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FOREWORD

Thi_aq supplement contains twenry additional army lists
for the Warmuster Ancients game, a selection of
further rules, and an extensive new section about

CAMPAIENS.

The new armics have been selected from places as
geographically distant as Ireland and China, and as far
divided in time as the Bronze and Middle Ages. The
armics have been chosen because they are each distinet
and interesting in some fashion. Some are iconic
representatives of their age and therefore clamour 1o
be included. Others earn their place because, although
not 50 well known, they are none-the-less colourful
participants in history

Amongst the requests from players new w Warmaster
Ancients, and often new 1o gaming in the Ancient era,
wias 4 strong plea to include more background history
for the armies concerned. The armics featured in this
book have therefore been placed firmly ino their
historical context, Critics please note thar this book is
in no way intended 1o be either a work of reference or
scholarship, but aims 1o provide an historical overview
for the benefint of readers who wish o collect armies (o
play the Warmaster Ancients game. It is hoped these
summaries will prove informative and helpful, but we
would always encourage players to read up on the
background history of their armies for themselves.
Enowing a lintle abour the culral background o an
army makes collecting and painting a force even more
interesting = some cliim it enhances the joy of victory
amnd even offers solace in defear!

Our other chief aim has been to include more
representational detail in the armies than in the
original set of army lists. This is perhaps the most
common regquest from experienced Anciemts plavers
who are used to the more “what-vou-see-isswhat-vou-
get' approach of, for example, Warhammer Ancient
Bartles. We have rried 1o address this in the lists and
accompanying troop descriptions, as will be readily
seen if you glance through this book. At the same time
we have tried 1o keep the armies compatible with those
in the Warmaster Ancients rulebook so that armies can
be ficlded from either book without due concern as
their fighting merit.

Also included are additional games rules - hoth as
straightforward additions and as corrections 1w the
rulebook. The additions are mostly prompied by new
troops or formations required by the new armies.
There are some modified rules oo, but for the most
part we have avoided making changes except where it
was felt to offer a substantial benefit to do so, Similarly,
we have noted some important corrections o the
rulebook text, but have not anempted 1w deal with
every spelling mistake or misplaced comma as that
scemed wasteful

Finally, ar the request of our benign publisher, an
extensive campaign section has been included for
those who want to add varicty to their games, and who
are perhaps less interested in the  restrictive
tournament style of gaming. The campaign rules
provide for bonuses to units and commanders which
have applications in ordinary games too, so we hope
these will be of interest to all plavers and not just those
contemplating, organising, or participating in a
CAMPAIgn.

This supplement has bencfited massively from the
acvice, observations, and suggestons of a cadre of
willing  playtesters,  readers, and  researchers
without whom the job would have been
practically impossible. I'd like to thank everyone who
has made a contribution whether personally or
viz the excellent vahoo historical-warmaster  site:
games.groups. yahoo,.com/group/historical-wiarmaster,.
I'd particularly like o0 menton the following people
whose advice and encouragement went 2 long way
miaking a pleasurable task even more so.

Firstly, thanks to Stephan Hess as always for observations
that are invariably imelligent and thoughtful and, of
course, for providing much of the original inspiration for
the Warmaster game and its ancient svariant. The
unquenchably enthusiastic Ken South for ticeless and
timely playresting of the new armies and rules - thank
vou Ken! Christof Simons for his considerable help with
the Bronze Age army lists in particular and for constant
and much appreciated support throughour, David
Simpson = maybe we'll finish a game in under four
hours one day, David - always a pleasure! Mare Adda and
Michacl Carmichael for their extremely useful critical
feedback along with fellow plaviesters Andre Ruediger
and Eric Moc - thank you all! Eric also made the wip
from France to join us for our first Warmasier Ancienis
campaign  weekend  in Nottingham  along with
Clive Macleod, Grant Thomas, Mant Dower, Steve Hay,
Darren  Ware, Dane Stephans, Richard Coates,
Murray Palmer, and David Simpson, Thank vou guys for
being guinea pigs, and also for your valued feedback on
the rules, army lists and campaign system whether on
the day or subsequendy. I'd particularly like to thank
Dane for helping out with the Peloponnesian army, for
showing me how it should be commanded, and for
comments that are always well observed and to the
point. It would be remiss to forger o thank Rob Broom
for giving me the opportunity to write this book and
doing much of the work that has macde it possible - also
for plaviesting in the mysterious world  of
Warmaster Ancients (I fear we may never tempt Bob
from the arms of Warhammer Ancient Battles = bur 1
promise to keep trving).

Rick Pricstley
July 2000




THE ARMY LISTS

aster Ancient Armies adds rwenty new army lists

to the original rwenty-five in Warmaster Ancients.

The new lists differ somewhat in presentational style but

are compatible with the original lists and armies, Details

of how o pick the armies, definitions of the stat line,

stand sizes, and suchdike, are essentially the same as for

the original armies so only the specific differences need
b dealt with here.

Chariot Era (and before!} - pages B-13
Early Egypt = Old & Middle Kingdoms; Sumer & Akkad.

Ancient Greece and the East - pages 14-23
Peloponnesian War, The Seleucids.,

The Rise of Rome - pages 24-43
Celtiberian: Judean Revolt; Late Bepublican Rome; Meroe;
Mumidian; Palmyra; Sarmatians.

The Dark Ages - pages 44-58
The Arabs; Arthurian British; Bulgars; Carolingian Franks;
Celtic Ireland; The Rus; Thematic Byzantine; Visigoths.

The Far East — page 60
Qin China.
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An Egvpltan garrizon protects their settlevment and towmhs frome a ralding Mycendean werberd
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OPTIONS

sany of the new army lists include options which allow
armies (o be milored to represent either a specific time
period or the forces of a particular campaign. Some
options are  discretionary and  make allowance for
differences of interpretation, Options enable centain units
to be upgraded or else add limited numbers of
specialised, powerful or unusual troops. Options also
provide for interesting character based commanders as in
the original lists.

Unlike in the original lists, many of the new armics
include more than one set of options. In these cases the
standard ‘Options’ apply to the main list whilst further
specific oprions apply in addition, ¢g "Options for Black
Sea Sarmatians’. Some specific options allow for extra
types of units but drop or restrict others = this is all
explained in the accompanying description for the
aption,

Some optional troop types are effiectively upgrades for
those given in the main list. For example, in the Thematic
Byzantine list, Kavallaroi can be upgraded to Elite
Kavallaroi at the rate of 1 per 1,000 points and a cost of
+10 points per unit, The accompanying descriptions
explain which units can be upgraded in this way.

The number of units that can be upgraded by an oprion
can be expressed either as a simple min/max number or as
a proportion of units of that type - for example, Any
All or None, up to Half, and so on. These are explained ir
the accompanying descriptions for each type. A few unii
upgrades are linked to the proportion of other units, for
example, Wavering and Elite Hoplites in the Spanar
option for the Peloponnesian list, and Galatian Cavalny
and Galatian Infantry in the options for the Seleucid list.
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WARBANDS - A NOTE

The Warband roles can be found in the Warmaster Ancients rule book on pl28. In some of the following
A armies, units are deseribed as having the Wirband rules 2 and 3 but not mle 1 (41 Command for brigades

of 3 or 4). The reason for this is that most warband based armies have low Leadership values and the +1
4

Command bonus is there to compensate for this. However, some of the new armies allow substantial |8

{ numbers of warband allies to be included as par of a regular well-commanded army. The bonus makes
|

massed warbands far too effective a par of these armies, so such units drop the Command bonus although |58
they retain the other special rules. i

; i K|
The restricted Warband mile has been applied o armies that include both 2 Command value 9 standard J
General and warband units with 2 ‘max’ value of greater than 4 which jire not also Unreliable, Note that this [0

does not apply to any of the original 25 armics a5 none meet these criteria




EARLY ECYPT - OLD & MIDDLE KINGDOM:!

Th:‘s list represents the armies of the Pharachs before
the introduction of either chariots or cavaley - as such
it covers from the beginning of the third millennium BC
until the early centuries of the sccond. The list is primarily
inspired by the many painted wooden models from
Egyptian tombs and especially those of a governor of
Asyut called Mesehti. Mesehti's tomb was found o contain
two forty-man strong companies of soldiers: onc of
spearmen and the other of archers. Mesehti lived in the
11th or 12th Dynasty period, sometime between the final
eenturies of the third millennium or eardy cenuries of the
second at the start of what is called the Middle Kingdom.
Egyptian chronology has been the subject of some debate
amongst academics in recent yvears, so it 5 common 1o
find the same artefacts or inscriptions assigned to dates
several hundreds of vears apart. The appearance of
Mesehti's figures is entirely consistent with both carlier
and later representations. Egyptian soldiers scem to have
changed very lintle over these centuries.

Egyprian civilisation was underpinned by the fenility and
productiveness of the narrow strip of soil that lay beside
the Mile. The river's annual inundation allowed the
country's farmers to gather two crops each year. As in
Mesopotamia, farmers found it necessary 1o band together
to manage irrigation, This basic requirement acted as an
early stimulus o the development of sentled communities,
craft specialisation, social stratification, writing and
architecture. Frequently, it also led o war over limited
land and resources. It s interesting to contrast these
developments with those further east. If we do so it is
apparent that, far from being at the forefront of
civilisation, rthe Egyptians lagged behind conemporary
Sumerians and Akkadians in many respects, The
development of script, metallurgy, and innovations such
as the wheel and socketted axe all ook place in
Mesopotamia before they were adopted in Egypt. Even
Egypt's hieroglyphic script, although an insular
development, may have drawn its inspiration from carly
vpes of cuneiform.

When Egypt was first unified, the former territories of
individual rulers became provinces or Nomes, The local
rulers became ‘nomarchs’ or hereditary governors — the
Egyptian word for them was baty-aa. The Nome remained
the basis for both civil and military organisation
throughout this period. Each MNome had its own
hereditary caste of soldiers who formed the core of its
army. These regular roops were supplemented by a
militia of voung men raised from the peasaniry. The
Momarchs also had their own guard, the shemsu, an inner
retnue of warriors and attendants. Contingents from the
Nomes, led by their Normarch, could be combined to
form larger armies to campaign against the Pharaoh’s
enemies o defend the kingdom kom invasion. It is
possible that troops could also be levied from land owned
by the temple on a similar basis 1o the general
militia. Foreign troops, such as Nubians from the south or
desert tribes from the east or west, often accompanied
these forces — perhaps as tributary wroops, mercenaries or
allies

Egyptian weaponry was based almost entirely upon
short  spear and  simple  stave  bow,  sometim
supplemented by the characteristically shaped eye-axe
wooden club. Arrows were often made of reeds whi
arrowheads could be of hard wood, stone or copps
Archers are often shown carrying their arrows lood
although quivers appear from the Middle Kingdom.

Shields are made of bull hide over wooden frames. Th
were characteristically large and rectangular in t
Old Kingdom, and slightly smaller with distinctive curv
or pointed tops in the Middle Kingdom. Spearheads
copper or bronze were broad, and were fastened 1o 1
spear with a simple metal tang rather than a prop
socker,

Simple body armour is somerimes shown from the Mide
Kingdom and takes the form of fabric eross belts or a che
harness, similar o that worn by Sumerian [roops,
Pharach might wear a corseler of copper scales but su
things were beyond the common soldiery. Helmets ;
unknown although warriors are often shown w
headbands.

‘His mafesty sent me at the bead of bis army while |
counts, while the wearers of the roval seal, while the s
companions of the palace, while the nomarchs g
commanders of strongbolds belonging to the South a
Northiand: the companions, the caravan-conductors, |
superior propbets belonging to the South and |
Northiland, the overseers of the crown-possessions, w
at the bead of a troop of the South or the Nortbland,
the strongbolds and cities which they commanded, a
of the negroes af bese countries.”

A racter of roops - parl of o fong fnseription deseriling e o
af Weni from: bis maziabe fonh ar Abydos ¢ 2250

TACTICS

The early Epyptian army contains a large number
bowmen and any baule plan must concentrate
deploying these woops w their best advantage. T
a very simple army in many respects with masses
poorly protected oops and cheap skirmishers,

reasonably good leadership and a core of elite roops 1
cin stand up 1o s contemporaries well ¢enough in
heat of batle.




Early Egypt - Old & Middle Kingdoms

Trop Type Aftack Range Hits Armour Command Unit Size MinMax Points Note
Henu Nefro Infantry 2 3 . 3 3 a5
Ahauty Infanery 3 3 . 3 g1 35 .
Archers [nfamery 2 &0 i . 3 A 40 2
Shemsu Infannry 3 3 G+ 3 -4 45 :
Skirmishers Infantry 1 15 3 - 3 -8 20 *1,2.3
Haty-aa Greneral +2 . . s 9 1 1 125 .
Imeyeer Leader +1 . - ) L 1 -2 80 -
OPTIONS
The following options are available o the Early Egyptian army. Sec the accompanying descnprions for deails,
Menfat Infantry 4 - 3 6+ - 3 -1 + 10 -
Mubian Spearmen Infantry 3 - 3 B - 3 Up to Half 4100 =4
Nubian Skirmishers  Infantry | 15 3 = 3 Any +i *1

1

Porients
SPECIAL RULES

Be-roll General's Command -

+ 11 -

= N

*1 Skirmish; *2 Unrelinble; *3 Warband; *4 Warband rules 2 and 3 only

Henn MNefru (household recraits). These are mmoops
recruited on behalf of the roval houschold and constiture
a general militia, The terms has been stretched o stand o
for all militia raised from the vounger, ler members of
the peasantey whether as part of the Nome militia, emple
muilitia, or town militia. They are armed with broad-bladed
but short spears and carry rectangular shiclds made of
busll hide.

Ahauty (hereditary warriors). These roops are not a
militia bur come from a caste of warriors, This doesn't
necessarily mean they were full-time soldiers, but they
formed the core of the army in each Nome, They carry
spears or cye-axes, and bear shields that are generally
larger than those of the militia, though of a similar shape,
They sometimes wear stiffened Fabric armour of a “halter’
sivle — often little more than a length of material bound
around the upper chest. They are chicfly distinguished by
a red ostrich feather, which they wear in o white
headband, whilst some have animal tails hanging from
their beles,

Archers. Archers made up a large portion of the anmies of
early Egypt and appear 1o have fought in formation — they
are sometimes depicted shooing from knecling amd
standing positions as if in serried ranks. Egyptian bows
were not especially powerful and arrows could have fire-
hardened, hard wood, or stone dps rather than metal -
however they were quite deadiy considering the lack of
armour amongst their enemics. Given the number of
bowmen deploved, most must have been recrulted as
militia but some Ahauty might have served as archers oo
aned Nublans might also have fought in formed bodics

Shemsu. Shemsu are the personal retainers and
bodvguard of governors and pharachs. In the Middle
Kingdom, the roval reminers were expanded inwo a2 full
sized formation. Such retainers might even bave been
forunate enough 1o wear small breast protectors of
copper secufed under their crossed fabric ammour
Shemsu are ofien portrayed with heavy axes, sometimes
wiclded with both hands. We have rather generously
given them a pip of armour = but they can also be
upgraded o "Menfar’ as noted below:

Skirmishers, The majority of the skirmishing troops are
allies, wributary troops or mercenaries of ope kind or
another — although doubtless some of the general militia
would have been capable of serving in this role as they
were selected from the youngest and fittest of the adult
population. This includes Nubians armed with javeling or
bows, for example, Irtjer, Medjay, Yam and Wawar,
similarly armed Libvans such as Kaau and Tiemehu and
Semitic nomads from the Sinai and Palestine armed with
bows, slings, throw-sticks, and javelins.

Menfat. Up o one unit of Shemsw per 1000 polnts can
be upgraded 1o Menfar - “shock woops” — ar a cost of
4+ 1) pevints per unit. Menfar are highly rrained veterans
wiho are usually armed with hefty two-handed axes.

Nubian Spearmen. Up to half the number of Henu Nefru
nulitia units can be upgraded w ribal Nubian spearmen
with stars as shown at a cost of + 10 points per unit,
Although such troops would be tributary warriors, allies
or mercenaries, they were relisble and fierce = so we have
rated them as warband with the standard rules 2 and 3
bt ot rule 1 (the + 1 Command for large brigades). The
Command bonus iz deliberately missed out as the
standard Command values for the army are higher than
usual for Warband based armies and these wnits could
form a large part of the army.

Nubian Skirmishers. Any skirmishees can be upgraded
(i Mubian skirmishers 2t a cost of + 10 poinis per unit.
Mubians were used throughout the period and they were
amongst the most eeliable of the Egyprian’s auxiliary
troops. This category has been included w allow for all
better quality and more reliable units and nor just
Mubizns. This could also include narve Egypiians and
possibly gven Libvans and Asiatics.

Portents. This is an optional upgrade for the army’s
General and costs + 10 points. The General can mke the
ponents before the battle. This allows the General o
re-roll one failed Command roll once during the banle,
Take the Command test again — if successful, the order is
tssued and the General can continue giving further orders
if you wish

re




SUMER & AKKAD

his list encompasses the civilisations of Sumer and

Akkad thar flowrished in Mesopotamia in the thind
millennium BC. It covers the wars berween the
emergent city-states of Sumer, the conguest and creation
of the first large scale near eastern empire by Sargon of
Akkad and the resurgence of Sumerian power in the
Third Dyvnasty of Ur. As such it broadly represents armics
from the introduction of the four-wheeled battlecar
around about 2800 BC 1o roughly 2000 BC but it is
primarily based on sources from the middle centuries of
the millennium. Different interpretations of third
millennium dates abound — so [ have not fele the
necessity to be exact in giving dates.

Historians and archacologists know a great deal about
the general development of civilisation in Mesopotamia,
but there remains far more that is unknown and,
ultimately, unknowable. Over this long period of time
we are afforded only isolaved glimpses concerning
military technology and the appearance of warriors and
their weapons. This army therefore owes something o
conjecture - but it is conjecture  informed by
surviving representations, anefacts, and by cuneiform
documentation.

The main sources for this aomy are the various victory
stele = especially the Vulre stele and the stele of
Maram-sin — and the so-called Roval Standard of Ur
(thought to be a sound box for a harp-like instrument).
Wi also have many helmets and weapons recovered
from the roval cemerery of Ur, represengations of
wirriors from Mard, and terracotta or metal models of
vichicles in some number.

The early Sumerians were a distinet and apparently
unigque race — they called themselves ‘the black-headed
people’ and spoke a language unrelated 1o that of their
Semitic neighbours. They built cities in the south of what
is today Irag in the land of Sumer (Biblical Shinar). They
also mastered the an of irmgation necessary 10 susain a
substantial population.

Extensive temples and palaces have been excavared from
the mud-brick mounds (Tels) that form the only visible
remiins of these anclemt settlements. It has been
suggested that the temples and palaces acted as
redistribution centres of food, supported specialist
crafismen, and centralised power into the hands of kings
and priesis.

The Akkadians who lived 10 the immediate north of
Sumer were a Semitc people — part of a huge movement
of human population from North Africa and Arabia
im0 the near cast that happened in waves over
many thousands of vears. The Akkadians also buily cities
and irripated the land, adopting or co-evolving the
Sumerian culmaral model, They used the Sumerian script
to write rheir own ongue, and over time their
language assumed some of the characteristics of
Sumerian by association.

During the third millennium, it is guite reasonable o
think of the Sumerians and Akkadians as belonging o
the same culmural group = albeit with two separate
traditions. This same culmre extended even Rurther
north and included parts of Syria where a huge archive
of cuneiform  ablets has been found inm the
remains of a city called Ebla. These are written in
another Semitic language that 5 somctimes called
prowo-Canganite, using the universal Sumerian script.
Ebla was one of the Syrian and Lebanese cities
subjugated by Sargon (properly speaking Shurru-kin).
Others include Mari, Tuttul and Yarmur. Sargon also
campaigned in southern Anatolia in defence of a
mercantile colony called Purushkanda.

PO BY.




wer ime, new ribes moved out of Arabia and joined
e Sumerians and Akkadians, The Sumerians were
radually assimilated into a more generally Semitic
ulture. -i-'nr a while the old Sumerian ongue persisted
s a scribal and artstic medium, but was eventally
upplanted by Akkadian. This process was already well
inderway at the start of the period covered by this list -
w the end of the period the ransition was virtually
omplete. The chief difference between portrayals of
aumerians and their Semitic neighbours s that
wmerians are usually shown clean-shaven, whilse
kkadians are almost always shown with beards

he cites of southern Mesopommia fought amongs:
hemselves almost constantly,. The “kingship® passed
rom city 1o city depending on which of them was the
nost powerful at the time. Wars were mostly fought over
erritory — artble land being at a premium = but also by
vay of punitive raids especially against mountain tribes
romm the cast and desert tribes 1o the west. The milers of
hese early states were known by titles of local origin,
md were later stratificd into a2 hicrarchy, Ensi is the
sldest of these and refers to the leader of a city - later on
he title was used (o denote a provincial governor; a sort
f combined administrator and judiciary rolled into one,
ater on the title of kings was Lugal - meaning “Big Man',
lowards the end of the period envisaged, these powerful
nonarchs begun o assume divine ties as living gods.

n the early Bronze Age metal was scarce - and all the
nore 50 in the south of Mesopotamia where basic
naterials such as metal, wood and stone all had © be
raded from elsewhere, This was probably why the
sumerians built up rade networks linked by distant
orts. These forts and the routes they protected had to
se defended. This brought them into conflict with
wearby barbarian tribes in the Zagros mountains o the
sst. An carly rival in this area was Elam = the Elamites
avre another race whose language and origins are
ibscure but who were otherwize very similar o the
sumerians in erms of material culture. Elamites even
1d their own early script, although they later adopred
he standard Sumerian cuneiform in common with the
west of Mesopotamia. Sarpon fought against and defeared
1 coglition of four kings led by the King of Awan, the area
if southern Iran that includes Elam, Subsequently he
ippointed his own military governors, called Shaknu, o
ule over them,

Suier & Adelrered

The cliy of Akkad was simuated just south of modem
Baghdad - although its exact site is unknown = and rose
o power under King Sargon who reigned abour 2300
BC. The city gives its name o the language spoken
throughour Mesopotamia, Akkadian was also spoken by
neighbouring peoples as a lingua franca of trade and
diplomacy. Sargon and his successors subdued not onldy
Akkad's immediare neighbours, but also the whole of
Mesopotamia, parts of Svria as far as the Mediterrancan
Sea, the lands adjoining the Persian Gulf as far as
Bahrain (which they called Makkan), as far north as
southern Anatolia, and easteard into Elam and what 1=
moday the south-western pant of Iran. It was a huge
empire by any standards, and it’s impossible to say how
thoroughly it wis ever under Sargon’s control. Later
eradition was w look back on this a5 a golden age for
Akkad

Akkadian dominance slipped away amidst wars and
internal rebellion — probably their empire wis just oo
big and diverse to retain under central authority for very
long. The King of Ur emerged as the most powerful of
the competing factions, and for a while Ur resumed the
kingship of Mesopotamia, The succeeding period is
known as the Third Dynasty of Ur and it lasted more-or-
less through the final century of the third millennium
BC. It was the ‘third’ dynasty because Ur had held the
kingship rwice before during the Early Dynastic period.
The Third Dynasty of Ur was not to last for long -
Elamites from the cast, together with allied Iranian
iribes, overran much of Sumer, and Ur itself was
occupicd. In the west, a new wave of Semitic nomads,
the Amorites, began to settle amongst the Akkadians and
gradually wsurped them. Pressure from these invaders
led vor the collapse of centralised power and a general
decline in stability and prosperity. The Elamites were
eventually driven from Ur, and Sumer fell under
Akkadian rule in the succeeding dyvnastics of 1sin and
Larsa. For the next tao centuries, the city-states warred
amongst themselves once more, but the caprure of Ur by
the Elamites seems an appropriate moment to draw a
conclusion vo this list.
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SPECIAL RULES
#*1 Skirmish; *2 Unreliable; *3 Heavy Charion

Aga Ush (followers). These represent the mass of militia
who came from the ordinary people or followers,
Workers would regularly be drafied in to help with
various civic projects including ditch digging and
construction, In times of war they were organised into
fighting formations in exactly the same way. Some might
serve as Mim skirmishers and others would form units
armed with spears in the same way as the Erin (soldiers),
it ois quite likely that such troops would have worn
simpler wargear such as plaited rope or leather helmets,

Erin Summa (spear soldiers). Erin is the gencral
Sumerian word used o describe soldiers = in Akkadian
the equivalent is Gurush, Sumerian infantry carry bronze
or copper headed spears which they wield with both
hands, they wear what look like thick sheep-skin or felr
wpics, and have simple copper or bronze helmets
padded with cloth or siraw. Some wear cloaks that
probahbly afforded protection - particulardy from missiles
= these could be covered with copper smuds. Others are
shown wearing crossed belts upon their cheses, This was
possibly fshioned from a length of thick or siff material
somenmes shown draped over a shoulder. Small narrow
bladed axes were brandished by officers or otherwisc
icked into the belis of troops armed with spears - but
lunate shaped axes have also been found. One famous
rendition (the Yulture stele) shows a formation carrying
large oblong shields, however, the same stele also shows
a formation without shields, Perhaps some units carried
shields, or perhaps only the front ranks carded shields, or
maybe shiclds were only carried when the occasion
demanded — it is impossible 1o say for cermin, Smaller,
miore practical shields do not appear in an wntil the very
end of the period when they were often used by Amorite
tribesmen. Wi have assumed that our troops have
protection only to a degree that off-sets their vulnerabilicy
due to mass — hence, regardless of whether a shield is
carried, they have no Armour value in the same way as the
Egypran/Hittite infantry in their respective lists. However,
those who take a more optimistic view can upgeade Erin
units as noted below.

Troop Type  Amack Hange Hits Armour Command Unit Size MinMax Points Note
Aga Ush Infantry 2 3 3 - 25

Frin Summa Infantry 3 3 . 3 4/ A5

Shub Lugal Infantry 4 . 3 3 -1 45
Archers Infantry 2 30 3 . 3 -8 4

MNim Infantry 1 i% 5 - 3 i 30 "]
Gish Gigir Chariot 3 15 3 et - 3 -4 o %23
Lugal General  +2 - 9 1 1 125
Shakmu Leader 1 - . - 8 1 N | i
OPTIONS

The following options are available to the SumeranAkkadian amy, See the accompanying descriptions for deails.
Shiclded Infaniry Infanury 3 . 3 6+ . 5 As depicted  +10
Charion Mount Mount +1 . - - - 1 +3 + 10 -
Portents Ke-roll General's Command - - - 1 . + 10 -

Shub Lugal (King's Retainers), These represent of
personal retinues of kings = the Koyal Cemetery of 1
contains burials of guards who were mtually killed so thi
could accompany their masters into the afierlife. The:
retinues are also known as Aga Ush Lugal (King
Followers) and in Akkadian as Niskum. Such rroops we
helmets and are armed with axes of copper or bronz
although guards are also shown armed with spears 11
regular infantry. A unit can carry axes or spears, and o
be shielded or otherwise, but should be distince fro
other units where possible, Axes were prestge weapon
and examples of finely decorated axe-heads are ofic
assoviated with roval burials, 30 a wnit of axe wicldi
guardsman makes a tenable choice.

Archers, The bow was in use amongst the Sumerians ar
Akkadians from the carliest times and is especial
associated with the Akkadians whose kings are sometim
depicted carrving the weapon. At least some wo
helmers and cloaks like the infanory — bue it seems like
others would have been barcheaded, Armowheads cou
be copper, bronge or flint — fint arrowheads were four
in the tomb of Meskalamdug along with spearheads
electrum and silver. Archers have not been included
compulsory troops on the basis that in field batles th
may have fought only as skirmishers, but there is reas:
1o believe they were capable of fighting in formation o
hence this entry.
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Nim. Nim means Cflies’ and suggests the way these
skirmishers fought, lecing from close order roops and
approaching again after dispersion. Nim could be native
resops, but could alse be subjects or allies from the hill
tribes to the east or the deserns o the west. Such units
might be armed with javelins, shngs, bows or throw
sticks. The Akkadians called these theow sticks “waspum’
Amongst the hill tribes the Gutians were the most
they are distincoively dressed in a cloak
fastened at the shoulder, their heads may be shaven apart
from a scalplock, and they are definirely savapes and
barbarians! Guoans were emploved by both Sumerians
and Akkadians and cevenmally overran much of the
Akkadian empiee prior o the Third Dynasty of Ur. Ocher
skirmishers could conceivably come from the varous
tribes of the western desers that the Sumerians
collectively referred o as Marmu and who are called the
Amorites in the Bible. These included many different
tribwes such as the Tidnum and Bami-Yamina. Skirmishers
could also come from areas under Akkadian Iinfluence,
including Hurrians from the northern portion of the
Zagros, and Lullubi from western Iram {Naram-3in's
famous stele celebrates his victory over the Lullubid)

powierful

Gish Gigir. These are depicted on the Roval Standard of
Ur as well as the Vulre Stele and appear 1o be four-
wheeled vehicles with a deiver and speararmed crewman
They are drawn by four wild-asses (onagers) or donkey-
onager crosses — and must have been guite a handful o
steer! It bas been suggested thar these primitive vehicles
gradually fell aut of use from the Akkadian period, but the
military rwoewheeled chariot did not make an appearance
until well after this time. These ass-drawn chariomns have
Been rated Unreliable to represent the irscible mode of
traction. Because they have four draft animals, they have
been rated as Heavy Chariots, which seems appropriate
given their general comstruction and theoretical speed
and manocuvrability. Stats and porints values have been
reduced compared w later four-horse chariots — and
Again this feels in keeping. Note that all heavy chariots fit
onto the 40mm square base as standard

Shielded Infantry. The large oblong shicld used by some
infantry is so lirge that it might reasonably be accorded
an Armour vilue = this option allows you 1o do so, I you
choose this oprion, all Erin Summa units depicoed with
shiglds must be upgraded ar 2 cost of + 10 ps per it.
You do not have 1o choose this option = in which case all
infantey count a8 shown in the list regaedless of their
appeacance = but vou must either upgrade all Erin
Summa units depicted with shiclds or none

Chariot Mowunt., Upgrade Chariot Mount tor Command
stands. This can be an Ass Chariof or a smaller platform
car = essentially a2 mo-wheeled version of the normal
battle-car. Couriers and individuals also rode a tvpe of
charior called a straddle car where the rider sits on a
ru;||_l|_l.|_'|:! sacledle on thie W 1k

Portents. This = an opuonal upgrade for the army's
General and costs +10 points. The player can take the
portents before the battle. This allows the General to
re-moll one fatled Command roll once during the battle
[ake the Command test again — if successtul the order is
issued and the General can continue giving further orders
if you wish.




THE PELOPONNESIAN WAR

his list represents armies of the Peloponnesian War,
Tim‘hlding Sicilian armies a5 well as the armies of
Athens and Sparta and their allies. This long and
destructive war was fought intermimently from 431 BC o
d0d BC between the rival Greek states of Athens and
Sparta  together with  their and colonies.
Sparta’s allies included other major Greek rvals 1o
Athens such as Corinth and Thebes, Note that the
Spartans and other Peloponnesians together with their
colonics are sometimes referred o as ‘Dodians’. They
represent 4 particular tribal group and speak a distinct
dialect. The Athenians, and others from castern Grecce
and the adjacent islands, represent @ different
tribal group called the ‘lopians', This was not a sirict
divide during the war — some Dorians fought for
Athens either as allies or mercenaries. The war was
wide ranging in its feld of action, but was mostly
fought in wo theatres: Greece in the cast and Sicily
in the west,

allies

The alliance against Persia, nominally led by Sparta,
remained in place with the objective of liberating the
Greek clties of Asla Minor from foreign rule. This
did mot stop the chief cities of Greece pursuing
their individual ambitions though, whether in terms of
colony building, trade, or wrmitonial acquisitdon. The
Athenians, for example, mounted an expedition into
Egyvpt in support of a rebellion against Persian rule

A land dispute between the Athenian ally Megara and the
Spartan ally Corinth led 1o war between the cities that
lasted from 457 BOC wo 440 BC. This is sometimes referred
t as the First Peloponnesian War. Athens proved
unassatlable at sea whilst choosing to avoid battle against
the Spartan army on land, so neither side was able 10
make much headway, Peace was concluded leaving Greeoe
divided berween two val camps: the Athenians and
their and the Spartans amd their allies
otherwise known as the Peloponnesian League (hence
‘Peloponnesian War').

allics

Thucydides, who fought in and wrote a history of the w
ascribes its cause to a widespread fear of growd
Athenian power. After the Persian wars, Athens and ot
maritime cities formed a naval alliance called the Deli
League. All the league's members contributed ships
funds wo be used for ship-building. As the Lrgest and ma
important partner, Athens dominated the other allies a
soon cxpropriated the league's treasury for its own u
Arempis by xome members of the league 0 break aw
were crushed: Naxos in 471 BC and Thasos in 4065 E
Control of the seas was imporant because Grecce w
dependant upon imported grain from Sicily, Egypt and 1
Black Sea region beyond the Hellespont, By compelld
rival maritime powers 1o ‘join’ the Delian League, Athe
sought 1o control other Greek cities and build a power
commercial empire, This led 1o widespread resentme
not least amongst the Sparans who had for a long
been regarded as the foremost power in Greece.

The Peloponnesian War (431 BC - 404 BC) began when
um\.ulk-mg Athenian ally called Potidaca rebelled a
appealed o Sparta for help. The Potidacans put up su
resistance thar the Athenians were obliged o moun
lengthy naval blockade and to besiege the rebellious ¢
The Spartans marched imo Attica = the territory arou
Athens. During the subsequent war neither side was al
e force a decisive victory, The Athenians launched s
horne raids against the Peloponnesian coasts but refus
to engage the Spartans on land. The Athenians retrem
behind the cirv's recently built Long Walls, leaving 1
Spartans o lay waste to the coantryside beyond, Disas
struck the besieged ciry’s population in the form of 1

plague. A third of Athenian citizens died includ

Pericles, the chief architect of Athenian power. Afterwar
the Athenians changed tactics and sought 1w engage
Spartans in the feld. The Athenians beat the Spartans
Sphracteria in 425 BC but were then beaten by
Thebans at Deliom the next year, In 422 BC, a third ba
was fought at Amphipolis where Cleon, the Athen
leader, and Brasidas the Spartan were both Killed
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A brief hall in hostilities followed the Battle of Amphipolis,
at the end of which Athens, ogether with new allies from
the Peloponnese, returned o the offensive. After several
smaller engagements, the Spartans went on 1o win the
biggest battle of the war at Mantinea in 418 BC. Athenlan
allies in rthe Peloponness were cut away as a result, and
once more Athens found iself in want of an effective
SITRIERY.

Alcibiades, the warlike Athenian leader, came up with an
ambitious plan o invade Sicily. Symcuse, the principal city
of the island, was a powerful ally of Sparta and major
supplier of grain 1w the Sparmans. Alcibiades aimed o
knock ow Syracuse, defeat Carthage, and then, with the
resources of Sicily and North Africa, return o Greece to
crush an isolated Sparta. Brilliant as his plan was,
Aleibiades had powerful enemies at home, and he found
himself obliged to flee into the arms of the Spartans,
leaving his plan 10 be enacted by less competent
commanders.,

During the ensuring campaign, the Athenian navy was
ourmanoeuvred and defeated, and the army was
surrnunded and massacred by the Syracusians. Athenian
ambitions in the west therefore came 1o nothing and

much of the city's manpower and treasury had been
Wasted.

The final phase of the war was mostly fought ar sea, with
the Spartans and Athenians bartling for control of the
supply routes bringing grain o Athens, The Spartans builn
a new feer, mading Persian support for control over
lonian cities in Asia Minor, With the help of the Persians,
Sparta wrested contral of the seas from Athens, With
Sparta in the ascendant, Athenian allies soon fell away,
until, alone at last, the city’s remaining fleer was capured,
and s population starving, Athens was forced o
surrender. Sparta’s wrms Were generous, 100 generous in
the view of some of her allies, a new government was
installed and the city’s defences reduced, Athens would
never dgain rise 1o power over the other Greek states.

The drmies that t'nught the Peloponnesian War bad
developed slowly but significantly since the Persian wars.
Barttles were still senled berween bodies of Hoplites, but
more allention was given to supporting troops, and this
became a significant development is the war progressed.
Cavalry remained rare and largely ineffecoual, and even
light troops were mostly restricted o a pre-cmprory
bantlefield role as skirmishers, The Greek colonies of Ialy
and Sicily developed these arms more strongly. Perhaps
this was a reaction to contact with other military svstems,
or maybe it was 3 natural response © the more open
battleficld terrain outside of mainland Greece. These
developments are reflected in the various options
included in the lisis below,
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Troop Type Attack Range Hits Armour Command Unit Size Min/Max Points Note
Hoplites Infantry A 3 S+ 3 i - 60

Peluasts Infantry 2 15 3 3 B 0 *1
Archers Infantry 2 30 3 3 1 0
Skirmishers Infantry 1 15 3 3 /4 30 .}
Cavalry Cavalry 3 - 3 5+ 3 -1 80 -
Mounted Skirmishers  Cavalry | 15 3 . . 3 2 40 *1
General General +2 - . . 9 1 1 125

Leader Leader +1 . . . 8 1 2 80
OPTIONS

The following options are available to the Peloponnesian army. Sce the accompanying descriptions for details

Elite Hoplites Infantry 4 . 3 S+ - 3 -/1 +10 -
Wavering Hoplite Infantry 3 - 3 S+ 3 Upto Half .10 4
Hamippoi Infantry 2 15 3 3 See Rule +10 *1,2
Horse Archers Cavalry 1 30 3 3 <1 max +20 *1
Light Cavalry Cavalry 2 15 3 64 3 /1 +20 *1
Portents Re-roll General's Command - . . . 1 +10

OPTIONS FOR SYRACUSIAN ARMIES
I'he following supplementary troop options represent Syracusian armies of the Peloponnesian war. In addition, Cavalry
and Mounted Skirmishers have increased maximum allowances as shown, these replace the normal list entrics

Gauls Infantry 3 . 3 - . 3 -4 25 *34

Spaniards Infantry 3 3 O+ . 3 /4 45

Bolt throwers Artillery 1 40 3 - - - 50 *5

Stone throwers Artillery 1 3 x 60 A - - 1 75 *6.7
: -1 max

Cavalry Cavalry 3 . 3 5+ 3 -/2 80

Mounted Skirmishers  Cavalry 1 15 3 3 ) 10 "1

OPTIONS FOR SPARTAN ARMIES

A representative Spartan army can be chosen from the standard list, but this option is provided for those who wish to
emphasise the reputation of the Spartans warriors themsclves along with the subservient nature of many of their allics
These upgrades replace those given in the standard options list for Elite Hoplites and Wavering Hoplites, The army
must ficld at least four Elite Hoplite units and can ficld any number (min/max is 4/<), but must field at least one unit of
Wavering Hoplites for cach Elite Hoplite unit chosen

Elite Hoplites Infantry ) . 3 54 . 5 i +10
Wavering Hoplite Infantry 3 . 3 5+ . 3 As Elite <10 o |

SPECIAL RULES
*1 Skirmish; *2 Hamippoi; *3 Warband; *4 Unreliable; *5 Light Artillery; *6 Heavy Artillery; *7 Slow
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Hoplites. The standard Greek armoured warrior -
wearing reinforced linen armour and bronee helmer,
carrving a large round shield. and armed with a long
spear. Armour could also be reinforced with mail or
seale, and greaves could also be worn, but in general
the tendency was for Hoplite equipment to ger lighter
ovier time.

Pelmsis. Troops, often professional soldiers, mrained
to fight at close quarters or at a distance using spears
and javelins, They carried a shield and sometimes
wore helmets, but were otherwise unarmoured, These
rroops were probably the standard infantry tpe of the
maore northern states such as Thrace and Macedonia,
but they became more common amongst other Greek
aArmics as me wore on.

Archers, Archers were rare in Greece but Cretans
were fimous archers who often fought as mercenaries.
Athiens had an least some archers = they are listed as
casualtics on a memorial o woops fighting in
Phoenicia. These units represent either Greeks,
Cretans or, in the west, Sicilians,

Skirmishers., These are troops armed with javelins
with or without a small shicld for provection.
Skirmishers could also be slingers — although such
units would be less common. They wear only light
tunics and fight from a distance - avoiding close
combat where possible.

Cavalry. The Greek cavalry arm was never very
numerows or capable, but the role of cavalry expanded
during this period and its potential was developed
even if not fully realised. Cavaley are armed much as
Hoplites but do not carry shields,

Mounted Skirmishers, These are lightly armed riders
whose main tasks are scouring, rafding and harssing
enemy columns moving across open country, Cavalry
were mare common in the north of Greece, especially
in Thessaly where the open countryside provided one
of the few aneas suitble for grazing and horse-rearing,

Elite Hoplites, One unit of Hoplites per 1,000 points
can be upgraded o clite’ stans 10 represent veteran
troops such as the Theban ‘Sacred Band'. In the
Spanan army option, at least four units must be so

upgraded, This costs + 10 pis per unit.

Wavering Hoplites. Up to half the Hoplite units in the
army can be reduced to the statws of unenthusiastic or
uncommitted allies - such units are mted as Unreliable
and gost 10 points less than standard Hoplites, I the
Spartan army option, at least one unit of Wavering
Hoplites must be fielded for cach Flite Hoplite unit
ficlded. This category can also be used to represent
contingents of non-Greek allied infantry that were
occasionally involved in the fighting such as
Faphlagonians in a Spartan army.

