fearless fighters, sometimes losing heart too soon, warriors are unpredictable but tend to be numerous.

2.3 Role: 

Light
Cavalry and infantry, with little or no armour, who fight in open formation, usually with some form of missile weapon.  Highly mobile, light troops can surround and harass heavier troops.

Medium
Cavalry and infantry, with some armour, fight in close formation.  Because of their lack of armour medium troops are cheap and can be used in large numbers.  Mainly for close combat or massed firepower.

Heavy
Cavalry and infantry, normally with metal body armour, fight in close formation.  The standard close combat troop type.

Light Medium
A special type of infantry, intermediate between light and medium types.  Because of a loose formation they are more effective in difficult terrain and faster than standard medium infantry.

Light Heavy
A special type of infantry.  As above except that they wear metal body armour.

Extra Heavy Cavalry
Cavalry and infantry, have metal body also extra protection for unshielded limbs.   Cavalry may have armour for the front of the horse instead of extra armour for the rider.

Super Heavy Cavalry
Cavalry only, with full armour covering both horse and man.  The ultimate shock troops.

Others
Chariots, Elephants, Artillery and Camels see chapter 19.

2.4 Morale Classes:

· The ability of troops to continue to obey orders despite the other factors of the battle around them.

Raw
Troops with little experience, usually poorly motivated.

Average
The usual standard of most troops.

Steady
Troops with battle experience or very high standard of soldiering.

Guard
Troops of high confidence, usually protecting a general.

2.5 Fighting Ability:

· The effectiveness of the troops with their weapons, dependent on training and their experience.

Poor
Very ineffective.

Seasoned
Standard.

Veteran
Troops of above average fighting ability.

Elite
Selected troops, well trained and experienced.  Very rare.

2.6 Weapons classes

Darts
Small hand thrown missile weapons.  They count as javelins for shooting but cannot be used in melee.  Because a lot of them can be carried easily they can be used at medium range by all troops not just lights.  Troops with darts  and javelins, can shoot with darts and still use javelins in melee

Sword
Most troops are armed with a sword or similar weapon but unless trained to use them properly will count them as side -arms.  Only troops who used the sword as a primary fighting weapon like Roman legionaries or Gauls can use a sword.

LTS
Spears of between eight to twelve feet long.  Initially used by blocks of close order infantry it was later used by peltasts.  Best deployed as a two deep line.

Pike
A development of the LTS and from fifteen to twenty four feet in length.  Requires both hands to fight with but a shield can be used up until the melee.  Best developed four ranks deep.

Axes
These are of the long handled type swung with both arms.  Also covers other two handed cutting or concessive weapons.  Smaller axes are classed as side arms.

Pilum
Covers all heavy spears thrown just before melee.  Dealt with as a special weapon.   Users must contact a new enemy unit in the move to be able to use it.

Spears and javelins
Between four and seven feet in length.  The main difference between these is that troops must carry a number of javelins to be able to count them as a missile weapon.

Lance
A long spear used by cavalry, seven or more feet long.  Some lances require both hands to use but cavalry armed with lances will not count as shieldless in the first round of any melee when fighting any enemy to their front.  To count a lance in melee he users must have charged or pursued this move.

Cavalry melee weapons
The normal weapons of troops expected to fight in melee; spears; javelins; swords etc.  The side-arm factor will be used by troops mainly armed with missile type weapons like bows, or javelins if they choose to throw them before contact.

3 TURN SEQUENCE

3.1 Play is simultaneous with both players active in the same phase.

3.2 The turn is split into phases as follows:

· Compulsory moves for all those units so affected from last move.

· Declare and test morale for all charges.

· Test morale for all units being charged.

· Move all charges and charge responses.

· Move all normal moves.

· Resolve shooting.

· Resolve melees and morale from melee.

· Resolve morale from other causes.

When all the phrases have been completed a new turn can be started.

4 VISIBILITY

4.1 Troops are assumed to have someone looking around so that the direction a unit is facing does not affect visibility.  Maximum visibility is 80.  The fact that troops are there or not can be seen after that but not their type or number.

4.2 Only villages, hills or woods block visibility.  Individual buildings do not hide troops except those actually inside them.  Troops higher than blocking terrain may over- look it.  Terrain which over- looks others should be defined before the game starts.

4.3 Troops inside a wood or village cannot be seen until they are revealed.  Troops are revealed if they move into the terrain in sight of the enemy, have fired out of the terrain or the enemy are within 5 of the terrain.  Maximum visibility through wood/ village is limited to 5, troops to see further apart can neither see or be seen.

COMPULSORY MOVES

4.4 Sometimes a unit is required to move by a morale test or a result of melee.  This is an explanation of the compulsory moves:

4.5 Rout:

· Troops move at charge speed with no deductions for turns.  Directly away from the enemy on the first turn, thereafter towards their own baseline avoiding any enemy.  The troops will have their backs to the enemy and will not turn if attacked.  Routers do not fight any troops.

· Routers will interpenetrate friendly troops they meet except; facing, formed, close order regular infantry who they will try to go round.  If they cannot get round in one turn they will try to move through:

· Routers throw 1 average die

· Friendly troops throw 1 average die

· If the Routers score higher they will move through their friends, unforming them.

· If the Routers score equal to or less than their friends they cannot get through and they move towards the nearest gap they can get through.  

· A gap must be at least 3 wide in order to go past a unit rather than through it.  If still in contact with any enemy and unable to break through the Routers will offer to surrender.  If the enemy accept then remove the Routers, if the enemy refuse they can continue to attack the Routers.

4.6 Retreat

· Troops move at their normal speed but backwards.  The troops continue to face the enemy and may turn to face a new direction if charged.  They move directly away from the enemy on the first turn, thereafter towards their own baseline.  Units in retreat will go through friendly troops they meet except; facing, formed, close order, regular infantry who they will try to go round.

4.7 Shaken:

· Unit cannot move nearer to enemy, it may change direction but not formation.  Unit cannot reform unless unformed.

