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Ag 

Aggression factor. A number from 0 to 4 specified in each individual army list. [page 12]   Determines who goes first, weather, and climate.

Allies – see Generals
Ambush

An ambush is an element or elements initially deployed in a flank sector so that it is hidden from enemy view at deployment– see page 15 for the following exceptions:

(
Concealed within a wood, orchard or palm grove, sand dunes, or a gully.

(
Hidden from the enemy deployment area by intervening hills, sand dunes, woods, orchards, or olive/palm groves.

[image: image147.png]from different

commands \

/
I e O




(
If psiloi, hidden in these ways or in a vineyard, rocky area or marsh, or in brush.

Its location is written down at deployment time, but it is not placed in postion on-table until it first moves, shoots or is seen by enemy.  A defender cannot place ambushes further forward than the table centre line.  An invader cannot place ambushes further forward than 300p short of the table centre line.  An ambush cannot be placed in a BUA or within 200p of an enemy garrisoned fortified BUA. An ambush cannot include baggage or fortifications other than plashed wood edges. If impetuous troops in ambush need to be restrained without betraying their presence, the player can leave the required PIPs apparently unused, rather than declaring them as used for a halt.  The location, orientation, and dismounted status of ambushers must be recorded after the first placement of baggage and fortifications, but before the placement of the first command.  Ambushers are not included in the calculation of the largest command for deployment.  Ambushers are not placed into position until they first move, are seen by the enemy, or shoot. See moving out of Dgo
Springing Ambushes
When an ambush gets discovered during a battle (assuming it hasn’t broken cover itself by moving or shooting), only those elements of the command that have discovered it are aware of the ambush’s presence. The relevant section of the rules covering this statement is below:
VISIBILITY, page 14, last para: 
Knowledge of enemy presence or adverse events is assumed to spread through a command by informal means, whether the general wishes it or not. Troops are considered to be aware of any enemy:
· Who are visible to or have shot at any element of their command. 

· Who have been observed within or moving into concealing terrain by an element of the command and not been seen to move out again. 

· Who are within fortifications. 

The following scenario will show how this can best be utilised in a game!
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. 
Fig A - The Red elements are from an invading army which is about to undergo its first bound for the game. 
The LH(O) element on the right is from a separate command to the group of Bd's on the left. 
The Red player is suspicious of an enemy ambush behind the hill........ 

Fig B - Red player advances the LH(O) element forward by march moves so as to establish a "Line Of Sight" behind the hill. In doing so, the Blue player has to reveal his ambush place the troops on table, a group of Bw(I) behind the crest line.
Fig C - As the LH(O) and the Bd's are from a separate command, the Bd group is still unaware of the enemy ambush. Red player can therefore advance the Bd group by march moves up the hill.  He can approach to within 100 paces (2"), which is the visibility range for observing over crest lines. 
This move puts the Bw(I) in charge range and in a very precarious situation.
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Fig D - Had the Bd and LH(O) all been part of the same command, the Bd group would have counted as "being aware of the enemy" when spotted by the LH(O). This would have only allowed them to advance to within 200 paces (by march moves).

 AP 

Army points. A way of measuring the size or force of an army. For example, a 500 AP army is more powerful than a 300 AP army. Also, AP are used to purchase elements when building an army. For example, Reg Bd (S) cost 9 AP. [page 11] 

 Area features 

Also known as terrain features. See terrain types. [page 7] 
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Artillery (Art) [page 8]

Are Regular Foot and (except for X) are Train (p4). 

Movement - Cannot move to contact enemy troops or fortifications and doesn't turn to face. Artillery except X, or man-held rockets, can only end their move in rough or difficult going as single elements. 100 pace normal move except for (S). Artillery do not recoil in a fortification.

Shooting Can shoot, but only in their own bound except (X). Do not add –1 to their score if scored more when shooting at (S) opponents.  Do not add +1 if shooting at, or in combat with, Fast troops and scored more. If on a hill can shoot over friendly infantry unless these are Pk or Bw or within 150p of target.  Can ignore or shoot over/through enemy Psiloi.  Troops behind TF do not add +2 if shot at by Art.  Shooting disadvantage in Snow, Fog, Mist, Rain, or Strong Winds [p 14].

Combat:  No troops count rear support against artillery. Has Combat Factor of 4 against all opponents Add -2 if in rough or difficult going. Superior troops do not add +1 in combat with Artillery. If an Art element with a longer base edge currently acting as its front edge is contacted on that edge by 2 enemy elements, it fights each in turn that bound.  If only half the edge is currently in contact, the attacker is overlapped.  Artillery do not exert a ZoD.  Combat disadvantage in Rain.

Destroy: Destroy El, War Wagons except (X), Naval if double them, Exp, Art, Unladen naval, and Baggage. Shooting makes LH flee if get higher score.

Lose Combat: If combat total less than opponent's, destroyed by any in contact. If not, recoil unless in a fortification. 

Destroyed by: If combat total less than opponent's, destroyed by any in contact. If not, recoil. Destroyed if doubled. If a front rank element of Art is destroyed, a second rank element is not destroyed (p24). 

Superior Art(S)

1 model per 40mmX 40mm base (p10), never is impetuous, moves at half speed of other artillery ie 50 paces, range 500p, can't shoot if moved, can’t move in Dgo. Troops who have just moved into contact with Art(S) do not count any rear rank support. Troops behind PF do not add +2 if shot at by Art(S).  Make Cv, LH, and Ps flee if double them.  Destroy Naval if double them.

Ordinary Art(O)

1 or 2 models per 40mmX 40mm base, never is impetuous (p19), range 500p, can't shoot if moved, can shoot in any direction if on wagons.  Make Cv, LH, and Ps flee if double them.

Inferior Art(I)

1 or 2 models per 40mmX 40mm base, never is impetuous, 200p range, can't shoot if moved.  Includes man held rockets, and flaming pigs, which are treated as rockets except that they cannot be used across water, fortifications, or overhead. Destroy Cv if double them.

Exception: Art (X)

4 figures per 20mm X 40mm base. Are (I) Ax in combat, otherwise as (F) Art that move as (O) Bw with range of 100p; if two elements deep can shoot (but only as one element - p21) in both their own and the enemy’s bound, and turn to face when contacted in flank or rear. Can enter difficult and rough going in a group. (p18), are not Train and can be impetuous. Maximum range 100p, can shoot if moved, does turn to face (p21). Are Regular Foot and Infantry but not Train.  Destroy Cv if double them.  LH and Ps flee if double them.

Fast Art(F)

Mounted on light carts but not wagons. Artillery on wagon are on 80mm X 40mm bases, 1 per base. Never is impetuous, can shoot if moved. 500p range. Can shoot over friendly infantry even if not on a hill unless these are Pk or Bw or within 150p of target. Make Cv, LH, and Ps flee if double them.

Assaulting Woods/BUA
The clearing out of enemy troops from DGo terrain is an expensive and time consuming job for any commander (often leading to distraction from your main objective). At some time during a battle, certain pieces of difficult terrain will become key objectives to victory or defeat and the need to seize them decisively will arise.
DBM v3.0 allows Psiloi (Ps) the ability to group move through DGo [p17, last paragraph]. This in my opinion makes them very powerful for clearing out terrain such as woods or BUA (towns). The following series of illustrations provide one method assaulting such terrain quickly and decisively using manoeuvres as described earlier. The attack is best carried out when enough pips are available to complete steps A-D before your opponent reacts by springing his ambush. 
 This example assumes the enemy is still in ambush (unseen) and therefore not visible beyond 1" (25mm) which allows March moves to be employed right up until the final attack (Step. E). Most opponents will not be spring ambushes prematurely if being advanced directly upon by enemy forces. Drawing your troops into DGo and tying them down in costly skirmishes can often be your opponent's objective!
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
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 Step A - Unit approaches DGo. Staying outside 25mm will ensure you don’t stumble prematurely onto enemy elements in ambush.
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Step B - 
Commence flanking manoeuvre by breaking off part of the unit into column. Pips used = 3
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 Step C - 
Column prepares to form out. Pips used = 1 [image: image20.png][BESYRY
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Step D - 
Column expands out using KMDT. Pips used = 1. This marks the end of the move for this unit. It can't proceed further without revealing ambushed enemy.
Step E - 
On the next movement bound, both lines of Ps move in together. 
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When deploying Ps for this type of operation, a few Ax loitering in the rear ranks are invaluable as backup in case your opposition set a powerful ambush.
On the other hand, the woods may also be empty?

Auxilia (Ax) [page 7]
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Are Foot, Infantry, and Light Troops, but not Skirmishers (p4), on 20mmX 40mm bases, 3 to a base if irregular, 4 to a base if regular. 

Movement: 150 pace move in all terrain except roads (200 paces). Irregulars don't pay extra pip for not moving straight ahead or less than a full move. 

Combat:  Combat factor +2 vs mounted, +3 vs others. If permitted by army list, auxilia add +1 vs Warband, mounted troops (not Kn X), fortifications, or WWg for a supporting rank of psiloi.  Bw count second rank support when in combat with Ax.

Destroy: El, Ps if double them (except Ax(X)), Exp, Art, Cv if double them, LH doubled in DGo, Unladen naval, and Baggage.

Destroyed by:  Kn or Cm (S) if in Ggo, or doubled, otherwise recoil. Ax(X) are also destroyed by El, Exp, and Wb

Superior Ax(S)

Reg 5pts / Irr 4pts; add +1 for supporting 2nd rank of Ax of the same grade if in combat with Sp, Pk, Bd, Ax, or Bw. 

Ordinary Ax(O)

4/3pts; add +1 for supporting 2nd rank of Ax of the same grade if in combat with Sp, Pk, Bd, Ax, or Bw.

Inferior Ax(I)

3/2pts; add +1 for supporting 2nd rank of Ax of the same grade if in combat with Sp, Pk, Bd, Ax, or Bw.

Exception Ax(X)

Are (S) vs Kn, Cv, Exp, or Wb; otherwise are (I). Add +1 for each supporting second and third rank of Aux (X). 4/3 pts.  Destroyed by El, Exp, and Wb if lose combat.  Do not destroy Cv in GGo- cause Cv to flee if double them instead.  Do not destroy Ps if double them – cause Ps to flee instead.

B
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Baggage - Bg [page 9]

Are Irregular (p9) Foot and Train (p4). Can be mobile or immobile, and can be replaced by (I) ships. 2 elements are required per command (p9) but they can all be placed under one (non-ally-)general’s command. It isn't necessary to dismount to loot baggage (p9). Are on 40mm X 40mm bases (p10) but can be double based (p10). Arrives last if sent on a flank march (p15). Baggage does not count towards the original element count of an individual command nor that of the army, but baggage losses are added to the total troop losses of the army when calculating final defeat and tie breaks only. An element of Shp (I) baggage counts as 1 Bg element. Each baggage element counts as

· 2 EE if lost in close combat;

· 1 EE if lost any other way, or when calculating the largest command to be deployed [p15];

· 0 EE if demoralised but not yet lost or changed sides, or if calculating a command’s break point. 

Unless inside or part of a fortified BUA, Baggage cannot be deployed further forward than 300 p short of the table centre line, within 300p of a short table edge (unless naval), or within 200p of an enemy garrisoned fortified BUA.  Baggage must be placed in a BUA, or in a group or groups in Ggo, (a) with each group’s rear edge in full contact with the base table edge, or (b) in contact with a waterway, beach, or river.  The defender places his baggage first, followed by the attacker.  An ambush cannot include baggage.

Movement: Cannot move to contact enemy troops or fortifications, and doesn't turn to face. (p18). Wheeled baggage can only end their move in rough or difficult going as single elements. Can never be impetuous. 100 pace normal move. Can't pass through baggage or war wagons. A follow up/pursuit move becomes a full move if it can contact baggage (p25). Baggage camels count sand dunes and brush the same as other baggage, not as camels (p12).  Flank marching baggage arrives last.  Bg is not recoiled/pushed back by friendly troops.  If there is room, pursuers conform to enemy baggage their front edge contacts.

Shooting: mobile baggage flees if loses to shooting. 

Combat: Combat factor +1 against all opponents. Add -2 if in rough or difficult going, or crossing a non-paltry river. Do not turn to face if hit in the flank or rear (p 21).  If a Bg element with a longer base edge currently acting as its front edge is contacted on that edge by 2 enemy elements, it fights each in turn that bound.  If only half the edge is currently in contact, the attacker is overlapped.  Baggage do not exert a ZoD
Destroy: Baggage, unladen naval, Exp, or Art 

Destroyed by: Destroyed by any in contact; if not, flee if mobile. If a front rank element of Baggage is destroyed, a second rank element is not destroyed (p24). 

Immobile

is (O) if protected by fortifications. (I) if not.  Cannot move. 

Mobile

is (I) and can’t be protected by field fortifications but can move or (if allied p15) flank march (arrives last if flank marching). 

 Base width (frontage) 

For 2mm figures base width is 30mm. [page 3] 

For 6mm and 15mm figures base width is 40mm. [page 3] 

For 25mm figures base width is 60mm. [page 3] 

. 

Bk 1 

DBM Army Lists Book 1: 3000 BC to 500 BC. 

 Bk 2 

DBM Army Lists Book 2: 500 BC to 476 AD. 

 Bk 3 

DBM Army Lists Book 3: 476 AD to 1071 AD. 

 Bk 4 

DBM Army Lists Book 4: 1071 AD to 1500 AD. 

Blades (Bd) [page 6]

Are Foot and Infantry (p4).

Movement: 100 pace normal move. Can pass through or be passed through by bows except (X) if facing in the same or opposite direction. Must follow up if irregular Must follow up except against flanks, mounted, or skirmishers (p25). 
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Combat: Combat factor +3 vs mounted, +4 v naval, +4 vs shooting, +5 vs other foot. Add +1 vs Kn or Cm(S) for supporting second rank. Add -2 if in rough or difficult going vs foot. If permitted by army list, blades add +1 vs Warband, mounted troops (not Kn X), fortifications, or WWg for a supporting rank of psiloi.   

Destroy: Destroy Exp, Art, Unladen naval, and Baggage.  Bd(X) also destroy Kn in their own bound. 

Destroyed by: If combat total less than opponent's, destroyed by Kn, Cm (S), or Exp in GGo, or by Wb. Otherwise recoil. Destroyed if doubled. 

Superior  Bd (S)

are 4 figures per 15 mmX 40mm base, NOT Impetous if irreg. 9/ 7 pts.  Bd (S) dismounted knights treat a Tricky river as Dangerous.

Ordinary Bd(O)

are 4 figures per 15 mmX 40mm base, NOT Impetous if irreg. 7/5 pts 

Inferior Bd(I)

are 4 figures per 15 mmX 40mm base, NOT Impetous if irreg.  5/4 pts. 

Exception Bd(X)

Are (F) except that they destroy knights who score less in close combat in the blade’s round, and are 3 figures per 20mm X 40mm base. NOT impetous if irreg. 8/6 pts. Destroy Kn in their own bound.

Fast

are 3 figures per 20mm X 40mm base. Impetous if irreg. 

Boats (Bt) [page 8]

Deckless vessels for lesser seafare. Usually useful for seaborne raiding and invasions. Are Naval (p4)

Movment: 200 pace normal move, doesn't turn to face (p21). Only boats can move along an unfrozen river and then only if it is at least 1 element width wide and not paltry. Fords or undefended bridges do not block boats.  Boats can pass through or be passed through by galleys or ships facing in the same or opposite direction.  A recoiling on a river follows its curve.

Combat: Combat factor +2 against all.  Boats can only destroy naval (if doubled), Exp, Art, Unladen naval, and baggage.  Other land troops who lose combat ignore naval or recoil.  Doubled Land troops instead flee.  Naval are destroyed by being doubled by Art (S), or by any in contact except Exp.  They flee from other shooting.  Unladen naval are destroyed by any except Exp who double them.

Superior -  Bts(S): Ramless galleys with low depth

Friends: good shore to disembark

Enemies: Gal(F)

Can shoot 200p in any direction. Always irregular

Ordinary - Bts(O): Small boats useful for flumine warfare.

Always irregular, can’t shoot.

Friends: Ax at the disembarking point

Enemies: Shp(S) and (O)

Inferior: - Bts(I): always irregular, can’t shoot 

Exception - Bts(X):

Can shoot.  Are (S) if shooting or if shot at, otherwise are (I) boats; 100 pace normal move.  Always regular. 

Fast - Bts(F):

Friends: Own galleys

Enemies: Any Shp

Nastities useful against enemy galleys.   Do not carry one land element. Count as ½ EE when counting losses. Always regular.  Can’t shoot.

 Bounds 

A player's turn. Bounds alternate. [page 3] 
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Bowmen (Bw) [page 7]

Are Foot and Infantry (p4) on 20mm X 40mm bases, 3 to a base if irregular, 4 if regular. 

Movement: Cannot move to contact the front of mounted enemy they can shoot at. 100 pace normal and Rgo/Dgo move. Except (X) can pass through or be passed through by blades if facing in the same or opposite direction. 

Shooting: Can shoot (range 200p) in two ranks unless in difficult going. Add –1 shooting disadvantage in Rain, Snow, Mist, Fog, or up wind (p 14).  Can’t shoot if wading.

Combat: Combat factors +4 vs mounted, +3 vs naval, +2 vs foot.  Combat disadvantage in Rain.  Bw in close combat with Sp, Pk, Bd, Ax, or Bw to their front add +1 for a supporting second rank of Bw of the same grade and armament. 

Destroy: Destroy Cv, Ps or LH if double them; Exp, Art, Unladen naval, and Baggage. 

Destroyed by:  If lose combat, destroyed by any mounted troops in contact, if not recoil. Destroyed if doubled 

Superior Bw(S)

Bw(S) destroy Kn if the Kn charged them this round.  They add +1 if their shooting score is exactly 1 more than (S) opponents or equal to (O) or (F) opponents.

Ordinary Bw(O), Inferior Bw(I)- not cited. 

Exception Bw(X)

Must be mounted on a double depth base together with an element of (O) or (S) bowmen behind them, or on a normal base as a single element alternating pike or spear armed figures with shooting figures. Bowmen (X) cannot shoot from a rear rank, nor provide or receive rear support in close combat (p7).  But they can receive rear rank shooting support from other types of bowmen on the same base.  p21: A contiguous 2nd rank element of bowmen lined up directly behind bowmen of the same command, armed with the same type of bow and of the same grade or (X) grade mounted on the same base, can aid their shooting, unless either is in difficult going. They can't pass through or be passed through by blades if facing in the same or opposite direction.  They do not have to follow up/pursue.  They are:

· Sp (I) if in combat with foot to their front; 

· or Sp (O) if in combat with foot to their front, and they have a rear rank of (S) bowmen on the same base; 

· or Bw (S) when in close combat against mounted to their front, or when enemy bowmen shoot or shoot back at them, or they have a rear rank of (S) bowmen on the same base; 

· Bw(O) otherwise

Bow Against Infantry
Bowmen in DBM are poor performers in combat against opposing infantry. It is their weakness and any decent opponent will do their best to send in there own heavy infantry (Blades, Pike, Warband or Spears) to break them up.  The following example is a tactical suggestion on how to increase the survivability of Bowmen in close combat against infantry by supporting them with a few Psiloi. Using one or more Psiloi elements to skirmish in front of the line of bow can delay contact and most importantly, concentrate their bow fire to inflict more damage.
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 Step A: a group of Bow and one Psiloi are opposed by a line of Blades charging in. Each Bow element can only fire at the Blade element directly opposite with factors of 2:4. Apart from recoiling these Blades, they are unable to kill any elements (and even less chance once in combat).
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Step B: the Psiloi is move forward at a slight angle so as to evenly cross the centre two Bow. For shooting, Bow 2 & 3 have their targets (y & x) blocked and must therefore fire diagonally at the next eligible target. 

