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ALEXANDER
(L.0) INTRODUCTION (2.0) GAME COMPONENTS

The Great Battles of Alexander the Greats the first volume/game Each Game obeluxe Battles of Alexandercontains:
in GMT’s Great Battles of History series. It portrays the development
of the Macedonian Art of War, as originally formulated by Philip I,
King of Macedon. It reached its peak during the reign of his son,
Alexander Ill, who, after his conquest of the Persian Empire, became
known as Alexander the Great.

22" x 34" mapsheets, backprinted
Sets of counters (720 counters total)
Rules Booklet
Scenario Booklet
Player Aid Cards
ten-sided die

bunch of glassine envelopes

This special, “Deluxe” edition covers almost every battle fought by
Alexander and his army before and during his conquest of the civilized
world (Western version). The battles illustrate the triumph of the
Macedonian system of “combined arms”—led by a powerful heavyf you have any questions about these rules, we’ll be glad to (try to)
cavalry and anchored by a relentless phalanx of spears—first ovemaswer them, if you send them to us in a self-addressaaped
Greek hoplite system that had been in place for centuries, and then(tegardless where you're from) envelope, addressed to:

its ultimate fruition against the massive, but often out-of-date, “light”
armies of the Persian Empire.

TRPNRP P WW

GMT Games

ATTN: Deluxe Alex Q's
We have included historical commentary throughout the rules by walO Box 1308

of explanation—especially in the Terminology section and theHanford CA 93232
individual battle scenarios—so that you can more fully understandww.GMTGames.com

some of our design reasoning. . . .
g 9 You can also reach us at www.Consimworld.com in the various

A NOTE FOR PLAYERS gaming sections.

GBA, while not an overly difficult game to learn or understand, use

a tactical system which rewards those who know what their men C;Z'l) THE MAPS
do and how to exploit the capabilities of even the worst of them. T&ach battle has its own map, although Sa}markand and The Jaxartes
calmly blunder into battle with a, “Let's see what happens here,4S€ Maps from other battles. The battlefield of Gaugamela/Arbela

theory is to be carried home on your shield in a remarkably short tim&S€S one and a half maps. Each map is back-printed so that there are
at least 2 battlefields per map sheet.

We suggest that, because of the unusual nature of this era of warfare

as well as the specialized capabilities of the various units, pIayersAheXgrid covers each map to regulate movement and combat, and the

even those quite familiar with simulation gaming—play through afeneffects of the different types of terrain on the map are covered in the

turns of the “Samarkand” scenario. This battle will reveal the variou&t!es and charts.

tactical strategies available, how the different types of weapon

system may best be used, and how best to (try to) protect against theE%:Z) THE PLAYING P”,ECE.S )

It was Alexander’s genius that he could combine all of these aspecttiere are three types of playing pieces, or countersbat units,

itis the player's challenge to see if he can equal—or even best—thefi¢Presenting the various types of fighting troofesders the
individuals who command the troops; amformation markers

A WORD ON THE DELUXE EDITION used to note specific pieces of information necessary for play.

This is the 4th edition of the rules; it supersedes both the origin:tb_n) Combat units come in two sizes: square (single) and
version (1991), the 1993 update (2nd edition), and the 1995 Deluwt@ctangular (double-size), the latter representing larger, linear
Edition. There are some additions, and lots of minor changes. Thgymations such as the feared, but rather rigid, Macedonian phalanx.
GBA rules should not be considered amended or superseded by {8§¢h combat unitis a specific Type and, possibly, Class (asillustrated
rules of any other game within the GBH system, particulBAQR  pe|ow), depending on its weaponry and armor/protection. All combat
Each game in the series is a world unto itself. units are rated numerically for th&ize Troop Quality (TQ) and
ovement capability. Units that are capable of firing missiles also
ave aMissile Indicator, indicating the type of missile used
(J=javelin; A = arrow; S = stone; B = bolt). The Missile Table gives
Remember. Watch Your Flanks. the Ranges available for these missiles. Each combat unit has two
sides. All ratings are the same on both sides, except that when a unit
is flipped it indicates it has been “Moved” once that turn and will
suffer Cohesion penalties when/if moved again that turn; see 6.1.

(2.22) Type and Class:

* TYPE: A unit's Type—e.g., Heavy Infantry (HI), Skirmisher
(SK), etc.—is used to determine its relative effectiveness (Superiority)
against other, often different, types of units.

The differences between the previous edition are indicated with t
>> symbol.

Rules booklet



Deluxe Edition

* CLASS: Sometimes, a Type of unit will be broken down intoPLAY NOTE: Alexander has two counters. The one with the
several classes. E.g., Hl in the game comes in two classes: Hypasp@haeronea” designation (CH) is used for that battle; the “llI”
and Hoplite; skirmishers may include archers, slingers or javelinistgspounter is used for all other scenarios.

etc. A unit’s Class allows for any variation of effectiveness within the

Type. Sample Persian Leader—Front

(2.23) Several Macedonian Phalanxes have two names, or aname and Command 3 Name

a Number. The first type (e.g., Amyntas/Simmias) represents the Range ii' B+ Strategy Rating

change in commander from one battle to the next. The ID number is P \ E\ Personal Combat
. ; . Initiative /5“

used for setup purposes in designated scenarios, such as Chaeronea. L™~ charisma

; Line Command Capability
(2.24)Examples of Combat Units (Optional Rule)

] Unit Class/Type
Unit Name

} Extended Movement Indian Leaders do not have a Personal Combat rating; see 8.43.
Size SR Allowance ) ,
;o 1 (2.26) Informational Markers , such as “1's”, “2's” (representing
Movement Allowance Cohesion Points lost), “Routed”, “Finished”, etc., are used to record
Troop Quality (TQ) certain game functions, as discussed below.
. Type of Missile (2.3) CHARTS, TABLES AND THE DICE
Unit Name—==~ &bl . . There are two Charts & Tables Sheets—one for each player. The use
Size,%rﬂ'/ Unit Type (Skirmisher) of each chart/table is explained in the rules, below.
| EH— Movement Allowance

All tables use a 10-sided dibg ‘0’ istreated as a ‘0’ (nota ‘10’), and
Troop Quality (TQ) is less than ‘1'.

(2.4) TERMINOLOGY

Unit Name Type of Missile . . _— N
i ] ] We have included two sections. The first is a general definition of
Crew Size Unit Type (Artillery) most-used terms in the game system. The second is more in the way
Range Movement Allowance of historical background, hopefully providing some insight into what
units were and how they were used.
Troop Quality (T
P Qually (TQ) GAME TERMS

Activated Leader—The leader who is giving orders to his troops at
any given instant. Only one leader may be active at any one time.

E Type of Missile
Size—| L — Unit Type (Elephant) Class—Subcategory within “Type”, used to differentiate between
L various weapons/armor systems within a type. EXAMPLE: HO
(Hoplites, a class of HI).

i |——Movement Allowance
Troop Quality (TQ)

Cohesion—A unit's ability to remain in an organized, fighting
formation. Combat results are in the form of Cohesion “hits” causing
(2.25)Leaders have a variety of ratings, used to rate their Initiativereductions to a unit's Cohesion level (see Troop Quality).
and Command, as well as their fighting capabilities—both as leade
and individually. Some non-Macedonian leaders have slightly differen
counters to reflect the different command systems they use. These
discussed in 4.0 and 5.0.

ontingent Command—Those Macedonian Leaders with &
tead of an Initiative Rating are Contingent Commanders, lower-
evel commanders who are used only with the Optional Macedonian
rule for such; see 5.6.

Sample Macedonian Leader—Front (Activated Side) Finished Leader—A leader who has previously been activated that

Command ] — Name turn and is ”Finishe_d", and (normally) may not be activated again.
Range B« = 1+ Personal Combat ]I(_atlaiﬁorlgrtsorpr?grge Fé?fhed for other reasons, such as Personal Combat,
Initiative_ |4 [+ Iy Charisma P '

. o Inactive Leader—A leader who has yet—and is still eligible—to be
Contingent Command Capability activated.

(Optional Rule)
Leader—Leaders were the kings, rajas, satraps, generals and tribal

Rear (Finished Side) chieftains who commanded/influenced the troops.
suinds Line—All units of a specific Type that are eligible to move under a
=8| Finished Indicator single Line Command.
9 7HA
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ALEXANDER

Line Command—The ability of certain, non-Macedonian leaders totaxeis(or brigades), six of which accompanied Alexander to Asia. A
move large sections of similar Type troops at once. seventh was added later on. Only Macedonian double-sized units are

" i treated as phalanxes (type PH) in game tefihsther double-sized
MA—Acronym for a unit's basiéovement Allowance It also  peayy infantry are Hoplites (HI type, HO clas®pason? The use of
represents a unit's maneuverability compared with the other units {fje sarissa, the lighter armor (and concurrent slightly greater mobility),
the game. plusthe professionalism of the Macedonian army. As such, Macedonian
Missile Volley—Friendly units throwing javelins, slinging stones, or phalanxes have movement and combat capabilities that exceed their
shooting arrows at enemy units. Greek/hoplite counterparts.

Momentum—The mechanic by which a leader can undertake mor&lyPaspist—Macedonian hypaspists, an elite hoplijg
than one Orders Phase in a turn. group, were somewhat lighter (in armor) than hoplites g

thus more mobile. They also (probably) carried a sho
Orders Phase—The period during a turn when a Leader gives orderspear. The Hypaspists were originated by Philip 1, wig
to his troops to move and fight. the name meaning Shield-Bearers, and they were Alexander’s crack

infantry troops. They are treated as a separate class within the Hl type.
Shock Combat—Hand-to-hand, (and, often literally, eyeball-to- y P y P P

eyeball), hack and thrust, slash and crash, push and shove melee—ftedlium Infantry —units with some armor (usually ched & juesn
ﬁ i
LS

il u"s!

meat and potatoes of Hoplite-era warfare. mail) and heavier weapons (usually spears and swo o

. : : |
. . . . that were trained for shock but did not quite have t B
Size—Representing not only the number of men in that unit but alsﬁlertia-times-mass capability of the era’s true HI

its density and formation. Sheer numbers were not a major factor in
ancient warfare. Light Infantry— A generic term applied tof Z5Gga [§
ﬂ ]

o . , footunitswith little or no body armor, perhap £y 1
Superiority—The relative capabilities of the opposing Weapons/y, jight shield, and usually a spear, and, possiH LI LI
armor systems which will help determine who will take fewer/more,, o4 Mo'st light infantry h,ad r,nissilh 4ER

Cohesion *Hits” in combat. capability. LI differ from Skirmishers in that the former fought in

TQ—Acronym for the all-importarifroop Quality rating. The TQ ~ formation and were trained for some Shock.
Rating is, by far, the most important number a combat unit has, a”dﬂEItasts—The most common form of Light Infantry o

will be consulted constantly throughout play—at almost any time the day, descended from the famous Thracian peltd
unit does something that will endanger its cohesion. These are Light infantry armed with javelins, a weap T

Trump —The mechanic by which an enemy leader can stop a friendif?@t could inflict heavy damage but had minimal range:
leader from undergoing an Orders Phase and transfer that phasd @Jtasts were so-named for thpglta, or wicker shield. Peltast

him. It can also be used by a friendly leader to go before another, Biftits—"LP"—are treated somewhat differently from LI because,
lower-rated, friendly leader. unlike javelin-armed skirmishers, they did have some training and use

in shock combat. Peltasts are, essentially, a “Class” of Light Infantry
Type—General, categorical description of combat unit, usually used ttType”.
determine combat effectiveness and results, as per the various combat ) ) o
charts Examples HI (Heavy Infantry), SK (Skirmishers), etc. Cardaces—A Persian experiment initiated by -
4
m H B

Darius after Granicus and, quickly abandon
Zone of Control—The hexes—usually directly to the front of a after their poor performance at Issus. The un
unit—intowhich that unit exerts, by its presence, enough “influenceiere similar to peltasts, although several sour
so as to inhibit freedom of movement by an enemy unit. state they were “trained as hoplites.” Regardless, they are identified
as a separate Class (CA) within the peltast (LP) Type.

SOME MILITARY BACKGROUND I . .
Skirmishers—A generic term applied to Types of troops that wore no

Heavy Infantry —A Type that includes hoplites and hypaspists. Thearmor and used missiles: javelinists, archers and slingers. They did not
basic foot infantry of the era, usually protected by armor (helmefight in strict formation and, except for the Agrianian javelinists, were
breastplate and, maybe, leg armor), carrying a shield and brandishingt capable of or trained for Shock. They were intended to harass and
both a short sword and a seven-foot (or more) spear: 30+ Ibs. @hnoy the approaching enemy and present a screen behind which,
uncomfortable equipment. No wonder they were called Heavy infantryyopefully, movement could be concealed. Their mobility allowed
Hoplite—The "grunts" of classical- them_to outrun_(and thl_Js avqid) their more weighty opponents, which,
era Greek warfare. the fellows witl Iuﬂﬁ s [T all things considered, is their best bet for survival. Treated with great

w— Hi % HO scorn and much contempt throughout ancient Greek history—not
those really neat"Corinthian" helmets LEHH i E macho enough—they were more prevalent in the Persian armies of the
Hoplites are treated as a class of H-=2 LS era 9 y P

Phalanx—A formation of shoulder-to-shoulde
hoplites used in Greek warfare since around {
7th century BC and perfected by th

Javelinists—These are units of Skirmisher (SK) type———r
Javelin Class (as denoted by their missile capabilit f
Alexander’s Agrianian javelinists were highly valued % %

Macedonians, who relied on an extremely lorg e g
spear (the 16—-18 foot Macedongarissg which enabled the middle their skwmsher/defe_nswe screen role, because they e
some shock capability!

ranks to help present a truly formidable and demoralizing frontage
when advancing. In the Macedonian army they were known as
pezhetaroi(Foot Companions), and they were organized into 12

Rules booklet




Deluxe Edition

Archers—Skirmisher-types thatfired arrows an effectiv—-= and they did not have “towers” (as did, say, Hannibal's). There is some
distance of 150+ yards with a maximum range of 2 ﬁrﬁn indication that Porus’ Elephant Corps was cataphracted! A javelinist
5]

yards (less when mounted). The arrows of the day cg was perched, somewhat precariously, next to the elephant’s mahout.
rarely pierce metal armor but were fairly effectiv Elephants were pretty much impervious to anything—except sharp,
elsewhere. Cheap to arm; expensive to train. pointy objects. They also tended to have a mind of their own when

. . annoyed, which often happened when confronted with those same
Slingers—Another unarmored, Skirmisher type. The

sharp, pointy objects.
hurled pellets, usually made of lead (sometimes mar _jé';"n . oIty 0b)

with such wartime graffiti as “take that...“) an effectiy H’H Chariots—At Gaugamela, Darius deployed specialll &7 &
distance of up to 120 yards, although accuracy was nowl: = & equipped, scythe-wheeled chariots. While frightening m
near that of arrows or javelins. Cheap to arm but requiring a falsehold, and capable of causing some gruesome woul<—
amount of skilled training, slingers took up a lot of space. (The windthey were not especially effective, despite Darius’ preparations on
up radius was 2-3x greater than that of other skirmisher unitstheir behalf. Their maneuverability was greatly hindered by the use of
Although there is mention of slingers being used throughouthe fixed axle, which meantthey wentin whatever direction the horses
Alexander’'s campaign (the Rhodians were considered tops in thigent, and that with some difficulty. In addition, you can forget
field), the only reference to specific, named slinger units is dtsuspension”; these chariots were real tough on the spinal column ...

Gaugamela. and even tougher on the aiming capability of their archers/javelinists.

. . They were more Skirmishers on Wheels more than anything else, and
Light Cavalry —Essentially, mounted archer - they were very susceptible to LI attacks. Chariots were, by this time,
and javelinists whose great plus was thqgegl B i an outmoded military technology. The Asians, however, with their
mobility. (It's easier to throw something whils “TJ@| large expanses of flat plains, loved them, and you find Mithridates
standing than it is while trying to grip the sid -

. g . Eupator VI still using them 250 years later (and with even less success
of a horse with your knees.) They rarely carried armor/protection Ghan Darius had) at Chaeronea.

any other weapon. It is entirely possible that these troops used their

mounts solely for rapid transportation from one part of the battlefieldrtillery —Alexander’s train included a fair amount ==

to another, and that they fought dismounted. We also note thatncient artillery, most of which was used in a variety *-HE-'!:!'
somewhere at the tail end of this era, these guys showed up withagtical situations, from siege work to (as we see in t f1d .
sawed-off version of a javelin, what we would call “darts”. As it isgame) providing support for river crossings. Artillery is treated as a
very tough to tell when this weapon appeared, we have leftit out in thigype.” with its use as Class. Thus, the bolt-throwing Oxybeles used
game. at the Jaxartes are AT Type, B Class. They have a built-in LI support.

Lancers—Essentially light cavalry units trained to use

lance for attack. They have no missile capability ﬁ (2'5) GAME SCALE

implification f The Macedoni Each point of Size denotes either 150-200 infantry (depending on
simpiincation for game purposes.) The Macedoni their formation, depth and usage) or 100 cavalry. Thus, the Craterus
prodromoi(Scouts) were the most famous of the lanc

. . halanx unit represents 1500 men, while a Persian Bactrian Heavy
armed cavalry. It is somewhat speculative to comprehend how th

X . ' ) avalry unit contains about 500 men. Each chariot Size Point equals
used lances effectively without the presence of stirrups to anCho'from 6-7 chariots, and each Elephant size point is one Elephant. (Big
them to their mounts. ’

suckers, those elephants.) Foot skirmishers are an exception; their
size—always ‘1'—reflects not their numerical strength but their
dispersed type of formation.

Heavy cavalry—Cavalry trained and armeg
for shock combat. Wearing some armor, thg

shock capability often came from their fightin HISTORICAL NOTE: While most modern historians agree that

formatllonsthrather tthgthhelrd Wgap?réry. F Iry” l“exact” numbers are almost impossible to divine, they all manage
examplé, the vaunted, Macedonian "L.ompanion cavairy” was we k come up with what they feel are accurate representations of unit

trained in usin_g theirsteel-tip_ped, cornel-wood lances to deadlyshog engths. Unfortunately, they all manage to disagree—sometimes
effect by forming for Charge in awedge-shaped formatlon.AImost ut not surprisingly) widely. We've tried to reconcile all of this
well-armed, and equally well-trained, was the Thessalian cavalr nformation in terms of the units’ relative capabilities. For those of

Wh'CTI char%eg_ mha rhombo:d/dtlargolrlld-lllze. f?rmatlc()jn. AIexaTdfr ou widely read in this area, we tend to follow Delbriik (see sources)
usually used his heavy cavalry to deliver his “coup de guerre”, hen it comes to numerical “guesstimates.”

hammer for the anvil of the phalanx. Initially, the Persians had little
heavy cavalry. The Persian contingents from Bactria, et al., werkhe counter shape of a unit represents its frontage. A Macedonian
“cataphracted” (protected with scale-armor) and are thus considerg#lalanx “brigade” in full array had a frontage of approximately 130+
Heavy cavalry, although there is little indication that they were trainegards; thus it occupies two hexes. A Macedonian heavy cavalry unit,
inthe rigors of shock combat, and their maneuverability was somewhahich is usually comprised of twbai (or squadrons; the royal
suspect. (In essence, the Persian army was a highly mobile, missifgruadron, oagema had 300 men), had a frontage (for its unusual
oriented army, with little taste for—or experience with—shockwedge-like formation) of about 50+ yards, or 1 hex.

combat.)

Each hex is approximately 60—70 paces (yards) from side to side. For

Elephants—The first recorded use of elephants in ; play purposes, some of the “game” rivers are a bit wider than their
battle was at Gaugamela—15 of them, none of which s L actual counterparts. (E.g., the Granicus was probably—as best we can
any action—although, surely, they must have been use gl tell—about 25-30 yards across. However, this does not include the
war before. (Porus had anywhere from 80-200 elephé.—— banks and the approaches.)

at The Hydaspes in 326 BC and its highly unlikely the idea didn’t just ] )
occur to him.) The elephants used by Darius were Indian (not Africanf;2Ch game turn covers, rather loosely, 15-20 minutes of real time.