4.8 Advance:

· Unit will move toward most easily reached visible enemy at normal move rate unless within charge reach of any enemy when they must declare a charge, for which they do not test morale.  If charged themselves they must counter- charge if possible.  Troops in this state will always pursue or follow up their enemy and cannot test to avoid doing so.

4.9 Retire:

· Cavalry who have broken through infantry normally get this result, which is to move back behind their own lines, at charge speed with no deductions for turns, to reform.

4.10 Pursuit:

· Although a player may choose to allow pursue, the move is made in the compulsory move phase.  Pursuers move at their charge rate minus 2 for each previous move of pursuit.

· Pursuit is continued until either the enemy starts the turn beyond the pursuers move distance, are destroyed or the pursuers stop the pursuit.  One attempt to stop the pursuit is allowed (see morale section).

· Pursuers must charge any enemy their target goes through but will follow the target if it goes around instead.  If the pursuers cannot follow their target because another enemy unit is in the way, they stop at the point they can reach and spend the rest of the move reforming.

5 CHARGES

5.1 A charge is an attempt to contact any enemy units.  To be able to declare a charge a unit must:

· Be able to see the unit to be charged.

· Have the target of the charge within 22.5 degrees of the front of the charging unit.

· Not to have moved in the compulsory move phase.

· If regulars, the prospective chargers must be formed.

· Not have declared a charge on the previous turn, unless currently with Advance morale.

5.2 Charges should be decided and announced by both players at the same time without pre-measuring the distance between units.  If cavalry and infantry declare charges on each other the cavalry charge has priority and the infantry charge is cancelled, if the charge is valid and within reach.  Similarly if a unit is charged by a unit which it did not declare a charge on, it's own charge is cancelled.  If a charging unit cannot reach the enemy, either because they started or evade out of reach it does not charge.  Instead it will move a full normal move distance toward the target against which the charge was declared.  This is done in the charge move phase.

5.3 A charging unit is automatically considered to be charging all the enemy units in the path of its charge unless the player who controls it specifies the unit being charged and adds 'only' at the end.  For example  'This unit of Romans is charging the light infantry in front of it, only'

CHARGE RESPONSES

5.4 When all the units which are charging have been declared and are in reach, the morale of units being charged but are not charging is tested.  Providing the morale test does not result in a compulsory move, there are three possible responses to being charged:

5.5 Counter charge:

· Not possible for infantry charged by cavalry.  Counter chargers move at charge speed, minus a quarter of a move required to react to the enemy charge.  Counter chargers may change their direction to meet the threat.  Light troops can only countercharge light troops.

· Infantry who have had light infantry evade through them may still counter charge.   Cavalry may not.

5.6 Stand:

· The unit may change formation or direction before the enemy contact but if caught before this has been completed they will be unformed

5.7 Evade:

· Not possible for EHI, MI, SHC, elephants or artillery.  The unit will attempt to avoid the enemy with a free turn directly away from the chargers, they then move at evade speed with the object of avoiding contact with the enemy.

· If a unit that has already moved in the compulsory move phase is charged it cannot move again but will keep any morale result.

MOVEMENT

5.8 Different troop types have different movement rates depending on action they are taking, their role and whether they are cavalry or infantry.  The standard movement rate may be affected by terrain and or special actions.

5.9 Troops cannot move or charge through ground that friendly troops have routed or retreated over in the compulsory move phase.  Unless by compulsory move or after declaring a charge a unit cannot move to within 2of an enemy unit, it ends its move 2 away.

5.10 If a player has troops that have not already moved this turn but are within charge reach of a slower enemy unit (compare normal move rates) he may force the enemy unit to move before other troops are moved or after, at his choice.  This allows a faster army to out-manoeuvre the enemy.

5.11 Standard Move Rates: 

· The D for evade is the throw of a die; average for regulars, normal for warriors.

Troop type
Normal
Charge
Evade
March

LI, LMI
10
12
5 + D
20

MI. HI
8
10
2 + D
16

LHI, EHI





LC
20
25
15 + D
40

EHC, HC, MC
15
20
10 + D
30

SHC
10
15
4 +  D
20

Carts & baggage
4
n/a
n/a
8

5.12 March Move Rate:

· This is to cover troops moving on the battlefield in 'safe' areas.  

· March move is the normal rate for the troop type doubled.  

· There are restrictions on its use:

· The unit must begin and end the turn in column of march.

· The whole move must be taken allowing for terrain reductions.

· The unit cannot shoot whilst moving at march rate.

· No charge, counter-charge or evade can be made for 2 turns after using march rate.

5.13 Changing Direction:

· Wheeling: 

· The inner figure pivots whilst the outer figure moves at full speed.

· Regulars wheel at full speed.

· Warriors at half speed.  

· Unformed troops may not wheel.

· Turning: 


· Only turns of full 90 or 180 degrees are allowed.

· Regulars lose 1/4 move to turn

· Warriors lose 1/2 move.  

· Unformed troops lose 1 full move.

· Exceptions:

· Light troops do not deduct movement for changing direction.

· Pike armed troops may only about face or wheel to change direction.

5.14 Difficult Terrain

· The following terrain reduces the move distance of the unit by the amount specified whilst the unit is in that terrain:


LI, LMI, LHI
MI, HI, EHI
LC
Other Cavalry
Carts, baggage

Woods, ford
0
½
½
¾
¾

Steep hill
½
½
½
½
¾

River, gully
½
n/a
¾
n/a
n/a

Streams, hedges, walls
-4
-4
-10
-10
n/a

Palisades, ditches
-10
-10
n/a
n/a
n/a

· Roads do not increase movement, but none of the above penalties apply to units on roads.  The units must be in a column that does not exceed the width of the road.

· n/a - it is forbidden for that troop type to enter or cross.

· Fixed penalties (eg  -10) are paid each time the unit crosses this terrain, simply deduct this from the units move when crossing. 

·  If crossing fixed penalty terrain after a successful melee do not deduct the distance: the difficulty of crossing is factored into the melee.