· Bows 1 & 2 shoot at Blade Z

· Bows 3 & 4 shoot at Blade V


Factors are now 2:3, low enough to score a possible kill and fragment the enemy line while at the same time delaying the centre elements getting into contact.
BUA – Built-up areas, such as villages. See Terrain
Buttocks of Death (or Mooning)
This tactic is considered by many as "dirty play" and often appears at tournaments in the repertoire of unscrupulous players. It is quite legal within the rules, but only because (I assume) the authors have been unable to write it out without affecting other gaming mechanics.
The Buttocks of Death relies on blocking an enemy element's ability to recoil from combat, hence destroying it. The blocking element is also counted as destroyed although not as a result of combat.
So why do players use it?
To execute this tactic (and recoil the enemy element from combat) will essentially sacrifice your own piece while taking out your opponents. On the surface it appears to be a even exchange but if the death of the enemy element is critical; eg. general’s element or final EE required to break a command, then the payoff is usually considered worthwhile.
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Example: Diagrams drawn to 15mm scale.
Fig A - Spear Y is in combat with an enemy Blade element. Spear X is set back by a base depth. It could either move in as an overlap to Y, or.
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Fig B1 - to execute the Buttocks of Death, Spear X moves forward until it completely clears the back edge of the Blade, then it slides across to it's right by a few millimetres or more. 

The Blade's recoil is now blocked and if it does so from combat against Y, then both itself and Spear X are removed as destroyed.
Fig B2 - An alternative to B1 is the Elbows of Death (don't you love these labels!). 

Spear X moves forward until its front edge is level to the back of the Blade, then wheels slightly to the right and moves forward again. Its side edge now blocks the Blade's recoil. This achieves with the same result as in b1 (the Buttocks of Death)
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The rules section covering the destruction of elements dying from enemy ZoD's:
DESTROYED ELEMENTS, page 24, 3rd para – 

A recoiling element is destroyed if it starts or ends its recoil with an enemy element's front edge in contact with its flank or rear; or if, before it has completed its recoil move, its rear corner only or rear edge either meets enemy (other than Ps contacted to a side or rear)… Unless the recoilers are Ps, this enemy is also destroyed if contacted on a rear corner only or a rear edge by the recoiling element's rear edge, or on a rear or side edge by its rear corner only. It does not then count as having been destroyed in close combat.
The best way to counter the Buttocks of Death is to deploy extra elements behind (within 40mm) of those elements in combat (easier said than done!) This prevents Buttocks of Death occurring by forcing the guilty element to cross a ZoC, which is illegal.
C
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Camelry (Cm) [page 5]

Are Irregular Mounted Troops (p4) but are NOT cavalry. 3 figures to a 30mm X 40mm base. 

Movement

Can't dismount except against fortifications (p9). If armed with bow, dismount as Bw(I). 200 pace normal move. Camels of any troop type except baggage count sand dunes and brush as good going and other rough going (ie bog, rocky ground, gullies) as difficult. . Can pass through Psiloi if facing in the same or opposite direction. (p20)

Combat

Combat factor +4 vs mounted, +3 vs naval, +2 vs foot. Add -2 if in rough or difficult going. Destroy Bw, Exp, Art, doubled LH, doubled Cv, doubled Ps in GGo, Unladen naval, and Baggage. If lose combat, recoil unless in difficult going or vs expendables, when flee instead. 

Superior Cm(S)

Dismount as Wb (S) (p9). Impetuous if irreg. Destroy Bw, Unladen naval, and Baggage.  Also destroy Spears, Pikes, Blades Warband, Auxilia, Hordes, and Ps in GGo, and doubled LH or Cv.

Ordinary Cm(O)

Dismount as Wb (S).  Not impetuous. 

Inferior Cm(I)

Dismount as Ax (I).  Not impetuous. 

Exception Cm(X)

1 model per base. Move as if baggage, except that they can contact elephants, and fight as (I) Cm except they also destroy elephants.  Not impetuous.

Cavalry (Cv) [page 4]
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Are Mounted troops (p4) 3 figures to a 30mm X 40mm base. If armed with missile weapons, dismount as Bw(O) except Cv (I) dismount as Bw (I); Cv handgunnners dismount as Art (X). 

Movement: Doesn't pay extra PIP if irregular and moves other than straight ahead or less than full move. Does pay extra pip if not a general and moves with foot other than psiloi; 200 pace normal move. Can pass through Psiloi if facing in the same or opposite direction. (p20)

Combat: Combat factors +3 vs all. If in army list, Cv vs Cv or Kn (X) add +1 for a 2nd rank of Ps (S) or (I). Add -2 if in rough or difficult going. 

Destroy: Bw, Ps in GoGo, LH if double them, Ps if double them in GGo, Exp, Art, Unladen naval, and Baggage 

Destroyed by: Not destroyed by anything unless doubled.  If lose combat, recoil unless in difficult going or from Exp, in which case flee instead. Destroyed by all if doubled except Ax(X), Pk or Sp in GoGo, or Art(O), (S), or (F), or naval, when Flee instead. [image: image26.jpg]



Superior Cv(S)

Dismount as Ax (S) if regular, Wb (S) if irregular. (p9) Add +1 in combat for supporting second rank of (O) Cv vs Cv or LH

Ordinary Cv(O)

Dismount as Ax (S) if regular, Wb (S) if irregular. Add +1 in combat for supporting second rank of (O) Cv vs Cv or LH 

Inferior Cv(I)

Dismount as Ax (I) if regular or irregular. Add +1 in combat for supporting second rank of  (I) Cv vs Cv or LH 

[image: image27.jpg]



Chariots

Are not a troop type. Dismounters exchange 3 chariot elements for 1 foot element (p9). 1 model per 40 X 40mm base (p10).  Can only end their move in rough or difficult going as single elements. Cannot provide rear support (p22). 

Superior (S)

Kn if charging unscythed with 4 horses and 4 or more crew 

Cv if Skimishing with armoured crew of 2 & 2 horses 

Ordinary (O)

Kn if unscythed with 2 horses and 3-4 crew, or 3-4 horses and 3 crew 

Cv if skirmishing with 2-4 horses and 2 unarmoured crew 

Inferior (I)

Kn if Sumerian 4 wheeled battle-cars 

Cv if Sumerian with crew of 1 

Fast (F)

Kn if unscythed with two horses, driver, and 1 fighting man 

Scythed

See Expendables 

C-in-C 

Commander-in-chief.  See Generals
Column

Forming a Column from Line
Note: refer to pages 28-30 for diagrams from the rule book – these rules have changed, but the diagrams in this section have not been updated. Forming into a column from line is usually done to redeploy a unit rapidly to a new position, evacuate their current position, move through a gap (in terrain or your own battle line), or contract frontage. Forming columns from a line can start from any front rank element. Measuring movement for this manoeuvre is not necessarily from the lead element in the column, refer following example.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. 

[image: image28.png]


Step A: Start out with your basic group of elements in line (all in edge to edge and corner to corner contact) Note: for this example, the movement is 40mm from the right, not the lead element’s distance of 20mm (Ax)

. [image: image29.png]| 40—



 Step B: The column will be initiated at far left (by choice) moving the selected element forward by one base depth. The remaining elements within the group must all slide sideways behind the leading element. 

[image: image30.png]



Step C: Once the column is initiated, the lead element can move off in any direction as per rules covering "column movement" (eg. forward, wheel left or wheel right.) In this example, it will wheel off to the left.


Step C: Once the column is initiated, the lead element can move off in any direction as per rules covering "column movement" (eg. forward, wheel left or wheel right.) In this example, it will wheel off to the left.
Step D: As the lead element moves off, all other elements fall into column after they have slid [image: image31.png]


across to the lead elements initial stating position. Movement for the group is measured by the element that moves the most. For this example, the move distance is "A" because it’s greater than "B". 
To form the whole group into column would require a total move distance of "C".
Figs. E to H illustrates an example of forming a column from the middle of a 6 wide by 2 deep group of elements.

[image: image32.png]


Step E: Start out with your basic group of elements in line two deep

[image: image33.png]


Step. F: The column is initiated in the middle (by choice) moving the selected element forward by one base depth.

[image: image34.png]


Step G : The elements either side of the newly form column must all slide sideways behind the leading element.

[image: image35.png]


Step H: As the lead element moves off, all elements fall into column after they have slid across to the lead elements initial stating position. For this example, the element undergoing the most movement is the lead column element. This will usually be the case if unit's depth is greater than an element's width (40mm). 

Expanding from Column to Line
Note: refer to pages 28-30 for diagrams from the rule book – these rules have changed, but the diagrams in this section have not been updated. Columns are extremely flexible as they allow units to deploy out into a variety of formations. Troops best suited for deployment from columns are mounted and light troops where higher movement rates allow them to expand out rapidly. Heavy infantry (Bd, Sp, Pk.) especially irregular types, will struggle to complete these manoeuvres in time to meet an opponent. 
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
[image: image36.png]


 

Step A: Start out with your basic group of elements in column (all in edge to edge and corner to corner contact) 

 Note: when elements expand from column, their movement is increase by 1" (25mm). [image: image37.png]


 

Step B: the column expands out. The front element must remain stationary. All elements move as per single elements (plus 1" extra) and must form up in edge to edge, corner to corner contact finishing as a group. No element can go further forward than the stationary front element. The width of the line is only limited by movement of the elements and how wide the player wants to make it.
[image: image38.png]


 

Step C: the final formation of the unit can vary greatly as long as the expanding rule in Step B is adhered too. In this example, the four elements at the tail of the column don’t have movement to form part of the line so are either left behind  (excluded from the group) or follow up as shown (movement permitting.) [image: image39.png]AANRN



 

Example D: an alternative formation to step C.

The tail three elements swing in behind the far right element (not exceeding their movement limit) to line up in depth. This option allows you to expand out to the right again in subsequent bound/s.

[image: image40.png]AL aaT




Example E: alternative formation to step C.

Elements have formed up two or more elements deep on the left and right. These elements again can further expand out in subsequent bounds.

Note: the elements used for these examples are Auxilia (Ax) with a normal movement of 3". When expanding from column they move 4".  The following two examples are more complex variations to the basic column to line drill described above. They have been nicknamed the KMDT manoeuvre (Khazar Mounted Drill Team). These variants allow columns to form up into line parallel to their flank/s or to oblique angles depending on the lead element. The examples use Auxlia size elements and movement rates. [image: image41.png]


Step A - the manoeuvre is initiated by turning the leading element 90° at the end of its previous movement bound. All the elements still count as being a single group (column with a kink). 

Step B - the column expands out to line up with the lead element, which must remain stationary.

This is a variant to the above example: 

Step A - the lead element in the column pivots at the end of its last move turning 70° (it can turn any angle within its permitted movement.) 

Step B has all remaining elements expanding out into line.

 Note: the element marked "z" did not have the movement to form out in line so must move in behind another element or keep its original position. The order in which elements expand out from column is not restricted. As long as no element exceeds its movemet allowance for expanding, they can fall into line as required by the controlling player. [image: image42.png]


The following examples show how to do it most effectively. The elements used are LH(F) with a 6" movement (7" expanding).
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Step A: Measure the maximum distance that the second element in the column can move laterally to fall into line. This will be the limit that your column is capable of expanding out (assuming you have enough elements to form a complete line.)
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Step B: The illustration shows the order of elements after expanding. Element U only had movement to reach a position left of Z. It could also move behind as a secound rank for Z, V & W.

[image: image45.png]MOVEMENT:
ELEMENT ¥ — 50rmm
ELEMENT X — 100mm
ELEMENT W — 150mm
ELEMENT V — 150mm
ELEMENT U — 155.2mm




Step B: A less effective example with the elements expanding out in order from the element Z. Most beginners will start of this way until they realise the benfits of Step B.

Commands

See p 10 and Generals.  A group of elements controlled by a general. Each element must be part of one of these commands, and cannot be transferred to a different command. Depending on the number of generals your army has, you may have 2 to 4 commands. Each command must include 2 baggage elements.  Baggage elements must all be assigned to a single C-in-C’s or sub-general’s command, except that those of an ally-general can instead be retained in his own command.  Up to half an army’s complete commands can be sent on off-table flank marches.  Only 1 can be on each flank.  Elements placed in a fortified BUA can include some or all the elements of one command only, which cannot be the largest command.  Elements of different commands cannot be intermingled when first deployed.  The first command deployed must be the one with the largest total number of elements, including baggage but not ambushers.  A command’s PIP die continues to be thrown until it loses all its non-baggage elements. (p16).  See Movement at Night etc p 20.  See Demoralised Commands p25. 1 victory point is assigned to each sub- or ally- general’s command, and the remainder (out of 5 total) is assigned to the C-in-C’s command.  See also Allied Generals
Contacting Columns in the Flank
The following examples illustrate what happens when a line of elements contacts an opposing column of elements. Essentially, if an element cannot conform to an attacker without displacing other units in the column, these must fall in behind the conforming element as a second rank. Those elements which do not have to conform are not in combat. The results will vary depending on base depths of the units in the column being flanked. The relevant section of the rules are quoted as follows:
CLOSE COMBAT (page 21, para 6)
..........If an element contacts the flanks of two or more such elements, all these turn to face, the second and subsequent elements moving to behind the first. If an element or elements contacted in flank have insufficient room to turn to face, the enemy element must make room by moving back. If this is impossible, both moves are cancelled.
Example: Unit of Light Horse charging into a column of Knights.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified . [image: image46.png]



Step A: The unit of LH prepare to attack. They are within charge range but not exactly lined up.

[image: image47.png]



Step B: The attack goes in to the flank of the column. The LH group slides to the left to line up corner to corner with the lead element.

[image: image48.png]Ki
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Step C: Only the Kn's in front corner to front corner (X) conform to the LH. The Kn elements directly behind those conforming elements must also fall in behind as a second rank. Elements at Y are not in front corner to front corner contact and therefore stay where they are. 

The Kn's in this example will most likely lose the immediate combat with double overlaps and no recoils against LH.

The resulting formation is caused by the base depth being less than base width (30mm => 40mm).

Example: Unit of Cavalry charging into a column of mixed Auxilia & Psiloi.
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Step A: The Cv unit in line prepares to charge the flank of a mixed column of Ax & Ps.
[image: image50.png]



Step B: The Cv unit moves into contact and lines up with the front corner of the lead element in the column.
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Step C: Because the combined depth of Ax & Ps are equal to a base width, all the Ax are lined up front corner to front corner and conform to the attacker.

In this particular example, all elements are in combat including Ps who will also fall in behind the Ax to conform. If the Cv had moved into corner to corner contact with the front edge of the Ps instead of the Ax, the Ps would have conformed as the front rank.

The following extract from DBM covers the event of contacting enemy elements in the flank; (page 21, para 6)

"At the end of any movement phase, any element, other than train or Bt, which has been so contacted to flank and/or rear by enemy elements' front edge(s), and which is not in frontal combat with an enemy front edge, or providing rear support to such a combat, turns to face the rear attacker if any, otherwise whichever flank attacker contacted it first." 

"If an element contacts the flank of two or more such elements, all these turn to face, the second and subsequent elements moving to behind the first. If an element or elements contacted in the flank have insufficient room to turn, the enemy element must make room by moving back”.
D

D  

Non-coastal sand dunes.

Dangerous 

A classification of a River ford or the section of a Waterway to or from an island. [page 20] 

 DBA 

De Bellis Antiquitatis. Simple fast play ancient wargame and campaign rules with army lists. Latest version is 1.1 published in March 1995. 

 DBE 

Double-based element. A situation where two separate elements are temporarily based together as a double element for the duration of a game. A term coined by someone on the DBM Mailing List. Also known as a double element when permanent. [page 10]   See Double Element
 DBM 

De Bellis Multitudinis. Wargames rules for ancient and medieval battles (3000 BC to 1500 AD). Latest version is 3.0 published in July 2000. 

 Defender 

A designation given to a player at the start of a game after each rolls a die and adds their army's aggression factor. The side with the higher adjusted score is the invader, the other is the defender. Used to determine terrain features, time of day or night, weather, which side goes first, and deployment.   This is critically imprortant to how each player fights the battle, as the invader is able to match up his troops to the defender (who starts placing his army first), and moves first. The invader thus has some serious advantages that are not usually outweighed by the defender’s ability to place more terrain and ambushes. [page 12] [image: image52.png]150(6") 150 (67) m
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Deployment Zones
The following diagram is a graphical reproduction of information detailed in the Deployment & Ambush rules:
DEPLOYMENT, page 15, 2nd para - 
 Unless inside or part of a fortified BUA or in ambush, troops, baggage, and TF cannot be deployed:

· Further forward than 300p short of the table centre line;

· Unless naval, within 300p of a short table edge; or

· Within 200p of an enemy garrisoned fortified BUA

AMBUSHES, page 15, last para - 
....... A defender cannot place ambushers further forward than the table centre line.  An invader cannot place ambushers further forward than 300p short of the table centre line.  An ambush cannot be placed in a BUA or within 200p of an enemy garrisoned fortified BUA.

What all this means is that the two sides can deploy 600p from one another, ie only two (plus two tactical) or three march moves from each other, and contact is likely on the first turn.  The defender has to cover 1200 paces to get to his opponent’s baggage, while the invader has to go 1500 paces.  The invader has to move further presumably because he moves first.
Diagram of 6’X 4’ (3600 X 2400p) playing area drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. 
 DGo 

Difficult going. A classification of an area feature. Steep or wooded, vine-planted or terraced slopes, woods [Wd], olive or other orchards or oasis palm groves [O], small fields enclosed by walls, hedges, irrigation channels or paddy bunds [E], vineyards [V], marsh [M], sand dunes [D], and built-up areas [BUA] unless manning perimeter fortifications. [page 12]

Distant Shooting
"Distant Shooting" in DBM is defined by the following sections of the rules:

"All elements of both sides that are eligble to shoot, shoot and make or inflict outcome moves, in an order decided by the side whose bound it is." (page 16, Sequence of Play; item 3)
· "Front rank elements can only shoot at the eligble target most directly to their front, except that artillery can ignore Ps." (page 21, last para, first sentence) 

· "...can shoot at any one enemy element any part of which is visible within an element base edge width of straight ahead of any part of their front base edge. At least 2 corners of the target element must be in front of a line extending the front edge of the shooting element." (page 21, first para, line 2 onwards,) assuming elements did not march or flee. 

· "An element can shoot once during a bound. It must do so unless................." (page 21, second para, first line,) 

Shooting is simple to resolve if the firing is one way (eg. Bw onto Sp, Art onto Bd.....etc) or equally paired elements. Combat is resolved as a single dice roll and target selection is straightforward. Shooting becomes slightly more complex when you have to introduced ‘counter firing’. The following examples should illustrate most situations that may occur in a game. (All elements are assumed to be within shooting range.)

Depending on which player’s bound the combat occurs in, that player can determine which elements fire in what order (friend & foe). All elements must shoot where possible. 
[image: image158.png]


Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
The following arrow notation is used to indicate elements firing and/or providing support.
[image: image53.jpg]



Fig 1 - The shooting options for this combat are:
Element A must fire at B; (the target most directly to its front) even though it will be fired upon by C. 

Element C to fire at A because it is within a base width to its front. In Green’s bound, the player can select A to shoot first at B, then C to shoot at A. When A is shot at by C, A will only defend as it must fire at B (any negative result for C is ignored.)

In Red’s bound, the player has the option to select the reverse order; C to shoot at A, if A survives, then A can shoot at B. In the first combat, A only defends against C and C ignores any negative result. If A is destroyed, it does not fire at B. If A is recoiled out of range to B is cannot shoot either! 
The Red player could alternatively select the same order of shooting as Green, but would lose the advantage of destroying A before it in turn shoots at B.
[image: image54.jpg]



Fig 2a - Similar example to above except Green is now opposed by two Red Bw elements.

Shooting options for boths sides are;

Element A can only fire at B; (target most directly to its front)
Element B can fire upon A with support from C
Element C can fire upon A with support from B

In Green’s bound, the player can select to shoot A at B, B will shoot back with support from C.

This is all resolved as a single combat. A negative result on either A or B will be effective. C is supporting only.
[image: image55.jpg]



Fig 2b - In Red’s bound, the player has two options; 

Select B to shoot at A (supported by C), identical combat to Green’s bound,
Or select C to shoot at A (supported by B). A would only defend and if it survived, could shoot back at B which would also defend.
When an element defends in shooting, the firing elements does not suffering from a negative combat result as its not being fired upon.
Determining whether a target is legitimate under "Distant Shooting" is defined on page 21 (Para 1, Line 2):  "...can shoot at any one enemy element any part of which is visible within an element base width of straight ahead of any part of their front base edge. At least 2 corners of the target element must be in front of a line extending the front edge of the shooting element."
(Para 3, Line 4) "Shooting is otherwise only permitted if no part of another friendly or visible enemy element is between a line connecting one front corner of the shooting element to any corner of the target element, and another from the other  front corner to a different corner of the target without crossing the firs line, and there is at least an element wide gap to shoot through."
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Fig A: If any part of the target lies in front (even partially) of a line extending from the shooting elements front edge, it is a legitimate target. 