© GMT GAMES, LLC 2003
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(2.6) GAME LENGTH C.Momentum Phase OR Return to “A”
All battles consist of an indeterminate number of Game Turns. Mogt The player for the leader who was activated in the immediately
battles are fought until one side routs—so there is usually no needggeceding Orders Phase may attempt a Momentum die roll to give that

keep track of how many turns have passed. Some battles, however88qder another Orders Phase (Phase B’ play returns to Phase “A”
keep track of time, so we’ve provided you with a Turn Record Trackyr any leaders that remain inactivated.

with the Charts and Tables. It was extremely exhausting to stand _ _
around for half a day—no less fight—wearing 30+ pounds of ill-2. If tf_le player attempts a Momentum die roll, the opposing player
fitting armor and undergoing the stress that such eyeball-to-eyebaliay, if he wishes, attempt a Momentum Trump (5.42[2]).

combat entailed.
D. Rout and Recovery Phase

DESIGNER'S NOTE: From a practical point of view, interms of “‘how1, Remove “Rallied” markers.

: o :
long can t.hey keep this up?”, you should note 'ghat profession . Rout Movement Routed units must undergo Rout Movement.
boxers—highly-trained athletes of immense stamina and strength,

wearing NO armor and carrying no weapons (other than their fists)—3. Reload SegmentEligible missile units may get more missiles;
can rarely last more than 12—15 rounds. That's 45 minutes of “shock” 8.18

... and that with a one minute breather every 3 minutes. Consider that Flip all “Moved” units and “Finished” leaders to their front
when trying to figure out why so many of the units in the game have sjdes.

little “lasting” power.

E. Withdrawal Phase

Each Player totals the Rout Points of all eliminated units, to which he
(30) SEQUENCE OF PI—AY adds points for Killed leaders, to see if his army has reached its
Players activate each of their leaders in the order determined by th¥¥ithdrawal level.

Initiative Rating, as per 5.1. When a leader is activated he gives orders
(or, if eligible, Line Commands) which allow units within his Range

to move and conduct combat. After all Leaders have been activat
and are “Finished”, each player checks for Rout and Recovery am-o) LEADERS

Army Withdrawal, after which the game turn is concluded. Combat units may not move or missile fire without getting an Order
L. (or Line Command, for those armies for which it applies) from a
A.Leader Activation Phase leader. Those combat units thetd received such Orders during a

1. The player with the lowest-Initiative-rated leader who has not yaurn, or that are within Command Range of that same leader, may
been activated activates that Leader. If that Leader is eligible for, amdfect Shock Combat. Each leader counter has two sides: its Activated
wishes to use, Line Commands, he rolls—when necessary—for thsitle and its Finished side. A leader who has not yet been or is now
ability at this point. activated uses his Activated side. A leader that has concluded its

activation is flipped to its Finished side.
2. Non-Momentum Trump attempts (5.41 & 5.42) may be made here.

B. Orders Phase (4.1) LEADER COUNTERS

1. Movement/Missile Segment Each leader possesses several ratings:

a. For each Individual Order issued by an activated leader theommand Range{Activated Side only) Denotes his overall presence
player may perform any one function listed in 5.22 with anyqp, the battlefield as well as the effectiveness of his abilities; the range

one combat unit. . _ in hexes over which that leader may exert his Initiative.
b. For leaders with Line Command capability (4.3), an entire
Line of units may Move and/or Missile Fire. Elite Commander: Alexander (only) has this, the ability to usurp the

c. If players are using the Optional Macedonian Contingenstandard Initiative-based Orders Phase sequence; see 5.5.

Command system (5.6), MCC Orders are given here. o . . . . o
4 (5.6) g Initiative: (Activated Side only) Denotes his basic ability to control

Units capable of Orderly Withdrawal (6.7) and/or Reaction Fire majorces and make rapid decisions. Initiative is used to determine the
do so throughout this segment. order of leader activation and the chances of that leader being able to
use Momentum. It also defines the number of ‘orders’ that leader may

2. Shock Combat SegmentAfter a leader has finished iSsuing ssye per Orders Phase. The higher the rating the better the leader.
orders, eligible units engage in Shock combat, using the following

sequence: Line Command Capability: Those leaders capable of issuing Line
a. Shock Designationall non-moving, eligible units that choose Commands have an “L” adjacent to their Initiative Rating.
to Shock are given SHOCK-No Check markers. . . ) )
b. The Charge (Pre-Shock TQ CheclEphodod Contmgent Command Capability: [Opt|onal Rule]. S.u'bo.rdmate.
. Resolution of Leader Combat(Charismos) Macedonian leaders who have a “C” instead of an Initiative Rating.

c . . .
d. The Clash of Spear¢determine Superiority and Shock column; They may be activated t?y bemg_ given Ord_ers, as per 56 They may
command only those units specifically assigned in a given scenario.

Doratismos)

e. Resolve Shock Combat(En Chersj _ Strategy Rating (Activated Side only) For selected subordinate

f. Check for possible Breakthrough. (OthismosAspidonthe  Greek, Persian and Indian leaders, only; expresses the ability to issue
Push of Shields) Line Commands on their own Initiative.

g. Check for possible Collapse and RoufTrope)
h. Cavalry Pursuit check (Optional)

Rules booklet
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Personal Combat:(Both sides) This rating is used when opposing(4.3) LINE COMMAND CAPABILITY
leaders are involved in the same Shock Combat, to determine tiais section applies ONLY to those leaders with an “L” on their
outcome of the fight between those two leaders. (See 8.4.) Indiadunters. Thus, Macedonian leaders do not use Line Commands.

leaders danot have a PC rating.
I (4.31) Aleader with Line Command Capabilitystead ofssuing any

Charisma: (Both sides) Denotes a leader’s ability to spur his troopsndividual Orders, may issume(1) Line Commandto all the units

on to greater efforts in combat. The rating is used to adjust the die rgll a Line (4.33), if he is eligible to do so (4.34). The units that may
on the Shock Combat Results Table in his favor for combat units wittomprise “a Line” are listed in théne Command Eligibility section
which he is stacked. of each scenario. In addition, see 4.37.

Movement Allowance: The number of Movement Points a Leader (4.32)Line Size:There is no limit to the number of units in a Line that
may expend in #hase. The MA, which Bfor all leaders, iiot  may be so ordered— other than 4.33—and all the eligible units in a
printed on the counterThey move using Cavalry costs on the Line do not have to take part. Units in a Line i have to stay
Movement chart, although they never suffer Cohesion hits for anygether when they move ... although to do otherwise is to court
kind of movement. organizational disaster.

(4.2) LEADER CAPABILITIES: INDIVIDUAL (4.33)Line Composition _ _
ORDERS Infantry/Elephant Lines: In order for infantry or Elephant units to be

DESIGN NOTE: The Macedonian command system was far mo?é'g'ble for a Line Command
sophisticated and professional than that of any other army of the era. the units mustall be of the same Type/Class listed in that scenario’s
This capability is expressed by the extended Command Ranges andLine Eligibility Chart
better Initiative ratings of the Macedonian leaders, combined with the  the units must be either flank-to-flaok(but not “and”) Front-to-
fact that the Macedonian army was not so much small as compact. Rear (see Facing, 7.1) to be in gamneline.
. . . . _» AnlInfantry Line may be ainylength, without regard to command
This section applies to all eaders in the game, except Macedonian range.
Contingent Commanders. « The units in the line must be adjaceahy space—even an

(4.21) A leader may givdadividual Orders to any friendly combat occupied space—between eligible units ends the line.

unit within his Command Range, which is measured by tracing ap| Ay NOTE: Only Greek and Indian leaders have infantry Line
unobstructed path of hexes equal to or less than the range, bEtW%%'ﬁability.

leader and unit. Count the unit’s hex, but not the leader’s. A path is

obstructed by hexes occupied by enemy units, an unoccupied hexGavalry/Chariot Lines: In order for Cavalry or Chariot units to be
an enemy Zone of Control (ZOC), or terrain a leader could not crosdigible for a Line Command

or enter. Friendly units negate enemy ZOCs for purposes of tracing the units must all be ofthe same Type/Class listed in that scenario’s
order paths. All other paths are considered unobstructed. Command | jne Eligibility Chart. However, LN (Lancer) units are always

Ranges are calculated at the instant the Order is given.

(4.22) An Individual Order allows a friendly unit to conduct movement
and/or missile volley, etc., as per 5.22. Without an order, a unit may

not move voluntarily. In a given Orders Phase, a leader may issue a
number of orders equal to his Initiative Rating. Once a leader can give

considered a separate type.

they all must be withihalf the leader's Command Rangeunded

up. They do not have to be adjacent or flank-to-flank, etc. Units
outside that Range ametin that Line, even if they are adjacent to
units that are.

no more Orders and cannot be activated again, flip him to his Finisheg Ay NOTE: A gentle reminder that Cavalry Command Ranges for

side.

Line Command purposes apee halftheir printed range, rounded

up. Those for infantry are not halved. Also note that there are not that

(4.23) Leaders move under the following circumstances:

* They issue an Individual Order to themselves, which count
against the number of orders that leader may issue that Phase
* They may move—without expending an Order—with any comba
unit with which they are stacked and to which an Order has bed
issued. They do not have to “stay” with the combat unit.

» Theyreceive an Individual Order from their Overall Commander1

many leaders capable of Line Commands!

%4.34) Line Command Eligibility: A leader may issue a Line
Fommand in hignitial (non-MomentumPrders Phase under one of
He following conditions:

SUBORDINATE LEADERS

Hestartshis Orders Phase withiwo (2) hexes (elephant/infantry

(4.24) A leader, other than the Overall Commander (see 4.4), in an only) of at least one of the units in that “line” with NO intervening

enemy Zone of Control mayotissue Orders (or Line Commands,
for that matter) either to combat units or to himself... and thus may
notmove out of that enemy ZOC ... unless and until he is moved out
of that ZOC by an Order from the Overall Commander (4.4). See,
also, 5.25.

(4.25) A leader who is “Finished” (5.15) may not issue Orders (08.
LC’s). However, hemay move, but only if ordered by an Overall
Commander to do so.

(4.26) Leaders do not have—or need—any Facing (7.1).
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combat units. He must have a clear LOS (8.14, and interpreted
liberally in the case of disagreements) to that unit. (Elephants do
not block LOS);and

He starts the phase within either his Overall Commander’s Range
or his Wing Commander's Range (4.5);

He is not within the Overall Commander's Range, but the Player
rolls a die, and that die roll is the same as or lower than the leader’s
Strategy Rating. If it is higher, he may issue only Orders.
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4. Inthefirstgame-turn of any scenasith Jeaders with LC capability (4.4) OVERALL COMMANDERS
may issue a Line Command without resorting to OC Range aDverall Commanders (OC) are those leaders that command the entire
dierolling. army, as designated in each scenario. OC’s function like other leaders

5. See Persian Wing Commanders, in 4.5. except that, when Activated, OCs can

PLAY NOTE: 4.34 (1) is read—and used—together with the cavalr;/' leave enemy ZOCs by issuing an Order to themselves, and

range restrictions in 4.33. they may issue orders to other, friendly leademgfer leader per

Orders Phase) to move them. If the leader to be moved starts in an
DESIGN NOTE: This limitation has much to do with chain-of- enemy ZOC it costs the OC two (2) Orders to move that leader.
command "red tape" vs. individual initiative (the die roll). Note that an OC in an enemy ZOC may not issue an Order to move
anotherleader; he must first leave that ZOC.
OVERALL COMMANDERS

. - . 3. Issue Line Commands—if eligible to do so—without a Line
Overall Commanders arautomaticallyeligible to issue LCs (no -
X . . ) Command die roll.
Strategy Rating dierollis necessary) ... evenin Momentum-generated

phases. The two-hex range in #1, above, still applies, though. (4 5) WING COMMANDERS

Important Momentum Limitation : Subordinate leaders that used (4.51) Both the Persians and the Macedonians assigned commanders
their proximity to their Overall Commander to issue a Line Commandp control large sections of their armies. These “Wing” Commanders
may not attempt/roll for Momentum. acted as quasi-Overall Commanders for their assigned sections.

PLAY NOTE: Why, pray tell, is that? Well, it takes far more time an4.52) Persian and Macedonian Wing Commanders are listed as per
energy to use the chain of command than to call on one's initiativeeach scenario.

(4.35) LC Procedure: Leaders may issue a Line Command in a(4.53) Persian WCs may issue Line Commands in their initial, non-
Momentum-generated Orders Phasefollows: Momentum Phase without dierolling even if they are not within range

1. OverallCommanders may automatically issue LCsina Momenturr?—f Darius.
generated Phase as if it were the initial phase. « They maynotbe used by other Line Capable leaders to issue Line
Commands without a DR.

2. Subordinate Commanders thatissued LCs in their Initial Phase by Their non-DR ability applies solely to the Initial Orders Phase

dierolling may issue a LC only by rolling against their Strategy
Rating, as per their 4.34[3], above. (4.54) Macedonian Wing Commanders are used to issue Contingent

3. Subordinate Commanders that diat issue LCs in their Initial Commands, as per 5.6.
Phase maynotissue LCs in a Momentum-generated phase, even

if they are within range of their OC. (4.6) LEADERS AND ENEMY COMBAT UNITS

_ . . _This section covergieneral rules relating to leaders and enemy
PLAY NOTE: Remember, Subordinates who used their OC for a Lingmpat units. For specific rules for Personal Combat as well as

Command do not have any Momentum Phases, so this section WOHH%ualties during Shock, see 8.34 and 8.4 .
not apply to them.

. (4.61) Leaders magnterenemy ZOCs only if stacked with a friendly
(4.36)LC & Leader Movement: A leader who has issued a LC ¢ompat unit (see 4.23) or that ZOC already contains a friendly combat
may—not must—move as part of that LC. He does not have to stgyit | ike combat units, leaders must cease movement for that Order

with the line. (or Line Command) upon entering an enemy ZOC. A leader may leave
(4.37)Command Restrictions Certain leaders who may issue Line 21 €némy ZOC by itself only if it receives an order from the Overall
Command may do sonly to the Type of units specified in the Commander; see 4.24.

scenarios or on their counte@ommand Restrictiomseverapply to (4 62) Theinstantany enemy combat unit moves adjacentleader
Individual Orders. alonein a hex (not stacked with a friendly combat unit) the leader can

DESIGN NOTE: While Line Commands are a more efficient way tHndertake an Orderly Withdrawal. If he does not—or cannot, because
move large numbers of units, such “efficiency” comes at a cost, mosﬂ}f IS surrou_nde_d by enemy units, ZO.CS andfor impassable terrain—
as these leaders were not truly “professionals.” For example, 4hat leader is eliminated (captured/killed). See, however, 8.45.

leader issuing a Line Command to move mayrally units inthat  p| Ay NOTE: If the non-moving leader is stacked with a friendly
Orders Phase. combat unit he may also use Orderly Withdrawal, or he may hang
around and get involved in the combat, as per 8.3.

(4.63) If a leader alone moves adjacent to an enemy leader alone,
Personal Combat takes place immediately and is resolved before the
next Order is given. See 8.4.

(4.64) There arao Replacements for eliminated leaders.
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(50) LEADER ACTIVATION « when Alexander is activated he can issue up to seven (7) orders for

that activation. He may choose to issue less (or none); he may not
AN D ORDERS issue more ithat Orders Phase.
« when Bessus is activated, he may, if eligible, issue one Line

Combat units may move and fight only when ordered to do so by their Command to his cavalry units he may issue 4 Individual Orders.
leaders. Leadersissue orders in the Orders Phase. Certain leaders may

issue Line Commands or use their Orders to issue Contingefh.22)Eachindividual Order allows the player to
Commands. Leaders may notissue any orders or commands until they Move any one unit. Missile units may also fire at any time during
are activated. Players may use the Momentum rule to give an activated their movement (8.1); or
I_I(_eader qu to two ad_d|t|onaILOr(Lers Phasesr.] They mlay also use %e |ngividual Missile Firewith any missile unit; or

rump Option to activate a Leader sooner than usual. 3. Remove two Cohesion Hits, as per 10.14: o
(5.1) HOW TO ACTIVATE LEADERS 4. Attempt to Rally a Routed unit, as per 10.27.
(5.11) All leaders start the tumactive, and each has the opportunity 5- 1ssue Contingent Commands (Macedonians only; optional rule.
to becomeActivated and issue Orders (or Commands, where Requires up to 3 Orders for each MCC. See 5.6.)
applicable). After they complete issuing orders, they areRimshed. 6. Perform Pre-Arranged Withdrawal, as per 6.81.

Inarare occurrence (5.33[2]) Finished leaders mdgebActivated. EachLine Command allows all the units in one Line to

(5.12) Each game turn starts with one player activating one of his Move any/all units in that line. Moving units capable of firing
leaders. Leaders are activated in the order of their Initiative rating, mijssjles may do so; or

starting With the lowest (a posgible 2) 1o highes_t (AIe>_<ander’s 7). 3 Any/all units in that line may Missile fire without movement.
case of ties, the non-Macedonian leader goes first, with players then ,

alternating among the remaining, similarly-rated leaders. If twdVote: Leaders magotuse a LC for Order #'s 3-5, above.
leaders on theameside have the same Initiative Rating, the owning3. Pre-Arranged Withdrawal; see 6.81.

player decides which one goes first. . .
(5.23) Although a given combat unit may be ordered to move more

(5.13) Only Inactive leaders that have not previously been activated ihan once per gantarn, it may not move (or Missile Fire) more than
that turn are eligible for activation, with the exception of the Momentunonce per Orders Phase. (See 6.11 and 12).

Rule (5.3), Reactivation (5.33[2]), or Elite Commanders (5.5). )
EXAMPLE: (Chaeronea) A combat unit ordered to move by

EXAMPLE: Atthe Granicus, Macedonians Alexander (7) and Philota®emosthenes (who, hopefully, has removed the stones from his
(5) plus Persians Memnon (5), Omares (3) and Arsites (2) are th@outh) may not be ordered by Demosthenes to move agtiatin
available, inactive leaders. After Arsites has been activated an@rders Phase. It may, however, be so ordered in a subsequent phase
finished giving orders, Omares normally would be activated nex{in the same turn) by, say, Theagenes, or even by Demosthbaes
after which Memnon would be activated because although he angbts a second (Momentum) activation.

Philotas have the same rating, Memnon is a Persian. (Well, actualllg )
he’s a Rhodian Greek, but that’s another story.) LAY NOTE: The above example waubdtlapply to Line Commands,

though, because Demosthenes may give commands only to Athenians,
(5.14) A leader may be activated a maximumttoee timesin and Theagenes to Thebans. See 4.37.

succession in a single game-turn (using Momentum for the last two ) . .
times). (5.24) Orders/Line Commands amet used to directly precipitate

shock combat, which occurs in a subsequent Segment. They can be
Exception: Reactivation (5.33[2]) and certain aspects of Elite Initiativeused for Missile Fire, however. See 8.1. Reaction Fire (8.2) does not

(5.5). require orders; it occurs in response to enemy movement.

(5.15) A Leader i$inished when one of the following occurs: (5.25)The EZOC Prohibition: Any leader—other than the Overall

1. The Leader has completed an Orders Phase and does not @@mmander—who starts an Orders Phase in an enemy ZO@anay
cannot) make a Momentum attempt; or issue orders (as per 4.2Hpwever his Command Range may still be

used to designate units to engage in Shock Combat in that segment of

2. The Leader is Trumped by anemyleader; or the Orders Phase (See 7.25), so he is not entirely useless. In addition,

3. The leadefails a Trump or Momentum attempt. he may still use his Charisma and Personal Combat ratings. He is not
4. Aplayer declines to use that leader, in essence, passing. Howevafished simply because he is in an enemy ZOC; howeveis he
see 5.25. Finished—and unable to be activated—if

5. Pre-arranged Withdrawal, where eligible, occurs. See 6.8.  * He comes under 5.15, or _ _
¢ He has used his Command Range to allow units to engage in

When a leader is Finished, flip his counter over to so indicate. A Shock.