Hamippoi, If Mounted Skirmishers are upgraded o
Light Cavalry then Peltasts can be upgraded o
Hamippoi with the corresponding Hamippai  rule,
There can e no more Hamippod in the army than
units of Light Cavalry, Hamippod means “with horse
and refers to light roops who operate wgether with
horsemen - they were especially useful in rougher
terriin

Horse Archers. Regardless of army size — one unit of
Mounted Skirmishers can be upgraded o Horse
Archers = these mercenary troops were emploved by
Athens but we leave it 1o plavers whether o include
such units as part of other armies.

Light Cavalry. One unit of Mounted Skirmishers per
100D points can be upgraded o Light Cavalry with
stats as shown. This represemis the development of
maore aggressive civalry tactics as the war progressed.

Portents. This is an optional upgrade for the army's
General and costs + 10 poins. The General can ke
the portents before the bade. This allows the General
to resroll one filed Command mll once during the
battle. Take the Command test again = if successful, the
order is issued and the General can continue giving
further orders if you wish,

Gauls. These are Gallic or Celiberian warbands

© fighting on behalfl of one or other of the Sicilian cities.

Sicily was a melting pot of peoples and military
systems = quite unlike the insular style of warfare that
predominated in Greece. Gauls are armed with swonds
and javelins and carry long shields. They are cated
Warband but also Unreliable v reflect their mercenary
characier.

Spaniards. These are Spanish wroops of the
longshicld” type equipped with shiclds wgether with
swords and javelins, Spanish javelins were often
especially heavy and made of iron, similar 1o the laer
Roman pilum,

Bolt Throwers and Stone Throwers. Regardless of
skee a Sveacusean army can include one unit of arillery
= either a Light Arillery bolt thrower or 2 Heavy
Artillery stone thrower, Note that the army cinnot
include one of each - bur one in romal, Syracusean
artillery was not really used in the ficld, but batdes
ook place close wo cites and so we have siretched a
point 0 include these characieristic components of a
Svracusean force.




THE SELEUCIDS - SUCCESSORS TO ASIA

his: list represents the armics of the Seleocids from the

foundation of the dynasty by Selewcus | Micator until the
fragmentation of much of the Empire in the laner davs of
Antinchus IV Epiphancs, The list therefore extends from the
establishment of Seleucid  independence  from  the
Macedonian regency in 307 BC until the death of Antinchus
Epiphanes at the hands of the Parthians in 164 B
Inbevween these two occasions, the Seleucids fought other
Successors, Indians, Celts, Parthians, Homans, and enduered
various civil wars of which the Maccabee revolt reasonably
might be accorded the starus of a full-blown foreign war,

After the death of Alexander the Great, his extensive
conguests were divided between rival Macedonian Generals
who are consequently known as the Successors or ‘THadochi’
in Gireck. At first they administered their rerritories on behall
of Alexander’s heirs and some pretence was made thar the
empire was still a unified body Within twenty vears of
Alexander's death, a series of what were in effect civil wars
had ended any hopes of keeping the empire whole, The
Successors divided into independent kingdoms of which the
mast enduring were to be the Seleucids in Asia, the Prolemics
in Egypt and the Antigonids in Macedon,

Seleucus was a cavaley commander who came o rule over
much of whar was foemerly the Persian empire including its
heartlands of Persia and Babylonia (modern Iran and Irg).
He estblished a kingdom and a long line of milers both of
which we consequently describe as Seleucid. The Selewcid
domain quickly became the largest and most powerful of the
Successor states, extending from the borders of India o
western Anatolia and Palestine.  Effectively, the Selewcids
replaced the old Persian Achaemenid rulers and ook over
most of their empire, barring Egypt. Palestine, lving berween
the Seleucid and Prolemaic empires, was disputed tessitory
and the object of several wars, though it was nominally part
of the Scleucid kingdom.

Seleucus comtinued Alexander’'s policy of establishing
settlements of veterans throughout the empire. These were
principally either Macedonians or Grecks bur also other
peoples including Anatolians, Theicans, jews and, in the
castern part of the empire, Medes. These foundations would
become imponant centres of Hellenle cultwre as well as
spources of manpower for the army Amongst the new
settlements was the capital of Andoch on the Orontes in Syria
(now in modern Torkey) as well as the orginal capital of
Seleucia on the Tigris lying just to the south of modern
Baghdad. These, and many other smaller townships, were
instrumental in disseminating Hellenic ideas by spreading
Greek culrure and values amongst the many different peoples
of the empire. This kind of colonisation was not universally
wiell received, as might be imagined, but on the whole the
Seleucid period saw Greek language and culioral values
adopred by the ruling elite. Written Greek supplanied
whatever languages had preceded it in law and government
{eg, Aramaic).

After Sclevous’ death in 280 BC, the empire suruggled w
maintain its hold over such widespread territories. In the
cast, Parthia and Bactria were lost from arcund 250 BC. In
the west, a Celtic invasion created 2 Galatian controlled
realm in Anatolia. Much of Anatolia subsequently broke up

into the independent staes of Bithynia, Ponius, Pergame
and Cappadocia. Disastrous wars against the FPiolem
resulted in Bevplizn occupation of the land o the south
svria (moddern lsrael and the Lebanon). However, o
kingdom's forunes were o be dramatically reversed
Antiochus 11 also known as Antiochus the Great who
from 223 BC. Antochus was a commander of so
considerable energy who reconguered much of the cast
territory and launched an expedidon into India. In the w
Anticchus restored Seleucid control south of Syria and wo
decisive banle against a Prolemaic army at Panium in 198 )
Flushed with success, Antiechus invaded Greece and
subsequently defeared by the Romans at two banle:
Thermoplyae in 191 BC and Magnesia in 190 BC, Follow
this serhack, Antdochus was obliged o0 cede most of

Anarolian rerritory o the Roman ally Pergamum and o)
the Romans a punitive tibute that effectively crippled

Seleucids for decades afterwards. Antiochus the Great die
187 BC whilst campaigning in the cast where his heroic s
of lcadership and familiarity with cavalry warfire |
previously bought him such success,

Antiochus was followed first by one of his sons and then
the other. Both rulers were burdened with the need o
the onerous Boman tribute as well as by increasing Ron
interference in the region. Antiochuss vounger s
Antiochus IV Epiphanes, was something of a religh
evangelist whose attempis 1o impose Greek religlon on
Jews led wo war in Judea and ulimately 1o the establishm
of an indépendent stite led by the heirs of Judah Maccak
His efforts to stem the Parthian annesation of the cast w
even less successful and he died fighting there in 164
Following his death, the Seleucid Empire endured decade
internal serife and a succession of rulers. Judea became £
independent in the 1405, In 129 BC Babylonia fell w
Parthians, By 100 BC, all thar remained was the territon
Anticch and @ few cities in Syria. In 63 BC, following sew
turbulent decades in which it had been either lgnored
forced 1o endure Armenian or pro-Roman rulers, Syria
tirmed into a Roman peovinee by Pompey. This army
breaks at the dearth of Antiochus IV in 164 BC after which
loss of the eastern werritories changes the essential charw
of the army,

The Seleucid army has been stdied in some depth
madern historians, notably by Bar-Eochvar, and a great ¢
is known about the troops that fought at actual banles an
some cascs their equipment and fighting styles. Some
these interpretations are exactly the sort of thing that info
our army list — so [ would make it clear that 1 have L
followed Bar-Eochvar's view on the arganisition sand i
of the various guard units and the interpretation of “pel
as phalangltes in various batle accoums, That said dher
sufficient flexibility in the lists w include the neces
proportion of Hellenistic sivle peliasis should you wisl
occupy the opposing camp, in which cauze vou will doulba
alzo want to avoid the Hypaspist upgrade.,

This list provides a more detailed list for the Sele
Successors and effectively supplants the standard Succe
list, However, the original list is also a pecfectly accept:
representation of the later Seleucids for those who wis!
COMTIME IO s i,
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Troop Type Attack  Range Hits Armour Command Unit Size MinMax  Points Note
Guard Phalanx Infintry ] 3 S+ 3 2 Tl ]
Phalanx Infantey 3 4 G+ . % 2 ol e |
Ligght Infantry Infuntey s 15 k] - - i 2 i ]
Archers Infantry z 30 3 ] i 40
Galatians Infantry 3 3 . : &) -4 25 % 4
skirmishers Infantry 1 15 4 - - % -] A *2
Guard Cavalry Cavalry ad 3 54 3 -1 120 =5
Heavy Cavaley Cavalry 5 3 54 i 14 110 a5
Light Cavalry Cavalry 2 15 3 i+ 3 3 G ] .2
Horse Archers Cavalry 1 A0 3 = S & =1 & *7
Mounted Skiemishers  Cavalry 1 15 3 - - 4 =4 40 7 ]
Elephants Elephant i 15 i 54 - 4 o 200 i
Scythed Chaniors Charion 4 - 3 L4 - I 1 1] w7
Bolt Thrower Artillery I 1] 3 . - 2 -1 max 0 =g
Gencral Gieneral + 3 : - - 9 1 1 125
Leader Leader +1 - - - A I -2 8
Portents Re-roll General's Command - . - - 1 + 101

OPTIONS FOR MID THIRD CENTURY

The following optiens are available to the Seleoctd army. See the accompanying descriptions for details. For the maost
part they represent developments from the middle of the 3rd Cenmury onwards. Recarmament of the cavaley as
cataphracs ok place at the end of the 3rd Cenury and beginning of the 2nd Century. The number of elephants
available declined from the peak of 400 deployed ar the Bamle of Ipsus in 300 BC to 102 at Raphis in 217 BC and
54 ar Magnesia in 190 BC, To refllect this tansition, none of the following options are available if more than one
Elephant unit per 1,000 points is included. Note that if any of these options are chosen, as near as possible half the
army's Heavy Cavalry must be upgraded to Cataphracts as explained in the unit's description

Hypaspists Infaniry 4 i) 5+ . 3 -1 max +10  *1
Imitation Roman Infamry 3 3 5+ - 3 Half or Nofe -5 w)
Spearmen Infaney 3 3 1 5
Thorakine Infantry 3 3 O+ 3 Up to Half +5
Miracians Infaniry 3 15 3 ) -1 +10  *2
Cralagian Cavalry Cavalry 3 = ] O+ i See et Free  *3, 4
Camels Cavalry 1 15 3 G+ % =1 max Free: ®2, 10
Cataphracts Cavalry 3 3 i+ 4 Halfor all 415 =5, 11
Guard Cataphrace Cavalry 4 3 44 3 All or Mone +15 ®5, 11
Mercenaries Infantry a 15 3 3 Up to Half  -10 *d4

SPECIAL RULES
*1 Phalanx; *2 Skirmish; *3 Warband:; *4 Unreliable; *5 Shock; *6 Elephant; *7 Scvthed Chariog; *8 Light Artillery:
9 Maniple; *10 Camael: *11 Slow
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Guard Phalanx. These are the Argyraspides - or Silver
Shiclds = often ranslated sther liberally as 'Guards’. The
Argyeaspides formed a large standing army in which the
soms of land owning militiry settlers sepved unl they
came into their inheriance. Because the force was kepi
permanenty under aems, it was highly rained and
maotivated as well as superbly led and equipped. Once
soldiers left the guard they were sl eligible w he called
up into the ordinary Phalanx in times of war - so cven
ordinary troops were former guardsmen and probably
experienced soldiers oo, The Guards were armed in the
same fashion as the ordinary phalanx but have been given
an extra pip of save tw differentiate them without
neeessarily piving them cxtra Anacks (that honour has
been reserved for the Hypaspist upgrade).

Phalanx. The phalanx was a levy from the land owning
military sentlers, Such men  are  wsually  called
‘Macedonians’  and  many were indecd  cither
Macedonians or their descendants, The term came 1o be
penerally associated with the members of the social class
obliged 10 serve as phalangites and also with their
panoply {ie, ghting in the ‘Macedonian’ manner). They
wear linen or similar body armour and carry a small
shigld called a “pela’, which led o some ancient
commentators referring 1o phalangites as “peliasis”
thereby confusing them with lighter skirmishers in some
battle accounts. They are armed with a long pike the
sarissa — in the case of the Successors this was up (o
21 feet in length and balanced with 2 heavy bronee but-
spike. Phalangites continued 1o wear the bromes or iron
Macedonian sivle helmer. Officers and, very possibly, the
front rankers wore metal cuirass body armour, Whether
this was a more comman practice in the Guard is not
known but it corainly makes a nice differentiation in
respect 10 the appearance of the units,

Light Infantry. The phalanx was supplemented by
infamiry  more  lightly armed  than the “heavies”
(phalangies) bue more heavily armed than skirmishers
who were expected w fight only ar a distance. They are
represented here with a single entry and upgrades are
provided o represent specific types than differ in devail.
This category covers the common vpe somctimes simply
referred to as ‘mercenaries’- a term that became
associated in the 3rd Century BC with the more heavily
armwed Greek Peliast. From the middie of the century,
these Peltasis carried the “theuros' - the long shield
similar o that wsed by Celts - rather than the smaller
‘pelia’ from which  their name derives (see  the
Peloponnesizn War list). They are consequently also
referred 1o as “thureophoroi’, In some Greek cities they
became the principal woop ope, displacing Hopliges,
Thurcophoroi are armed with both spears and favelins
and wear helmets, bot little if any other armour. Such
‘jack of all trade” troops could well be merceniries, b
could also be part of a leww from settlements of soldices
who fight in this style = for example, Theacians,
Anatolians or Greeks, The Actolian allics of Antiochus 111
who took part in his battles against the Romans would
mast likely have been thureophorod and it seems likely
that most garrisons and city miliva would have been
similar,

Archers, Bowmen would often form part of the
skirmishing part of the army but we have made provision
for Formed bodies of archers oo, Archers would be
provided by sulbject peoples or allies — of which the Arabs
provided a large contingent on ar least one oocasion.
Cretans were alad famed archers, and are associated with
i tvpe of archer armed with i small shickd and possibly a
sword, in which case they might be expected to fight at
closer quaners too. Persian archers fought in the early
campaigns of Selevcus L oand Elymians from western
Persia fought for Antiochus 111

Galatians, In the 3rd Century BC, Anatolia was invaded
by a large number of migrating Celts who eventually
settled into the central region of ‘Galatia’, They were
hired or allied with the surrounding independent
kingdoms and were not above fighting for both sides.
They were notorious for deserting their adopred cause at
the drop of 4 bat and have consequently been rated as
Unreliakle, As time passed they became more Greek in
their clothing, arms and outlook bur we represent them
here as a wpical Gallic warband which scems o fir their
reputation, They are armed in the useal Celtic way with
javelins, long swords and long shiclds,

Skirmishers. This category covers units equipped with
javelins, bows and slings as well as a variety of peoples,
Skirmishers were provided by either  professional
mercenaries or allied ribes, often from the desert or
mountiin marging of the Empire, Cretan archers can be
included in this category, as can bowarmed Arabs amd
Persians. Javelin armed troops might be from the
adjoining mountinous regions of Ansoliz including
Cappadocia and  Cilicia, and would have resembled
comparable  trocps in a Greek  army  (see  the
Peloponnesian War list), In the east these roops would
probably have been mative Persians or similar in
Appearance

Guard Cavalry. Just as the Guard infaniry was a
permanent establishment formed from the sons of
military sextlers, the Guard cavalry was s exac
counterpart in the mounted arm. The number of roops
was smaller, consisting of owo distines regiments of 1,000
men each rather than something like 10,000 in votal for
the foot. The first body was formed from Medes sentled in
the castern part of the empire and was known as the
Agema (3 term previously associated with Alexander’s
Companions and which means something like “leading ).
The second body came from the west and was formed
frem the Macedonian settlers = it was known as the
Companions. Both bodies were elite heavy cavalry armed
with long spears, swords, helmers and  body armour,
Shields don't appear o have been carried and the long
spear was held in both hands. Although ewo distne
regiments existed, these have been represented by a
variable number of units = 1,000 Being considesably more
men than is envisaged by a single mounted unit on the
tbletop.
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Heavy Cavalry, Where the Guard cavaley are the
counterparts 0 the Guard infantry, these are the
counterparts o the ordinary phalanx - a resenve of
experienced land-owning former Guardsmen who could
be mobilised in tmes of wir They are equipped in the
same way as the Guard but from the Znd Cenmry
onwards both Guard and ordinary Heavy Cavaley adapted
the heavier Cataphrict equipment as noted in the
upgrades,

Light Cawvalry. These are light cavialry armed with
juvelins, usually wearing a helmet and carmving a shicld
Their role is o fight from a distance but also o close with
the enemy, often with others of their kind, The ope of
cavalry known in the west as “Taranting’ are included in
this catcgory — they carry distincuive large round shiclds.
The wrm originated with light skiemishing cavalry from
‘Taras and the surrounding arca of southern Ialy, By the
3rd Century, this nope is often associated with cavalry that
cian also close for combar. The same category includes
Median cavalry, who fought for the Seleucils at the
beginning of the period covered, and other locally
recruited  eastern cavalry in the Persian  radition.
Mercenary Thracian cavalry also [ought in this manner
and carried the long celtic sivle theuros shicld. The
category also includes the ‘civic' cavaley reported by
Polybius as wking part in the parade s Daphnae in
164 BC (poditikodi). These are something of a mvstery but
it is suggested they were liphe cavaley recruited as 2
specilic response o war in the cast where the need for
such troops =eems most likely, The term Taranine” also
disappears from use at the same time so it may simply be
a case of the descriptive term falling from use eather than

the troop type itself

Horse archers. Horse archers include Parthians, Dahae,
and Bactrians — ie, peaples lyving on the borders on the
castern part of the Seleucid empire, Some mounied
archers are also incorporaied into the skirmishing moops,
this entry specifically represents roops with a strong
mitive tradition of this kind of warfre

Mounted Skirmishers., These are lightly  armed
skirmishing cavalry, usually mercenaries in much the
same way as skirmishing infantry and often coming from
the same place, For the most pan they are javelin-ammed
but the category can also include horse archers = a
military seutlement of Jews in Babylonia may have fought
as mounted archers, for examiple.

Elephanis. The Scleucids made more use of the elephant
than any other Succéssor state and were associated with
the creatures o the extent thar they became 3 symbol of
the dynasty, ofien appearing on coins, Whilst the
Seleucids had aveess w India they ficlded considerable
numbers of elephants, including $00 ar the Banle of Ipsus
in 302 BC, The clephant herd subsequenty dwindled sis
animals  died and finding  replacements  became
increasingly difficult. The loss of Bactra in 244 BC cut off
the Seleucids from their source of clephants and after the
defear of Mignesia in 190 BC, all elephanis were
surrendered o the Romans - although they appeared in
subsegquent  armies in smaller numbers. The  last
significant battle they are reliably reported 1 have aken
part in wis Lysias's expedition against the Jews in 162 BC
Elcphamts were accompanicd by up o 490 infaniey -
primarily lightly armed javelinmen - these are now
represented separately but models can be added 1o the
base if desired.

Scythed Chariots. The Scleucids persisted with the lane
Persian innovation of the scythed chariot = 3 chariot
festonned with soythes and blades whose sole purpose
was 1o drive into the enemy rinks in order o spread
despondency and  disrupt opposing formations, These
rively worked s they were oo casily avoided, although
their continued deployment suggests anticipation of their
efficacy at least. Chariots were never used after their
disastrous performance ar Magnesia except for an
appearance in the apocryphal 11 Maccabees,

Bolt Thrower. Although artillery was repularly used in
sicges by all Hellenistic armies, there is only one occasion
when such engines were deployed in the field by the
Seleucids — mamely at Thermopylae in 191 BC where field
fsetifications plved 3 pact. Although its not certain what
kind of weapons these were, we have represented them
with a single unit of bolt throwers as seems appropriane
MNote this i5 a ong unit maximum regandless of the sk of
thie army — there is o minimum,

Portents. This is an optonal upgrade for the army's
General and costs + 10 poims, The General can take the
portents before the batde. This allows the General w
re-roll one filed Command roll once during the bagtle
Take the Command test again — if successful, the order is
isstbid and the General can continue giving further orders
il yvou wish

Hypaspisis. Regardless of the army siee, one unit of
Guard Phalanx can be upgraded to Hypaspists with stats
as shown and armed with pikes. This costs + 10 points. In
Alexander’s army, the foremost infaniry unit was the
Agema of Hypaspists = the same name minus the Agema’
title continued o e used 1o describe the foremaost elie
regiment of the Guard Phalanx in the Seleucid army, Nog
all historians agree with this interpretation = but it suits
our purposes in adding varety and interest o the army,
Those who regard Chypaspisis’ and Cargyraspides’ as
synonymous can safely ignore either the oprion or s
name and no haem willl be done.

a
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Imitation Romans. Hall the Guard Phalanx units can be
upgraded to Imitation Roman Legion with stats as shown
and based as standard heavy infantry. Note this must be as
closely as possible hall the (ol number of Guard Phalanx
units ficlded (including Hypaspists) or else none at all eg,
if five units are ficlded, two or three could be Imitation
Romans. This costs -5 points per unit, During the reign of
Antiochus IV, hall the Argyvraspides exchanged their
regular Macedonian weaponry for a Roman sole of
armament consisting of mail body armour, helmet,
Roman ‘scutum’ shield, and a bropd-Baded gladius tvpe
sword, Whether they also adopted the pilum, javelins or
throwing spears isn't entirely clear, nor is it known o
what extent they adopred Roman manipular organisation
and tactics. However, they were re-armeed in imitation of
Roman troops and so we have given them the same stats
and the Maniple rule as for contemporary Roman Legion,

Spearmen. One unit of Light Infantry per 1,000 points
can be cquipped as Spearmen with stats as shown. This
COSES -5 pls per unit (ie, it is a 5 points discount). This
option has been added © represent spearequipped
auxiliarics and civic troops that might otherwise be
represented by the Thewrophoroi vpe.  Although
Theuraphorot are often depicted without javeling this
doesn’t necessarily mean they fought without them - bt
there is a case 1o be made and this option allows for ic

Thorakite. Up o half the number of Light Infanory can be
ciuipped as Thorakite. This costs +5pis per unit. In the
latter half of the 3rd Century BC many representations of
theurophoroi show them with armour. These morne
heavily armoured troops are called ‘thorakite' — infanory
with body armour — wsually this armour was mail
Otherwise they are armed the same way as theurophoroi
and might be compared o Roman Auxiliaries of the carly
Empire who are identically equipped.

Thracians, One unit of Light Infaney per 1,000 points
can be equipped as Thracians with stats as shown, This
costs + 10 pts per unit. The Thracians may have evolved
the more heavily armed type of peltast in the dth Century,
They cerainly continued 1o fight in this sple, some
carrying 3 heavy bladed weapon called a rhomphaia - this
is variously described as 4 sword or a bill = probably
something like the falx careied by later Dacians.

Galatian Cavalry. If the army contains atr least two uniis
of Galanans then Light Cavalry can be changed vo Galatan
Cavalry — but not more than one cavalry unit for cach e
Galatian foot units. This is free. As well as supplying
infantry, the Galatians fought on horseback. They are
armed with spears and wear little if any armowr, Although
such roops could conceivably be ‘light cavalry' ovpes
armed with javelins we have treated them as spear-armed
‘medium cavalry' as they were considered © be
‘doraophorai’ or speararmed close fighting cavalry. They
are no more reliable than Galatian infantry.

Camels. Eegardless of the army size, one unit of Light
Cavalry can be upgraded wo a unit of Camels with stars as
shown for free, This has been included w represent the
camel riding Arab mownted archers who fought at
Magnesia but who may also have accompanied Arab
infantry at other times, They are described as having long
slender swords, implying anticipation of fighting from
camelback = but Arabs uswally dismounted to fight and
their effectiveness in a mounted role is open oo debare.

Cataphracts. If any options are selected, elther as near as
possible half the Heavy Cavalry must be upgraded o
Cataphracts, or all Heavy Cavalry must be upgraded o
Cataphracts. This costs +15 pis per unit. Sometme
towards the end of the 3rd Cenmry BC, the Seleucid
cavalry adopted heavier armour including armour for
their horses. This could have happened after Antiochus's
gasterm campaigns in 210 BC - 206 BC where heavily
armoured cavalry might have been encountered in
Parthian armies. Cataphracts continwed o be armed with
a long spear held in tao hands. The option o upgrade
half the Heavy Cavalny reflecis divided opinion as o
exactly when and o what extemt this changeover
happened — the transition oocuming doning the latker pan
of the reipn of Antiochus [ when the Seleucids were
actively campaigning in both cast and west. Afterasards, all
cavalry would be Cataphracts,

Guard Cataphracts, All Guard Cavalry can be upgraded
to Cataphracts af a cost of +15 pts per unit. Either all
Guard Cavalry must be upgraded to Cataphracts or none
The ordinary Selewcid cavaley seem o have  become
cataphracts before the Guard, but the Guard followed suit
and were probably all =0 protected by the Battle of Panion
in 200 BC, where they were positioned directly opposite
the Roman infantry. Althowgh the Guards may not
necessarily have been quite so heavily armoured as the
line cavalry, we have put the option in o give them
Cataphract stamus o refllect the change in equipment,
However, it would be perfectly “correct” o keep them as
Heavy Cavalry given that their armour is supposedly sill
lighter than that of the ling cavalry = they can be arcgued
cither way with equal conviction,

Mercenaries. Up w half the Light Infaniry can be
downgraded o Unreeliable mercenaries ar a discount of
=10 pas per unit. Most Seleucid light troops were either
mercenacies o allies, bur in general they were
professional  soldiers and no account has  bheen
madec of their potential unreliability excepr in the very
deserving case of the Galadans. This opuon allows
Light Infantry umnits to be Unreliable to represemt
poorly  traimed mercenarics or green troops such as
civil militiz.
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CELTIBERIAN - THE WAR OF FIRE

i e twar belteeen the Romais and the Celtiberians
was called the “War of Fire”, so remarkabie was tw
uninterrupled character of the engagements... Winter
alone fat & check on the progress of the war and on e
continnous character af the battfes, so that an the whole
i e can conceive a war fo be fiery it would be tis and

s other”
Perlyirias

The Roman conguest of Spain began with the war against
Hannibal during which Spanish troops lought as
mercenaries for both sides. Following the defeat of the
Carthaginians, the largely civilised Iherian coastal zone
was pacified and absorbed as the Roman provinee of
Hispania Citerior (‘Mearer Spain’). The subsequent
history of the conquest describes the battle for Hispania
Ulterior {*Further Spain’). Roman sources refer (if
somewhat inconsistently) o the tribes of the central,
western, and northern part of the peninsula as
‘Celtiberians’, and that is also the erm we have used
describe them in this list. This is a necessary simplification
that disguises the much more complex picture portcayed
by archacological and linguistic research. However, the
Homans saw all these ribes as essendially similar, even
where they spoke different languages or had differing
customs, It is fair to say that, having lived together side-by-
side for centuries, indigenous peoples and invaders
{whether Celtic or otherwise) had proan more similar 1o
each orther than 1o their forchears - in the lanpuage of
some modern commentators they had undergone a
process of “Celticisation’.

The chief period of ighting began in 155 BC with the siart
of the Lusitanian War and came to an end with the
destruction of Numantia in 133 BC. The most noable
individual to resist the Eomans was the Lusitanian
warleader Viriato, Virato {pronounced Vi-cah-ta) was
known as Viriathus or Viratus (o the Bomans, but as a
Pormugese national hero it seems only right 10 name him
in the native fashion. During these years, the Lusitanians
cither joined with or co-opted their neighbours into
fighting against the Romans, They assembled large well-
organised armies, invading Roman controlled werritory as
wiell as fighting against Roman armies sent into their own
lamels.

The Celtiberians had good cause for resentment. Roman
commanders viewed the conquest as little more than a
chance for personal gain and glorification. It was thought
that the Celtiberian tribal towns would yield rich beooty -
especially silver and gold for which ITheria was famous, As
4 conscquence, commanders were eager 1o claim credit
for defeating the Celtiberians, cven going as far as 1o
antack otherwise passive or potentially friendly tribes to
do so. This is what happened when the Roman general
Lucullus amacked the fortified town of Cauca in 151 BC,
After an initial skirmish, the inhabitants surrendered on
terms which Lucullus promptly disregarded, choosing o
massacre the population instead. Following this infamous
incident, Lucullus and Galba invaded the werritorny of the
Lusitanians. The Lusitinians accepted a peace treaty
offered by Galba. In return Galba betraved and massacred
them oo, Amongst the few who escaped the claws of
Roman treachery was Virato himself

Viriato was subsequently elected warleader of 1
Lusitanians who became the principle protagonists

resistance o Rome, The other major force amomgst 1
Celtiberians was centred wpon the forified wan

Mumantia in the northemn plateau called the Mesea, B
the Lusitanian and Numantine wars were characterised
Celiberian raids, despoliation and ambushes rather th
formal hartles. Roman armics were caught and desoroy
on the march or else ambushed whilst engaged in 1
pursuit of "defeated” foes. This hit-and-run style of warf:
unnerved the Bomans, Spain quickly earned a reputan
as a dangerous posting and the fighting quality of Rom
troops declined o a pitiful standard as a resalt. T
Romans found it hard 1o pin down the Celtiberians a
concentrated  instead on  anacking  their  fortifi
strongholds, Under Vinato, the Celtberians massed he
armies to confront the Romans, far larger than previoo
and were o prove capable of atacking and mking forihb
towns as well,

e any rave, the Lusitanians, {t is sald, are given
lrying cmibash, given to speing ouf, are greick, niml
arid good ar deploving troops. They bave a small shi
frn feer in digmeter, concave in frond, and suspene
Srom the showlder by means of thongs (for o bas neiti
arm-rings nor bandles). Besides these shivids they bap
dirk or a buwicher’s-knife. Most of them wear [fiv
crifrasses; a fewr wear chain-wrouglht cuirasses a
belrmeds wwich three crests, but the rest wear belmets me
aof sfreiis. The foot-sofdfers wear greaves also, and e
soldier bas several javelins and some also make wse
spears, and the spears bave bronze beads "

Mir

The Romans reasoned thar without their warlea
Lusizinian resisgance would crumble. To this end
bribed three Celtiberian ambassadors o their cau
Viriato was stabbed o dearh as he slept, and a war @
began with shameful acts of treachery was brought o
cifective conclusion by the same means. Meanwl
further north, the large fortified own of Numantia «
finally taken after a long and bater siege in which mos:
the inhabitanis chose to die by their own hands rat
than surrender. Although some efforts were made
continue the war, over the following decades the Rom:
strengthened their hold over Celtiberian termony bt
bit. The main period of fighting was over, but even
Spain was not fully pacificd undl the time of Augusius

The list that follows is intended to represent the lar
confederate anmies that fought against the Romans dur
the time of Vielamo., The same list might reasona
represent any Celtiberian or Iherian foree from the Pua
Wars up until the Cantabran war — there is little reasor
believe thar these armies differed in any significant «
over this period. The General's high Command value
relatively high number of leaders gives the army m
flexibility than the usual large barbarian army, as sce
only appropriate.




Celtiberian

Troop Type Atack Range Hits Armour Command Unit Size MinMax Points Note
Warriors Infantry 2 15 3 - 3 8- 40 *1
Skirmishers Infantry 1 15 3 . 3 4 30 *1
Cavalry Cavalry 2 15 3 6+ 3 A 60 *1
Mounted Skirmishers  Cavalry 1 15 3 3 /2 40 *1
General General +2 . 9 1 1 125 -
Leader Leader +1 8 1 <4 80 -
OPTIONS

The following options are available to the Celtiberian army. The option to upgrade warriors to warband has been
included to allow players to give their infantry better massed fighting potential as was more typical of the Lusitanians.

See accompanying descriptions for details.

Warband Infantry 2 15 3
Bodyguard Infantry 3 15 4
Combincd Horse Infantry 2 15 3
Viriato General +2 . .
SPECIAL RULES

*1 Skirmish; *2 Warband rules 2 & 3 only; *3 Hamippoi

Warriors. Celtiberian warriors were armed with javelins
and swords and fought from close range as well as at a
distance. Javelins included the heavy iron javelin which
the Romans called ‘soliferrum’. Warriors also carried
broad daggers, and some would have swords depending
on their wealth. A few carried spears instead. Most
warriors had a medium sized round shicld that Romans
referred to as a ‘cactra’ but some tribes carried the long
Celuic style shicld instead (‘scutum’ to the Romans). A few
wore helmets - often of leather (Strabo’s description of
‘sinew’ helmets could well refer 1o leather armour).

Skirmishers. These are lightly equipped skirmishers
armed with javelins and a small round shield. The same
category is also used to represent units of slingers - the
existence of which is not recorded for Celtiberian armies
but seems extremely likely,

Cavalry. The Spanish cavalry represent the social elite of
the warrior class and are the most likely 1o wear body
armour and carry prestigious weapons such as finely made
swords. Shiclds are usually round and spears or javeling
are also carried. Their cavalry were relatively numerous.

Mounted Skirmishers, These are lightly equipped
cavalry -~ perhaps younger or poorer members of the
warrior class or perhaps equipped for raiding or
skirmishing. They lack body armour but are otherwise
equipped similarly to the above.

Warband. Any units of Warriors can be upgraded to
Warband at - 5 points - such units are affected by the
standard Warband rules 2 and 3 but not rule 1 (the +1
Command for large brigades). Note that they lose the
‘skirmish’ rule. This represents the more aggressive units
and has been included as an option to allow players to give
their infantry better massed fighting potential as was more
typical of the Lusitanians. The Command bonus s
deliberately missed out as the standard Command values
for the army are higher than usual for Warband based
armies and these units would form a large part of the army.

. 3 Any Free *2
6+ 3 -1 +30 *2opt
. . 3 Sec Rule  +10 *L3
9 1 1 +25

Bodyguard. One Warrior unit per 1,000 points can be
upgraded to clite bodyguard with stats as shown at a cost
of 30 points per unit. Note that they lose the ‘skirmish’
rule, Such units represent the practice of “devotio”
whereby a chieftain’s personal followers swear not to
leave the batte alive should their leader fall. Bodyguard
units can also be upgraded 10 Warband at no extra cost if
desired but this is not obligatory.

Combined Horse. Warrior units that have not been
upgraded to cither Warband or Bodyguard can be
upgraded to Combined Horse units. The army cannot
include more Combined Horse units than it has Cavalry
units. These units have the standard Hamippoi rule.
Spanish cavalry would often dismount to fight on foor,
whilst Livy describes infantry fighting alongside cavalry,
cither way it is suggested that Spanish cavalry and infantry
often fought in combined arms.

Viriato. This is an optional upgrade for the army's
General and costs +25 points, The army's general can be
upgraded to Viriato - hero of the resistance against Rome!
Viriato brings the benefit of a special ‘ambush’ rule. The
War of Fire was not a war of pitched baules and the
course of events was heavily influenced by the rough
mountainous terrain. In our tabletop game we want to
fight real battles of course = so we shall represent this
advantage in a way that can be applied universally. In the
opposing player’s tumn, in his Command phase, Viriato
can spring an ‘ambush’ after any successful Command
roll made by the enemy General, The opposing player
can't make any more Command rolls that turn after the
ambush has been sprung - even if the opposing General
would otherwise be entitled 10 re-rolls. The ambush rule
can only be used once during the game - so choose your
moment carefully!




THE JUDEAN REVOLT

Thiﬁ- list is inspired by the forces of Judea from the
revolt of Judah Maccabee to the death of his brother
Simon — as such it is drawn ffom events taking place
during rather a narrow ime-frame from 167 BC o 135 BC
— but it will serve well enough 1o represent the armies of
Judea in the early decades following the revolt and also
the later uprisings against the Bomans in the st Century
AD. Maccabee is a title or nickname and probably means
“The Hammer'. The name properly belongs only to Judas,
but the whole leadership, Judas's brothers, and the revolt
itsell are often described as *"Maccabean'. Incidentally, it is
common 0o see Judah’s name in its Latin form - Judas
Maccabeus. The dynasty founded by the Maccabecs s
known as the Hasmonean dynasty, the name of which
supposedly derives from that of an ancestor of the
Maccabeans called Asmoneus,

As for Judas Maccabens, be bath been mighty and strong,
even from bis youth up: let bim be your captain, and
fgint the bacrle of the people.”

After the conguest of the Persian Empire by Alexander the
Corear, Judea became a semi-autonomous state within the
new Greek empire, After Alexander’s death, the area was
disputed between Egypt (the Prolemies) and Syria (the
Seleucids) and Judea eventually fell under Seleucid
control in 198 BC. The subsequent revolt against Seleucid
rule followed a clumsy if determined anempt by the
Seleucid king, Antiochus IV, 1o force Jews wo abandon their
native religion and w worship Greek gods - even going as
Far as 1o erect a pagan shrine in the Temple of Jerusalem.
The subsequent revolt was led by inflammatory and
wncompromising pricsts and suppored by the mass of
common people. In many ways the revolt was as much a
protest against the urban and largely secular Jewish
middle-class as against the overbearing rule of the
Seleucids.  Jerusalem was home to a  substantial
population of Hellenising Jews whose readiness to adopt
Greek customs was frowned upon by traditionalists, Many
of the towns throughout the region were at least partially
Hellenic in character; some had even been founded as
Greek colonies. Field battles did feature in the revolr, b
there were few large engagemenis. Anacks upon, and the
sack of, wwns was a common feature of the uprising and
Judean armies proved quite capable of constructing
engines of war where necessary:

The ultimate success of the Maccabees owed a great deal
o the fact that their enemies were preoccupicd with civil
wirs and revolis elsewhere. However, there can be no
doubr thar the Judeans wene highly motivated and, for the
most part, well led. Judah Maccabee’s father Mattathias
instigated the rebellion by cold-bloodedly murdering a
group of worshippers as they sacrificed ar a pagan altar.
He then fled into hiding in the countryside. Martarhias
wias i devout priest who had brought his sons up o follow
in his pious footsteps, The whole revolt was characterised
by 2 high degree of relipious fervour, These times are
described in detail in Book 1 Maccabees, which is part of
the Apocrypha’ included in some (though not all)
versions of the Bible, OF course — this is very much a one-
sided account but an inspiring one!

After Judah Maccabee was killed in barle, his bro
Jonathan and then Simon wok over the leadership. Si
concluded a fvourable peace with the new Seleucid |
The king. who was already facing civil war in Svria, w:
teo happy to restore a measure of autonomy to Juds
return for the nominal support of the Jews. 5
established the dynasty thar was 1o reign throughou
Roman occupation until 37 BC and the accessio
Herod the Great,

Then Apollonius gathered the Gentiles together, a
great bost oul of Samaria, to fight against loeael W
thing when [udas perceived, be went forth 1o meet
and so be smote bim, and slew bim: many also fell d
slain, but the rest fled. Whergfore Judas took their sg.
and Apollonins” sword alsa, and therewith be fough
bis life fong.”

What we know of the Judean army owes much to
fortuitows survival amongst the Dead Sea Scrolls
document purporting to describe the training, equipr
and hattle order of the rebel army. This is known a:
War Rule or, more romantically, “War of the Sons of 1
Against the Sons of Darkness'. How closcly this dogur
reflects actual military practice is hard 1o say -
information based on this scroll has been used 10 pro
the framework of the army described here. It prob
overestimates the capability of the Jewish rebels po
war on an open bartlefield - but we won't con
oursclves o much with that - the Judean commas
has enough to worry about with a rather limited sele
of troops as it is!

TACTICS
The Judean army has been given a large numbe
relatively poor leaders but the additdon of Judah Mace:
to the force goes a long way o compensating fo
generally low Command values. That said, the army «
suffer from a rather limited selection of roop wpes,
its main fighting infantry will have a job standing u
contemporiry professional armics such as Roman:
Seleucids. However, with plenty of skirmishers, arcl
and even skirmishing cavalry, they will perform strong
i distance and may be able o keep more hard-hin
armics a1 bay, The Judean heavy cavaley are too fio
counter most cavalre-based opponents, but sufficier
threaten or protect flanks and excellent for finishing
retreating enemy should you get so lucky Heavy e
are admintedly over-represented - but a single unit
LODO points reduces this arm 1o a marginal role and
was felt a little harsh given the army's general pauci
choice. The maximum given Is more appropriate
Hasmonean armies post-revolt, but we leave it o pla
to interpret their army slightly more broadly if they w




The frdecn Revelt

Troop Type  Anack Range Hits Armoor Command Unic Size MinMax  Points Note
Infantry InEntry 3 : 3 (4 E 3 -1 5 .
Archers InEnery x L1 3 . 2 3 2 40 R
skirmishers Infantry 1 5 3 . . 3 B 30 .
Heavy Cavalry Cavalry 3 . 3 54 - 3 -2 110 *3
Mounted Skirmishers  Cavalry 1 15 e - - 3 = S L *]
Gencral General $ 2 - - - 9 1 1 125
Subordinate Subordinate  +1 - . . 7 1 -4 30 .
OPTIONS

The following upgrade is available o the Judean Revolt army, See the accompanying descriprion for degails.

I_||.|,.|_|_;|J1 Maccabee Creneral + 2 . ' - t ) 1 +25 -

OPFTIONS FOR RELIGIOUS FERVOLUR

This option reflects the garly religiously inspired stages of the revolt and is offered as an interesting rather than a
practical choice for ambitious players! 17 this option is selected then all Infantry and Archers must be regraded as
Fealots with the stas shown at a points discount of - 10 points per unic.