Fig B: If the target lies behind a line extending from the shooting elements front base edge, it cannot be fired upon.

The following example shows a column Pike(O) which has recoiled a pair of Bow(S) from combat. The Bw elements have recoiled their base depth and the Pike have followup accordingly but are no longer in contact. In the next bound, the group of Bow will shoot:
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Element C will shoot at 2 (Pk) with D in support (remember second ranks can only shoot at the same target as the front rank). 

Element A cannot support C because the target 2 is entirely behind the line extending out from its front edge. It can only shoot at 1 with B in support.
Double Elements (DBE)

[See Page 10, Bw (X), Kn (I)].    2 elements that historically fought together can be put on 1 double depth base.  This is permitted only if the rear element could provide rear close support to that in front, or could shoot over it at a target on the same level, or if baggage.  If an element which is double based is contacted to front or rear, this is treated as a contact with the flank or rear of the front element (p21). –2 or –1 point per rear element if specified in army list.  

A double element counts as two elements in all circumstances, except:

· A double element moves as if a single element having the maximum permitted move of its slower type. It expends PIPs as whichever type would require the most if singly based.

· A double element which is not part of a group contacts enemy or responds to contact as if a single element.

· A double element makes outcome moves as if a single element.

· A double element is destroyed if one of its elements is destroyed, even if the second element would not normally have been destroyed.

When a double element recoils or pursues, it moves back or forward the depth of the front rank element, usually half the depth of the double element. When a double element is destroyed, the distance behind it within which friendly elements are destroyed is measured from the rear of the front rank element, usually half the depth of the double element.

E

 E 

Small fields enclosed by hedges, walls, irrigation channels or paddy bunds. See Terrain
 Easy 

A classification of a River ford or the section of a Waterway to or from an island. [page 20] 

 EE

Element Equivalent.  Calculated for the purpose of demoralisation, defeat, and tie break situations. [page 25].  

4
The centre of a BUA if passed through by an invader

3
WWg (I) 

2
Baggage destroyed by combat

1
Baggage destroyed by shooting and everything not mentioned above or below

0.5 
Ps, Hd (S), Hd (O), Hd (F), Bts (F) 

0
Hd (I) and demoralised baggage, or baggage that has changed sides. 

 Element 

An element represents the smallest sub-unit or body capable of operating independently. Movement and combat is by elements, each consisting of a fixed number of figures. For example, in 15mm play, an element of Pikes would be represented by four (4) 15mm figures on base 40mm x 15mm. [page 2 & 10] See also Double Based Elements and Element Equivalent.

 Element frontage 

See base width. [page 3] 
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Elephants (El) [page 4]

Are Irregular mounted troops (p4) 1 model per 40 X 40mm base but can't dismount (p9). 

Movement: 150 pace normal move. Impetuous troops do not have to advance to contact El or pass through El. Elements that would be passed through or pushed back by recoiling El instead flee. The fleeing element moves directly away from the initial position of the elephant element. (p24) Can pass through Psiloi if facing in the same or opposite direction. (p20).  Elephants are not recoiled/pushed back by friendly troops.  An element fleeing from a recoiling Elephant moves in the same direction as the recoiling element, making an initial turn if necessary.

Combat: Has combat factors of 5 vs mounted, 3 vs naval, 4 vs foot. Add -2 if in rough or difficult going. Elephants do not subtract 1 in combat with Superior troops if they have a higher score. Cannot count as overlaps for friendly mounted troops other than elephants. Can assault gateways. Elephants can assault temporary fortifications, and any gateways (p21).  If specified in army list, Sp, Pk, Bd or Ax who are fighting El add +1 for a single supporting rank of Ps(O) or (S) armed with bows, crossbows or handguns.

Destroy: Elephants destroy Kn, Wb, Bw, Ax(X), Exp, Art, Hordes in Ggo, Unladen naval, Baggage, and War Wagons. Destroy if double all troops except Ps –unless you double the latter in Ggo.

Destroyed by: If total less than opponent's, destroyed by light troops, Art, or Cm (X). If not, recoil. Destroyed if doubled except will flee from combat with Art(O), (S), (F), or naval. 

Superior

6 Crew (p4), 20 points, can’t shoot. 

Ordinary

4 crew (p4) , 16 points, can’t shoot.

Inferior

2 crew (p4) , 14 points, can’t shoot.

Exception

Bolt-shooting elephants. 22 points.  Shoot as (F) artillery (range 200p), but count as (I) Elephants when receiving shooting and in all other circumstances.  Opponents use their CF against elephants if in close combat, or if war wagons or bowmen shooting or shot at, that against artillery if not. Can shoot over friendly infantry unless these are Pk or Bw or within 150p of target.

Expansion

Expanding from column to line, or increasing the width of a line.  See Appendix 2: DBM Expansion Chart, KDMT, Expanding from Column
Expendables (Exp) [page 6]

Are Irregular Ordinary Mounted troops (p4). 1 model per 40 X 40mm base. Cannot dismount (p9). Count as 0 EE when counting losses. Are Impetuous.

Movement: can only end their move in rough or difficult going as single elements. (p18). Can only change direction by wheeling except when turning to face (p18). Impetous (p19). 200 pace normal move. Foot elements passed through by impetuous Expendables flee. (p20). Can pass through Psiloi if facing in the same or opposite direction. (p20).  A group move including Exp cannot include elements of other types unless in a 1 element wide column. (p17).  Destroyed if their pursuit reaches DGo.

Combat: Has Combat Factor of 4 against all opponents. Add -2 if in rough or difficult going. No troops count as overlaps for Expendables (p21). No troops count rear support against expendables (p22). 

Destroy Kn, Art, Exp, Ax(X), Bw, and Bg. Destroy Sp, Pk, Bd Wb, Ax(O), Ax(S), Ax(I), and Hordes in GoGo. Make LH and Cv flee. Destroy LH if double them, and Ps if double them in GoGo. Cannot destroy naval. 

Destroyed if combat total is equal to or less than opponent's. Expendables that pursue into difficult going are destroyed.(p25). 

F

Fast Troops (F)

Fast. Troops move faster and further than average but are worse protected. See troop grades. [page 4].  They add an extra 50p to the maximum move. (F) Opponents (other than artillery) in combat or shooting during their bound who scored more than (F) troops add +1 to their score (p23).  (S) troops shooting at (F) troops add +1 to their score if they score equal to the (F) troops.  For instance, if a Bd(O) was fighting a Kn(F) during the Bd’s turn, it would add +1 to its combat score if it scored more (before grading factors) than the Kn(F).

Flank March

Up to half an army’s complete commands can be sent on off-table flank marches.  The flank of arrival must be recorded for each command at deployment time.  A C-in-C cannot flank march.  Baggage can do so only if allied and mobile… the flank march arrives the turn after it scores a PIP score of 6, when the flank of arrival is declared. Unopposed … flank marches arrive anywhere in the opposing side’s half of the specified flank edge… Arriving front rank elements measure their tactical, march, flee or spontaneous move from the table edge. [p15]

Countering Flank Marches
Flank marches are two edged swords in games and a unique way of forcing decisive results (hence their popularity in tournaments.) You can win if they arrive on-time or lose if they don’t appear! It can swing either way.

Obvious techniques to defend against flank marches are to utilise any terrain on your flanks, deploy fortifications, counter flank march with a larger force.......or prepare to meet them head on! If the flank march will arrive on a remote part of the board (away from the centre of battle) ignore it and push on with crushing your opponent if victory is near.

The following formation is recommended for use with any army if the deployment of a flank march by your opponent is possible (you wont know until all deployment is concluded!) It allows you to form up your unit to either the front or flank very rapidly with minimum pip expenditure.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image59.png]Unit holding far
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Step A: Deploy what ever unit is likely to face the flank march as shown with the column part running parallel to that side of the board. 
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Step B: If the suspected flank march is a reality and you wish to defend against its arrival, turn the lead column element to face that side of the board. 

Remember to keep 6" (150mm) clear from the board edge to avoid fleeing from any flank march arrival.
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Step C: If you opponent announces his pending flank march arrival next turn, execute the KMDT manoeuvre (Column to Line) and prepare to repel flankers! It advisable to leave the KMDT part till your actually certain which flank it will appear on.
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Step D: In the event that the Flank march was a false alarm, form up line abreast to your front.
Fleeing Elements
Fleeing from combat simulates evasive action taken by troops who essentially rely on short range missile fire, to avoid close quarter combat (such as Skirmishers and Cavalry vs Pk & Sp.) [ see p24]
The procedure for conducting ‘flee’ moves from combat is as follows:
1. Recoil the element and turn it 180 degrees, 

2. Move a full tactical move directly away, adding an extra 50 paces (25mm/1").

If any enemy/friendly elements obstruct its path (and cannot pass through them), it must turn a minimum necessary to avoid contact. This pivot is done directly after the recoil. 

Movement for fleeing is measured from the elements original rear corner to the front corner of its final position (which ever corner has moved greater) and includes the recoil.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image63.jpg]LH(F) sp(0)




Step A- an element of LH(F) in combat is doubled and must make a flee move.
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Step B - the LH(F) recoils and does an automatic 180 degree turn.
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Step C - the LH(F) makes a full tactical move to its orignal rear. The movement is measured from its starting rear edge to its final front edge position.
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Step C2 - an alternative situation with the LH(F)'s path obstructed by friendly elements. It turns a minimum necessary to avoid obstruction. The pivot is done after the recoil.

Foot

Are Sp, Pk, Bd, Wb, Ax, Bw, Ps, Art, WWg, Hd, or Bg. [page 4] Defending fortifications or river edge, or entirely in rough or difficult going, or uphill of nearest enemy doesn't pay extra Pip to be halted if irregular   

Can pass through baggage or war wagons. (p20) 

Foot elements passed through by Knights or expendables flee. (p20) 

Don't have to follow up skirmishers (p25) 
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Fortifications

General: Fortifications are not troop elements. Fortification sections have a 1 element (40mm) frontage, but their depth is not specified. [p11]  Any army with BUA listed among its permitted terrain types can have sufficient PF or TF to enclose the on-table part of a BUA when the defender.  No other PF are permitted.  TF can only otherwise be used if specified by the army’s list.  Those specified as defending camps or baggage must have both ends touching their side’s base table edge and contain baggage.  Points spent on fortifications other than those specified by the army’s list are wasted if the terrain includes no BUA, or the army becomes the invader.  See P9.  

Visibility: Troops are considered to be aware of any enemy who are within fortifications (P 14). An ambush cannot include fortifications other than plashed wood edges. 

Movement: Fortifications are Dgo except for troops manning perimeter fortifications.  All troops except elephants, expendables and camelry (X) can dismount to fight on foot to defend fortifications or within 300p of enemy fortifications.  For the purpose of Halts only, any or all of the defenders of a fortified enclosure may qualify as members of a single group. When an element is not part of a group or is part of a group entirely of skirmishers is contacted by the front edge of an enemy element which is part of a larger group, it must conform to the enemy’s frontage unless defending fortifications (p 18). Troops defending a fortification don't follow up (p25). Troops can enter fortifications only unopposed at a gateway, or by assault.  Infantry can only leave a permanent, and mounted and train any fortification, by a gateway.  When entering or leaving a fortification, whether by a fortification or otherwise, the distance between its near and far edges is disregarded.  A group halt can be used to halt any or all of the defenders of a fortified enclosure (p 18). Impetuous Mounted troops ignore enemy beyond fortifications (p19).  All unhalted demoralised mobile elements must flee in spontaneous retreat unless within the circuit of a fortification not entered by enemy, or in a tower, or already in edge contact with enemy other than as an overlap (p25). A recoiling element is destroyed if it meets a PF parapet or a TF except from inside an enemy TF or unopposed at a gateway.

Combat: See pp 21&25 for Storming Fortifications rules. Troops attacking fortifications always count as fighting foot. Troops assaulting an undefended fortification section do so as if attacking defenders whose CF of 0. Except at a fortification corner, attackers and Defenders can overlap each other as if the fortifications did not separate them.  A defending element that does not occupy a single fortification section must shift to conform to an attacker if there is room.  Rear rank combat support in is not allowed in Fortifications, but shooting support is allowed.  If permitted by army list, spears, pikes, blades, or auxilia who are fighting fortifications add +1 for single 2nd or 3rd supporting ranks of psiloi armed with bows, or a single 2nd rank armed with crossbows or handguns.  WWg do not add +2 if defending behind fortifications.  Troops behind any fortifications do not add +2 if they are in combat with, or shot at by, WWg(S) or Shp(X).  Combat outcomes applying only in good going do not apply when attacking or defending across fortifications.  Elements disregard an unfavourable outcome when attempting to cross undefended fortifications.  Artillery do not recoil in a fortification.  WWg do not recoil unless they are (S) assaulting fortifications.  If a front rank element is destroyed, a second rank element is not destroyed if it is separated from it by fortifications. That is, ZoD’s are blocked by intervening fortifications.  Troops recoiling into fortifications are destroyed except from inside an enemy TF or unopposed at a gateway(p24).  Range for shooting at or by troops defending fortifications is measured to and from its front edge. Defenders can't be overlapped while defending fortifications (p21), but can only fight in one rank (p22).
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Temporary (TF)

Must be in the army's own deployment area unless in BUA (p9), when the BUA must be 750p across or smaller. Unless inside or part of a fortified BUA or in ambush, TF cannot be deployed further forward than 300 p short of the table centre line, within 300p of a short table edge, or within 200p of an enemy garrisoned fortified BUA.  TF specified in army lists as defending camps or baggage must have each end touching their side’s table edge, a waterway or a river, and contain baggage.  Such TF pieces cost 1 AP each (the normal cost is 2 AP).   A group move must be in a 1 element wide column if going through a gateway or leaving TF.  Mounted troops can only assault temporary fortifications, except that elephants can assault any gateways.  Troops behind TF do not add +2 if shot at by Art.  Troops recoiling into a TF are destroyed except from inside an enemy TF or unopposed at a gateway (p24).

Permanent (PF)
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PF must enclose a BUA.  A BUA more than 750p across must have PF; others may have PF or TF.  These must completely enclose its perimeter, except optionally when it abuts the table edge or a waterway, and must include 1-3 on-table fortified gateways which must connect to internal roads if the BUA includes these.  A fortification intersecting at table edge is assumed to be part of a closed circuit, the off-table part of which is not paid for.  A tower must be separated from the next tower by at least 1 element width.  Corner pieces of no internal frontage are not paid for and cannot be attacked, overlapped, or crossed.  Troops may shoot from PF over other friendly troops.  Foot assaulting permanent fortifications or gateways are assumed to use improvised ladders or rams.  Troops behind PF do not add +2 if shot at by Art(S).  Troops recoiling into a PF parapet are destroyed unless unopposed at a gateway(p24).  PF pieces cost 3 points for a raised tower, 4 points if a gateway, and 2 points for other sections, but non-outward facing parapets of a tower are free. For example, a square PF of four corner towers (4 X 6AP), 1 gate tower (1 X 5 AP), 3 interval towers (3 X 3 AP) and 8 wall sections (8X 2AP) costs 54 AP.

G

Galleys - Gal [page 8]

Oar-powered vessels. Unlike many tend to think, no slaves used here. Galley slavery became common only during the 16th century. Ben-Hur was wrong. Are Regular Naval (p4). Can turn 180° in a group. 200 pace normal move. Can Shoot (range 200p). Destroy Exp, Art, Unladen naval, and Baggage. Combat factor +3. Galleys can only destroy naval (if doubled), Exp, Art, Unladen naval, and baggage.  Other land troops who lose combat ignore Galleys or recoil.  Doubled Land troops instead flee.  Galleys are destroyed by being doubled by Art (S), or by any in contact except Exp.  They flee from other shooting.  Unladen Galleys are destroyed by any except Exp who double them.

Superior, Gal(S): 

Clumsy but powerful floating forts, such as those of the SJMC

Friends: Gal(F)

Enemies: Shp(S) and Bts(F)

Ordinary, Gal(O):

Best used against any lesser naval

Friends: other Gal(O)

Enemies: Shp(S)

Inferior, Gal (I):

Fast - Gal(F):

Seaborne self-sufficient oar-powered raiders

Friends: few, if any

Enemies: tricky weather

Generals

The general’s element must be recognisable by his figure or standard.  Such elements fight as the rank and file type. Each army must have 2-4 generals. Baggage elements must all be assigned to a single C-in-C’s or sub-general’s command, except that those of an ally-general can instead be retained in his own command.  Does not pay an extra PIP if irregular and makes less than a full move, or moves while mounted with infantry.  Adds +1 if in combat or shot at, unless demoralised. 1 victory point is assigned to each sub- or ally- general’s command, and the remainder (out of 5 total) is assigned to the C-in-C’s command.

C-in-C

Cost +20 pts if regular, + 10 points if irregular.  A C-in-C cannot flank march.  Regular commands dice independently for PIPs if the C-in-C is lost. –1 PIP if the element or group to be moved or halted includes the C-in-C.

Ally-general

An Allied contingent must include 1 general and 2 baggage elements.  The general’s type can be that of the allied contingent list’s C-in-C or sub-general. Cost + 10 points if regular, +5 points if irregular.  No more than 2 baggage elements can be assigned to him, but only allied baggage can flank march.  Will be unreliable if his first PIP score is 1 (p 16).  Ally generals of the same or closely related nationality to the main list never change sides except in a civil war, when they will do so whether irreg or reg.  Each such general’s command must, unless stated otherwise, include at least a quarter of the minimum number of each compulsory troop type.  It can also include non-compulsory troop types.  All elements count towards the total number of each type specified in the list (Page 1 of army list books).

Composing an Allied Contingent
 
Unless otherwise stated in a particular list, the allied contingent can include only compulsory types, and must have at least a quarter of the 
specified minimum number of elements of each such type. It cannot include more than a third of the specified maximum number of each such type, or 1 element, whichever is greater.  

Calculating minima
The specified minimum number of elements are divided by four and the available number of (full) elements are then used when composing the allied 
list. For instance, if the list specifies 6-12 elements then the allied minimum equals 1.5 elements. The rules state that a quarter of the specified minimum number of elements must be used. Elements are always full elements, and as 1.5 cannot be used, this therefore increases to 2 elements.

Calculating maxima
The specified maximum number of elements are divided by three and the allowed number of (full) elements are then used when composing the allied 
list. Thus “1-4” becomes 1.33 allied elements. The rules state that any such allied options cannot include more than a third in terms of (full) elements. As 1.33 cannot be used, this therefore decreases to 1 element.

Sub-general

Cost +20 pts if regular, + 10 points if irregular. –1 PIP if the element or group to be halted includes a sub-general who has not moved during the game.

 GGo 

Good going. A classification of an area feature. Bare gentle slopes, open fields, or of water features, bog or marsh frozen by cold weather. [page 12] See Terrain 

Grade 

See troop grade. [page 4]

Group

See P 17.  A number of elements which, except as made necessary by wheeling a column or passing through a gateway, are facing in the same direction, and each in both edge to edge and corner to corner contact with another of the group’s elements. 

Contacting Multiple Groups

This particular situation can be encountered in tournaments against unscrupulous opponents who might deploy such tactics in order to delay their opponents. What essentially happens is a line of elements are separated into smaller groups with "less than an element wide" gaps between them (assuming all front edges aligned) preventing a larger enemy group from moving into alignment and combat, or alternatively, forcing the attacker to split into smaller groups. 
The generally accepted solution is to allow the attacking group to line up with one of the enemy groups of their choice while ignoring the other contacts that would normally be considered illegal (refer Movement Restrictions, page 18). The following illustrations depict the problem and solution as it might occur during a game.  Note: this tactic does not work for groups entirely of skirmishers, who would have to shift sideways.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image69.png]


Fig A. - the top group of Cv intend to attack the Blade+Psiloi groups (X,Y & Z). 