5.15 Example of Difficult Terrain:  

· A unit of light infantry and a unit of light cavalry are approaching a wood with a river behind it.  

· When the units reach the wood the light infantry continue to move at 10 as they are not slowed down by the wood, the light cavalry also move at 10 as their move is reduced by half.  

· Once they are in the river the light infantry move at half speed 5, the same speed as the light cavalry who lose 3/4 of their move.  

· The light cavalry are unformed as soon as they enter the wood but the light infantry are only unformed when they are slowed by the river.

5.16 Movement Off Table

· Sometimes because of limits on table size it may be required to simulate an outflanking action without moving troops on the table.  Flanks that can be moved round must be defined before the game starts.  

· Flank marching forces and defenders must be declared after deploying and are kept off-table.  Defenders are those forces left by the enemy to hold up the flank march.  The side with the most units on a flank may flank march.  If both forces are equal neither may flank march.  Marchers are assumed to start at their baseline and move up the table edge at:

· normal speed

if the defending units outnumbered 3 : 1 or more.

· half normal speed 
if defenders outnumbered 2 : 1 or more.

· quarter speed 

otherwise.

· Marchers may come on up to the point they have reached on the table edge.  Defenders may come on at the corner of the table edge and their own baseline.  If the marchers reach the defenders baseline the defenders are assumed destroyed.

· Troops that rout or retreat off-table are assumed destroyed.  Other troops that leave the table can return but if considered unformed must reform before attempting to return.

5.17 Interpenetration

· Interpenetration of all the standard troop types is possible for friendly units and does not reduce movement but results in both units becoming unformed, except in the following circumstances:

· The unit interpenetrated must be formed and stationary throughout the turn.  The interpenetrating unit must not be in retreat or rout.  

· Providing the above conditions are met these interpenetrations are unpenalised:

· Light infantry and any troops.

· LMI, LHI and any cavalry, chariots or camels.

· Light troops may interpenetrate other light troops without penalty regardless of whether they move or are unformed.

· Infantry may still counter charge without penalty if light infantry evade through them.

6 FORMATIONS

6.1 Unformed: units are unformed if they are in a state of confusion, they will have reduced fighting capability and morale penalties.  If part of a unit is unformed assume the whole unit is.  Units are unformed by these causes:

· Move is reduced by difficult terrain except LI, LMI, LHI, LC or L-Ch on steep hills.

· Fixed penalty terrain does not unform.

· Routing, retreating, or contacting fresh enemy unit whilst in pursuit.

· Infantry broken through in melee by cavalry, camels, chariots or elephants.

· Contacted by enemy whilst changing formation, or in flank or rear.  

· Infantry moving whilst contacted by charging cavalry, camelry, chariots, elephants or fanatics.

· Interpenetrating troop other than those listed as unpenalised.

· Recoiled into friends other than LI, or difficult terrain.

· Receiving 20% casualties from shooting in a turn.

· Pursuers who have lost contact with the enemy.

· Cavalry or chariots within unforming distance of elephants.

· Contacted by enemy whist in column of march.

· Once a unit reaches or goes below half original strength.  It can never recover from this.

6.2 Troops become unformed when one of the above causes starts and will only become formed again after they have reformed.  To reform troops must take an entire turn without moving, shooting, fighting or being interpenetrated.  If prevented from pursuing further, only part of the move needs to be spent reforming but all the other restrictions apply.

6.3 Special Formations: troops mainly operate in lines of single or multiple ranks.  Each figure should have at least one side of its base in full contact with another base of the same unit and so on so that there are no 'gaps' in the unit.  Light troops have wider frontages than other troops to reflect the fact that they are more spread out, so bases do not need to be moved apart.

· A Cantabrian Circle is a 1 base wide column of light cavalry where the front of the column joins the rear, in as near as possible a circle.  Whilst in this formation the unit is counted as moving at its maximum possible speed when shot at and all of its figures can be calculated as firing at any point.  The formed circle may move in any direction at half the available speed.  Only the corners of the base need contact.

· A column of march must be more figures deep than it is wide and cannot be formed within charge reach of the enemy.  Troops in column of march must be declared to the enemy to prevent confusion with ordinary columns.  If contacted by the enemy whilst in column of march the unit will be unformed.

· Tortoise.  Infantry can only form a Tortoise.  Counts as shielded from all sides and behind hard cover when shot at by any except artillery.  The formation moves at half available speed and cannot use march rate.  Whilst in tortoise the unit cannot shoot and if in contact with an enemy unit the unit returns to normal.  Historically only the Romans used this formation.

· Skythian.  Only LC with bows can form Skythian.  Alternate figures are placed facing the rear of the unit to show that the unit is Skythian.  The unit counts as shieldless but also counts as moving over 10.  Unlike the Cantabrian formation each figures shoots from where it is.  If contacted by enemy or the unit evades, the unit returns to normal.

· A square is a rectangular formation with the troops on each side facing outward.  A square has no flanks or rear so these are always secure.  Only infantry can form square and it cannot move.

· A wedge is an arrowhead formation with each successive rank having one more figure than the previous one.  The outer figures of the wedge are deemed to be continuing the front rank so that in the right circumstances more figures will be fighting than a normal line.  Wedges may only wheel to change direction.  A diamond is a version of the wedge where the arrowhead is both at the front and back of the formation so that the unit may also turn.

6.4 Changing Formation

· Regulars may expand their unit frontage by two figures on each flank per quarter turn

· Warriors may expand their unit frontage by one figure on each flank per quarter turn.

· To form a special formation need requires:

· half a turn to for light troops

· a full turn for regulars

· two turns otherwise.  

· To break a special formation just pay for expansion or turns as required.

· Dismounting or remounting requires half a turn for all troops.  Forget about horse holders but assume the horses are left at the spot.

· All the above times are doubled if the unit is unformed.

7 SHOOTING

7.1 To calculate the effect of shooting, measure the distance between those firing and the target.  

· Measure all ranges from the front ranks.  Back ranks are assumed also to be at this range.