Finished leader cannot undertake any further Orders Phases that turn; ) o )
If he is neither of the above, and he becomes eligible to issue orders,

Exception; see 5.33[2] the player must activate him before any higher-rated leaders. However,

a leader so activated magpt use Momentum.
(5.2) THE ORDERS PHASE
(5.21) Procedure Once activated, a leader can give a number o
Individual Orders equal to his Initiative rating to unitghin his
Command Rang®R, he can issue Line Commands, as per 4.3. Thu

PLAY NOTE: The EZOC prohibition also applies to leaders who enter
enemy ZOCsluring their Orders Phase. And, to clarify, if, say,

£armenionis in an enemy ZOC when itis his turn to be activated, and
the Macedonian player uses Parmenion to continue Shock with
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several units within Parmenion’s range, Parmeniondseligibleto  (5.4) THE TRUMP OPTION
activated if he is later moved out of that ZOC by Alexander. DESIGN NOTE: This is a game mechanic that is intended to simulate

the remarkable, and often overwhelming, superiority the Macedonians

(5.'26) Afte_r a leader hgs issued _aII of the or_ders he wishes (or Cam{d in the area of command. As such, the use of the rule aids the
friendly units engage in Shock in the ensuing Shock Segment, ffacedonian Player more than his opponent, and it is likely to be used

delineated by the introduction to 8.3. almost exclusively by him. The non-Macedonian player will often find
(5.27) After Shock combat has been completed that Orders Phasdhat, for him, its bestapplication is when it backfires on the Macedonian
finished. Two things may now happen: player. For that reason, players should be aware that this option

1. The player may attempt a Momentum Orders Phase (5.3) with tﬁgould not be used indescriminately.

same leader who was just activated, (5.41)Active Player Trump Option

2. A new leader is activated, returning to Phase “A”. The player whose turn it normally would be to activate his lowest-
rated leader may, instead, attempt to activate athgr, inactive
4% der with ahigherlnitiative rating. To do this, the player must roll
the latter’dnitiative rating or les®n the die. If successful, that leader
is now activated; if unsuccessful, the originally designated leader is
(5.3) MOMENTUM gina’y cesig

, . . activated and the one who is attempting the Trump is Finished.
PLAYER'S NOTE: Momentum (and Trumping, below) are highly

useful and powerful gambits—especially for the Macedonian PlayeEXAMPLE: In Granicus, the Persian player, instead of activating
for whom they are anajor weapon. However, they have a good Omares, could attempt to activate Memnon by Trumping. If he rolled
chance of backfiring, and when they do they often provide tha 0-5 he would be successful; a 6-9 and the Trump attempt fails,
opponent with major possibilities. Omares is activated and Memnon is Finished.

When all leaders are Finished, the players proceed to the Rout
Recovery Phase.

(5.31) At the conclusion of the Orders Phase, the player may attem@. 42) Inactive Player Trump Options

to undertake an additional Orders Phase for the Active Leader whg,q opposing player has two Trump options, each usable under
just completed issuing orders. In order to do so, that Leader must P@fgarent circumstances.

a Momentum die roll, and he may not fall undery oneof the

following, restrictive situations: 1. Trumping the Trump: If—and only if—the Active player is

 Isin an enemy Zone of Control, or was previously in an enem§uccessful with his trump (5.41) the opposing plz_ayer 'Fhen_ has the
ZOC, as per 5.25; option of attempting to trump that first trump activation with his own,

- Engaged in Personal Combat in the Orders Phase just undertakélfctive leader—if that leader hasequal or highetnitiative rating.

+ Was previously Trumped (5.44); If successful this leader is immediately activated; if unsuccessful the

e Used his OC to issue a Line Co’mmand' initial trump-activated leader goes and the leader attempting the

e Is Finished. ' trump isFinished.

(5.32) The player rolls the die and compares the result to the leadeF&AMPLE: Using the leadersin 5.41, the Persian player is successful
Initiative Rating. If it is the same or less than the rating, that leaddP activating Memnon instead of Omares. The Macedonian Player
starts another Orders Phase (Phase B); ifthe roll is more than the ratfiyV attempts to trump-the-trump by rolling for Philotas (5). However,

that leader is finished for the turn. Thus, Alexander would need a dfé€ rolls & 7', so Memnon remains the activated leader and Philotas

roll of 0—7 to gain Momentum; an 8 or 9 would Finish him. is Finished for the turn.
(5.33)The Die roll of Doom If the Momentum die roll is a ‘9", then 2. Momentum Trump: If the active player is successful attempting
the die is immediately rolled again. a Momentum die roll, the opposing player may attempt to trump in the

. . - . same fashion as #1, above.
1. If thesecond die roll is a ‘9'the leader has had a Crisis of Faith

(or"Second Thoughts"). All friendly combat units within one-half EXAMPLE: still following the above examples, the Persian player is
his range, rounded up, must Withdraw two hexes, even if they aseiccessful in his having Memnon undergo a second Orders Phase
in an enemy ZOC. Withdrawing units observe the requirements gMomentum). The Macedonian Player attempts to trump Memnon’s
6.72[1] and [3]. The leader also Withdraws, and is now FinishedMlomentum Phase with Alexander. He rolls a ‘6’ and, instead of
2. If thesecond die roll is a ‘0’ or ‘1), Re-Activation is possible. Meémnon going, itis now Alexander’s Orders Phase—and Memnon is

Play immediately transfers to the opposing player who majfinished.

activateany orlle of his leaders, regardiess of whether they aréste the successfully Trumping leader has finished his set of Orders
Finished or not! Such a Re-Activated leader may not use Momentumr LC's), play reverts back to the standard, lowest-available-leader-

himself. goes procedure ... with omeajor exception, as per 5.44.
3. Ifthesecond die roll is a ‘2—8the leader attempting Momentum L o
is Finished. Go Back to Phase “A”. (5.43) Each side is allowed only one Trump attempt per activation.

(5.34) Momentum die rolls apply only to a leader who has jusg5.44)AIeaderwhofaiIs a Trump Attempt or has been trumped when
completed an Orders Phase. You masapply Momentum to a leader trying for Momentum is Finished. An inactive Leader who is passed

who was Finished several phases ago or who was Reactivated, as &' by @ succ,essful Trump—a Bypassed Leadestiigligible for
5.33[2]. activation (he’ll probably still be next in line as the lowest-rated

leader), but he mayotuse Momentum that turn. (Use the “Trumped
Exception: an Elite leader activated later on in the turn may still roll/ No Momentum” markers to indicate this.) There are, thus, two basic
for one, additional Momentum; see 5.5. premises:
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A Trumped Leader is Finished (5.6) MACEDONIAN CONTINGENT
* A Bypassed Leader (one who had the same or lower Initiativ€E OMMANDERS (OPT|ONA|_ RULE)
rating as a leader who successfully trumped) is still eligible torhis rule simulates the superiority of the Macedonian command
“go”, but hemay not use Momentum system by allowing Alexander and his other Wing Commander to
gelegate tactical authority with greater efficiency. The Macedonians
éil';]d not use a strictly hierarchical system ... although Alexander
H§ual|y commanded the right wing, Parmenion the left.

PLAY NOTE: The No-Momentum restriction means that if, at Issu
Aristomedes attempted to gain Momentum, did so, but was th
Trumped by Alexander, not only would Aristomedes be Finished, b
all remaining Persian (and Macedonian) leaders who had yet to 90/e have made it ontional for two reasons:
would get onlpnePhase (after Alexander completed his turns). They P )

could not attempt Momentum! This is an important consideration® It adds to the complexity of the game (albeit not that much);
when one is formulating “game” tactics. » It helps the Macedonians ... and they don't need much help.

(5.45) A leader may be activated only once per game-turn, althou¢ grum--| (5.61) Macedonian Contingent commanders (MCC) are
that activation may bextendecby Momentum (Exceptions; 5.44, i'b'ﬁ @ | identified by having aC”in place of an Initiative Rating.
5.5). Finished leaders may not be activated again that turn, except| 3 & fl| All other ratings are similar to other leaders.

Reactivation (5.33[2]). (5.62) MCC's are not activated under 5.12 (... if only because they
(5.46) A leader that successfully trumps cannot pass. He must issuel@ye no Initiative Rating.) Instead, they are activated by any one of the
order to a unit to move or fight, or he must use his Range to have uniicedonian “wing” commanders—those leaders with a Contingent
attack. A unit is considered to have moved for the purpose of this rufeommand Rating next to their Initiative... as designated in each
if it ends the phase in a hex different from the one in which it startegcenario.

(5.47) A leader that is in an enemy ZOC may attempt to Trumg>.63) A Macedonian Wing Commander may activate an MCC when
However, if successful, he must obey 5.46, otherwise the trumpirigis the former’s Orders Phase if:

action is considered to have never occurred. + the MCC is within one-half (rounded up) of the Wing Commander’s
Range; and

(5.5) ELITE COMMANDER: ALEXANDER « >> by expending a number of Orders equal to one less than the

(OPTIONAL RULE) number of units in the MCC'’s control, to a maximum of three (3)

Part of Alexander’s “greatness” was his remarkable ability to move and a minimum of one (1). Thus, if Attalus is MCC for two

and strike with a rapidity that often befuddled his opposition. Agrianian Javelinists, it costs the Wing Commander one Order to

. N activate Attalus.
PLAY NOTE: We recommend this rule solely for solitaire/historical

insight play. While it does reflect Alexander’s rather extensive edge> (5.64) A Wing Commander may activate as many MCCs per
in terms of tactical insight, it makes for some rather unbalanced playOrders Phase as his Contingent Command Capability rating allows.
The rule is written “generically”, although the only Elite commander Alexander can activate up to two MCCs; Parmenion only one.

is Alexander. ) . .
>> (5.65) Once activated, an MCC may issue a Line Command per

A player with an Elite Overall Commander has the option to start each22 to all units of the Type listed on his Command Restriction line
turn with asingle Elite Initiative Orders Phase. This EI Orders (see 4.37) that are within his Command Range. The restrictions of
Phase may be undertaken either by 4.33 do not apply. The MCC may move per 4.36.

* the Overall Commander, or by o _ (5.66) MCC’s dmotget to try for Momentum; that's up to Alexander
 any one subordinate leader, regardless of Initiative Rating, &g that Wing Commander to do.

designated by the player. For a subordinate leader to use the El
Phase, he must be within the OC’s Command Range at the start(6f67) Each scenario lists which—if any—Macedonian Contingent
the turn. Commanders are available. (Some scenarios do not use Contingent

. ) _ . Commanders and thus have no Wing Commanders: cf., Chaeronea.)
Exception: On the firstgame turn, the player with the Elite Commander

may give his El Phase tmyleader, regardless of location. EXAMPLE: [Issus] Philotas (who was usually the nominal commander

) . . of the Companions), as an MCC, is in 4614. (See the Issus scenario.)
That Elite leader magotuse Momentum to continue this El Phase.The companion cavalry are all in their initial deployment hexes.

After that Phase is completed, the chosen leader or OC reverts isyander is in 4214, so Philotas is within 1/2 his range. It is

inactive (bunotFinished) status. He has undergone only one Ordergjexander's Orders Phase, and he uses 3 of his 7 Initiative points to
Phase for purposes of 5.14 and may be activated again, using norpgljotas. Philotas now issues a Line Command to all the Companion
activation rules. Use the “Elite Initiative/l Phase” marker to SQHeavy Cavalry, as they are all within 4 hexes, and off they go. When
indicate. the companions have finished their phase, Alexander has 4 points left

>> Game Balance Addition:At the start of the Turn, roll the die. If 0 US€.

the DR is an ‘8’ or ‘9", Alexander does not get his Elite Initiative p| oy NOTE: Just because they are in play, on the map, does not mean
Orders Phase. This check is not performed on the first Turn of thgat 5 player has to use, or even to attempt to use, an MCC. They are
game. not part of the Initiative chain.

(5.68) An MCC that is stacked with a combat unit that moves due to
an order or OW, etc., may accompany that unit and participate in any
subsequent Shock Combat.
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(6 O) M OVE M E N T Units also pay movement point costs (and possible cohesion penalties)

to change facing; see 7.1.
(6'1) MOVEMEN,T A!‘LOWANCES . . (6.22)Cohesion Penaltiestt didn’t take much to disorder a formation
(6.11) A combat unit's printed Movement Allowance is the basiGhat had to cross any type of terrain which wasn’t open and relatively
allowance for asingle Order or Line Command\ combat unit  gmaqth. Certain units (determined by Type; see 6.29) receive a
receiving an Order may move up to its printed MA. Most units may.ghesion point penalty whenever they enter or change facing in
move less than the printed MA. (However, see 6.14 for an importakytain kinds of terrain—usually anything other than clear—and/or
optional exception.) change elevation. All cohesion penalties for movement (including all

(6.12) There is no limit to the number of times a combat unit may mov&ivances after combat) and facing changes are applied the instant they
in a single turnhowever, it may move only once per Orders Phase OCCUr-Leaders never suffer cohesion penalties.

Thus, a phalanx ordered by Alexander to move in Alexander's firSl 23)Elevation: There are limitations on the levels of elevation that
Orders phase may move again; but, to do so, it must wait for an orqﬁray be changed at any one time:

from either a different leader or from Alexander in a subsequent, ) .
Momentum Phase. 1. Cavalry (lightor heavy) may never change more than one elevation

level at a time; i.e., it may not move directly from a level-1 hex to
(6.13) After the first time a unit moves in a turn, flip it to its “Moved”  a level-3 hex (treated as a “Steep Slope”)ice versa.
side. “Moved” units may use their full MA. However, each time a;  oply skirmishers may change three levels in any one hex move
“Moved” unit is moved, it earns a Cohesion Hit (see 10.1). This does (with a concurrent 3-point cohesion penalty).
not apply to advance after combat (8.5) or Orderly Withdrawal.

o ) PLAY NOTE: Major Rivers—the Granicus and the Pinarus—are
PLAY NOTE: Missile Fire is not Movement (although it usually takeg,nsidered to be at Level-1 elevation.

place as part of the Movement segment); Changing Facing IS
Movement. (6.24) A hex containing two types of terrain uses the “majority”

. . terrain. Thus hex 4426 in Issus is a level-4 Open hex, although there
(6.14)The Hellenic Law of Inertia[OPTIONAL] : Normally, players s some level-3 in the hex.

may choose how far to move a given unit. However, most (non-

professional) heavy infantry, upon being given an order to movdf.25) A moving unit must have enough MPs to pay the terrain cost of
didn’t stop until they reached the enemy. Therefore, in each movemestering a hex; if it doesn't, it cannot enter that hex.

order,Hoplite Heavy Infantry (HO/HI) unitsmustmove until they
can move no further, within normal movement rulEsis does not
apply to Macedonian phalanxes and hypaspists, Greek Mercenari
or Spartans.

(6.26)City Walls: There is only one “terrain” type that is uncrossable
dyy all units: the city walls of Chaeronea and Pelium. Chaeronea is
absolutely restricted, even through gates. Units may use the gates of
Pelium to cross that hexside (as if it were a road) if there is no enemy
HISTORICAL NOTE: Part of the power of HI formations of the day—unit in that hex.
mostly Hoplites—was a function of mass times speed. That, plus the . . o .
factthat most Greek hoplite armies—if not all—were amateur “militia”, =AY NOTE: This is obviously a simplification, mostly because this

made it almost impossible to stop them after they got going. game does not cover siege warfare, etc. For that you have to wait for

the upcoming module containing Alexander’s Siege of Tyre (among
(6.15) Leaders may mowany number of times in a turor Orders  others).

Phase, but they mayptexceed their 9 point MAer phasesee 4.23. . I
All other restrictions and allowances apply, including the ability of(6-27) Terrain als_o affects shock combat res_ults by adjusting the
leaders to use Orderly Withdrawal before any opposing unit. A lead&P!umn under which the players roll to determine losses, as per the
who has used his 9 MPs in a phase is not “Finished”; he simply mz'zpock Combat.Re.suIt.s Table. Units in woods also gain some protection
not move again that phase ... although he may still Withdraw. Se&°M enemy Missile fire; see (8.61).

4.62. Each different time a leader moves requires an order. (6.28)Rough Terrain: The term “Rough” Terrain, used throughout,
applies to any hex which costs one or more Cohesion Hits to enter,
(6-2) TERRAIN excluding elevation costs.

HISTORICAL NOTE: The objective of most ancient-era commanders

was to fight on terrain most favorable to them. With the strengths ¢6.29)The Movement Costs Chart:This chart gives the Movement

the Macedonian army anchored in their phalanx and cavalry, an@nd Cohesion Penalty costs for each type of unit moving (or changing

with Persian tactics and weapons system reliant upon maneuver,facing in) into/across a specific type of terrain.

flat, featureless battlefield was what they were looking for. Great care

was also taken, when possible, in using natural barriers to secur(6.3) MOVEMENT PROCEDURES

flanks; see Issus and Chaeronea, for example. However, when deali{fg31) As a unit moves, it traces a path of contiguous hexes through the
with the tribal peoples of the Balkans and west of the Indus, that dfiex grid, paying the cost of each hex entered. One unit's movement

changed ... as the game-maps for those battlefields reveal. must be completed before another can begin, even if both started in the

. ) _same hex.
(6.21) Procedure: A unit expends Movement Points for each hex it

enters, as per the Movement Costs Chart. For example, it costs 1 Ni232) A unit may be moved in any direction or combination of
to enter a Clear hex but 2 MPs to enter a Woods hex. Most units aldisections. (See, though, 6.5.) However, a unit may only enter a hex
pay extra Movement Points to move into a hex of different elevatiorwhich is to its front. In order for a unit to change direction it must first
Thus a hoplite unit on the Issus map in hex 5015 would expend 3 MRbange facing (7.1) by pivoting in the hex it occupies.

to move into 5115 (2 for the woods, one for the higher elevation).
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(6.33) Double-sized units do not change facing within a hex; they d6XAMPLE: (Gaugamela) A Persian unit is in 3118. A Macedonian
so by moving ... pivoting as per 6.43. Double-sized units incur aphalanx is in 3218/3217, with the part that is in 3218 in the Persian

extra cost when pivoting. ZOC. That phalanx may pivot 3217 to 3117 (while the 3218 portion
remains in place), paying whatever movement costs apply. The
(6.4) DOUBLE-SIZED UNITS phalanx (with a TQ of ‘7’) then undergoes a TQ check. If the die roll

HISTORICAL AND DESIGN NOTE: The Double-sized units reflectvere a‘9’, it would take two hits, all other results would cause one hit.

formation and tactical use, as exemplified by the Phalanx ... althou 16)A ted M The followi bili
not all double-sized units are Phalanxes (in the game sense). Thelr )_ ugmented Movement: The following movement capability
iahs available only to Phalanxes. Because of their lighter armor and

tter training, Alexander’s phalanxes could move somewhat faster

an their (double-sized) Greek counterparts—although this added
rapidity sometimes created cohesion problems. (Several historians go
(6.41) There are threkypesof double-sized units: so far as to state that the Macedonian phalanx moved at about the same
tactical speed as light infantry!) Therefore, the Macedonian player
may increase his phalangite MA to ‘5’ in any Movement Order. If he
does so the first time the unit moves in a turn, the unit must undergo
a TQ check (as per 8.33) at the end of the increased movement. If a
Because of the nature of the geometric shape of the counters, thés®ved” Macedonian phalanx uses its 5 MA in any subsequent move
units have some special rules. Most of the good ones, as you shall séspffers awo-pointCohesion penalty (as opposed to the normal 1-
apply only to Phalanxes. point penalty if it uses its MA of 4).

HISTORICAL NOTE: There is much argument as to what the Cardac?6_5) DRIFT TO THE RIGHT (OPTIONAL RULE)

actually were. Devine, the most insightful of the modern, militaryy sToR|CAL NOTE: Hoplites usually marched in tight formations,

minded Alexandrians, is rather noncommittal on them, although hg,e so|diers holding their shields with their left arm. With the hoplite’s

d_oes say they were rather more mobile than we have made them. H&htside less protected the formation had a tendency, when advancing,

Kind of hard tc? say what the Cardaces were: they appear iny, atIssYs, rift to the right as the hoplites, perhaps subconsciously, sought to

and they don’t seem to have been very involved in the fighting. gain whatever further protective edge they could from their neighbor’s

(6.42)Basic movement premises: shie_ld. We should _point out th_at,_while it is mentioned in several

. . . ancient sources, rightward drift is not a proven fact—and was

* When a double-sized unit moves and enters two hexes of differe ain|y more prevalent with the “amateur” Greek hoplite armies of

terrain/elevation it expends the greater of the two possible terratﬂe Athens-Sparta era than with the professional, trained Macedonian

costs both fc_)r movement and _coheS|on pe_nalnes. . halanxes. Therefore, the rule is optional and recommended solely for
* Whenever either half of the unit would receive a cohesion penalty, . G eeks at Chaeronea or Persian—and their mercenary—hoplite
because of the terrain entered then the entire unit suffers tr&%d cardaces units

effects. (This also applies to combat-oriented hits.)