Fealor Infaniry Infantry 2 - 4 B+ . 4 All -1 3

Fealot Archers Infantry i i 3 : . 3 All A0 3

OPTIONS FOR ROMAN REVOLT

This option represents the later unsuccessiul revolt against the Romans in the 1st Century. In this option an least hall
the total number of Infuniey and Archer units must be raed as Zealors. No Heavy Cavalry can be included in the army
amnd mounted skirmishers are limited o a maximum of 2 per 1L points as shown below, The General cannot bee
upgraded 1o Judah Maccabee The historian Joscphus deseribes this laeer revolt in two slightly discordant accounts = an
autobiography and 2 history of the war. The laner (s readily available in translation. Josephus was one of the revolt's
field commanders before the Romans capiured him, whereupon he prompily became a staunch proponent of the
benefits of Roman civilisaton {eouds, aquedoects, sewers, o).

Zealot Infaniry Infantry 2 . % O+ . 3 Half or 10 3
: More

Fealon Archers Infantry i Al 3 - - 3 ’ <10k *3

Mounted Skirmishers  Cavalry 1 15 3 - . 5 -2 40 *1

SPECIAL RULES
*1 Skirmish: *2 Shock; *3 Fanatic

The Wiar Reale deserifes
cerr hdeeed fiphidfeg
Serrrnction thal fecfodes o
dndy of infantry armed
with fong spears darid
shfilals - tlrese Froofis
weerre foduebfy areried
werfitly eqradfrnend carfatiirea
fraarn Srlerectd arsrnals
caveed epeaenled Brenr
presented a sommedai
verried dnearaiitce

i
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T frectean Revodt

Infantry. Although undoubtedly something of a rag-ag
army, the basic inEunery fighters would approximate o the
classic soldier of the day - sometimes referred 1o as
‘thurcophorod’ (or ‘thorakitai® if they wear body armour).
The wrm refers o the Greek “thureos’, the comman owval
shaped shicld carried by most troops who would
otherwise fight with a long spear and varying degrees of
armeur — this would wsually include helmet and greaves.
As the revolt progressed, the Maccabeans captured stores
of equipment from the Selewcids,

The War Rule describes close fighting formations for the
mass of infantry, Accordingly we have given the infantry
stats that reflect a degree of armour and discipline -
though one suspects both qualities were somewhat in
shor supply in the early days of the revoll. The spear is
something in the order of 10 feer in length but
parucipants in the carliest battles would probably have
been grateful for whatever they could get

Archers. At the stan of the pericd covered, bowmen were
probably deploved as skismishers at least some of the
time. However, we've allowed for formed bodies of
archers if only o add some tctical variety wo the army,
and such bodies would have formed part of the army
during the dynasty's heyday

Shirmishers. According o the War Rule, the army’s main
hosdy wonld be preceded by two waves of skirmishers: the
first armed with slings and the second with javelins, Note
that foor archers are not specifically mentioned amongst
the skirmishers in the War Rule but there is a lacuna in the
section describing the forward lines of the army:, It seems
possible, even likely, that bow-armed skirmishers on foot
wirnild have formed the first (of seven) lines replacing
what would otherwise be the first of two lines of slingers
in the inital wive

V7
&

Heavy Cavalry, Older, wealthier men prowvided the hea
cavalry. It seems likely that much of their equipment can
froam captured enemy arms and armour, It is assume
they approximate to the standard cavaley of their day, win
some body armour, greaves, helmess, shields and o
spear. They have been accorded shock starus, T
maximum allowed is admicedly gencrous = but

maximum of | relegates them to an ineffective role, whic
was felt 1o be inappropriate.

Mounted Skirmishers. Younger and lightly armed ride
were supposedly stationed  alongside the infamiry
bolster their effectiveness. These mounted skirmishe
were armed with javeling or bow — probably Formi
separate units of either javelin-ammed or bow-arme
skirmishers, Most would probably have been javeli
armed. More that the same stat line represents both typ
— bow-armed troops hiving the shorter ranpe associate
with most horsemen armed in this way,

Juiah Maccabee. This is an optional upgrade for o
army’s General and costs + 25 points, This represents a
inspirational religious leader such as Judah and his Fath
andl brothers. If any commander fails 1o give an order |
i umnit thar is within 20cm of Judah Maccabee then tb
dice can be re-rolled — if the re-roll is successful, the ordi
is given and funher orders can be issued by the sar
commander exactly as if the order had been successful |
the first place. The re-roll applies 10 orders given by
General himself as well as by other commanders. Ar
number of re-rolls are possible, even from the sam
commander, but note that {as alwarws) a re-roll can new
be re-rolled. There is no such thing as 2 re-re-roll in ar
cirCumaiinoes!

Zealot Infantry/Archers. Zealots were religious Enati
willing 1o take up arms but not always well equipped «
led. Included amongst them are the Sicar - “kndfe-me
wive would Gl upon their victims siabbing them o dea
in the streets as they went about their daily lives, IF th
Religious Fervour option is taken, all Infantry and Arche
units must be ditched in favour of Zealots who are chea
but difficult w control, If the Roman Revolt option
taken, at least half of the wml number of Infiny an
Archer units must be downgraded to Zealors at -10 poin
per unit — these can be any uniis, either Infanury o
Archers, as the plaver wishes,
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LATE REPUBLICAN ROMAN

his list covers the Boman army rom the reforms of

Marius — when recruitment and teaining were put
onio a professional basis - until the reign of Augustus. As
such it standds immediately before the Imperial Roman
army list and covers the Mithridatic Wars, Caesar's
congquest of Gaul and Crassus’ disastrous invasion of
Parthiz as well as numerous civil wars and revalts, It is
likely thar Marius started o ke practical measures to
reform his own forces during his war against Jugurtha in
Mumidia ending in 105 BC. Widespread military reform
probably began during his Consulships of 104 BC - 101
BC. Octavian was voted the dtle Augusius in 27 BC,
efcetively marking the end of the Republic, The list
therefore embraces a period of approximately 75 years
and might also reasonably cover the final subjugation of
the mountainous northern part of Spain undertaken
from 26 BC - 19 BC and the punitive expedition against
the Meroites following their arack on Lower Mubia in 24
BC,

These were years of rmoil for the Roman republic.
Rival factions competed for political and military office,
made and broke alllances. and sought o diseredic or
eliminate their opponents. War and conguest enabled
the Roman nobility to further their political ambitions -
such men drove the mapid expansion of Roman territony
in the century following the war against Hannibal.
Rome's wars fuelled the drive for political power, wealth
and personal glory. The spoils of war massively enriched
many of her leading families, but continuous warfare Gir
from home only impoverished the citizen farmers who
made up the manpower of the republic's legions,
Neglected farms were bought by wealthy landowners
and incorporated into large esttes worked by slave
labour, As landless citizens no longer qualified o serve
in the legions, the result was a crisis of manpower.
Mawers were brought 1o a head at the end of the 2nd
Century BC by the massive incursion into Roman
territory of two German tribes: the Teurons and Cimbri
together with numerous Gallic allies,

This huge barbarian horde had already fought its way
southwards into the Danube Basin before a Roman army
was sent o confront it. The Romans were soundly
defeared at Noreia in 113 BC with grean Ioss of life. This
pattern was to be repeated as the barbarians moved
south-west into Gaul, destroving one Roman army after
another in what appeared to be an unstoppable tide,

In 105 BC, two combined Roman armies -
annihilated ar Arusio in the Bhone valley in €
Following this disaster, Gaius Marius - victor of the
against Jugurtha in Mumidia - was given the s
stopping the relentless German advance. Formunane!
him, the barbarians did not immediately invade
after thelr initial success, but instead wrmed we
plunder Spain,

In 102 BC they returned 1o Gaul 1o face Marius' n
recruited legions. The Germans made the mistab
dividing their forces: the Teurons advancing along
coast whilst the Cimbri attempted to break throug)
alpine passes, Taking advantape of this, Marius firs
his army against the Teutons, meeting and defe
them at the Bantle of Aquae Sextiae. German casu:
were 45 high as 100,000, many were simply massacr
the victorious Romans whilst the women chose 1o
themselves rather than be aken into captiviry. Ir
following vear, the Cimbri were defeated at Vercell:
Cisalpine Gaul, suffering losses that were almo:
great. Thus the threar o Ttaly was ended and M
mew style legions had proved a success,

In erms of his military reforms, Marius's ra
achievement was o abolish the property qualificy
for leglonary recruits. Instead he wook his men fron
landless classes, cquipping and training them
expense of the smte, By necessity, equipment

therefore standardised upon helmets, mail armour,
shields, heavy javelins (pila) and short broadswords
tactical banlefield unit became the cohort - w
probably varied in size in practice but would be ber
MY amd 500 men = often stated as 480 (six centuri
8. Equipment and organisational changes may

formalised practices that had been going on for «
time but which would have been impossibl
sandardise amongst what was previously a citizen
A controversial aspect of Marius’s reform was o s
ex-legionaries with land grants - this land

theoretically owned by the state but in reality «
controlled by powerful Senatorial families, This pra
was understandably unpopular with the landed el
and helped w further factionalise interesis berwees
Senate and would-be Dictators.

The mandatory Raw Legions have been included i
list tor reflect the constamt recruitment required to
what were often huge armics in the field. Although
units can be upgraded, doing so will severely limi
number of other units available and is not neces:
practical. The local recruitment of auxiliary forces
client kingdoms, allies, and recently subjug
territorics makes these armies heterogencous
sometimes bewildering, Rather than try to represen
exact forces for specific barles, three distine option
provided for western, eastern and African arr
This is intended o broadly differentiate the charact
forces recruited in these theatres — although be:
ming that armies recruited in one theatre often foug
another.




Leate Reprallican Roman

Tresap Type Attack  RBange Hits Armowr Command Unit Size MinMax  Poinis Note
Veteran Legion Infamiry 4 3 5+ . 3 o2 i "
Legion Infaniry 4 - 4 54 - & A= Hil o
R Legion Infanmiry 3 3 54 4 A 1] .
Infantry Infantry 3 . 3 - - 3 B 35 -
Skirmishers Infantry 1 15 . - 5 -l A *3
Cavalry Cavalry 3 = 3 4 %, 2 B s
sMounted Skirmishers  Cavalry 1 15 3 3 2 40 e
General Cieiveril + X i 0 1 1 125 2
Leacler Leader +1 - - - 8 | -2 Hi) -
OPTIONS

The following options ire available o the Late Republican army: See the accompanying descriptions for details,
Trained Legion Infantry 3 - 3 S+ - A Any 30 *1
Dictator General + 2 - - - Q 1 1 + 10 -

OPTIONS FOR WESTERN ARMIES

The following oprons allow for armics recrutted in the western

orly one region: west, east, or Africa

Barbiarian Infantry Infantry A -
Barbarian Cavalry Cavalry A -
Spanish Cavalry Cavalry 2 15

OPTIONS FOR EASTERN ARMIES

b+

h+

PCRHONS

= an army can include addinonal options for

- & Any Free "4
- 5 Any -1 o |
s 3 o | +20 =3

The following options allow for armics recrubted in the eastern regions - an army can include additional options for

anly one region: west, cast, or Africa

Eastern Infantry Infantry 3 -
Thracian Infanory Infanury 2 15
Eastern Cavalry Cavalry 2 15
Araby Camicls Cavalry i 15
Armenian Cataphracts Cavalry 3 .

OPTIONS FOR AFRICAN ARMIES

o+

h+

- =) Any +10 -
- 5 i 41 =3

3 =i 50 L ]
- 3 -1 max Free *2.3.5
' 3 o] 115 *2.6.7

The following oprions allow for armees recruited in Afrca — an army can include additnonal options for only one pegion:

west, east, or Africa
Mumidian Cavalry Cavilry
Numidian Skirmishers  Infantry

Elephant Elephant

SPECIAL RULES

*1 Legion; *2 Unreliable; *3 Skiemish; *4 Warband rules 2 & 3 only; *5 Camels; ®*6 Shock; *7 Slow; *8 Flephant

I 15

b4+

54

i o 0 =23
= 3 -4 . *23
. 1 i | 0. "8




Leate Republican Roman

Veteran Legion. The very best of the legionary woops
representing veterans of battle hardened units. Equipped
in the same way as Legion

Legion. Standard leglonary troops = well rained  and
couipped units that make up the rank and file of every
Roman Legion, Well armoured in mail acmour and bronse
helmets, large shields, and armed with swords and heavy
iron-tipped javelins called pila.

Raw Legion. With the rapid expansion of the Legions,
especially during the Civil Wars, many unils were
committed o battle wntried. These units are accorded
Unreliable status o reflect their lack of experience rather
than loyalty, though even this must have sometimes Becn
in doubt as legions were often incorporated into the
forces of victorious enemies. This caegory can also
represent heavy infinery wnits raised by allies and eained
in the Roman manner as ‘imitation’ Legions (such as the
Cralatians).

Infantry, This general carcpory makes provision for
including tribal troops such as Gauls, Germans and
Spanish; troops from the Balkan region such as Hlyrians
and Thracians; or units from the east
such as Galatians, Syrians, Bithynians,

Dictator. This s an optional upgrade for the ammy™
General and costs +25 points. the General can b
upgraded o Dictator 1o represent such a mighty figure x
Marius, Caesar, or Pompey, The Dictator can re-rall any o
his failed Command ests once per turn. I the reroll &
failed, the Dictator's Command value drops by 1 = eg
from 2 to 8. The legions are nothing if not Bckle and the
popularity of the Dictator is based upon his success! The
Dictator can coninue o make one re-roll each irn a
before, but cach tme he fails, his Command value drop
a further 1.

Barbarian Infantry. Any Infantry units can be upgrade
tex Barbarian Infantry to represent freshly recruied Gaul:
or Germans with Warband rules 2 and 3 bur nor rule
{the +1 Command for large brigades). This is free. Noo
that it is not compulsory to upgrade units that represen
GaulsGermans inthis way — units can be assumed o hawve
succumbed o0 Roman discipline or o come from mor
civilised tribes. The Command bonus is deliberael
missed out as the standard Command values for the arme
are higher than usual for Warband based armics and thes:
units could form a significant part of the army.

and Judeans, These fight with shields and
javeling or spears, are paid for by their
commander bat clothed and equipped in
nanve style,

Skirmishers.  These rroops  were
provided by Rome's allics and subjecrts,
and include bowmen, slingers and javelin
armed troops. They could be westerners
like Gauls, Germans and Spaniards,
Mumidians fTom MNorth Africa, Greeks,
Anatolians, or Syrians.

Cavalry. These are mative troops taken
into ROnn Sservice = most appear to have
come from Gaul or Germany but as high
seatues individuals they probably managed
w equip themselves with Roman style
cquipment or the cquivalent. They are
armazd with spears and javeling, wear mail
armaour, and carry shiclds.

Mounted Skirmishers. Lightly armed
skirmizshing cavilry were recruited from
subdued or allied peoples and included
Numidians (Morth African  Berbers),
Spanish, Hhyrians, and Thracians armed
with javelins and shields. Bow or javelin
armed skirmishing cavalry could also be
provided by allies in Anatolia or Syria.

Trained Legion. Any units of Baw Legion
can be upgraded o Trained Legion at a
cost of +30 pts per unit. This option
allows the playver o avoid the obligation
of inchuding raw legion units, bur only at
the considerable expense of increasing
the minimum number of Legions 1o 8 per
1Oy points and therefore sacrificing
taetical Moexibiling




Late Repreffican Roan

Barbarian Cavalry. Any Cavaley units can be regraded as
Harbarian Cavaley 10 represent espedcially  headstrong
barbarians with Warband rules 2 and 3 but not rule 1 (the
1 Command for Lirge brigules see pobe above)
Barbarian Cavaley cost 10 points less and have reduced
Armour. As with |t'|fu|'|1|‘:._ units do not have o be
upgraded, it s entiecly optional. These could be Gauls
but Germans were cspecially noned for their ferocity

spanish Cavalry, Up o 1 Mouwneed Skiemisher unit per
LM} points can be opgraded o Light Caaley o
represent native Spanish cavalrye. This costs +20 points
PEr unil

Eastern Infantry. Any Infantry units can be upgraded o
Exstern Infantry vo represent armoured troops from the
former Hellenistic  kingdoms sueh as  Macedonia,
Bithymia, Judea, Syria, and Egypt. This costs + 10 poines
per unit. They are armed with spears, wear mail armour,
helmers and carry the long oval shaped shield

Mhracian |IIF:IIII:F}'. An ecasterm army can  include
Thracians fighting as light infanory with the stas and cosi

shown — note that this s an additonal entey and not an
U

abe 1o an existing enury. Thractans are armed with
spiars, javeling and shields and sometimes carmy a
distinctive curved bladed sword.

Eastern Cavalry. An castern army can include Eastern
Cavalry fighting as light cavalry with the costs and stats
shown — note that this is an additional entry and mot zn
'fl"i-'.f-“[L' i an exsing entry,. This incluedes bow armued
Myrians and Armenians, as well as 1T hracian or Anacolizn
light cavalry ar med with shields and javelins

Arab Camels. Regardless of army size — one unit of
Eastern Cavalry can be wpgraded to an Arab Camel unic at
ne addirional cost. The desert tribes were accomplished
ralders from Svria o Arabia = riders are armed with bows
and can carry favelins, shields and swords in addition.

Armenian Cataphreacts. An castern amy can include
Armenian Cataphracts with the stas and eosts shown -
narte that this is an additional enory amd not an upgrde to
an existing entre Armenia was a sometme ally of the
Romians duning these vears, aking Bome's side during the
war against Pontus for example. They are heavily
armoured and cammy a long lance (kontos)

Numidian Cavalry. An African army can  Include
Mumidian Cavalry with the stats and costs shown — note
thar rhis is an addiional entry and not an upgrade o an
existing entry. Numidians fought for the Romans in all
theatres = but these specifically represent the masses of
less reliable wribesmen characteristic of forces in Morth
Africa. They are armed with javeling and small shields

Numidian Infantey. An Alrican aemy can inclode
Mumidian Infantry with the stas and costs shown = note
that this is an additdonal entry and nor an upgrade o an
existing entry, Numidians fought for the Romans in all
theatres — but these specifically represent the masses of
less reliable ribesmen characteriste of forces fghiing in
Morth Africa, They are armed with javelins and  small
shields or else bows

Sumidian Elephant. An African army can  include
SMumidian Elephants with the stats and costs shown -
note that this i% an additional enery and not an upgrade 1o
am existing entry, Because relatively fow animals were
employed by the Romans, Numidian Elephants are
represcnted by undts of a single stamd.

34
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r-[lhi.-a list represents the armies of the kingdom of Meroe
at the height of its power in 3rd and 2nd Centuries B
when its influence extended from the third cataract of the
Nile to somewhar southwards of the sixth cataract and
modern Khartoum. The same list might reasonably cover
the whole of Meraitic history, from the establishment of the
capital at Meroe shortly before 300 BC until its destruction
by the King of Axum at around 350 AD. Meroe lay at the
edge of the Hellenistic world and laterly Roman Egypt =
the Romans fought a short war against Meroe in the time of
Augustus during which the northern capital and religious
centre of Napata was razed by a Roman amy.

Kush was the name the Egyptians gave to the region south
of the first cataract of the Nile, The same region later came
be known as Nubia, Both ‘Kushite’ and ‘Nubian’ {and
oceasionally  Ethiopian)  are descriptive  terms  used
somewhat imprecisely 1o refer to the ancient cultures and
peoples of what is now southern Egypt and the northern
part of the Sudan. The origins of Merpdtic civilisation arc
intimately bound with the history of ancient Egypt. The Mile
valley served as a corridor for north-south trade from the
earliest times when Kush was known as 4 source of vory,
hides, carnelian (2 decorative  stone also used [for
arrowheads), gold and slaves. In the Egyptian New
Kingdom, Kush as far as the fourth cararact became 3
province of Egypt and was even scitled by Egyptians, so the
area became heavily Egyptian in character as a result, In the
fth Century BC, after a period of anarchy, Mubia and Egypt
were united under a Kushitic Pharaoh (the XXVih or so-
called Ethiopian Dynasty). When the kingdom came under
pressure from  Assyrian invaders, and later from the
Perstans, the Pharaoh retreated at first to Mapatt in
northern Kush and later o the southern capital of Meroe
near the sixth cataract. The resulting kingdom of Meroe can
be thought of as an Egyptian successor state = preserving
many aspects of Egyptian culture including its hieroglyphic
script, artistic style, and religion,

The Tand about Meroe was known in classical literature as
the “Island of Meroe' but it was not an island as such, The
city itsell was situated on the cast bank of the Nile. The term
‘fsland’ describes the area of land between the Mile to the
west, the river Athara to the north, and the Blue Mile to the
south. This region was wetter and much more fertile and
productive that it is now. Pliny the Elder reports that the
grass in the vicinity of Meroe ‘hecomes of a greener and
fresher colour, and that there is some slight appearance af
forests. as also traces of the rhinoceros and elephant.’

Meroe hecame an important city because it was ahle
control trade berween Africa and Prolemaic Egypt and b
with the Romans, The introduction of the camel ar b
this tme enabled new trade routes to develop across |
deserts, The position of Meroe at the junction of seve
river and carivan routes gave it access to both African a
Red Sea trade. All kinds of exotic goods flowed northwa
via Meroe from the south and east. Strabo the Gn
geographer lists many of them, induding rare woo
different kinds of spices and oils, animal skins and,
course, living animals. Elephants were apparently hun
for food, but they were also herded and rained and sen
serve in the armies of the Prolemies. Meroe was also kne
as a source of gold and copper, and as a centre of |
production, Heaps of iron slag are still wisible amongs:
ruins. An impressive degree of erafismanship is also evid
in the production of such articles as potery, jewellery,
cloth. The people largely survived by raising cattle
crops such as millet and barley. Sophisticated irrigatior
indicated by the remains of whar are taken 1o be giant o2
hasins, sustained 2 population much greater than tha
later times. There was also plenty of game inclucling «
and antelope as well as clephants and rhinos,

‘The rulers of Meroe built characteristic pyramid 1o
mast of which were plundered by 19th Century trea
hunters, Napata, in the north, had been the original ca
a5 well as the site of the royal necropolis and the 1
impormant emples, W remained an imporant religious
even when the capital was moved south, However, ir
middle of the 3rd Century, a4 king called Arkamani {prot
the Ergamenes described by the Greek Diodc
overthrew the power of the priests and abolished
traditions that had previously given the pricsthood
over Meroitic kings. Arkamani was the first king ©
buried in Meroe, These distiner tombs are decorated i
style of ancient Egypt, depicting scenes that are yp
Egyptian in character. The Egyptian pods continued
worshipped as well as a singularly Meroitie deity
warlike lion-headed Apedemak. He may be a lion fcan
Amun and was often identified with the moon. Aped
is sometimes depicted riding upon an clephant. Temp
his honoue were built in all the surrounding towns,

at Naga and Musawwarat are the most impressive

remain. The emple at Naga contains i relief showin
roval couple Katakamani and his Queen Amanitore |
homage 1o Apedemak. The role of the queen appe

have heen very important in the succession. Quect

frequently portrayed as the sole or most important o

Fram the 2nd Century BC, the old Egyptian hierog
were superceded by an alphabet of 23 leters based
them. The new alphabet was used to write what
people believe to have been the nalive ongue
Nubians. It is likely that the Egyptian language T
2 certain prestige prior 1o this time - perhaps
language of court and temple. The shift away from re
Egyptian probably significs a shift away from the s
language at least at court if not in gy This native !
language has become the subject of much debate an
linguists because it 5 quite unlike anything else

from the area. The script can be read in so far as

values can be ascribed to letters, but the languag
remains unintelligible and consequently we arc un

read monumental inscriptions or records from these
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The people of Kush were portrayed by the Egyptians as dark
skinned and probably resembled the inhabitant of the same
part of the Sudan to this day. Representations of the
Meroitic kings and queens clearly show peaple of African
appearance. The lithe and clegant figures of Egyptian art
came to be replaced with representations of queens who
were massively proportioned and often depicted in the

Meroe

process of brutally dispatching their cnemies, Kings and
queens also appear with conspicudus facial scars. Both
scars and a large physical size were regarded as marks of
physical beauty amongst the people of eentral Africa. This
perhaps gives some idea of how much Meraitic civilisation
had absorbed influences from both north and south, or at
least how strong African influences were amongst its ruling,
families.

SPECIAL RULES
*1 Warband; *2 Skirmish; *3 Camels; *4 Elephant

warriors. Alihough one might imagine Meroitic WIITHES
10 have been influenced by the Hellenistic and, later,
Roman traditions, there seems little evidence of it. Both
archacology and sculptural evidence Suggests an
appearance similar to earlier Egyptian iroops. Surab
rather pointedly describes a massive and disorderdy army
of Nubians encountered by the Romans as “badly armed’
with large shields made of rawhide as wiell a5 a mix of
axes, spears and swords,

Archers. Archers were important troops and miight be
armed with close fighting weapons in addition o their
hows — axes, sword, and spears. Consequemtly, they have
becn given stats as bow-armed fighting formations rather
than skinmishers and have been accorded warkand status
like other warriors.

Skirmishers. Skirmishing units can be armed with bows
or javelins, Such troops are likely to have been subjects or
allies of one kind or another, They might include desert
nomads such as the rather numerous and powerful
Blemmye of the eastern desents, or the Nobades of the
western descrts (assuming these were not the natives of
northern Nubia, as some scholars believe, but an intrusive
prople).

Cavalry. These riders are armed with spears ang cary
shields and have been accorded the stas of medium
cavalry rather than a skirmishing role. The usefulness of
such troops in the Nile valley must have been limited.

Troop Type Anack Range Hits Armour Command Unit Size Min/Max Points Note
Warriors Infantry 3 . 3 - 3 2 35 %1
Archers Infantry 2 3 3 - - 3 £ 40 "]
Skirmishcrs Infanery | 15 3 3 AL 30 ]
Cavalry Cavalry 3 3 6+ 3 -1 70
Camels Cavaley 1 15 % vt - 3 | 60 *2.3
Elephant Eleptham 4 15 3 54 1 - S0 54
General (rencral +2 . - - 8 1 | 104 -
Chieftains Subordinae  +1 - - 7 1 4 0
OPTTONS

The following options are available 1o the Meroitic army. See the accompanying deseriptions for details.

Guard Archers Infantry 3 30 3 3 | +10 *1
Elephant Mount Mount +2 # - - I 1 + 30 -
Portents Re-roll General's Command - - 1 +10 -

Camels, These represent camel borme nomads and theie
inclusion is largely hypotherical < such troops represent
contingents of otherwise enemy peoples such as the
Blemmye who are probably to be identificd with the
modern Beja - in Meroitic times . they occupicd  the
eastern desert and raided the northern par of Nubia and
Roman Egypt. They ane armed with bows,

Elephant. Although elephants featured prominently in
Merolte art (and possibly diet) the evidence tha they
fought in baule is slight. However, the kingdom is
contemparary  with Hellenistic  armies  that  wsed
elephants, and provided elephants for the Prolemics — 50
it is likely that some use was made of the creatures. Note
that this is a unkt of one elephant.

Guard Archers. Archers were an imporiant pae of the
army and we have taken the liberty of introducing an elite
bow armed unit to represent guard — archers are
sometimes portrayed with other arms 1o — and we have
interpreted one such as representative of 2 guard or inner
FErimLe.

Elephant Mount. The General can e mounted o0 an
elephant at a cost of +30 points.

Portents. This is an optional upgrade for the ammy’s
General and costs + 10 poinis. The General can take the
pPartents hefore the battle. This allows the General o
re-rall ane failed Command roll once during the battle.
Take the Command test again = if successful, the order is
issued and the General ean continue giving further orders
if you wish




NUMIDIAN

his list represents armics of the Numidian kingdoms
Tl'nrm the beginning of the second Punic War when
rivals aligned themselves with cither Rome or Carthage,
until the rebellion of Tachrinas during the reign of
Tiberius, The same list might reasonably cover the later
rebellion against Roman rule in 45 AD suppressed by the
future Emperor Servios Sulpicius Galba. The army list
therefore  stretches 1w about 250 years - from
219 BC - 45 AD - though there is no reason o believe
immediately preceding Mumidian armies o have been
much different,

In the early cenmries BC, the land of the Mumidians
encompassed the area of North Africa lving around and o
the west of Carthage and southwards as far as the Sahara
desert. In Boman times, the term came to be used of a
restricted area corresponding 1o the northern part of
mslern Algeria. The same or closely related peoples were
mative o the noh-western coast of Africa, all the way
from the Atlantic to Bgypt. The Numidians were the same
people known in more recent times a8 Berbers, whose
descendants still live in the same part of the world,
notably Morocco, Algeria, Tunisia and Libya.

At the start of the second Punic War, there were three
dilferent Numidian kingdoms based upon three large
tribal confederacies, namely the Massyli and the Masaesyli
of Numidia proper and the Mauri of Mauritania. They
were all courted and dominmated by their most powerful
neighbour Carthage. The war with Bome gave these native
kingdoms the opportunity o assert their independence
anel culbivate powerful allies, Syphax, king of the Masacsyli
of western Numidia, began as an ally of Rome but was
persuaded by the Carthaginians o switch sides - though
notably not unil the Romans had rained some of his
infantry. Masinissa, son of Gaa, the king of the castemn
Massyli of castern Mumidia, fought successhully for the
Carthaginians in Spain during the early vears of the war
bt swapped sides in 206 BC and subsequentdy suppornted
the Roman invasion of Africa.

Masinissa was something of a visionary as well as a highly
cultured and cosmopolitan individial, having been raised
and educated in Canthage where his father had sent him
as a hoswpe. Following his fher's deah, he found
himsell embroiled in & civil war against the rehel
Massyvlian chiefiain, Mizaetullus, who was championed by
both Syphax and the Carthaginians. When the Romans
invaded Africa, Masinissa was guick w align his interests
with those of Rome = a5 a eesult of which MNumidia
subsequently fell under the sway of the Romans and
Masinizsa became a client king. For the remainder of his
long life, he strove o forge a nation from the wandering
Numidian tribes and townships with their populations of
mixed Punic descent. Outside of the coastal cities, the vast
majority of Mumidians stll lived as nomadic pastoralises.
Masiniss: encouraged the tribesmen to settle into villages
and irrigate land after the manner of the Carthaginians.
He invited immigrant Greeks and Talians to live in the
emerging towns. Numidia became a prosperous kingdom
and faithful ally of Rome, an important supplicr of grain,
and an increasingly civilised land. The thicd Punic War

occurred when the Romans came o the aid of their al
against the Carthaginians who were. not anrcasonabl
resisting Mumidian encroachment upon their remainin
territory. The Romans” real motivation may well have bee
to stem the growing power of Numidia itself. After th
destruction of Carthage, the Homans established the
own province — effectively blocking forther Numidia
CRPANSION.

Further comflicts between Rome and Numidiz we
invariably the result of civil wars either between v
Mumidian Ractions or between rival Roman interests. Tk
most dangerous of these conflictss was the war again
Jupgurtha, the grandson of Masinissa. He had inherited
third of the kingdom along with his two step-brothers, b
soon appropriated the whole despite protestations fron
the Komans, fugurtha was an ambitiows and brave warris
who had helped the Romans in Spain and fought an o
siege of Numantia. His naked ambition and heavy-hands
attempts to buy influence eventually turmed the Romai
against him. Roman armics found the Numidians diffiou
opponents who would rarely engage in a pitched banl
preferring to make good their escipe when things g
against them. Bribery and berraval influenced the cour:
of the war as much as actual batles, Jugurtha we
eventually bersved o the Roman commander Sulla whil
attending peace nepotiations arranged by jugurtha'’s al
Boechus, King of Mauritania.

MNumidian armies were composed almost entirely
lighth-armed and highly mobile troops fighting in
ill-defined mass. Bodies of men would approach
enemy and discharge missiles, often causing wounds
men and horses but few actual casualties, When charge
they would quickly disperse leaving their opponen
frustrated  and exhausted. When forced o stand, th
would use their supenior numbers o work around o
back and sides of enemy formations if possible. [t s
armmy that depends very much on skirmishing. Howew
Numidian troops were hardly of the most determin
mature — whole armics would head back o their hom
withour 3 second thought if defeated. Numidians we
more used o raiding and banditry than pitched bah
bt this cannot have been wholly the case. When Juguri!
recruited a new army from the savage Guetulians of 1
far south, he is described as having them keep formatic
abey orders, and follow the movement of the standar
However, it is telling 10 learn thar Jugurtha’s most grust
troops were deseriers from the Roman army - principa
because they had no choice but o fght!

TACTICS

Because the majority of your tronps are worth so
points, the Numidian army tends o be large. This can |
a problem s it also has poor commanders. Make sure yi
have as many chicftains as you need and consider ki
the Jugurtha upgrade o give the army some mobilit: Yo
frontapge will usually be greater than your opponent’s -
can be effective o explodt this by sending continger
around the enemy's fanks. However, beware of ©
‘guarter” units penalty for skirmishimg armics as this »
limit the ability of the General o direct scattered forc
{see the Skirmishing Armics rule p8E).



MNurmiclian

Troop Type Attack  Range Hits Armour Command Unit Size MinMax  Polnts Note
Infantry Infantry 3 » 3 3 -4 35 -
Archers Infantry 2 Al 3 a 3 -4 il =
skirmishers Infantry | 15 £ - 3 A 3l *]
Mounted skirmishers  Cavaley 1 15 3 3 4 Al |
Light Cavalry Cavalry 2 15 3 6+ 3 -/ 6 1
Elephants Elephant L 15 3 5+ - 3 -2 150 .2
Jencral Genenl +2 - 3 1 1 L) -
Chiclain Subordinate  +1 - 7 1 e | 30 -
OPTIONS
The fellowing opticns are available w the Numidian army. See the accompanying descriptions for details,
Armoured Infuntey Infantiry 3 - 3 G . 3 All or Mone  + 10 -
Armoured Cavalry Cavalry 3 - 3 54 - 3 -1 e + 20} E
Jugurtha General +2 . - 54 1 1 + 2 -

SPECIAL RULES
*1 Skirmish; *2 Elephants

infantry, These are troops trained in 3 regular Fshion -
perhaps by Boman or Punic advisers or in dmitatdon of
regular infantry. Such units were raised in an amempt o
provide infantry capable of standing in a bandleline, but
they were always few in number and relatively ineffective.
Such roops would probably have been armed with
speans and swords as that was the tradition amongst
comparable Carthaginian units, They would be cquipped
with shiclds, something like those wsed by contemporany
Homans. Svphax had Boman trained units, whilst
Jugurtha's army included halian deserers and he may
have amempred o emin similar wnits of natives. During
the Roman Civil Wars, Juba trined units 1o fight in the
Romuan manner, Tacitus describes how the Momidian
leader, Tackarinas, organised troops into Cregular
bamalions and standards” during his rebellion in the reien
of Tiberius,

Archers. The Numidians fought best from a distance =
bowmen  were  doubtless  mixed  amongst  other
skirmishing troops as often as not but we have generously
given these the distinction of a formed body,

Skirmishers. These represent the great mass of
Numidian infintry armed with javelins and small hide
shiclds, generally unarmoured and without helmets b
doubiless weighed down by whatever arms they could
plunder. Numidians also fought with slings and bows -
and  probably presented something of a  varled
appearance = it would seem entirely appropriate o mix
differently armed models into the same uniis o creaie an
undifferentiared horde.

Mounted Skirmishers. Numidian cavalry  were
employed by both Romans and Carthaginians during the
Pumic wars and later by the Romans well into Imperial
times. They rode small nimble ponies. often without a
Bridle. They would avoid close fighting, preferring to riin
favelins down upon their enemies instead.

Light Cavalry. These represent the retinues of Nubian
chicftains dand have been accorded Light Cavalry stanus to
give them superior combat abilities. Roman deserers
who fought for Juguriha can also be included in this
category (corresponding to Roman Light Cavaley from the
Roaman Republican lisg),

Elephants, The Numidians felded substaniial numbers
of elephants at dmes — although not all Sumidian armies
necessarily imcluded the beasts, Jugurtha unleashed them
unsuccessfully upon a Roman encampment whilst Juba
deployed 60 elephants against Cacsar ar the Banle of
Thrapsus {Faced by devermined archery, they stampeded
through their own troops and did much o lose the
bl

Jugurtha. This is an optional upgrade for the amy’s
Gieneral and costs + 20 poimts, The army’s General can be
upgraded o Jugurtha with a Command value of 9 wnil
such time as he rolls an 11 or 12 when isuing an order
Once an order is fBiled and an 11 or 12 rolled, Juguriha's
Command stat reverts o 8. Jugurtha was a cunning and
determined commander, and although command-coniro
cannot be said o be a strong poing of Numidian armics,
it seems only right just o acknowledge his miliary
capahility:

Armoured Infntry. Infaniry units can be upgraded o
armared infintry = all such units must be upgraded or
none. This costs 4+ 10 poins per unit. Boman deserters in
Jugurtha’s army would probably have worn armour,
whilst Juba's Boman style infaniry may have been
armiourcd oo = this aption tikes account of such troops,

Armoured Cavalry, Regardless of army size, one unit of
Light Cavalry can be upgraded o Armoured Cavalry with
stas as shown an a ol cost of + 20 points. King Jubs had
3 bedvguard of cavalry recruited from Gauls anpd
Spaniards who were most likely armoured. v is
reasomible o conjecture  that  similarly  armoured
howsehold troops were maingained by Masinissa and his
successors = Numidian kings were handly shor of money
as Jugurtha's (mostly successful) amempts w bribe the
Homin senate |;||;:1!!||::||!|.-i-'|:rﬂl;r:.




PALMYRA

is army list represents the armies of Seprimus
Odenathus  (Odenath) in his capacity as dux
Romanorum and restitutor tofius Orents, and of his wife
Fenobia (Bar-Zabbai) in rebellion against the Emperor
Aurelian. The list therefore covers the anarchic years from
259 AD following the death of Valerian at Carchae, after
which Odenathus ook up arms in support of the Emperor
Grallienus, ending with the caprure of the city of Palmyra
by Aurelian in 273% AD,

Palmyra lay in an oasis in the Syrian Desert. The
surrounding land suppored a population of serled
agriculturists as well as nomadic Arabs. The ciny's wealth
and power derived from s position along the east-west
trade route known as the Silk Boad. In the early centuries
AL, the preferred route for trade was by sea to the Persian
Gulf, up the Buphrates, overland by camel to Palmyra and
hence westward o the Mediterranean coast. Along with
precious Chinese silk came spices and other luxuries from
the Far East and India.

Palmyra formed the most easterly pant of Boman Syria,
well bevond effective Roman control and  consequently
enjoved a large degree of autonomy. In the eves of the
Romans at least, its people were typically Syrian with their
profusion of strange gods and love of luxurious living.
The city's domain streiched as far as the Euphrates River
which was the boundary between Rome and Persia. The
city's merchanis were established throughout the near
ecast. The Palmyrene language has been found on
inscriptions as distant as the mouth of the Indus, at
Coptos in Egypt (a nexus point for trade via the Bed Sea)
and Merv in Turkmenistan (another imporant nexas
point along the Silk Road). It was a variant of the Aramaic
commonly spoken throughout Syria and much of the near
east.

Palmyra’s rise o military power is the story of Septimus
Odenathus and his successor and second wife Zenobia =
regent o their son Yaballathus (Wahballath). During the
middle of the 3rd Century AD, the Roman Empine suffered
a period of anarchy known as the 'Crisis of the Third
Cenmury'. This was prompred by civil wars, invasions, and
collapse of the money cconomy, Over mere decades, a
fragmented empire was ruled by between 20 and 25
emperors = even the number is debateable, The west was
invaded by Germans, the east by Sassanid Persians, and
the north by Dacians, Sarmations and Goths, Imperial
authority collapsed and local commanders were left o
fight the invaders. In the west the provinces of Gaul,
Britain and Spain broke away to form the Gallic Empire
under the rchel Postumus. In the east, the Sassanid
Persians pillaged the eastern provinces of Syria and
Cappadocia, caprured Antioch and reached the shores of
the Meditermnean,

Valerian's attempt to meet the Persians ended with
disaster at the Banle of Carrhae. With Valerian gone, the
eastern empire erupted into rebellion led by a pretender
called Macrianus who had the suppont of the castern
legions. He was joined by his sons Macrianus Minor and
Quietus, wopether with Valerian's former prefect Callisms.

Valerdan's own son and co-Emperor Gallienus defei
Macrianus's army as it marched wespward, whilst Quie
and Callistus were defeated ar Emesa by forces hurrie
assembled by Odenathus of Palmyra. From this o
Cuienathus gained effective control of the ecastern Emp
He wok the war into Persia and recapiured Eoo
easternmost territories  including  Edessa, Nisibis
Carrhae. He probably brought Armenia back um
Roman contrel at the same time. Odenathus’ am
reached as far as Cresiphon where they besieged

Persian capiral, He was about to lead his forces westw
intp Cappadocia against invading Goths when he »
murdered by his vwn nephew,

Odenathus would probably have made his own bid for
throne when the fime was right - his wite proved

cautious. With the death of Gallienus, and sho
afterwards that of his successor Claudius Gothicus,

Roman empire appeared to be disintegrating. In respo
Zenobia extended Palmyrene control over the Ror
east. By 270 AD, her domain stretched from Egyp
Ancyra in Asia Minor and encompassed the easoern il
of the Eoman Empire including Antioch its cap
Zenobia presented herself as the Queen of a ru
dynasty, claiming decent from the Ptolemies of Egypr.

surrounded herself with leading philosophers amnd wri
after the fashion of a Hellenistic court.