7.2 Use shooting factors to determine the base weapon factor against the target and apply the modifications below.  Note there are no random factors when shooting.



Range



Short
Medium
Long

Javelin/Dart
5
#10


Sling
10
15


Bow
8
15
30

Crossbow
10
20
38

Longbow
8
18
35

Staff sling
8
18
35

Pilum
*
*
*

· Add 2 to all ranges when firing down hill, subtract 2 when up hill.

· Only darts or light troops may shoot at ranges marked #.

· Special rules apply * - see full rules.

Weapon
SHC
EHC
HC
MC

LC
EHI
HI LHI
MI   LI

Javelin/Dart
-2
0
2
3
-2
0
2

Sling
0
2
2
3
0
2
2

Bow
-2
0
2
3
-2
0
2

Crossbow
0
1
1
1
0
1
1

Longbow
0
2
2
3
0
2
2

Staff sling
0
1
1
1
0
1
1

Pilum
4
4
6
6
4
4
6

Modifiers


+2
Shooting at short range

+1
Target shieldless


Shooters are Elite

-2
Shooters only able to fire part of move


Target  moved  over 10


Target in open order or woods


Shooters firing overhead *


Shooters have fired more than 4 times **

-4
Shooting at long range


Target behind walls or constructions

· * only those figures actually firing overhead.

· ** can reload if totally inactive for 2 turns.

7.3 Angles of Fire. 

· Light cavalry can fire all round ie 360 degrees.  

· Light infantry can fire up to 45 degrees from the direction they are facing.  

· All other troops can fire up to 30 degrees from the direction they are facing.

7.4 Figures Eligible to shoot.  

· Figures which are in melee and remain so all of the move cannot be shot at.  Those joining or leaving melee including pursuers who lose contact with the enemy can be shot at but the modifier for only shooting for part of a move applies.

· A unit which fights in melee can shoot but cannot use the same weapons that they shoot with in the melee phase.  A figure can only shoot with one weapon per turn.  Having different weapons gives you the choice of which to use: not the ability to do several things at once.

· Units must treat any enemy who is charging them as a priority target.  Detachments will also shoot at enemy charging their parent unit.  Otherwise troops will shoot at the nearest, formed enemy unit within their angle of fire.  Measure the range and angle from each figure in the unit firing: they may be forced to split their fire on several enemy units.

7.5 Shooting Overhead 

· Only formed units may fire overhead. 

· Units that moved (including formation changes) may not fire over more than 1 rank of their unit.  

· Infantry bows and long bows may fire over up to 2 ranks of their own unit.  

· Other weapons may fire up to 1 rank of their own units.

· Shooters may also fire over other units providing it is to or from higher ground and the unit being shoot over is at least 4 away but not beyond medium range.

7.6 Example.  Ten LC with javelins, in a single rank are moving 20,to stop 5 away from a unit of twelve LI with bows, in 2 ranks.  Both sides fire.  

· Light cavalry:

· The LC has a factor of 2 with javelins against MI/LI.

· Add 1 for the target being shieldless (the LI need both hands to fire their bows).

· Add 2 for shooting at short range.

· Minus 2 for only being able to fire for part of the move (LC moved into range).

· Minus 2 for target being in open order.

· Total is a factor of 1.  

· With 10 LC firing at a factor of 1 in the LI lose 0.6.

· The LC needs to throw 6 or less on a decimal dice to remove a figure.

· Light infantry

· The LI have a factor of 3 with bows against MC1LC

· Add 2 for short range.

· Minus 2 for target moved over 10.

· Minus 2 for target in open order.

· Minus 2 for the LI in the second rank.

· The front rank has a factor of 1, the rear rank a factor of -1.

· The total from both ranks is 0.7.

· The LI need to roll 7 or less to remove a LC.

MELEE

7.7 To calculate the melee casualties:

· find out how many figures are fighting, 

· look up their melee factor against the enemy troops type, 

· apply the required tactical factors, 

· calculate and apply random melee factor,

· cross reference the number of figures fighting with the final melee factor.  

7.8 Figures Able to Fight

· A figure can only use one type of melee weapon a turn.

· Only figures in a rank in contact with the enemy may fight (see also cavalry melees). 

· Wedges count the outside figures of the wedge as continuing the front rank.

· Figures in contact with the enemy and an overlap may fight.  

· The overlap depends on circumstances and may occur on either or both flanks of the enemy.  

· The permitted overlap is up to one figure on the flank of a square or a unit that is counting charge or follow-up bonus, or by up to 3 figures otherwise.

· Figures which are contacted in their flank or rear may fight, unformed and possibly shieldless

· Overlap is permitted.  

· No figure can fight against more than one enemy unit. 

· Routing troops do not fight back. 

7.9 Definition of Melee Results

Win
The unit has inflicted more casualties than it received.


No morale test is required.

Lose
The unit has received more casualties than it inflicted and must test morale.  


If the total was at least 5% (0.1 for every two figures) and the enemy inflicted at least 50% more, the losers are recoiled 2 away from the enemy.


The enemy normally follows up the recoil and will get a combat bonus in the next melee phase.


Troops who want to avoid following up must test to avoid pursuit.

Draw
Both sides caused equal casualties.  


No morale test is required.

7.10 General Rules

· Melees continue until the enemy leaves the melee either voluntarily or compulsorily. 

· Whilst in melee a unit may not turn or change formation.  

· Wheeling as the result of recoil is permitted.

· If recoiled into friends other than light infantry, the unit does not recoil but instead is unformed.

· Casualties can be taken from the rear ranks of a unit providing the rear ranks are the same as the rank fighting.  It is assumed that the rear ranks are replacing the men killed in the front line.

7.11 Mixed Melees 

· Sometimes a unit may end up fighting more than one enemy unit.   In this case keep a record of casualties (inflicted and received) on both the parts of the unit in total.