Phalanx system at its height, as well as the high levels of training a
professionalism in the Macedonian army.

* MacedoniarPhalanxes
» Hoplite Heavy Infantry (usually Greeks)
» Cardaced.ight Infantry Peltasts

Whenever any double-sized Hoplite HI unit moves a second time (as

§6.43)l(:jror_1tr-]tct))-|:|r?rr1]klMane;Jvr:er: A double-sized ur;]it can either g(r’] er 6.13), for the 1st, 2nd and 4th movement point(s) it expends for
orward with both halves of the unit entering new hexes, or one ctual movement (not changing facing) it must move into the right

of the unit can enter a hex while the other half pivots in the spacegt) hex, unless so prohibited by the presence of other units or

occupies (|'n essence changing the fe}cing of the. unit).. This is al?l?lpassable terrain. In addition, it does not have to “drift right” for any
calledPivoting. Foreachhex entered while undertaking this Front-to- movement point that would place it adjacent to an enemy unit. Drift

Flank maneuver, the unit earns one Cohesion Hit, in addition to a%plies only when both “hexes” of a two-hex unit move: it does not
other terrain-induced costs. apply when one portion moves so that the unit may “pivot”.

Exception: The Cohesion hit does not apply to Macedonian Phalanxegy appLE: An Athenian Hoplite unit with a “1st Move” marker is in

(6.44)The Reverse Face ManeuveAt a cost of 3 movement points, N€x 2217/2218. The Greek player wishes to move the unit again. The
a double-sized unit may be re-faced in the opposite directiof) (280 1st MP it expends it must move into 2317/23_18. It must then move
the same two. There is no cohesion penalty for this maneuver, but_zi‘f'18/24110- It may then move 2517/2518 but its last MP would take

may not be performed if any part of the unit is in an enemy ZOC or i into 2618/26110.
Rough terrain.
(6.6) COLUMN MOVEMENT

(6.45)The Wheeling Maneuver:If one side of a double-sized unit is DESIGN NOTE: On the battlefield, formed Infantry—
in an enemy ZOC the other side may still move forward (in essen whichhereincludes anything from PH’s down to LI's—

using front-to-flank, as per 6.43). However, because of the difficult moved in a battle formation that would, in later centuries,
in performing such a wheeling maneuver, the unit pays the 1 Hit F be called “Line”. They were capable, however, of using

F Cohesion cost (except for Macedonian PHs, as above) and thefuch looser, more mobile formation (in modern terms, “Column”)
after completing the pivot (even in an advance after shock), the playgjr more rapid movement. In addition, because the units were not in
performs a TQ check. Ifthe die rollis higher thanthe TQ, the unit takegh extended line that constantly needed dressing to be effective, the

Cohesion hits equal to the difference, with a minimum penalty of &ffects of movement upon a unit’s “cohesion” were not as drastic.
(additional) hit, regardless of die roll. ) .
(6.61) On being given a move order, any PH, HI, Ml or LI unit that is

Exception: If the enemy unit exerting the ZOC is a Skirmisher, therenot in an enemy ZOC or Routed may change to (or from) “Column”
isno TQ check. at the conclusion of its Movemefithere is no cost in Movement
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Points to change formation. In order for a unit to use Columi{6.7) ORDERLY WITHDRAWAL

Movement itmuststart the Orders Phase In Column. Use the “INDESIGN AND PLAY NOTE: OW is an extremely valuable maneuver
Column” markers to indicate this status. (as the Persian player, with all those lighter-but-faster clowns he’s
o . . got out there, will soon realize). Therefore, we have gone to great
(6.62)Column Benefits: Units In Column increase their MA by one lengths to explain this rule; the extended example at the end should

(usually from 4 to'5', or's'to ¢’). In addition, terrain CoheS|on.H.|t help clarify any (unintended) opaquenelse 4.62 for OW rules for
costs for a unit In Column are decreased by one (-1) ... toa minimum, - yors

of ‘0.

(6.71) During an enemylovement Segmerany friendly (unrouted)

f . Minor River int ds hex: In Col it combat unit that is notin an enemy ZOC (7.2) may avoid contact with
or moving across a Minor River into a woods hex; In Columnitincurs, | enemy unit (even a Rampaging elephant—and that applies to

only 1 Hit. friendly cavalry about to be trampled by a friendly elephant; see 9.1)
PLAY NOTE: Phalanxes use the higher of their two MA'’s, so their If€ instantit moves within two hexes of the friendly, “defending”
Column MA would be ‘6. unit—or if it starts movement two hexes distants-long as the
“defending” unit has a higher movement allowarican the attacking
(6.63)Column Facing: Units In Column must face theexsidgnot  combat unit. Exception: see Skirmishers, 9.3.) To do this, the
the vertex) and only the hex directly in front of them is frontal. Thefriendly, defending unit Withdraws up to a number of Movement
change in facing is effected when the change to (or from) In Columpoints (not hexes) equal to the difference between movement
status is announced. allowances away from the advancing unit. Withdrawal must occur the
instant the enemy uniovesinto two hex range (stop moving the
enemy unittemporarily), or the option is lost. Regardless of how many
Froni Fromi hexes they may actually move, double-sized units use their ‘4’ MA for
purposes of MA comparisons for Orderly Withdrawal. See, also, 6.77.

EXAMPLE: Normally a unit would normally incur 2 Cohesion Hits

Double-Sized Units Single-sized Units

Famk 7\ Flonk Pk e Flnk
} ¥ s L‘;? '_: EXAMPLE #1: a SK unit (MA of ‘6’) approached by a Phalanx (MA
Y Fask Fank oses GENS of ‘4’) may Withdraw one or two clear hexes (6—4 = 2 MP).

EXAMPLE #2: A Ll unit with an MA of ‘5’ may not Withdraw up-level
when approached by double-sized HI (MA of ‘4"), because it would
cost the LI 2 MPs to so move—and it is only allowed a 1 MP
withdrawal.

1
Flank Koar

Flmk S Flomk
1 f

PLAY NOTE: Yes, it says within two hexes, so any (eligible) friendly
_ _ ) unit can Withdraw if an enemy moves within two hexes—even if that
When changing formation from column to norrfad double-sized  ynijt doesn't actually move in his direction. Thus the friendly player
units, the unit isnot moved in any wayrhus, a phalanx that is In - mustmake his decision to withdraveforethe moving enemy makes
Column that changes to normal is now facing in the direction indicategis full intentions clear!
by the “top” (name) of the counter. The unit may only be moved/
refaced during a subsequent Orders Phase. (6.72) The withdrawing unihaintains its original facinghroughout
withdrawal at no “facing change” cost in cohesion hits. It does,
When changing formation from In Column to norrfualisingle-sized  however, pay any of the usual cohesion penalties for movement. At
units adjustthe unit 30 degrees to the left or right (your choice) so th@ie completion of withdrawal, if it changes facing it pays any Cohesion
it faces a vertex. penalties inherentin such change. There are three (possible) additional

(6.64)Column Movement Procedure:Column units move into either penalty situations:

their frontal hex or the flank hexes adjacent to the frontal hex. Movemeht Withdrawing foot units and chariots suffer an immediate and
into the frontal-flank hex is not considered a change of facing. In column automatic 1 point Cohesion penalty after moving. Withdrawing
units wishing to move into a rear-flank hex, for example, must change Skirmishers, cavalry and elephants it suffer this automatic
facing. PH’s mayotchange facing; they may only move. All flank/rear ~ penalty.

combat penalties apply. 2. If the Withdrawing unit was being approached from a rear or
flank hex it suffers a 1 point Cohesion penalty before withdrawing.

(6.65) Combat Penalty: Units In Column have their TQ ratings Exception: the penalty applies to skirmishers only when

temporarily reduced by two (—2). Units in column nmay attack or . - -
fire. The only thing they do is move. If attacked by an enemy unit approached from the rear—not their flarfiis is cumulative
(other than skirmishers), the attacking uniaigomaticallyAttack with #1.
Superior, regardless of Position or Weapon system. 3. At the conclusion of the withdrawal, a Withdrawing unit

- ) (including the units excepted in #1) must undergoranediate
(6.66) If an In Column unitis shock attacked, at the conclusion of that  TQ checklf the die roll is higher than the TQ the unit suffers a
Orders Phase the unit automatically goes back to its non-column fyrther 1 point Cohesion penalty.
formation (ie. remove the In Column marker) at the cost of one
additional Cohesion Hit—even if that hit were to cause it to Rout!HISTORICAL/PLAY NOTE: Orderly Withdrawal is a “retreat’ in the
Double-size units don't reface, but single-size units must be adjustéafe of an approaching enemy, long before that enemy can close. This
30 degrees to the left or right (your choice) so that it faces a vertei¢ Why the withdrawing unit can return to the original facing (with

minimum cohesion cost) it had before the enemy approached. In play/

(6.67)Column Restrictions: In Column units magiotstack, normay  game terms, you simply move the counter backwards. This is not really
they use Orderly Withdrawal.
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what is happening, but if you want that type of realism grab yourse(6.8) PRE-ARRANGED WITHDRAWAL
30 Ibs of bronze, put some horsehair on your head, and go join yop A Player may attempt to anticipate the battle plan of his
neighborhood phalanx . . . . Pre- opponent by using Pre-arranged Withdrawal. PW allows

Berangad ' ) A
e . . .+ | units to Withdraw in the face of enemy movement even
PLAY NOTE: Aficionados &PQRandJulius Caesarwill note the Hilbckaw though they do not have a higher MA.

somewhat more “restrictive” nature of OW herein—more chances for
Cohesion losses; this reflects the less ‘professional” standing of mog.81) The only units that may use PW are Phalanxes and Heavy
of these units. Infantry (HI) with a TQ of ‘6’ or more. In addition, those units must

. . . . - . .._.either have an OC to issue the PW, or a leader capable of infantry Line
Ssézfg_lgigvig'gaawmg unit reaches its TQ Rating in Cohesion hits Ig:ommands or a Macedonian Contingent Commander.

PLAY NOTE: This effectively limits this rule to the Macedonians and

(6'74)tA un+thmgy7\évlthdra;¥v an ur;l|m|ter(]it.numtr)]er of tlmzs during %he Greeks, the only units capable of such in reality. We’re not too
gameurn. Theo. 72 penallies apply éach ime, however. NO MOVEM&Il . \y hether this tactic was ever used by Alexander, but, as itwas a

Eomc';s da;erexprirgd?dgtand that includes Leaders—and no orders #ifie-honored mechanic of many of the Hoplite armies of the era, so
eeded for combat units. there’s no reason to believe Alex would not adopt it, when needed. The

(675) A unit may not withdraw into an enemy ZOC or Rough hexeé:’)ersianS? Their infantry tactics were still in the era of the Assyl’ians.
and awithdrawing missile unit may not fies it withdraws. Stacking

restrictions (6.9) apply during withdrawal. (6.82) The “P”in PW means just that: the move must be pre-arranged

at thestart of the turn, before any other units have moved. For each

Exception: Mounted Archers may fire as they withdraw. The range i€ligible line a player wishes to (possibly) use PW, he places a PW
always treated as two (2) hexesithey use the +1 die roll modification Marker under the leader. Now, let's face it, doing this will alert the

for firing while moving (to account for the haste). (No Mongols, thes@Pponent that something is up, so a player is always free to insert the
boys.) “No PW” side of the marker.

(6.76) Orderly Withdrawal takes place during the opposing player’§6-83) A unit may not PW into a Rough hex.
Movement—a unit maynot Withdraw in the Shock Combat segment.
The attacking/moving unit maynust if heavy infantry, as per 6.15)

continue to complete its movement in the face of such withdrawal® A line with a PW “order” may withdraw one hex the instany
enemyinfantry would normally trigger OW (had the units in the

Exception: Cavalry OW in the face of rampaging elephants may take line [with PW] the capability to do so). PW may be undertaken any
place at any time. number of times in a turn, as long as the line commander has a PW
Order. When PW is triggeredll units in the linemustwithdraw
together (asin 6.75), and they all must withdraw the same distance.
All effects of OW apply.

If it is the Leader’s turn to be activated—or it is an MCC activated
by a Wing Commander—and his “group” has a PW “Command”,
the line maynot move. It can do anything else. The PW marker
remains in effect, though, for the remainder of the turn.

(6.84) PW may be used in the following circumstances:

(6.77)Cavalry Line Withdrawal . Under certain circumstances an
entire “Line” of cavalry (as defined by 4.33) may halkeits units
withdraw at the same time. Standard OW rules apply, but here, if an
enemy approaches, and if the units in that individual “Line” have at
least one unit within two hexes of an eligible commander (meaning
one who is capable of leading those troops), the entire Line may
withdraw. All units in the Line must withdraw; the player maypick

and choose. In addition, once a single unitin the line uses an individy@.85) Once a “line” has used PW, its Leader is Finished ... even if he
OW, the line isoteligible for Line Withdrawal. has not yet been activated! The units can still PW that turn, though, as

PLAY AND DESIGN NOTE: This is not a Line Command rule: it is 4 €€9€9

rule that allows mass withdrawal of cavalry, something which ofte®LAY NOTE: It is important to remember that PW maybe used
happened. However, we define its allowability through the definitionggainst cavalry or elephants; it is purely an infantry vs infantry
for cavalry “lines”. Units incapable of receiving line commands maymaneuver.

still use this.

(6.9) STACKING

(6.78)An Example of Withdrawal: (Arbela map). A Persian archer %taeking refers to having more than one unitin a hex at any one time.

(MA of ‘6’) stacked with Bupares is in 3215. The Craterus Phalanx i ; . . o .

in 2814/2815. The Macedonian player decides to use his ‘5’ MA, an aglcally, the 'rule 'she com.bat unit per heEoot sk|rm|sher units,
moves the phalanx towards the archers. As the phalanx enters 30‘1@}ned In avqlda_mce and d'Spefsa' tactics, have certam_advantages
3015 (having expended 2 of its 5 MA), the Persian player states bofye" other units in terms of moving into/through other units.

Bupares and his archers are withdrawing. Bupares, exercising satragigio1) A hex can contain only one, singtenbatunit at any one time.
caution, withdraws four hexes to a nearby chariot unit. The archers c@jhe half of a double-sized combat unit counts as one unit. Leaders and
withdraw two hexes (6—4 =2) and so move to 3416 (maintaining thgformational markers do not count for stacking purposes; A hex can
same facing they had when in 3215). The phalanx, however, has thi@htain any number of leaders/markers. This restriction appkis at
MPs left, and continues to move reaching 3215/3216, thus placing thighes; the only exception to this applies to units moving through other,

archer again within the “2 hex range”. The Persian player, again, opigendly units (or being moved through), and the exception comes with

for withdrawal, moving the archer only one hex this time (to 3516). I Cohesion Hit penalty.

has successfully avoided the oncoming phalanx.
(6.92) A combat unit may paskrough a hex containing another
friendly combat unit, but with a cohesion penalty; see 6.94. If a unit
is forced to endnovement stacked with a friendly unit:
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* The Moving unit immediately routs (through the stationery unit).Exception: Elephants, Chariots and Cataphracted HC pay two (2)
* >>The Stationary unitundergoes a TQ check, incurring a CohesidiPsper vertexo change facing ... reflecting the difficulty these units
point penalty equal to the die roll minus the unit's TQ, with aéhad in maneuvering effectively. In addition, see 7.15. See, also, 9.74.

minimum penalty of one point. . . )
(7.13) Double-sized units doot “change facing”; they can only

Exception: Skirmisher units, if they would normally be forced to endchange the direction in which they are facingriving(and paying

movement or withdrawal stacked with any other type unit, may,,y costs for so moving) one side of the counter forward, thus pivoting
continue to move through that unit even if no MPs remain, butata cogfe counter. (See 6.4.)

of one Cohesion point to both units (no TQ DR).

) . . (7.14) As changing Facing is “movement’, any such change in a
(6'93b) '?‘ un.'tt maynotmove into or through a hex containinga™®my  Roygh terrain hex incurs a Hit for changing Facing. See 6.21.
combat unit.

Exception: see Chariot and Elephant Pass-through: 9.1 and 9.2. (7-15) Chariots were truly unwieldy in terms of maneuver, mostly

because they operated with fixed axles. Therefore, they may not
(6.94) Any time afriendly combat unit moves through a hex that change more than one vertex in any given hex while moving.
contains anothdriendly combat unitpoth units suffer a one point

cohesion penalty. Exception: They may change more than one vertex in a hex (with

) . appropriate costs), as long as that hex is either the hex in which the CH
>> Exception #1 Heavy Infantry and Phalanx units magver starts or finishes.

voluntarily enter a space containing another friendly unit unless one
of them is routing, in which case the non-routing unit suffers a one> 7.16Reaction Facing ChangeAny single-hex unit (not double-
point cohesion penalty. The reverse of this—no unit, other than a SKex units) may change facing one vertex (per Phase) when an enemy
may voluntarily enter a hex with a PH or HI—also applies. unit moves adjacent to it. It may not do so if it either began the
fMovement/Missile Segment in an enemy ZOC or is in a ZOC of
another enemy unit at that instant. After changing facing the unit rolls
the die; adjust that DR by adding the difference between the MA of the
moving unit and the MA of the stationary unit. (E.g., an '8 MA HC
See, also, 10.24 for routing units moving into friendly units. charging a '5' MA HI would result in a +3 DRM.) If the adjusted DR

. . is higher than the defending unit's Cohesion, it Routs immediately. If
(6.95) Combat units may enter a hex with only a leader at ngyg gefending unit succeeds, it may conduct Entry Reaction Fire (see
movement or cohesion cost, and vice-versa. 8.21) if the unit triggering the Reaction Facing change is in the ZOC

of the reacting unit.

Exception: Cavalry changing facing in reaction to infantry movement
(70) COM BAT MOVEM ENT do not have to make this check.
(7.1) FACING é?.z) ZONES OF CONTROL (ZOC)

Exception #2 Skirmishers do not suffer a Cohesion penalty whe
voluntarily moving through any other type units (batthe other way
around), except as per 6.92.

(7.11) All units—except those In Column; see 6.6—must be faced i oc : . :
. ) o . th h ther than the h d hich unit
a hex so that the top of the unit (the side with its name) faces into t S are tNose nexes, other than Ihe hex occupied, over WhICh Unis

&ert a control, forcing enemy units to cease movement and to
vertex of the hex (between two hexsides, as below). The two hexes??ecipitate combat 9 y
the front (3 for double-sized units) are called the Frontal Hexes; those '
to the side, the Flanks, and those behind, the Reanit may only

Move into a hex to its Front. (7.21) Depending on their Type, all combat units exert a Zone of

Control.

Froat .. Fromt e Missile-armed, foot skirmishers exert a ZOC into their Feortt
i Flank hexes—except when out of missiles (Missile No), in which
ank ﬁ Flank case they exert a ZOC only into their Frontal hexes.
« Allother combat units exert a Zone of Control only into their Front

s hexes.
R R * Routed units and leaders do not exert ZOCs.

(7.22) ZOCs donot extend into a hex into which movement is
Frvil 1 Frozin Friink pr0h|b|ted

-
i
I

: (7.23)Stops Movement:A unit must cease movement the instant it
Flani enters an enemy ZOC. A unit that begins Movement in an enemy ZOC
I can move out of the enemy ZOC only if:

_— L o 1. Atleastone of its Front hexes contains no combat units (enemy or
friendly ;andthe unit's MA is greater than the MA of the enemy

(7.12) In order for a single-hex unit to change its facing it must pivot  unit exerting that ZOC. (For this purpose, Macedonian phalanxes

Rimr

within its hex. It costs one movement point éachvertex shifted. use their extended MA of ‘5’; see 6.16.); OR,
See 7.25. 2. The unitis the Overall Commander issuing an Individual Order to
himself; OR,

>> Exception: Skirmisher units pay 1 MP regardless of the number
of vertices changed. 3. The unitis a leader who has been issued two Individual Orders or

a Contingent Command by the OC.
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(7.24)Z20C to ZOC Movement: A unit leaving an enemy ZOC may Q8 O) COM BAT

immediately enter another enemy ZOC, but would then ceas

movement again. Units leaving a Missile unit's ZOC are subject tdhere are two kinds of Combat: Missile and Shddissile Fire

Retire Reaction Fire (8.22). occurs as part of—or instead of—movemerdratpoint during the

Movement/Missile segment of an Orders Ph&keckcombat comes

(7.25) ZOCs and Facing: A unit in an enemy ZOC may change in its own segment—at the conclusion of the M/M Segment, after all
facing, if: orders have been issued and movement is completed. A missile unit

can participate in both types of combat during the same Orders Phase.