The Cv group has only one pip to expend on movement.
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The Cv slides sideways by up to half an element width to line up with either one of the tree Bd+Ps groups. Combats with the Cv occur for group Z, but not for X or Y.
 Group Moves into DGo

Groups approaching difficult going terrain with enemy visible to their front can group move into the terrain (not the entire group, only those contacting enemy) Page 17, bottom para:

 A group move must be in or into a 1 element wide column if: … ending the move in difficult going, unless all elements are psiloi or move into edge to edge or corner to corner contact with enemy visible at the start of the move. 

The following example explains
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Fig A - a group of five Auxilia approaches an orchard revealing three Psiloi defending it. The two groups are not lined up directly opposite. All the Auxilia, except X, has the enemy Ps to their front, even element Y whose front is only partially overlapped. Element X does not.
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Fig B - in their subsequent movement bound, the Auxilia are permitted to group move into contact except Element X. The latter must use a single element move to do so cost an extra pip. 

If the Auxilia group was perfectly aligned opposite the Psiloi group, then all could still have moved into contact as a group, as the last element would be in corner to corner contact. 
Group Moves out of Difficult Going terrain:
This rule allows an ambush to be launched at the cost of 1 PIP. Any group movement cannot end in difficult going, therefore any group starting their movement bound in difficult going can group move out as long as they can entirely clear the DGo terrain. The following examples explain:
Example 1:
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Fig A - a group of Cavalry are concealed close to the edge of a woods in ambush. They are formed up two ranks deep.
[image: image74.png]


Fig B - Cavalry movement in DGo is only 2" (100p). The entire group is unable to move out because the rear rank will still be in DGo. Only the front rank can clear the woods so they can group move out with a single pip. The second rank must move out progressively using single element moves.  All mounted move 100p in DGo, so this problem will be applicable to all of them, even worse for deeper based troop types such as elephants, expendables and chariots.
Example 2:
[image: image75.png]


Fig A - a combined group of Auxilia and supporting Psiloi concealed in a woods.
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Fig B - The group will break ambush and attempt to move out. The line of Auxilia alone can clear the woods entirely with a 3" move, so can move out as a group for 1 pip leaving the Psiloi behind. 
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Fig C - As Ps are allowed to group move through DGo unrestricted, they move in behind the Auxlia for an additional 1 pip  (all elements of the group must be Ps to move both ranks without paying the additional pip). If march moving, the whole group (Ax+Ps) could move off again for a single pip.

Example 3:
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Assuming DGo terrain features are narrow enough, it quite possible for troops to pass through them, move distances permitting. 
Fig A - has a group of Ax before a woods which is less than 50mm across at its widest. Fig B, the Auxilia are quite capable of passing through the DGo as long as they start close enough too it and end entirely clear of it.
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Fig B - the Auxilia are quite capable of passing through the DGo as long as they start close enough too it and end entirely clear of the woods at the end.
H

Halt

The expenditure of PIPs to stop movement and prevent spontaneous advance, retreat, or drifting.  A halt costs 1 PIP for regulars, and 2 PIPs for irregulars unless the latter are foot on a hill or in difficult terrain [p 16].  A halt stops movement for halted elements for the remainder of that bound.

Hills – see Terrain
H(G) 

Hill or lesser rise with only gentle and bare slopes. 

H(S) 

Hill with some or all slopes steep, rough or wooded. 

Hordes (Hd) [page 8]

Are irregular Foot and Infantry (P4) 5-8 figures per 30 X 40mm base. 100 pace normal move. Have combat factor of +2 vs all. Destroy Exp, Art, Unladen naval, doubled Cv, and Baggage. Destroyed by Kn, Cm (S), Exp in GoGo, or by El or Wb. Otherwise recoil if lose combat. 

Superior – Hd(S)

Are Impetuous. Count as ½ EE when counting losses. 2 AP.

Ordinary – Hd(O)

Add -2 if in rough or difficult going,  or crossing a non-paltry river.  Count as ½ EE when counting losses. Are NOT Impetuous. 1 AP.

Inferior- Hd (I)

Count as 0 EE when counting losses. Are NOT Impetuous.  When a naval element is destroyed in combat, all troops embarked are also destroyed.  If shipwrecked on a lee shore by strong winds, they survive, but as Hd(I).  0.5 AP.

Fast – Hd (F)

Are NOT Impetuous, count as ½ EE when counting losses.  1 AP.

 I

 (I) 

Inferior. Brittle troops historically identifiable as of significantly inferior morale or efficiency. See troop grades. [page 4] (I) troops add +1 to shooting or combat scores if they scored equal or more than (I) opponents (p23).

Impetuous Troops

These are Irregular Kn (S), (O), (F); Cm (X) Exp, Wb, Bd (F), and Hd (S) and any troops other than train who are aware of demoralised enemy or would contact enemy baggage.  Impetuous troops can cross the front of skirmishers within 1 element base width if their entire move is directly forward.  An element fleeing after being passed through by spontaneously advancing friends [p 20] makes an intial 180( turn unless the impetuous friends passed through from front to rear.  Impetuous troops must pursue/follow up.  It must reduce its move by 10p if needed to avoid ending in front corner contact with friends unless its front edge contacts enemy, or it can give rear or overlap support to friends in contact with enemy.  See Holding Impetuous Troops and Combating Impetuous Infantry
Combating Impetuous Knights
The impetuosity for Irregular knights is their greatest weakness. Taking advantage of it is the best way to win a battle. Most opponents will keep these impetuous troops in a single group led by a general (usually the CinC) to maximise manoeuvrability and control. Knights have the nasty habit of following up in combat whenever they win, which provides a way of drawing them out and splitting groups into smaller uncontrollable packets.
The following example employs a sacrificial method of disrupting a unit of Irregular Knights attempting to flank or bypass a unit of Spear that they would otherwise want to avoid hitting head on. Movements used are 75mm for Kn's, 50mm for Sp, & 125mm for LH.

Note: the diagrams below give the general idea, but have not been modified to take account of DBM 3.0 p 19: A Spontaneously advancing element… must reduce its move by 10p if needed to avoid ending in front corner contact with friends unless its front edge contacts enemy, or it can give rear or overlap support to friends in contact with enemy.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image80.png]



Fig. A - Unit of irregular Knights approaches an enemy unit of Spear (Sp) and a single Light Horse elemet (LH). The LH is within charge range.
Fig. A - Unit of irregular Knights approaches an enemy unit of Spear (Sp) and a single Light Horse elemet (LH). The LH is within charge range.  

Fig. B - The LH moves into contact with the Kn's striking at their centre. The combat odds (0 vs 4) are very much against the LH winning but that's not its purpose!
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Fig. C - The combat is resolved and the LH element is eliminated (killed). As the Kn won this round of combat, it follows up one base depth. The line of Kn's is now split into three separate groups. Objective achieved!
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Fig. D - On their next movement bound, the impetuosity of Kn's will carry them towards the closest enemy elements (ignoring skirmishes.) unless halted by their owner. The pips required to halt all elements is 4 pips (refer Holding Impetuous Troops.) 

The arrows shown are to the nearest enemy element, hence the most easily reached. This will determine the direction of spontaneous movement.
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Fig. E - Assuming the Kn player has less than 4 pips available to control the groups, there is little choice but to let them break formation and spontaneously advance upon the line of Sp.
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Fig. F - The Sp react by wheeling to face the onslaught of Kn's
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Fig. G - The formation of Kn's advances again in its move bound and is completely fragmented. It will hit the line of Sp piece meal. 

To execute any move except straight ahead will require 2 pips meaning the owner can do little to stop them.
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Fig. H - Taking advantage of the Kn's disorder, the line of Sp advance into combat with overlaps. Assuming both are rated (O), there is a 50% chance of the Kn losing and taking a second element out behind it as well.  The resulting combat will most likely be unfavourable for the knights assuming the dice roll are not too erratic. 

The same technique used here can be employed against any impetuous troops assuming they follow up against the sacrificial element sent in initially. Remember, Kn do not followup against Ps.

Holding Impetuous Troops
Maintaining control of impetuous troops for as long as possible is a key element to deploying them successfully in battle. Control is usually lost once they get into combat and thats when the fun starts. The trick to controlling an army of these troops is to minimise the number of groups in each command (preferably having only one.)

The following example is taken from our "Combating Impetuous Troops" involving a group of Irregular Kn(I/O/S).

Diagrams drawn to 15mm scale, all dimensions in "mm" unless specified. [image: image88.png]



Step A: a group of impetuous Knights Irr Kn(I/O/S) have been attacked in the centre and the element in combat has won and is forced to pursue a base depth, thereby seperating the group into three.
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Step B: to maintain control and reform them back as a group, the commander will require 4 pips minimum. 

Assuming they don't want to advance any further, the centre element is moved back for two pips as a single element move. With the group reformed (corner to corner, edge to edge) they can be halted as a group for a further 2 pips (4 pips total).  Note: a halted group cannot move again that bound.
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C: ”Psiloi Glue” Option: A common method of preventing impetuous groups becoming fragmented in combat was to back them up with multiple ranks. This is now illegal, as a halt prevents further movement that bound, and expensive in PIPs as it now costs 2 PIPs to move the Ps with the Kn.
Spontaneous Movement
Using impetuous troops effectively in DBM requires skill, practice and good timing. Coordination and planning are critical and most experienced players will simplify strategies to compensate for the lack of controllablility. It is for this very reason that impetuous troops provide one of the more interesting "fun" factors in DBM.
The (simplified) rules for Spontaneous Advance (page 19, top) are: 

 A spontaneous advance must be towards the centre of the closest enemy element, measuring between furthest apart front corners, ignoring enemy in difficult terrain to them, and enemy skirmishers unless the latter are directly to the impetuous element's front ….

A spontaneously advancing element must move its full tactical distance (or double distance if able to march) directly towards its target:
· deviating by the minimum necessary to avoid contacting friends it cannot pass through. 

· pivoting backwards by the minimum necessary to align the direction it ends facing with that of a friendly element within an element base width which is already in edge or corner contact with enemy or which has already made a spontaneous advance this bound.
·  ending its move when it reaches front edge and corner contact with an enemy element, or it becomes eligible to give rear or overlap support to friends whose front edge is already in contact with enemy. 

Examples  - Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image91.png]


Example 1 - An impetuous Warband element must make a spontaneously advance towards either elements X or Y. To decide which, we measures from the furthest front corners apart between each element. X is closest at 81mm so the Warband will make its spontaneous advance towards X, ignoring Y.

Example 2 
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Fig A: a Warband element must make a spontaneous advance. It is confronted with three enemy Psiloi elements..... which one will it advance towards? For starters, we can eliminate Psiloi Y. The Wb will ignored Y because its a skirmisher that’s neither directly to its front, nor within a base width to its flank or rear.
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Fig B: Measuring the furthest front corners apart between X, Z and the Warband element, the closest is Z at 85mm. The Warband element will therefore advance towards element Z, ignoring both X & Y, even if passing through their ZoDs. [image: image94.png]Ps(S)
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Fig C: Now that the target is determined, the Wb element begins its spontaneous advance by pivoting to face the centre of its intended target..... [image: image95.png]Ps(S)




Fig D: then moving its full tactical distance towards the Psiloi Z. That concludes a spontaneous advance. Steps A to D all occur within a single bound. Remember, all spontaneous movement is conducted at the end of the movement bound after all other movement by pips is finished.

Fighting Impetuous Infantry
One of the classic face-offs for DBM would have to be Legionnaires vs Gauls (Bd vs Wb). To defeat a barbarian enemy, a regular player must make every effort to take advantage of this impetuosity and put them in a difficult position. This tactic applies to combating any impetuous opponent including mounted.

For the following example; Wb(F) will be used moving 3" and the Bd(O) move 2".

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image96.png]


Step A: a unit of Blades moves within 6" range of a unit of enemy Warband. 
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Step B: The Warband move into charge range 3". The zone of control of the Warband is a 40mm area to their front.
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Step C: the unit of Blades reacts by pivoting both flanks in towards the centre. 

[image: image99.png]


Step D: The Warband charge in. The owning player can choose to spend pips on moving them if he has plenty to spare which is unlikely. They will impetuously charge into contact as shown. 

The Blades at "y" are contacted element for element but at "x" & "z" the Warband cannot get into contact, hence overlaps are created for the flanks. The advantage for the Blades is not decisive but it could easily decide the battle.

Infantry

Foot other than train (ie Sp, Pk, Bd, Wb, Ax, Bw, Ps, Art (X), and Hd) are infantry.  Can pass through Train in any direction. 

 Invader 

A designation given to a player at the start of a game after each rolls a die and adds their army's aggression factor. The side with the higher adjusted score is the invader, the other is the defender. Used to determine terrain features, time of day or night, weather, and deployment and should have no impact on how each player actually fights the battle. [page 12] 

Invader

At the start of a game, each player throws a die and adds his army’s agression factor (a number from 0 to 4 spedified in its army list) to his raw score.  The side with the higher adjusted score is the invader, and the other is the defender.

Irregulars (Irr) [page 4]

Pay extra PIPs if : move other than straight ahead, less than full move, expand or contract to column, halts, or marches 3 times not in a column. Exceptions for Light Troops, Skirmishers, and Cavalry. 

Island

A hill completely surrounded by a waterway. An island cannot be closer than 300p to the table edge nor closer than 1 element width to the shore. A gap no more than 200p between island and shore is treated as a river for movement and combat by naval and land troops. If waterway placement is obstructed by hills on both flanks, those on the flank with less hills are moved directly inland the minimum necessary to become islands or promontories.  See Terrain
K

KMDT

Khazar Mounted Drill Team (so named by Mike Kroon in derision). This is the tactic of racing a column (usually of Cv or LH) to a location and having the front element of the column face in the direction which you wish to establish a battleline. You then spend another PIP to expand the column creating a line with the facing of the lead element. Phil has specifically blessed this as legal and noted this is how historical armies usually deployed.  See Expanding or Contracting from Column to Line
KMJT

As this tactic was suggested for infantry they couldn't be "Mounted", and as they were travelling 200p I thought they must be Jogging, thus a KMDT performed by infantry _must_ be a KJDT.

 Other variations are....

The NMDT (Norman Mounted Drill Team) involves taking a column of impetuous Irr Kn (F) and passing the enemy's flank and then letting the whole lot go impetuous, thus creating a line (more or less) advancing on the enemy's flank from very low PIP cost. 

And the TDMK

The TDMK as the name suggests is plain and simple a KMDT performed backwards. Moving from line into column. 
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Knights (Kn) [page 4]

Are Mounted troops (p4) 3 figures to a 30mm X 40mm base. If armed with Bow, they dismount as Bw (O). 

Movement: Pays extra pip if not a general and moves with foot. 150 pace normal move. Foot elements passed through by Knights flee. Must follow up except chariots or against psiloi.  Can pass through Psiloi if facing in the same or opposite direction. (p20).  Foot elements passed through by knights flee. Bd (S) or Spear (S) dismounted knights treat a Tricky river as Dangerous.

Combat: Combat factor +4 vs mounted, +4 vs naval, +4 vs Bw shooting, +3 vs other foot. Add -2 if in rough or difficult going.. 

Destroy: Knights destroy Spears, Pikes, Blades, Lh if they double them, Warband, Auxilia, Bowmen, Ps in GGo, Art, Hordes, Unladen naval, and Baggage. 

Destroyed: If lose combat, destroyed by El, Exp, LH, Bw (S) they have moved into contact with this bound, by Bd(X) in an enemy bound, or if in close combat in difficult going, or if doubled. If not, recoil. 

Superior – Kn(S)

Impetuous if irreg. Dismount as Bd (S) unless armed with Bow, crossbow or handgun, when they dismount as Bw (O).  15/12 pts.  Always pursues except against Ps and flanks (P25).

Ordinary – Kn(O)

Impetuous if irreg. Dismount as Bd (S) unless armed with Bow, crossbow or handgun, when they dismount as Bw (O).  12/10 AP.  Always pursues except against Ps and flanks (P25).

Inferior – Kn(I)

NOT Impetuous if irreg. Dismount as Bd (S) unless armed with Bow, crossbow or handgun, when they dismount as Bw (O).   Can count rear support if shot at except by Art.  Can be double based in a wedge formation, and if so required by army list add +1 for second rank of Kn (I) vs foot, Kn, Cv, or LH.  10/8 AP.  Always pursues/follows up except against Ps and flanks (P25).

Fast – Kn(F)

Impetuous if irreg. Dismount as Sp (O) or Bd (O) unless armed with Bow, crossbow or handgun, when they dismount as Bw (O).   11/9 AP.  Always pursues/follows up except against Ps and flanks (P25).

Exception – Kn(X)

NOT Impetuous if irreg 

· Are (S) Kn when shot at by Bw or Naval, or in combat with LH, Sp, Pk, Bw 

· Are (I) Kn in combat with non- (X) knights, or with Exp, Bd, or Wb but can't claim rear support 

· Are (O) Kn otherwise 

Dismount as Bw (S) if armed with Bow, otherwise as Sp (S). Do not follow up unless impetuous. 

Spears, pikes, blades, and auxilia do not add +1 vs Kn (X) for supporting ranks of psiloi. 13/11 AP

L

Light Horse (LH) [page 5]
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Are Mounted troops, skirmishers and light troops (p4). 2 figures to a 30mm X 40mm base. Dismount as Bw (I) if armed with bow or crossbow, otherwise as Aux (I). Dismounters exchange 2 LH elements for 1 foot element. May be ignored by impetuous troops unless directly to their front. 

Movement: Pays extra pip if not a general and moves with foot. Can turn 180° in a group. 250 pace normal move. Can pass through Psiloi if facing in the same or opposite direction.

Combat: Combat factor +2 vs all. Add -2 if in rough or difficult going. (p20).  Cv can fight in two ranks against them.

Destroy: Bw, El, Kn, Ps in GoGo, LH if double them, Exp, Art, Unladen naval, and Baggage. 

Destroyed: If in close combat, recoil unless shot at by Art, or in difficult terrain or from Exp, when flee instead. Destroyed if doubled by any mounted troops, bowmen, Ps (O), WWg(O), or in difficult going. Otherwise flee.

Superior, Ordinary, Inferior, Fast - not cited

Light Troops

Are Light Horse (LH), Psiloi (Ps) and Auxilia (Ax). [page 4]

Don't pay extra PIP for moving other than straight ahead 

Destroy Elephants (p23) 

Line

See Forming Column into Line, Forming Line into Column, and Attacking a Column in the Flank
M
M 

Inland marsh other than on a river. See Terrain
Mounted Infantry  (mtd) [page 9]

March and flee as camelry if on camels, cavalry if not, but otherwise move as foot.  They always count as foot when shooting, shot at, or in close combat, so do not use a tactical move to dismount/ remount.  Dismounted troops that flee remount if they can do so.  Duplicate mounted figures can optionally be used when they are mounted.  They do not lose their mounts if they make a march move while dismounted (but see p 9 for other situations).  +1 point per element.  

Mounted Troops

Are Elephants (El), Knights (Kn), Cavalry (Cv), Light Horse (LH), Camelry (Cm) or Expendables (Exp). [page 4] 

Can only leave any fortification by a gateway. (p18) Mounted troops can only assault temporary fortifications, except that elephants can assault any gateways (p21).

If impetous, ignore enemy in difficult terrain or fortifications. 

Can pass through Psiloi if facing in the same or opposite direction. 

Can only assault temporary fortifications except El.(p21). 

Addt -2 if fighting in rough or difficult going, or across fortifications.

Destroy Bw, LH if double them, and doubled Ps if in GGo.

If permitted by army list, spears, pikes, blades, or auxilia add +1 vs, mounted troops (not Kn X), for a supporting rank of psiloi. 

Pk and Bd vs mounted do not have to follow up/pursue.

Mounted Flank Attack
The following illustrations detail an attack upon an exposed infantry line by Light Horse. The attacking unit must maintain a distance greater than 4" (100mm) from enemy elements throughout to utilise march moves until in position to attack. The critical part of this type of attack is having the pips available to execute the flanking manoeuvre in a single bound giving your opponent minimal time to react.