7.12 Calculating the Melee Result

Weapon Factors
SHC
EHC
HC
MC
LC
EHI
HI LHI
MI LMI
LI

Cavalry










Lance
3
5
6
6
6
5
5
5
8

Melee
1
2
4
5
5
3
4
5
5

Sidearm
0
1
2
3
4
1
2
3
4

Infantry










Pike,  Lts
3
4
5
5
3
2
2
3
2

Spear, javelin
2
3
4
5
4
3
3
4
4

Sword
2
3
3
4
3
3
3
4
3

Axe
6
6
6
6
4
4
6
6
4

Sidearm
0
0
1
1
2
0
1
2
2

Modifiers


+2
Cavalry or fanatics, charging, following up or pursuing.


Each supporting rank for pikes (max 3) or LTS (max 1).

+1
Infantry charging, following up, pursuing.


Advanced down hill this move.


Opponents shieldless.

-1
Facing pike or LTS which have not yet been recoiled or unformed.

-2
Unit is unformed.


Opponents halted on higher ground.


Fighting to cross defended obstacle.

· Throw one dice per unit fighting 

· regulars use average die

· warriors use normal

· If general fights with unit add his combat ability to the die role.

Ability
Poor
Seasoned
Veteran
Elite

1
-4
-2
0
0

2
-3
-1
0
1

3
-2
0
1
2

4
-1
1
2
2

5
0
2
3
3

6
0
2
3
3

7.13 Cavalry vs Infantry melee

· Follow the standard rules above, except that if the cavalry get a result of recoil or better against the infantry they break through the infantry.

· In a break through cavalry kill half an enemy figure for each cavalryman that fought in the front rank multiplied by the number of enemy ranks they pass through.   They cannot kill more figures in a rank than there are.   These casualties are in addition to the normal melee casualties and will count in the morale test.

· The cavalry will continue the remainder of their move, a charge move if they charged into the melee this move, a normal move if they did not.   This may result in fresh enemy units being contacted, which the cavalry will also fight in this melee round.

· If a cavalry unit has broken through any unit except light infantry  this move,  the unit must test to see what  its action will be its next move, throw 3 normal dice and add  the following factors:

Modifiers


+2
Guard

+2
In wedge, optional

+1
Steady

+ ability
Lead by general, optional

-1
Over 25% casualties

-2
Over 50% casualties

Results

Regulars
Warriors

< 11
Unformed and must retire.



< 15
Unit is formed 
Ready to charge or obey orders.
In Advance morale state.

> 16
Unformed and in Advance.



7.14 Cavalry vs Cavalry

· Follow the standard rules except that the melee can be reinforced.

· If a fresh unit joins the melee directly against the enemy - not counting as a new rank - then it will count as a normal charge.

· After each round of melee an extra rank of cavalry can fight eg in the first round of melee the front rank of each unit fought, if the melee continues both units could use a second rank as well.   The extra rank can come from the unit itself or from a fresh unit reinforcing the melee.   Note that only one extra rank can be added each move, if it does not then the entitlement is lost.

· Reinforcing units do so in the charge phase of each move and follow the rules for charging, except they only move normal move distance and do not count charge bonus.   Light infantry may also be used to reinforce - the only infantry who may do so - and they cannot be broken through in this type of melee.

· A new fighting rank can either replace the existing front rank or join the rear of the melee.  Ranks after the first may only fight on the same maximum width as the front rank figures fighting.

7.15 Ending The Melee

· After the combat the enemy may be forced to withdraw from the melee as a result of a morale test.  

· If no one is forced to withdraw, then the melee will continue for another move unless one or more units decide to break-off.

· Units that will be breaking off combat are announced at the start of the compulsory move phase.  

· Units that are currently subjected to an uncontrolled advance morale test may break-off.

· Units breaking off are moved in the compulsory move phase.   The unit turns away from the enemy and then moves at evade speed, unformed.

· If all the unit's opponents leave the melee whilst it remains of good morale then it is normally required to pursue them (see compulsory moves).   

If some of the opponents are breaking off and it wants to test avoid pursuit this will require a morale test in the compulsory move phase. 

CASUALTY TABLE

7.16 To calculate casualties inflicted on a unit cross-reference the final factor with a number of figures fighting or shooting.  

· The number before the decimal point is the figure lost.

· After the decimal point there is a chance of a figure lost.  

· Roll a D10, if the score is equal to or less than the number after the decimal a figure is lost.  

7.17 To use the following table each column represents the number of figures fighting at the factors given by the separate rows:

Factor
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

-10
0
0
0
0
0
0
0
0
0.1
0.1
0.1
0.1
0.1
0.1
0.1

-9
0
0
0
0
0
0.1
0.1
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2

-8
0
0
0
0
0.1
0.1
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.2

-7
0
0
0
0.1
0.1
0.1
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.2

-6
0
0
0.1
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.2
0.3
0.3
0.3

-5
0
0
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.3
0.3
0.3
0.3
0.3

-4
0
0.1
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.3
0.3
0.3
0.3
0.3
0.4