In Shock Combat, both the Unit Size and the Troop Quality of a unit

are taken into account, and the effects of combat are Cohesion Hits,

e ltisin the ZOC of only one enemy combat unit, and
» It does not move out of that hex that Phase.

or . . L
» It has Close-Volley Missile Capability (9.32) which may result in a unit being Routed.
See, also, 8.52. (8.1) MISSILE VOLLEY

.11) Units with Missile Capability (see sample units) may use
; N " ssile Fire. There are three types of missile units: Archers (A),
considered to “control” that hex. Slingers (S) and Javelinists (J); see, also, Artillery (9.5). When given
an Order (or a Line/Contingent Command) an individual missile unit
(7'3) SHOCK REQUIREMENTS ] can fire at any time before, after, during—or instead fofrward
The requirement that a combaustattack an enemy unit usually oyement. (See the Mounted Archer exception in 8.12[3].) However,
depends both on unit Type as well as whether it moved or not, Shoglych unit may fire only once per order, although the firing of the
being a question of inertia more than weaponry. missile does not cost any Movement Points.

(7.26) If opposing units extend a ZOC into the same hex they are b

(7.31)Must Shock In the Shock Combat Phase, all combat unitsex AMPLE: A mounted archer may move four hexes forward, fire at

marked with an plus sign (+) on the Superiority Chart—units whosgn enemy unit two hexes distant, and then use its remaining MPs to
Shock capabilities depend mostly on “mass x inertia’—that movege qway.

during the current Orders Phasmistundertake a Shock Attack
against all enemy units in their ZOC. (8.12)Missile Fire may occur:

1. As an Order or Line/Contingent Command,
(7.32)May Choose to Shock. 2. As Reaction Fireor 9
1. Allother “light” units—no plus sign (+)—that moveaay choose 3. During Withdrawal (Mounted Archers only; 6.75)

to undertake Shock. . ] )
PLAY NOTE: Mounted Archers are the only units that may fire while

2. Any unit issued Fire (only) orders or those simply within themoving “backwards”. Why? Try throwing a javelin while back-pedaling.

activated Leader's command ramgay choose tattack all enemy
combat units in their (friendly) ZOCs. See the introduction to 8.3¢8.13) A Missile unit may volley "shoot" at asingletarget unit which

is within its Missile Range—which extends from its frontal (and/or

flank hexes for SK units)—and to which it can trace a Line of Sight
(8.14). Missile units must fire individually; they may not combine fire.

(7.33) The moving player place 3HOCK-Must Check
TQ” marker on top of each unit thaustShock attack in | §H 7%k
the ensuing Shock segment, as per 7.31, or that moved [hegk Tl
chose to Shock attack, as per 7.32{§HOCK-Must (8.14) A missile unit can shoot a missile volley only at an enemy target
Check TQ" markers are placed the instant the moving unit moveanit to which it has an unobstructeihe Of Sight (LOS). A LOS is
adjacent and delineate which units will have to undergo a pre-Shoelculated by tracing a path between the center ofmissile unit's hex to
TQ check Ephodos), as per 8.33. the center of the target unit's hex, through the firing unit’s frontal or
flank hexsides. LOS is blocked by woods, towns and combat units,
unless they are in hexes at a lower elevation than the firer and the
target. LOS is also blocked by a hex on a elevation level higher than
bothfirer and target If the LOS Idocked missiles may not be fired.

If the LOS is not blocked then the Missile Fire can occur.

(7.34) Non-moving units, as per 7.32[2] are given SHOCK
‘SHOCK-No TQ Check” marker, to indicate they are -III-
going to Shock attack but do not have to check for p T0 Cheek
Shock TQ. Use this marker, also, for units who do
have to check for shock; cf. 9.3t al.

(7.35) Only those units with “SHOCK” markers may shock attack,Exceptlon #1:Missile Units may always fire into adjacent hexes.

and such deliniations must be made before the end of the Shoekception #2 If a combat unit appears to be blocking, it is not
Designation Segment, although units which moved in the curremfiocking if it is closer to the firing unit than the target. (Halfway is not
Orders phase will already have "SHOCK-Must Check TQ" markergloser.)

on them.. o . ]
PLAY NOTE: Missile LOS should be interpreted strictly. All other

EXAMPLE: A Macedonian Phalanx that moves adjacent to a PersianOS applications should be applied loosely. If the LOS goes down a
Cardaces unit has SHOCK-Must Check TQ"marker placed on  hexsidebetween blocking/non-blocking, consider it blocked.

top of it because it has to attack, as per 7.31 A Thracian Peltast (LPé o ) )

unit moving adjacent to a Theban Hoplite unit does not have to shoéR:15) TheMissile Range and Results Chaiis used to determine the
attack (7.32[1]); however, the moving player must state his decisiofiffect of Missile volleys. For each volley, a die is rolled. If the die roll
on whether or not to do so as it finishes movement. If he wishes itifpedual to or less than the strength of the missile unit at that range then

attack, he must place*S8HOCK-Must Check TQ"marker on top.  the target unit takes one cohesion hit. If the die roll was greater than
the missile unit’s volley strength then there is No Effect. (Remember:

A die roll of ‘0’ is zero and therefore less than 1.)
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The following die roll adjustments are made: R&R Phase, bringing it up ttull missile capability. Any friendly
1. If the target unit is in Woodshex,add one (+1)to the die roll;  Missile Low” or “Missile No” unit that is

2. Ifthe target isdeavy Infantry or aPhalanx add one (+1)o the 1~ notinanenemy ZOC, and

die roll. (This represents the heavier armor protection of sucB. not within Missile Fire Range (and LOS) of an enemy unit (who
units.) is not Missile No),

. Ifthe target isdl or PH, and a slinger or archer unit is firing at a may Reload in the Reload Segment of the Rout/Reload Phase by
range of one hex (adjacent) through the frontal hexsides of trf%moving any Missile Low/No markers.

infantry, add three (+3 to the die roll. This doesot apply to

javelins or artillery. (This represents the fact that missiles weré8.19) If there is a leader in a hex fired at, and the Missile Fire die roll
most effective against the formidable shield-wall and body armowas a ‘0’ (before modifiers), there is a possibility that the leader has
of the hoplites when firing “from above” into the body of troops; been hit. See 8.34 for resolution.

at close range, they could not do that.)

4. Ifthe missile unitis any classher than foot javeliand itmoved/ (8-2) REACTION FIRE

will move add one (+1)to the die roll. Missile units may volley in reaction to certain enen
movements into (Entry Reaction) and out of (Reti
All of the above are cumulative, except #2 and #3. Reaction) their ZOCs, and against enemy units that

The following Hit Adjustments apply: Missile Fire against them.

« If the target unit iChariots or Elephants those units takevo ~ (8.21) Entry Reaction: Whenever a friendly unit
cohesion hits for every successful missile volley. entersthe ZOC of an enemy missile-capable un.., .

- _ _ including Advance after Combat, that missile unit may immediately

All combat effects from Missile Fire are immediate and occur beforgre at the entering unit (range is one hex) before any further movement

any other unit is moved. (or the moving unit's Missile Fire) occurs. All effects from this Missile

) . Fire occur immediately. When using Line Commardlsnovement
EXAMELE. Thg Cretan Archers are two nges distant fr’oml a.heé completed before Entry Fire takes place.
containing Median cavalry. At a range of ‘2’, the archers’ Missile

Strength is “3". The Macedonian player volleys against the MediansException: Rampaging Elephants do NOT draw Reaction Fire (of any
rolling a ‘2’. The Median cavalry takes one cohesion hit. If he hadind).
rolled, say, a ‘6’, the volley would have had no effect. If he had rolled ] ] i
a‘9', it would have had no effect and he would have had to place &-22)Retire Reaction: Whenever an unrouted uigavesthe ZOC
MISSILE LOW marker (see 8.17) on the Cretan archers. of an enemy missile unit—that missile uffit; has a fire range of two

or more hexes, mdiye at the moving unit prior to its leaving the ZOC.
(8.16) When a missile unit fires at a target unit doweer elevation,  Any results are applied before the unit moves. Retire Reaction Fire is
itsrangeis increased by one hex. When firing at that Extended Rangalways at a range of ‘2'.
a die roll of ‘0’ is required for a Hit.

(8.23) Reaction Fire does not require an order; it does require that the
EXAMPLE: A mounted archer unit, with a normal maximum range ofnissile units have sufficient missiles available to volley. A unit may
‘3', in Issus hex 3508, could fire at an enemy (ot hexes away in  perform Reaction Fire any number of times during enemy movement,
3512. However, it would need a natural die roll of ‘0’ to cause aas long as it is ndtlissile No.
Cohesion Hit.

>> 8.24Return Fire: Any non-phasing unit may Missile Fire “back”
(8.17)Missile Supply. Missile Units may keep firing until they run at an enemy unit that has fired at it. The phasing unit’s fire is resolved

out of Missiles: indicated by placing a “Missile No” before the return fire; they are not simultaneous.
marker on that unit. Each different missile type has its 0 MISSILE
availability levels: !

L=

1. Archers andSlingersbecomélissile Lowwhenever m (8.61) The Missile Range and Result Chart
there is a die roll of ‘9" when firing, at which point R i H
place a "Missile Low" marker on it, indicating it hal MISSILE o ange in Hexes
one volley remaining. This includes Elephant Scre 'I"E"I Missile Type 1 2 3 4 5 6 7
arche.rs., wh.o hav§ their own Missile Low (.:ounters [A] Foot Archer 5 3 3 1 o i
2. Javelinists (including Peltasts) beconMissile Low whenever _
there is a die roll of ‘7, 8 or 9’ when resolving any Missile Fire, at [A] Indian LI Archers 9 6 5 2 0 - -
which point place a "Missile Low" marker on it, indicating it has .
one volley remaining. 2] Sillagel 21 g 2z - 0 - 0 -
3. IfanyMissile Low unitfires, flip the marker over to ikissile No [J] Foot Javelin S - - - - - -
side to indicate there are no missiles left to fire. [A] EL Screen Archer 3 ) ) i -
4. Artillery (Oxybeles) never run out of Missiles.
5. Any javelin armed unit that is involved in Shock Combat is [A] Mounted Archer 5 3 1 - - - -
automatically Missile NO on completion of the Shock attack. | [J] Mounted/EL Javelin 3 - - - - - -
(8.18) A missile unit majReloadduring the Reload Segment of the | Bolt Oxybeles 7 5 5 3 2 1 0
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(8.3) SHOCK COMBAT EXAMPLE #1: A two-hex Macedonian Phalanx unit in 3722/3822
DESIGN NOTE: This section is the heart of the game, and, thus, Viéces a double-sized Greek Mercenary Hoplite unitin 3622/3721 and
have gone to great lengths to explain how things work. Itis longer arglPersian slinger unitin 3821. It must attack both defending units (the
more detailed than other sections and may, at first glance, appe&ize of the Skirmisher is ignored) as one unit; the Persian player uses
somewhat daunting. Take heart: in practice/play, most of the mechanibis hoplite unit to determine Superiority—here, none.

become self-evident and, after a few trial runs, the resolution of sho

will become second nature. %(AMPLE #2: Same as above, except a Macedonian hypaspist is in

3920 and capable of attacking the Persian skirmisher in 3821. The
PLAY NOTE: The Shock system relies on the interaction of the unifstacedonian phalanx can now engage only the Greek hoplites, while
weapon types, armor protection, size, angle of attack and quality (TQie hypaspists beat up on the poor “slingers of outrageous fortune”.
to produce a single result. While no factor is unimportant, the rating t@r, unless the Hypaspists had a “Must Shock” marker, they could sit
pay closest attention to is the TQ, for that rating determines the abilihis one out while the phalangites took care of everyone. While the
of a unit to withstand the rigors of shield-to-shield ancient warfare. former will produce better results, the latter may be necessary if the

hypaspists are close to their TQ limit in hits.
PROCEDURE:

At the completion of the Movement Segment of an Orders Phas . . )
Shock comgat occurs. Shock is part of a I?eader’s Orders Phase, and gwauan peltastin 2518. Unfortunately for the poor Thracians, there

Shock created by that leader is resolved before the next leader maﬁ)@li’;’ a Ptﬁrsmn Lll cont|dnE:ant I'tn 26%? TI:? PkerS|ar|: playt/ﬁr Tﬁcl:y et|tthekr
activated (or momentum attempted). combine the cavalry an units in the attack, or have the attac

and the LI sit by and watch. Either way, the presence/location of the
All units with a ‘Shock’ marker—see 7.33 and 7.34—must ShocKwo attacking unitsis usually enough to stop the enemy from retreating
Attack. in case it Routs—in which case it will automatically be eliminated.

) ) (Nice work, if you can get it.)
Important: Each Shock combat is conducted as a series of steps

performed in order for all units participating in Shock combat—sHOCK RESOLUTION :
before the next step of Shock combat is condudteds, Step ‘8.34"

is completed, followed by Step ‘8.35’ for all involved units. After
which Step “8.36’ is undertaken for all units, etc.

XAMPLE #3: A Bactrian heavy cavalry unit 2419 is “charging” a

An Overview of the Combat Resolution Procedure:
Sections 8.33 through 8.38 are descriptions of the sequence and
procedure used to resolve Shock Combat. While extensive in narrative

PLAYER'S NOTE: We suggest undertaking each separate step fré@ims, players will soon realize that these steps are:
left to right, across the map. Players may use any system they wishito Charge: Shock-marked units and their defenders Check TQ to see
note what has happened up-and-down the lines of attack. if troops will charge/stand [8.33];

DESIGN NOTE: It would be easier to resolve each separate combgt Resolve any Leader Personal Combat and/or check for leader
as one “piece”. However, to do so creates a “blitzkrieg” type of effect, ~casualties [8.34];

wherein the attacker gets to choose which attacks he wants to do figt Use Initial Clash of Spears Chart to determine what column on the
so that he can achieve “breakthroughs”. Despite its simplicity, this  Shock CRT will be used [8.35];

would be so far from reality as to render the system—and the gamez—
inaccurate. However, isolated shocks can certainly be resolved as a
piece, if doing so would not affect other attacks.

Determine whether terrain, leaders and/or relative strengths and
capabilities will have any effect [8.36];

. . o 5. Determine results using Shock Combat Results Table [8.36] ;
(8.31)Shock Designation SegmenfThis is used to place “SHOCK- 6. Check for Rout [8.37 and 8.38]

No Check” markers on non-moving units that Choose to Shock as per ) )
7.34. 7. [Optional Rule] Check for Cavalry Pursuit [10.3]

(8.32)The Basic Pre-Shock ProcedureUnits that attack by Shock (8.33)The Charge [Ephodos]—Your Basic TQ Check:

must attack all units in their ZOCs, unless that defending unit is beingll units with a “Shock-Must Check TQ” markandtheir intended
attacked by another, friendly unittimatShock Segment. The attacker targets undergo a Troop Quality check by rolling the die for each unit,
determines which units will be involved in each, individual combatll such checks being simultaneous. Attacking units with ‘Shock-No
resolution, within the restrictions that follow. Check markers—arttieir defenders—daootundergo this TQ check.

If a defending unit is being attacked by both types of attackers, the

« A friendly unit may attack more than one unit, as long as th‘aefender must check

targeted defenders are all in the attacking unit's ZOC. . o . )

« An attacking unit (even a two-hex unit) may not split its attackl- If the die roll is higher than a unit's TQ, it takes a number of
capabilities, although two (or more) units may combine to attack pohesmn hits equal to the difference between the die roll resultand
onedefender. its TQ.

+ Ifmore than one unit is defending and/or attacking, total the Sizeg. If the defender has taken sufficient Cohesion penalties to be equal

e Each unit may attack only once per Shock Combat Segment. to or greater than its TQ Rating itimmediately Routs (see 10.2) and

» A defending unit may be shock attacked only once per Orders the attacking unit advances into the vacated hex (where it may
Phase. change its facing one vertex, if desired), if it has no other enemy

units in its ZOC and it can physically do so (double-sized units

may not be able to do so). If such an advance would cause the
attacker to earn a Cohesion point that would normally cause it to

Rout (equal to or greater than its TQ), see 8.5 and 10.26.
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3. If the attacker has Routed from its TQ check, Defender stays pEXAMPLE #2: A PH is attacking two units at once, one HI hoplite

(if unrouted). (through its flank) and one foot SK (frontally). The defender gets to
4. If both units would Rout from their TQ checks, see 10.26. choose the unit type; here he chooses the HI, even though it is being

attacked through its flank. Why? Firstly, using the Clash of Spears

Exception #1 Units that donot have to make a pre-Shock TQ Chart, we will see that using the HI produces an ‘11’ CRT column,
check, as per 9.33. while the SK would allow attacker to use the ‘13’ column. And,
regardless of whom the defender chose, the attacker has Attack
Superiority (either because of type—phalanx vs skirmisher—or angle
of attack—attacking the hoplite through its flank).

After the TQ check, if the attacker and the defender did not rout, gy ApMPLE #3: A Macedonian phalanx is attacked by two Persian
to the next step. units—one HI from the front, and one Lancer through the rear. The

(8.34)Leader Casualties Charismog: Leader casualties occur from Persian player would use the LN attacking PH from the rear to gain
three possible sources: the more advantageous column 11, as well as gaining Superiority for

' . . the rear attack. (This is about the only way cavalry should have
1. Personal Combat(see 8.4): must be resolved first during th'sana/thing to do with phalanxes.)

segment. PC occurs when both sides each have a leader involve
in the same Shock attack. (8.36) The Hand-to-hand Struggle En Chersi: Players now

2. Missiles: casualties from these are determined as the occur, as gi§itermine the effect of any advantages either side has and thenresolve
8.19. However, they use the resolution system discussed beloW!e Shock combat:

3. Shock: casualties are determined after Personal Combat, b@TEP 1: DETERMINE SUPERIORITY: There are two “types” of
before proceeding with Shock resolution. Shock casualties occ@®uperiority: Position Superiority and System Superiority. Either one
when only one player has a leader (...and thus there is no Persosale or the other may (but not must) gain superiority, eithérttesck
Combat). Superiority (AS) or Defense Superiority (DS). Players determine

. . L . .Superiority, using the Shock Superiority Chart (in many instances
Possible Casualties to Leaders from Missiles or during Shock requifare is no Superiority). Superiority is determined as follows:
the player to roll a die. (See 8.19.) If the DR is a ‘1-9’, nothing has ' '

happened. If the DR is a ‘0" (A) Position Superiority: If a friendly unit is attacking an enemy
through its Flank or Rear it is considered Attack Superior to the

* acasualty has occurred_, . . . ... _defender. However, whichever unit the attacker uses to determine

* thatLeader magotuse his Charisma rating as a die roll modifier pition Superiority must also be used to determine Shock Column on

that combat, and . . the Initial Clash of Spears Chart, as per 8.35.
» the player rolls again to see what the casualty is:

Exception #2 Units shocking Routed units dwot make a pre-
Shock TQ check.

Exception #1: Attacking skirmishers through their Flanks does

0—6 The Leader isinished, although the rest of Shock proceeds produce Superiority.

normally. That leader may do nothing else that turn.
7 The Leaders@/ounded. He is Finished, as above, and, for the EXception #2:Cavalry vs elephants; see 9.15.

remainder of the game, subtract one (-1) from all ratings_Exception #3:Skirmishers attacking along with other unit types are

gxcegtdfgr Line Commands. (Elite status is likewise unaffected )\ er ysed to determine Position or Weapons Superiority; see 9.31(2).
ee 8.45.

