
Aggression (Dicing).....................................................18
Aggression Factor.........................................................18
Aiding Shooter...............................................................34
Ally......................................................................................14

Unreliable...............................................................14
Ally General.....................................................................14
Ambush (Stratagem)...................................................17
AP (Army Points)..........................................................12
Army Baggage Command...........................................14

PIP.............................................................................26
Army Points (AP)..........................................................12
Arrival

by Impressed Shipping.....................................31
Delayed Command..............................................31
Flank Marching....................................................31

Artillery
Troop Type...............................................................8
Shooting..................................................................34

Auxilia (Troop Type)......................................................8
Average PIP.....................................................................14
Baggage

Army Baggage Command.................................14
Troop Type...............................................................9
Morale Equivalents.............................................43

Basing................................................................................13
Battle ield Edge (Overlaps).......................................35
Betrayal (Stratagem)...................................................15
Blades (Troop Type).......................................................7
Boats (Troop Type).........................................................9
Boundary (Terrain).....................................................19
Bows (Troop Type).........................................................7
Brilliant General............................................................15
Brilliant Stroke...............................................................15

Double PIP Score.................................................26
Change PIP Allocation.......................................14
Close Combat Bonus..........................................37

Broken Command.........................................................43
BUA.....................................................................................19
C-in-C.................................................................................14
Camelry (Troop Type)...................................................6
Cavalry (Troop Type).....................................................5
Changing Deployment (Stratagem).......................16
Changing Formation....................................................29

Climate..............................................................................24
Cold...........................................................................24
Cool...........................................................................24
Dry............................................................................24
Tropical...................................................................24
Warm.......................................................................24

Close Combat..................................................................35
Combat Factors....................................................36
Flank Edge.............................................................35
Grading Factors....................................................37
Moving into............................................................33
Outcome..................................................................38
Overlaps..................................................................35
Rear Edge...............................................................35
Rear Support.........................................................36
Tactical Factors....................................................37

Cold (Climate)................................................................24
Column into Line...........................................................29
Combat Factors..............................................................36
Combat Outcome...........................................................38

Destroyed Elements...........................................40
Fleeing Elements.................................................41
Pursuing Elements.............................................42
Pushed-Back Elements.....................................41
Recoiling Elements.............................................40
Repulsed Elements.............................................41
Routed Elements.................................................41
Spent Elements....................................................40

Command
Broken.....................................................................43
Command Baggage................................................9
Disheartened.........................................................43
Shattered................................................................43

Commander-in-Chief...................................................14
Commands.......................................................................14
Concealed Command (Stratagem).........................17
Cool (Climate)................................................................24
Costs (per element).....................................................12
Dawn (Visibility)...........................................................23
Defeat.................................................................................43
Defender...........................................................................18

Facing.......................................................................18
Delayed Command.......................................................22

Arrival......................................................................31
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Delaying Battle (Stratagem).....................................17
Deployment.....................................................................22
Destroyed Elements.....................................................40
Dicing

for Aggression......................................................18
for PIP......................................................................26

Dif icult Going................................................................19
Direction (Shooting)....................................................34
Disembarking.................................................................10
Disguised Troops (Stratagem).................................16
Disheartened Command............................................43
Dismounting / Mounting...........................................10
Distances (Movement)................................................29
Distant Combat..............................................................34

Aiding Shooter......................................................34
Pressing Forward................................................40
Targets.....................................................................34

Double Basing................................................................13
Movement..............................................................13

Dry (Climate)..................................................................24
Dusk (Visibility)............................................................23
Dust Storm (Weather Effect)....................................25
Element

Costs.........................................................................12
Morale Equivalent...............................................42

Elephants (Troop Type)................................................4
Embarking.......................................................................10
Encamped at Night.......................................................23
End of Game....................................................................43
"End of the World "(Overlaps).................................35
Exaggerating Army Size (Stratagem)....................16
Expanding from Column............................................29
Expendables (Troop Type)..........................................4
Facing (Invader/Defender).......................................18
False Reinforcements (Stratagem).........................16
Feigned Flight (Stratagem).......................................17
First Bound......................................................................26
First Deployment..........................................................22
First Movement..............................................................26
Fixed Obstacles..............................................................11
Flank Attack (Stratagem)...........................................16
Flank Edge (Close Combat).......................................35
Flank Marching..............................................................22