-3
0
0.1
0.1
0.1
0.2
0.2
0.2
0.2
0.3
0.3
0.4
0.4
0.4
0.5
0.5

-2
0
0.1
0.1
0.2
0.2
0.2
0.3
0.3
0.3
0.4
0.4
0.5
0.5
0.5
0.6

-1
0
0.1
0.1
0.2
0.2
0.3
0.3
0.4
0.4
0.4
0.5
0.5
0.6
0.6
0.6

0
0.1
0.1
0.2
0.2
0.3
0.3
0.3
0.4
0.4
0.5
0.6
0.6
0.7
0.7
0.8

1
0.1
0.1
0.2
0.3
0.3
0.4
0.4
0.5
0.6
0.6
0.7
0.7
0.8
0.9
0.9

2
0.1
0.2
0.2
0.3
0.4
0.4
0.5
0.6
0.7
0.8
0.8
0.9
1
1.1
1.2

3
0.1
0.2
0.3
0.4
0.4
0.5
0.6
0.7
0.8
0.9
0.9
1
1.1
1.2
1.3

4
0.1
0.2
0.3
0.4
0.5
0.6
0.7
0.8
0.9
1
1.1
1.2
1.3
1.4
1.5

5
0.1
0.3
0.4
0.5
0.6
0.8
0.9
1
1.1
1.2
1.4
1.5
1.6
1.7
1.8

6
0.2
0.3
0.4
0.6
0.8
0.9
1
1.2
1.4
1.5
1.7
1.8
2
2.2
2.3

7
0.2
0.3
0.5
0.7
0.9
1
1.2
1.4
1.6
1.7
1.9
2.1
2.3
2.5
2.6

8
0.2
0.4
0.6
0.8
1
1.2
1.4
1.6
1.8
2
2.2
2.4
2.6
2.8
3

9
0.2
0.4
0.7
0.9
1.1
1.4
1.6
1.8
2
2.2
2.5
2.7
2.9
3.1
3.3

10
0.3
0.5
0.8
1
1.2
1.6
1.7
2
2.2
2.5
2.8
2.9
3.2
3.4
3.7

11
0.3
0.6
0.8
1.1
1.4
1.7
1.9
2.2
2.5
2.7
3.1
3.3
3.6
3.9
4.1

12
0.3
0.6
0.9
1.2
1.5
1.8
2.1
2.4
2.7
3
3.3
3.6
3.9
4.2
4.5

13
0.3
0.6
1
1.3
1.6
2
2.3
2.6
2.9
3.2
3.6
6.9
4.2
4.5
4.8

14
0.3
0.7
1
1.4
1.7
2.1
2.5
2.8
3.2
3.5
3.8
4.2
4.5
4.9
5.2

15
0.4
0.8
1.1
1.5
1.9
2.2
2.6
3
3.4
3.7
4.1
4.5
4.9
5.3
5.6

16
0.4
0.8
1.2
1.6
2
2.4
2.8
3.2
3.6
4
4.4
4.8
5.2
5.6
6

7.18 To work out the results of combat you can either use the casualties inflicted or the number of figures lost.  

· The first is more accurate, the second is less predictable, use which ever suits you best.

·  If using the figures lost system use each extra figure killed in melee as a -2 factor on morale instead of 'multiple lost by melee'.

MORALE

7.19 In battle units may behave differently than the commander wishes.  This test simulates the effect of panic or overconfidence.  

7.20 Light troops do not use this morale test (see Light Troops) and are ignored when resolving morale using this test.

7.21 Reasons to Test.  a unit must test morale when:

· It has declared a valid charge.

· It has the target of a charge.

· It lost a melee phase.

· There is a new friendly rout or unit destroyed seen within 15.

· Routing or retreating friends have interpenetrated it this move.

· Having lost a figure from shooting this move.

· Attempting to stop or avoid pursuing (only 1 attempt allowed).

· It is routing or retreating (up to 3 attempts allowed).

· Having received fresh orders.

· Cavalry unformed by elephants.

· The general in charge of the unit has been killed/captured.  A c in c commands the whole army.

· A unit may also take a voluntary morale test if a general is with the unit.

7.22 The above test takes place in the morale phase except cases a, b and c. These take place in other phases.  

7.23 If more than one reason to test applies only one test is taken in a phase.

7.24 Morale test procedure

· If more than one unit is required to test, units should test from left to right.  

· For melee tests ignore melee or friendly units which start to rout or retreat in the same phase.

· Throw 3 dice.  

· Regulars use average dice.

· Warriors use normal dice.  

· Add the following factors to the score and use result table to see what happens:

Factors


+3
Testers are in Advance morale state or are currently pursuing.


Testers are currently pursuing.

+2
Facing enemy flank/rear and capable of charging.


Warriors testing not to pursue.


Each enemy unit routing or destroyed within 15 - up to max of 4.


Testers are fanatics.


Testers won in last melee phase.

+1
Any friends charging, pursuing or uncontrolled within 15.


Any enemy retiring within 15.

--1
Each friendly unit within 15 retreating - up to max of 4.


If advancing enemy cavalry within 15.


Any of the testers armed with bows or slings.


For each 10% lost shooting this move.


Testers in retreat.


No formed friends within 15.

-2
For each 10% of original unit strength lost since the start of the game.


Testers lost in last melee phase.


For each multiple lost the melee phase by - 2:1 is -2 or 3:1=-4


Each friendly unit routing or destroyed within 15 - up to max of 4.


Unfriendly cover within 15.


Testers are routing.


General in command killed, captured or routed.


Testers broken through by cavalry this move.


Enemy elephants or chariots advancing within 15.


In melee with enemy elephants or chariots.


Enemy fanatics are in melee with or charging testers.


Enemy behind flank within 15.

Optional
Add command ability of general if with unit.


Add half command ability if general within 15 - round down.


+1 if flanks and rear are secure.


± 2 if testers have hold orders.

Raw
Average
Steady
Guard
Result

< 4
< 2
< 0
< -2
Rout

< 6
< 5
< 3
< 3
Retreat

< 9
< 6
< 5
< 4
Shaken

< 13
< 12
< 10
< 10
Obey orders

< 14
< 15
< 17
< 17
As required

> 13
> 14
> 16
> 16
Advance

· If a unit contains more than one morale class treat it as the lowest class in the front rank for the following reasons to tests, otherwise as the lowest class in the unit:

· It has declared a valid charge.

· It has the target of a charge.

· It lost a melee phase

· Units keep their morale result until next test changes it. 

· Warrior guard troops treat an 'As Required' result as advance.

· To count any unit or general the testers must be able to see it.

GENERALS

7.25 Each general has a command and combat factor to represent ability.  Command ability aids giving orders and in morale tests.  Combat ability inspires troops in melee if the general fights with them. Generals do not count as figures for fighting or shooting.

7.26 Each general has a chance of being wounded in battle.  Generals start a battle able to take three wounds before dying, unless you want to simulate a sick general.  Each wound reduces both factors by one.  

· A general may be injured by missile fire.  If with a unit and the unit loses at least a figure from missile fire roll a normal die a result of 1 and the general has been wounded.  