8 Same as ‘7', except ratings are reduced by ‘2. Exception #4 An attacking unit mapotgain Position Superiority if
' ,itis in the ZOC of any enemy unit (excluding SK) other than the one

9 Say "hi" to Cerberus, climb into the boat ... we're headin'y; i atiackingandthat enemy unitis not being attacked by a different,
‘cross the Styx. Our hero is now Dead. A leader who has be‘?ﬂendly unit.

Killed as part of Shock combat hanegativeeffect on that

combat; see 8.36[3]. PLAY AND DESIGN NOTE: The above, #4, is very important when
using the “echelon” type of formation Alexander used for his phalanxes
... as pointed out to us by “Alexander of Belgrade/Yugoslavia”, who
appears to have played GBA 100+ times (that, alone, is worth a
mention!), and Sal Vasta, the Caesarian Nudge.

The Personal Combat ratingrist used to resolve Missile or Shock
casualties. See, also, 8.4 for removing and replacing Leaders.

(8.35) The Clash of SpearsDoratismo$:

>> The Clash of Spears Chart is now consulted to determine und@) System Superiority: If no Position Superiority is attained, the
which Shock CRT column (prior to any adjustments) the battle wilbpposing units check their weapon class relationship (see the Shock
occur. If there is more than one type of defending unit, defendeSuperiority Chart, 8.62) to determine if either weapon system is
chooses which type will be used for determination. However, if theuperior (either AS or D3p the other. If more than one unit type is
attacker is attacking with more than one unit, and such attack isvolved on any one side the players use the units they chose to
coming from more than one “angle”, the attacker chooses the angleddtermine Shock column on the Clash of Spears and Swords Chart.
attack most advantageous to him. If a unit is being attacked througBee Example #2 in 8.35.)

the vertex between different facings by a double-sized unit, that

defendemets the benefit of the most advantageous facing. >> Exception: Javelin-armed LI and LP that are "Missile No” ac
Defense Superior against attacking LC.

EXAMPLE #1: Hoplites attacking peltasts frontally would use , i .
Column 9 on the Shock CRT (HI attacking LP)...before anf’LAYER'S NOTE: Many different types of permutations and
adjustments. combinations are possible, in terms of unit types and multiple attack
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angles. The two precepts above should cover virtually all of theg®.38)The Collapse [Trope] Players now determine which units have
possibilities. If they don't, try to attain a result that best fits in with thecollapsed and routed, as follows:

general principles. If that doesn’twork, try cutting open achickenand | ynits that have Cohesion Hits equal to or greater than their TQ
checking its entrails. automaticallyRout (See 10.2then

STEP 2: DETERMINE SIZE RATIO DIFFERENCE: Compare ° Units that arevithin one cohesion hdf automatic rouaindin an

the total Size points of the attacking unit(s) to those of the defender(s). €ne€my ZOC must robne die. If this die roll is greater than their
For each level of Size Ratio Difference (SRD) greater than 1to 1 aunit | Q- they rout. If equal to or lower, they pass the TQ check and
has it gets a Shock Results Table Column Adjustment of one in its feéduce their cohesion hits by one.

favor. (The attacker adjusts to the right, the defender to the left.). * AS anExceptionto the above, Chariots @gotrout when their TQ
is exceeded. They are, instead, eliminated.

Reduce all size ratios to a #-1 (or 1-#), rounding off as follows:  pEgIGN NOTE: The Greek terms are in accord with the description

+ Ifthe/any attackemovedo effect the shock, round off in favor of of classical hoplite warfare as described by Victor D. Hansen; see
theattacket Thus a 5 Size unit attacking a 4 Size unit is 2—1; a 4-bibliography.
5is1-1and a2-5is a 1-2. ) _ ) )

« If no attacker moved, round off in favor of the defender. Thus a §8-39) Cavalry Pursuit [Optional rule] Attacking cavalry units that
Size unit attacking a 4 Size unit would be 1-1; but 4-5 is 1-2. have routed enemy units check for Cavalry Pursuit, as per 10.3.

Exception: In any shock combat involving either elephants vs non{8.4) PERSONAL COMBAT

elephants and/or chariots vs non-chariots, Sizeoistaken into  Whenever opposing leaders are engaged in the same shock combat
consideration; there is no SRD. However, in Elephant vs Elephant, giey conduct personal combagforethe melee is resolved (as in
Chariot vs Chariot, size IS taken into consideration. 8.34).

EXAMPLE: Attacking at 10-5 (or 2-1 odds) adjusts the Shock Tabl@.41) Each player rolls one die, to which he adds the Personal Combat
one column to the right. Likewise, a moving attack at 5-3 als®ating of his Leader.

produces a one column adjustment to the right. If the attacker did not ) ) )
move, there would be no adjustment. (8.42) The player with the high total (DR + PC) subtracts his opponents

total and consults the Leader Casualty Chart to see what has happened
STEP 3: ADJUST COLUMNS AND RESOLVE: Toresolve shock  to his opponent's leader. A “0’—tie DR—means nothing has happened.
melee the Attacker consults the Shock Combat Results Table, ]
determines the “base” column and adjusts that column for any Siz&-AY NOTE: Theresults correspond to those from Leader Casualties,
Ratio Difference and/or Terrain effects. He thenrolls the die, modifyin§-34-
the die roll for by theCharisma Rating of any one leader (of the DESIGN NOTE: Yes, itis “possible” to kill Alexander. Persian, etc.,

player's own choice) stacked V\.’ith the units of either side. Fofeaders with a PC of ‘5’ have a slight chance of changing history.
example, if Alexander were leading the attackers and Memnon the

defenders, the net die roll adjustment would be +1 (Alex’s 4 minug8.43) Indian Leaders mayot engage in Personal Combat; they,
Memnon'’s 3). If a leader has been killed, as per 8.34, that side suffargrefore have no PC rating.

areversedie roll adjustment equal to that leader’s Charisma Rating. )
DESIGN NOTE: Why not? Because they all rode elephants, making

EXAMPLE: Nabarzanes is killed while leading an attack. The attackethem virtually impervious to a personal type of attack, and they did not
will subtract ‘2’ from the die roll (Nabarzanes’ ‘2’ Charisma). engage in that sort of one-on-one. This also enabled us to remove the

. . clanky and cumbersome Leader Elephant rules.
Remember to use the “Charisma” Ratingetthe Personal Combat y P

rating. (8.44)Killed leaders are immediately removed from play. They are

STEP 4: APPLY RESULTS:Results onthe Shock CRT are CohesionnOt replaced.

“hits” for both attacker and defender. (The # in parentheses is for t{8.45) If a leader i®%ounded, he remains in play bl
defender.) If thattacker was superior (AS) thdaublethe defender’s  his ratings are reduced, as per the PC Table, to a minin m
result. If thedefender was superior (DS), theiple the attacker's  of‘0’. Aleader who has already been wounded before § l!IIEI‘ﬂ
result. If more than one unit (of the same player) was involved in tha¢ wounded again is, instead, killed.
combat, cohesion hits are distributed as per 10.12.

EXAMPLE: Alexander (PC Rating of "7") is stacked with a unit which
(8.37)The Push of Shields/Breakthrough@thismos Aspidoix is attacking a Persian unit stacked with Spithridates (PC Rating of

After the shock has been resolved, each unit that has accumulatéd)- T0 resolve Personal Combat, each player rolls one die and adds
threeor more times cohesion hits than any individual enemy unit ifiS éader's PC Rating. Alexander's roll is a "5", giving him a "12

that combat takesvo additional cohesion hitéf more than one unit  total. Spithridates' roll is a "4", giving him a total of "8". Alexander
on a side is involved, treat each unit individually, and, in suchVins the Personal Combat. Now the players subtract the loser's total

instance, if one unit has ‘0’ hits, treat as if it had ‘1". ("8") from the winner's total ("12") to determine the effect on
Spithridates. The difference ("4") is referenced under the Personal

EXAMPLE: An attacking Macedonian phalanx has 1 hit, while twaCombat Differential column of the Leader Casualty Chart. The "3-4"

defending Persian Mercenary LP units have accumulated 2 and 4 hitgw indicates that Spithridates is Wounded. If he had already been

respectively. The peltast with 4 hits is given another 2 hits fowounded, he would have been Killed.

Breakthrough and, thus, routs (the 6 hits exceed his TQ of ‘5’). The

other Persian unit is unaffected.
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(8.46)Darius the Target (8.6) THE COMBAT TABLES
| DESIGN NOTE: This rule has been shortened—andhll of these tables are printed on the Player Aid Cards
*. considerably so—from the first two editions. A half a o
- page on chasing Darius all over the map was a bit(8-61) The Missile Range and Results Chart
much. However, we have retained the importance thaf his table is used to determine the strength of a missile unit firing at
Darius meant to Alexander in each battle. a given range.

If Darius I, the Achaemenid King of Kings, is killed, the Macedonian(8.62) The Shock Superiority Chart

player automatically wins the scenario. This chartis used to compare the superiority (if any) of one type of unit
>> ACHAEMENID FLIGHT: However, as aexceptionto 4.62, chnmparedtcagnotherr], deplendln?onwﬂlcr'ma\&de'l(sa’ttack_lng ofrd_efendmg.
whether alone in a hex or stacked with friendly unit, Darius ma Rwaﬁ'_s rea ownbt € columa- ro‘fp It e” ttatl: erSs point Of view. d
always use Withdrawal ... even if the approaching unit is only a eading across, by row, gives a *false” result.) Superiority is used to

enemy Leader. When so choosing this option, Darius may withdraHgment Cohesion hits.

move up to 4 hexes. However, such movement must be direct{g 63)initial Clash of Spears Chart: This chart is used to determine

towards the Persian Retreat Edge. If he leaves the map, he may {i#fich Column will be used on the Shock Combat Results Table
return, but is NOT considered Killed for victory purposes. (subject to adjustments).

be a coward or not. shock combat in terms of Cohesion “hits” to both attacker and

defender. See 10.11 and 10.12.
(8.5) ADVANCE AFTER COMBAT
(8.51) Attackingunitsmustadvance into any hex vacated by enemy(8.65)Leader Casualty Chart: This is used to determine the severity
units as a result of Shock (only), including Pre-Shock TQ check rou@f casualties to leaders from Personal Combat, Missile Fire, and being
This does not require an Order, but the advancing unit ptys involved in Shock.
Cohesion penalties engendered by such a move. (See, also, 8.21.) If
the advance would rout the moving unit, it still advances andriiies

Rout; it retains a number of cohesion hits equal to TQ minus 1. (90) SPECIAL U N ITS

* See 10.26 for a similar situation.
» See6.76for continuing movementin the face of enemy Withdraw
* See, also, 6.13.

he special unit types all perform like other combat units, except for
he rules given below.

Exception: Units that cause an enemy to vacate a hex becapse of (9.1). WAR ELEPHANTS
Shock TQ checlkand are in an enemy ZOC at the time nagt - HISTORICAL NOTE: The West got its first look at
advance. #1| Elephants as beasts of war at Gaugamela; Darius had
‘?}ﬁn borrowed about 15 of them from his Indian provinces.
DESIGN NOTE: This (and its sister rule, 10.26) was a point whic d They do not seem to have been involved in that battle.
both designers discussed for some time: the victorious unit that is jugowever, at The Hydaspes, Alexander got a really, up-close look at
aboutatthe end @ line. After much internal debate, we decided thatelephants in action: Porus’ Elephant Corps contained 100+ Indian
the immediate intangibles of victory would be enough to keep the urifephants. Despite winning the battle, Alexander was most impressed
from disintegrating. However, it would not save it from a subsequerind ordered the formation of his own elephant corps. He never fought
Collapse Check in an enemy ZOC, where the euphoria of the momesifother battle, but his Successors, the Diadochi, adopted them as if
would have worn off. Very subtle stuff here, indeed. they were lottery-winning relatives.

(8.52) Advancing single-hex units may change their facimeyertex  (9.11)Elephant ScreensElephants were quite vulnerable to missile
upon finishing the advance, even if they are in an enemy ZOC.  attacks, and, to protect against this, each elephant was surrounded
p— . . . with its own light screen of skirmishers, usually archers (represented
PLAYNOTE: This section takes precedence over—aneicaption by the small “a” on the counter). Elephants Screens have the ability to

t0—7.25 fire arrows—but a€ntry Reaction Fire only—using the special

(8.53) Advancing phalanxesaychange the direction in which they section onthe Missile Chart for Elephant screen. (They also have their
are facing only if they can move, as per 6.43 (and remember 7.14). An missile supply markers.) They magt fire as part of an Order.
advancing phalanxnay combine straight-ahead advance with aThe firepoweris much less than normal archer units, to account for the
Wheeling Maneuver, if opportunity for such presents itself—as longize of the screen and its tactical use. Elephantsatreeated as
as it pays all costs inherent in such advance. skirmishers; the screen is part of the elephant counter. In addition,
_ _ _ because of their screens, elephants can be Low/No on either or both
(8.54) If there was more than one attacking unit, the unit that hggvelins and/or arrows. Use the appropriate marker to so indicate.
Superiority (if any) must advance. If no such unit, the one with the

highest TQ must advance. Tie? Player chooses. See, also, CavdRyl2)Tower Riders atop elephants were armed with javelins. Treat
Pursuit, 10.3. them as Mounted Javelins for Missile Range purpose. As Entry

] o Reaction Fire, an elephant unit may both throw Javelins and use its
(8.55) There isoadvance after Missile Fire, alone, regardless of whagcreen to fire arrows. However, the player rolls separately for each
the target unit does. such Missile Fire.
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(9.13)Pass-Through Attacks After completing their shock combat, If there is a Leader in the hex (alone or stacked with a unit), and he
ifthey are unrouted, Elephants are placed on the far side of the unit tkainnotwithdraw, he is tragically impaled on the elephant’s tusks,
they attacked, directly opposite the hexside they charged into. Thusssed high in the air, and then crushed to death under its feet. All that
an elephant in 3022 charging into 2921 would end up in either 2824ithout a die roll!

or 2822. If there is an enemy unit occupying both rear hexes, the . . .
elephant shock attacks one of those hexes. The player now rolls again, as above, repeating the process until
the elephant Rampages off the map;

1.
PLAY NOTE: If an elephant or chariot fails to "dislodge" a second- o )
the elephant is eliminated (7—9 mahout die roll);

row defender, it would still be placed behind those "second-row*:
units. Essentially, the elephant/chariot keeps on attacking each the elephant is at least eight (8) hexes from the nearest unit, in
occupied row, until it passes through to an unoccupied rear hex. which case it is eliminated; or

PLAY AND HISTORICAL NOTE: There is no “Pass-through4' if none of the' abqvg, after tdéh consecutive Rampage die roll,
Avoidance”, as in our sister gam&PQR mostly because the (€ elephantis eliminated.

Macedonians had not facgd elephants before and had (apparentlpé)ampaging elephants havezOC, and they may not be rallied. Each
not developed such a tactical strategy. “Rampage” is undertaken until its conclusion, so there may never be
more than rampaging elephant at any one time. And remember 6.76.

(9.14)Rampaging ElephantsAny time an Elephant unit

incurs events thatwould normally produce a Rout, the y EH PLAY NOTE: When an elephant rampages, play stops dead and the
instead goes on a Rampage, charging anyone in si giiic Rampage is resolved before anything else occurs.

Each time an Elephant unit is Routed the player rolls d-

die and follows the instructions, below : DESIGN NOTE: Historically, the mahouts were trained to use “the

wedge” on any berserk elephants. With each counter representing 5

1. A7-9meansthe elephant's mahouthas been successful in stoppigig phants, the rule represents the 1 or 2 elephants they could not
the rampage by driving a wedge into the beast’s brain; the unit fispatch immediately.

eliminated.
. .. . . (9.15)Elephants & Cavalry (1): Cavalry units may never voluntarily
2. A1-6 andthe elephants have Rampaged in the direction indicateé§,ye into the ZOC of aenemyElephant unit. They may move into

on the Compass on the map, an example of which is given beloy through an Elephant’s flank or rear hexes, but at the castoof
Note that geographical direction is represented at the vertex; th&hesion Pointtor each such hex entered. Cavalry may never attack
direction in which the elephant is to rampage is by hexside.  gnemy elephant through the latter’s frontal hexes; they may attack

3. A0and the elephants head in the direction of the nefaierstly through the Elephants’ flank or rear hexes, but thegatgain the
unit. usual Attack Superiority for such position attack.

Elephant Rampage is always resolved immediately, baforether HISTORICAL NOTE: H(_)rses dislike e_Iephants intensely; gett?ng one
game mechanic is addressed... except for Orderly Withdrawal in fad@ 90 néar an elephant is a task requiring much skill and patience.

of the rampaging elephant (6.71). (9.16)Elephants & Cavalry (2): If an Elephant moves adjacent to

enemy cavalry, the cavalry must attempt Orderly Withdrawal, if
) ! e | possible. If they cannot so Withdraw, they undergo an immediate TQ
T i check in which the minimal result (even if the die roll is less than the
BEFORE ﬁ/ﬁ; ‘ FTER g ‘ -Fz-?g i TQ) is a one point Cohesion hit. If the cavalry is already Routed, it is
; 8 : automatically eliminated without any Cohesion hits for the elephant

. A 'E' (other than those earned through movement).

™ 4 T 7

(9.17)TQ Check Modifier: Whenever an Elephantis Shock attacking,

and a TQ check is required, any defending unit adds one (+1) toits TQ
The above diagram shows the elephant unit refaced (originallCheck die roll. There iso TQ Check die roll for Rampaging elephant
heading N) and heading N/NE, after a Rampage die roll of THis  attacks.

is just an example; use the compass on the map for each battle. . i
(9.18) Unless the rules specifically state otherwise, elephants may be

A Rampaging elephant always attempts to mtwee(3) hexeper  commanded by any leader.

directional die roll in the indicated direction (as per Rout Movement, . o
10.21)until it either moves off the map or is otherwise eliminatsd >> 9-19Elephant Command/Charge (Optional): The first time in
below. If a rampaging Elephant unit wowdtera hex contained by @ battle that Elephants are given Orders/Line Commands they (_jo SO
a unit—whether it be friend or foe—the elephant stops in the adjacefiprmally. However, after that there are only two ways of giving
hex and the “target” unit(s) takes Orders/LCs to ELs.

» onecohesion hit (each) if the elephantwould have entered frontally, They may be moved by leaders—either through Orders or Line
or Commands—if that Leader is stacked with one of the ELs so
» twoCohesion hits (each) if it would have entered from the flank or moved, and remains so stacked throughout the entire Phase; or
rear. < In the R&R Phase, at the end of a turn, a player may place an
» Regardless of angle of rampage, cavalry and Chariots always takes Elephant Leader marker (which you don't have, but use anything)
two Hits when so attacked. on any EL unit in an Elephant Line. That EL Leader has an
Initiative of '1', so he will tend to go first the following turn. When
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that EL leader's turn does come, all ELs in that Line may movéave passed-through (as per 9.23) without causing any harm, other
However, they must move their maximum MA (if possible), andthan arautomatic, one-point Cohesion fatr the defending unit (the
they may not change facing, except at the start of their movemepénalty it pays for disrupting its formation).

(in the hex in which they start). i )
If both rear hexes are occupied, the Macedonian Player rolls for both

Elephant Leaders may not use Momentum, do not give Orders (onlyits, as above. If both “pass”, the Chariots keep on going through. If
LCs) and they have no other purpose other than indicating that that Boe fails, the Chariot attacks, as per 9.23.

line is going to Charge. . . . _
DESIGN NOTE: Players will notice that Chariots and Skirmishers

A player may not have more than two Elephant Leaders on the maphatve an unusual (albeit inimical) relationship: they each are Attack

the start of any turn. Superior to the other when attacking. This is not a misprint. It reflects
the facts that: (a) chariots were an attack system, not a defense system;
(9.2) CHARIOTS and (b) they were very susceptible to the tactics of aggressive

DESIGN NOTE: Chariots were greatly favored by theskirmishers, who were trained in (literally) pulling the riders from the
?’“‘ eastern armies—both Persian and Indian—who had greatghariots.

w flat expanses over which to use them. However, because

they had fixed axles (and no suspension), they werf9.3) SKIRMISHERS AND LIGHT INFANTRY
extremely difficult to maneuver. In truth, even at this early date, thg—2——= DESIGN NOTE: Skirmisher units were truly ill-suited to
were an outmoded form of military technology with which the 15 | shock combat; they were, in fact, trained to avoid it. As
Macedonians were well equipped to deal. %&% noted above, skirmishers had little (if any) armor
) ) | protection, and the only weapons they carried were their
(9.21) Qharlots operate under the following movement and terralgows, slings or javelins. They fought dispersed in “open” formation,
restrictions. and their intent was to delay, harass and screen (although they were

* When moving, they may change facing only one vertex per hexy jte effective against elephants and chariots). They had virtually no
and, when they do, they pay a two (2) point Cohesion Hit cost fq aining—or interest—in Shock attack.

the facing change. See, though, 7.15.