Zenobia’s military strength proved illusionary. The 1
Emperor Aurelian, having stabilised his northern bord
turned his legions to the rebellious east. In a method
campaign of reconguest, he met and  defeated

Palmyrene forces outside Anticch. The Roman cav
avodded the heavily armed enemy cataphracts until 1
became exhausted, whereupon the Romans turned roa
and destroved them, Zenolbda's army made a further st
at Emesa where the camaphracts put the opposing hors
rout, only o be set upon and defeated by the Ror
infantry. Following cach defeat, Zenobia's allies dri
away, and after Emesa, there was only the formality of
siege 1o endure. Tradition has it Aurelian was mercifu
the defeated queen — Zenobia was tiken as @ caphive
Kome and spent her remaining days in pampered cxil

We know relatively linle about the forces available
Odenathus and his quecn. The core of those forces we
have been drven from Palmyra whose people »
already famous a5 archers in Roman service. Zosin
writing centuries later but probably using older sour
makes much of Palmyra’s cataphract cavalry, It would
surprising if larpe numbers of Arab tribes did not add @
strength to this army - although many Arab tr
opposed Zenobia and later fought for Aurelian. The
no reason o doubt thar Odenathus’ army included
remnants of the Syrian legions and Roman ausil
forees, but whether any of these wemt on o fight ags
Rome s anvone’s guess, Armenians would also |
fought as allies, but were probably the first 1o abandon
cause once things starmed o go badly. The list thar foll
is inevitably speculative and is taken as representativ
Palmyra’s forces at their heigh,




Palmyra
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SPECIAL RULES
*1 Shock; *2 Slow; *3 Skirmish; *4 Camels

Cataphracts. Palmyrene heavy cavalry were extremely
heavily armoured with koth horses and men wearing mail
or stale coats. Riders were armed with long lances bt
don’t appear 1o have carried bows. These extremely heavy
horsemen formed the mounted nobility of other
contemporany near-castern forces such as the Sassanids,
Armenian, Syrian, and possibly even ParthlanPersian
cavalry could also have fought for Palmyra,

Light Cavalry. These cavalry have been included 1o
represent spear or javelin armed cavalry Many of these
would have been recruited hurricdly 10 meer the
cmergency afier Carrhae, They are typical of nearcastern
mobile, missile-armed cavalny, and would have included
Pumyrencs, other Syeians, Arabs, and Armenians. The
same category could also be used o represent surviving
regular Roman light cavaley units

Mounted Skirmishers. These cavalry carry bows or
javeling and include Arabs and other very lightly armed
skirmishers including any surviving units of skirmishing
Roman cavalry such as Moors,

Camels. The camel was an exceptionally imporgant
arimal anmd is often depicted on the grave sicle of
Falmyrene merchants. Camel-borne troops include
caravan guards but most Arab wribes could feasibly field
cavitlry mownted in this way, They are likely to be armed
with bows and javelins.

Infantry, This category is intended 0 cover Roman
dudliary troops as well as locally recruited infantey from
Syria, Armenia, or any of the subject territories under
Zenobia such as Asia Minor and Egypr. These would
Iypically be spearmen with shields, helmers and some ar
least would have worn mail armour,

Troop Type  Attack Range Hits Armour Command Unit Size MinMax  Points Note
Cataphracts Cavalry 3 - 3 i+ ' 18 125 *1,2
Light Cavalry Cavalry 2 15 3 0+ - 3 -4 o 3
Mounted Skirmishers  Cavalry 1 5 3 - = 3 - 40 3
Arab Camels Cavalry I 15 3 6+ - 3 - 60 =34
Infantry Infantry 3 3 G+ - 3 = 45 .
Leginnarics Infantry 3 3 5+ - 3 « 0 .
Archers Infantry 2 A0 3 - - E 2/ 40 .
skirmishers Infantry 1 I5 3 - i 3 a7 3 w3
Geeneral General +2 - - . ] 1 1 100 -
Leader Leader +1 . - - 2] 1 o2 Hil -
OPFTIONS

The following opticns are available to the Palmyran army, See the accompanying descriptions for derails.

Guard Cavalry Cavalry 4 - 3 i+ - 3 | 410 =12
Odenathus General +2 - - . BY | 1 +15 -

Legionaries. It's entrely speculative how much of
Rome's legionary army survived the disasters at Carrhae
and Macriamus' revolr to fight under Odenathus, We have
included a core of Roman troops, however, the citegory
might equally well represent the best and most heavily
armed Syrian infantry. By the mid 3ed Century, the castern
fegions lacked the discipline of earlier dmes = Zenolya’s
infantry certiinly failed o put up much of a fght agains
Aurclizin's troops. Quartering roops in cities was said o
ciause the soldiers to go soft! Mowe that the Roman Legion
rule does not apply to such unis.

Archers. Archers make up a significant proportion of the
army. The Homans recruited archers from Palmyra, whilst
the radition of archery was strong throughowe Syria and
the near cast, Armenians also fielded large numbers of
archers.

Skirmishers. These are typical lighey armeed skirmizhers
raised from the desert tribes or from the territories that
Iy under Palmyra's conteol. They include troops armed
with javelins and shields, bows, and slings.

Guard Cavalry, Regardless of army size, a single unit of
Cataphracts can be upgraded to Guard Cavalry with stats
as shown at a cost of 4+ 10 poings,

Odenathus. This is an optional upgrade for the amy s
General and. costs +15 points, The General can be
upgraded o represent Odenathus, Odenathus has =
standard Command value of 8 but counts as having a
vialue of 9 for the first order he issues each morn. This
bonus applics cach wrn but only o Odenathus” first
order — subsequent orders are issued with a Command
vitlue of 8.




SARMATIANS

he Sarmatians were a nomadic people who lived along,

the northern part of the Black Sea coast. wisstward
into the north European plain  between  the
3rdd Century BC and 4th Centuries AD. They originated in
central Asia before migrating westward, displacing or
assimilating carlier nomadic tribes known 1o the Greeks
as Seythians. It seems more than likely that Scythians and
Sarmatians were closely related groups of tribes, and it's
entirely reasonable to take the view that the Wi names
became largely synonymous with the [latter name
eventually ousting the former.

The Sarmatians were a horse-rearing nomadic people
living much like later better known peamiacls such as the
Huns. They travelled over the steppes in covered wagons,
following the grazing with the seasons. Each year they
would return to their tribal centres 1o bury their dead and
doubtless to busy themselves with trade, religious dutics,
and preparation for war, Sarmatian tribes recorded by
ancient historians include the Roxolani and Jazyges who
lived 1o the north of the Danube, and the Alans who were
the last of the Sarmatian tribes to move westward. Caher
Sarmatians settled along the Black Sea coast in the
Crimea region. The Sarmatians easily subjugated lewcal
sertled and civilised peoples — such as Goths and Slavs in
the Danube basin, and the Greco-Scythian populations af
the Black Sea coast.

Over the centuries, the Sarmatians allicd with and fought
wars against Greeks, Dacians, Romans, and Goths, In the
Ind Century AD, the Jazypes and Roxolani dominated the
lands north of the Danube and caused the Romans much
trouble = on one ocgasion destroying 4 Roman legion sent
against them. The King of the Jazyges, who was called
Zanticus, cventually made peace with Marcus Aurelius,
uneder the terms of which 8,000 Sarmatian cavalry were
drafted into the Roman army = 5,500 of these armoured
cavalry were promptly dispatched 1o the cold, damp north
of England where they served on Hadrian's Wall amongsi
other places. Some have speculated that stories of King
Arthur owe something to these unlikely immigrants — four
the ‘sword in the stone’ is an image fou mel in Sarmatian ar
and has interesting parallels with the Arthurian legend.

In the 4th Century, the Sarmatians were themselves swep
away by new nomadic invaders such as the Huns an
Bulgars. Some must have joincd with the Hums, Other
were settled within the Roman Empire. The western Alan:
joined with the Vandals during the migration period an
sertled amongst them in Spain. At this time ‘Alans
becomes a general term for all Sarmatians and the namy
Sarmatian’ fulls from use — just 1o confuse things furthe:
None of these westward migeants survive as recognisabl
populations today. However, there remain half a millio:
people in the Caucasus who speak the "Ossetic” tongu

which some believe to be the only surviving remnant ¢

the Sarmatian language.




The Sarmatians fought as cavalry, any infantry componem
of 2 Sarmatian force coming from subject peoples of
uncerain enthusiasm or from allies such as the Dacins or
Marcommani. There is no reason o belicve that Sarmatian
warriors were uniformily or equally equipped: probably
each wore what armour he could afford or what he could
phtain by pillage (to Roman eyes the Sarmatians were as
much brigands and bandits as warriors!), Trajan’s
Column, erected 1o celebrate thar Emperor's victory in
Dacia, depicts Sarmatian cavalrymen ghting as allies of
the Dacians, These are shown covered in close fitting scale
armour, and even their horses are protecied in the same
way. Pausanias describes an example placed as a votive
offering in Athens as made of split hooves,

Mairraicns

TACTICS

This is an unusually linged army being comprised
entirely or almost entirely of cavalry although we have
stretched 2 point o include subject and allied infantry.
The common Sarmatian cavalnman has been acoorded
both ‘shock’ and “warband' stats in order o create the
hard-hiting but casily contained warrior of the Roman
imagination - this may be something of an oversiaement
but it serves o distinguish this army from other cavalry
based nomads. That leaves but one sensible choice for the
aspiring Sarmatian — which is w engage guickly and in
miass whilst keeping the more dangerous encmy units at
bay with light iroops,

forming a coat the appearance of which he likens
o that of a pine cone. Other possible materials
could be leather or horn. Pansanias denies thar
the Sarmatians had iron in any form and even
gives them spearpoints and arrow heads of bone
and wood - this is probably an exaggeration but
supggests that metal armour at least was rare.
Although their armour was neither as heavy nor as
pesilient as that of the Romans, it probably gave
these nomads the edge in warfare with other
pomacdic horse archers. Some warriors  fouwglht
without armour altogether, probably the younger
or poorer members of society, and later on the
Alans fought unarmoured out of preference.
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The usual weapon for a Sarmatian cialryman was
the long lance gripped in two hands (which
Roman writers call a ‘kontos’y. A bow was carried
but was not @5 important as with lighter
skirmishing cavalry and was usually ignored in the
mad rush to get to grips with the encmy. Amongst
the Black Sca Sarmatians, the bow was eventually
dispensed with alogether, In combar, the lance
was braced across the rider’s thigh as he charged.
As the lance was held in two hands no shield was
carricd, Roman writers describe the Sarmatians as
headstrong  warriors whose only tactic was a
headlong rush at the first opportunity — although
this suspiciously conforms o the wsual Roman
expectations of barbarians and might well be
something of a simplification.

The army list thar follows represents a force
typical of western Sarmatians of the lwer 2nd
Century AD = it is nominally the army of the
Jaxypes and Roxalani led by King Zanticus.
However, provision has been made o field an
army of Black Sea Sarmatians, who differed
somewhat from their western cousins, and whose
subject forees could include natives of the
Crimean towns. The composition of these armies
B incvitably speculative 1o some degree. This is
Especially so for the Black Sea Sarmatians where

role of foor soldiers from the towns can only
b guessed at. The Alans’ main contrbution o
hhﬂ:ﬂr}' came as allics of the Vandals. By this time,
the Alans had become a light cavalry force armed
With javelins - hence they are not really covered by
this list except as integral pans of the wesiern
Muiiam who fought the Bomans in the 2nd
tury,




Sarmatians

Troop Type Attack Range Hits Armour Command Unit Size Min/Max Points Note
Heavy Cavalry Cavalry 3 15 3 S+ . 3 4. 115 *1.2
Light Cavalry Cavalry 2 15 3 6+ . 3 /4 60 3
Mounted Skirmishers Cavalry 1 15 3 - - 3 o/ 40 %3
Subject Archers Infantry 1 30 2 . . 3 -2 15 %4
Subject Infantry Infantry 2 - 2 . - 3 /4 15 e |
General General +2 - . . 8 1 1 100 .
Chicftain Subordinate +1 . - . 8 1 /1 40 .
Chicftain Subordinate +1 - - . 7 1 /2 30 -
OPTIONS

The following options are available to the Sarmatian army. Sce the accompanying descriptions for details.
Noble Cavalry Cavalry 4 15 3 it . 3 JiImax 420 *1,2,5
Portents Re-roll General's Command - - - - 1 +10 -

OPTIONS FOR ALLIANCE WITH MARCOMANNI

The Sarmatians formed an alliance with a German tribe called the Marcomanni, and it was as part of this alliance
that they successfully fought against the Romans, destroying an entire Legion and supposedly taking 100,000
people into bondage. If this option is chosen, no Subject Archers and Subject Infantry can be taken, and
Marcomanni Infantry must be included as shown by the min/max values below:

Marcomanni Archers Infantry 2 30 3 . - 3 /4 40 *2
Marcomanni Infantry Infantry 3 . 3 - . 3 48 35 *2

OPTIONS FOR BLACK SEA SARMATIANS

This is a somewhat speculative adaptation for Black Sea Sarmatians that incorporates infantry militia units from
the towns of the Black Sea coast and troops drawn from the agricultural regions already settled by Greeks and
Scythians. If this option is chosen, no Subject Archers and Subject Infantry can be taken, and Black Sea Infantry
must be included with the min/max values shown.

Black Sea Infantry  Infantry 3 3 6+ . 3 18 45

Black Sca Heavy Inf  Infantry 3 - 3 5+ . 3 Jimax 60 -
Black Sca Light Inf  Infantry 2 15 3 . 3 /2 0 *3
Black Sea Heavy Cav Cavalry 3 3 5+ 3 Any S5 *12

SPECIAL RULES
*1 Shock; *2 Warband; *3 Skirmish; *4 Unreliable: *5 Slow

-




Serrerrlicins

Heavy Cavalry. The majority of Sarmatians
fought as hewvy cavaley = armoured cavalry
with long lances and bows. The degree of
armour varicd a great deal asx did the
maaterial it was made from, ofien leather or
hoen eather than metal. Horses were often
armourcd in the same Fashion

Light Cavalry. These cavalny have been
inmcluded to represent the less well armoured
bt still close fighting Alans. The chances are
that other Sarmatian tribes also included
such roops, perhaps poorer members of the
tribe or the reminers of aristocratic warrkors,
bt Alins were noted for fighting in this way,
They carry bows and javelins or spears.

Mounted Skirmishers, These cavalry carry
bows or javeling = they represent voung or
poor warriors bur perform a vital role bath
as scouts and as Gghiing roops. They wear
no armour at all.

Subject Archers. These are archers from the
tribes held in thrall by the Sarmanans -
principally Goths or Slavs from the
Danube Basin and regions to the immediane
north, We imterpret these as unenthusiastic iF
not outright rebellious rroops,

Subject Infantry, These are warriors armed
with spears and shiclds in the same mould s
German ribes of the west = as with the
archers, these are Goths of possibly Slavs
Shivs were alzo known 1o Gwvour axes as close
combat weapons and one account  places
axes, passibly woodsman's axes, in the hand
of subject  infantry  fighting  for  che
Sarmatiang. Regardless of weapons carried -
units employ them with the stis shown

Noble Cavalry. Regardless of army size, a single Heavy
Cavalry unit can be upgraded 1o Noble Cavaley with stats
as shown at a cost of + 20 points. This unit represears the
best armed and cquipped of the King's cetinue ar the
personal followers of a grear and wealthy noble -
consegquently, they have been given elite stars, bener
armour and “Slow’ stamus o reflect both  physical
proteciion and namral resilicnoe.

Porgents. This is an optional upgrade for the army's
General and costs + 10 points. The plaver can take the
Poments once before the banle, This alfows the General
o reerall once failed Command test once during the
bardle. Take the Command test again = if successful, the
order is issued and the General can continue giving
further orders if you wish,

Marcommanni Archers/Infantry. This option covers
independent German allies and is intended 1o represent
the alliance with the Marcomanni. Germans are armed
with spears and javelins, some careving swoeds and a fow
cquipped with  helmers but  otherwise they are
unarmoured. They have long or round shiclds, Archers
substiture bows for other equipment. The “warband' rule
applies to both infaniry and archers.

Black Sea Infantry/Light Infancey. In oa Black Sea
Sarmuatian army, foot troops would come from the owns
amed cities of the Crimea. Their infantry are armed with
spears and shields and would probably wear mail coats or
similar armowr as well as helmets. Light Infantry are
armed with javelins, spears and small light shiclds. These
units represent settled peoples from the agriculiural
regions of the northern coasis of the Black Sea and are of
mixed origin = chiefly Scyvthian and Greek.

Black Sea Heavy Infantry. In a Black Sea Sarmatian
army, 2 single unit of heawy infantry can be fielded
regardless of army siee. Such a unit either represents
beter armourcd and equipped wwnsfolk or possibly
dismounted cavalrymen = they are armed in a similar
fashion 1o other Black Sca infaniry bur with somewhat
beuer equipment and greater martial spiris,

Black Sea Heavy Cavalry. Inia Black Sea Sarmatian army,
any Heavy Cavalry units can be downgraded to Black Sea
Heavy Cavalry — these have the same stats as other
Sarmatian Heavy Cavalry but no bows, This costs <5 points
per unit, Note that units do not have o be re-categorised
in this way = any or all Sarmatian heavy civalry in a Black
Sen army can continue o carry bows should you wish,

_—
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THE ARABS - CONQUEST OF ISLAM

rl-lhis list represents the carly armies of Islam extending
from the time of Mohammed and the Parriarchs and
ending with the civil wars that brought down the Umayyads
in the east As such it covers the years of tribal conflicy in the
620 AD through 1o the rise of the Persian based Abbasids
in the 7505 AD. During this period of over 100 years, Arab
armics fought major baules against cach other, the
Byzantines, Persians, Visigoths, and Franks.

Although for the most part as barren during antigquity as it
is today, the ancient Arabian peninsula was not without
established urban communities, The most notable of these
belonged to the people known o historians as 'Sabacans’ -
a term deriving from the city of Saba (biblical Sheba) but
used o describe the cities and kingdoms of the southern
coast (principally modern Yemen). Although the lands of
the Sabacans were less arid than the rest of Arabia and even
supported  Hmited agriculiure, the region's wealth was
based on rade in locally produced spices as well as the
Iuxuries of Africa and the east, From the 4th Century AD
omwards, commerce between Indin, Africa and Europe was
increasingly concentrated through these coasial cities,
Caravans of camels carricd poods northeards through
desert lands inhabited by the Sabacan’s Arab neighbours, As
a resuly, many desert-dwelling Arabs sentled into the owns
that developed along the caravan routes. These were
invariably in places where water could be had or wherne
routes conveneed. Mecca, with its deep well and age-old
sancuary, grew into the most important of these towns
laying. as it did, where two main trade routes converged -
one leading nomhowards 1o the Mediterranean and one
castwards to Persia.

In these relatively new Arab scilements, the people
remained cosely connected o their wribal roots and fellow
‘bedawi' (desert dwellers = or Bedouin). Although they
might live in towns or make their living from trade, it was
still their tribe thar formed the basis for social organisation
and law, and to which they looked for protection against
their enemics. Regardless of whether they were sedentary
or nomadic, Arabs stll owed their lovalty o their wribal
sheik leaders, Each sheik was the head of a network of
extended families and clans, These rribal lovales extended
beyond the borders of Arabia itsell = imo the deserts of
Syria and Egypt, wherever the Arabs roamed or sentled,

Before the Conguest period, the Arbs had never been
united in their interests or purposes — or indeed in their
religion. Although they had their native gods, some tribes
had become Christians whilst others had embraced
Judiism. The normal state of affairs was one of feuding and
rivalry, with the powerful Persians, Byzantines and Sabacans
allying with, pacifying or placating neighbouring tribes o
further their own interests. By Mobammed's tme, the
puvers of Persia o the east, the Byeantine Empire 10 the
north and west, and the Sabacans o the south were at in
all dme low ebb. Southern Arabia was in a period of anarchy
following an Ethiopian invasion, whilst the Persians and
Byeantines had come to the end of a long and destructive
war that had desiabilised and impoverished both empires.

The achievement of carly Islam was to weld these scamered
Arab tribes wogether and endow them with a common aim,
purpose and identity. The Arab culmre of family

obligations, exercised through a network of tribal sheiks,
enabled vast forces 1o be assembled very quickly, Religious
fervour provided the motivation for conguest. Much s
aften made of the weikness of the Arabs’ foes — notably of
the enfeehled Persians and over committed Byzantines.
Wars berween the wo had cerainly engendered distms)
and exhaustion amongst the ordinary people of the near
cast, many of whom were only too pleased 1o swap the
crushing bunden of Byzantine wxaton for the relatvely
benign rule of the Armbs. Nor were the conquerors
intolerant of the Christians, Jews and Zoroastrians who they
came to rule over in Palestine, Syria, Egypt and
Mesopotamia, To many ordinary people, an Arab peace
must have seemed infinitely preferable o the old
Byzantine Persian war,

The first four Caliphs are known as the Patriarchal Caliphs
= the direer successors and contemporaries of Mohammed
chosen by the leaders of the most powerful ribes. 1§ was
during their time thot the first and most spectacular
conguests were made, In 630 AD, the Byzantines were
defeated ar the Banle of Yarmuk, and Syria and Palestine fell
o the Arabs. In 637 AD, the Persians were defeated at
Qadisiva following which Mesopotomia, Armenia and
western Persia were brought under Arab rule. By 642 A,
Egypt and Libva were also under Arab control, and in
652 AD, Sicily was raided. The last of the Patriarchal Caliphs
was All the son-in-law of the prophet and one of his original
fallowers. Al was also a traditionalist who championed the
egalitarian principles of Islam which he felt had been
compromised in the years following the prophet’s death.
This did not sit well with the powerful mercantile Ummaya
clan 1o which the previous Caliph Uthman had belonged,
many of whose members now held influential positions
within the government of the empire. The Umayyads
refused to accept Ali as Caliph and so started a civil war
between the different factions that was 1o end in 661 AD
with the accession of the hereditary Ummayad dymasty.

By embracing the old Byzantine administrative institutions,
the Umayvads sought 1o stabilise and govern their Lands
most effectively, This was hugely unpopular with puriss
amongst the faithful, many of whom regarded the
Umayvads as secular marerialists at best and  corrupl
heretics at worst. However, it was largely due 1o their effons
that the early conquests were consolidated and then
extended, Al-Walid, who miled from 705 AD, added new
lands 1o the east and west. His armics reached as far as the
Indus in 710 AD, conguered North Africa, and had wrested
control of Spain from the Visigoths by 716 AD
Constantinople was besieged in 717 AD but the city's
defences proved too great a challenge for Arab sicgecrafi
Arab armics penctrated as far as southern France before
being defeated at the Battle of Tours in 732 Ad. Rapid
expansion brought problems of its own such as the growing
influence of non-Arabs and the Incorporation of foreign
converts into the army. During the invasion of Spain, most
of the army was made up of Moors or Berbers. Growing
unrest amongst non-Arab Muslims  combined  with
dissatisfaction amongst traditonalist Arabs led o further
civil wars and the establishment of the Abbasid Caliphat
based in Persia.




The Arabs - Conguest of Islam

Troop Type  Amack BRange Hits Aroour Command Unit Size Min/Max  Points Note
Warrior Infaniry 3 - 5 - 3 2 35
Archers Imfaniry 2 A0 5 - 3 2= 4] .
Skirmishers Imfanry 1 15 3 . 3 4 i *
Cavalry Cavalry 3 . 3 54 , 3 -2 81 .
Bedouins Cavalry 3 - 3 G+ - 3 -4 T -
Mounicd Skirmishers  Cavalry 1 1% i - 3 4 Al L |
Camels Cavalry 1 15 3 G - 4 | & *1,2
General General +2 - o 1 1 125 -
Leacder Leader +1 - - B8 1 2 s -
Chiefain subordinate . +1 - - H 1 -2 Alk
OPTIONS

The following oprions siee available wo the Arab army, See the accompanyving descriptions for dedils,

Mutarawowl'a Infantry 4 - 3 - 5 Up o Hall 410
Spusarmen Infantry 3 . 3 b . 3 Upto Half +10 -
Heavy Cavalry Cavalry 3 . 3 54 - 3 Any +30 "3
Foments Re-roll General's Command . - - - 1 +10

SPECIAL RULES
*1 Skirmish; *2 Camels; *3 Shock

Warriors, Swords were the Bvoured weapons of Arab
tribesmen and the south of Arabia was famous for the
quality of its bludes, Protection tkes the form of a round
shield = armowr of any kind was less common although
use was made of equipment looed rom defeated
ETHEITIAS,

Archers. Bowmen formicd an important part of the Arab
Armcs.

Skirmishers, These are units of Arab bowmen or slingers
fighting as skinmishers — javelins were not ovpically
weapons of the Arab tribes, but are associaed with the
southern Sabacans,

Cavalry, These cavalnmen represent the best equippe:d
units including those with some armour of Persian or
Byzantine stvle = or aliermatively troops who have
eguipped  themselves with armour  from defeated
enemies, They carry spears and shields,

Bedouin cavalry., These represent lightly armed and
coguipped cavalrymen. A few individieals would doubticss
wear armour of varving sivles and origing bur maost are
protecied by nothing bur a shield. They are armed with
Spears.

Mounted Skirmishers, These units represecnt mownted
troops armed with javelins or bows and fighting as
skirmishers,

Camels, Camels were vital o the movement of goods and
armies. They were not especially useful in a bantle isell,
but some Arabs fought from camel back with javelins,
spears or bows. Some dismounted 1w shoot or fight,
resuming their mounts o avoid contact with the cnemy -
such wnmits are stll considered 1o be skirmishing cavalry
bt can be modelled w incorporite warmiors on foot
should vou wish.

Mutatawwia, Up o half the Warrior onits can be
upgraded o Muiatawwi'a with stais as shown at a cost of
+ 10 points per unit, Mutamwwi'a just means ‘volunteers’
and the name is used here o represent the most highly
mictivated of the islamic roops, intoxicasd with religiouws
weal and giddy with promises of heavenly reward. Such
units were et always Arabs - some of the miost acalous
warriors were Persian convens to Islam, many of whom
were instrumental in the civil wars that overthrew the
Limayyads

Spearmen. Up 1o halll the Warrior units can be upgraded
o Spearmen at a cost of #10 poims per unie, These
closely formed units of speararmed and  potentially
armoured roops began 1o appear as converts in the near
cast.

Heavy Cavalry., Any Cavalry units can be upgraded w
shieck Heavy Cavalry with stats as shown and the ‘shock'
special rule. Although Arab cavaley primarily relied upon
speedd and manceuavre to gain the upper hand rather than
a coordinated charge, this option has been included o
put units on a comparable stance 0 contemporkry
opponents as seems appropriate for such renowned
horsemen.

Porpents, This is an optional upgrade for the army's
General and costs + 10 points, The General can
contemplate . the will of Allah before the barde. This
allows the General to fe-roll one Riled Command roll
once during the bantle. Take the Command test again = if
successful, the order is issued and the General can
continue giving hurther orders il vou wish,




ARTHURIAN BRITISH

'I'l'liﬁ list covers British armies of the Sth-6th centuries
following the withdrawal of the Roman military and
the subsequent expulsion of civil administration shortly
altervards. Archacologists refer to this as the sub-Roman
or carly medieval period of British history, but in the
popular imaginaton it will be forever associated with the
legend of King Arthur. We have therefore borrowed the
name of Arthur for our army — although it should be noted
that the list iself owes nothing to medieval romance - the
alternative name of ‘Sub-Roman British' may be employed
by those cold-hearted enough o disapprove.

“Vortigern ruled in Britain and during bis rule in Britain
be was under pressure, from fear of the Picts and the
Seots, and of a Roman invasion, and, not least, from
dread of Ambrosius.”

Nerirrins (Wb Century)

When describing events of the Sth and 6th centuries, it is
difficult to separate fact from fction, Even our carliest
sources appear less than objecrive in this respect.
Religious divisions between Pelagian Christians and the
Church in Rome colour the surviving records of later
writers who were inevitably associated with the Roman
Church. At the beginning of the Sth Century, Pelagius’
teachings had taken root amongst the native Celtic
Church (Pelagius himself was a Briton or possibly a $cot).
Some historians have suggested that the poor reputation
of Vortigern, the first name to emerge as ruler of Britgin
following the Roman withdrawal, may owe something to
the taint of this famouws religious divide. In truth we know
very linle for cermin: even the name Vortigern may be a
title rather than a name {equating to High King), Bede,
writing some hundreds of vears afier the event, describes
how Voriigern, beser by invaders and rivals, invited the
Saxon mercenaries Hengest and Horsa to occupy and
defend the east of Britain as allics. Traditional dates for
this key event have become the subject of much academie
wrangling, but we may safely ascribe it 1o the first half of
the 5th Century. In fact, excavations of late Roman burials
suggest that troops of Germanic origin formed part of the
garrisoms of these islands in earlier tdmes, and it secms
quite possible that immigration from the continent had
been going on in one form or another for some years,

During the Sth Cenmury, the Roman government of Britain
broke down o be replaced by native kingdoms led by
former Roman citizens of some standing - probably by
local Roman officials in the first instance. Towns declined
and were eventually abandoned, and the native British
population dwindled under the influence of plague, war,
and emigration. The British kingdoms came wnder
pressure from Scots invaders in the west, Pics in the
north, and Saxon settlement in the éast = or more
accurately from Frisians, Jutes, Angles, Franks and Saxons,
all of whom were simply ‘Saxons' © the Britons. In
4406 AD, Gildas records a British plea for help from the
military leader of the Western Roman Empire (actually
called Actius but here named as Agitius).

“Tir Agltins, thrice consud, the groans of the Britoss,.. the
barbarians drive us to the sea, the sea drives us to the
barbarians, between these two means of death we are
either kilfed or drowned, "

{elldas fOth Centiry)

Amongst all the British kings of the later Sth Century,
Gildas singles out Ambrosius Aurelianus for praise,
describing how he mised armies and fought valiantly
against the Saxons. Of the other kings, he has nothing
good to say ar all but he goes o the trouble of naming
them as Constantine of Devon and Cornwall, Aurelios
Caninus, Vortipor of Pembrokeshire, Ceneglasus, and the
enigmatically titled Maglocunus Dragon of the Isle who
ruled over Anglesey. Ambrosius Aurelianus might have
been the victor of the famous Battle of Mount Badon
which ook place about the vear S00 AD (Gildas neglects
to tell us whether this was s0). Later tradition ascribes the
victory 1o Arthur himself Mount Badon was a significan
battle in which the Saxons were defeated and brought in
check for a generation - at least according o Gildas'
somewhat narrow  perspective on events, In face the
Saxons continued to expand their domains and establish
new kingdoms in Britain. The kingdom of the West Saxons
was founded in 519 AD under Cerdic, and Mercia was
founded in 584 AD. The Britons declined under Saxon
pressure and internal dissension, whilst many no doub
SOUZht sanctuary in Brittany as did a large number of
Celtic monks in the middle of the century.

“Men went to Catraetl with o wear-cry, speedy steeds and
dark armour and shields,

Spear-shafts beld bigh and spear-points sharp-edged, and
glitering coats-ofmail and swords

He fed the way, be thrust through armies, five companies
Sfell before bis blade:

Rbufeion Hiv gave gold to the altar, and a rich reward o
the miinstred "

Y tendadadin 7 Cenbiery )

If we know linle of the people of these times, we know
even less about their armies, Ironically, we are on safer
ground with the Saxons as they were considerate enough
o bury warriors complete with swords, shields, and
speitrs, Conventionil wisdom provides the Britons with
armoured cavalry after the fashion of Roman troops of the
lare <ith Century: no material evidence remiains to confirm
this. Armour is mentioned frequently in the epic poem
¥ Gododdin that commemorates the heroic death of three
hundred riders from Din Eidyn at the Baule of Catracth.
This reference to *Lluric” (derived from the Latin Lorica) is
often translated as ‘mail-coat’ but could equally well refer
te leather or other kinds of armour as o mail. The
¥ Gododdin isell is of uncenain composition, probably
dating to the early 7th Century, and in any case, the
carlicst manuscript is 13th Centory O contemporany
helmets only two examples survive, both from Saxon
graves, including the Saxon Suton Hoo helmet (of lae
Roman type highly decorated). The other example is of
‘spanglehelm’ construction. It s worth bearing in mind
thar armour is attested from contnental contexis
including the homelands of the Saxons. The appearance
and imporance of British infantry is unknown, but some
at least must have fought in defence of towns and
forifications, Consequently, the army described here s
highly conjectural and has been put weether 1o conform
o sueviving evidenoe as well as prevalent views amongst
military historians and re-enactors.




Arriivicinn Beftish

Troop Type  Attack Range Hits Armour Command Unit Size Min/Max Points Note
Spearmen Infaniry 3 - 3 - - 3 i 35
Archers Infantry 2 30 3 - 3 =1 40
Sixons Infantry 3 - 3 o+ - 3 e | 35 w12
Skirmishers Infantry 1 15 3 . - 3 2 i w3
Cavalry Cavalry 3 3 54 3 2/4 B0
Mounted Skirmishers Cavalry | 15 3 - 3 =2 40 3
Crenesral Greneril +2 - . 9 | | 125
Leader Leader +1 - - . ] 1 /2 &0
OPTIONS

The following options are available 1o the Arnthurian army. $ee the accompanying descriprions for degails.
Shock Cavalry Cavalry 3 . 3 54+ - 3 Any +30 =4
Armoured Spearmen  Infantry 3 - 3 6+ - 3 = +10
Arthur General  +3 - - = 9 | 1 +20 i
SPECIAL RULES

*1 Warband; *2 Unreliable; *3 Skirmish: #4 Shock

M

Spearmen. Infantry are assumed o be bondsmen or
citizens fighting in defence of a town or fortification.
They carry shields, probably round or oval like those
of the Roman legions. They are armed with spears thar
might be thrust or thrown, and a few could have
swords in addition. We have assumed they are
relatively poordy equipped, but have given them full
fighting stats to reflect what must have been a state af
habitual warfare. An upgrade is provided to represent
bener equipped warriors fighting on foor,

Archers. These are unarmoured bow armed RO P,
such roops were relatively few in number and don't
seem to have formed a significant part of armies on
either side,

Saxons. These units represent mercenary Saxons but
could also represent Irish (which is o say Scos) or
EVen mercenary comtingents of Brish warbands,
These units have been given ‘warband’ stams but are
treated as ‘unreliable’ — this should not Prove tod
much of a handicap as the army has generally pood
Command values.

Skirmishers. These are British infantry units fighting
as skirmishers with shield and favelins or, alternatively,
with bows. Such troops are made up of contingents of
young warriors, untrained or relatively poor ciiizens,
or they could be troops employed as raiders,
ambushers or sSCOuling partics,

Cavalry. These are the companions of the King's
household - his personal warrior band or ‘comitatus’,
probably including his close kin as well as WArriors
from far and wide amracted to his halls by his
reputation as a war leader. They fight as cavalry and
wear armour of some kind - possibly comparable to
that of later Roman cavalry. They carry shields, spears,

e

and long swords. Such evidence as we have SURHCSES
the spears were thrown ag ¢lose range and cavalrymen
fought hand-to-hand with swords, We have chosen
represent these units without the ‘shock’ ability — b
umnits can be upgraded as noted below,

Mounted Skirmishers. We have added these units o
FEpresent poorer oF younger warriors, the mouned
retainers of richer warrlors, or such cavaley as would
prove useful in the hilly terrain of the west and north.
They might equally well represent small bands of
maounted warriors engaged upon scouting or raicling,

Shock Cavalry. Any units of Cavalry can be upgraded
to Shock Cavalry at a cost of +30 points per unit. This
option his been included w allow for harder hitting
cavalry units more consistent with CONEMPOrary
continental cavalry and late Roman units. This is really
an option of interpretation rather than one of v pe,

Armoured Spearmen. Up 1o four units of Spearmen
per LOOD points can be upgraded w0 Armoured
Spearmen with stats as shown. This costs +10 points
per unit and represents eicher betterequipped or
trained infaniry in the mould of later Roman units, or
it could alse represent aristocratic warriors fighting
dismounted.

Arthur, This is an optional upgrade for the army’s
General and costs 420 points. The General rCpresents
an heroic warlord such as Arthur or Ambrosius
Aurclianus. If the army is led by an ‘Arthur’ then a
further +1 is added to the result of all combat
engagements where cither the General or any Leader
are included in the engagement. Note that this bonus
ackds 1o the total result for the engagement in the same
way its, for example, a single supparting stind,




BULGARS

his list is chiefly modelled on the armies of the early

9th Cemtury and the Battles of Khan Krom, However, it
will serve well enough to represent the armics of the
Western or Danublan Bulgars and their Slavic subjecis
from the Tth Century to the annexation of their lands b
the Byzantines at the beginning of the 11th Century, The
army begins with the establishment of the Bulgar state
when Byzantine Emperor Constantine IV ceded land 1o
Khan Subigi Asparukh, land already occupied by a
confederation of Slavic ribes who subsequently found
themselves in the domain of the Bulgars.

The Bulgars were originally a nomadic people whose
various tribes were therefore free o move over a broad
area of the steppes. The particular Bulgars who were o
give their name to modern Bulgaria were only one
portion of thar seattered people. Their cousins lived in the
Volga valley and are known as the Turanian Bulgars (or
Black or Volga Bulgars) whilst others lived as far 1o the
cast as the Sea of Azov. The Bulgars may well have been of
mixed descent = Turkic, Altaic and Iranian - and the very
word Bulgar might mean somuething like ‘mixed’ - though
this is largely conjectural. The Bulgar Khans later teaced
their origins to the great Hun Khan Artila, claiming
descent from Ernakh, the third of Atila’s sons and Khan
of the Utigur tribe - this tradition probably owes more 1o
folklore than fact. Either way, it seems reasonable to
assume the Bulgars were swept westward as pant of the
Hun incursions into Burope in the dth and Sth centuries.
It's quite possible that some Bulgars had entered north-
castern Europe even earlier. On the whole, ancient writers
didn't always distinguish between the large number of
similar nomadic tribes that formed the Hunnic horde,

The rampages of Anila led o widespread re-scttlement
throughout Europe, including the southward migration of
Slavs in the Ukraine and German tribes previously serled
narth of the Danube. As a result of these movements, the
Goths sought refuge within the borders of the Roman
Empire. Slavs and various allied and rival nomadic tribes,
including Bulgars, ook over their lands. Following the
break up of Awila’s horde, his sons fought amongst
themselves, the various nomad tribes fought eacl other,
and the Slavs fought as allies or subjects of whichever
tribes held sway over them ar the time. Numerous and
living a settled agriculural lifestyle, the Slavs were by no
means without power or influence, but they usually
ended up as the subjects of nomadic masters whether
willingly or otherwise. In 681 AD, having made a treaty
with the Byzantines, Khan Subigi Asparukh established his
capital at Pliska, marking the beginning of the Bulgar state
south of the Danube,

It is probably correct to picture the early Bulgars as
essentially similar in appearance and manner o the Huns:
horse-riding nomads, pastoralists, and skilled riders
proficient with the bow and javelins, Before their
conversion to Christianity, they worshipped the spirits of
mature and their religious leaders were shamans, The
Bulgars still lived in something like this manner when
Pliska was founded, Their capital originally wok the form
of a huge walled camp in a plain, filled with tents, with

plenty of space for warchouses, stores, temples and the
Khan's palace. However, as the years went on, many
Bulgars adopted civilised ways, some Khans teavelling to
Constantinople where they were impressed by the
potential rewards of a senled existence. Some of the
Bulgars remained staunchly amached 1o their old ways,
others sought 1o put down roots and establish @ nation
more like those of the Byzantines and Franks. On the
whole, territorial constraints and the empuations of ;3
civiliseel life meant that over time, the Bulgars became
increasingly sertled.

Khan Krum Strashny (the terrible!) was one of the mos
ambitious and successful of the Bulgar Khans, He strove
te unite all the lands occupied by Slavs and Bulgars under
his rule - forming an eastern equivalent o the empire of
Charlemagne in the west. In his time, the borders were
expanded northwards into lands controlled by the Avars,
Khan Krum also conguercd territory to the south and
west, in the process subjugating neighbouring Slavic
tribes and possibly the remnants of earlier inhabitants of
the region such as Thracians. The prospect of having such
an aggressive and powerful northery neighbour caused
the Byzntines some alarm. Emperor Nicephorus | led in
army against the Khan. In 811 AD the Byzantines captured
Pliska and slaughtered its inhabitams, but the Bulgars
responded by trapping and destroying the Byzantine army
at the Vurbitsa Pass. This was the greatest defear for the
Empire in some four hundred years. The Emperor was
killed along with many of his commanders. Khan Krum
celebrated by having the Emperor's skull bound in silver
and turned into a drinking cup.

Khan Krum's enduring success was o establish a codde of
faws that drew all his people into a unified state. His son
Khan Omurtag built upon his father’s work, ook a Slavic
wiffie, and gave his sons Slavic names. Over the following
century, the Bulgars gradually ceased 1o exist as a separate
ethnic group. as they wok their Khan's lead in adopting
Shavic language and culture. They adopred Christianity
under Boris Michail in the mid-9th Century, and the
capital was moved to Preslay — a ity built as a centre of
Christian learning. The old capital of Pliska was seen as
tainted by its association with paganism. Bulgar Khans
became Tears, and the nation adopted many of the traits
of the civilised Byzantines. Such triits included a Slavic
alphaber adapted from the Greek, and an independent
form of Christian worship modelled on thar in
Constantinople. Tear Simeon, the son of Boris, was
educated in Constantinople. He attempied w unite
Bulgaria and Byzantium under one throne and very nearly
succeeded. The rulers of the following century did not
prove as strong as Simeon, and Bulgaria was eventually
defeated by the soldier-Emperor Basil 11 Bulgaroetons
{Bulgar Basher!). Bulgaria was occupied berween
1018-1186 and became a western province of the
Byzantine empire, but its distingt character as a nation had
alrcady been so well established thar “Bulgaria® would
eventually reassert its existence and survive 1o become
one of the modern nations of eastern Europe.