· If the general is on his own, then he may be shot at as a separate target.  Treta treat him as an open order target and each figure lost as a wound.

· A general may also be wounded in normal melee.  Throw a normal die a score of 1 and he is wounded.  

· If a general receives a wound in melee and the unit he is with routs in the same move, he is assumed captured by the enemy.  Routing the unit that captured him can recapture the general.

7.27 If a general is in combat inspiring his troops and an enemy general is also in the same melee, a round of general to general is fought after the melee result is calculated.  

· Each general rolls a number of normal dice equal to the wounds he has left, needing to throw less than or equal to his current combat ability to wound the enemy general.  

· If multiple generals are present combats must be worked out on a 1:1 basis, unused generals being ignored.  

· Regulars may choose the generals they use, warriors must use the ones with highest combat ability first.  

7.28 The system in these rules is designed to bring out the historical strengths and weakness of the generals.  There is nothing to help the player plan a battle winning strategy but you know with Alexandra the Great leading there is more chance of succeeding.  For the value of each of the characteristics work on the following ratings:

Poor
1

Average
2

Excellent
3

Genius
4

7.29 Wargames Research Group points, each point in generals' characteristics is worth 25 points.  Thus a 2/2 general is worth 100 points.  To provide some historical examples:

Personality
Rating
WRG points

Alexandra the Great
3/4
175

Hannibal
4/2
150

Julius Caesar
3/3
150

Darius III
2/0
50

7.30 Sacred and other standards can also be represented by this system.  They cannot of course give orders but their morale or other benefits can be simulated with the appropriate values.

7.31 Generals are not units and cannot fight on their own.  If they are counted as being with a unit at any point in a turn they must remain with the unit for the rest of the turn.  If the unit they are with moves in the compulsory move phase they must remain with it on the first turn but are free to leave thereafter.  Generals leading a bodyguard unit may never leave them.  

LIGHT TROOPS

7.32 There are special rules to cover the use of light troops.  These allow them to screen their own forces and harass the enemy.

· They cannot charge facing formed troops other than lights - players may agree to ignore this.

· Light troops make no deduction for turning to change direction.

· All light troops can freely interpenetrate friendly lights, regardless whether the units are moving or unformed

· Lights must pursue or follow up if they have the chance.

· Light troops have their own morale test.  

· They test in the same circumstances as other troops and count other lights.

7.33 Morale test for light troops.  Throw one die per six figures or part of six figures in the unit at the start of the battle. If after adding the factors below the unit scores less than the number of figures remaining it is OK, otherwise it routs.  

· Use normal dice for warriors.

· Use average dice for regulars.

Factors


+1
Routing.


Each friendly unit routing in 15.


Raw troops.


Lost melee.


Being Charged.


Each multiple lost melee by.


Unformed.

-1
Steady.


Won melee.


General within 15.


No enemy within 30.


Unit started game with a part of a full six figure group in it.

-2
Guard

Result
Scores < number of figures left OK, otherwise rout.

GLOSSARY AND DEFINITIONS

7.34 Dice 

· Normal (D6) is a die numbered 1 to 6, 

· Average is a die numbered 2, 3, 3, 4, 4, and 5 which evens out rolls more.

· Decimal dice (D10) is a die numbered 1 to 10 with 10 sometimes being represented by 0.

7.35 Unfriendly cover

· Woods or buildings occupied by enemy or not explored by friendly troops.

7.36 Flank and rear secure

· No enemy is able to charge the flank, or rear, of the unit this move or next.

7.37 Shieldless

· Troops who have no shields, are attacked from behind an unshielded flank or when attacked are using a weapon or tool requiring the use of both hands. 

·  SHC without shields only count shieldless when shot at by slings or crossbows.  

· Units of formed pikes count as shielded when attacked or shot at from the front even though a pike requires both hands to use.  This is because the pikemen did have small shields strapped to their arms and the mass of pikes offered some protection.

7.38 Supporting Rank

· To count as a supporting rank the unit must be formed and the rank facing the same direction as the front rank, armed with the same weapons, at least half the strength of the front rank and behind either the front or another supporting rank.  

· LTS are allowed a maximum of one supporting rank, pikes are allowed up to three.

7.39 Only able to shoot for part of a move

· If the shooters or target move into range or angle to shoot, or the target moves into sight or melee, this factor applies.  

· Strictly speaking it should also apply if shooters on foot use bows, crossbows, slings, longbows or staff slings whilst moving, this is because the troops cannot reload as fast as normal.

7.40 Enemy is behind flank

· If the whole of an enemy unit is behind a line extending along the front of the testing unit then testers have enemy behind their flank.  This is not a good situation to be in.

7.41 Abbreviations

SHC
super heavy cavalry

EHC
extra heavy cavalry

HC
heavy cavalry

MC
medium cavalry

LC
light cavalry

EHI
extra heavy infantry

HI
heavy infantry

LHI
light heavy infantry

MI
medium infantry

LMI
light medium infantry

LI
light infantry  

LTS
long thrusting spear

M-Ch
medium chariots

L-Ch
light chariots

ORGANISING AN ARMY

7.42 Since these rules were designed to recreate historical battles we do not consider a points systems to be a worthwhile addition.  Most players use Army List books published by the Wargames Research Group to design their armies.  These include points, values, maximum and minimum numbers of figures.  There are also a series of Armies and Enemies books that go into more detail on specific armies including details of significant battles.

7.43 Organising Figures Into Units

· The notional figure scale is 20 men = 1 figure, 2 elephants = 1 model 5 chariots = 1 model.  Units should be organised on this basis according to their historical counterparts.  Since the table or figures available rarely allow the battle to be fought to strict scale, reduce the number of units not the size of the units.

· Units can be of any size from 3 figures to a maximum of 60.  Most cavalry units tend to be 10-20 figures, light infantry 10-12, whilst close order infantry are 12-30 figures strong.  Detachments are the same as other units except they cannot voluntarily move future their own charge distance away from their own parent unit.  If the parent unit routs or retreats the detachment must fall back with it.  Most units tend to have all the figures armed and equipped the same but there are some historical exceptions.