» They may change facing more than one vertex in a hexoby (9.31) The following apply t&kirmishers only

moving that phase. Such facing change doéscuranyCohesion )
Hits. e SK units maynot Shockattack

* Chariotanayuse Orderly Withdrawal, but they suffer an aUtomatiCException #1:SK mayShock Attack Chariots and Routed units.
1 Cohesion Hit penalty after moving.

* They may not: Exception #2:SK* units (those SK units with an asteriskyShock
1. enter any Rough terrain hex. attack, within the restrictions, below.
2. move up or down more than one level in any Rhase 1. If an SK* unit attacks an enemy through its flank or rear, thus
(9.22) When Chariots Shock attack: gaining Position Superiority, the halving of enemy losses still
Any unit attacked by a CH unit has one added (+1) to its pre-Shock applies—as does the doubling because qf Superiority..ln essence,
TQ Check. the It'WO balance out and the end result is that the printed result
applies.

» Chariots may ignore any Pre-Shock TQ Checks when undertaking
amoving Shock Attacandthat movement covers four (4) or more 2. If an SK* unit attacks an enemy in conjunction with another Type
hexes. of friendly unit (e.g., a Hl unit), thether, non-SK, unit determines

» Routed CH are immediately removed from the game. Eliminated. superiority—never the SK* unit, even if the SK* is flanking!! In

e Eventhoughthey're pulled by horses, the optional Cavalry Pursuit addition, if an SK* is attacking or defending in coordination with
does not apply (under any conditions) to Chariots. any other unit type, dootadd in the SK’s Size Points, although

i . the presence of that skirmisher will affect enemy retreat.
(9.23)Pass-Through Attacks After completing their shock combat

(but see 9.24), if they are unrouted, Chariots are placed on the far side
of the unit that they attacked, directly opposite the hexside they : ; ; L
charged into. Thus, a chariotin 3022 charging into 2921 would end up Thus_, if a Light Infantry attacking a skirmisher would produce an

in either 2821 or 2822. If defending units occupy both rear hexes, the Unadjusted result on the Shock Results Table of 1(4), the actual

Chariot must shock attack one of those units. See Play Notes in 9.13, ésult would be 0(4). The “1” hit maximum applies regardless of
what Shock Table adjustments may apply.

(9.24)Pass-Through Avoidance ¢ All non-SK units shoclattackingSK units danothave to make a

HISTORICAL NOTE: Alexander, aware of Darius’ penchant for F’re'ShF"?k TQ Ch?c‘?’ even if theyu_stcharge. .
chariots, had trained his troops to avoid their headlong charge by hen firing any missile atan SK ursidd two (+2)to the die roll.
simply breaking ranks and letting the onrushing chariots pass through. (This adjustment applies only to the combat effect, not the Missile

(The old Richard Burton movie, “Alexander the Great”, recreated Avgilqbility.) .
this effect rather well; see Source notes.) » Skirmishers may Orderly Withdraw up to tlexesbeforeany

units whose MA is the same or less (i.e., all foot units), regardless
Ifa Macedonian unit is about to be attacked throudtuoitdal hexside of the MA differential.

(only) by chariots, prior to resolving that Shock the Macedonian The only time Skirmishers suffer a Cohesion penalty when
player rolls the die and compares it to the unit's TQ. If the die roll is  Withdrawing is after being approached from the rear; see 6.72(2).
higher, normal shock takes place. If the die roll is the same as or lower

than the TQ, the defending units have parted ranks, and the chariots
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(9.32) SK/LI Harassment & Dispersal Tactics: * Inany Shock resolution that has attacking CAT HC, there is a two
Slingers and Javelin armed SK/LI/LP (not Archers) may use H&D  column adjustment to the Right (2R)

tactics against any enemy unit that hassdmme or lower Movement * Inany Shock resolution that has defending CAT HC, there is a two
Allowance H&D comprises a unit’s entire action for that turn. Units ~ column adjustment to the Left (21)

using H&D must start within two (2) hexes (but not adjacent to) the  Light cavalry may use LC Mobility against Cataphracted HC ...
target unit. They may not startin an enemy ZOC, and they must be able €ven though their MA is not higher.

to trace a path of hexes clear of enemy units and their ZOC unless th
ZOC is adjacent to the target. The path may not be traced throu
friendly units or Rough terrain.

6fgxceptions This does not apply when using the Formation rule
.7) and the CATs are not in Formation.

If the unit satisfies the above, it may fire its missiles against th(Fa)LAY NOTE: They look tough, don’t they. See, however, 9.7.

selected targetithout movingon the map, that is)!. The procedure (9.5) ARTILLERY

is: . .
.S Note which unit is using H&D DESIGN NOTE: Alexander traveled with an extensive
« Note the target as above e, Si€geETrain, complete with a large numberpf Catapults

get, 1 - and bolt throwers. He rarely used these in the field.

« Fire the missile as if they were being fired at one hex range (th — ™. . : )
is a moving attack) #+w. However, they did have a variety of uses therein, as

* The target may use Entry Reaction Fire. Treat all fire as is shown in the Pelium and Jaxartes scenarios.

simultaneous. (9.51) Oxybeles are Bolt-firing engines with built-in crews, so they do
not have to be manned. They use the Bolt row on the Missile Chart.
The crews are treated as LI if attacked. Crews may not shock attack
DESIGN NOTE: Well, it is moving (to the target and then back t@nd their only offensive combat capability is to Fire.

whence it came). We just eliminated the micro-management.

All of this occurs without moving the firing unit.

(9.52) Oxybeles may firsviceduring a singl®hasenot MOVED
(9.33)The Following rule applies toLight Infantry (LI) : Phalanxes turn). The units may fire @nytime during the phase—
(PH) and Heavy Infantry (HI that are attacked frontally by Lightand we mean “any”; they may fire even in the midst
Infantry (LI) do not have to undergo a pre-Shock TQ Check ...enemy movement! They do not need Orders or LC’s, for
although the LI still does. The reverse is not true; PH and HI ddo they have to be in command. The firing player simply says, “I'm
undergo a pre-shock TQ check when attacking LI. This rulemintes  firing my Ox”, or words to that effect. The first time an Oxybeles fires,
apply to Peltasts (LP). place an “Ox Fired” marker on it. The second time it fires flip the

L o ) counter over to its “Fired” side.
>> (9.34)Skirmishers (SK) do not Rout; they are eliminated instead.

This does not apply to SK* units which go through the normal Rout{9.53) Oxybeles have No facing; they may fire in any direction,

Rally procedure. regardless of in which direction the actual counter is pointed. They
may not fire through walls or ramparts of any kind, unless they are in

(9.4) SPECIAL CAVALRY CAPABILITIES Towers.

>> (9.41)Light Cavalry Harassment & Dispersal Tactics: DESIGN NOTE: Oxybeles were “low trajectory” artillery with little

3 Mounted Archers and Javelinists may use H&D ability to raise the angle of fire. The mention of “Towers” is for the
10 AT tactics against any enemy unit that hémaer  Tyre module ...soon to come.
L ‘%%ﬁl Movement Allowancgbut see last bullet of ) ] .

! 9.42). H&D comprises a unit's entire action for (9.54) Oxybeles may either Move or Fire. They cannot do both in the
that turn. LC using H&D must start within four (4) hexes (but notsame Phase. To be moved they must be given an Individual Order by
adjacent to) the target unit. They may not start in an enemy ZOC, agly commander. Use the “Moved/No Fire” and “Fired/No Move”
they must be able to trace a path of hexes clear of enemy units and tigarkers to indicate this.

ZOC unless that ZOC is adjacent to the target. The path may not
traced through friendly units or Rough terrain

P§.55) Only one oxybeles counter may be placed in any one hex. All

other Stacking rules apply.
If the unit satisfies the above, it may fire its missiles against the selected ) ) ) o
targetwithout moving (on the map, that is). The procedure is: (9.56) An Oxybeles that is Routed is automatically eliminated.

: Ei?éetg;er:]?srgﬁé, ;ssi??r?gewere being fired at one hex ranae (th>> (9.61) In any Shock Resolution in which a non-PH unit moves and
y 9 9 Shock attacks a PH frontally, the Shock column is adjusted two to the

is a moving attack) . .
. . . . eft (2L) for each flank of the PH that is covered either by another PH
The target may use Entry Reaction Fire. Treat all fire aél]nit or a PH ZOC (enabling echelon to work).

simultaneous.
All of this occurs without moving the firing unit. Persa Exception: If the attacking unit is HI, the adjustment is 1L.

CAT
(9.42)Cataphracted Cavalry: “CAT" HC units have the | §5 o DESIGN NOTE: This reflects the remarkable defensive capabilities
following special capabilities ... and restrictions: n

that this wall of sarissa had, especially against the initial charge by
e They pay a two (2) MP cost to change facing per vertex. the enemy. Once inside the sarissa, the attackers stood a better chance
« When fired at by Archers, add two (+2) to the die roll. of cracking the phalanx. The reduced effect for Hl reflects the fact that

« When fired at by Slingers or Javelins, add one (+1) to the die rolthey were spear-armed, too.

© GMT GAMES, LLC 2003 Page 25




ALEXANDER

(9.62) Double-Depth Phalanxes * A unit in square may not initiate shock combat, although it may
HISTORICAL NOTE: The efforts to increase the “crushing” pressure  move adjacent to an enemy unit.

that phalanxes exerted was an experiment with which both Philip ard A unitin square retains all of its normal Shock table relationships.
Alexander tinkered. It didn’t actually reach full use until the era ofthe However, its Size is “quartered”, rounding up (which makes most
Diadochi, although there is some evidence that Philip tried it at of these units a ‘3’).

Chaeronea. « All missile cohesion hits received while in Square are doubled.

Only Macedonian PH units may use Double-Depth Formation, whichlISTORICAL NOTE: Alexander’s HI did this at The Jaxartes, and it
allows them to stack two to a hex. Forming Double-Depth requires amas a tactic in which his heavy infantry was trained. The Greek
Order, Line Command, or Contingent Commatictctly from the  hoplites probably did not use such a maneuver, as they were not used
Overall Commander. To form Double-Depth, the stacking, “back’to dealing with cavalry on such a level.

phalanx must start its movement in the hex directly behind the “front” . .
phalanx. The "back” phalanx then moves into the front phalanx's hex:, (9.65)Phalanx Rout. Double-size Phalanxes and Hoplite/Heavy

paying normal terrain costs, and expends one (1) additional MP {Bfantry do not Rout like other units. Each time any of these units

stack (withno Cohesion Hits). The “back” phalanx is then placedNcUrs Hits greater than or equal to its TQ, the player rolls the die
underneath the “front” phalanx. (EXCEPTION: if the hits were a result of Position Superiority by the

enemy then it automatically Routs). He adds to that DR:
Movement/Stacking Restrictions
« DD PHmay receive orders only from the OC (or from a Contingent
Commander via the OC).
» DD PHs always use their ‘4" MA, they never use their ‘5’ for

a number equal to the amount by which Accumulated Hits exceeds
TQ (thus, a PH with a TQ of 7 that has incurred 9 hits would have
+2 added to the Rout DR); and

anything. ) ) _ ) « +3, if a PH unit was attacking at the time.
* For any movement that would incur a Cohesion egichunit
incurs that hit. STANDS: If the adjusted DR is equal to or less than the unit's TQ, the

¢ >>DD PH’s may not Reverse, Wheel or use Column. They maynit Stands, in place, with hits equal to TQ minus 1.
move as one unit, but it takes 2 Individual Orders (when usin%]O

orders) to move both units together. They may use Pre-Arran X :
) g y may g outed and retreats two hexes (as it would normally do when routing).

Withdrawal. . .
«  Unstacking also requires an Orders, Line, or Contingent Commang'€ unit may not be rallied. In the Rout Phase, all Routed PH (et al)
are Eliminated—immediately removed from play.

as abqve, at which time the top unit moves off at normal costs.
* No unit, ofanytype, may ever move through or into a DD PH. (9.7) CAVALRY CHARGE FORMATIONS
(OPTIONAL RULE)

UTS: If the adjusted DR is greater than the unit's TQ, the unit is

Treat them as a form of impassable terrain.

Combat Resolution HISTORICAL NOTE: Cavalry “charges” in this era were not the

+ The sizes of both units are combined. same thing as those of, say, the Napoleonic period... if, alone, because

* Units defending against a Shock Attack by a DD PH add one (+&tirrups were not in use. So, how did cavalry achieve its “shock”
to their Pre-Shock die rolls. effect? It appears they did so from the “charge” formations they

* A defending DD PH subtracts one (-1) from its pre-Shock TQadopted, the shape of the formation allowing the moving mass of
check. cavalry to have the desired power. Such formation fighting, however,

« If a defending DD PH is shock attacked from its flank or rearyequired a great deal of training and discipline and was thus not
cohesion hits occurred amépled, not doubled. widespread.

* Only the top unit makes TQ checks (unless attacked from the rear, ) .
in which case it's the bottom unit). However, if that unit fails thePLAY NOTE: Because this rule adds complexity to the system, we
check (gets a Hit), then the other unit checks. suggest it as an optional rule. However, when using this, the likewise
« Cohesion hits from Shock are distributed equally among the tw@ptional Pursuit Rule (10.3) must also be used.
PH's, with odd hits going to the top unit.
» Fire hits apply only to the top PH ... unless fire is through the rea
in which case hits apply to the bottom unit. a
» >>|f either PH in the stack routs, they both rout. Routed Double
Depth Phalanx units must retreat to separate hexes. If not possibiexception: The above does not apply when the defending unit is SK
the unit is eliminated instead. (or SK¥).
» Each PH unit keeps track of hits separately.

9.71) Shock attacking cavalry ahytype may not gaiany System
uperiority (8.36)—regardless of what the chart says—unless they
re in Charge Formation.

(9.63) Square: Phalanx or Double-sized HO/HI units in the (9.72) The following cavalry units-enly—may use Charge Formation:

Macedonian army can form “square” to give it “all around” protection.* All HC

To f it t e Lancers
o form square, a unit must: _ « Thracian LC
» expendall of its movement points and

* not be in any enemy ZOC. HISTORICAL NOTE: Most formations were wedge-shaped; the
Place a square marker on top to so indicate its new “formation”. Thessalians used an unusual rhomboid (diamond) formation.
(9.64)Effects of Square: T (9.73) In order to assume Charge Formation, the unit must receive an
« A unitin square has an MA of ‘1", - Individual Order or a Macedonian Contingent Command ...no Line

« Al surrounding hexes are frontal: no flank or rear| =¥:22: Commands. It costs 4 MPs to assume Charge Formation. The unit may
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not be in an enemy ZOC. Use the Charge Formation markers to Bhase of Shock Combat playeol for Routfor units that are in an
indicate. enemy ZOGandare one Cohesion Hit short of reaching their limit, as

er 8.38. Place a “Routed/TQ —1" marker on top of such unit,
(9.74) The followindrestrictionsapply to units in Charge Formation: P Q P

» They may not use Missile Fire. >>(10.14)Recovery During an Orders Phase, any unrouted unit with

« They may not use LC mobility (where applicable). cohesion hits which is notin an enemy ZOC, nor adjacentto an enemy

« They may not change facing more than one vertex in any one haxqit, nor within range and LOS of an enemy missile unit that is not
unless they do not move that phase. Missile No, and is in “clear” terrain magmove two cohesion hiby

» It costs 2 MP to change facing, per vertex. being given an Individual Order to do so. A unit may not remove more

» They may not enter any Rough terrain. than two cohesion hits per Orders Phase, and neither Line nor

« They may not change elevation more than one level per PhaseContingent Commands may be used to do this. A unit that has

» Any terrain-mandated Cohesion costs are doubled. “Recovered” may not do anything else that Phase.

» They may not use Orderly Withdrawal. . . . ) .

« For any Missile Fire against a unit in Charge Formation, subtradt0-15)Effects of Cohesion HitsCohesion hits do not affect a unit's

combat strength or capabilities in any way, other than to show how
close itis getting to falling apart. Thus, a unit with a TQ of 6 and 4 hits
(9.75)Combat Benefits has the same combat effect as one with no hits. It is just more likely
to rout.

one (-1) from the die roll.

» All System Superiority (AS/DS) on the chart now applies.

* Heavy Cavalry units in Charge Formation are automatically;( 16)cohesion Hitand TQ Check Chart:This chart lists the times
Attack _Superlor againgll other cavalry that is not in Charge during the game when a unit must undergo a TQ Check. A TQ Check
Formation. o _ _ _consists of rolling the die and comparing it to the unit's printed TQ

* HCinCharge Formationis ASvs Thracian LCin Charge Formationgging. (1f Routed, that rating is ‘1'.) If the die roll is less than or equal

* Thracian LC in Charge Formation is automatically AS against ally the checking unit's TQ, the unit passes the check. Otherwise, it fails.
cavalryexceptHC. The Cohesion Hit and TQ Check Chart lists the results, usually one or

Units suffer cohesion penalties (“hits”) from excessive movementnore Cohesion hits for failing the check.

and/or combat. Too many cohesion losses produce a Rout. Routing

units run away and head for the Retreat Edge (see specific scengfi0.2) UNIT ROUT AND RALLY

instructions) of the map. A routed unit can be rallied under certaifliISTORICAL NOTE: Routing units usually ran away, with infantry

circumstances but rallied foot units are severely reduced in TQ afteften throwing away their equipment in a futile effort to speed their

rally, due to the loss of equipment. exit—which usually precluded their being of much future use in the
>> (9.76)Leaving Charge Formation: Cavalry may leave Charge battle.
formation (10.21) A unitwhich has routed (10.13) isimmediately moved two (2)
* Voluntarily: but at a cost of 2 MPs; and hexes toward itRetreat Edge (as defined in scenario rules, but
+ Involuntarily: after any Shock combat, the unit is automaticallyusually the one behind his original deploymeBgception: Elephant
out of formation. Rampage; see 9.14. No Movement points are expended, but the unit

must takehe most direct pattowards his Retreat Edge, even if this
means moving into and/or through friendly units. However, when

(100) EFFECTS OF COMBAT given a choice, it will take thgath of least resistandsee below). The

unit’s facing is changed—at no cost—so that it faces the direction it

(10.1) COHESION is going to go at the instant of Rout. If they cannot retreat the full
Cohesion is a measure of how organized and effective a unit is at adigtance they are eliminated (see 10.23, and note 10.24). Place a
point during the battle. “Routed” marker on that unit when it finishes its retreat.

a cohesion Hit place a Cohesion # Marker—representind. Vacant hex not in enemy ZOC (even if terrain is difficult); then
the total number of hits taken—on (or under) the unit. 2. Friendly-occupied hemotin an enemy ZOC; then

. L . ) 3. Friendly-occupied hex in an enemy ZOC.
(10.12) If there are multiple units involved in a single combat

resolution, hits must be divided as equally as possible amongst theBee routing unit will always enter ‘1’ before ‘2’, etc., always with an

3 (10.11)Cohesion Markers:Each time that a unit suffers The Path of Least Resistance is as follows:

units, with any extra hits being given to the unit that was eye towards the Retreat Edge.
1st.  used to determine Superiority PLAY AND DESIGN NOTE: Routing units have one thought in mind:
an. used to determine the Shock CRT column getting out of the area as quickly as possible. If there are people
3rd:  Player's Choice standing in their way, thattheir problem. Therefore, routs in ancient

Exception: If a double-sized unit is attacking two single-hex units, theVarfare often took other troops with them, especially if they were rear

attacker chooses how any Cohesion Hits will be distributed among tifghelon troops of minimal value. While routing/retreating units
defenders. Such distribution may be uneven, if so desired. This dokgually move directly towards the rear of their lines, instandés
notapply when phalanxes are defending. occur where that is not feaglble or even poss_lble. In such instances,

common sense (admittedly in short supply during many games), along
ROUTEL (10.13) Rout: When a unit has absorbed cohesion hitswith the knowledge that these units are trying to get away from the
equal to or more than its Troop Quality Rating it enemy, should guide your movements.