Bufgars
Troop Type  Attack Range Hits Armour Command Unit Size MinMax Points Note
Slav Wirriors Infaniry 3 - 5 i - 3 45 45 .
Archers Infaniry 2 30 3 - 3 -k 40 .
Skirmishers Infniry i 15 3 - 3 - A "]
Noble Bulgars Cavalry 3 . 3 5+ 3 | 1 #2
Bulgars Cavalry 2 15 3 o+ . 3 25 o =
General Genieral 42 - b i 1 1
Chielain Lesadder +1 - - B 1 -2 B .
OPTIONS
The following options are available 1o the Bulgar army, See the sccompanying descriptions fior details,
B Armed Noble Cavalry 3 15 3 5+ - 3 Any +5 =
Ehan Krum General +2 . = - 8 1 1 +25 s
SPECIAL RULES

*1 Skirmish; *2 Shock

M

Slav Warriors. The Slavs maosthy fought with spears and
shiclds, they were also renowned for carrying axes either
as sidearms or large axes swung with both hands. Armour
Wils nol common even in the lier part of the period
covered - but they have been given the Armour vilue
common (o most close fighting European tribes of ghe
time. Such troops were [ess fragile than carlicr tribal
warriors even if they were litle beter equipped

Archers, The Bulgar armies include Slay archers - these
would be much like the Goths who had inhabited the
same area previously and otherwise similae 1o Frankish
archers in the west, The Byzantines recorded thar the
Slavs used poisoned arrows.

Skirmishers, These would be Young or poor Slavs armed
with lighter shiclds and javelins, They would not be
expected o fight in 2 mass along with the better armed
NWArriors,

Noble Rulgars, Although we have described these
armoured horsemen as Bulgars, they would alio include
the better off amongst the Slavs, and all the more so alter
the time of Khan Krum. The Bulgars effectively ceased m
exist ds a distinctive ethnic group during the 9th Cenmury,
These horsemen carry shields and SO Spesars, and wear
helmets and body armour, Some might also carry hows -
and provision has been made for this in the separate
upgrade. This category of armoured lancers might also
include Avars - who were assimilated inpe the Bulgarian
empire by the conguests of Khan Kram,

Bulgars. The carly Bulgars were armed and probibly
appeared much like the Huns: irmed with bows, javelins,
and small shiclds they were eouipped for skirmishing and

fighting ar close quarters. These horsemen are their
later descendants — more likely 1o wear armour or carry
Spears, but cssentinlly light horse armed with javelins and
bows. Towards the end of the 9th Ceniury, when the
Bulgars converted 1o Christianity, Tsar Simeon colluded
with the Pechenegs o defear the Magyars who were in
turm allied to his enemies the Byzantines. Pechencgs were
also armed in a very similar way 1o carly Bulgars and can
therefore be included in this CLE g,

—

Bows Armed Nobles, Amy Noble Bulgar units ean be
ficlded with bows with the modificd star line as shown,
This costs +3 points per unit, 1t's not cerwain whether the
more heavily armed unies weaqld have carried bows or
whether they would have been armexd only with a lince -
the option b included 1o represent such wmis, It s
possible that bows would have fallen out of yse with the
more heavily armed cavalny, but in the carlier vears of the
Bulgarian state, it is likely that bows would have been
carricd by all Bulgars,

Khan Krum. This is an optional upgrade for the army's
General and costs 425 points. If Khan Krum is vour
general then you can add +1 1o the Command value of
every commander in your army - hur only during one
turn. You must declare you are using the special ability ar
the start of one of your Command phases, and all
Commanders get the +1 bonus for thar turn. This poes
BOME WAy oo represent the advantage of unexpected
ambush enjoyed by the Khan's forces as they harried the
unformunate Byeantine army of Emperor Nicephorus I,

TACTICS

The Bulgar army is represented by Slavic infantry and
Bulgar cavalry - so it presents a good mixed foroe thar can
be tilored to meer any foe. The infantry are nor
especially strong figheers, but are steadier than earlier
Celtic and Germanic tvpes, if lacking the Eratimimg,
discipline and heavy cquipment of their Byrantine
opponents. The Bulgar light horse give the army the
mass-skirmishing potential of the Huns whilst its nobles
provide useful heavy cavilry.




THE CAROLINGIAN FRANKS

harlemagne reigned as King of the Franks between

TOB AD and 814 AD, and was undoubtedly the
greatest and best known of the Frankish rulers. This army
list represents armies from Charlemagne’s time until the
Frankish empire finally broke apart at the death of Charles
the Far in 888 AD. During these years, the army changed
from the largely infanory force of earlier dmes 1o a mixed
force of horse and foot with increasing emphasis upon
cavalry as time wore on. The list also makes provision for
armies from the preceding decades of the Sth Century,
when Charles Marrel led the Franks to victory over an
Islamic army at the Battle of Tours in 732 ALY

Charlemagne inherited the throne from his father Pippin
the Younger. Pippin, also known as Pippin the Short, was
the first of the Carolingian kings and the son of
Charles Martel from whose name the title ‘Carolingian”
derives. Pippin was Mayor of the Palage of the western
Frankish Kingdom of Aostrasia as was his father before
him. Ar the time, power was divided beracen the king and
the mayor, but Pippin, with the support of the Pope,
decided 1o oust the reigning king and take the throne for
himself. This unfortunate monarch was Childeric the
Idior, an incflective puppet previously placed on the
throne by Fippin himself Having first solicited the
blessing of the Pope, Pippin gamered the support of the
Frankish nobility and was duly elected king in Childeric's
steadd. His first act was 1o go o war against the Lombards,
As the Lombards were enemies of the Pope, this might be
regarded as due payment for papal support duoring
Fippin's move upon the throne, The Lombards were
soundly defeated. During the following years, Pippin
drove the Moors from France and absorbed Aquitaine inoo
the Frankish kingdom. When Chardemagne inherited the
throne, he thercfore came into possession of a substangial
and powerful empire as well as the will and means w
expand it further soill.

In fact, Charlemagne did not ar ficst inherit. the whole
Frankish kingdom, as the custom of the Franks was to
divide the realm berween the surviving sons of the dead
king. Thus Pippin's empire was divided berween
Charlemagne and his brother Carloman. Charlemagne
came ino possession of the whole kingdom with his
brother's death only three years later. This teadition of
dividing the kingdom berween a king's heics was 1o lead
to the ultimate division of the Frankish empire, and was
the cause of considerable conflict between rival Frankish
kingdoms after Charlemagne’s death. Indeed, the
principle opponent for a Frankish army might justly be
considered to be another Frankish army!

Charlemagne reigned for a relagvely long time. He
reformed the coinage, reorganised the kingdom into
counties, and was a great supporter of the church in the
west. He was crowned Emperor in the year 800 AD - the
first of the Holy Roman Emperors = and the ttle passed
diown through succeeding  Carolingian  rulers.
Chardemagne also patronised chroniclers and historians,
thus ensuring a place in history that properly reflecis his
many great deeds! The Frankish realm was expanded by

conguest. In northern laly, the Lombards were defeared
once more and their kingdom was absorbed into the
Frankish crown in the year 774 AD, In the north
Charlemagne comguercd Saxony, extending his realm
bevond the boundaries of the old Roman Empire, The
pagan Saxons were forcibly and bloodily converted to
Christianity by the pious warlord. In the south he
dreamed of congquering Spain but never succeeded in
doing 30 despite briefly capturing Barcelona  and
Pamplona whose walls he wore down. It was during the
retreat from Spain that Roeland was famously slain in a
battle against the Basques and not, as often portraved in

later times, agaimst the Moors.

After Charlemagne’s death, the empire passed into the
hamds of Louis the Pious — Charlemagne's only surviving
legitimate heir. Louis’s relgn saw rebellions amongst his
own kinfolk and subsequently civil wars berween his
heirs, This led o the Treaty of Yerdun in 843 AD which
divided the Frankish kingdom into three parts: the
western portion thar would later become France, the
castern portion that would form Germany, and a central
portion that lay between them, extending through the
Low Countries, Lorraine, Alsace, Burgundy, Provence and
northern Ialy. The amangement did not lead o peace.
The various rulers and their descendants continued 10
fight over possession of the various Frankish termitories.
The empire was almost re-united for 2 brief perlod under
the rule of Charles the Far, King of the west Franks, who
succeeded 1o the throne of Ialy with the abdicaton ol
one brother and to the throme of east Francia with the
death of another. However, tpically this was not 1o las
for long, and the empire finally fell apart thanks o the
usual in-fighting between rival claimanis. After 388 Al
the Franks were divided forever into what would latce
evolve into the modermn nations of France, Genmany, and
Traly.

As well as the endless internal squabbling, Charlemagne’s
sUCCcessors continued o ﬁp,h: enemies along thei
borders. Their foes included the armies of Muslim Spain
bath in laly and the wesiern borders, the Wends (2
general term for the adjoining Slavic tribes such as the
Sorbs), other Germanic tribes 1o the east such as Saxons
and Frisians, and nordic raiders, notably the Danes, along
the Normh Sea coast, Charlemagne’s campaigns alsc
brought Frankish armies into conflice with the Avars in
central Europe, and Liter Carolingian armies encountered
the Magyars in their stead. The Vikings besieged Paris [od
twoy vears in the rein of Charles the Fat and continued o
trouble the northern coast for many decades thereafter

In additon to the main list, we have included options thal
allow for the mostly infantry armies of Charles Martel and
of Odo of Aquitaine, which fought the invading Moaorish
armies. 1t could arguably be used in favour of the main lis!
to represent the armies of Pippin the Younger and the
garly reign of Charlemagne.



The Carolingian Franks

Troop Type  Attack Range Hits Armour Command Unit Size MinMax Poinis Note
Spearmen Infantry 3 - L G+ - 3 2/ 500 *]
Archers Infantry 2 £ 1] 3 - . 3 -2 i -
sSkirmishers Infantry i 15 kS - - 3 =1 A0 2
Caballari Cavalry 5 - 3 5+ 3 2~ 110 *3
Light Cavalry Cavalry 2 15 3 a4+ 3 o | G0 a2
Greneral General +3 . . - B 1 1 100 -
Leader Leader +1 . . . A i 2 a0 %
OFTTONS

The following options are available o the Carolingian Frank army, See the accompanying descriptions for deails.
Guard Cavalry Cavalry 4 . 4 5+ . 3 <1 max 420 *3
Dismounted Cavalry  Infantey 3 . 3 54 - 3 Any 45 *1
Charlemagne General 42 - - 9 1 1 +35

OPTIONS FOR EARLY 8th CENTURY

No Caballari can be included in an early 8th Century army nor any options in respect of them, Instead “non
shock” heavy cavalry can be included as shown. In such an army, the minimum for infantry spearmen is also

increased to 8 as shown,

Frankish Cavalry Cavalry 3 - 3
Spearmen Infanery L . 3
SPECIAL RULES

*1 Shicldwall; *2 Skirmish: *3 Shock

5+ . 5 +2 HO -
{4 - ] B~ S0 e

_—— -

Spearmen, Ml free laindowning Franks were liable o serve as
part of the general muster - very small landowners banding
together to equip one of their number. This was a very
similar system 1o the Saxon Select Fyrd, Every man provided
his own arms and armour 5o there would have been Hide
uniformity bevond the obligatory spear and shield. Baachy
armour was rare - surviving illustradons of armeured
warriors on foot may well represent dismounted cavaloymen
Subject tribes such as Sixons, Swabians and Bavarizns were
also liable o provide roops and they would be equipped in
the same fashion.

Archers, Bows are included amongst the obligatory weapons
of the Caballari in some sources = bt it is assumed these are
intended for use by the knight's retainers rther than the
Caballari themselves, Either way = the Franks employed
bowmen in small numbers - these would be unarmoured
and carry only light arms such as a short bladed sword.

Skirmishers. Infanury units fighting as skirmishers with
shiclds and javeling, Generally speaking, these would be
young warriors or possibly servanis and low ranking
retainers of the Caballa. Alvernatively, they could come from
the ranks of subjects such as Bretons or Gascons, Staff slings
(karge slings leveraged with a wooden handle) are mentioned
a5 included amongst baggage - men so equipped would also
be included in this categor:

Caballari. Frankish cavaley are called Caballari - the werm
designating direcr vassals of the King. They represear the
richest and most influential of the Frankish nobility. They are
typlcally equipped with mail or scale armour, helmers,
shields and spears. The Franks started as infantry, but soon
took to mounted warkaee and became increasingly proficient.
Imitially they fought with javelins and shorn spears, but soon
replaced these with longer spears or lances. They learned to
chirge home aggressively where earlier they had fought with
missiles from a distance,

Light Cavalry. The richest of the Caballari brought their own
retainers. These would be added o the infanuy or would
fight as light cavalry, These riders wear no armaour but CATTY &
shield and fight with javelins, spears or lances. Although we
have assumed no mounted warriors canry bows, those who
wish 10 take & contrary view are welcome to incude Frankish
horse archer unit in this catego:

Guard Cavalry. Regardless of the army size. one unit of
Caballari can be upgraded o Guard cavilry with stars as
shown. This costs +20 points. Frankish kings maintiined
personal band of reainers. These troops are sometimes
shown in manuscript illustrations in Roman style dress - this
may well be antistic license. However, the Carolingians did
take their role as restorers of the Roman Empire serioushy -
a0 who knows?

Dismounted Cavalry. Any Caballari units can be replaced
with dismounted cavalry - basically nobles fighting as heavy
infantry units. This cost -45 points per unit or 2wl of
65 points per wnit rather than 110 points for mounted
Caballari, Caballari would sometimes dismount 1o fight when
the occasion demanded - such troops would be more heavily
armoured than standard infaney. The tctic of dismoanting
o fight declined once the Franks became more effective
cavalry ~ leading a Byeantine commentator o cluim thar the
Franks didn’t even know how o fight on foot!

Frankish Cavalry. Before Charlemagne’s tme, the Franks
fought almaost exclusively on foor and eavaley did nor charge
home apgressively, These units represent earlier cavaly =
they wear helmets and carey shields, most wear mail or scale
armour, and they are armed width cither javelins or SRS,

Charlemagne. This is an optional upgrade for the army's
Gencral and costs +3% points. Chademagne has @ Command
value of %, Charlemagne can re-roll one filed Command roll
onee during the banle. Take the Command test again = if
successful, the order is issued and Charlemagne can
continue giving funther orders if you wish, Note — this i
Command % combined with the standard “Porient’ rule.
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CELTIC IRELAND

his list describes the warriors of Iron Age lreland

during the centuries before the Viking invasions. The
Irish Celts were essentially similar 1o the people of Britain
and, to a degree, Gaul and much of the rest of Western
Europe. Unlike most of those other Celts, but in common
with those living in the northern portion of the British
Isles, the Irish were never brought under the Roman yoke.
They continued to live their own fiercely independent
way of life right up until large scale Viking immigration in
the Christian era.

Ireland was home to an agricultural society of subsistence
farmers — planting crops and rising herds of cattle. The
vast majority of ordinary people were tied to the land and
to their chicfrain's domain or “tuath’. There were
hundreds of these petty kingdoms, with the greater ruling
over the lesser, and the greatest of all ruling over one of
the five traditional kingdoms of Ulster, Connacht,
Leinster, Midhe, and Munster. Each of these great kings
was called the Ri Ruirech = the King of Over-Kings. By
long-standing arrangement, the King of Midhe was
accorded the title of the High King of all Ireland and his
capitol was at Tara in the modern county of Meath. Thesc
powerful kings lived in fortified settlemens, which
undoubtedly looked much like the carlier hillfors of
mainland Britain.

The Irish belonged to many different tribes. Some of these
were more recent newcomers 1o the island than others,
but essentally all shared a common Celtic tongue and way
of life. Amongst them was a large tribal group called Scots
who lived in the northern part of Ireland. In late Roman
times one of these tribes, the Dal Riada, settled en masse
along the north-western coast of Britain. These
immigrants gradually expanded their rule over all of whan
would therefore become known as Scotland. There were
many other tribes too — as well as confederations of
related tribes — and as members of a tribe ended © be
grouped together geographically, there was some
correlation berween the wath, the larger kingdoms, and
tribal arcas,

Ordinary folk were bound to their tuath and the land, bt
smiths, poets, and druids formed a class of respected
artisans who enjoyved considerably more freedom. The
most privileged of all were the warrior aristoCracy — the
fighting men of the wath — who spent their time in heroic
competition with their neighbours, raiding for caitle,
fighting duels and taking heads. Sometimes they would
assemble into larger raiding forces under the command of
a powerful king. Their deeds have come down to us today
in the form of legends, including the well-known Red
Branch Cycle and the Fenian Cycle. These stories tell of
warrior societies and mighty heroes, of a warrior’s pride
aned honour, of feuds and vengeance, and of the romance
of ancient lreland.

The most celehrated Irish hero of these days is Cuchullain
- the Hound of Ulster — of whom many stories were
recorded in the Middle Ages. Cuchullain’s most famous
deed was to single-handedly hold back the army of
Connacht led by his friend and rival Ferdiad. At first
Cuchullain was reluctant to fight his old comrade, but
after the usual fine speeches recalling their shared youth
— the two set about each other unrelentingly for four

whole days. Much 10 Cuchullain’s sorrow he eventually
triumphed and slew Ferdiad before collapsing from
exhaustion! Like all true heroes, Cuchullain was 1o die in
battle, whereupon, with spear in hand and shield upon
his arm, his body propped against a rock, his corpse alonc
proved sufficiently terrifying 1o rout his enemics.

Cuchullain stood before the Diruids in the Hall of Heroes
aned eried, “1 care not whether | die iomorrow Of mext
vear, if only my deeds live after me”.

Both Cuchullain and Ferdiad belonged to warrior bands
or lodges. These were an important feature of Irish
armies. A warband could be linle more than a band of
brigands, but it could also be something comparahle o
King Arthur's Knights of the Round Table. A comparison
o Arthur is sometimes made with the geeat Irish leader
Finn MacCool. Finn MacCool imposed his noble ideals
upon the greatest of all these warrior bands — the Fianni
The Fianna formed the bodyguard of the High King
Cormac MacArt. Before Finn's time the Fianna had a poo
reputation amongst the common folk. Iis warriors acteo
as if they were above the law, and abused their position i©
lord it over their inferiors. Finn instigated a code o
honour and they became champions and protectors of the
people as well as proud exponents of the warrior ideal. |
is sometimes said of Finn MacCool that he did not die, bu
lies sleeping, ready to come to the aid of Ireland in tme
of need - another resemblance 1o the story of Arthur.

After the Romans abandoned Britain and left it
inhabitants 1o fend for themselves, the lrish raided th
west coast of the British Isles extensively. Some eventuall
came to settle and three kingdoms were established @
Britain. Dal Riada was the most northernly of these. Th
others were in Cornwall and southern Wales, These las
rwo lasted only about a hundred years, after which the
were reconquered by the Britons, but Dal Riada grew i
power and became the basis for modern Scotland.

“The power af the Irish over the Britorns was greal, an
they bad divided Britain between them inlo ¢stares
and the Irish lived as much east of the sea as they did 1
frefand.’
Cormae of Cashel writing tn S0 A
of the frish Kingdoms fn Grilal

This army is not essentially very different from that of i
Britons prior to the Roman invasion — as you wioul
expect from a land culturally comparable if not exact
contiguous, The list makes some allowance for the hero
tradition in order to give the Irish a distinet character. Or
of the most interesting elements in the army takes i
form of its chariotry. Chariots secem to have surive
amongst the Irish long aftier they had fallen out of u
elsewhere in the Celtic world. Perhaps this was due to tl
poor quality of local horseflesh — small, stocky ponies -
maybe it was just insularity that allowed the chariot and
heroic warrior to survive unchecked by developmer
clsewhere. Undoubtedly the availability of horses
armour improved throughout the period, but we hit
chosen 1o model the army in such a way as to ¢émphasi
its earlier heroic qualities, prior to the introducton
Christianity, and before the appearance of cavalry after ©
Viking invasions,




Celtle Treland

T Type  Anack Range Hiis Armour Command Unit Size Min/Max Points Note
Fianna Infantry 4 - 3 G+ - 3 -2 55 *1
Warriors Infantry 3 - 3 - - 3 i 35 *1
Skirmishers Infantry | is 3 - - 3 -5 0 =12
Elite Charioms Charioms 3 5 5 G+ - 3 | £l *1
Chariots Charios 2 i5 3 64 - 3 -4 B0 *1
General General +2 . - ] | i 1K)
Chicfiain Subordinaie +1 - - - 7 i -4 3 .
OPTIONS

The following options arc available o the Celtic Irelind army. See the accompanying descriptions for details,
Chariot Mount Mount +1 - - - - 1 o + 10 -
Warlond Subordinane  +2 - - 7 1 Any +10 -
Porienis Re-roll General's command - - 1 1 + 10 -

SPECIAL RULES
*1 Wiarband: *2 Skirmish

Fianna. These represent the greatest and most famous of
the warrior bands = we have called them Fianna afier the
mighty warriors of the Fenian cvcle of stories — but they
shall stand for the dominant warriors of their age. These
would be the best equipped of the Irish warriors, bt still
unlikely o wear armour except, perhaps, for o helmer, A
stout shield, spear and sword would be most likely, They
have been given their Armour valee to reflect their
persistence, courage, and Bith in Droidic protection as
much as any phvsical equipment.

Warrlors. These are the oodinary orbal warniors who
make up the bulk of the army - equipped with spears,
javelins and shields. Some would carry swords — but nog
necessarily all wouald do so.

Skirmishers., Young or impoverished warriors armed
with javelins and slings = such units can also include war
hounds if you feel 30 inclined.

Elite Chariots. These represent the best of the Irish
warriors mounted as charioteers, The chariols provide
mability for troops who would wpically fight on foot -
mounting and dismounting as the sccasion demanded -
both harassing the enemy and forming into bodies where
ihe fighting was ficreest. Both 1o emphasise their heroic
gquality and o deaw a distinction berween what weould
otherwise be a very similar Briton list, the chariors have
not been given the usual ability 1o skirmish bur have been
given Warband status instead - the points value has been
beft the same as other light chariots — warband being
considered a considerable asset for such wnits,

Chariots. All charioreers are, of course, ‘elite’ in & sense
that they represent the highest stamas Ieish warriors aned
the same general comments apply o these as o the
above. They differ only in having the standard sem line.

Chariot Mounts, Any commanders can have charion
mounts at 4 cost of + 10 poinis per commander.

Warlord. Any Chiefiains can be upgraded wo Warlord with
the stats shown at a cost of + W points per Warlord,

Portents. This is an optional upgrade for the army's
General and costs + B0 points, The General can take the
portents before the battle. This allows the General 1o
re-roll one filed Command roll once during the bartle.
Take the Command test again — if successful, the order is
issued and the General can continue giving further orders
if vou wish,

TACTICS

Success is down o the effective use of the powerful
Irish chariots. Irish chariots have been  given
wirband status instead of the usual skirmish rule,
This iz intended o emphasise how they worked as
platforms for heroic combatants, serving as @ means
of delivering the fiercest warriors inwo combat, Note
that chariot charges are intended o represent
bodies of warriors being delivered into bartle rather
than the chariots acmally ramming inioe the encmy!
The best of the charions have been accorded an extra
Artack 1o further emphasise their aggressive role.
These are limited in number so make the most of
them, Unlike the Britons, Irish chariots don't
skirmish = 50 the army is vulnerable to cavalry — but
that does not seem inappropriate. Chariots did not
remain in use long once the Irish were confronted
with other armies. The Irish army's chanicter is quite
different from that of the Britons, which it otherwise
resembles, bur this better reflecis the surviving
stories of Irish warfare and makes for an interesting
and unigue choice of army.




THE

Thls list represents the armics of the Rus from the time
of the Varangian adventurer Rurik until the era of the
Princes and the large-scale adoption of cavalry, Strictly
speaking. the list covers the period from abou 880 AD
when Oleg founded the Kievan Rus, 1o 1054 and the end
of the reign of Yaroslay the Wise. During these yvears, the
Rus fought each other a great deal, as well as the
Byzantines, Bulgars, and nomads such as Magyars and
Pechenegs whom they otherwise employed or allied with,

The Slavs did not adopt writing until relatively late so the
chief sour¢e for their carly history comes from
archaeology and comparative linguistics. Historians
suggest that Slavs can be identified as early as the mid-2nd
millennium BC occupying what s now Poland and
Czechoslovakia as well as pans of Belarus and the western
Ukraine. Later, Slavic tribes began 1o expand eastwards
and northwards, becoming the dominant people in the
north European plain by the 6th Century AD. By this time
they had divided into culurally distinct groups. It is a
particular group of ‘East Slavs’ living between the Baltic
and Black Sea who would become known as Bus, The
origin of the word "Rus’ is disputed. Slavic scholars favour
# local derivation, ie, they argue that this is what these
East Slavs had always called themselves, Given the
predominance of the element in names for rivers, places,
and people, this explanation is likely to be tue.

Although the 3lavs came under the domination of
different peoples in turn (principally the Scythians, Goths,
Huns, Avars and Magyars) none of these appear to have
left much mark wpon them. Perhaps this was simply
because they were 50 numerous and their occasional
conquerors so few — or maybe because their way of life
wiis 3o well suited 1o the native rivers and forests,

Ar some time in the Sth Century, the region's extensive
piver systems developed imo a major rading  route
between Scandinavia and Byeantium. From that tme
onwirds, river-borne trade was to be an important and
lucrative source of wealth that the Slavs would both
promote and control, The city of Kiev probably stred out
as a fortress regulating passage through the Dneiper River,
exacting taxes on  boats travelling o and  from
Constantinople. Other cities were established all along
the route and these citles became the foundation of
various states thereafter.

The origin of the Rus stae is raditdonally traced 1w a
Varangian called Rurik. The term Varangian comes rom
the Old Morse Vaeringjar and is rendered as Varvags or
Variags in Slavic languages, The same term was sometimes
used indiscriminately by both Slavs and Byzantines 1o
describe  the English and Germans as well as
Scandinavians, It describes a class of Scandinavian warrior
merchantadvenurers, principally from Sweden and
Jutland. These warriors engaged in river-borne piracy,
hired out as mercenaries, set themselves up as armed
traders, and exacted tribute from (and somenimes ook
direct control of) seuled rribes that they encountered. A
Varangian leader who established himsell as a local
warlord would encourage others to join him, and with his
retinue of wough professional fighters, he would expand
his domination over the local population as well as rival
Scandinavians. Slavic communities may well have been
glad of the protection of a powerful Varangian warlord, if

RUS

only against others of his kind. This appears to have beer
how Rurik became the ruler of a seulement by
Lake Ladoga (on the Russian/Finnish border) and laer o
Novgorod. In the time of his successor Oleg. the Bus o
Novgored ook over the cty of Kiev from rival Varangian:
and established what is generally known as the Kievan-Ru:
srate,

Rus armies are distinguished by a combination of Slav lev
— known as the Polk - and professional Scandinavian
Varangians. A warlord’s own retinue acted as  hi
permanent bodvguard and formed the core of his armie
in times of war. This houschold retinue is known as th
Druzhina. To start with, the Druzhina was formec
exclusively from Varangians, but later it comprised the
Slav nobility and itinerant professional warriors of variow:
kinds. Originally, both Varangians and Slavs fought o
foor, but gradually the Druzhina evolved into a mounte
arm. Rus armies were never strong in cavalry though
usuilly relving on mercenaries. These ook the shape o
nomadic horse-riding peoples such as the Magyars
Pechenegs, Bulgars and Turks. Over time the Slav
absorbed their Scandinavian warrior-rulers and  the
distinction between the two ceased o be important = thi
wis probably accelerated by the adoption of Christianic
in the later 10th Century - supplanting the earlier amn
differem pagan craditions.

The greatest of the carly Princes of Bus was Svyatosla
who reigned from the carly 2005, He was a warrlor in the
true Varangian tradition. inured 1o hardship, indifferent
danger, and driven by the prospect of plunder an
conquest. Svyatoslay's faither Prince Igor was killed whils
Swwatoslay was an infant Igor's formidable wife Olga
ruled Kiev until her son was ready 1o take the throne
Although his carly vears remain a mystery, Svyatoslay wa
probably nor slow o stamp his awthority over th
naturally guarrelsome Rus. He defeared the Khazars whe
had previously exacted tribute from the Rus, and fough
and conguered the Volga Bulgars in the east. The yvoun
Prince therchy created a state thar sireiched from th
Volpa to the Danube = the largest in Europe, Thi
impressive and poaerful Rus Prince was persuaded by th
Byzanting Emperor Micephoms o attack the Danubia
Bulgars, Doubtless lured by huge bribes, he was happy ©
comply. The Bulgars were beaten and the Bulgarian King'
sons captured. To the frustration of the Byeantine:
Svyatoslavy resolved o expand his domain southward
across the Danube rather than retire northwards, The Ru
overran  large portions of Thrace and threatene
Constantinople. In 969 AD, Svvatoslay established his ne
capital ar Pereyaslevers in Bulgaria. It was lefi to a ne
Byzantine Emperor, John Tzimisces, wo gather an arm
and try o repel the RBus. In the resultant campaign, th
Rus were pushed back until Svyatoslav found himse
besieged in the stronghold of Drista on the Danube. Afte
65 days of valiant resistance and several atempred b
fruitless sallies, the Rus leader finally accepted defear. Sal
passage was negotiated and the starving, defeated, b
unbowed army withdrew northwards, Sadly, exposed 1
the predations of winter and the amentions of th
Pechenegs, the last pagan Prince of Kiev did not surviv
the journey home, Tipped off by the Byeantines, th
Pechenegs ambushed amd killed Svvatoslav and h
retinue. The mighty wirrior’s skull ended up as a drinkin
cup in the hands of the Pecheneg Khan.



The Kus

Troop Type Attack Range Hits Armour Command Unit Size Min/Max Points Note
Virngians Infantry # - 3 54 . k) 14 ] ]
Polk Infantry 3 = ] G4 % ] A L
Archers Infantry 2 30 4 . 2 1 i in
Skirmishers Infantry 1 15 5 3 i Rl 4
Druxhina Cavalry i 5 34 . 3 -1 120 *4
Light Cavalry Cawvalry 2 15 3 G+ 3 .2 il =3
Geeneral Cierieral 2 - - ] I 1 100 2
Chiefrain Subordinate 41 - - 7 | | Alb -

OPTIONS

The following upgrade is availahle 1o the Rus army. See the accompanyving description for derails

Svyvaroslay Creneral L2 . “

SPECIAL RULES
*1 Shicldwall; *2 Warband; *3 Skirmish: *4 Shock

Varangians. The Varangians provide the core of the Rus
army — professional warriors from 5S¢ andimavia, well
equipped with mail coats, helmets, shields, axes, and
swords. Spears were sometimes carried as well as lighter
spears or javeling to throw as the battlelines clashed. Also
known as Varyags, Variags, or Virjsel — the similarity o
Viking may not be entirely coincidental,

Folk. This is the general levy thar could extend to the
whole adult male population but was generally confined
to the towns. Troops could be armed with bows but the
majority were cquipped with spears and  rectangular
shiclds, acking body armour and prabably podng withour
helmets for the most part. The Polk was notorious for
attacking enthusiastically bt runming off equally
enthusiastically when things trned against them

Archers. Hunting provided an impormant food source so
the bow was a common weapon, The levy produced
archers as well as spearmen and we have formed these
Nt Separate gniis,

Skirmishers. Skirmishers would be provided by bowmen
bue could also include moops armed with javelins fighting
in & dispersed formation and without shields,

- ] I -1 +23 -

Druzhina. The Druzhing is the hodyguard of 2 Prnce ar
nable and originally it would have been formed from
Varangian infantry. From the middle of the 10th Century,
the [)I'LI..':I:I:IIL;I_ evorlvesd dnnes 2 mounted arm '-“{l“'ljlf'“’ with
miail coats, shiclds, helmets and lances, Druzhina CAME to
include Slavs, Magyars, Pechenegs and other itinerant
wWaArmiors

Light Cavalry. Cavalry only became a significant part of
Rus armies from the 10th Century and woukd typically be
mercenaries of allies such as Magyars, Bulgars, Alans,
Pechenegs, or Turks — all typical horse riding nomads
armesd with bows and javelins much like the earlier Huns,

Svyatoslav. This 15 an optional upgrade for the army's
General and costs 25 points. The General cian be
upgraded to Svyatoslay Igorovich, the st pagan Prince of
the Rus. The General is allowed 1o reroll one filed
Command roll once during the baule. Take the Command
test again. If successful, the order is issued, the General
can continue giving further orders and his Command
value {5 increased w 9 vl such tine as he fails o ive
an order, after which his Command value revers 1o &,




THEMATIC BYZANTINE

his list covers the armies of the mid-period Byzantine

Empire from the establishment of the thematic system
in the Tth Century to irs dissolution at the start of the
11th Century. As such the list follows the same formart as the
Warhammer Ancient Bartles Supplement = Bypzantinm
Beyond the Golden Gate. It is an era that sees the
Breantines fighting enemies as diverse as the Bulgars,
Arabs, Rus, and Normans, in days when the Empire still
extended over all of Anatolia and also included significant
territories in lualy,

Byzantium, the former name of Consmantinople. is the werm
maodern historians use w refer 0 the later history of the
castern Boman Empire. Greek was then the language of
commaon usage, and during these vears, Latn was finally
abandoned even at court and amongst the Roman
aristocracy. Constantinople was therefore the capital of a
Greek speaking world, the centee of the Orthodox Christian
church, and the sear of classical learning. The Bveantines
referred 1o themselves as Romalol, the Greek form of
Bomans. They called their empire Basileia Romaion, a
direct ransiation of the Latin Imperium Romanorum.

During the Tth Cenmry, following vears of expensive and
exhausting wars against the Persians, the great and
conquering Emperor Heraclius inidaed 2 system of
imporant military reforms, Heraclius and  his successors
settled soldiers and their families onto land in retumn for
military service — thereby creating a force of trined men
ready 1o meet invaders. These settlers were onganised into
administrative and defensive regions called ‘themes'. Each
of these themes was governed by a military leader called a
Strategos. In effecy, a theme was an area under military
jurisdiction thar formed an autonomouns Gghting body.

Before the institution of this system, powerful generals had
aften wirned against the Emperor, but by dividing power
between smaller citizen-armies, the threar was diminished
Most  imporantly, because the soldiers were self
supporting, providing their own arms and mounts, the cost
of thematic forces was far less than that of professional
troops or fickle mercenaries. Seutling people from outlying
regions within the new themes brought land previously
depopulated due to war and plague back into productive
use, Although these troops were only 'part-time” soldiers,
they were compelled 10 trin to a high standard and were
well led and equipped compared 1o their enemies. The
fighting ability of thematic units was high to begin with.
Only in the armies of the laer 1th and 11th cenmries did
the quality of themartic troops start to decline as immediate
threats diminished and the empire expanded s borders
beyond the territory of the original themes,

There were initially four themes extending over wha
would today be much of modern Turkey, 1w which wa
added a fifth 1o supply men for the navy. The ol numbe
of themes was gradually expanded 1o 28. As well as creating
new themes in conquered territories, the original larg
themes were broken inbo smaller ones. Most of thest
troops fought as heavy covalrymen and thematic armie
were predominantly made up of mounted forces — but the
also included infanery and light roops. At the end of th
Thematic period, once the gquality of the thematic troop:
themselves had begun o decline, more emphasis wa
Maced on infantry, professional soldiess and mercenaries,

The thematic troops were supported by a core o
professional regiments or ‘mgmata’ (simply meaning
‘regiment’.) These were based in Constantinople ane
formed part of the city’s guard as well as a permanen
standing army. Tagmatic forces could be used o augmen
local troops where necessary, and they enabled Emperor
to assemble large armies for wars of conguest. These wer
highly prestigious formations whose officers often came
from the highest ranks of the Byzmntine aristocracy. The
four most famous of the Tagmata were the Scolai (Schools)
the Excoubitoi (Watchmen), the Arithmod (Numbers), anc
the Hicaanaion (Worthies). As time wore on, the numbes
of Tagmata increased, and they became more lavishly
equipped until they were by far the most important par o
the army. Right at the end of the period covered by this list
the Tagmati included the famous Varangoi = the Varangiar
Guard formed of fierce Scandinavians and Rus armed with
double-handed axes,

The Byzantines fought intermittently against the Arabs ir
the east and against the Bulgars in the west. They alsc
fought each other - not for nothing do we have the phrase
‘Byzantine politics’ — the history of Byzantiom is one long
role-call of usurping Emperors and pretenders. Religiou:
divisions dogged the stability of the empire throughow
much of this period. A seres of incompetent, insane
religiously obsessed, and sadistic Emperors wasted  the
empire’s resources i internal struggles and vengeful
purges — but despite these recurrent set-backs, the e san
the Byeantine Empire reach dts height, recovering territon
in the near east. and thwarting numerons attempis by the
Arabs to destroy it. For anyone who wants to put together
an army of this age there is plenty of easily available and
highly readable background history. The careers o
Emperors like Justinian 11 Rhinotmetus (Cut Nose) and
Basil [ Bulgaroctonos {Bulgar Slaver) ouido mere Rction in
terms of invention and adveniure,

TACTICS

With fine cavalry in abundance, as well as good infantry and
allies to make up the numbers, there is linle lacking in this
army. Any battle plan should be built around the cavalry as
they form a compulsory element, otherwise this is a Mexible
force that can be wilored to meer any opponent. The
potential for fielding elite units makes this an extremely
hard-hitting army - all the more so as these include shock
cavalry The only down side is that the army is likely to be
small a5 most roops are expensive, The later themaric
option with downgraded troops, although included for the
sake of completeness, might be interesting to fight as a
‘rebellion’ against another similar foree b will otherwise
be hard 1o win with




Themmatic Byzantine

Troop Type  Antack Range Hits Armowr Command Unit Size MinMax Points Note
Kontaniio Infanery 3 - 3 5+ 3 -4 G -
Psiloi Infintry I 15 % 3 .2 30 L |
Allied Infantry Infantry 5 = 4 {34 3 . i5 "3
Allied Archers Infantry 2 3 ] . 4 -2 30 -3
Eavallaroi Cavalry % - 3 54 3 3 110 o
Light Kavallarod Cavalry 2 15 3 G+ 3 B | | ]
Allied Light Cavalry Cavalry . 15 3 i+ 3 -1 50 *12
Allied Heavy Civalry  Cavalry ] 4 5 . 3 +1 1My %25
Domestikos Creneral +2 - . 4 1 1 125 .
Leader Leader + 1 - . 1 2 850
OPTIONS

The following options are available to the Thematic Byzantine army. See the accompanying descriptions for details,
Extremely Heavy Inf  Infantry 3 5 a+ . 3 Any +1% 4
Elite Kavallaroi Cavalry 4 . 3 S+ = 3 -1 +10  *3
Portents Be-roll General's Command - 4 = 1 + 10 . .

OPTIONS FOR TAGMATIC ARMIES

These additonal upgrades are available for armies of the Laane
fore and new congquests were added 1o the Empire. Mote
Kontaratod por 1,080 poinis and can include more

the il The Thematic Decline downgrade can be

accompanying descriprion,

Kontaratod Infantry 3 .
Elite Kavallarol Cavalry t -
Kataphrakiod Cavalry 4 -
Fus Infantry k!

Virangians Infantry 4 -
Thematic Decline IntCav 2 -

SPECIAL RULES
*1 Skirmish; *2 Unreliable: *3 Shock: *4 Slow

3 54
) S+
4 A+
3 G+
3 5+
3 5+

1 *5 Shieldwall

r Sth and 10th centuries as Tagmatic IO came (o the
that a Tagmatic army must include at least four units of
(min/muix becomes 4/ for Kontaratod) as shown bezbo. These can
be upgraded 1o Extremely Heavy Infantry as the standard option. The maximum Elitc Kavallaroi is also increased ro half
applied to Kontaratol and Kavallared units as explained in the

3 E 1A (1] .

3 Up te Half 410 i
A -'1 max +25 93 4
3 All or None 415  *5
3 -1 max +15 wg
3 Any <101 =




Themetic Byzanline

Kontaratod. Byzantine heavy  infantry  are  called
Kontaratod {the ‘Kontos’ is 3 heavy spear abourt 127 long).
The majority of men in each unit wear hesvy mail armour
reinforced with plaves and splings, they are armed with
the long spear from which their name derives. A large
round or, from the mid-10th Cenmury, almond or kite-
shaped shicld is also carried, In a wypical formation, the
front ranks are the most heavily armoured, whilst the
rearmost ranks are lightly armoured carrvimg small
shields (bucklers) and bows or javelins instead of the long
spear. These troops shoot over the heads of those in front
once the battle limes clash. Units of Kontaratoi have been
given stats for Heavy Infaniry — but can be upgraded to
Extremely Heavy Infantry as noted below. Missile armied
mioddels can be included in the rear ranks of stands if
desired — but remember that their effect is rolled into the
unit's stat as shown — they have no ranged shot.