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.  
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Step A - The unit of Light horse (S/O) start off their movement bound 9" (225mm) away from the enemy line.
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 Step B - The attack commences. The LH approach just short of 4" (100mm). Pips used = 1
[image: image103.png]



 Step C - Continuing with "march moves", the right flank peels off in column maintaining its distance from enemy. Pips used = 2
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Step D - The column continues to skirt around the flank.  Pips used =3.
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Step Ea - The lead element in the column moves forward then turn 90 degrees towards the enemy.
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 Step Eb - The remaining elements follow up as part of their column movement ready to execute a KMDT. Despite being at right angles, the lead element is still part of the group, refer "Moving by Columns". Pips used = 4
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 Step F - The column expands out into line adjacent to the lead element. This concludes the movement bound for the LH player. Total pips used =5.
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 Step G - In the opponents movement bound, the infantry attempt to react to the threat from behind by covering their flank.
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Step H - The LH  in the next movement bound attack. The infantry are in a bad position if forced to recoil and suffer overlaps on most combats. Element A has dropped back to prevent the line being flanked next turn. Group B can use all its movement or keep in line with D.

 The above example could easily be applicable for Cavalry or Knights (regular only). LH(F) are very suitable given their high speed on-table although damaged inflicted in combat is considerably less. An experienced opponent is unlikely to exposed his battle line in this fashion but if the situation does arise, by all means make the most of it!

Movement

See Mounted Flank Attack, Movement from Column to Line, Line to Column, Wheeling a Unit, Spontaneous Movement

N

Naval

General: Includes Galleys (Gal),  Ships (Shp)  or Boats (Bts) [page 4].   Each navel element except Bts (F) and Sh (I) must carry one land element (specified in army list).  Points spent on naval elements are wasted if they have no access to the table.  If the terrain lacks any route of access for naval elements, their landing troops and baggage instead deploy on land. Naval do not exert a ZoD
Movement: It can embark or disembark at a beach, quay, or river bank unless in contact with enemy land troops (pp9 & 17). Naval movement is in difficult going if galleys in strong winds, boats moving up-river, or ships if there is no wind or headed within 45 degrees of directly upwind. Naval elements cannot be deployed on frozen water features.  Only Naval flank marchers can arrive on a Waterway.  Recoiling naval elements push back other naval elements.  Naval are not recoiled/pushed back by friendly land troops.  An element of Naval does not pursue across fortifications but its landing troops, or those of a naval element in contact behind, can.

Naval can break off from combat by single element moves. Regular naval can make an initial and/or a final 180° turn in a group.  A halt can be used to prevent a naval element from drifting onto a lee shore in strong winds and being shipwrecked.  Naval except (X) move 200p normal move, (X) move 100p.  A naval element fleeing from an enemy flank march flees towards its own side’s base edge, not directly away from the flank march like other troops(p24). Land troops on a bridge recoiling from naval turn and flee back to land.  Landing troops that recoil can re-embark.  An element of naval landing troops in spontaneous retreat as a result of demoralisation moves towards the nearest unladen friendly element capable of embarking it if any exist, making an initial turn if necessary.  Waders or naval must follow up/pursue except that a naval element does not pursue land opponents (its landing troops can choose to do so).

Combat:  Naval elements in contact with a beach, quay, river bank, road ford or bridge can be in close combat with land elements using their normal combat factors. They can also land troops and cannot then move until troops re-embark. Naval can only destroy naval (if doubled), Exp, Art, Unladen naval, and baggage.  Other land troops who lose combat ignore naval or recoil.  Doubled Land troops instead flee.  Naval are destroyed by being doubled by Art (S), or by any in contact except Exp. They flee from other shooting.  Unladen naval are destroyed by any except Exp who double them.  When a naval element is destroyed in combat, all troops embarked are also destroyed.  If shipwrecked on a lee shore by strong winds, they survive, but as Hd(I).  If a front rank element of naval is destroyed, a second rank element is not destroyed if it is WWg, Bg, or Naval.  If a front rank element is destroyed, a second rank element is not destroyed if the front element drowned.  

O

 O 

Orchards or olive or palm groves. See Terrain
 (O) 

Ordinary. Representing the great bulk of troops of that type. See troop grades. [page 4] 

 OOB 

Order of battle. Sometimes written as OB. 

P

p 

In DBM p stands for paces. For example, 200p means 200 paces. [page 3] 

For 2mm figures: 50 paces in battle = 20mm measured on the table. 

For 6mm and 15mm figures: 50 paces in battle = 25mm (or 1 inch) measured on the table. 

For 25mm figures: 50 paces in battle = 40mm measured on the table. 

Paltry 

A classification of a River ford or the section of a Waterway to or from an island. [page 20].  See Terrain 

PF 

Permanent Fortifications. [page 9]. See Fortifications 

Pikes (Pk) [page 6]
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Are Foot and Infantry (P4), 4 figures to a 15 mm X 40mm base. Pikes are able to defeat most opponents, but often only if they are four deep, which leaves their flanks vulnerable.  They also suffer from shooting.

Movement: 100 pace normal move. Must follow up except against flanks, mounted, or skirmishers (p25). 

Destroy: Exp, Art, Unladen naval, and Baggage. Cause Cv to flee if double them. 

Combat: Combat Factor +4 vs mounted, +4 vs naval, +3 vs foot. Except X, Add +1 for each supporting 2nd, 3rd, and 4th rank. Add -2 if in rough or difficult going, or crossing a non-paltry river. If permitted by army list, pikes add +1 vs Warband, mounted troops (not Kn X), fortifications, or WWg for a supporting rank of psiloi. 

Destroyed: If combat total less than opponent's, destroyed by Kn, Cm (S), or Exp in GoGo, or by Wb. Otherwise recoil. Destroyed if doubled. 

Superior, Pk (S) 

Always regular, 5 AP

Ordinary, Pk (O)

Always regular, 4 AP

Inferior, Pk (I) 

3/3 AP

Exception – Pk (X)

Count as (S) pikes when shot at by Bw, or in close combat with Cv, LH, Ax, Bw, or Ps, otherwise as (I) pikes. Pikes (X) add +1 for each supporting 2nd or 3rd rank of Pikes (X) or (I).  4/4 AP. 

PIP 

Player Initiative Point. [page 16] 

PIP die 

A six-sided die thrown to find the number of PIPs available for a command at the beginning of each player's bound. [page 16] 

Point/s 

See army points (AP). [page 11] 

Promontory

A hill on a waterway.  A BUA or hill touching a waterway can project into it as a promontory if no closer than 300p to the table edge.  See Terrain
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Psiloi (Ps) [page 7]

Are Foot, Infantry, Skirmishers, and Light Troops (p4). 2 figures to a 20mm X 40mm base. Can ambush from vinyard, rocky area, marsh, or brush in addition to usual areas (p15). May be ignored by impetuous troops unless directly to their front (p19). Counts as half an element when counting lost elements. Psiloi in vineyards, marsh, rocky areas or brush cannot be seen beyond 150p unless moving or in close combat.   Artillery can shoot over/through enemy psiloi.

Movement: 150 pace normal move. Irregulars don't pay extra PIP for moving other than straight ahead or less than its full move. Don't pay extra PIP for moving with cavalry, knights, LH, or mounted infantry if can support the cavalry. Can turn 180° in a group twice per bound. Don't have to form column if finish move in difficult terrain except for tricky/dangerous river, gateways, and TF. Has to conform to enemy's frontage if contacted by a group(p18). Mounted can pass through Psiloi if facing in the same or opposite direction. (p20). Psiloi can pass through any land troops if facing in the same or opposite direction. Psiloi contacted by by recoiling enemy on the side or rear flee (p24)

Combat: Combat factor+2 against all opponents. If permitted by army list, spears, pikes, blades, or auxilia who are fighting vs Warband, mounted troops (not Kn X), fortifications, or WWg add +1 for single 2nd or 3rd supporting ranks of psiloi armed with bows, or a single 2nd rank armed with crossbows or handguns. Add +1 vs Skirmishers for a supporting rank of Ps (O).  ZoD’s for Psiloi only affect other Psiloi.

Destroy: El, Ps if double them, Exp, Art, Unladen naval, and Baggage. Ps recoiling into enemy do not destroy the enemy element. Also, Ps (O) destroy doubled LH.

Destroyed: If lose combat: Destroyed by Kn, Cv, LH, or Cm, (S) n good going, or by Wb. Recoil from El, Exp or if in bad going, otherwise flee. 

If doubled: destroyed by mounted in Ggo, Bw, Ax, Ps, or if (X). Otherwise, flee. 

If a front rank element of Ps is destroyed, a second rank element is not destroyed if it isn't Ps. 

Superior – Ps (S)

If in army list, Cv vs Cv or Kn (X) add +1 for a 2nd rank of Ps (S) or (I).   3/3 pts.  Armed with javelins or handguns.

Ordinary – Ps (O)

2/2 pts.  Ps add +1 vs Skirmishers for a supporting rank of Ps (O).  Armed with bows,  crossbows, slings, or staff slings.  Destroy LH if double them.

Inferior – Ps (I)

If in army list, Cv vs Cv or Kn (X) add +1 for a 2nd rank of Ps (S) or (I).  1/1 pts

Exception – Ps(X)

Are (I) but use Art combat factors against all except Ax or Ps. If doubled: destroyed. 6/6 pts.

Psiloi Glue

See Holding Impetuous Troops
R

R 

Roads or frequently used tracks. See Terrain
Regular Troops (Reg) 
Mount four infantry to a base. Cost more points.  Move more quickly.  Easier to control. [page 4]

RGo 

Rough going. A classification of an area feature. Moderately boggy, rocky or brushy gentle slopes or lower ground or a sunken gulley. [page 12]. See Terrain.

 Rv 

Ordinary rivers.  See Terrain
S

(S) 

Superior. Troops recognized by their contemporaries as of significantly superior morale and/or efficiency. See troop grades. Not to be confused with the (S) in H(S). [page 4] . (S) opponents (other than artillery shooting or elephants) add –1 if they score more than the (S) troops in combat or shooting.  (S) shooters add +1 if the score exactly 1 more than their (S) opponents, or equal to (O) or (F) opponents.

Ships – Shp [page 8]

Are Irregular Naval (p4). 200 pace normal move. Combat factor +3 vs all. Seagoing vessels without oars. Useful to clear the sea from other seagoers. Join the navy, travel the world, meet a lot of interesting people and sink them all!  Ships can only destroy naval (if doubled), Exp, Art, Unladen naval, and baggage.  Other land troops who lose combat ignore ships or recoil.  Doubled Land troops instead flee.  Ships are destroyed by being doubled by Art (S), or by any in contact except Exp.  They flee from other shooting.  Unladen ships are destroyed by any except Exp who double them.

Superior -  Shp(S): Multiple-masted vessels with manpower

Friends: not needed

Enemies: poor navigational skills

Can shoot (range 200p) 

Ordinary-  Shp(O): Single-masted small coasters

Friends: enough PIPs

Enemies: Shp(S)

Can shoot (range 200p)

Inferior - Shp(I): 

Friends: suitable weather

Enemies: other seafarers

A safe way to deploy baggage unlootably. Can be substituted for land baggage; if so, don't have to carry one land element (p9). Can't shoot. 

Exception - Shp(X): Ship mounted siege towers, Cimbals and other Roman patents for marine warfare
Friends: other Shp

Enemies: Archimedes

Are (S) if shooting or shot at, or in combat against fortifications, otherwise as (I). 100 pace normal move. Can Shoot (range 200p). Can shoot over friendly infantry unless these are Pk or Bw or within 150p of target.  Does not pursue across a fortification, but its landing troops can do so instead. (p25). Troops behind any fortifications do not add +2 if they are in combat with, or shot at by, a Shp(X) tower.

 Shoot 

The element actually doing the shooting. See Distant Shooting
 Shoot back at 

If the element which is the target is eligible to do so, it must return fire at the element that shot at it, i.e. it can't choose to fire at another target if it can shoot back now. See Distant Shooting
 Shooting elements 

Artillery, bowmen, war wagons (S) or (O), elephants (X), ships (S), (O) or (X), galleys, and boats (S). [page 21] See Distant Shooting
 Shot at 

The element which is the target of the shooting. See Distant Shooting
Side Stepping Units
I am unaware of how historical this type of manoeuvre is but it is frequently used to realign units that are either badly deployed against an enemy they wish to avoid or vice versa. It is a better method for shuffling sideways than combined "wheeling" as covered earlier. It essentially combines two manoeuvres; going from line to column and back again. 
Diagrams drawn to 15mm scale, all dimensions in "mm" [image: image111.png]Ax
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Step A -  group of elements in line. 

For this example, the requirement is to shift the unit to the left.
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Step B - a "line to column" manoeuvre  is executed on the left. Total movement is 120mm pulling four of the elements into column.
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Pips used: 1




Step C - the column expands out to the left. 
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Step D - The remaining two elements still in line move up to form a single group again. 

As this manoeuvre involves two or more bounds of movement, the unit must use march moves, therefore starting and finishing outside 4" (100mm) of any enemy elements.
Sliding into Combat
When two opposing groups or single elements approach one another within a base width’s distance and both are out of alignment (ie. corners don’t match up), the following rule allows either to slide sideways to line up opposite without penalty: Movement Restrictions; Page 18, 2nd para:

 "When a single element or group moves within one element base width of enemy, any sideways movement of up to half an element base width necessary to line up with enemy elements is disregarded for the purpose of PIP expenditure and permissibility of group movement and, if contacting their front edge, for measuring move distance."
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.[image: image115.png]



Example: The group of Kn’s are about to charge into contact with a group of enemy Cv. They are laterally out of alignment by over half an elements width as indicated (25mm). To attack the Cv, the Kn’s must slide sideways to get into corner to corner contact. To slide to the left will exceed half a base width. They must therefore slide to the right if moving into contact.  If the groups were only out of alignment by 20mm, the Kn’s could choose whether to slide left or right.
 

[image: image116.png]


Fig. A: Red player wants to move the entire group of Kn’s into contact with the enemy Cv group but can’t do so because the nearby Ax group will block the left element (two Kn’s can charge in but not all three.)
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Fig B: If the Ax group are moved first (being within a base width distance to the enemy Cv) they can slide sideways to line up opposite. There is no requirement for them to actually move into contact, as long as they move towards the enemy group in doing so. 
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Fig C: All the Kn’s can now move into contact sliding sideways to line up in the process. Neither group has slid more than half a base width sideways.
Skirmishers

Are LH and Ps [page 4]

Can march three times without paying extra PIP for it. 

Can turn 180° in a group.   Impetuous troops can cross the front of skirmishers within 1 element base width if their entire move is directly forward.  When an element is part of a group entirely of skirmishers is contacted by the front edge of an enemy element which is part of a larger group, it must conform to the enemy’s frontage unless defending fortifications(p 18). 

For the purposes of spontaneous movement, may be ignored by impetuous troops unless directly to their front (p 19). 

A recoiling element meeting skirmishers facing in a different direction from itself pushes them directly to its own rear unless they are in contact with enemy.  A friendly element of skirmishers, any part of which is directly behind and less than one element base width from the initial position of the rear edge of any front rank element starting to flee from close combat, also flees. (p24)

Conforming Skirmishers
"Skirmishers" in DBM refers to both Light Horse and Psiloi and they must conform when contacted by larger groups. The following example uses Light Horse, but is equally applicable to Psiloi as well.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
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Fig A - a group of Cv is intending to charge into the smaller group of enemy LH. To wheel and attack both LH elements is outside the movement of the Cv. Instead, they will attempt to attack the closest LH by forcing it to conform.
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Fig B1 - the Cv group moves directly forward and contacts the closest LH element with right front corner. The LH will not conform to this move as the contacting Cv element is required to make contact with its front edge, not front corner.
This move is not illegal, but it will not otherwise result in any combat.
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Fig B2 - (replay) the Cv group must get into "front edge" contact to force the LH element to conform. 
This may be acheived by first wheeling the Cv group to the right......
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Fig C - ....then moving directly forward into contact. 
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Fig. D - The single LH element nows conforms immediately to the Cv that has made contact. By conforming "immediately" means the LH conforms when the player executes the move, not at the end of the bound as with flank contacts.

The relevent section of the rules covering the above example is Movement Restrictions (page 20, para 3):
When an element is part of a group entirely of skirmishers is contacted by the front edge of an enemy element which is part of a larger group, it must conform to the enemy’s frontage unless defending fortifications(p 18).
This will position it so that a recoil would meet a friendly element it could not pass through or push back enough to fully recoil, or a flee move from combat would take it off table, even if recoil or flee is not a possible outcome." 
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Spears (Sp) 

[page 6] Are Foot and Infantry.   4 figures to a 15mm X 40mm base. 

Movement: 100 pace normal move. Must follow up if irregular except against flanks, mounted, or skirmishers (p25). 

Combat: Combat factor +4 against all opponents. Add +1 for supporting second rank of spears. Add -2 if in rough or difficult going, or crossing a non-paltry river. If permitted by army list, spears add +1 vs Warband, mounted troops (not Kn X), fortifications, or WWg for 1 supporting rank of Psiloi.  Ax(O),(I), or (S) fighting Sp add +1 if supported  by a second rank of Ax of the same grade (Ax (X) count a third rank as well).  Bw fighting Sp also add +1 if supported by a second rank of Bw of the same grade.

Destroy Exp, Art, Unladen naval, Kn in DGo, LH doubled in DGo, and Baggage. Cause Cv, LH not in DGo, and Ps to flee if double them. 

Destroyed: If combat total less than opponent's, destroyed by Kn, Cm (S), or Exp in GoGo, or by Wb. Otherwise recoil. Destroyed if doubled. [image: image124.jpg]



Superior, Sp(S) –

Always regular, unless they are dismounted Kn.  Sp (S) dismounted knights treat a Tricky river as Dangerous.7 AP. 

Ordinary, Sp (O) -

5/4 AP.

Inferior, Sp (I) - 

4/3 AP.

Spontaneous Movement – see Impetuous Troops

T

Temporary Fortifications (TF) – see Fortifications
Terrain

Terrain can be Area Features or Linear Features. See pp12-13  Terrain types are: WW, Rv, H(S), H(G), Wd, O, V, E, GGo, RGo, DGo, M, D, Rd, BUA. 

Area Features

Good Going (GGo)

Space between terrain features is good going. Combat outcomes applying only in good going do not apply when attacking or defending across fortifications.

Bare gentle slopes

H(G) - Hill or lesser rise with only gentle and bare slopes. 

Open Fields

Even if not listed up to 3 open fields can always be used if in contact with a BUA and enclosed fields are not specified

Frozen marsh, bog, or water features

Frozen waterways are GGo to land elements but impassable to all naval elements (p13 & 20).  Land elements fleeing across a bridge or frozen river, waterway, or marsh must dice each bound and are destroyed by drowning unless they score 2 or more (p 20). If a front rank element is destroyed, a second rank element is not destroyed if the front element drowned(p24).  A fleeing element cannot deviate to avoid crossing an unfrozen river, or a frozen river, frozen waterway, or frozen marsh; a failure to succeed in any of which destroys it, including during an initial recoil.  Naval elements cannot be deployed on frozen water features.  

Beaches

Beaches are GGo to land troops.   Landing troops that recoil can re-embark.

Hills

Can be H(G) -Hill or lesser rise with only gentle and bare slopes or H(S) - Hill with some or all slopes steep, rough or wooded. Hill slopes give a +1 advantage in close combat to an element with at least part of its front edge upslope of all the opposing element. A hill touching a waterway can project into it as a promontory if no closer than 300p to the table edge nor closer than 1 element width to the shore.  Blocks line of sight and hides ambushes from enemy deployment areas.  Troops at least half way up hills cannot see or be seen from less than 600p beyond a lower hill, wood, orchard, olive or palm grove or sand dunes.  Those on the flat or lower on hills cannot see over these at all. Troops on steep slopes or beyond a crest cannot be seen from the same hill at beyond 100p.  Prevents Dazzle on shaded side [p14].  Troops who moved upslope into contact in Mud add –1 to their combat score.
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Fig. A - three examples of elements in combat on a hill at various angles to the slope. Contours of the hill are shaded. The red line indicates the direction of slope and is perpendicular (90 degrees) to its contours. 

Pair "X" - both elements engaged with their front edges aligned down slope so neither would received any advantage for being upslope in combat.

Pair "Y" - clearly the Bd element is upslope to the Wb element in contact.