= [I automaticallyRouts (10.2). In addition, in the Collapse
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(10.22) In the Rout Movement Phasdkrouted units are moved their defending hoplites rout, and the phalanx advances after combat with
full, printed MA in the same direction and manner as in 10.21—evef Cohesion hits.

if they moved previously during the turn. Routed units use normal . . )
movement rules, except that they may not enter enemy ZO AMPLE #3: Same as #1, but_, in addltlo_n to the phalanx, thereis an
unoccupied by friendly units. They do not suffer Cohesion penaltiedtacking Hypaspist (TQ = 8) with 6 cohesion hits. Regardiess of how
from Rout/Retreat movement. the hits are applied to the attacker (10.21), one would reach its TQ and
one would not. Therefore, both the defender and the one attacker that
(10.23) A unit that either moves off the map (for whatever reason) aeached its TQ Rout; the other, unrouted attacker may advance, if
cannot complete its rout movement because of the presence of enepogsible.
units/Z0Cs or impassable terrain is permanently removed from pla)i

and considered eliminated for Army Withdrawal purposes. (10.27) Rally: During an Orders Phase a player m M

attempt to Rally any routed unit:
(10.24) Routing units may moveroughfriendly units, butthey may , any hex that would not cost more than 1 MP to en
not end Rout Movement stacked with friendly units under any (excluding elevation costs), and
circumstances.
* Aunitthat has had a Routed unit pgwsughsuffers animmediate
one-point Cohesion penakydthen must undergo a TQ check die

< which is not adjacent to an enemy unit or within range (and LOS)
of an enemy missile unit that is not Missile No.

roll (as per 8.33). EXCEPTION: Double-size Phalanxes and Hoplite/Heavy Infantry
 If forced to stack, the Rout Moving unit moves through, as abovenay never Rally (see 9.65), as well as elephants
instead.

PROCEDURE: Anindividual leader may attempt to rally a given unit
In addition, routed skirmishers lose their unique capabilities (9.3) anghly once per gameirn (a unit may be rallied by another leader in that
are treated, for this section, like any other unit. turn). To Rally a routed unit the player rolls the die:

. » If the die roll is thesame as or lowethan the Leader’s Initiative
(10.25)Effects on Routed Units: Rating +1, the unit is Rallied.

*  Routed units retain their Size and Movement Allowance. . . |f the die roll ishigher than the initiative +1,* the unit Rout
» They have an automatic TQ of ‘1'. If a Routed unit fails a TQ Moves, as per 10.21.

check, it is eliminated.
* Routedfoot missile units are automatically “Missile No” (this *ELIMINATION DURING RALLY:

does not apply to mounted missile units). « If the die roll is higherandthe die roll was also higher than the
¢ Rout-moving units do not incur movement/terrain Cohesion Hits.  printed TQ of the unit, the unit is, instead, eliminated.
« Routed units may not receive or use Orders or Commands, other If a HI unit fails its Rally attempt, it is eliminated.

than to Rally; nor may they fire missiles for any reason. o . .

« I a routed unit is attacked—missile or shock—and suféeng RALLY TABLE: When a unit is rallied, the player rolls the die,
additional cohesion hits the unit is immediately eliminated andonsults the Rally Table, and gives the unit the Hits listed, according to
removed from play that die roll and the unit’s printed TQ. A result of “R” means that despite

' the Rally attempt, the unit has continued to Rout ... so Rout move it

(10.26) If, as a result of Cohesion hits from Shadkattacking and another 2 hexes.

defending units would rout, the following occurs: ) L
EXAMPLES: Leader with an Initiative of ‘4’ attempts to rally a routed

1. Attacker adds to his total hits the number of Hits—if any—that henit with a printed TQ of ‘7:
would incur were he to advance after combat. * Player rolls a ‘2, the unit is rallied. He then consults the Rally

2. The side that has the unit with the greatest discrepancy between able and rolis a °5’, unit now has ‘2" Hits.
hits and TQ rating Routs. The opponent is not Routed; if it was the Flayer rolls a‘6’; the unit Rout Moves.
attacker he advances (if eligible) ... otherwise he stays in place. He Player rolis an ‘8’; the unitis eliminated (DR > TQ).

now has Cohesion hits equal to its TQ minus one (-1). Rallied units maynot receive or use Orders until the next turn;
dowever, they may be refaced at no costin MPs or Cohesion hits when

3. Ifthe difference between the hits and TQ is the same for both sides; " s ) - -
Bhed. Missile units are still “Missile No”.

the defender routs and the attacker advances after combat (if allowé#
and has Cohesion hits equal to its TQ minus one (-1). (10.28) If a Leader is stacked with a routing/retreating unit that

4. Ifone (or both) sides have more than one unit involved and at led§@demayrout move along with that unit. He is otherwise unaffected
one unit dichotreach or exceed its TQ, thalhunits that did so Rout. PY the rout.

The above sections apply only whalhunits would have routed. (10.3) CAVALRY PURSUIT (OPTIONAL RULE)
EXAMPLE #1: A Macedonian phalanx (TQ=7, 5 Cohesion hitsPLAY NOTE: This rule is used only when using the Cavalry Formation
attacks a Greek mercenary hoplite unit (TQ=6, 4 Cohesion hits). Theiles. Moreover, when using those, this miestbe used.

Shock resultis 3(2), so both units have equaled or exceeded their TO. ) )
The phalanx has 8 hits, or +1 over its TQ, while the hoplites have 0.31) Cavalry units tha.t cause the defender to rout may pursue if:
hits, the same as their TQ. Therefore, the phalanx routs while tHe they are shock attacking, _

hoplites stay in place—itwas not the attacker and could not advance®— have moved to effect that Shock Attack (i.e., “Must” Check TQ),

with 5 cohesion hits. and. _
e are in Charge Formation.
EXAMPLE #2: Same attack as above, but the result is 2(2). In that

case, because both units equal their TQ in cohesion hits, the
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(10.32)Pursuit Die Roll: To see if a cavalry unit pursues, the player|
rolls a die and adds two (+2) to the result. If the adjusted die roll
greater than the unit's TQ, that unit Pursues. Otherwise, it advanc
after combat normally. If the defending unit was eliminated—eithe|
from combat or during its Rout—thererie Pursuit.

PLAY NOTE: The presence of a leader has no effect on the Pursuit
roll, although the leader is free to tag along.

(10.33)Pursuit Procedure: Pursuing cavalry, essentially, chases the
fleeing unit. After the routed unit is moved, the pursuing cavalry
moves, following the same path as the fleeing unit. It stops only whe
it either moves into an enemy ZOC or places an enemy utsizeC.

It will notpursue a fleeing unit off the edge of the map; it will stop a
the edge, ending pursuit.

(10.34) When the pursuing unit has stopped it will, if possible, attag

any/all enemy units in its ZOC. The entire process is then repeated

(10.32-10.34) until no attacks are possible. There are no Pre-Shqg
TQ checks in any Shock that occurs during Pursuit.

(10.35) Cavalry Pursuit is resolved immediately after the Rout resy
... and before any other combat is resolved.

(10.36) Pursuing cavalry pays all terrain Hit costs; they do not pay a
MP costs from their MA.

(10.4) ARMY WITHDRAWAL
DESIGN NOTE: The Army Withdrawal levels in the scenarios refled
the realities of each army’s capabilities. They favor the Macedonian
as their army was professional and better trained. Play balance m3

be adjusted by changing those levels, although this is something tha
should not be done until you are familiar with both the game and your

opponent.

(10.41) A player wins by causing his opponent’s army to Withdraw.

An army will Withdraw when it has exceeded its Withdrawal Level
(listed in each scenario) at the end of the turn. To determine this, eg
player totals the number of Rout Points (from his eliminated units, ¢
units that have Routeuaff the map) that army/player has garnered.

(10.42) In general, a unit is worth RPs equal to its TQ, with th
following exceptions:

All non-Shock Skirmisher unit (SK) are worth one (1) RP.
Shock skirmishers (SK*), Elephants and Chariots are worth tw
(2) RPs.

Double-sized units—the phalanxes—are worth twice (2x) thei
TQ rating. Thus a phalanx with a TQ of ‘7’ is worth 14 RPs.
Artillery units are worth ‘0'.

Leaders are worth five times (5x) their Initiative Rating.

Exception #1 Alexander is worth 10x his Initiative, or 70 RPs. This
does not apply in Chaeronea.

Exception #2 If Darius is killed, the Macedonians automatically win.

(10.43) Ifan Army’s RP total is the same or higher than the Withdrawal (eadaple, but he does differ in many instances with his and

Level for that army in that battle, it has routed and that player has Ig
the battle.

(10.44) If both sides reach Withdrawal Level at the end of the same 1993 reprint of 1890 editions, Vols 1 and 2. Col. Dodge's accou

turn, the player with the least number of RPs above that level wins (b
just barely).

If both sides are exactly the same, it's a draw.
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SOURCES:
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r Books on Alexander are rich in quantity and varied in opinion. T
only point that any of these authors seem to agree on wholehear
is that Alexander was truly a genius.
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jleAdcock, F. E.The Greek and Macedonian Art of War (University

of California Press;1957) A good basic book on the development of
hoplite-style warfare.

Arrian, Flavius Xenephon; translated by Edward Chinnddie
N Anabasis of Alexander (Random House, New York, 1942) As cl
to an original source as we're likely to get. Although written seve
hundred years after the fact, Arrian’s information appears to h
been based on contemporary sources long lost, although some
numbers sound like crowd estimates for a political rally. Arrian v
k part historian, part PR flak. Fun to read, though.

pse
ral
ave
of his
as

1%

osworth, A.B.Conguest and Empire (Cambridge University Press,
ew York, 1988) A very scholarly treatment of the reign of Alexander
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with good descriptions of the battles along with the various histor|

|t interpretations connected with each. Book contains an exce
discussion and dissection of Alexander’s army in terms of comm
structure, numbers, weaponry and usage.
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NJ, 1985) Originally part of a larger work (“Greece and Rome
War”), this book is mostly valuable for the author’s remarka
illustrations, although the information, while surface, is good.

t
. Creasy, Sir Edward:he Fifteen Decisive Battles of History, (Geord

L" Rutledge and Sons Ltd, 1850) This interesting book (we used
Y Arbela chapter), written in the Victorian era, is still a valuable sou
f answers to a variety of tactical questions.

Curtius, Quintus Rufus; trans. by John Yardlghe History of
Alexander the Great, (Penguin Books; 1984) Another of our “origin
sources, Curtius, while often providing some detail missing (
sometimes wonders why) from other sources, is prone to flight
cHancy.

D
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' Delbriick, Hans. translated by Walter J. Renfroe;\WWarfare in
Antiquity Volume 1; University of Nebraska Press; 1975. A grour
breaking, innovative work, which, although almost a century old
still remarkable for its insight into why things were done. Delbri
was one of the first historians who tried to “recreate” ancient tac
to see if what was being said was actually viable, and to serious
and scientifically —question some of the numerical flights of farj
the ancient (and not-so-ancient) historians engaged in.
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Devine, A.M.; “Grand Tactics in the Battle of Issus, Time Ancient
World, Vol. Xll, nos 1 & 2, Ares Publishers, lllinois, 1985. Alsc
included in this cite would be Devine’s similar articles on The
Granicus, Gaugamela, and The Hydaspes for AW magazine. Whether
you agree with Prof. Devine’s conclusions or not, these are the most
succinct and lucid battle analyses extant. Most important is Devine’s
discussion of all available sources.

Diodorus, SiculusDiodorus of Sicily (Universal History) (Loeb
Classics Library; 1963) More “original” source work. Highl

y
ient
Stprethren.

Dodge, Ayrault TheodoreAlexander; Greenhill Books, London

ntis
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uta very readable narrative that follows Arrian as his main source.
major contribution was to take the often confusing description
the various battles and, using his professional military judgem
creates maps of the actions which are consistent with the historn
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written, and are reasonable interpretations of what happened. He aHdrley, Vic; Arrows Against Steel: The History of the Bow (Mason/
Devine were critical sources to the smaller battles included in thi€harter;1975) An extremely valuable book, especially in the three-
game. month dialogue the designers, developers and playtesters had over the

L GEnie system concerning the use and misuse of skirmisher units.
Engels, Donald W.Alexander the Great and the Logistics of the

Macedonian Army (University of California Press, Berkeley, 1978).Jones, ArcherThe Art of War in the Western World (University
Although pertaining mainly to operational considerations, Engels doddlinois Press, Urbana and Chicago, 1987) The first chapter presents an
list all of Alexander’s losses and reinforcements in one table as well @&xcellent analysis of the relative strengths of the various weapons
providing a chapter on the Pinarus River’s location. systems of the period.

Fox, Robin LaneAlexander the Great (The Dial Press, New York, Olmstead, A. T.History of the Persian Empire (University of Chicag
1974) An overview of Alexander, nicely written, with an insightful Press; 1948) The basic work on those crazy old Achaemenids -
description of how the “heavy” Companion cavalry operated tacticallycertainly one of history’s forgotten empires. Actually, they were quite
Lane is one of the proponents of the Parmenion theory at Granicusa capable bunch, although the Persian word for “election” appearsto be
“assassination”.

o

Fuller, Maj. Gen. J. F. CMilitary History of the Western World

Volume 1, (Funk and Wagnalls, 1954) Good research, good OoB fdrlutarch, translated by John Dryd@tatarch’s LivesVolume 4. (A.L.
Arbela in particular, quite opinionated. Interesting for what it leaveBurt Co.) The Robin Leach of Rome. This is great stuff, much of if R-
out more than what'’s in it. rated.

Fuller, Maj. Gen. J. F. CThe Generalship of Alexander the Great Rossen, Roberilexander the Great (MGM Home Video, 1983) Thjs
(Rutgers University Press; 1960) For 10-15 years this was the basi@s one of the first “serious” epic films of the 1950’s. Despite ggod
work on Alexander’'s military career. Very readable but, despiténtentions, historyistrashed as Arbela happens atIssus; the Macedanians
Fuller's usual opinions, not very thought-provoking. Still and all, aall look like Homeric hoplites; most of the battle sequences, while
valuable source. having the terrain about right, are laughably hopeless; and Alexander

. ) . . often wears a helmet that makes him look like Rip Taylor with blindérs.
Hackett, Gen. Sir John (EditoWVarfare in the Ancient World (Facts \ye glso learn that it is against the law to kill a king unless you are|{one
on File, New York, 1989) This book, which contains several of Petefyiceless dialogue bit #2327), very few buildings had roofs, and that
Connolly’s vivid paintings, is a good, basic book on ancient warfarehe persians invented seat belts. On the plus side, Richard Burton
The_AIex_andgrsectio_n, written by Al_exandrian battle expert Dr. AlberkAlexander), Frederich March (Phillip) and Harry Andrews (Dariys)
Devine, is quite detailed and contains good deployment maps.  rea|ly look the part, and the chariot charge at Arbela is right on the rose.

Hammond, N.G.L.;Alexander the Great; King. Commander and T4, W. W.; Alexander the Great, (Cambridge University Press;
Statesman (Noyes Press, New Jersey, 1980). Another excellent militafy4g) siill considered by some to be the best overview volume ever
history, with good, detailed battle descriptions (he favors Arrian angyyitten on Alexander.
pretty much dismisses everybody else). Even better are his analyses

and maps of the battlefields, accompanied by photographs and extensiverry, JohnAlexander 334-323 BC: Conquest of the Persian Empire
descriptions from on-the-spot visits. Where terrain conflicts arose, wgsprey Publishing Ltd.; 1991) This book, one of the ubiqutious
tended to go with Hammond. Osprey books on military doings, is mostly useful for visualizations of

. . men, formations and weapons.
Hanson, Victor DavisThe Western Way of War (Alfred Knopf, New

York, 1989) An unusual but highly interesting book on tactical warfaraNVarry, JohnWarfare in the Classical World (St. Martin’s Press, 1980)
immediately preceding the Macedonian era; it's insights into hopliteProbably the best single overview of ancient warfare available today.

phalanx warfare are excellent. Excellent text, insight and graphics.
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Cohesion Hits - 10.1

Cause Rou10.13 6.73, 8.33[2], 8.38, 10.26
Distribution 0f10.12 9.62

From Cavalry Charge Formati@n74

From Close Volley9.23

From Elephant Rampagel4

From Facing Change in Rough Heéx 4
From Missile Hits8.15

From Movemen6.13 6.22, 6.43, 6.45, 6.94, 7.14
From Orderly Withdrawa.72-73,9.31

From Pass-Through Avoidan&e24

From Rally10.27

From Shock Comba8.36-37 10.12, 10.26
From Stacking3.94 6.92

Recovery Froni0.14 5.22[3]

TQ Checksl0.16

Facing - 7.1

Advance After Combat Chan@e52-53
Cataphracted Cavalr®.42 7.12[Exception]
Changing7.12-159.21, 9.42, 9.74, 10.21
Changing in an enemy ZOL25 9.41
Chariots9.21, 7.15

Cohesion Hits for Changing 14 9.74
Double-Sized Unit$.43-45 7.13, 9.62
During Orderly Withdrawa6.72
Elephants7.12 [Exception] 9.14
In-Column Units6.63

Rallied Units10.27

Skirmishers7.12-13

Stacked unit$.67

Leaders - 4.0

Activation5.1, 5.41-42, 5.45

Attacked while alone in he.62

Casualties.34 8.44-5 4.62, 8.19, 9.15

Charism&4.1, 5.25, 8.34, 8.36[THREE]

Combat8.34 8.19, 8.4

Command Limitationgt.37, 4.25

Command Rangé.1, 4.33, 5.21, 5.25, 7.32[2]

Contingent Commands (CommandeEs}p, 4.54,
6.81, 7.23[4], 9.73

Darius8.46

Dieroll of Doom5.33

Elite Commander Initiativé.5,4.1,
5.34[Exception]

Enemy ZOC#.61-63 4.24,5.25, 5.31
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ALEXANDER

6.29 MOVEMENT COST CHART

Terrain to Enter Leaders &
Type or Cross Infantry [a] SK Cavalry [b] Elephants  Chariots
Clear 1 0 0 0 0 0
Woods 2 1 0 1 1 P
g Rocky 1 1 0 2 1 P
E Marsh 2 1 1 1 P P
E Major River [c] 1[c] 1 1 1 0 P
Rocky River Bed 2 1 1 2 P P
Abatis 2 1 1 1 P P
Minor River +1 1 1 1 0 P
Stream 0 1 0 0 0 1
Steep-Banked Stream +1 2 1 2 1 P
g Steep Bank +1 1 0 1 0 P
E'E City Walls May Not Cross (See Pelium Scenario)
é Up 1 Level 31 1 1 1 0 1
2 Down1Level +1 1 0 0 0 1
Up 2 Levels (Steep Slope) +2 2 2 P P P
Down 2 Levels (Steep Slope +1 2 1 P P P
Up/Down 3 Levels (Sheer Slope) +2 P 3 P P P
Change Facing [f] 1 0 0 0 0 1
(per vertex)
Change Facing in Rough 0 1 1 1 1 1
Terrain (per vertex) (see 6.28)

SPECIAL MP COST:

Notes:

Reverse Face Maneuver .......cccoccveevenen... 3 MP a= PH, HI, MI, and LI In Column subtract one Cohesion Hit from total
cost of entering each hex.
Form Double Depth (DD) ..................... +1 MP
b = Leaders use the cavalry column for Movement. However, they never
FOrm Square ......cccccceeeeeiiiiiiiiiiiiieeeee, All MP  suffer Cohesion penalties.
Enter Charge Formation........................ 4 MP ¢ = All Major River hexes are Level One.
Voluntarily leave Charge Formation .... 2 MP d = LP and LI (except Cardaces) do not pay the listed cohesion cost
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e = Chariots that change facing without moving do not pay this cost.

f = Elephants, Chariots, Cataphracted Cavalry, and units in Charge
Formation pay 2 MP per vertex

P = Prohibited or Not Applicable.
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