Psiloi. This is the Greek term for skirmishers. These
include javelinmen. slingers, staff-slingers, and bowmen
who can be armed with the “solenarion’ = an attachable
arrow guide that enables the bow 1o shoor small dans
that are especially difficult w see in Bight. All of these
units are represented as Cskirmishers’. In banle these
units are intended o skiemish ahead of the infantey
formagions, retiring behind or through them as the
enemy approich,

Allied Infantry. The Byeantine emperors formed and
broke alliances with bewildering regularity - somae
Emperors owed their thrones o the support of forcign
rulers and their armics. Before the ascent of the
Macedonian dynasty (867 AD), such troops woulbd mast
likely have been Slavs fighting as part of an allied Bulgar
force. From the time of the Macedonian dynasty onwards,
the Byzantines warred against the Buglars in a shaky
alliance wgether with the Kws. These units represent
allied infanury of all kinds — but for the most part were
Bulgars in the earier vears and Rus later on.

Allied Archers. Although the Byzantines had archers of
their own, these formed small bodies of skirmishers or
fought as part of the Kontaratoi, These allicd archers
represent Bulgar or Rus infanery fighting as allies and
mercenaries as described above. The Bulgars were moted
o their archers.

Kavallarod. The main part of the Byzantine army
comprises heavy cavalry armed with a lance called a
Eontarion {a shorter and lighter version of the Kontos).
As with the infantry, it is usual for units to comprise both
heavily armoured men in the front ranks and more lighty
armoured riders with bows at the rear. These bowmen
contribute their fire w the mélée by shooting over the
heads of their comrades = their efforts have been
incorporated ingo the combat star as shown, This
arrangement can be represented on g 20mm fronage by
placing fully armoured lance armed riders in the front
and bow armed models behind,

Light Kavallaroi. Byzantine forces incleded few units of
traimed, regular light cavalry, but these were none-thedess
essential for scouting roles and o engage enemy light
cavalry, In battle they carry lances or javeling, and a
proportion of ¢ach unit can also be armed with bows
instead, Regardless of how they are represented, all Lighe
Kavallaroi units have the stat as shown. These light cavaley
were called Traperitoi = from which our word “trapese’
comes, perhaps suggesting something abour their agilicy!

Allied Lighy Cavalry. This category covers allies and
mercenaries such as Khazars, Bulgars, Alans and (towarnds
the end of the period) Pechemegs. These were
predominantly lightly armed horse-riding peoples in the
same mould as the earlier Huns. They are armed with
bows and some carry javelins or Hght spears and small
shiclds im sddition. They are rated as Unreliable.

Allied Heavy Cavalry. This carcpory covers hard-
charging lance armed allied cavalry such as Georgians and
Armenians, The Byzantines politicked with the Armenian
rulers who fought as allies against the Persians during the
campaign of Basil 1T in the early 11th Century = briefly
bringing Armenia into the Byzantine empire. Armeniins
could also fight as allied infantry or archers in such an
army. Alternatively, this category can be used 1o represent
heavily armed units of allied or mercenary Khicears,
Bulgars, Alans or Pechenegs, All these units are med as
Uinreliable,

Extremely Heavy Infaniry. Any Kontaratol units can be
upgraded 1w Extremely Heavy Infanery with the stats as
shown — this costs 15 podmis per unit. This accounts for
more heavily equipped infaniry units, and reflects the
theoretical levels of equipment for such troops.

Elite Kavallaroi. Kavallaroi can be upgraded to Elite
Kavallarod with stars as shown — this cost + 10 points per
unit. Up to one unit per 1,000 points can be upgraded in
the earier army, and up o half the ol number of
Kavallarod units in a later army. These represent the best
thematic troops of the earlier period, and the better
trained and equipped tagmata of the later period.

Portents. This is an optional upgrade for the amy’s
General and costs + 10 points. The General entrusts the
fate of his army into the hands of God (being carefal 1o
parsde appropriate icons of atherwise depending on the
current theological mood), This allows the General o
re=roll one failed Command roll once during the banle,
Take the Command rest again - if successful, the order is
issued and the General can comtinue giving further orders
if you wish,




Themetic Byzantine

Kataphractoi. Hegardless of army size, a maximum of
one Kavallarod unit can be upgraded o Kaaphracuod with
stats as shown = this costs 25 poines, The Kaapheactod are
the very heavy armoured Tagmaric formation of the late
10th and 11th centuries. They comprise very heavily
armourcd men riding armoured horses, otherwise
consisting of lancers and bowmen as already descrilyed

Rus. All Allicd Infantry can be upgraded 10 Rus with the
Shieldwall rule at 2 cost of +15 points per unit. Either all
allicd infantry must be vpgraded to Rus or none. Note
that you don't have o upgrade units just because 1]
wish 1o field units representing Rus — but vou must either
upgrade all Allied Infantey units or none,

Varangians. Hegardless of army sizc, one unit of
Kontaratoi can be upgraded 1o Varangian Guard with stats
as shown and the Shicldwall rule at a ol cost of
I5 points per unit. Varangians count as one of the
compulsory Kontaratoi units in 3 later army. Note that
arangians cannot ilso be upgraded o Extremely Heavy
Infantry

Thematic Decline. From the mid 10th Century, the
quality of thematic roops declined and the tagmara
become the most important part of the army. To represent
this, any Kontararoi or Kavallid wnits that are not
otherwise upgraded can be downgraded 1o represent
poor quality themaric troops. Such troaps have a reduced
stat as shown whether infantry or cavalry, namely
-1 Antack, but are otherwise standard for their type. They
cost 10 points less per unit. Downgraded infantry cannot
be counted toward the compulsory four Kontaratol in a
Tagmatic army unless all Kontaratol and Kavallaroi units
are 50 downgraded. I all such troops ane downgraded,
the army represents a later poor quality muster of
thematic troops with no agmatic forces present

_




VISIGOTHS

his list represents the armies of the Visigoths whose

empire once siretched from the Lodre o the Straits of
Gibralver and covered much of what is now southern
France and Spain. The Visigoth kingdom begins in the year
475 AD when King Euric established an independent
kingdom and ends with the conguest of Spain by the Moors
in 711 AD. However, earlier Gothic armies can reasonably
be represenmed using the same list and suiable options
have been included w allow this for those wishing 1o do so.

The Goths were a Germanic people thought to have
originated in southern Scandinavia before migrating
through central Europe and senling around the Black Sea
coast during the early centuries BC. In the late
dth Century AD, Goths living to the immediate north of the
Danube sought refuge within the Roman Empire in onder o
escape from the Huns. Once senled on Roman territory
gdhey found themselves so badly weated by the local
authorities that they soon rebelled, winning a decisive
battle against o Roman army commanded by the Emperor
Valens at Adrianople in 378 AD. During the uneasy peace
thar followed, the Goths became allies in the pay of the
Romans, Following the death of the Emperor Theodosius
and the accompanyving disintegration of Roman power,
Alaric, King of the Gorhs, led his warmiors on a spree of
destruction through Greece before marching upon lialy
where he sacked Rome in 410 AD.

To appease the Goths, and possibly to get them as far away
from Italy as possible, the timid and feckless Emperor
Honorius granted them a large portion of southern Gaul 1o
seitle as “focderati’ = which is 1o say as allies controlling a
region on bebalfl of Rome. In 418 AD, the Goths established
their capital at Toulowse. [t is these Gorhs of the west who
came wr be known as Visigoths - or ‘western Goths’. The
term was first coined in the 6th Century by Cassiodorus, a
Roman administrator in the service of Theoderic the Great
Theodoric was both King of the Ostrogoths and regent of
the Visigoths. Scholars of Teutonic erymology identify the
Visigoths with a far older tribal conferation known as the
Thervings, and the Ostrogoths with another confederation
called the Grutung: In general usage, both Visigoths and
Ostrogoths continued 1o be known simply a8 Goths, With
the fall of the Roman Empire in the west, the Visigoth realm
became an independent kingdom under Euric, a leader
whose fame amongst his people was second only to that of
Alaric himselE

The Visigoths were not content o remain within the
territory alloned w them, and they scon spread southwards
across the Pyrences. By 429 AD, they had aken control of
Roman Hispamia from the Vandals and Alans who had
settled there in the carly years of the Sth Century. By the
time of Buric's death, the Visigoths controlled souwthern
Gaul, including the region of Mediterranean coast known
as Seprimania. They also conurolled all of the Iberian
Peninsulia barring the extreme western regions controlled
by the Suevi and Basgques. By the vear 500 AD, the Visigoth
kingdom was the largest and most powerful of the BEoman
successor states in the west. Apart from Sepumania, the
Visigoth's possessions in Gaul were lost to the Franks
following the Battle of Vouille in 507 AD. Subsequently, the
Visigoh's capital was moved first 1o Barcelona and then o
Toledo. Parts of southern Spain were subsequently lost o

the Byezntines in the middle of the 6th Century. The
Visigoths remained powerful despite these setbacks. In
584 A, King Leovigild defeated and absorbed the kingdom
of Sugvi = another Roman successor state founded by
German foederati at the beginning of the Sth Century.
When the Visigoths first moved into Hispania they captured
a substantial fleet, and as a resuli they became an influential
power by sea as well as by land, A Visigoth fleet found irseld
in the employ of the Britons in the 6th Cenury,

The settlement of the Goths in Gaul and Hispania did not
displace the local Roman population, who appear o have
simply exchanged one set of masiers for another, The Goths
were relatively few in number, The Gothic warrior
aristocracy and the native Romans kept largely o
themselves., Different laws applicd 1w the differen:
populations — common German law for Goths and Roman
law for the rest, Marriage between the two populations was
forbidden. Rulers and natives were further divided by
religion — the Goths were Arian Christians and the natives
Catholics.

From the tme of their recstablishment in Hispania, the
Visigoths presided over a culiure and economy in serious
decling: mining ceased and even the locations of mincs
were forgotten, the Roman irrigation sysiems were
abandoned, roads and bridges fell inmo disuse, and by the
time of the Armb conguests, many cites stood ar least
partially abandoned. This may mot have been entirely the
fault of the Visigoths: some modern commentators have
pointed o a change in climave that led o increasingly arid
conditions. Outbreaks of plague caused devastation
amongst populations already depleted by a series of poor
harvesis. Whatever their culpability, the Visigoths failed o
nurture the lands they had won by force of arms. They
remained an  aloof warrior aristocracy amongst a
population that regarded them as ignorant, brutish, and
illiverate, It is perhaps significant that compared 1o other
Germanic languages that of the Goths has left litde written
record and mo modern descendants.

The Visigoth army relied wpon heavy cavalry formed of
mounted nobles and their warbands, These personal bands
(fideles in the Latin) were traditiomally raised from the
boldest and hardiest of their people regardless of social
standing. Serving in a noble’s warband was a means af
gaining freedom and a footing amongst the lesser ranks of
the nobdlity, This regard for deeds over merely inherited
status was ypical of other German peoples. The heavy
cavalry were supported by a levy of roops both foor and
mounted. Exch member of the nobility was obliged o bring
along a porion of his slaves and freemen, and those
freemen in tum were obliged to bring a portion of their
own slaves. ‘Slaves’ may be a slightly misleading term in this
context (although it is the erm most often encountered in
translation). It might be more appropriate o think of these
ordinary troops as ‘serfs’ or ‘bondsmen’. Ar least somme
warriors would have been Hispano-Romans rather than
Visigoths, especially where the contingents were levied in
towns ruled over by Visigoth governors,




Vizigaths

Troop Type Attack HRange Hits Armour Command Unit Size MinMax Poinis Nofe
Warriors Infaniry 3 3 i+ e - 45
Archers Infantry 2 A0 3 3 -4 40
Skirmishers Infantry 1 15 3 3 4 30 *]
Heavy Cavalry Cavalry 3 3 5+ 3 14 110 =2
Light Cavalry Cavalry 2 15 E] G4+ 3 e | ail *I
General Creneral +2 - - - H | 1 1M}
Chiefmin Subordinawe  +1 - . - 7 1 e | A0
OPTIONS

The following options are available 1o the Visigoth army. See the accompanying descriptions for details.

Fideles Cavalry 4 - 3 54 - 5 =1 max + 10 .
Gardingi Cavalry 3 - 3 i . 3 Amy +10
Portents Be-roll General's Command - : . . 1 + 11

OPTION FOR EARLY VISIGOTHS

These additional upgrades are available for armics prior to the establishment of the Visigoth kingdom and can be used
to represent the army of Alaric or the earlier Goth army that defeated the Romans at Adrianople. An early Visigoth army
cannot include units of Warriors or Heavy Cavalry - instead it must include units of Warband and Warband Cavalry as
nowed below,

Warbnc Infantry 3 - 4 G4 - 3 B 45 L]
Warband Cavaley Cavalry 3 - ¥ 5+ - 3 14 110 *2.%
Encampment Special . - - - - - -1 max 50 "4
Womenfiolk Infantry 2 . g : Z 3 Seeext Free

SPECIAL RULES
*1 Skirmish; *2 Shock; *3% Warband: *4 Encampmient




Visigaths

Warriors, According o the army laws of King Wamba,
most men were expected o serve with spear, shield,
sword and ‘scrama’ {the single-edped knife) or else bows,
The basic unit of levy was the thiufa - possibly each city
of township provided a single thiuwfa. [t is led by an officer
called a thiufadus.

Archers. As mentoned above, the levy also provided
bowmen, Thowgh the majority of infantry carried spears,
the bow was part of the Goths' arsenal from earliest
LEES.

Skirmishers. These would be made up of the most
lightly armed ‘slaves’ including slingers, archers, and
probably spears or javeling. Such units could be mixed —
incorporating differently armed individuals into a band,

Heavy Cavalry. These form the most impartant if not the
most numersus part of the army. They come from the
nobility and their bodyguards — the bucellarii. They wear
armour, probably mail for the most part, and helmets,
They are armed with lances and carey shields. Visigoths
were not known for their tactical subtlery = their main aim
is 1o find the enemy and chare!

Cavalry. These lighter cavalry come from the lower ranks
of the nobility, of which one class, known as the gardingi,
also served as officers in the foot regiments. Such troops
may have been raised as part of the general fevy, They are
armed with javelins and spears — and have consequently
been given a role as light civalrye: They carry 1 shield but
lack armour,

Fideles. Regardless of the army size, one unit of Heavy
Cavilry can be upgraded to Fideles. This costs +10
points. The Fideles are the king's own bodypuard
comprising houschold troops and “roval slives” of noted
vilour. Although “bodyguard” they have been given elite
stats (i, + LA} as Visigoths were notably aggeessive rather
than steadfasy.

Gardingi. Any Light Cavalry units can be upgraded o
Medium Cavalry “Gardingi® at a cost of +10 points per
unit. Such wnits have stats as shown and cannot skirmish,
This option has been added to allow the more lightly
armed cavalry 1o fight more aggressively without adding
to the proportion of cavalry in the army. They would be
armed as for other light cavalry but could foregn javelins,
possibly substituring a degree of body armaour,

Portenis. This is an optional upgrade for the army’s
General and costs 10 points. The plaver can take the
Fortents once before the battle. This allows the General
(o re-rodl one filed Command test once during the battle
Take the Command test again — if successful the order is
issued and the General can continue giving further orders
if you wish,

Warband. In an early Visigoth army, the fighting infantry
are: deemed o be Warband - wild and aggressive troops,
Their Armour value has been left at 6+ to represent a
greater proportion of armour and bemer undt cobesion
than amongst other early Germans (better represented by
the German list in Warmaster Ancients). Although this is
# debatable allowance - it does enable us to field an army
that is a transition berween the eardier and later Germans
and which provides a good match for contemporary
Fosmains,

Warband Cavalry. All Heavy Cavalry in an early Visigoth
army must be upgraded oo Warband Cavaley with the
standard Warband rule, This makes them exceptionally
dangerows bur reduces their staving power.

Encampment. The army can have an encampment
formed from laagered wagons as used ar the Battle of
Adrianople. Only one encampment s permitted
regardless of the siee of the army. The encampment coses
50 points and counts a5 a ‘troop’ unit. The encampment
must be positioned before cither army is deploved, and
must be pliced wholly within the plaver's normal
deployment zone or against the able edge if this is not
possible. Other wnits can be placed inside the
encampment during deployment if you wish,
Womenfolk. If an encampment s included, it can be
upgraded 1o include a single unit of womenfolk, This
costs nothing and does not count a5 a separate unit,
instead it counts as part of the encampment. Womenfolk
must be placed inside the encampment at the stare of the
battle and canmot move beyond it - any stands that are
obliged 1o move outside the encampment for any reason
are auiomatically remeoved as casualiies.




QIN CHINA

This army is based upon that of the Qin kingdom during
the final part of the Warring Stares period and the
short Qin dynasty thar followed, Most of the detail of this
list is derived from the well-known Terracotta Army thar
forms part of the extensive tomb complex of the ‘First
Emperor of China' Qin Shi Huang. The same army is
representative of Qin's rivals, the states of Han, Zhao, Wi,
Chu, Yan and Qi. The Qin also fought the nomad tribes 1o
the west — of which the Xiongnu were the largest and
most powerful group. We take the adoption of Asiatic style
cavaley by Zhao in 307 BC as our starting point and the
collapse of the Qin dynasty in 206 BC as the end —
succeeding armies would no necessarily have differed
greatly.

During the Warring States period (zhanguo shidai) a
multitude of small states vied for supremacy. Gradually
minor states were absorbed into larger ones until only
seven heroes” remained - the zhanguo qixion of Qin,
Han, Zhao, Wei. Chu, Yan and Qi. The rulers of these
stares were, in theory ar least, vassals of the house of
£hao, and were consequently called gong or “dukes’, bur
abour this time, rulers began o proclaim  their
independence and styled themselves wang or “kings',

The Qin state’s origins lay at the st of the Sth Century
BC when the King of Zhao granted land to a local chieftain
and horse-breeder — the ancestor of the Qin house. This
unpromising land lav in the Wej valley in the west of
China: a wild region that had the sole benefit of strong
natural boundaries formed by mountains and rivers. To
the west lived nomadic barbarians with which the early
Qin readily intermarried. As a result, the rest of Ching saw
the Qin as linde beter than barbarians themselves. This
condescension did not stop the Qin lords renoUncing
their lovalty to Zhao and cxpanding their domains
eastward at the expense of the ruling house. The Qin were
soon recognised throughout China as a military power. In
350 BC they established their capital at Xianyang and in
325 BC, the Qin ruler adopted the title of king (wang) an
open declaration thar the independent state of Qin had
been borm,

The Warring States period was not just one of military
conflict: arguments about the role of state and people
raged as fiercely as any bartle Philosophers were not mere
scholars but leading figures in society and often the
de facto rulers of countries. Their ideas fundamentally
iffected the policies of kings and the lives of their
iubjects. The school of Confucius advocated social reform
¥sed on ethical principles, but such ideas, along with
hose of Moism and Daoism, proved ineffectual in an era
M savage warfare. In the emerging state of Qin, the most
nfluential scholars were the Ri-jia or Legalists. Their
Eachings were based upon the strice application of law as
¥ell as limited rewands based upon merit rather than
Bitus. In theory it was a philosophy that treated all men
HQually regardless of birth, and which rewarded lovaloy
* all else. In practice it was a merciless creed tha
dministered  severe punishment for the slightest
Ansgression, The principles of Legalism were partly
fAwn from the writings of the URCOmpromising

Lord Shang or Shang Ying. Lord Shang served as
Chancellor o the Qin ruler Xiao in about 350 BC, Under
his guidance Qin began the journey thar would take it
from a remote and culturally backward country to become
the most powerful state in all of China,

Sopbistry and cleverness are an aid to lawlesiross,
Kites and music are symptoms of dissipation and license,
Kindness and benevolence are the Joster-maotber of
fransgression,

Emplayment and promotion are apportunitics for the
rapacity of the wicked *

Beverle erf Leared Kby

Shang Yang believed that the enire effort of the people
should be devored 1o building the power of the st
cither by agriculiural labour or military service, He
distrusted the nobility and did all he eould to break their
hold over ordinary people. He wanted uncompromising
laws that applied to evervone equally, closely defining the
peoples’ rights and responsibilitics, A book called the
Book of Lord Shang is atributed 1o him. The severity of
his punishments and pitiless application of them resulted
in his being so abhorred by the people that he needed 2
bodyguard o protect him from their wrath, His methods
made him many enemies and he was eveniually driven
from power and killed by one - Xiao's own son and
successor, Huiwen,

The most important of Shang’s laws concerned land
reform. This effectively confiscated land from the
aristocracy and gave it o former soldiers as a reward for
military service, By such means, revised inheritance laws
and punitive taxes, the power of the nobility was greatly
reduced and thar of the siaie massively increased. Food
production was also encouraged w feed the burgeoning
population and growing army. Shang's successors
continued to build the power of the state in much the
same way. Massive public works were undertaken by a
population organised and direcred along military lines:
canals, irrigation works, roads and bridges were
constructed in this manner. As a result. the COLTrY
prospercd,

In an orderly country, punisbments are FIMIRIERONS dinted
retards are rare”

Book af Lovd Shang

Ying Zheng, the future Qin Shi Huang, inherited the
throne at the age of 13 in 246 BC. At first he was guided
by his father’s Chancellor Lu Buwei, who had done much
o build Qin's spy network and prepare the country for
the coming war. In the same vear, the great Chengkuo
canal was completed, linking the Ching and Lo rivers, and
bringing over half a million acres of land into cultivation
by means of a massive irrigation scheme. People from all
over China were encouraged to come to the new area and
settle. The result was 1o hugely increase grain production
and population.



i Civfara

Ying Zheng soon engaged a new minister o run the
country called Li $i. Li Si used the existing spy network 1o
great effect, spreading dissension amongst the enemies of
Qin. When Ying Zheng struck, his armies swifily overcame
all opposition, Han fell in 230 BC. Qin's great rival, the
former ruling house of Zhao, fell in 228 BC after 2 series
of evenly matched and bloody banles. In 225 BC, an army
under Wang Ben was dispatched w besiege the capital of
Wei, which fell afver only three months, After an initial
defeat at the hands of the Chu, the veteran general Wang
Jian was granted a force of 600,000 men with which w
overthrow Qin's southern rival. The Chu mobilised an
army that was even larger and the resultant war was
ferociously fought on both sides, but in 222 BC Wang Jian
rrivmphed and Chu was subjugated. With the fall of the
other major power in China, the smaller states of Yan and

Qi soon capitulated, In recognition of his smms, Ying
Zheng chose a new name for himself - Shi Huang Di = the
First August Emperor — with the intention that his
successors would follow the sequence with ‘second’,
‘third' and so0 on. Once his dynasty was overthrown
shortly after his death, the new Han rlers of Ching
referred to him as Qin Shi Huang - adding Qin because he
was King of Qin. This is the name by which this grear
uniter of China is generally known today = Qin Shi Huang
= the First Emperor of China.

Note that the pinyin romanization Cin appears in the
older Wade-Giles style as Ch'in: Qin and Ch'in are jusi
different amempis 1o render the same Chinese name into
Roman letters.

*1 Skirmish; *2 Heavy Chariot; *3 Fanatic

Troop Type  Awmack Range Hits Armour Command Unit Size MinMax  Points Note
CGruargd Infantry 4 2 3 (TS = k] | 55 =
Spearmen Infantry 3 . 3 G+ - 3 - 45 .
Archers Infantry 2 30 3 6+ . 3 274 S0 -
Impressed Troops Infamiry 2 . 2 - . 3 -8 20 -
Skirmishers Infamiry 1 15 3 - - 3 o 0 L |
Cavalry Cavalry £ - 3 O+ £ 3 -2 T . I
Mounied Skirmishers  Cavalry i 15 3 - - 3 -2 41 *]
W Hu Cavalry Cavalry 2 15 3 O+ . 3 -4 (ul *1
Chariors Charioes ] 15 4 5+ . A 172 135 .2
General in Chariot CGieneral +3 . . = 9 1 1 135 -
Leader in Chariog Leader 2 . - : 8 1 w2 L] :
OPTIONS

The fallowing options are available wo the Qin army. See the accompanying deseriptions for details.

Fanaric Infaniry 4 - 3 . : 3 -1 Free  *3
Portenis Re-roll General's Command - . . 1 - +10 .
SPECIAL RULES




Chim Clvine

Guard. These are the best of the Qin army = the wei so
Such elite troops accompany the headquarters section in
Fit 3 of the Terracotta Army. Their armour §s more firuety
made than the ordinary infantry and might have been
leather ar bronze rather than iron. They are armed with
swords and a mix of halberd-like weapons. Although few
Lhin soldiers carricd shiclds, those of ither stanes
sometimes did so and the Terracorna Army has vielded at
least one example. It would not he beyond the bounds of
credibility 1o include shielded guards - if only 1o
distinguish this unit from the masses.

Spearmen. The infantrymen of the Qin ACTANY WO COMiLs
of overlapping meral plates but, if the Termacoma Army is
AN accurate representation, did not carry shiclds or wear
helmets, They were armed with swords and different
kinds of polearm, the most common of which (i)
combines a normal spear blade with a similarly sized
transverse blade. Qin troops were ferociously disciplined
and well organised and their equipment was centrally
produced to a uniform standard. The metal plated
armaur s usually described as iron, a view consistent
with paint samples taken from the models themselves,
but leather or bronee mity have been used 1o,

Archers. The term archers’ includes hoth bow amd
crosshow armed roops. It is possible that armoured
archers were incorporated into tactical units  amd
contributed their fire 10 close combar by firing overhead,
but here we have given them the distinction of serving s
regular missile armed formations. The Chinese crosshow
wils i very advanced weapon - s fittings were of cast
beonze, a technique in which the Chinese excelled.

Impressed Troops, The Lin were not above impressing
large mumbers of convicts or St Drogs’ (of which there
seems o have been an inexhaustible supply). Prisoners of
war could also be ficlded in this way It is hard to dimagine
them being armed with anvthing bui the most
rudimentary equipment - probably just a spear - bt
cenemy units could have been incorporated wholesale,
complete with their normal armament.

Skirmishers. Skirmishers could be armed with bows or
crosshows, or with light spears. In Pit 1 of the Terracon:
Army, troops armed in this way are positioned ahead of
the rest of the army and along its flanks. They wear simipile
wrap-round mnics,

Cavalry. Pit 2 of the Terracoua Army contains both
horsemen and chariots - the horsemen leading their
mounts, Horses of the time were not especially Eiege or
strong, and this may bave restricved the effectiveness of
the mounted arm. Some of the cavalry wear armour
simikar in construction 1o that of the infantry, bur lacking
profection for the upper arms. Cavalry would alsa have
carried swords and spears of a similar kind 1o the infantry.
Although swords of the period were ofien hronze either
than irom, they were in no sense inferior — Chinese
mastery of bronze working was such that it long
continued to be fivoured even when iron was available.

Mounted Skirmishers. The Chinese adopicd  horse-
riding techniques from their stepp neighbours staning
with the stare of Zhao in 307 BC, This improved the
effectiveness of Chinese cavaley immensely, These
skirmishing cavaley units cirry either bows or crosshows
- the crossbows are probably smaller than those used by
the equivalent infantry.

Wu Hu. Hu is the term used by the Chinese 1o describe
barbarians in general. Wu Hu means the ‘Five' Hu and
refers 1o the five most notorious tribes of the north: the
Niongnu, Xianbei, IN, Qiang, and lie - strictly speaking
the term Wu Hu is anachronistic - it was not used until
after the Warring States period although these or
comparable barbarians were certainly about carlier. The
Qin, and other states, hired barbarian horsemen in some
number because horsemanship was not very well
developed in China. The in fought aguinst them and
absorbed pant of their territory  and  probably
incorporated their cavalry into their own armies. The
Xiongnu were the most aumerous and the most powerful
of these barbarians, Some peaple identify the Xiongnu
with the Huns - whether this is so or not, they were
certainly similar and they have been given typical steppe-
nomid stats to reflect this, They are armed with bows and
jfavelins or light spears, and they ride hardy steppe
nies.

Chariots. The Terracotta Armiy shows thar charions were
sl used in some number during the period and nog
simply as transporis  for commanders, bells  and
standards. The chariots have open wooden frames and
are drawn by four horses. Each chariot has rwo fighting
crew in addition to a driver. One crewman is armed with
a crosshow and the other with o spear (ji)., Nowe that these
are heavy chariots as defined by the game and therefore
have <0mm x §0mm bases a5 standard.

Chariot Borne Commanders. Note thar both the army's
General and Leaders are given chariots automarically -
the bonus for these has been included in the stat line and
their cost is included in the cost, This is ot intended 1o
stop ambitious plavers from constructing  scenes  of
commanders on foot accompanied by their guards - bt
the stats and cost remain the same.

Fanatic. One unit of Spearmen per 1000 poinis can be
upgraded with stits as shown and the saandard Fanatic
rule, This is free. Some Qin soldiers are described as =0
keen w get 1o grips with the enemy that they threw aside
their armour and advanced upon the encmy with swords
in their enthusiasm  for  batle!  This sounds
uncharacteristically poetic. It is hard o imaginge that the
penalty for breaking ranks or losing equipment was
anything short of death, None-the-less, we shall allovw for
the “fanatic” option 1o reflect the tradition. Such wnits anc
best represented by unarmoured swordsmen if possible.

Portents. This is an optional upgrade for the army’s
General and costs + 10 points, The General can take the
portents before the barde. This allows the General 1
re-roll one filed Command roll onee during the batde,
Take the Command test again - if successful, the order is
issued and the General can eontinue giving further orders
AF vom wish.




CAMPAIGNS

onsider the bold strategy and high politics of mighty

wars. Imagine a mosiaic of natons battling for
supremacy and survival. Picture grim armics as they
rampage over the ruins of fallen empires, These are the
kinds of things that stir the wildest ambitions of the
tabletop general. Such is the essence of the wargames
campaign!

Most gamers have probably participated in some kind of
campdign at one tme or another. These often involve
detailed maps where players secretly position forces ready
to defend their homeland or invade that of their
neighbour. In a campaign of this sort, players plan their
moves using counters or else they write orders that are
interpreted by an umpire or some such arbiter, IF rival
forces clash, a baule is fought where they meer The
trouble with this kind of map-based campaign is that it is
necessary to complete all the moves and fight all the
bartles before turns can progress. Inevitably, some players
drop out or find they are unable o attend regularly, and
consequently the campaign breaks down after a few tums
have been played. Because of this inherent limitation,
people have always explored other ways of playving
campaigns either as a linked series of games or by using
conventional tabletop bartle results 1 drive an entirely
separate map based game,

The basic principle of the system described here was
evolved some years ago by the author and friends.
Subsequently, ideas have been contributed by participants
or happily adopied from other players” campaigns. The
result has stood the test of time and adapts well o most
types of mbletop wargame. Maps are avoided altogether
and players are liberated to play each other as and when
they wish. Victory is rewarded with conquered territories
that entitle the victor o field more and better units in
future games. Units that are victorious acquire bonuses
that enhance their fighting abilities. The amount of
territnry held by each plaver serves as 4 measure of his
status in the campaign and is used w esiablish the
ultimate winner.

Players of Warhammer Ancient Battles (WaB) will
recognise the format of this campaign system for at heart
it is the same as thar described in WAB but converted for
ust with Warmaster Ancients. 've taken the opportunity
to update the rules and, of course, the various bonuses
and special rules are applicable to the Warmaster Ancients
game.

TYPES OF CAMPAIGN

The system can be used to moderate 4 one-day or
weekend ‘get together’ between plavers with different
armies, or a long-term session berween historically
matched armies, and, of course, anything inberween. It
can equally well be used for 2 ournament berween
players who would not routinely meet, or to provide a
long-running background campaign between regular
O PHMIETIS,

Some of the charts provide for elements more appropriate
for campaigns that are intended to last for a few weeks or
longer - for example, the Events and Intrigues. For one-
day gaming sessions, these are best ignored unless the
players are already familiar with the campaign game. The
same is true of the unit and commander bonus systems,

If you are intending 1o run a campaign over a number of
weeks or longer, it's a good idea to get things underway
by starting all the players at the same time. However, if
this proves difficult, just star as many plavers as you can
~ latecomers can easily be introduced once the campaign
is underway. The oceasional guest can be enrolled in 3
long-term campaign for a game or two without further
commitment — irregular participants may have to sertle for
the satisfaction of merely wking part rather than any
chance of ultimate victory. It does not matter if players
drop out of a long running campaign or if their roles are
tiken over by others - the rules are flexible enough 1o
cope with such eventualities,

CHOOSING ARMIES
The campaign system is designed 1o serve whether the
campaign is 10 work with strictly contemporary forces or
if all kinds of ancient armies are allowed 1o mix regardless
of historical precedent,

Armies are chosen to a standard points value from the
standard army lists in the uswal way. The army can be
re<chosen for every baule if you like - so long as the
armies are picked from the lists as you would for any
ordinary bagtle,

Wie've found that it's better 1o play campaign battles at the
small “LOD0 point” size because this enables more games
to be fought quickly, and this is often an advantage in a
campaign. Games can be fought at any size the players
want, and there is no need to play all games at the same
size either. The werritory and unit bonus rules both take
LOO0 point *small’ games as a standard and can easily be
adapted to sult different sizes as suggested.

ARRANGING BATTLES

Any player who is taking part in the campaign can play
any time against any other player who is also taking part.
Alternatively, divide the players into teams, in which cuse
players can only play members of the opposing teams eg.
Greeks versus Persians. Team play allows for a more
strictly historical approach should you be lucky enough to
have sufficient players with suitably matched armies.

Any game between two players can be a campaign game if
vou wish. It doesn't matter especially if individual
participants fight more games than others. Some players
will naturally meet more frequently and have more
opportunities (o play. Al campaign results are worked out
as soon as each game is complete. We won't worry about
how games are arranged - different circumstances will
sugeest how games cian be organised = for now we’ll ke
it as read thar the plavers are ready o go.




Campaigns

TERRITORY

At the siart of the campaign, cach player randomly
generates three territories from Table 1 - The Terrivory
Table on page 70, Further Territory rolls are made ar the
completion of each game.

Note that the Territory rable includes Intrigues and
Events. These are not territories ar all but special kinds of
asset such as spies and courtiers, or namral events such as
disasters and bumper harvesis. These special results don't
apply until the campaign is underway so ignore these
when generating initial territories.

During the campaign, each player must keep a record of
all the territories thar he owns and of any Intrigues or
Events that occur. Players can either write down all their
territories on a sheet of paper - or they can make them up
into file cards - both methods work perfectly well, File
cards provide a more convenient way of resolving the pre-
battle phase as described later, bue in the hear of action
it's often more practical just to scribble down the names
of territories on a picce of paper,

GAINING TERRITORIES AND
WINNING THE CAMPAIGN

Players who win games either take territories from their
Enemy or generate new ones. Successful players therefore
acquire more territories. This isnt a huge advanmage
because of the way territories are used as described later,
however. territories are imporant because they are used
to determine overall campaign victory. All territories are
alloted a nominal value for this Purpose,

If you are playing a one-day competition, for cxample,
One OpLon is to say that the player with the most territory
value at the end of the day wins - with draws decided by
the total number of territories if NeCESsAry,

If you want a longer campaign, just play until one player
has a specific number of territories or 2 ol value, or fix
a time limit and the winner is the player with the highest
total value of territorics once your time expires. Of course
you don’t have to ever end a campaign, you can just keep
on going forever if you prefer, or play uniil it’s commonly
agreed you have an overall winner and everyone else
concedes defeat

PRE-BATTLE PHASE

Before a campaign battle, each player selects three of his
erritories — these represent both the advantage of
resources held by thar side and pre-battle manceuvres of
the army itself. Both players declare their three terrivories
simultaneously, either by turning over their file cards or
writing down  their selection and revealing
simultaneously.

What Territories Do

Most territories allow the Player to add an extra unit 1o his
army at no additional cost. Although this sounds oo FL |
to be true, the type and value of these reinforcements is
restricied depending on the type of territory. Extra units
do allow the army 10 exceed its normal min/max
limitations - this provision is especially useful for one-day
campaigns as it allows games 1o proceed rapidly without
having 1o worry about changing army lists between games,
Extra units must be mken into account for the army's
Withdraw level, and their points vilues count towards the
enemy’s final score if they are destroyed or reduced 1o
one stand - exactly in the same Wiy as other units. Some
territories also specify deployment opons for these
reinforcing units.

Some territories boost the value of reinforcements from
other territories. Expensive units can only be fielded in his
wity — e, by using two territories together — obviously this
serves to limit the total number of high value units that
cin be fielded from rerritories,

A single Intrigue can be substituted for one territory
before a bamle. So, vou ean go 0 batle with wa
territories and one Intrigue if you wish, However, you
can’t use more than one intrigue at a time. Intrigues often
cancel out enemy territories as explained on the Intrigue
tabile,

Different Size Games

In the rules above, it is stated that armies are reinforced
from three territories. This is, of course, quite malleable —
the number of rerritories can casily be reduced or
increased as required. Adding large numbers of units will
obviously make the games larger and therefore longer, If
players have less time for a game, they can always agree 1o
fight with fewer territaries or w reduce the size of the
army’s points value as is convenient,

It is recommended that 1,000 point games are fought with
three territories as already stated or fewer if players prefer
If games are fought with smaller or larger armies, we'd
suggest adjusting the number of territories along these
lines,

Points range Territories

Less than 1,000 Up to 1 per full 400 points
emploved,

1,000 1o 1,500 Up to 3 as described as standard.

Orwver 1,500 up o 2,000 Up o 4

Greater than 2,000 Up 1o s

Bear in mind thar 2,000 point and larger games fought
with extra troops from territories will be huge bartles and
will take some time 1o fight to a satisfactory conclusion -
i suitable climactic end to a campaign for those with really
big armies!

&7



Cearmpaigns
CAMPAIGN PHASE

Once a battle is finished and the plavers have worked out
their respective Victory points, both plavers go through a
post-battle Campaign phase, In the Campaign phase, the
players work our the distribution of new territory and
allocation of army bonuses, Both players make any rolls
and adjustments necessary. Once this is done, the playvers
are ready to play their mext campaipn pames.

TERRITORY ALLOCATION

The winner generates a new territory from Table 1 - The
Territory Table. The winner can take either the new
territory or any one of the territories used by his
opponent for that game {ie, | of 3 in the default sized
1,000 poing ‘small’ game). The winner chooses one of
these territories and adds it to his own - his army has
either conquered the enemy’s termitory or has occupied
the disputed new territory. If the defeated player has lost
a territory, he automatically mkes the newly generated
terrivory to replace it = his forces have been pushed back
into less Fvourable territory by the victorious foe,

At the end of the post-barde phase the loser will therefore
have the same number of territorics in total as he started
with, and the victor will have one more than he started
with,

In the event of a draw, tecritory is not changed and no new
territory is generated, Both players have exactly the same
werritories at the end of the game as they had ar the
beginning.

David and Goliath Games

Although both players always use three territories for each
baitle, a player with a lirge number of territories has a
significant advantage, as he is likely to havwe beter
territories o choose from and may have accumulated
significant unit bonuses. As things stand, consistently
successful players will gain as much from beating
consistently unsuccessful players as from more equally
matched opponents. This is a common simation in club
campaigns where the number of opponents is limited,

Wee came up with two rules 10 make things both a litle
rougher lor the most successiul generals and a linde more
encouraging for the less successful ones, These can be
thought of as the result of political machinations and
irregular warfare a8 4 small, oppressed underdog nation
resorts to underhand tactics in the face of its overbearing
and lumbering neighbour.

Fractional territories. Where one plaver has owice the
number of werritories as his opponent, or more, victories
will earn only fractional territories as follows,

L If a player has double the number of territories of his
apponent, then any temitory he wins counts as a “half’
territory.

2. Il 4 player has three tdmes the number of territonics 1s
his opponent, then any territory he wins counts as a
‘third” territorny

3. And so on... four times a ‘quarter’, five time a ‘fifth’ ad
infinitum. In practice, it is rarely necessary to go beyond a
third, although this will depend on the size of vour
Campaign,

Fractions of termtories are of no value and cannot be used
for a battle. If sufficient fractions are won 1o equal a whaole
territory then one fraction of teeritory must be converted
into a proper territory, ind the rest ane discarded wgether
with any excess. For example, if a player has won a “half’,
a ‘third”, and another ‘third® he picks one of the territories
and discards the rest. Note that the plaver has 1o do this -
he can’t hang on to a fraction of territory if he can make a
whole one out of i,

Intrigues and Events, Where one player has owice or
more the number of territories as his opponent, his
opponent will automatically earm bonus intrigues ar the
end of the battle. Roll a dice o determine how many and
consult Table 2 = The Intrigue Table on page 74.

G Result

1-2 Roll one random Intrigue,
LR Roll two random Intrigues,

5-0 Roll vwo random Intrigues and choose a further

ane from the table.

In addition, where one plaver has twice or more the
number of werritories as his opponent, his opponent will
automatically decide which of them is affecied by any
Event generated from Table 3 - The Events Table,
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ARMY BONUSES

The army bonus rules provide a way of allocating special
bonuses o troops and commanders. This makes it
possible to improve the effectiveness of units in a more
subtle way than by increasing their stat values. Because
this is also 2 useful concept outside of the context af 4
campaign, points have been given to the bonuses so that
players who wish 1o do so can incorporate them into their
everyday gaming. Players who want o rake advantage of
these mles outside of a CAMPaign must come o some
mutual arcamgement regarding their use. See the Unit
Bonus Table on page 78 and the Command Bonus Table
for details page 81.

The command bonuses are for the most part the same as
the existing General upgrade options in the army lisis,
There are two ways of utilising these bonuses, The first is
to forego all the special General upgrades in the standard
lists and instead use only the campaign bonuses. The
second is 1o allow players to purchase the aption in theie
own list as normal, but 1o allow them to instead USE Any
earned command bonuses for free.