Pair "Z" has both elements with their front edges slightly angled (10 degrees) to the direction of the slope. This would be considered an extreme example and a close call (usually dismissed in games as neither having any combat advantage). DBM however doesn’t define any demarcation between this and pair "X" so one element can claim to be upslope if the rule is taken to the letter.
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Fig.B - an enlargement of Pair "Z". The DBM definition for upslope relies on determining which element has its front edge upslope. It doesn’t help resolve the problem because both front edges occupy the same line between them (theoretically anyway.) 

Consider the following suggestions for resolving this:

- Draw a line from the top of the hill (or ridge line) to the closest front corners of each element. The element whose base is crossed by this line is facing upslope (the Wb element in this example). Bd element receives the uphill combat advantage.

-Measure down from the top of the hill to the nearest rear corners of the opposing elements, which ever corner is closest to the top must be facing down slope partially, the other facing upslope.

Both these suggestions rely on picking a point on top of the hill to measure down from. Hills with easily definable slopes, crest lines or peaks are needed. It is recommended to clearly define the hills with your opponent before a game. Flat top hills should be treated as ridge lines as modelled or mutually agree on a crest line or peak (few hills have a single point from which all its slopes descend from, unless you possess conical shaped hills.) 

Beating Knights with All Terrain Troops

If you have Ax, they will be run down by knights unless they are in difficult or rough terrain.  To get the knights into the terrain, form the Ax into two lines, a base depth apart.  The second line should have most of its bases in the difficult terrain.  If the knights charge the first line, they will destroy them and pursue to a few millimetres short of the second line.  Provided you have enough Pips, your second line is able to move forward a few millimetres and catch the Kn in difficult terrain.  Kn are destroyed if caught in difficult terrain, turning the tables on them!  You can also use Ps or Ax to fight Kn if you have the Kn flanked – the factors are then equal (2 to 2) and you have an equal chance of destroying one another, but for a lot less cost in points!  This can really irritate the Kn player if you use Ps (I).

Rough going (RGo)

Movement across rivers is not rough or difficult going, but penalised in other ways. Chariots, Expendables, artillery except X, or man-held rockets, war wagons and wheeled baggage can only end their move in rough going as single elements.

Moderately boggy, rocky, or brushy gentle slopes or lower ground

Rocky areas or brush conceal Psiloi ambushers only – they can be seen 150 p away.  Otherwise they do not reduce or obstruct visibility.

Sunken gully

Hill or Gully slopes give an advantage in close combat to an element with at least part of its front edge upslope of all the opposing element.  A gully can be seen into only from its edge, but does not otherwise reduce or obstruct visibility.  Troops in a gully can see out, but cannot shoot out. Conceals Ambushers (in flank sector).  Prevents Dazzle [p14].

Difficult going (Dgo)

Chariots, Expendables, artillery except X, or man-held rockets, war wagons and wheeled baggage can only end their move in difficult going as single elements. Impetuous Mounted troops ignore enemy in difficult going.  No rear rank combat or shooting support in is allowed in Dgo.  Combat outcomes applying only in difficult going do not apply unless the troops affected by the outcome count the terrain as difficult going.  A fleeing element can and must change direction up to 90( to avoid difficult going it cannot enter this bound (p24).  See also Group Moves into Difficult Going
Steep or wooded, vine-planted or terraced slopes

H(S) Hill with some or all slopes steep, rough or wooded. A popular hill is a rough-covered gentle hill, which counts as a H(S).  This hill has the combat advantages for rough/difficult terrain troops (watch out for camels!) but allows group movement.

Troops on steep slopes or beyond a crest cannot be seen from the same hill at beyond 100p.  Troops on a steep hill can see or be seen anywhere off the hill provided the line of sight is not blocked by intervening terrain.  This allows your general to command them easily if he is not on the hill and on the right side of it!  It may be useful to cover a steep hill with orchard or olive groves (at no cost) if you are likely to fight bowmen, as these won’t be able to shoot until they are within 150 paces.

Woods (Wd)

Blocks line of sight. Troops or plashing within a wood cannot be seen from beyond 50 p, unless they disclose their presence by shooting out. Conceals Ambushers.  Add –1 for shooting to or from Woods.  Prevents Dazzle [p14].  Add 1 Pip for movement if the General is more than 600 paces from the element to be moved/halted (as he can’t see them).

Orchards and Olive/ oasis Palm groves (O) 

Blocks line of sight. Troops cannot be seen from within orchards, olive or palm groves or sand dunes from beyond 150 p, unless they disclose their presence by shooting out. Conceals Ambushers (in flank sector). Add –1 for shooting to or from Orchards etc.  Prevents Dazzle [p14].

Enclosed Fields (E) 

Even if not listed up to 3 open fields can always be used if in contact with a BUA and enclosed fields are not specified

Vineyards (V)

Conceal Psiloi ambushers only – they can be seen 150 p away.  Otherwise they do not reduce or obstruct visibility.

Marsh (M)

Inland marsh other than on a river. Even if not listed, a single patch of costal marsh can always be used if successfully positioned in contact with a waterway. Conceal Psiloi ambushers only – they can be seen 150 p away.  Otherwise they do not reduce or obstruct visibility.

Sand Dunes (D)

Blocks line of sight. Troops cannot be seen from within sand dunes from beyond 150 p, unless they disclose their presence by shooting out.  Even if not listed, a single patch of costal sand dunes can always be used if successfully positioned in contact with a waterway. A Waterway is edged by 50p to 100p of beach (50p if not depicted), except where a promontory, marsh, rocky or dune area feature, or the quay, defences or foreshore of a BUA are placed. Beaches are good going to land troops. Conceals Ambushers (in flank sector).

Built Up Areas (BUA) & Unfortified BUA
A BUA can always include 0-2 connecting internal roads and, if on a hill, a link road to the bottom of the hill. Any fields must be contiguous with a BUA.  Even if not listed up to 3 open fields can always be used if in contact with a BUA and enclosed fields are not specified.  If any invaders have passed through the centre point of a BUA, add 4 elements to the defender’s total army losses.  A BUA can be on a hill, island, promontory (a hill on a waterway), or partly replacing a beach.  A BUA on a hill or island counts as the sum of both when counting feature equivalents. A BUA touching a waterway can project into it as a promontory if no closer than 300p to the table edge nor closer than 1 element width to the shore. A Waterway is not edged by beach where a foreshore of a BUA is placed (p13). A Defender can place one BUA if in contact with a WW, or in a flank sector or placed so that a gateway or included road links up with an invader-placed road. The BUA/fields, WW, and/or river must be placed before the defender’s other terrain. The BUA and any fields must entirely be within one sector.  Any fields must be contiguous with a BUA, and enclosed if the list book allows, open if not.  The defender can place up to 2 roads if they link with a BUA.  A BUA is not diced for.  Invaders cannot place a BUA. A BUA blocks line of sight.  Troops in the interior of a BUA cannot be seen from beyond 50 p, unless they disclose their presence by shooting out. Baggage must be placed in a BUA, or in a group or groups in Ggo.  Only immobile baggage can be placed in a BUA as mobile baggage can’t end their turn in difficult terrain. An ambush cannot be placed within a BUA.  A BUA prevents Thirst if it is closer to a side’s base table edge than is the rear of its most forward element.  If invaders have passed through the centre point of a BUA, add 4 elements to the defender’s total army losses.  Baggage placed inside a BUA can’t be seen beyond 50 paces and attackers get a –2 difficult terrain modifier.  Because they can’t see the baggage and aren’t aware of it, troops will not move spontaneously towards baggage inside a BUA until they are within a difficult terrain move of the baggage.  A BUA filled with enough rough terrain troops makes a great anchor for your line, as most competition players do not have many good rough terrain troops.  Even those with bowmen suffer a disadvantage – they can’t shoot at the defenders until they are within 50 paces, although they do not otherwise suffer a combat or shooting disadvantage.

 Fortified BUA (see also Fortifications)

A BUA more than 750p across must have PF; others may have PF or TF.  Any army with BUA listed among its permitted terrain types can have sufficient PF or TF to enclose the on-table part of a BUA when the defender.  These must completely enclose its perimeter, except optionally when it abuts the table edge or a waterway, and must include 1-3 on-table fortified gateways that must connect to internal roads if the BUA includes these.  The defender first places his baggage, any fortifications not part of a BUA, and any of his elements garrisoning a fortified BUA.  The latter can include some or all the elements of one command only, which cannot be the largest command.  .  Points spent on fortifications other than those specified by the army’s list are wasted if the terrain includes no BUA, or the army becomes the invader.  Elements within 300p of an enemy flank march arrival must flee unless in a fortified BUA or in close combat. An ambush cannot be placed within 200p of an enemy garrisoned fortified BUA.  No flank marching element can arrive in a fortified BUA. Unless inside or part of a fortified BUA or in ambush, troops, baggage and TF cannot be deployed further forward than 300 p short of the table centre line, within 300p of a short table edge (unless naval), or within 200p of an enemy garrisoned fortified BUA.  Troops manning BUA perimeter fortifications are not considered to be in DGo.  Troops inside a fortified BUA do not get a +2 modifier when shot at by (S) artillery if it has PF, or any artillery if it has TF.  Similar provisions apply for WWg (S), Ps (X), or Ship (S) (see p 22).

Linear Features

WW, Rv, or external Rds – other features are Area features

Roads (Rd)

Each counts as ½ a feature equivalent. It must be approx. element width or less, with troops moving astride. It can go through or over features placed before or after, and can cross each river once by bridges or fords. Combat along a road counts as in the off-road going on its edges, which must be identical on both sides.  The invader can place a road from one central sector table edge to the other.  The defender can place up to two external roads, but only if they link with a BUA or join/cross a previous road, or roads are compulsory.  A BUA can include up to 2 internal roads.

Water features

Waterways (WW) 

Waterways are large areas of water suitable for sea-going vessels, such as the sea, large lakes or giant rivers. Even if not listed, a single patch of costal sand dunes or marsh can always be used if successfully positioned in contact with a waterway. Only one waterway [WW] can be used, extending between 300p and 900p inward from a short table edge and with no more than half extending more than 600p inward. It is edged by a further 50p to 100p of beach (50p if not depicted), except where a promontory, marsh, rocky or dune area feature, or the quay, defences or foreshore of a BUA are placed. Beaches are good going to land troops. Unless frozen, waterways are impassable to land elements but passable to all naval elements. A BUA or hill touching a waterway can project into it as a promontory if no closer than 300p to the table edge. An island (a hill completely surrounded by the waterway it touches) cannot be closer than 300p to the table edge nor closer than 1 element width to the shore. A gap no more than 200p wide between island and shore is treated as a river for movement and combat by naval and land troops. If waterway placement is obstructed by hills on both flanks, those on the less hilly flank are moved directly inland the minimum necessary to become islands or promontories.  WW are unfordable except where an island is within 200p of the shore.

Rivers (Rv) 

Placement

Rivers are not Rgo or Dgo.  See p 20. Attackers can place one river flowing from one long table edge to the other and between 600p and 1,200p from one short edge.  Defenders can place one river from one short table edge to that opposite, or to a WW, or an attacker-positioned river.  The first river placed must flow from a specified table edge to the opposite edge, or to a waterway along that edge. If both players place a river, the defender's must flow from a short table edge to the first. A river can only curve to the extent that no two points on its mid-stream line are separated by a straight line distance of less than ¾ of the distance between them measured along the mid-stream line. Its width must not exceed 200p. Even if not listed a single patch of marsh can always be used if successfully positioned in contact with a river.  

Determining Effects

See p 13 and 20 to find out how to determine what sort of river.  Note that there are two sectors for the attacker, and three sectors for the defender.  This is because the table is divided into six sectors during terrain placement; an invader’s river, running down the table, crosses only two of those sectors.  A defender’s river is mostly likely to be Paltry and have little effect on movement or combat, as you deduct 1 for a short river and another 2 for summer .  An invader river is most likely to be Easy.  The first element to enter each unfrozen river during the game, or the same river in a different table sector, except by a road ford must dice for its difficulty, adding 2 if in flood and deducting 1 if running to another water feature or a short table edge, 2 if in summer or autumn in Dry or summer in Warm or Cold.  It will then be found to be:

<3 Paltry It can be waded anywhere in any formation without delay. Do not add  –2 in combat when crossing a paltry river.  Shooting is permitted.

3-4 Easy It can be waded anywhere in any formation, but at reduced speed. No shooting. (p 39)

5-6 Tricky It can be waded anywhere by a single element or single element-wide column at reduced speed. Dismounted Kn treat Tricky as Dangerous. All must move in column. No shooting.

7-8 Dangerous: It can only be waded by a single element or single element-wide column at reduced speed. No shooting.  Each element must dice again separately as it enters the water, adding 1 if it is a general's element or if an element immediately in front has just crossed successfully. A score of 1 indicates that the element is destroyed by drowning, 2, 3 or 4 that entering the river is now impossible anywhere within 300p that bound, 5 or more that the element can cross safely.  If a front rank element is destroyed, a second rank element is not destroyed if the front element drowned(p24).

Movement

Moves are restricted to 100p if any element is crossing any but a paltry river. Troops wading a river do not count as in rough or difficult going, but see p 20 & fig. 15. A land element is wading a river if any part of it is in the river. A single element or group move across a river must cross it at between 45° and 135° to the direction of flow (see p 39).  They cannot change direction while in a river, except to pivot/shift to conform to an enemy obstructing emergence, and/or to move directly to their rear.  A river can be crossed safely without delay by bridge or road ford.  Its nature elsewhere is unknown until the first player attempts to wade it off-road or place boats on it. Only boats can move along an unfrozen river and then only if it is at least 1 element width wide and not paltry.  Fords or undefended bridges do not block boats.

Combat

All rivers aid troops defending their banks, who add +1 in combat.  Spears, pikes, (O) hordes or train add –2 in combat when crossing a non-paltry river. Wading troops receive rear support and suffer combat outcomes as if in good going (p39).  A fleeing element cannot deviate to avoid crossing an unfrozen or frozen river.  Failing to cross a frozen or unfrozen water feature while recoiling or fleeing destroys the element (pp20 & 24).  An initial recoil into a river of a fleeing element destroys it.  Drowned elements do not destroy elements behind them.  Waders must follow up/pursue, but riverbank defenders do not.  Pursuers do not pursue into a river.  No troops follow up into a water feature. Land troops on a bridge recoiling from naval turn and flee back to land.  An element entirely on dry land, facing the river, with the water’s edge closer than its own base depth directly in front of the nearest part of its front edge, and part of its opponent’s base still in the water counts as defending the river bank even if not adjacent – this means they can be in a straight line in a group (see p 38).  Naval passing through enemy or friendly waders destroys them instantly- this is not counted as close combat.

 TF 

Temporary Fortification. [page 9] 

Train

Artillery except X, war wagons and baggage are Train.  Train cannot move to contact enemy troop elements or fortifications, except that WWg (S) can contact fortifications and WW(X) can contact troops.  Train are not made impetuous by demoralised enemy.  Infantry can pass through Train in any direction. Add –2 in combat in rough or difficult going, or crossing a non-paltry river.

 Tricky 

A classification of a River ford or the section of a Waterway to or from an island. [page 20] 

 Troop grade 

Troops within each type are additionally graded for efficiency relative to the average for that type. The troop grades are Superior (S), Ordinary (O), Inferior (I), Fast (F) and Exception (X). [page 4] 

 Troop Type 

All troops that fought in the same way, had a generally similar ethos and morale and had an equivalent effect on the other classes. For example, Blades (Bd) are a class of troop type. [page 4] 

 Type 

See troop type. 

U

Unladen Naval

Each navel element except Bts (F) and Shp (I) must carry one land element (specified in army list).  Also, Shp(I) can be substituted for land baggage; if so, don't have to carry one land element (p9).  So Unladen Naval is presumably Bts (F) and Sh (I) that are not carrying anything. Destroyed if doubled by any except expendables.

Unreliable ally 

An ally general whose first PIP die score is 1 is unreliable. [page 16]. See Generals
  

Upslope

See Hills
V

V 

Vines. 

Visibility

See page 14.  A Hill Block line of sight and hides ambushes from enemy deployment areas.  Troops at least half way up hills cannot see or be seen from less than 600p beyond a lower hill, wood, orchard, olive or palm grove or sand dunes.  Those on the flat or lower on hills cannot see over these at all.  Troops on steep slopes or beyond a crest cannot be seen from the same hill at beyond 100p.  

W

 Wb 

Warband. [page 6] 

 Wd 

Woods. 

 Within 

"at or less than". 

 WW 

Waterway suitable for ships, such as the sea, lakes or great rivers. 

 WWg 

War Wagons. [page 8] 

Warband (Wb)

Are Impetuous (p19) Irregular Foot and Infantry (P4). 
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Movement: 100 pace normal move. 

Combat: Combat factors +2 vs mounted, +3 vs others. Add +1 for supporting second rank not in difficult terrain. If permitted by army list, spears, pikes, blades, and auxilia add +1 vs Warband for supporting ranks of psiloi. 

Destroy Spears, Pikes, Blades, Hordes, Ax(X), Exp, Art, Unladen naval, and Baggage. 

Destroyed by Kn, Cm (S), or Exp in GoGo, if doubled, or by El. Otherwise recoil if lose combat. 

Superior

4 figures to a 15mm X 40mm base Add +1 vs mounted for supporting 3rd or 4th rank of Wb (S). Add -2 if in rough or difficult going vs foot. 

Ordinary

4 figures to a 15mm X 40mm base. Add -2 if in rough or difficult going. vs foot. 

Inferior

4 figures to a 15mm X 40mm base 

Fast

3 figures to a 20mm X 40mm base 
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War Wagons (WWg)

Are Foot and Train (P4) 1 model to a 80mm X 40mm base. 

Movement: Cannot move to contact enemy troops or fortifications except as below (p18) and doesn't turn to face (p21). War wagons can only end their move in rough or difficult going as single elements. Can never be impetuous (p19). 100 pace normal move. Can't pass through baggage or war wagons. Any troops except Cm (X), El, and Exp can dismount within 300 paces of enemy war wagons on a hill.  WWg do not recoil unless they are (S) assaulting fortifications.  WWg are not recoiled/pushed back by friendly troops.

Shooting: (S) and (O) can shoot in any direction (range 200p). 

Combat: Combat factor +4 vs mounted, +4 vs naval, +4 vs bowmen shooting, +3 vs other foot. Add -2 if in rough or difficult going, or crossing a non-paltry river.  If a WWg element with a longer base edge currently acting as its front edge is contacted on that edge by 2 enemy elements, it fights each in turn that bound.  If only half the edge is currently in contact, the attacker is overlapped. If permitted by army list, spears, pikes, blades, or auxilia who are fighting WWg add +1 for single 2nd or 3rd supporting ranks of psiloi armed with bows, or a single 2nd rank armed with crossbows or handguns.  WWg do not add +2 if defending behind fortifications.  War Wagons do not exert a ZoD
Destroy Cv and Ps if double them, Exp, Art, Unladen naval, and Baggage. 

Destroyed: If lose combat, destroyed by Art except (X) or, unless (X), by El. If not, recoil if (S) assaulting fortifications. Destroyed if doubled unless in combat with Art (S), (O), or (F), when flee instead. If a front rank element of War Wagons is destroyed, a second rank WWg, Bg, or naval element is not destroyed. 

Superior (S)

Can shoot in any direction.  Can move to contact enemy fortifications. Can shoot over friendly infantry unless these are Pk or Bw or within 150p of target.  Does not pursue across a fortification, but an element of foot in contact behind can do so instead. 14/10 pts.  Troops behind any fortifications do not add +2 if they are in combat with, or shot at by, WWg(S). Recoil if lost combat while assaulting fortifications.

Ordinary (O)

Can shoot in any direction, 10/8 pts.  Destroy LH if double them.

Inferior (I) 

Can’t shoot, 3/2 pts, counts as 3 EE

Exception (X)

Are (O) war wagons vs El, otherwise are (I). WW(X) can move to contact troops.  Can’t shoot. 7/6 pts.  Are not destroyed by El.

Weather

Determined at the start of the game.  Can affect movement and combat.  See DBM pages 12 and 14 and Appendix 3, DBM Weather Chart.