7.44 Basing of Figures.  

· Figures are usually mounted on card bases to help speed movement of units and so those figures maintain their correct spacing.  

· So long as you and your opponent both use the same basing system neither side has an advantage so feel free to use any you like.  

· If you are basing figures from scratch the following sizes are recommended as being fairly standard.

Scale
25mm

15mm

5mm



Front
Depth
Front
Depth
Front
Depth

HI, MI,EHI
15
20
10
15
3.75
6

LMI, LHI,
20
30
13
20
5
8

LI,
30
30
20
20
7.5
8

SHC
15
40
10
30
3.75
15

LC
30
40
20
30
7.5
15

Other cavalry
20
40
13
30
5
15

Elephants 
40
60
26
40
10
20

4-horse chariots
60
60
40
40
15
20

· 15mm armies are now commonly based as elements with a standard frontage of 40mm and depths as above.  Elements have 4HI MI, EHI, or SHC3 LMI, other cavalry 2 LI, LC to a base.  Others are based as singles.

TROOP TYPES CONVERSIONS.  

7.45 The various troop classifications are at the front on these rules.  To translate WRG army list classifications use the following:

WRG
Alea Iacta Est

Regular
Regular

Irregular
Warrior

A class
Guard, Elite

B class
Steady, Veteran

C class
Average, Seasoned

D class
Raw, Poor

7.46 However it has to be remembered that historically there were differences between morale and fighting ability.  The Roman Praetorian Guard is a case in point sometimes composed of battlefield veterans and sometimes just a place guard unit.

SETTING UP THE GAME

7.47 Game Scales

· Each turn is assumed to represent half an hour in real time.

· All distances in these rules are given as cm for 15mm figures.  

· For 25mm double the distances and for 5mm halve them.

7.48 Choosing terrain.  

· The easiest and probably fairest system is for one player to layout the battlefield and the other player to choose his own baseline, whilst the player who set out the terrain uses the table edge opposite as his baseline.

7.49 Disputed terrain.  

· If the player choosing the sides disagrees with the layout he may challenge the designer.  

· If the designer insists on his layout assume that he is fighting a defensive battle and he reduces his army by half.  

· If the challenge is accepted the designer can either change the layout until the other player agrees or else offer the job of laying out the battlefield to the other player.  

· If the other player accepts assume he is fighting a defensive battle with half his original army and the original designer chooses the baselines.  

· If he refuses then the battle is fought with the current terrain.

7.50 Scouting.  

· After terrain has been decided both sides should announce their scouting points.  Points arise from each cavalry figure - ignoring generals and messengers as follows:

LC
2

HC and MC
1

EHC
½

SHC
0

· If one side has at least twice as many points as the other they out scout the enemy.

· Out scouted forces must deploy all their troops before the enemy.

7.51 Deployment.

· In a normal battle each army can deploy light troops up to 15 from the centre line of the table, towards its own baseline.  Others may deploy 20 from the centre line.  

· In a defensive battle the defenders may start up to the centre line whilst the attackers start 15 further back than normal.

· Troops deployed in buildings or woods need not be placed on table until they are revealed (see Visibility).  

· Flank marchers are not placed on table but are announced when the army deploys.

· If an army has been out scouted it deploys first, although troops hidden in buildings or woods should be marked on a map.  

· Armies, which have not been out scouted, should make a map of their initial deployment and then deploy.  Obviously a map is not required against an out scouted opponent except for hidden troops.

· An opposing player may ask for any troops to be defined after they have been deployed.

7.52 Starting the Game.  

· After both sides have deployed, orders should be written if required and then the game proceeds in the turn sequence.

7.53 Ending the game.  

· The game should continue either until an agreed number of turns have been played or until one side concedes.

8 ORDERS

8.1 The rules are designed to operate without orders being written down but players are unlikely to win without a battle plan.  For small games players may wish to write down their orders to get a better feel of how to plan their battles.

8.2 To speed up the order writing process a limited number of single word orders are provided.  If players agree they may add their own orders to the following list.

Attack
Units must spend at least half their available movement moving toward the enemy baseline.  If they are within their own charge distance of an enemy unit they may stop.

Forward
Units may move up to half their available movement toward the enemy baseline, they may stop at any time.  If they declare a charge or are subject to a compulsory move, the movement restriction does not apply.

Hold
The unit must stay where it is.  Formation and direction changes are allowed but not in order to move the unit.  If a unit is ordered to hold a specific place it can also be ordered to attack or advance to get to there, the hold order only applies once the place is reached.

Harass
This order may only be given to light troops.  Unit must move forward toward enemy as per attack until within its own missile range of the enemy

8.3 A unit keeps its orders and continues to act on them until they changed.  Only generals may change orders either in person, by messenger or by signal.

8.4 Changing orders.  

· This requires a unit morale test in the turn that the orders are received.  An 'As Required' result is required to successfully obey the new orders.  All other results have their usual meanings.  

· Warrior Guard troops can never have their orders changed since they treat 'As Required' as Uncontrolled Advance.  

· A unit cannot receive new orders in the same turn that it moves in the compulsory move phase.

8.5 Personal orders. 

· These are given by a general riding to the unit. 

·  If the general stays with the unit then they will get the generals command bonus for the morale test. 

·  The unit continues testing until the order is obeyed or it gets some other compulsory result.

8.6 Messengers.  

· Orders sent by messenger are treated in same way as orders given in person, except that the unit will only get half the issuing generals command bonus - even if out of normal command range.  

· The messenger will stay with the unit until it receives the order, he may then be removed. 

· A general may only have a number of messengers on the board equal to his command rating.  

· Messengers move at LC speed and are treated as shielded LC generals able to take one wound, with command and combat ratings of 0/0.

8.7 Signals.  

· All eligible units within 15 of the general receive signals.  

· Units receiving a signal only test on the turn it is made.  
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