The unit bonus rules and command bonus rules are an
entirely optional part of the campaign and it 5 up
players whether to use them or adapt them as they see fit.

Earning Unit Bonuses

If a player wins a campaign game then he is endtled o
upgrade one roop unit of his choice with one bonus
generated from Table 4 - The Unit Bonus Table on page
78 Generare the bonus first and then allocate it 1o a unit
in the army. The unit retains its bonus for all further
battles in the campaign uniil it is destroved. Once a unit is
destroved in a battle then its bonus is lost along with ir.
Bonuses can also be lost following an Event. A unit cannot
be given more than one unit bonus at 3 time.

Earning Command Bonuses

If a player wins a campaign game and also forces the
enemy army 10 withdraw then he earns a Command
bonus. This is generated from Table 5 — The Comnuined
Bonus Table on page 81.

When a player earns a Command bonus he must nutke a
note of it. A player does not have to use the bonus righi
away, and can continue collecting further bonuses
including duplicates if he wishes. In a long running
campaign it Is a good idea o limit the ol number of
bonuses that a player can have - we'd suggest three - if a
limit is set then plavers sull roll for further honuses and
can decide which o keep and which to give up.

A player can use any one of his Command bonuses a5 i
free upgrade for any battle, but only one Command
upgrade can be used in an army in total {including any
upgrade from your list if permitned). It is not allowed 1o
have two, three or more Command upgrades in an army,
even if several bonuses have been carned,

Once a Command bonus has been used for a battle, i i=
expended and cannot be used again. However, if 2 hartle
i5 won and would ctherwise earn a Command bonus, the
player can elect to rerain the Command bonus expended
rather than roll a new one. Bonuses can ilso be lost
Iollowing an Event {see Events)

USING A MAP

The system described does not Peduire 4 map, but many
players do like to have a visual representation of the lands
they are fighting over and the territories they control,
Curiously, this is most true in short one or two day events
where the pace of action can be quite furious and the
sense of competition keen!

Itis possible to provide a map thar will serve to indicare
how many territories each player or weam holds, and
which therefore serves as a “score board’ displaying the
status of the rival armies. To do this vou will necd a hex
type map sufficiently large enough so that the maximum
number of hexes a player or team could theoretically
control can be added o each domain withoug
encroaching upon its neighbours. Flacing all the inital
territories ar least two clear hexes away fromm cach other
allows for seven territories each and therefore allows for
up o four games (three initial territories + four wins}. In
practice, it is a simple matter to space the siarter
territories a litthe further apart in the ‘crowded’ centre of
the map and this will easily suffice for five or six BAMECS iy
itis unlikely all six neighbowrs will consistently win all of
their games

Coloured markers of some kind can be used o indicare
possession of a hex, and the proportion of the map
controlled by each player or team will function as a visual
representation of the number of wrritories held. It is not
strictly necessary that the map werrain cormesponds o the
descriptions of terrain held by each player; the map is
simply serving as a visual indicator of the quantity of
territories held. A quick glance at the map between games
will therefore give all concerned an immediate overview
of how well each ream or player is doing.

NAMING TERRITORIES

Territories are described in a very generic way on the
Territory wmble so they can be universally applied.
However, there is no reason not o Eive territories
specific names and identities. Alexander the Grreat,
Caesar, Seleucus and the like were not above naming
places afier themselves, their friends, relatives, and
pets. The precedent is rmly established!

Speaking for myself - I've never been able o resist
Biving names to the territories - not just "City” but the
City of Ludinium, not just ‘Mountains' but the
forbidding uplands of Axiatos, and so forth. If other
players' territories fall into my hands they naturally
become part of my cultural sphere, so [ fecl perfecthy
entitled 1o rename them if 1 so wish, Of course, |
might choose 1o retain an original name or merely
weak it, just w remind evervone of my glorious
tonquest! Territories often change hands several
times, by giving each territory a specific name it helps
o maintain a sense that battles are fought over actual
places.




THE CAMPAIGN TABLES

The following tables bave been gatbered together for case of reference and to make the rest of the fext maore

convenfent to recd.
rmm—' ——— N T r
) TABLE 1 - THE TERRITORY TABLE

I At the start of the campaign each player generates three random territories from this rable. Intrigues and Events

i are never included ar the start of the campaign — 5o if yvou gencrate one of these just ignore the result and roll .|
again. A player’s initial territory cannot include more than one territory that is any of Por, City or Mines - if you {
generate more than one such territory discard the excess and roll again. Subsequently, at the end of each baule, j
the victor generates a further territory, and this is distributed as described for the Campaign phase on page 68.

r To randomly generate a territory you will need rwo differently coloured ten-sided dice - one representing, tens
and the other units. Roll them together and read the result - eg, red (tens) 8 black (units) 7 = 87. This is often
referred o as a ‘DL rofl ie, as & random roll of between 1 and 100 with ‘00" representing 100. If you don't
f have a ten-sided dice you can use playing cards — remove the picture cards and o the deck twice. j
Mote: If you are using the standard army lists, it is generally impossible 1o generate a territory that can't be used, ©
However, taking into account self-imposed restrictions or home-made army lists, should you get stuck with a |
territory that you are unable 1o use, you can exchange it for another randomly gencerated ernitory: 4
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r MOLUNTAING

These inbospitable regions provide tough mountaineers
¢ = stich bardy individuals come from tribes of goat-
berders and otber pasioralists. They are aften expert
‘slingers or  experienced javelln armed JSighiers
acenstomed to seeing off wild animals and bostile
rafders. Examples include troops from the Armenian

uplands, the Zagros mountains, and the biphlands o
Cetitral Greece.

Entitles you o field for free one unit of skirmishing
infantry worth up to 30 points.

This unit must be chosen from your list. If your army does
ot include such troops then you can field one unit of the
heapest infantry on the list instead.

FORESTS

Forested regions provide bardened woodsmen and
biunters - these are often expericnced archers ar forniedy
adaptable infaniry. Examples include Stavs Srowwr the
lancls of the Rus and tbe tribes of central Gerntany.

- Entitles you to field for free one unit of infantry archers
worth up to 40 points, or one unit of skirmishing infantry
worth up o 40 poins,

This unit must be chosen from your list. If your army does
not include such troops then you can field one unit of the
cheapest infantry on the list insoed,

WASTES

- Wastes encompass generally unproductive regions af el
kinds such as deseris, beaths, moors amd bags. Such
- regions provide little in the way af troops except for the
armed guards of traders, and travellers forced to endure
the predations of bandits and rebels. Examples include
- cavaras gudrds from the trade routes aoross the Syrian
chesert,

Entitles you 1o field for free one unit of the cheapest non-
skirmishing infantry on your list worth up to 45 points or
one unit of Camels worth up o G0 points,

This unit must be chosen from your list. If your army does
not include such troops then you can field one unit of the
cheapest infanery on the list insead,

PLAINS

A large expanse of plain is ideal for grazing and Fearing
bavses. for cavalry or charior mounts. As well as the
extensive stefipes of Asla and central Furope, examples
include the smaller but still imporiant Thessalian plain
in Groece and the Macedonian plain furtber noreh,

Entitles you to field for free one unit of skirmishing
cavalry worth up to 40 points.

This unit must be chosen from your list. If your army does
mot include such troops then you can field one unit of the
cheapest troops on the list instead.
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MOUNTAIN PASS

A mountain pass factlitates moving a body of troops
rapiely or in such a way that they can appear where the
enenty least expects. Examples include the fron Gates
where Trafan forced bis army through in the face of the
Dacian army, and the Cilictan Gates through the Taurus
Maouniains through which Alexander moved bis army
nroosed.

Entitles you 1o field for free one unit of infantry or cavaley
worth up to 43 pans,

Also enritles you o deploy your chosen unit, plus up o
rwo other troop units and one commander, on the side
edge of the table up o 10cm from the edge, on your own
half of the tible up w 10cm from the mid-point berween
vou and your opponent’s half of the table (see dingram).
These units can be deploved either at the start of the
game or Al the start of your first urn once both sides have
deploved.

This unit must be chosen from your list, If your army does
not include such troops then vou can field one unit of the
cheapest troops on the list instead.

RIVER CROSSING

A river crossing enabies troops 1o move round the eRemy
aned appear where be least expects. For cxcmple, the
Passage over the Medway where Plauiing was able 1o
oitdflank and distract the Britons by swimming  bis
Bataeians across to alfack the British chartots.

Entitles you to field for free one unit of infantry worth up
o 45 points,

Also entltles you 10 deploy your chosen unit, plus up o
wo other troop units and one commander. on the side
edge of the tble up to 10cm from the edge, on your own
half of the table up to 10em from the mith-point between
you and your opponent’s half of the table (see diagram).
These units can be deployed either at the start of the
game or it the stan of your first turn once both sides have
deploved.

This wnit must be chosen from your list, If vour army does

not include such troops then vou can field one unit of the
cheapest infaniry on the list instead.

FARMILANIS

These reglons support dense populations af feardy
agricufinrisrs and provide the ideal recriiting grouds
far well-drilled close fighting infaniry. Greek Hoplites
ancl the legions of Republican Rome both came from the
fand-oiviing farmer class,

Entitles vou o feld for feee one unit of non-skirmishing
infantry worth up o 60 points,

This unit must be chosen from your lise, IF vour army does
notinclude such troops then you can field one unit of the
cheapest infantry on the lst instead.

TOWN

Toums provide the basis for trade and administration,
Lenerating wealth and order amongst the surrounding
province, Trade and fndustry are centred fn towns —
these tradesmen can be marshalled into a militia wien
required et rarely moke good troops.

Entitles you o Aeld for free two identical units of the
cheapest non-skirmishing infantry on vour list.

These units must be chosen from your list. If your army
does not Include such roops then you can ficld one unit
of the cheapest infantey on the list instead,
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H THE CAMPAIGN TABLES

The following tables bave been gathered together for ease of reference and to make the rest of the text more
conpenient to reed.

l r”"-W"TF‘H-ﬂ'- - _ ——— N T Tt 3
TABLE 1 — THE TERRITORY TABLE

At the start of the campaign each player gencrates three random territorles from this mble, Intrigues and Events
are never included at the start of the campaign — so if you generate one of these just ignore the result and roll
again. A player’s initial territory cannot include more than one territory that is any of Por, City or Mines - if you
‘generate more than one such territory discard the excess and roll again. Subsequently, at the end of each baule,
the victor generates a further territory, and this is distributed as described for the Campaign phise on page 68,

N e o e

f To randomly generate a territory you will need two differently coloured ten-sided dice - one representing tens

and the other units. Roll them together and read the result — eg, red (tens) 8 black (units) 7 = 87, This is often

Lr referred to a5 2 'DA00° roll ie, a5 & random roll of berween 1 and 100 with '00° representing 100. If you don't
have a ten-sided dice vou can use playing cards — remove the picoure cands and cut the deck mwice.

However, taking into account selfimposed restrictions or home-made army lisis, should you get stuck with a
territery that you are unable 1o use, you can exchange it for another randomly generated territory.

D100 TERRITORY CAMPAIGN VALUE
01-10 AR - i e e S s i e oo i S 30
11-20
21-30
, 31-35
36-43
44-52
53-60 R 4
f1-68
69-76
}* §2-85

‘E Note: If you are using the standard army lists, it is generally impossible to generate a territory that can't be used.
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MOUNTAING

These inbospitable reglons provide tough mountaineers
= stich bardy individuals come from tribes of goat-
berders and otber pasioralists, They are ften expert
slingers or experienced javelin  armed Jigheers
aceustomed to seeing off wild amimais and bostile
ratders. Examples include troops from the Armenian
uplands, the Zagros mountains, and the bighlands of
Ciwitral (reece.

Emtitles you 1o field for free one unit
infantry worth up to 30 points.

of skirmishing

Lhis unit must be chosen from your list. If your army does
include such roops then you can field one unit of the
eheapest infantry on the list instead,

FORESTS

Forested regfons provide bardened woodsmen and
bumiers — these are often experienced archers or forph
adaptable infaniry. Examples include Slavs from the
lards of the Rus and ibe tribes of central Germany.

- Entitles you to field for free one unit of infantry archers
worth up to 40 points, or one unit of skirmishing infantry
 worth up 1o 40 poinis,

This unit must be chosen from your list. IF vour army does
not include such troops then yvou can field one unit of the
cheapest infantry on the st instead,

WASTES

- Wastex encompass generally unproductive resions aof alf
kinds such as deserts, beaths, moors and bogs. Suck
reglons provide litle in the way af troops except for the
armed guards of traders, and travellers forced to endure
the predations of bandits and rebels. Examplos include
cavaran guards from the trade routes across the Syrian
chesert.

Ennitles you 1o field for ree one unit of the cheapest non-
skirmishing infantry on your list worth up to 45 peoints or
one unit of Camels worth up w GO points,

- This unit must be chosen from your list. If your army does
not include such troops then you can field one unit of the
cheapest infantry on the list insvead,

b

PLAINS

A large expanse of piain is tdeal for grazing and rearing
“Barses for cavalry or charior mounis. As well as the

extensive steppes of Asta and central Eurape, examples

include the smaller but still important Thessalian plain

in Greece and e Macedonian plain furtber noreh,

Entitles you 1o field for free one unit of skirmishing
cavalry worth up 1o 40 points.

This unit must be chosen from your list. If your army docs
not include such troops then you can field one anit of the
cheapest troops on the list instead,

;
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MOUNTAIN PASS

A mountain pass factlitates moviag a body of troops
rapicly or in such a way that they can appear where the
erterny least expects. Exaeyples fnclude the Fron Gates
where Trafan forced bis army through in the face of the
Dacian army, and the Ciliclan Gates through the Tawrus
Mountaing through which Alexander moved bis arney f
rrtoficsseed, '
Entitles you to field for free one unit of infantry or cavalry
worth up (o 45 poins.

Also entitles you to deploy your chosen unit, plus up o
two other troop units and one commander, on the side
edge of the table up to 10cm from the edge, on your own
half of the table up 1 10cm from the mid-point berween
you and your opponent’s half of the able (see diagram).
These units can be deploved either 3t the start of the
game or at the star of vour fiest torn once both sides have
deploved. A
This unit must be chosen from your list. If your army does
not include such troops then vou can field one unit of the ]
cheapest roops on the list instead.

A river crossing enables troops o move round the enemy
and appear where be least expects. For example, the
Passage over e Medway where Plauting was able o
oulflank and distract the Aritons by suimiming bis
Balaeians across to alfaclk the British chariots.

Entitles you o field for free one unit of infantry worth up
o 45 points.

Also entitles you to deploy your chosen unit, plus up (o
wo other troop units and one commander. on the side
edge of the table up to 10cm from the edge, on your own
half of the table up to 10em from the mid-point between
you and your opponent's half of the table (see diagram).
These units can be deployed either at the start of the
game or at the star of vour ficst tuen once both sides have
deploved.

This wnit must be chosen from your list. If your army does
not inchude such troops then vou can field one unit of the
cheapest infantry on the list instead.

RIVER CROSSING J
]

FARMLANDS

These reglons support dense populations af bardy
agricudiurists and provide the ideal recruiting grounds
for well-drilled close fighting infantry. Greek Hoplites |}
and the legions of Republican Rome both came from the
fand-oining farmer class, J
Entitles vou 1o field for free one unit of non-skirmizhing
infantry worth up o &) points,

This unit must be chosen from your lise If your army does
not include such teoops then you can field one unit of the
cheapest infantry on the list instead.

TOWN
Toums provide the basis for trade and administration,
Senerating wealth and order amongst the surrounding
frovince, frade and industry are contred Tn towns —
these tradesmen can be marshalled into a militia when
required et rarely make good troops.

Entitles you 1o field for free mwo identical units of the
cheapest non-skirmishing infantry on your list.

These units must be chosen from your list. If your ammy
does not include such troops then you can field one unit
of the cheapest infantry on the list instead,
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PASTURE

Lush grevn pastures are fdeal for raising cartle and
borses. From the ranks of pastorafists come fie
cavaley = ofter the nobility of thelr race. Examples of
armies sustained by rich pasturage include the
Parthians and (e Sarvmiaifons,

Entitles you to ficld for free one unit of charionr ar non-
skirmishing cavalry worth up to 80 points.

This unit must be chosen from vour list. Ifvour army does
not include such teoops then you can feld one unit of the
cheapest troops on the list instead.

CITY

The city fs the focus of commerce and government over a
wide region and bome to the industries thar clotbe, feed,
and arm the forces ar your commaind,

When combined with another werritory, the Clty increases
the stated maxdimum poins value of one freely entitled
unit 1 125 points = the unit must be of the tvpe describasd
for the territory but the maximum points value is ratsed
to 125 poinrs.
This unit must be chosen from vour list. 1If vour anmy does
- not include such troops then there is no point combining
these perritories. You can't combine the City with a
territory that entitles you 1o 2 unit of the “cheapest” troops
of any wpe (eg, Town).

PORT

Ports bring ships from far distant cowniries - ships
carrying all Bnds of exoric fnxuries and wealth beyond
the dreams of avarice. Thanks fo e revennes of
taxation and mercantile aciivity you are able (o oquip
pour froops fno the most extravagant manmer! o
addition, sbips are able fo (rangport your forces
overseas, fanding thewr ai strategic points along enemy
CiNEEEs.

When combined with another territory, the Port increases
the stited maximum points value of one freely entitled
unit o 125 podnts = the unit must be of the type described
for the wrritory but the maximum points value s raised
ton 125 points.

Alsor entitles you 1o deploy your chosen unit, plus up o
two aother roop undis and one commander, on the side
edge of the @ble up e 10cm from the edee, on your own
half of the tble up o cm from the mid-point berawveen
vou and vour opponent’s hall of the table (sce diagram).
These units can be deploved either at the smam of the
game or at the star of your first tur once both sides have
deployed.

This unir must be chosen from vour Lise. IF vour army does
not include such roops then there is no point combining
these territories. You can't combine the Port with a
territory that entitles you 1o o unit of the ‘cheapest” rroops
of any type {eg, Townj.
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MINES

Contirod of vital silver or pold bearing mines funded the
mrititary might of ancienr riders and fed otbers into wars
af conguest = deith such wealth it is possible to recruit,
egnip aned rein troops to the bighest standards.

When combined with another two temitories, Mines
increase the staed maximum poines value of one freely
entitled wnit from each termitory w110 points each = the
units must be of the wpes described for their territorics
but the maximum peints value is raised o 110 points,
These units must be chosen from your lst. If vour army
docs not incliude such troops then there is no point
combining these territorics. You can’t combine the Mine
with territorics thar entitle you o units of the ‘cheapest’
rroaps of any type {eg, Town).

FORTRESS

Fortifications are often built in remaote or bostile places
to bowuse garrisons or mdinlain a careful walch on
nefghbonrs, Examples incfude the Egyptian forts buill in
Nubia and the extensive fortiffcations of Hadrian's Wall
angd she Gresr Wall of China,

A fortress offers a choice of bonus. Either it entitles you w
field for free one unit of skirmishing cavalry or
skirmishing infantry worth wp 1w 60 points, This
represents patrolling troops from nearby fortresses. Or it
entitles you o consoruct a small foriress up o
Loem x 16cm and deploy it in vour hall of the table at the
start of the game. A fortress must be garrisoned by ar leass
one unit of non-skirmishing infantty when the army
deplovs,

If a free unit is chosen it must be chosen from your List. IF
vour army does not include such troops then you can
ficld one unit of the cheapest roops on the list insead.

INTRIGUES

Intrigues are an optional pant of the campaign rules, I
vou rall an inmmgue then vou aced o roll an intrigue from
the separate Intrigue able and another territory from this
table. Ignore further intrigues or evenis — re-roll unl vou
gt @ perrinory

EVENTS
Events are an optional part of the campalgn rules. If you
roll an event ithen you necd o roll an event from the
separate Event table and another territory from this table.
Ignore further intrigues or events — re-roll until vou get a
LEPTILory.
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TERRITORY SIDE EDGE DEPLOYMENTS

Ihe Mouniain Pass, River Lorossimg, and Port territories allow
@ player o deploy units along one of the side wedges either
when the army deploys before the battle, or at the start of the
pliyer's first turn. This is partoulasdy useful if vou have th
seoond turn as it allows vou o make an illoweanee for your
enemy’s deplovment and first turn.

When troops are deploved in this way, the plaver must sill
inform his opponent that the troops are part of his army and

that they will deplow as described

Fhe diagram opposite illustrates the standard deploymen:

Zones and the exera side zones. A werritory allows the jrlaver

o deploy the univs described into one sic le xone = lefi o
right. OF course, if two such territories are used thi: player
could deploy onto both zones

vumat deployed ar the start of the first wien is treaed e ily
a5 any umt already on the table. It can use {15 initiative o
charee an enemy for |-1-:.-::~.'|-?|I|.- o 1 can be given orders and

mowved in the usual wav
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TABLE 2 — THE INTRIGUE TABLE 5
Intrigues are an entirely optional part of the campaign system and are best suited o longer running campaigns.
Intrigues represent spies and plots of various kinds, Some intrigues cancel out territories — ie, they are essentially
‘spoilers’ — others give a player’s army a bonus or impose a penalty on the enemy. Intrigues that penalise the enemy
during play are chance based, =0 their effectivencss can vary and is never strictly predictable,

F!B‘_""'-"’""""" N, STe— .-'—-um?"-r-..__,----'-'-' = > - = VIl .F"--'.J__f:'?
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If an intrigue is generated in the Campaign phase then it is randomly allocated to one of the plavers = roll a dice 1o
decide which player geis the intrigue. The player who gains the intriguce makes a note of it as he would for new termitony 1

—— e

Une intrigue, and one only, can be used instead of a temmitory in the pre-battle phase. A plaver can therefore take an
L intrigue and two territories inwo 2 batle rather than three territories,

1f a player uses an intrigue and loses or draws the subsequent battle, the intrigue is automatically lost for good. fa
L player uses an intrigue and wins the battle then he retains the intrigue and can use it again if he wishes. The exception. |

is where bath sides field spy rings < in which case they cancel each other out and both are lost as noted in the chart. 5
fl D100 INTRIGUE
i 01-50 Spy Ring B
{.; 51-75 Sncaky Saboteurs '
I.I 76-T8 Master Spy I
i 79.80  Foreign Ambassadors ;
B1-84 Renegade Troops
i B5-8H Treacherous Guides /
#9-92 Hidden Assassins |

9306 Wily Courtiers

G7-(H) Traitors in vour Midst :'

-
=

— i,

e p— w——_‘:-u-q;“-ﬂ-r‘\_\_."‘- -_—

L W




~ SPY RING
S A spy in the enemy camp iz the most corimon dnd
© amongst the most useful of intrigues. Spies are used to
Jerret out enemy tntrigues and negate the value of enemy
ferritarfes.

. Spy Rings are always worked out before other intriggues.

Ifboth players field a spy then they cancel each ather out
and are both discarded immediately - they are nom
rerurned to the players and both sides lose their spies.

If one player fields a spy and the other player fields a
different intrigue, then the spy cancels and destroys the
enemy intrigue. The intrigue is lost and the spy is
retained but has no further effect in the forthcoming
‘game.
If one player fields a spy and the other fields only
territories, then the spy negates onc ficlded territory
chosen by the player whose territory it is. Both the spy
and territory are retined by their respective plavers, but
the territory’s bonus is not used for that battle. For
~ example, the enemy has a Plain, a Ciry, and 2 River
Crossing — the Spy negates one territory chosen by the
enemy — the enemy plaver decides oo lose the Plain and
gives up its bonus unit.

SNEAKY SABOTEURS

A saboleur can poison or misdirect supplies and
refnforcements and s amongst the most effective af
infrigues so long as be isn't uncovered by enemy spies.

A saboteur negates the value of one enemy territory
chosen by the saboteur,

Cancelled werritories are retained but are not used in the
forthcoming barele,

MASTER SPY

The Master Spy fs the wltimate agent - but vulnerable to
the activities of enemy spies,

A Master Spy ncgates two enemy [erritorics. The first is
chosen by the Master Spy and the second by the other
player.

Cancelled territories are retained but are not used in the
forthcoming battle.

FOREIGN AMBASSADORS
Ambassadors to foreign courts are amongst the bravest
- af men ~ it was not unknown for ancient rulers to slay
them out of band if they failed to please. The effores of
 Your selfsacrificing ambassadors can belp to negotiate
better terms with enermies and cement alffances.

If you Reld Ambassadors and win the banle, then in
addition to the usual territory allocation, you can swap
any one of your territories for one of your enemy's
territories. Note you are not limited to the werritories used
for the bartle - you can swap any territory for any other

RENEGADE TROOPS

Yaur agents bave soun the seeds of discontent amongst
an cnemy contingens, aving upon racial differences,
rivalries with the army or courd, or some other bone of
confention. Renegeades are nof reffable, bue if vou can
furn one of your eneny’s most powerfid wnits. 8 can
serionsly npset bis battle plans.

Once the armies have deployed, nominate any cnemy
unit as ‘renegades’. Any order given o thar wnit and any
brigacle of which it is a pant 8 a -3 Command penaley:
This penalty applies until the unit Is issued 1 successful
order.

z L o il I
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You bave befriended local tribesmen winning them over !

Tl
TREACHEROUS GUIDES

fo your cawse with tactful diplomacy, skillfal argument
and large amounts of money. Unaware of bis
predicament, the enemy finds part of bis arm 1y led aroay
from the battlefield by its guides. This tactic is chanc ) TE
troops may soon realise they are being duped, but if
successful i deprives the ermemty of both froafs aned
leadership,

Before he has deployed the enemy player must roll a D3
(1-2=1, 3-4=2, 5-6=3) and sclect that many units from
his army. He must then select one of his commanders.
This force does not deploy at his table edge. Instead the
player must roll a dice ar the st of each of his following
turns vo see il it ums up, On tam 2 the foree arrives on
&6, on am 3 it arrives on a 5 or 6, and on turn 4 the force
arrives on a 4, 5 or 6. If the force has not arrived already,
it does 50 automarically at the swart of mam 5. The foree
deploys on the player's own base edge ar the start of the
turn it arrives and can make a normal move that turen,
including using initiative if any enemy are within sight.
Linits cannot be deployed so they touch enemies,

HIDDEN ASSASSING

Asgassins are rightly feared - whether groed with blades
or praisans, they are dedicated killers without thought of
their ot fives,

The Assassin can attempt to kill the enemy army’s General
or ong other commander — Generals are bener guarded
=» killing them is harder. The Assassin mominates his
target and the player tolls a dice. A score of 3, 4, 5 or 6 is
required to kill the General, a score of 2, 3, 4, 5, or 6 is
required o kill any other commander. An assassinared
General or commander is immediately replaced by the
next mast senior man from amongst his stalf - so the
player still ficlds the General or commander in his army,
However, the replacement has a command penalty of -1
compared to his predecessor until such time as he issues

a successful order on the roll of a double (eg, double 1, |

double 2, and so on).

WILY COURTIERS
The army is accompanied by a careerist courtier Jfresem
the beart of the imperial cout,

Entitles you to field for free one commander of the
cheapest type from your list. This commander has a
Command value that is established when he atemps his
first order. He begins with the smandard Command value
for his type, If he makes his first order successfully and
rolls a double, he adds +1 to his Command value. If he
fails his first order and rolls a double, he deducts -1 from
his Command value, Otherwise his value is standard for
hiz type.

The commander unit must be chosen from your list. Note
the commander cannot be given a mount or any other
upgrade = he must be of the minimum value allowed by
the list. Wily Courtiers allow you 1o field more
commanders than would normally be allowed by the lst.

TRAITORS IN YOUR MIDST

Your agents bave swcceeded in formenting discontent
amangst rival factions in your eremy’'s camp.

A Traitor cancels out one randomly determined of the
opposing pliver’s fielded territories - nominate the fest
werritory 1-2, the second 3-4, and the third 5-6 then roll a
dice to decide which territory is affected. Adjust the rall
for different numbers of territories as requined.

Cancelled territories are retained bat are not used in the
fortheoming
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. I TABLE 3 - THE EVENTS TABLE !
Events are an entirely optional part of the campaign in the same way as intrigues. Like intrigues they are best
suited to long running campaigns. Events represent namieal disasters and bounties, as well as social and civil

cvents such as uprisings or discoveries, These mostly affect the earned unit and command bonuses described
elsewhere.

If an event is generated in the Campaign phase then it is randomly allocared 1o one of the players - roll a dice
o decide which player gets the event. The effect of the event is worked out immediately. Events are never
retained = they are worked out immediately and any adjustments are made to the plaver's army, territories, or
imtrigues. 1f vou generate an event that cannot affect vou then ignore it = do not roll again = eg, if vou generate |
- an Armed BEebellion but have no units with bonuses.

—

D100 EVENT 1
' 01-05  Armed Rebellion i
I E 06-13 Civil Uprising ¢
' 14-21 Famine
.- 22-29 Land Reforms
i 30-34 Mighty Construction
| 3539  Palace Coups
40-47 Plague in the Camp /
48-59  Political Dissent "
60-64  Rampaging Barbarians
65-74 Refugees from Afar ; ]
75-85 Religious Uprising '
| B6-95 Renegade Intellectuals |
D6-00 The Wrath of God! . :
| ' AT |
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ARMED REBELLION
Rebellion grips your army as vival factions clash over
wobva wiidl rade the fand,

All units bonuses aocumulated so far are lost,

]

!

} CIVIL UPRISING

i_ Troops are diverted to deal with a cipif uprising, feaving

Your army depreived of its best troops.

II Half the unit bonuses that vou have earned so Far are It
= ¥ou can choose which units lose their bonuses. RBound

l any odd numbers down,

| FAMINE
Famine stalks the land — your people starve and lands
are baid waste - wanderers leave your domain in search
of meter laiieds.
Lose ane territory of your choice - if you have less than
three territories in rotal,
replace it

LAND REFORMS

Necessary land reforms cause dissent amengst vour
JFliling class and pass power into the basds af tiwe preapdi,
Take the unit bonus from the bonused unit in YOIT Army
that has the highest points value and give it to the non.
bonused unit with the lowest otk value.

generate a random termitony o

MIGHTY CONSTRUCTION

Carnifnaigns

= r — —

T
REFUGEES FROM AFAR

Political rifugees arrite ar court begping asylum — they
Bring the secrets of their people and valuable infornation
about your semy.

Chose any one unit or command bonus from the army
you have just plaved - the encmy loses the bonus and Vi
gain it

RELIGIOLUS UPRISING

Your people miercl onto the streets in a teave of refigions
bysterta that spreads to the army itself

Lose one unit bonus from those accumulated so fir — Vi
can choose which,

RENEGADE INTELLECTUALS
A band of ttinerant philosopbers arvives @t court — they
bring unexpected learning from distani countries,

Chose any one unit or command Bonus for free.

THE WRATH OF GOIN
Earthgueakes, volcanoes, storms and titanic floods lash

Jour reqlm causing meass derasieation,

If you have a ciry, port or mine then vou lose one of these
territorics - yvou can chose which. If you do not have one
of these territories then lose one other territory . of your
choice. If you have less than three territories in tivtal,
generate a caindom  territony to replace i,

The people complete an  ambitions
engineering profect such as a canal,
rocdivay, freigation profect oF monmment,
Generate a free random territory from the
Territory table.

PALACE COUPS

Trowdle at the tap rocks your domein drd
draws experienced commanders into
Sactional fighting,

Al command bonuses earncd so far are
lost,

FLAGLUE IN THE CAMP

Plague runs through your camp keiffing
many of your best troops and leaving
suretvors wnfit for serpice,

For each unit that has an earned bonus roll
a D6, On a roll of 1, 2 or 3 the bonus |s
lost. On a roll of 4, 5 or 6 the bonus is
retained.

POLITICAL DISSENT
Peity rivalries amongst your governing
classes erupt into a struggle for power

Lose one Command bonus from those
accumulated so far - vou can choose
which,

RAMPAGING BARBARIANS

Hodards of rampeaging barbarians Svep
through your realm leaving a trail of
devastation and riint

Lose half of your accumulated Command
bonuses and half of vour unit bonuses —
rounding down in each case. You can
choose which bonuses to lose.
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; TABLE 4 — THE UNIT BONUS TABLE X
{. Unit bonuses are an optional part of the campaign game. They make provision for units gaining special abilities

| over time, and as such are best suired 1o long running campaigns.

} Generate the bonus randomly and then choose a unit in your army o receive it. Note that a points value is
I provided for optional use in non-campaign games = it is not used in the campaign itself. There is no obligation

to-use a bonus if you'd prefer not to do so, but you must allocate them to units as they are generated - you can't 4

siave them up ‘for later', i

!I A unit cannot be given more than one bonus at a time. Once a bonus has been allocared to a unit, it can only be :

i lose if the unit is destroved or if an Event roll indicates the [oss of g bonus .

L D100 UNIT BONUS POINTS i

¢ 01-05 L o ot ol L e e R o (e 5 |

Ha 06-10 BOMIET R ety I i s S e S ) !

P 11-15 BOWE . o s R e e g s T .{
F!' 16-20 0 T s Lot a1 P il ot i T R PR il 15
| 21-25 LT T 1 e R R e o e L SN [ |
i 26-30 BEBEIERE & o o n v rormine meramn g T ke e 5
; 31-35 R 2 i m g g B B ) B R 15
36-40 INMORMIRENI o 2ot 0 o R e S o e e T 25
41-45 IR oo L S o e e 20

46-50 CRIERIE - e e R R Y S R S 10 1':
" 51-55 T R i e S A S e 25
¥ 56-60 N T R e A Ao r s o e g B
g" 61-65 <L) R ..
{ 66-TO I o im0 B R T 10
i T1-75 BRI v e o R R bt
5', To-80 TR, - M B b s e e A e e T
,‘ B1-85 R e s e e e R R 20
I} 86-90 MR & L S S R AR R e
{ 91-95 Vanguialvers. . . v .o iv s s b s e e e nmn e 1B
96G-00 Victlorous . ... .conciseanicieacsinnnnnnnnssnsssssess 1
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l “Best Foremost !

. The unit can make one extra Amack in every round of

~ combat. Note that this is 1 Anack for the whole wnit and
not one per stand = the Attack can be allocated o any
stand in the unit and is worked ot exactly as its other
Artacks,

Borres Aftack per round.

Baold

,‘ If the unit has ar least onc stand lefi ar the end of a round
of combar then the unir automarically recovers 1 Hit frosm
any Hits it is carrying over. If the unit is not carrying over
any Hit= then there i no effect. For example, the unit
suffers 5 Hits, one stand is removed (3 Hits) and 2 Hirs
are carried over - one carried over Hit is recovered and
therefore only 1 Hit is carried over into the next round.
Combat results are not affected - the Hir is only recovered
once results have been worked ourt,

Recover 1 carry-over Hit per round,

Ignore the usual Enemy Close modifier and Exposed
_ Flank or Rear modifier when issuing the unit orders, I
3 't mater if the enemy are within 20cm even if they

are in the unit's flank or rear zone = no Command penaley
i applied for it (rulebook p16 - Command Penalties),
Mote that this bonus doesn't apply if the unit is given a
brigade order unless all of the brigaded units are Brave.

fgnore penalties for enemy when feening orders,

Congquerors
If the unit wins 2 combar and pursues its enemy, the usual
pursuit and pursuit distance bonuses are all doubled - ie.
pursuit less than 3cm is +2 rather than 41, pursui 3-5cm
Is +4 rather than +2, and so on,

Lyl prirsaft bonuses,

Courageous

If the unit is defeated in close combat then it will noe
retreat but must stand its ground instead. The wnit does
not move and a pursuing enemy gets no bonuses for
pursuit or pursuit distance in the following round. Nope
- that friendly units from the same combar must retreat as
nommal, sind stands thar are forced o retear through the
courageous unit will be desroyed (Blocked Retpeat —
. rulebook p53).

Alwways stands ground {f defeated in combar.

* Fearless
The unit is never affected by the -1 Attack modifier Fewr
_fighting Elephants or other terrifying enemy, the -1 Attack
- modificr for having enemy fighting 1o its own side ar TEiLE,
or the -1 Amack moedifier for confusion {(pd6 of the
rulebook — Attack Modifiers)y.

Ignore combar penalties for terror
stdefrear, and confusion,

Firse

Once during the battle, the unit can make a move thar is
1em greater than it would otherwise he aflowed, Fg, an
infantry wnit could move up- 1o 30cm in a line or column
formarion, a eavalry unit could move up o dlcm.

Chrie rese Mewr move borus,

f.
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The unit will always obey the first order it is given in the
Command phase barring the roll of a 12 Make the
Command test as usual and any rodl of 2-11 equals a pass.
Note that this doesn't apply if the unit is Riven a brigade
order unless all of the brigaded units have the Foremosg
banus,

Obeys first ovder on any thirng bret @ 12,
Fortunate

In its first turn of close combat, the unit's Armour value is
Increased by +1 o a maximum value of 4+ If the unit
has an Armour value of ‘0" it can siill be increased (o a
vilue of 6+. This bonus applics for the entire Close
Combat phase including any Advance. Note that although
called ‘fortunare’, trear the bonus as an ATmOur save - eg,
it is still negated by Artillery hits,

Armosr value +1 in the first turn of combat,

Gallang

The last stand in the unit is given bonus Hits, This bonus
is only activated once the unit is reduced oo a simgle stand
— it i3 activated automatically once the other stands are
removed even I casualties ciuged would otherwise
remove the last stand as well. The last stand has +3 His
value - ie, if its Hits value is 3 it is now 6. This bonus can
only be given 1o an infantry or cavilry unit of three stands
- ©f, not to an elephant

Leist starnd gets + 3 Hits,

Loyal

The unit will always obey any order given o it if i is
within 20cm of the General when the order is given
barring the roll of a 12. I doesn't mamer which
commander gives the order - only that the Geneeal is
within 20cm. Make the Command test a8 usual and any
roll of 2-11 equals a pass. Note thar this doesn't apply if
the unit is given a brigade order unless all of the brigaded
units have the Loyal ability and are within 20cm of the
Creneral,

Obeys order on anything but 12 if General fx within
20¢r,

Mighty

When rolling Amtcks in close combat any roll of a 6 equals
a ‘mighty” hit - mighty hits cannor be saved by Armour
saving throws. Note thar mighty hits can be saved by a
Maniple save,

Close combar Attack rolls of s cannot be saved,

Steadfasy

In close combar engagements, the unit is allowed (5]
re-roll one filed Armour saving throw in each round of
combat. A unit must have an Armour value of an least 6+
10 b Steadfast.

Re-roll 1 Armour save per rousd,

Strong
The unit adds a +1 Amtack bonus to each stand in the first
round of the first combar engagement fought during the
barde. Note that this bonus only applies during the very
first round of combat as described,

*+ 1A to stal in the first rownd of first combat,

|
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Swilt

Ignore the usual distance modifier when {ssuing the unit
orders. The commander must still be within the standand
range to give an order = but no penalties are applied for
distance {rulebook plé Command Penalties)., Note that
this doesn't apply if the wnit s given a brigade onder
unless all of the brigaded units have the Swift abilicy
fgnare distance modifier for orders

Tough

In close combat engageoments the unit is allowed o re-roll
any failed Armour saving throws on a 6. Note that re-rolls
are alwsys 6 regardless of the unit's own Armowr value. A
unit must have an Armour vilue of ag least 6+ 0o have the
Tough bonus. Note than in the case of the Maniple save,
it is acceptable o add the Tough re-rolls w any Maniple
saves and take all these bonus saves a1 once = the Maniple
roll is nor strictly speaking a ‘re-roll’ so the two nles bath
apply.

Re-roll Arimour sapes o g O+,

Uindefeated

The unit’s Armour value is increased by + 1 1o a maximum
walue of 4+ up until such time as the unit loses a stand. 17
the unit has an Armour value of "0° it can stll be increascd
ter a value of 6+ . This bonus applics until the unit loses a
stand = the bonus is then lost for subsequent rounds and
the Armour value revertss to normal. This bonus can only
be applicd w infantry or covalry, eg. not o an elephant

Armponr value + 1§ untll a steand is fost

Valiant

The unit ean re-roll all of its Attack dice rolls in one round
of combart once during the banle = all the Anacks must be
re-rolled including suceessiul ones, All the Attacks are re-
rolled and the result stands regardless of whether it is
better or worse tham the original rolll

Rerall all Arteeck dice — one use

Vanguishers

The unit gers bonus Amacks during its first round of
combat if it charges = the bonus Amtacks apply only during
the first round of the ensuing combar and are acdditional
o any other bonus Attacks that might apply. If the unit
does not charge into §ts first combar then no bonus
applies. Roll a dice = the score indicates the number of
bhonus Avacks (1-6). Attacks are allocared o the unir's
staneds as evenly a5 possible up o a maximum of 42
Anacks per stand

Dy Bories Aftacks dwring first charge,

Victorious

In close combat engagements, the unit can add +1 o the
combat resolution for lis side once during the bartle, This
works exactly as if the unit had an extra stand supporing
or had scored an extra hic. It is up 1o the plaver when o
use this bonus — but it can only be used once per battle
and can only be used if the wunit is sdll alive when
cialculating the combar resulr

£ 1t combeit resnlt — one nse

I
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TABLE 5 - THE COMMAND BONUS TABLE 3

Command bonuses are an optional part of the campaign game, They make provision for commanders gaining
special abilities over time, and as such are best suited to long running campaigns

Generate the bonus randomly and make a note of it. If it is a bonus you are unable o use, roll again unil yvou
Beta result you can wse - some bonuses have 4 restriction on the maximum Command value which means they
are of no use to armics with Generals with a Commzn vitlue of 9.