Wheeling a Unit

Wheeling is a basic manoeuvre used to change the direction of a unit without altering formation. Wheeling is done as a group move where all elements are in edge to edge & corner to corner contact.Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. [image: image128.png]


 Fig. A - the pivot point for wheeling is usually taken as either the left or right front corner of the group.  The move distance for this unit wheeling is measured by the distance A. Technically, the pivot point can also exist outside the unit anywhere in line with its front edge.
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Fig. B; a group move can combine any number of wheels as long as each segment of movement is measured from the outer front corner of the group.
Total movement for both wheels is the sum of distances A & B. This type of manoeuvre is commonly used to shuffle units sideways. An optional method for sideways movement is illustrated under "Side Stepping Units".
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Fig. C illustrates a group move segmented into a left wheel, forward move and a right wheel. Total movement for this unit is the sum of A, B & C. All three can be combined into a single bound (move distance permitting) or multiple bounds if marching (march moves).  March moves can be used only if enemy units are no closer than 4" (or 100mm) during any part of the units’ movement.

X

 (X) 

Exception. Troops treated as special cases. See troop grades. [page 4]

Y

Z

ZOC (Zone of Control)

Zone of Control (ZoC for short) is a term not found in the DBM rules. Its "DBx slang" used to described the area directly to the front of all elements (excluding Baggage).  This ZoC is measured forward from the front edge and extends out by a base width (40x40mm in 15mm scale). To use your imagination, consider it "no mans land."

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified[image: image131.png]A
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An element within a (enemy) ZoC has its movement options restricted to (a) withdrawing directly to its rear, or (b) advancing directly towards the element in question. There no side stepping allowed, just attack or retreat. Crossing an element's ZoC is not otherwise permitted unless your element intends to line up and/or move into combat with this enemy element. The only exception is when an element is impetuous (all ZoCs are then ignored.) The relevant section of the rules covering this is quoted below.
Movement restrictions: (page 18, top)

No element can cross the front of or retire from in front of any enemy element closer than one element base width distance with no element or fortification or, unless the enemy is naval, water even partially intervening, nor having done so continue moving, except: (the exceptions are basically to move to contact):
· To advance directly forward towards such an element at least part of which is directly in front. 

· To advance and line up directly opposite such an element's front. 

· To advance so that its front edge contacts the front edge or front corner only of whichever enemy element can be so contacted by the shortest move. [Fig. 2]. An element attempting contact having started opposite a joint between two enemy elements must therefore contact the enemy element it initially overlaps most. 

· To follow behind an element or elements contiguous with its front in any of the above. 

· To retire directly to its own initial rear without ending in edge contact with enemy. 

· As a spontaneous or outcome move. 

· If the enemy are skirmishers and the movers are impetuous troops and their entire move is directly forward.

ZoC's can be used to your advantage by trapping or cornering enemy elements, minimising their options to moving into combat or retreating straight back. The following example looks options available to a Psiloi element when ZoC'd by an Auxilia.

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
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Fig 1 - An Auxilia element has advanced to within 30mm of an enemy Psiloi. The Psiloi is within 40mm directly to the front of the Auxila and is therefore ZoC'd. 

You can use the DBM Gauge provided below to determine if an element is in a ZOC.
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Fig 2 - The Psiloi element has three options for movement in its next bound;

(A) advance directly at the Ax, moving across its front to line up opposite, 

(B) withdraw directly to its rear, no deviation (it can turn about 180 degrees!) 

(C) move directly towards the Ax without lining up. 

ZoCs also affect how elements move into combat. The following example illustrates the movements options available to a Psiloi element for attacking;

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
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Fig 1  -  The Psiloi (green) is in a position to   to attack either enemy elements (red). It starts it bound outside both the ZoC's.
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Fig 2 - The Psiloi can attempt to move directly into combat with element "a",  but in doing so will cross the ZoC of element "b"  making the move illegal. 

As the 2nd bullet states; "An element attempting contact having started opposite a joint between two enemy elements must therefore contact the enemy element it initially overlaps most."
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Fig 4 - An alternate path for attack element "a" would be to side step left, avoiding the ZoC of element "b", then moving forward into combat with element"a". 

This would only be possible if the Psiloi's total movement measured along its "L" shaped path was not exceeded.
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Fig 3 - The Psiloi can move directly into combat with element "b" if required.

Blocking ZoC
The Zone of Control exerted by any element is only effective as long as there are no intervening obstructions such as fortifications, waterway or......enemy elements. The following illustrated example shows how deliberately blocking a ZoC can be of practical use during a game. The relevant section of the rules covering "intervening elements" is quoted below.
Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified.
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Fig 1 - It's the Orange player's movement bound. 

The Kn's movement options are restricted by being within ZoC of the Pikes. It can do [a] nothing, [b] move directly to its own rear, or [c] move into combat with the Pike (the last two being unfavourable options).  The adjacent Ax element makes a more desirable target for the Kn.
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Fig 2 - By moving the Ps across the front of the Pikes, the Ps has "partially intervened" on the Pike's ZoC, thus releasing the Kn element to move freely. 
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Fig 3 - The Kn element can side slip to the left and move into combat with the Auxlia element.

Movement restrictions: page 18, first sentence -
"No element can cross the front of or retire from in front of any enemy element closer than one element base width distance with no element or fortification or, unless the enemy is naval, water even partially intervening ......."
ZOD (Zone of Death)

See also Buttocks of Death
"Zone of Death" is not an official DBM term so don’t bother looking for it in your rules. It refers to the area behind a destroyed element that will also destroy any friendly elements within it (with exceptions to Ps, WWg, Art & Bg as mentioned below). In addition to the ZoD, any elements supporting the destroyed element in combat are also destroyed.

The ZoD area is described under “Destroyed Elements” (page 24): 

“When an element is destroyed as its close combat outcome or by being unable to complete a recoil from close combat, all friendly elements which gave rear support, or with any part directly behind and less than the destroyed element’s base depth from its initial position of its rear edge, or less than one base width if this is less or their nearest part directly behind the destroyed element is a flank or rear edge or rear corner, are also destroyed unless … the front element is of psiloi, artillery, war wagons, baggage, or naval, or the elements behind are separated … by fortifications.”

In short , this means

· less than the destroyed element’s base depth from its initial position of its rear edge, 

· or, less than one base width if the nearest part is a flank or rear edge or rear corner. 

The following examples are based on a Blade (O) element being destroyed in combat and illustrate the effect it has on friendly Bd elements to its rear.

Diagrams drawn to 15mm scale, all dimensions in "mm" unless otherwise specified. 

You can use the DBM Gauge provided below to determine if an element is in a ZOC. [image: image141.jpg]Wh{0) Wh(0) Wb(0)
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Fig A - the Bd element in contact with the Wb is destroyed in combat. Friendly (Bd) elements to it’s rear are effected as follows: X is killed because its within a base depth (15mm).  Y is safe because its outside base depth & lined up with its front edge being closest. Z is killed because its within a base width (40mm) and it’s flank is closest. 
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Fig B - same example as above except rear elements are slightly rotated: 

Y is safe because its outside a base depth and its front corner is the closest.  Z is killed within a base width (40mm) because it’s rear corner is closest. Note: if Z was rotated the same as Y, it would be safe.

ZoD’s are blocked by intervening fortifications, but not by intervening elements. ZoD’s for Psiloi only affect other Psiloi. Artillery, War Wagons, Naval and Baggage do not exert a ZoD.

DBM Gauge

Use this gauge to determine shooting arcs, ZOD, and ZOC.
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Player Initiative Point Dicing (PIP)

-1
If the element or group includes the C-in-C if to be moved or halted, or a sub-general who has not moved during the game if to be halted. Each general can only apply this modifier to his own command, and only once per bound. 
+1
If the element or group to be moved or halted is more than 1,200p from the general's element, or more than 600p and neither is in sight of the other; or if the general's element is in front edge contact with enemy, or is straggling off-table or has been lost. The distance is taken as being the shortest distance between the nearest point of the general's element and the nearest point of the element or group to be moved or halted without passing either through terrain impassable to both light horse and boats or through any enemy element. 

+1
If a single element or group move on land, but not a halt, includes any irregulars except light troops or cavalry, and either of the following also apply: 

· Any element deviates from straight ahead, unless following another element in (but not into) a 1 element wide column, or moving (1 element wide) along a road or river bank, or any element contacts enemy 

· Any irregular element, other than of light troops or a general and any troops double based with him, moves less than its full move, unless the move ends when at least one element contacts enemy, a river or impassable terrain, or a march discovers enemy within 200p. 

+1
If a group move, but not a halt, includes any mounted infantry, knights, cavalry or light horse, other than a general and any troops double based with him, and also any unmounted foot except psiloi behind cavalry they can support. 

+1
If a single element or group move, but not a halt, includes any artillery except (F) or (X). 

+1
For each single element move used to mount or dismount. 

+1
If a single irregular element or a group including any irregulars is halted to prevent spontaneous advance or retreat, unless entirely of foot occupying rough or difficult going, or entirely of foot defending fortifications or a river edge, or entirely of foot uphill of the nearest enemy of whom they are aware. 

+1
If a marching group other than a single element wide column includes any irregulars marching on land for a third or subsequent time that bound, except skirmishers.

Tactical Moves in Paces

	Class
	On Road
	Good
	Rough
	Difficult

	Light Horse
	250
	250
	200
	100

	Cavalry, Expendables, Camelry
	200
	200
	150
	100

	Knights, Elephants
	200
	150
	150
	100

	Auxilia,  Psiloi
	200
	150
	150
	150

	Spears, Pikes, Blades
	200
	100
	100
	100

	Bowmen , Warband, Hordes
	200
	100
	100
	100

	War Wagons, Artillery(except S), Baggage
	150
	100
	50
	50

	Artillery (S)
	100
	50
	50
	N/A

	Naval (except X)
	N/A
	200
	N/A
	100

	Naval (X)
	N/A
	100
	N/A
	50


Troops classed as Fast (F), add an extra 50p to their maximum tactical, march or fleeing move distance off-road, if either mounted, artillery or naval in good going or if other foot. 
An element in front corner to front corner or side edge to side edge contact with an enemy element at the start of its move can add 50p to its maximum distance to move into frontal contact with that enemy element's flank edge.
Combat Factors

	Troops
	vs Mtd
	vs Foot
	vs Naval
	Ranges
	Paces

	Elephants
	+5
	+4
	+3
	Artillery (X)
	100

	Spears, Expendables or Artillery
	+4
	+4
	+4
	Bows
	200

	Knights (+4 vs Bw shooting) or Pikes
	+4
	+3
	+4
	Artillery(I) 
	200

	War Wagons (+4 vs Bw shooting)
	+4
	+3
	+4
	War Wagons
	200

	Bowmen or Camelry
	+4
	+2
	+3
	Galleys
	200

	Cavalry, Galleys or Ships
	+3
	+3
	+3
	Ships
	200

	Blades (+4 vs shooting)
	+3
	+5
	+4
	Boats (S)
	200

	Warband or Auxilia
	+2
	+3
	+3
	Other Artillery
	500

	Light Horse, Psiloi, Hordes or Boats
	+2
	+2
	+2
	Impetuous Troops

Irr: Kn(S/O/F), Cm(S), Exp, Wb, Bd(F), Hd(S).

	Baggage, or Naval if troops disembarked
	+1
	+1
	+1
	


Rear Support Factors

Some troop types add to their normal combat factor if supported to their rear by contiguous friendly elements of appropriate type and of the same command, lined up with them and facing in the same direction, provided that no rank is of chariots, nor in difficult going, nor defending fortifications, nor being shot at unless knights (I), nor has any edge in contact with the front edge of enemy expendables, nor has just moved into close combat against artillery (S).

· If expressly required by their army list to be mounted on a double element base, knights (I) fighting foot, knights, cavalry or light horse to their front or shot at except by artillery add +1 for a supporting 2nd rank of knights (I). 

· Cavalry who are fighting cavalry or light horse to their front add +1 for a supporting 2nd rank of cavalry (I) if (I), (O) if not. 

· Spears add +1 for a supporting 2nd rank of spears, if both are the same grade and in good going. 

· Pikes except (X) add +1 for each supporting 2nd, 3rd or 4th rank of pikes, if all are the same grade and in good going. 

· Pikes (X) add +1 for each supporting 2nd or 3rd rank of pikes (X) or (I), if all are in good going. 

· Blades who are fighting knights or camelry (S) to their front add +1 for a supporting 2nd rank of blades. 

· Warband add +1 for a supporting 2nd rank of warband. 

· Warband (S) who are fighting mounted troops to their front add +1 for each supporting 3rd or 4th rank of warband (S) if all ranks are of warband (S). 
· Auxilia (X) add +1 for each supporting 2nd or 3rd rank of auxilia (X), if the 2nd rank is of auxilia (X). 

· Other auxilia in close combat against spears, pikes, blades, auxilia or bowmen to their front add +1 for a supporting 2nd rank of auxilia of the same grade.

· Bowmen in close combat against spears, pikes, blades, auxilia or bowmen to their front add +1 for a supporting 2nd rank of bowmen of the same grade, armed with the same type of bow.

· Psiloi who are fighting skirmishers to their front add +1 for a supporting 2nd rank of psiloi (O). 

· If expressly permitted by their army list, spears, pikes, blades or auxilia who are fighting warband or mounted troops except knights (X) to their front or attacking fortifications or war wagons add +1 if supported by a single 2nd or 3rd rank of psiloi armed with bows, or a single 2nd rank of psiloi armed with crossbows or handguns. 

· If expressly permitted by their army list, cavalry who are fighting cavalry or knights (X) to their front add +1 for a supporting 2nd rank of psiloi (S) or (I). 

Tactical Factors

+2
If foot defending behind Fortifications when shot at or in close combat unless any of the following apply:

· They are War Wagons.

· They are behind permanent Fortifications and being shot at by Artillery (S).

· They are behind temporary Fortifications and being shot at by any Artillery or in close combat with Psiloi (X).

· They are behind any Fortifications and in close combat with or shot at by a War Wagon (S) or Ship (X) tower.

+1
If the general’s element of an undemoralised command, and either in close combat or shot at.

+1
If in close combat and either upslope, on a raised PF tower, or defending a river bank except at a road ford/bridge.

-1
For each flank overlapped, and/or each enemy element in frontal contact with flank or rear, or for each 2nd or 3rd element aiding a shooting enemy.

-1
If disadvantaged by weather or shooting to or from a wood, orchard or olive or palm grove.

-2 
If an element of a demoralised command, other than its general, and either in close combat or shot at.

-2 
If mounted troops who are attacking across fortifications; or in close combat while in, or in contact with the front edge of enemy foot who are in, going rough or difficult to the mounted troops.

-2 
If blades or (S) or (O) warband in close combat against foot to their front while in rough or difficult going.  

-2 
If spears, pikes, (O) hordes or train in close combat while in rough or difficult going or while crossing any but a paltry river except by a road ford or bridge.
Grading Factors

Compare your element's total score before grading factors to that of its shooting or frontal close combat opponent before grading factors, then adjust it by each of the following that apply: 

-1
if your element is neither artillery shooting nor elephants in close combat, and scored more than (S) opponents. 

+1
if your element is (S) shooting, and scored exactly 1 more than (S) opponents, or equal to (O) or (F) opponents. 

+1
if your element is shooting or in close combat, and scored equal to or more than (I) opponents. 

+1
if your element is in close combat in your bound or shooting, is not artillery, and scored more than (F) opponents.

Pursuing Elements

If its close combat opponents recoil, break off, flee or are destroyed, an element of knights except (X), pikes, irregular blades, irregular spears (but not bow (X)), waders or naval, or of any impetuous troops, immediately pursues straight ahead its full move if this contacts enemy baggage, otherwise the lesser of its own base depth or width, unless any of:

· It is in contact with an enemy front edge to its flank or rear after a frontal opponent breaks off. 

· It fought only as an overlap or flank contact. 

· It was foot fighting skirmishers, pikes or blades vs mounted, or knights vs psiloi, and chooses not to pursue. 

· It was defending a fortification or river bank, took a tower, or would enter a river or reach a waterway. 

· Its pursuit would take any part of its base off table.

Elements which provided rear support to pursuers also pursue.
Combat Outcome

If an element’s total is equal to that of its opponent:

Expendables 
Destroyed

Other troops
Continue fighting next bound if in close combat and neither breaks-off.

If an element’s total is less than its opponent, but more than half:

Elephants
Destroyed by artillery shooting, by light troops or by (X) camelry. If not, recoil.

Knights
Destroyed by elephants, expendables or light horse, by (S) bowmen whose front they moved into contact with this bound, by (X) blades in an enemy bound, or by any enemy if in close combat in difficult going. If not, recoil.

Light Horse
Flee from artillery shooting, from expendables, or if in difficult going. If not, recoil.

Expendables
Destroyed.

Other Mounted
Flee from expendables, or if in difficult going. If not, recoil. 

Spears, Pikes, Blades
Destroyed by knights, (S) camelry or expendables if in going these count as good, or by warband. If not, recoil.

Warband
Destroyed by knights, (S) camelry or expendables if in going these count as good, or by elephants. If not, recoil.

Auxilia
Destroyed by knights or (S) camelry if in going these count as good, and also, if auxilia (X), by elephants, expendables or warband. If not, recoil.

Bowmen
Destroyed by any mounted troops in contact. If not, recoil.

Psiloi
Destroyed by knights, cavalry, light horse or (S) camelry if in going these count as good. Recoil from elephants or expendables, or if shot at except by artillery, or if in going neither counts as good. If not, flee.

Artillery
Destroyed by any in contact. If not, recoil unless in a fortification.

War Wagons
Destroyed by artillery except (X) or, unless (X), by elephants. If not, recoil if (S) assaulting fortifications.

Hordes
Destroyed by knights, (S) camelry or expendables if in going these count as good, or by elephants or warband. If not, recoil.

Naval
Recoil.

Unladen Naval
Destroyed by any in contact except expendables.

Baggage
Destroyed by any in contact. If not, flee if mobile.

If an element’s total is half or less than half that of the enemy:

Cavalry
Flee from spears, pikes or auxilia (X) if in good going, from close combat with artillery except (I) or (X), or from naval. Otherwise destroyed.

Light Horse
Destroyed if in close combat by any mounted troops, bowmen, psiloi (O) or war wagons (O), or if in close combat in difficult going. If not, flee.

Psiloi
Destroyed by any mounted troops if in going these count as good, by bowmen, auxilia except (X), or psiloi, or if (X). If not, flee.

Other Land
Flee from close combat with artillery except (I) or (X), or from naval. Otherwise destroyed.

Naval
Destroyed by artillery (S), or by any in contact except expendables. Flee from other shooting.

Unladen Naval
Destroyed by any except expendables.


	Climate
	Season
	0-1
	2
	3
	4
	5
	Sunrise to Sunset


	
	Winter
	Light NE wind.
	Fog. No wind.
	Strong SW wind. Rain.
	Light NW wind. Rain.
	Light NE wind. WW, Rv and M frozen. Snow.
	0800-1600

	Cold
	Spring
	Light SW wind.
	Mist. No wind.
	Strong SW wind. Rain.
	Light NW wind. Rain.
	Light SW wind. Rain. Rivers flooded. Mud.
	0500-1900

	
	Summer
	Light SW wind.
	Mist. No wind.
	Strong SW wind. Rain.
	Light NW wind.
	Light SW wind. Dazzle.
	0400-2200

	
	Autumn
	Light SW wind.
	Mist. No wind.
	Strong SW wind. Rain.
	Light NW wind. Rain.
	Light SW wind. Rain. Rivers flooded. Mud.
	0500-1900


	
	Winter
	Light NW wind.
	Mist. No wind.
	Strong S wind.
	Light NW wind.
	Light NW wind. Rain. Rivers flooded.  Mud.
	0800-1600

	Warm
	Spring
	Light NW wind.
	Mist. No wind.
	Strong S wind.
	Light NW wind. Rivers flooded.
	Light NW wind. Rain.
	0600-1800

	
	Summer
	Light NW wind.
	Mist. No wind.
	Strong S wind.
	Light NW wind.
	Light NW wind. Dazzle. Thirst.
	0500-1900

	
	Autumn
	Light NW wind.
	Mist. No wind.
	Strong S wind.
	Light NW wind.
	Light NW wind. Rain.
	0600-1800


	
	Winter
	Light SW wind.
	Mist. No wind.
	Strong S wind. Dust storm.
	Light SW wind.
	Light SW wind. Rain. Rivers flooded.  Mud.
	0800-1600

	Dry
	Spring
	Light SW wind.
	Mist. No wind.
	Strong S wind. Dust storm.
	Light SW wind.
	Light SW wind.
	0600-1800

	
	Summer
	Light SW wind.
	Mist. No wind.
	Strong S wind. Dust storm.
	Light SW wind.
	Light SW wind. Dazzle. Thirst.
	0500-1900

	
	Autumn
	Light SW wind
	Mist. No wind
	Strong S wind. Dust storm
	Light Sw wind.
	Light SW wind. Thirst.
	0600-1800


	
	Winter
	Light SW wind
	Mist. No wind
	Strong SW wind
	Light SW wind.
	Light SW wind.
	0600-1800

	Tropical
	Spring
	Light SW wind
	Mist. No wind
	Strong SW wind. Rain
	Light SW wind. Rain.
	Light SW wind. Rain. Rivers flooded. Mud.
	0600-1800

	
	Summer
	Light SW wind
	Mist. No wind
	Strong SW wind. Rain
	Light SW wind. Rain.
	Light SW wind. Dazzle.
	0600-1800

	
	Autumn
	Light SW wind
	Mist. No wind
	Strong SW wind
	Light SW wind.
	Light SW wind.
	0600-1800


	Overall
	
	No wind on PIP dice average of 2 or less each bound.
	From 1 hour before dawn until 5 or more. No effect if more than 1 hour after dawn.
	Shipwreck.
	Overcast.
	Overcast except in Summer.
	Dawn 1 hour before sunrise. Dusk 1 hour after sunset. Moonlight if Invader's last roll was odd and no overcast, mist, rain or duststorm.


It will be moonlit if the defender’s last set-up raw die score was odd and there is no overcast, nor current mist, rain nor duststorm.

Change in wind direction:
The wind backs 45o anticlockwise when any bound’s PIP dice average 5 or more, veers 45o clockwise if they average 2 or less.

Snow, rain or dust storm risk:
Such weather starts when any bound’s PIP dice average 5 or more, then ceases if in a later bound they average 2 or less.  Once ceased, it does not occur again.       

WEATHER CHART DBM 3.0

0-1 Light wind as for score 5, except in bounds in which the average PIP score is 2 or less when there is no wind.
COLD

	
	Spring

0500-1900
	Summer

0400-2200
	Autumn

0500-1900
	Winter

0800-1600

	2
	Mist
	Fog

	
	No wind

	3
	Strong wind from SW; overcast; risk of rain; risk of shipwreck

	4
	Light wind from NW

	
	
	Rivers and marshes frozen

	5
	Overcast
	Risk of dazzle
	Overcast

	
	Light wind from SW
	Light wind from NE

	
	Risk of rain;

rivers flooded and mud
	
	Risk of rain;

rivers flooded and mud
	Waterways, rivers and marshes frozen; risk of snow


DRY

	
	Spring

0600-1800
	Summer

0500-1900
	Autumn

0600-1800
	Winter

0800-1600

	2
	No wind

	3
	Strong wind from S; risk of shipwreck

	
	Risk of dust storms
	

	4
	Light wind from SW

	5
	Light wind from SW

	
	Overcast
	Thirst; risk of dazzle
	Thirst; overcast
	Overcast; risk of rain; rivers flooded and mud


WARM

	
	Spring

0600-1800
	Summer

0500-1900
	Autumn

0600-1800
	Winter

0800-1600

	2
	No wind; mist

	3
	Strong wind from S; risk of shipwreck

	4
	Light wind from NW

	
	Rivers flooded
	

	5
	Overcast
	Risk of dazzle
	Overcast

	
	Light wind from NW

	
	Risk of rain
	Thirst
	Risk of rain
	Risk of rain; rivers flooded and mud


TROPICAL 0600-1800

	
	Spring
	Summer
	Autumn
	Winter

	2
	No wind; Mist

	3
	Strong wind from SW; risk of shipwreck

	
	Overcast; risk of rain
	

	4
	Light wind from SW

	
	Overcast; risk of rain
	

	5
	Light wind from SW

	
	Overcast
	Risk of dazzle
	Overcast

	
	Risk of rain

Rivers flooded and mud
	


[image: image144.png]Date:

Opponent:

Date:

Opponent:

Round:

Army,

Round

Army

Y3IdN3Idad

sougnauy g wewiaiag

Bas e € i

Bl 310 ibisre

s sy

1B S

ATTACKER
Y3IdN3Idad
sougnauy g wewiaiag g oy psscriog souenauty s pswiorisg
A sy fug sy
s B 1B S

ATTACKER

Peoduced by (e Nunawading Wasgames Association Inc.





	Troop
type
	Combat factor vs.
	Receive rear
support from (
	In rough or difficult
	Fortifications
	Eligible
to
Shoot

	
	Mtd
	Foot
	Nav
	
	
	attack
	defend
	

	Elephants
	+5
	+4
	+3
	SYMBOL 251 \f "Wingdings"
	   -2(
	-2
	..
	El(X)

	Expendables
	+4
	+4
	+4
	SYMBOL 251 \f "Wingdings"
	   -2(
	-2
	..
	..

	Knights
	+4
	   +3(
	+4
	SYMBOL 51 \f "Wingdings"Kn(I) if ( with foot, Kn, Cv, Lh
or ( except by Art
	   -2(
	-2
	..
	..

	Cavalry
	+3
	+3
	+3
	( Cv(O/I) vs Cv, Lh
SYMBOL 51 \f "Wingdings"Ps(S/I) vs Cv, Kn(X)
	   -2(
	-2
	..
	..

	Light Horse
	+2
	+2
	+2
	SYMBOL 251 \f "Wingdings"
	   -2(
	-2
	..
	..

	Camelry
	+4
	+2
	+3
	SYMBOL 251 \f "Wingdings"
	   -2(
	-2
	..
	..

	Spears
	+4
	+4
	+4
	Sp (same grade) in SYMBOL 186 \f "Symbol"
SYMBOL 51 \f "Wingdings"SYMBOL 102 \f "Wingdings"Ps
	-2
	..
	+2
	..

	Pikes
	+4
	+3
	+4
	(1-3) Pk (same grade) in SYMBOL 186 \f "Symbol" (
SYMBOL 51 \f "Wingdings"

SYMBOL 102 \f "Wingdings"Ps
	-2
	..
	+2
	..

	Blades
	+3
	   +5(
	   +4(
	Bd vs Kn, Cm(S)
SYMBOL 51 \f "Wingdings"

SYMBOL 102 \f "Wingdings"Ps
	    -2SYMBOL 172 \f "Wingdings"
	..
	+2
	..

	Auxilia
	+2
	+3
	+3
	(1-2) Ax(X) if all Ax(X)
other Ax (same grade) vs 
Sp, Pk, Bd, Ax, Bw
SYMBOL 51 \f "Wingdings"

SYMBOL 102 \f "Wingdings"Ps
	..
	..
	+2
	..

	Warband
	+2
	+3
	+3
	Wb
SYMBOL 78 \f "Wingdings" (1-3) Wb(S) vs Mtd
	    -2SYMBOL 172 \f "Wingdings"
	..
	+2
	..

	Bowmen
	+4
	+2
	+3
	Bw(same grade) vs 
Sp, Pk, Bd, Ax, Bw
	..
	..
	+2
	all

	Psiloi
	+2
	+2
	+2
	Ps(O) vs LH / Ps
	..
	SYMBOL 82 \f "Wingdings"
	+2
	..

	Artillery
	+4
	+4
	+4
	SYMBOL 251 \f "Wingdings"
	-2
	SYMBOL 82 \f "Wingdings"
	+2
	all

	Hordes
	+2
	+2
	+2
	SYMBOL 251 \f "Wingdings"
	    -2SYMBOL 139 \f "Wingdings"
	..
	+2
	..

	War Wagons
	+4
	   +3(
	+4
	SYMBOL 251 \f "Wingdings"
	-2
	SYMBOL 82 \f "Wingdings"
	..
	Wwg(S/O)

	Baggage
	+1
	+1
	+1
	SYMBOL 251 \f "Wingdings"
	-2
	..
	+2
	..

	Galleys/Ships
	+3
	+3
	+3
	SYMBOL 251 \f "Wingdings"
	..
	SYMBOL 82 \f "Wingdings"
	..
	all Gal, Shp(S/O/X)

	Boats
	+2
	+2
	+2
	SYMBOL 251 \f "Wingdings"
	..
	..
	..
	Bts(S)

	Unladen Naval
	+1
	+1
	+1
	SYMBOL 251 \f "Wingdings"
	..
	..
	..
	..

	( Kn and Wwg are +4 vs. Bw shooting

( Bd are +4 vs. all shooting

( Rear support is allowed only if all elements are of the same command; and no element is: 

-  chariots,
-  in difficult going,
-  defending fortifications,
-  being shot at [except if Kn(I)],
-  has any edge in contact with the front of Ex
-  has moved into combat with Art(S) this bound. 

SYMBOL 251 \f "Wingdings" No rear support allowed for these troop types. 

SYMBOL 51 \f "Wingdings" Rear support is allowed by these types only if specifically allowed by army lists.
	( Cv(O) can support Cv(S) or Cv(O); Cv(I) can only support Cv(I). 

( Only if front rank is Pk(S/O/I) - if Pk(X), then (1-2) Pk(X/I)

SYMBOL 78 \f "Wingdings" only if front rank is Wb(S) 

SYMBOL 102 \f "Wingdings" only vs Wb, Mtd (not Kn(X)), or vs TF/PF, Wwg - a 2nd or 3rd rank with bows, or 2nd rank if armed with crossbows or handguns. 

( Also applies if vs Foot which are in rough/difficult going to the Mtd
	SYMBOL 172 \f "Wingdings" Bd or Wb(S/O) vs. foot to the front

SYMBOL 139 \f "Wingdings" Only applies to Hd(O)

SYMBOL 82 \f "Wingdings" Does not get +2 if:
-  behind PF & ( by Art(S)
-  behind TF & (by any Art
-  in contact with Ps(X)
-  vs. Ww(S) or Shp(X) 


SHOOTING RANGES


-  Art(X) - 100p
-  Art (S/O/F) - 500p
-  All others - 200p


	
Low scorer is:
	Less than, But More than half
	Half or Less

	Elephants
	SYMBOL 78 \f "Wingdings"
Lights, ( by Art, Cm(X)
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
SYMBOL 242 \f "Wingdings"
all others

	Expendables
(SYMBOL 78 \f "Wingdings" on equal score)
	SYMBOL 78 \f "Wingdings"
Any
	SYMBOL 78 \f "Wingdings"
Any

	Knights
	SYMBOL 78 \f "Wingdings"
El, Ex, LH, SYMBOL 80 \f "Wingdings"Bw(S), 


Bd(X) in enemy bound, any if in SYMBOL 124 \f "Wingdings"
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Cavalry
	(
Ex, any if in SYMBOL 124 \f "Wingdings"
SYMBOL 242 \f "Wingdings"
all others
	(
[Sp,Pk, Ax(X)] in SYMBOL 186 \f "Symbol", 
Art(S/O/F) in (, Naval
SYMBOL 78 \f "Wingdings"
all others

	Light Horse
	(
Ex, ( by Art, any if in SYMBOL 124 \f "Wingdings"
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
any(in SYMBOL 124 \f "Wingdings", [Mtd, Bw, 
Ps(O), Wwg(O)] in(
(
all others

	Camelry
	(
Ex, any if in SYMBOL 124 \f "Wingdings"
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Spears, Pikes, Blades
	SYMBOL 78 \f "Wingdings"
Wb, [Kn, Cm(S), Ex] in SYMBOL 186 \f "Symbol"
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Auxilia
	SYMBOL 78 \f "Wingdings"
[Kn, Cm(S)] in SYMBOL 186 \f "Symbol", [El, Ex, Wb] if Ax(x)
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Warband
	SYMBOL 78 \f "Wingdings"
El, [Kn, Ex, Cm(S)] in SYMBOL 186 \f "Symbol";
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Bowmen
	SYMBOL 78 \f "Wingdings"
Any Mtd in (;
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Psiloi
	SYMBOL 78 \f "Wingdings"
[Kn, Cv, Lh, Cm(S)] in SYMBOL 186 \f "Symbol"
SYMBOL 242 \f "Wingdings"
El, Ex, ( (except by Art), any(in SYMBOL 123 \f "Wingdings"or SYMBOL 124 \f "Wingdings"
(
all others
	SYMBOL 78 \f "Wingdings"
Ax (except Ax(X)), Bw, Ps,

Mtd in SYMBOL 186 \f "Symbol", Any if Ps(x)
(
all others

	Artillery
	SYMBOL 78 \f "Wingdings"
Any in (
SYMBOL 242 \f "Wingdings"
all others unless in fortification.
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	Hordes
	SYMBOL 78 \f "Wingdings"
El, Wb, [Kn, Ex, Cm(S)] in SYMBOL 186 \f "Symbol"
SYMBOL 242 \f "Wingdings"
all others
	SYMBOL 78 \f "Wingdings"
Land (except (with Art(S/O/F)
(
all others

	War Wagons
	SYMBOL 78 \f "Wingdings"
El [unless Wwg(X)], Art except (X)
SYMBOL 242 \f "Wingdings"
if Ww(S) vs. fortification
SYMBOL 198 \f "Symbol"
all others
	SYMBOL 78 \f "Wingdings"
Land
(
all others

	Baggage
	SYMBOL 78 \f "Wingdings"
Any in(
(
if ( and mobile
	SYMBOL 78 \f "Wingdings"
Land
(
all others

	Naval
	SYMBOL 242 \f "Wingdings"
Any
	SYMBOL 78 \f "Wingdings"
Art(S), Any in(except Ex
(
( by all others

	Unladen Naval
	SYMBOL 78 \f "Wingdings"
Any in(except Ex
	SYMBOL 78 \f "Wingdings"
Any except Ex

	SYMBOL 78 \f "Wingdings"
Destroyed
	(
Flee
	SYMBOL 242 \f "Wingdings"
Recoil
	SYMBOL 198 \f "Symbol"
No effect

	SYMBOL 124 \f "Wingdings"
Difficult going
	SYMBOL 123 \f "Wingdings"
Rough going
	SYMBOL 186 \f "Symbol"
Good going
	(
in contact

	SYMBOL 80 \f "Wingdings"
if vs. Bw(S), the front of which Kn contacted this bound
	(
Shot at


	Move distances by Troop type (paces)
	GOOD
	ROUGH
	DIFFICULT
	ROAD

	Light Horse(S,O,I)
Light Horse(F)
	250
300
	200
200
	100
100
	250
250

	Cavalry, Expendables, Camels, Knights(F)
	200
	150
	100
	200

	Elephants, Knights(S,O,I,X)
	150
	150
	100
	200

	Spears, Pikes, Blades, Warband,
Bowmen, Hordes(S,O,I,X)
	100
	100
	100
	200

	Auxilia, Psiloi, Bd(F), Wb(F), Hd(F)
	150
	150
	150
	200

	War Wagons, Artillery(O,I), Mobile Baggage
Artillery(F)
	100
150
	50
50
	50
50
	150
150

	Artillery(S)
	50
	50
	-
	100

	Naval(S,O,I)
Naval(F)
Naval(X)
	200
250
100
	-
-
-
	100
100
50
	-
-
-

	If  any element crosses any but a paltry river (unless on road ford or bridge), or if visibility is reduced to 100p by any of: dust-storm (unless Bedouin or Tuaregs), night, or weather, then maximum move is 100.


	% Odds
	Opponent's Factor

	SYMBOL 218 \f "Wingdings"
	+0
	+1
	+2
	+3
	+4
	+5
	+6
	+7

	+0
	42 / 25
	28 / 11
	17 / 03
	08 / 00
	03 / 00
	00 / 00
	00 / 00
	00 / 00

	+1
	58 / 33
	42 / 17
	28 / 06
	17 / 00
	08 / 00
	03 / 00
	00 / 00
	00 / 00

	+2
	72 / 42
	58 / 25
	42 / 11
	28 / 03
	17 / 00
	08 / 00
	03 / 00
	00 / 00

	+3
	83 / 50
	72 / 33
	58 / 17
	42 / 06
	28 / 00
	17 / 00
	08 / 00
	03 / 00

	+4
	92 / 58
	83 / 42
	72 / 25
	58 / 11
	42 / 03
	28 / 00
	17 / 00
	08 / 00

	+5
	97 / 67
	92 / 50
	83 / 33
	72 / 17
	58 / 06
	42 / 00
	28 / 00
	17 / 00

	+6
	100 / 75
	97 / 58
	92 / 42
	83 / 25
	72 / 11
	58 / 03
	42 / 00
	28 / 00

	+7
	100 / 83
	100 / 67
	97 / 50
	92 / 33
	83 / 17
	72 / 06
	58 / 00
	42 / 00


Look up your factor in the first column, then your opponent's factor across the first row.  Include all overlaps, etc in factors.  If your opponent counts as S, subtract one from your factor, if inferior, add one (or if fast in your bound, add one column for determining chance of doubling only).  Cross index to find your percentage chance of winning the combat (the number before the slash), and of doubling your opponent (number after the slash).  Note that the residual includes both your chance of losing and the chance of a tie.  E.g.  a Kn(O) has factor 4 vs a LH(O) with factor 2… The Kn(O) has a 25% chance of doubling the LH score and killing it, while the LH has a 17% chance of killing the Kn (by merely beating the Kn score).  If the LH had been LH(S), the Kn chance of killing the LH drops to 17% (the LH chance of getting a kill remains 17%).

How the Grading factors affect your element’s combat score:

	Your score is (
	= Enemy 
	> Enemy

	( Enemy is (
	
	

	Superior
	. .
	-1 (unless you are Art shooting or El in ()
+1 if you are (S) shooting & scored one more than enemy

	Ordinary
	+1 if you are (S) shooting
	. .

	Inferior
	+1
	+1

	Fast
	+1 if you are (S) shooting
	+1 if enemy ( (unless you are Art) or ( in your bound


	X files
	     Treat as...
see other page for rear support restrictions

	El(X)
	Art(F) when Shooting (and inflicting outcomes);  El(I) otherwise (incl. when suffering ( outcomes)

	Kn(X)
	Kn(S) when (with [Lh, Sp, Pk, Bw]; ( by [Bw, Naval];
Kn(I) when (with [Kn (not X), Ex, Bd, Wb]:   Kn(O)otherwise

	Cm(X)
	Bg(I) for movement;  Cm(I) otherwise

	Pk(X)
	Pk(S) when ( by Bw; (with [Cv, Lh, Ax, Bw, Ps]; Pk(I) otherwise

	Bd(X)
	Bd(F), except destroy knights on higher score in own bound.

	Ax(X)
	Ax(S) when (with [Kn, Cv, Ex, Sp, Bd, Wb, Hd], Ax(I) otherwise

	Bw(X)
	Sp when ( with Foot {Sp (O) if DBE with Bw(S), Sp(I) if not};
Bw(S) if (with Mtd, ( by Bw, if DBE with Bw(S), Bw(O) otherwise.

	Ps(X)
	Use Art factors vs [All except Ax or Ps], Ps(I) otherwise

	Art(X)
	Art(F) when Shooting (except range 100p), Ax(I) when in(, Bw(O) for movement.

	Ww(X)
	Ww(O) except can't shoot and can contact enemy

	Sh(X)
	Sh(S) when shoooting, ( or (with Fort; Sh(I) otherwise

	Bt(X)
	Art(S) when shoooting or (;  Bt(I) otherwise


	  Impetuous:
(Kn(S/O/F),  Cm(S),  Ex,  Wb,  (Bd(F not X),  Hd(S)
(( means irregulars)

All except Train aware of demoralised enemy within 600p, 
or which would contact baggage


	  Pursuers:
Kn (except X)
but optionally vs Ps; 

Pk, (Bd
but optionally vs Ps or Mtd;

(Sp,  Waders,  Naval
but optionally if foot vs Ps or Lh;

All Impetuous troops
but optionally if foot vs Ps or LH.
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