— M e

i The bonuses are based on the Command upgrades in the main lists apart from a couple of examples thar have
been added 1o balance the charts. The original sources have been indicated for reference. The original upgrades
have been renamed and some conditional bonuses redefined so they can be applied universally. We have not
tricd to provide consistent points values that work with all armics — as some bonuses are hugely advantageoys
lor some armies and practically useless for others. The points given here are the same as those in the main army
lists for the equivalent General upgrades.

|
4
)
|
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Note that points values are not used in the campaign itself — bur they have been included for players who may
wish o use them for other games. It is suggested thar players wishing 1o do this come o some miutuzal ‘
armangement with their opponent, as the bonuses are really designed 1o work with specific armies and can be
surprisingly advantageous when applied to others!

-

D100 COMMAND BONLUS POINTS i
2 01-03 Adminisirative Genius e L o e 25 ';
-0 Ambusher (VImto}. . ..« .ot een e 25 }
0o7-04 Beloved Commander (Leomidas) . . ... . . .. ... ... .. .. 20 |
1012 Confident (Poros) ............... ... ... ... . 15 4
13-15 Cunning Tactician (Caracticus) . ................ ... ... 25
16-18 Deternined (Pyrrhus) . . o it cieu siinn amesnm e o 25
19-21 Disciplinarian (Rameses). ... ...... ... ... ... .. ... .. . 10
22-24 ERCERECS (MO .o oe . oceov-cscmimocis s i g S 10
}_ 25.27 Divinely Inspired (Ashurbanipal). ... .. .......... ... 15 !
i-' 28-30 Driven by Success (Svyatoslav) .. .......... ... .. 25 é
{ 31-33 Empire Builder L 25 i
? 34-36 Great Commander (ugurtha) .. ... ... ... . .. 20
3739 Great Leader (Vercingetorix) .. .. ........... .. . 25 }
' 40-42 B N 10 per Upgrade }
43-45 Inspirational Commander (Hermann) ... ...... ... .. .. .. 25 "[
' 4648 bnvader (William). .. .............. ... ... ... . 20 |
49-51 MRIEE GEINIRN . .. ovovio o s i s S S A S Free JF
52-54 Methodical (Odemathus) ... ................. .. . 15 |;
55.57 Military Genius (Hannibal) ... 25 ’l.
58-60 Opportunist (Suren) ............ ... 15 '
6l1-63 RO (MUY o o v i s 5 L S 15
E-ﬁ,l G4-79 Bortents (POCbeIE). & w0 s L Sl i s v e oo 10
¢ 80-82 Strategist (Harold). . .. ............ ... .. ... ... .. 10
i B3-85 Terrifying (Alexander) . .................ooiiiiuin... 25
B6-88 IR o ool omi e b i e T Free
| 89-91 VPRHIOME RRRREY, - - s e T s T3 B e 20
i 9294 Warrior King (Charlemagne) ..................... . . 35
95-97 Waylayer(Khan Kram). ... ... 25
! 98-00 Zealous (Judah Macabee). ... ... ... ... 00 ... ... 25
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Cearmfaigns

The General is a great administrator who demands a high
level of cfficiency from his staff, If the General s an
Administrative Genius then any failed command from a
Ieader or subordinate can be re-rolled unil such time as
“a re-roll is falled. Once a reeroll is filed, the bonus (s

cended and no more rerolls are allowed. A leader or
. _lubm'dhut: can only make a maximum of one re-roll

in cach rwen.

.R‘.e-ﬂ:l-'-' leaderisubordinate commarrd uniil a re-roff is
I-ﬂi'f&i‘.

Ambusher (Viriato)

In the opposing plaver's turn, in his Command phase,
. You can spring am Cambush' after any successful
'"’C-pmm:ln.d roll made by the enemy General. The
- oppos ng plaver cant make any more Command rolls
(that turn afier the ambush has been sprung - even if the
- opposing General would otherwise be entited o re-rolls.
The ambush rule can only be wsed once during the game
— g0 choose your moment carefully!

Srop enemy Comrand phase after any successfol order.

. Beloved Commander {Leonidas)
;. The General s a beloved commander whose men would
fiolleroe him anvwhere and willingly die by his side. He has
a +1 Arack stat and any unit the General fighes with
increases its Armour stat by 1 up w2 maximum of 44,
Units with no Armour become 6+

41 Attack and nmit increases Armmour By I (to 4+ max).

nt {Poros)

A gonfident General has a Command value one higher
than normal (up o a maximum of ) until such time as he
falls o ghve an order. Onee the General fails o give an
* order his Command value reverts o normal

Comerand veiue + 1§ wuniil an order is fatled (max 9),

Conning Tactician (Caracticus)

Choose one troop type in your army — this must be a tvpe
o thar has a max value of 4 or less (four or fewer units per
1,004} points). Units of that type cause ferror in the enemy
uniil such me as one unit is destroved (rulchook paG -
» Attack Modifiers).

Chogert WAiE IVfe Canuses rerror wilil anft iz desiroyed.

Determined (Pyrrhus)

A determined General adds +1 o the number of uniis
that must be lost before the army withdraws. For
example; an army of 16 core units will nonmally withdras
omngce cight are destroyed —with a Determined General the
army won't withdeas: until nine units have been lost,

Acled + I to ieithelraee nimber

Disciplinarian (Rameses)

If the General is a Disciplinarian, all Commanders ignone
the -1 Command penalty for Unreliable troops if the
Geeeneral is within 20em of the unit recciving the order. In
the case of a brigade order, all Unrelizhle units muse be
within 20cm of the General o avoid the penalo:

Tgnare -1 pewnalty for Unreliabfe troops if witkin 2cr.

Dictator (Dictator!)

The General can be upgraded o Dictator. The Dictator
can re-roll any of his own filed Command ests once per
wirn. If the re-roll is filed, the Dictaror's Commeand value
drops by 1 = eg, from 9 to B, Armies are nothing if not
fickle and the popularity of the Dictaror is based upon his
success! Omoe he has filed a re-roll, the Dictator can
continue to make one re-roll each turn as belore, but
cach dme he fails, his Command value drops a further 1.

Re-roff failed arders — Commnand draps by -1 per re-roll
Seiled,

Divinely Inspired {(Ashurbanipal)
The General carries the favour of his gods and the

supreme confidence of his warriors. Once in each urm,

You can intervene in any one combat engagement as
foalloaas.

When your units roll for Amacks, you can

immediately reqroll one dice again = picking out a miss

and re-rolling it Only one intervention is allowed in each
tuarm,

Re-roil e fatled Attack dice fn ome combat per turn,

Diriven by Success (Svvatoslav)

The General is allowed to re-roll one Giled Command roll
omee during the banle. Take the Command test again. If
successhil, the order is issued, the General can continue
giving further orders and has 3 Command value of + 1 (up
s maximum of 10Y up unil such me s he fils v give
an onder.

Roe-roff Commmand once - i successful +1 Connmeaned
wurttid fevddeed fnax 1.

Empire Builder (Xerxes)
The General demands fealty from the enemy army. Before

the game, roll a D6 and deduct 2 down o a minimum

seare of 1. This indicates the nomber of enemy roop
units affected (between 1 and 4. These units are
considered 1o be Unreliable until such time as one of vour
own "core’ units has been destroyed. The opposing player
picks which of his own units are affected - these must be
units that are nod normally Unreliable.

D2 wipdnr 1) wervits becomee Erireliable.

u-r-ﬂ""'#-d'n', b oL
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Great Commander (Jugurtha)

The army’s General is a Great Commander and adds 1 o

his Command value up 0 a mpdmum value of 9 unil
r such tme as he rolls an 11 or 12 when issuing an order.
Once an order s filed and an 11 or 12 rolled, the
Greneral's Command stat reverts to normal,

+ i Cornmand fovax O until an 17 or 12 is rollfed,

Great Leader (Vercingetorix)
All leaders and subordinates within 20cm of the General
cin give: orders using the General’s own Command value,

Leadersisubordinagtes use General's Conmmand if redthin
20cr.

Hero

. This bonus allows the player o upgrade one subordinate
or leader per 1,000 points 10 4 ‘Hero' at a cost of + 10
points each. Nore thar Generals cannot be Heroes, A Hero
has an Aack sear of +3,

Subordingte/leader Attack stat fncreased to +3.

Inspirational Commander (Hermann)

The General is an inspirational leader capable of driving
- his troops to fears of valour. All non-skirmishing units that
have a Min value of 1 or more on their list roll one extra
Antack dice in the first round of every combar engagement
when they charge, Note this is just one dice per unit and
not one dice per stand. The bonus dice can be allocated
1o any stand inthe unit,

Bons Attack dice when units charge.

Invader (William)

This allows the General 1o re-roll one failed Command
roll once during the batde with a +1 bonus o his
CCommand value up o a2 maximum of 10 Take the
Command test again - if successful, the order is issued
and the General can continue giving further arders with
his standard Command value if you wish, Note = this is
‘Portents’ with a + 1 bonos,

Portents ro-rodl with + F bevss freveaxe 1),

Manic General

The General's abilities are wayward and unprediciable -
moments of manic genius are as likely o be followed up
with dark despondency and pessimism. If the General
rolls a double 1 when issuing an order then his
Command value rises by 1 up 1o a maximum of 10, 1f he
rolls double 6, his Command value falls by 1 down 10 a
minimum of 6.

b Double 15 add +1 Command (max 100, double 6z
E dedwect -1 Comand (min ).

Calmifrrigres

Methodical (Odenathus)

The General counts as having a Comemand value of + 1 for
the: first order he issues each turn, up o a maximum valoe
of 9. This bonus applies each wrm but only 0 the
Giencral's first order - subsequent orders are issued with
a stangdard Command value,

First order per trirn {ssiied with + 1 horus Gy 9),

Military Genius (Hannibal)

The General is a Military Genius and his Commane stat
counts as 1 higher than normal up to 3 maximum of 10
until such time as he rolls an 11 or 12 when issuing an
order. Once an order is failed and an 11 or 12 rolled, the
General's Command star reverts to normal,

+4 Cowrrsrriarred (mox 160 untif an 1§ or 12 i rolfed.

Opportunist (Suren)
IF at the stan of your own Command phase you have
destroyed more enemy units than you have lost yourself,
then the General has a 41 Command value bonus up to
a maximum value of 9.

|
.ﬂ,
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+1 Commaned §f more enemty tits destroved (e 9),

Owverlord (Artila)

With an Overlord as your General, a single failed
Command roll by any commander can be re-rolled once
during the battle. This is like Portents but applies to all
commtnders and not just o the General,

Re-rodll Command once for any comarnder

Portents (Poricnis)

The General can take the poments before the battle, This
allows the General o re-roll one filed Command roll
once during the battle. Tike the Command test again - if
successful, the order s issued and the General can
continue giving further orders if vou wish,

L

Re-raff Comnand omnee,

Strategist (Harold)

All commanders in the army have 3 Command value of 10
in the first tumn of the game. The bonus only applies in
the first urn - thereafier all commanders have sandard
values.

Carrrprraaseed is 10 in the first fav,

Terrifying (Alexander)
The General is simply terrifying! If the General joins a
unit then the unit becomes ‘terrifying’ in the same way as
an elephant unit and the standard combat penaliy applies
(rulchook pd6 - Arack Modifers),

Uit with General is terrifying




Cerrrifherigins
T —

i Uinblomded

The General is a young and as vet untricd member of the
. royal houschold, court Bvourite. or political appointment
| without prior military experience, His Command value is
one less than normal for a General of his army. However,
if e dssues an order successfully and scores a double his
Command rises by 1, and will continue to rse by o further
I each time a successful order is issued on a double up 1o
a maimunm valoe of 10,

T, -

=1 Commeangl, +1 per successful dowble (max 10)

Warlord (Arthur)

The General represents a heroic Wardord. IF the army is
| led by a Warlord then a further +1 s added to the result
of all combar engagements where any commander is
 included in the engagement. Note thar this bonus adds o
the wotl result for the engagement in the same way as, for
example, a single supporting stand,

Add +1 to combai results if a Commander is fighting,

e

e

Warrior King {Charlemagne)

The Warrior King has a Command value one higher than
his standard stat up o a maximum value of 9. In additon,
the Warrior King can re-roll one faflled Commind roll
once during the battle, Take the Command test again — if
successful, the order is issued and the Geneel can
continue giving further orders if vou wish. Note - Warrior
King is Portents combined with a fixed Command bonus.

el Ty, =

1 Cowmmnieinnad (et 09 wwith Portent

-

-

" — T e r—'-'-?
Waylayer (Khan Krum) L
If your General is a Waylaver then yvou can add +1 1o the
commarnd value of every commaneder in vour army - but
anly during one tum and up to 2 maximum value of 10,
You must declare vou are using the special ability at the
start of one of your Command phases, and all
Commanders get the +1 bonus for that wren, This goes
some way o represent the advantage of an unexpected
ambush,

pear

+ 4 toall Comnpsand values in one ture frgx 1),

Lealous (Judah Maccabee)

The General represents an inspirational fealous religious
leader. If any commander fails to give an order 10 a unit
thixt i= within 20cm of the General then the dice can be re-
rolled — if the re-roll is successful the order is given and
further orders can be ssued by the same commander
exactly as if the order had been successful in the st
place. The re-roll applies o orders given by the General
himselfl as well as by other commanders, Any number of
re-rolls are possible, even from the same commander, bur |
nede that (as always) a re-roll can pever be re-rolled. .
there is no such thing as a re-re-roll in any cireumsiances! i

— e

]
Rerodl any failed ordees for wnits within  20cm of K
Creneral.

i
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WARMASTER ANCIENTS
RULES ADDITIONS

'I‘hr'.s scction includes additions 1o the Warmaster Ancients
rithes ser and is followed by a shont list of corrections o
the rulchook itselfl The additions include special rules
needed 1o flesh out the new armies conmined in thiz book,
as well as further additions 1o the broader game rules
themselves. In the case of the later, the intent has been
address problems  thart plyers have encountered whilst
keeping changes 1o 2 minimum,

3. Elephanis - Deploving unirs

as individual elephant stands

The natural habitat of this extended pachydermalopical
addition o the rmules is the Special Rules section under
Elephants on p124,

If an army list has elephant units of three stancks then these can
instead be fclded as three separate units of one stand each —
this is entirely up o the plaver bur must be established before
the game begins. If an army includes more than one unit of
clephants then all must be Gelded in e same way - either as
individuals or as units of three. If 2 unir is ilivided then each
stand subscquently counts as an individual unit in all respecs.
The Victory points value of cach clephint stand & 13 thar
wiven for the full unit of three mounded up o the nearest fye
{70 pis lor standard Indian and 30 s for standard African
clephant). The army's withdewal poing must be increased
concomitantly, counting each elephant stand as @ unit

The following rules apply 1o all eliphant units of one stand.
This includes units of three siands that have been divided into
Separate units iand units of three stands reduced in sive to one
stand due oo casualties.

As well as outlining each new mule where NECEssAry, a
commentary has been included 1o explain the thinking
behind it and hopefully this will help 1o put things into
comiext,

L. Skirmishers - Sem minimum clearance for evades

The minimum distance 2 unit must move when it evades is
changed from lem to Scm and this affeers all references and
rules for evades, The main rule is parageaph 3 of “The Evade'
on p 24 and repeated in amended form below:

Evading units must finish their move ar least Sem from

bath any enemy and any units engaged in combat Elephants can be included as part of a brigade order without
whether friends or foes. If unable  comply, units cannot adding to the size of the brigade if there i at leist ane infanury
evitde. unit in the brigade for cach elephiant, and, there are no
charios, covaley ar camels in the brigade. For example, a
brigade could consist of four elephants and four infantry units
and would count 3% four wnits, Three clephants and wo
infaniry would count as three units — mwo infaniry with two
clephants counting as pwao plus an extra elephant, One
clephant, one infantry, and one cavalry counts as three units
because the brigade includes cavalry and therefore the
elephant can't be included for *free’.

Up o four individual elephants can also be Eiven a brigade
order if they form a ‘screen’ of elephant stands separated by
gaps of no maore than dem between sach clephant. Gaps
between elephants must be clear Baps without any intervening
Irodapes or terrain that the elephants could not cross, Elephant
sereen brigades cinnot include other types of troops. Athough
referred 1o as a ‘screen’, this is also 3 ysefil way of grouping
elephants that have become dispersed fullowing combar.
Individua! elephant stands do nor receive the + 1 charge bonus
for “Blephant charging against enemy in the apen’. Henceforth,
this bonus only applies o wndivided uniis of ar least o

Comment. This change obliges skirmishers to move at leasi
Sem from their chargers when they evade and thergfore
crealtes more room between the fines for furtber manoewrre
Ihis change was felt necessary to address the situation
where evaders leave a gap of only fem, erea HIg e position
twlhere thetr frontape 5 Bfocked 1o Jurther charges, The Sem
mininmem gap bas been proposed by a number of fleyers
and sirikes me as eminently sensible — § thaske thers Sor the

sugeson

2. Skirmishers = Evades from close range

become subject 1o chance

This new rule properly Belongs on page 25 of the rulebook
under the heading “Skirmishers Evading a Charge’ afier the
second parapraply

If a non-skirmishing charger has a movement rate tha is

greater than thar of its skirmisher target, and begins its
charge within 20cm, then the skirmishing unit must shoo
and score at least 1 hit before Armour saves 1o evade. If a
skirmish unit fails o score at lease one hin, it cannoe
evade. If the same charger begins its move within 10cm
then itwo hits must be scored for the unit (o evade

Ifa non-skirmishing charger has a move rate thar 15 epual
o that of its skirmisher arget, and begins s charge
within 10cm, the skirmishing unit must shoot and score
at least one hit before Armour saves to evade. If a skirmish
unit fails to score at least one hit, it cannot evade.

elephants and represents the mass charge of 3 large number of
bewsts, Mote that the bonus does nat apply where two or more
scparate elephants happen 1o be positioned next o each other
(iF yeu want the bones use hig elephint herds and deploy them
as whole units). This docs mean that a unit of thiree elephants
reduced o a single elephant foregoes the charge bonus (and
having lost all his fricncs your can’t blame him, can youl),
Elephants brigaded with Warband infantry do not affect the
Warband's command bonus so long as there s a1 least one
infantry unit for cach elephant in the brigade,

Note thar us per the regular rules, elephant units of three
staneds that have been reduced w a single model sl have an
asstciated Command penalty of -2 (-1 per stand lost), This only

applies (o multi-stand units - it does nog apply to clephants
thar have been divided into separate units of one stand.

Comtment. This rule is intended to address concerns atbour
shirmishor effectivensss against formed wnits and especially
skirmishing infanivy against umits of cavalry. Note that the
distance riele (10cm or 20cm) is the distarnce at the slart o
the charger's move whether that (s an initiati € FHOE GF i
Ove resEiting from gan order

Comment. These rules allow elepbants 1o be defrlcyed s
foreens or fo bodster infantry formations and baee the
advantage of being relatively simple.



Warmeaster Ancients Riles Adeditions

4. Phalanx versus mounted - Addittonal rule for phalanx
This additional rule belongs in the Special Rule section for
the Phalanx on pl26 and has been added o the end of the
special rules as number ‘R

A phalanx stand counts as a “defended’ enemy to cavalry,
elephams, and charioas charging o its frone 5o long as the
stand iz not also engaged o its side or rear.

Comment, As a defended target, chargers recefve no charge
bonuses and reguire 5+ to bt Many players bave bead
fromeble gotting to grips with the phalanx. feeling that the
base width alone (s nof sufficiently representative of the
Pl 's ability o see off the unwelfcome attentions of
weonnled troofs, elgpbants and chariots. This change will
nol e wp for fack of support, exposed flanks, or
neglocring your shivmisber lines — bur i will ot some
beck-Borre into phvlane based armies

5. The Phalanx = revised rules for 40mm basing

This lengthy section gives further rules regarding the phalanx
with the 40mm frontage = 5 homeland lies in the darker
recesses of Appendix 2 on page 138,

A number of plavers have reguested that the rules ke fullee
account of pike or sarissa armed phalangites based 1o the
Almm edge on a 40mm x 20mm base, mostly because this is
a mare amenable basing for 15mm models, The following
new rules section has therefore been devised w meet this
need.

IF the phalanx is based o the 40mm edge then ignore the
standand phalanx rules, including those clted throughout
the rulebook, and apply the Wllowing rules instead.

1. The phalanx is a cumbersome and relatively
inflexible Formation, To represent this, a phalans
moves 2t normal infantoy pace of 20cm in the
Command phase only if it is in either a line or
column formaton and iF the unit moves  either
directly forward or charges, In all other formations
or situations, including during evades, the phalanx
morves at half pace (10cim).

2. Nonmeasured and fixed moves thar ke place
outside the Command phase — such as advances,
drive backs, pursuits and fall backs are worked out
exactly like other troops.

3. The phalanx bazed w the 40mm edge receives the
usual ‘shock” modifier of +1 Attack when charging
and pursuing (ie, +2 ol for charging or pursuing
rather than +1).

4. A phalanx that is in a column formation at the start
of a charge move can remain in column a8 it moves
into combar. The firse stand is moved in the usual
way and remaining stands are placed directly
behind. The unit docs not have w form 2
conventional battleline and subsequent stands do
not have o maximise frontage as they normally
would. This is up 10 the player — units can form a
conventional battleline if the player prefers. This is

an exception to the wsual rules for forming

bartlelines and enables the phalanx o fight in a decp
formation as befitting its armament.

5. A phalanx stand can be suppored by any infiniry
stand posidoned o i side cdge in the same way as
any other infanery stand, A phalanx stand cannog be
supported from behind ar all - instead a phalanx
stand that would otherwise support from behind
adeds its basic Attack value to the stand in front. The
rearwand stand can be from the same or a different
unit — it does not matier which, Thus a charging
phalanx stand with a rear ‘supparting’ phalanx stand
charges with 3 Attacks + 1 Antack for charging -+ 1
Aitack 40mm base charging modificr + 3 Amacks for
‘supporting phalanx”. Mote rhat the suppoming
phalanx modifier is the stand’s basic Amacks value
and no further Attack modifiers are applied 1o this
bonus either positive or negative.

6. A phalanx stand can support other infantry stands
placed alongside it, but can neither support such
stands from behind nor add Amtacks o non-phalanx
infantey stands when placed behind them.

7. A phalanx stand striking 1o its side or rear has an
Artacks value of 0. Rearward ‘supporting' stands
cannot add their Amacks o such stands. Note that
units that would otherwise not strike at all are sl
entitled tooa single ‘Last Ditch’ dice roll on behalf of
the whole wnit.

8. Phalanx units treat all dense teérrain as impenctrable

= woods, broken/marshy ground. steep hillsslopes,
woodsiall =orub, and villagesbuilt-up areas.

9. Phalanx troops cinnot be gven ladders wo facilitate
artacks upon forified units on ampans, Noe that
phalanx stands based to the long edge can be placed
on ramparts (25 they will fiefy but they cannot benefit
from a rearward ‘supponing’ phalanx as described
dbove.

10, A phalanx stand counts as a ‘defended’ enemy o
cavalry, elephanis, and chariots charging o its frong
s long as the stand is not also engaged o its side or
rEar.

Comment. I bave taken the principle of a secowd el
Sightivig aved appdied it as a modifier fo the stand in confact.
The regson for this is simply thar the rifes define comtact as
the eriteria for attacking — de, if vou touch, you floht — 20
resofving  additional attacks as a bonus through e
conrtaeting stand doesnt throw up so many contradictions
daz aflowing the second rank to fight. Together with the
stearclerdd Aihanre hors for charges/pursail, s amounts o
the serrrie miveniber of Alldcks over the S0wm frontape as a
nrrron based stand, The long basing makes the phafanx less
siilneralle to anking when retreating as rear ramks can be
rernoved rather than edge stavids — the advantage of this
deperrdds vpront e overall size of the formeation. Pee added a
rile fo thye effect that o phalans cannor support or add an
el feacke onns o other infaniry from e rear, This is simply
fo oblige the phalanx fo fight as a block rather than bide
Belireed otber firrils




6. Hamippoi = Rules for combined infantry/cavalry units
This is o mew Special Rule and belongs in that section
somewhere between pages 124 and 125

Some armies deploved skirmishing infantry together with
cavalry, mixing the two together in such a way that the
combined formation effectvely fought as one. In most
cases, such formations were ad hoc affaies that can be
represented perfectly well by placing cavalry and infantry
units next to each other, In a few particular cases, the new
Special Rule “Hamippoi' applies, allowing infanury and
cavalry units to function in a co-ordinated way that
emphasises this tactic. Examples of infancry that fought in
this manner include Spanish skirmishers, and the Greek
Hamippoi whose title gives us the name of the rule,
Hamippoi is Greek for “With Horse' and no more than a
descriptive title of infaniry skirmishers who have been
placed “with horse’ to fight alongside them.

L. Ifa Hamippod unit is wuching a friendly cavalry unit
and both are included in a brigade order, the
Hamippoi's movement is increased to that of the
cavalry unit. A cavalry unit can ‘carny’ only one
Hamippoi unit in this way The Hamippoi and
cavalry must end the move touching - they must
even touch where possible if one or other charges
during the move (see comment below).,

2.  Hamippol infantry are allowed to pursue retreating
enemy cavalry and chariots so long as friendly
cavalry are also pursuing as part of the same combart.
Infuntry are normally forbidden from pursing cavalry
anel charions, but in the case of Hamippoi, they can
do 5o as part of a pursuit involving cavalry,

3. If Hamippoi infantry are positioned so that they
touch a friendly unit of cavalry that is engaged in
combat, then they are considered 10 be pan of the
same combat engagement even where they are not
touching any cnemy. Specifically this means they are
included when calculating retrear distances, will fall
back if required, can stnd, pursue and advance if
victorious, and must retreat if defeated. 15 unable 1o
pursue into contact with retreating enemy; they can
still pursue 50 long as they can move into touch with
pursuing friendly cavalry:

The Hamippol rule adds +10 1o the cost of a standarnd
infantry skirmish unir.,

Note that there is no obligation for Hamippai infantry
units to remain in touch with cavalry units throughout the
game. However, they will need to be wouching o exploit
their special abilities as described abeave.

TN IN
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Comment. This addresses the use of combined arms in the
awctent world over and above thai af sty dnciding foor
ard mostied froops in e same Brigade. The rule is an
extetision af that for Charior Bumnsers. Note fhat Hernippend
dited  accomipanying cavdlry are sometimes Sorced 1o
separate as they charge becanse of the charge Positfoning
rules — andd therefore complete thelr soves not teatrcting
cven thongh they are obliged o do so - this is Sire 5o forig as
both units finish their mores In e same corerrfreed
engagement (s afso appifes to Chariof Bunners wheo chare
Pl sanmne o St
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Wirrmeaster Ancients Rreles Adeditions

7. Charging enemy in the side - the ‘Envelop’ rule

This is an addendum to the rules for positioning charging
troops and belongs under the section “Exceptions to the
Charge Hules’ on pages 28 and 29,

The ‘ervelop’ mle applies when 2 unig s charged in the
side = it represents 2 unit's inability 1o wrn enough
troops quickly enough to avoid being enveloped by an
encny charge. The rule allows chargers 1o bring stands
that are not touching into contact with the enemy by
msmmmmin:slmunrmma
pursuit. The reason for adding this rule is © avoid
sitwations where it is otherwise disadvantageous to
charge a unit in the side because only a single stand can
touch: for example, if 4 long based cavalry unit charges an
infantry unit from the Mank,

When a unit charges an enemy unit from the fank and
contacts only against the side of an enemy stand or
stands, then any charging stands thar would not
otherwise touch the enemy when forming a banleline are
allowed to make a further move into contaer with the
charged cnemy unit as described for a pursuit. Stands
must have sufficient move distance remaining from their
charge move o make the envelopment move and must
also be able to pursue against that ENEMY [roop ype,

This is called an “enveloping charge’ and it is entirely up
to the charger whether to envelop or form a conventional
battleline. Each stand enveloping in this way must move
s0 thar it front or front comer contacts the charged
enemy unit, otherwise these stands can be positioned as
the player wishes so long as they remain in formation.
Enveloping stands can contact other enemy units and
therefore bring them into the combat, but they must also
contact the charged unit either o their front edge or front
comer as described. Note that this is comparable w0 2
normal pursuit move in most respects - the enveloping
charge effectively combines a charge and pursuit inwo a
single move.

If enemy skirmishers choose (o evade from a charge then
work out the resultant shooting and any evade frst.
Where the enemy evades successfully, contact is broken
and the envelopment is therefore imposaitle,

If chargers are infantry with supporting chargers then
move both the charging and supporting units and work
aut any shooting and evades fiest. If the enemy does
not evade, make the envelopment with the charger.
Supporting units remain in their battleline and do not
mowve,

Comment. The enveloping move is best broken into fwo
sefrirate moves — ai feast untll yvou are famifiar with bow &
works. First make the wsual charge and form a batifeling
exactly as for a normal change move. Then make the
envelaping move with each stand thear is not teowching arn
enemy. Keniember to inclide the distance moved drering the
envelopment as part of each stand’s movement. This means
that units cherging from oxireme FERRLge miay mol b abie fo
envelop their gnemy. Bear in mind that anly stands that are
not touching an enemy when the battleline is formed are
allowed to eneelop - stands afreddy towching corner to
corner are tonching and cannot envelop,

8. Skirmishing Armies — The skirmishing army
conundruom considered and resolved,

This rule concerns armies that are composed mostly of
skirmishers and s rightful place is on page 71 of the
rulebook under its own section *Skirmishing Armies'.

If an army is made up of more skirmishing units than
non-skirmishing units then it is considered w be a
“skirmishing army.

In a skirmishing army, all troop units count as core units
for purposes of calculating when the army withdeaws,
Including skirmishers with no Armour value, which do
not count as core units in other armies,

Once a skirmishing army has lost a quarter or more of its
units, a Command penalty of -1 is applied o all orders
issucd over a range of 20em. This represents 3 loss of
cohesion as such armies gradually dissolve away;

Comment. This addresses the question of the Withdraw
ot for armvies composed of skirmishers and note that the
definition of such armics includes aff sleirmyisiers (ol just
those withowr Armour valuwes). The introduction af
Command penalty for skirmishing armivs is intended to
mtalee them marve fragife and rewards afyranents wibe e
willing o takee the fight to the enemy.




. Encampment — A new special rule for such
This is a new Special Rule and belongs in that section on

page 124

Some armies can include an encampment on the
baulefield, principally migrating barburian tribs, such as
the Goths at Adrianople. This takes the form of a Wil
laager - a rough circle or square of wagons and e porary
defences such as plashing, stakes, e,

The encampment is considered to be terrain. Essentially
it is ereated as an aren of ground much as 4 waoodd or
village. To represent the encampment you will need some
method of marking a square base area 16em x 16em. A
single large card base is the most ohvious way, but
separate smaller bases may be more convenient, or you
could simply mark out the area by placing model wagons
around the periphery. Either way, position suitable wagon
models within the area to denote the encampment. It is
helpful, although not essential, il wagon models can be
removed o allow stands 1o move within the area in the
same way a8 for model rees or buildings.

The encampment is treated as a village/buil Up arca
except that the whole area is also deemed to be ‘road or
track’. This means that cavalry in column formation can
move inside or traverse the encampment, but they do not
Benefit from defended stans whilse inside. Cavalry uniis
charging an enemy inside an encampment sill form a
battleline, but must be in column formation ar the start of
their move in order 1o enter, Note that the enemy will
count as defended and no charge bonuses will therefore
apply. See p32 and p33 of the Warmaster Ancients
rulecbook for rules governing village buil up areas and
roads and tracks.

An encampment costs points (usually 50 points) and is
considered to be a 'wroop unit’ for purposes of calcularing
withdraw numbers and working out which side wins, The
encampment is destroyed if at the end of any phase, it
has enemy roops within it and no fricndly troops. An
encampment is either wholly intact or wholly destroved.

Comment. I've included this rule for the sake af the Gotlic
option in the Vistgoth Mst and found that treating the
eRcamipient as terrain was the most effective and least
crmbersome way of doing things.

Warmaster Ancients Kules Additions

10, Arila = Revised rule for notordous nomadic nasty
This is a change to the Hun army list on p118.

*3 (15 points) Upgrade General to Attila. If the General is
Attila then a single failed Command roll by any
commander can be re-rolled once during the banle. This
is like Portents but applies 1o all commanders and not just
the General.

Comment. Many players bave commmented that the original
Attila rule allows far too many Unreliable wearbands troops
ro be fefded whilse avodding the uswal Commend penalty

for Unreliable wunits: I agree and bave therefore taken the

ftberty of making this arbitrary change.



CORRECTIONS

[don'tintend o go through every single spelling mistake,
grammatical eror or incorrect reference, as by and large
these don't have much bearing on the game. The
following corrections are worthy of note. I'd recommiemne
thar players either make an appropriate amendment in
their rulebook or jor these corrections down onto 2
separate sheet of paper.

Pg 37 Number of Shots. This is not =o much a correction
as a clarification, Note that 2 missile stand rvpically has
one shot and one shot = one dice rolled. Some stands
have more than one shot: two shots = mwo dice rolled,
three shots = three dice rolled, and so on. In fact only
heavy artillery has multiple shots, Were we 1o add more
weapons of a similar kind, it can readily be imagined they
o wiould have multiple shots,

Pg 60 Advance. The question arises “Can an advancing
unit ¢arry a supporting unit in the same way as a
supporting charge (pg 500", The answer to this is yes - a
unit that advances is effectively “charging’ - an advance is
a particular kind of charge made in the Combat phase -
and the advancing unit can carry a supporting charge in
the same way as described for chargers.

P 83 Hirtite Army List. More Charior Mount upgrades
are allowed than commanders = this is a mistake - the
maximum number  allowed should be o per
1000 points the same as the Egyprian list.

Pg 85 Assyrian Army list. The brackets in the upgrades
have shifted a1 some point during the mysterious ritual of
reprographics - they should encompass the three
Qurubuni units - ie, all three units are upgraded for
+ 30 points as explained in the text

Pg 93 Late Achaemenid Persian Army List. The
commentary on the Heavy Cavalry sugpests that these
units should have the ‘shock™ special rule - this is a
mistake. Persian Heavy Cavaley fight on the long edpe and
are not ‘shock’. Note also that the Scythed Charion has the
‘Seythed Chariot” special rule and not the “Heavy Charion”
rule as indicared

Pg 96 Indian Army List. The points value of the Elephamt
Mount upgrade is prohibitive at 90 points and should be
30 poins. This should properdy apply to all Elephant
mounted commanders.,

Pg 118 Hun Army List. The points value of the ally
Cavalry is given at 80 but should be 70 for an Unreliable
unit {a <10 modifier is normally applied for such troops
and I sce no reason not o apply it here).

Pg 135 Cavalry - Paragraph Aboput Camels. Although it
is claimed that 10 points are deducted for Camel wnits
in fact they are usoally costed the same as equivalent
cavalry, ie, (G0 prs for light camelry

Pg 96 INDIAN HEAVY CHARIOTS

As several enthusiasts of the ancient Indian army have kindly pointed out, it was somewhat remiss to include only
light two-horse chariots as pan of the original Indian list in Warmaster Ancients (p96). Larger four-horse (or more)
chariots are certainly arested by ancient authors including Curtius and Megasthenes — whilst the Arthashastra makes
mention of a variety of carts, wagons, chariots and wheeled vehicles of different sizes (not necessarily all military).
Whilst we didn't have space 1o completely revise the Indian list in this volume, the following additional entry takes
into account the use of heavy chariots in these armies.

Troop Type

Chariors 4 15 4 b - 3 =% 135 5

Attack Hange Hits Armour Command Unit Size MinMax  Points Note

Heavy Chariots

SPECIAL RULES
*fn Heavy Charions

Heavy Chariots. Large chariots drawn by four or more animals with multiple crew, some armed with 2 mixture of
bows, favelins, swords and shields.
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Lete Roweans defend apainst a ravaging Hunnic AFTRLY

These e enemies are well wratched with plenty of powerfol cavalry and, n the case of v Rericins
The Huns are o wiostly sionsted force and thele meain strengtd ic their abifity (o shivmisl en nursse
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Wilkifsr geweerally, Warniastor Ancient Armies are painted for mass effect, i@ {8 also posséible to puint Fiheem mindatrees to a bigh
stairadeird as these examples of Norman and Frankizh froops show
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Pl Griffin podoted up these Arab miniatures avd mounted then on g sconic base
As v can soe, Pawd went “over and abore” and added bow sivings o the arcbers?
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MANUFACTURERS

B Warmasier Ancients game was inspircd by the visual spectacle

oof massed units of model warmiors hauling on the tabletop. In
redent years, many manufacturers have added 10mm-12mm sieed
miodels o their manges alongside the more common larger sizes
usually associared wich tabletop wasgaming. These mnges have been
substantially expanded since the publication of the original
Warmaster Ancients game, with the promise of mone o come in the
fture. Sculpiors have risen w the challenge, and the genesal
standard of design has blossomed o previoush unimaginable levels,
Whilst an individual 10mm high may never have quite the singular
appeal of his luger brethren, as 3 mass these mindare ECms scouine
an awesinspining quality of teeir own

This i a list of manufacerers of 10ma-12mm scale Ancient andd
Early Medieval models mopether with 2 few notes on (e s
offcred. Al the manufacturers have thelr own web sies, which will
na doubt, have up o the minure informarion on ranges and prices

The Imllowing three manufciurers are prodominaely featured
througheut this baook and have Been kind enough w supply ws with
sample models and help prepare painted exzmples for photography

Magister Miligum
ww Magistermilitum.com

The Magester Militum range continues 1o grow almass day-by-day and
it is well worth checking our the web site for 2 full st The models
are moulded as individual pieces and troopers stand 10mm-1 1nm
an averdge. The range includes some cracking gencral and
commarnder mosdels that are nothing short of Hele s terpeoes!

Ol Glory
worn Oldglonminiamires. com, www Oldgloryuk com in the UK

Ol Glory Grand Scale mesdels are 10mm-12mm - shighth chunkier
in style - cleanly sculpted and nice o paint. Mast infantry arc
momleled in serips 25mm wide — these can be et and rezssembled
with 2 lidle effort ro fill out 2 40mm seip should youu wish goe o s,
kirmish and lighter troops are moulded on paired bases thas can be
casily sepasated. Cavalry are moulded imdividlually — soeme with
separite horse and rider. Note thae some meosdels have hands tha
redquine drilling for wire spears, Old Glory also hias some nice looking
buildings and fortifications of their web site

steve Barber Models
wivwesharbermodels. clara, net

Steve's 10mm range includes Romans, Germans, Numidians, and
Sumeriins = all nicely sculpied and well peopartioned, Modebs an:
individually moubded with o variery of poses. Sive s comparable o
the Magisier Militum range

The following companies have additicnal prochects feamared
manufaciure sitable cunges:

Fendraken

wwrwy Pendrken cooulk

O of the oldest esmblished manufcturers of 10mm mod
Pendraken has recently expanded ies manges and adided so

tempting army deals, The company's web site is well worth check
for recent releases

Irreguilar
www Irregularmdndageres. co.uk

Long established 10mm manufomrer with some MOFe LS
ranges such as medieval Chinese and Arabs.

AlIM (Armibes In Minlature)
www Mintligs. com

he AIM mange is sold by Tom Dyve's Games Figures Incorpaorate:
GFI — Mindfigs in the USA. Chick out the web site for Tom's accm
of his plans for developing the rmange, some nice pics of his Gree
and details on ranges and army deals

Kallistr

vy Kallistra, oo ik

No Ancienes ar time of writing but nive Hundred Years War range
JR Miminrres

WO O A e, e

A rangee of Tihonm buildings and walls

Tiinecast
wwws e csimodels ook

A range of buildings covening near eastern and southern Euigvpee:
subjects in 12mmeitmm and Gmm - nice trescs poxs,

Woesdland Scenics

wwlwoeslandseenics com

Well known manufacturers of model rallway seenics including son

VETY [}]L‘J\in}& preess ddeal foe M 2mm {eqquaies 4o M EALge)

Baccus
woaw, baccustimm, com

Fete Berry stubbornly makes anly Gom models but e meakes a
awful log and does iv awfully well = if vou want the wltimate masse
look then Baccus offers a lacge and growing range. The Bacous we
site is worth checking out for general information on small seal
mkeiling amd painting which ts as applicable o 10mm as to Gmm
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WARMASITER

ANCIENT ARMIES

Wiarmaster Ancient Armics is 2 supplement to the
Warmaster Ancients rule set for ancient wargames. It
includes 20 new armics for the Warmaster Ancients
game, a camprchcn:iw section on fighting campaigns,
and additional new and amended rules of play.

The armies covered by this book are: Early Egypt
the Old and Middle Kingdoms. Sumer and Akkad,
The Peloponnesian War, The Scleucids - Successors

to Asia, Celtiberian - The War of Fire, The Judean
Revolt, Late Republican Roman, Meroe, Numidian,
Palmyra, Sarmatians. The Arabs - The Conquest of
Islam. Arthurian British, Bulgars, The Carolingian
Franks, Celtic Ireland. The Rus. Thematic Byzantine,

Visigoths, and (Qin China.

The rules for CAMPatgns describe a Icrritur}' based
campaign game suitable for towrnament, club or
casual wse. Included are tables for generating
territories typical of the ancieat world. ntrigues
'_GIJ(h as ﬂpiﬂf]iﬂt i[!fl lmh.i!i!illil'_'ﬂ'i, events ".‘-"l.l-l:ll a5
civil uprisings and rampaging barbarians, bonuses for
individual units of troops, and upgr::dcs
for commanders.
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