Arrival......................................................................31

Fleeing Elements...........................................................41
Fog (Weather Effect)....................................................25
Foot (Troop Types).........................................................4
Formation (changing).................................................29
Forti ications..................................................................11

Permanent.............................................................11
Storming.................................................................42
Temporary.............................................................11

Galleys (Troop Type)......................................................9
Gap (Moving through).................................................32
General..............................................................................14

Ally............................................................................14
Brilliant...................................................................15
C-in-C.......................................................................14
Inert..........................................................................15
Subordinate...........................................................14

Going (Dif icult, Rough, Good).................................19
Good Going......................................................................19
Grading Factors..............................................................37
Group.................................................................................28
Group Move.....................................................................28
Guides (Stratagem)......................................................15
Halts...................................................................................31
Hidden Obstacles (Stratagem).................................16
Hills....................................................................................19

Visibility..................................................................25
Hordes (Troop Type).....................................................8
Impetuous Troops........................................................30
Impressed Shipping (Arrival)..................................31
Inert General...................................................................15
Initial Deployment........................................................22
Interpenetrating Friends...........................................32
Invader..............................................................................18

Facing.......................................................................18
Irregular General..........................................................14
Knights (Troop Type).....................................................5
Light Horse (Troop Type)............................................6
Light Troops......................................................................4
Line into Column...........................................................29
Line Up

in Close Combat...................................................33
in Threat Zone......................................................33

Lost Elements.................................................................42
Lost General (PIP Dicing)..........................................26
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March Move.....................................................................28
Distance..................................................................29

Marching..........................................................................28
ME (Morale Equivalents)...........................................42
Mist (Weather Effect)..................................................25
Moon..................................................................................23
Morale Equivalents.......................................................42

Baggage...................................................................43
Mounted (Troop Types)................................................4
Mounted Infantry..........................................................10
Mounting / Dismounting...........................................10
Movement

Distances................................................................29
in Threat Zone......................................................32
into Close Combat...............................................33
March Move...........................................................29
Single Element......................................................28
Tactical Move........................................................29
Turn (180°)...........................................................29
while Shooting......................................................34

Mud (Weather Effect)..................................................25
Naval (Troop Types).......................................................4
Night...................................................................................23
Night Attack....................................................................23
Obstacles

Hidden.....................................................................16
Portable...................................................................11

Order of Battle................................................................18
Outcome (Close Combat)...........................................38
Overcast (Weather Effect).........................................25
Overlaps............................................................................35
Paces.....................................................................................3
Passing through Friends............................................32
Penalty Points.................................................................43
Permanent Forti ications...........................................11

Storming.................................................................42
Pikes (Troop Type).........................................................6
PIP

Allocation...............................................................14
Army Baggage Command.................................26
Averaging................................................................14
Dicing.......................................................................26
Expenditures.........................................................27

Pivot...................................................................................28

Player Initiative Points
Allocation...............................................................14
Averaging................................................................14
Dicing.......................................................................26
Expenditures.........................................................27

Portable Obstacles........................................................11
Pressing Forward (Distant Combat).....................40
Primary Shooter............................................................34
Psiloi (Troop Type).........................................................8
Pursuing Elements.......................................................42
Pushed-Back Elements...............................................41
Rain (Weather Effect)..................................................25
Range (Shooting)..........................................................34
Rear Edge (Close Combat).........................................35
Rear Support...................................................................36
Recoiling Elements.......................................................40
Regular General.............................................................14
Removed Elements.......................................................42
Repulsed Elements.......................................................41
Rivers.................................................................................20
Roads.................................................................................19
Rough Going....................................................................19
Routed Elements...........................................................41
Scales....................................................................................3
Scouting (Stratagem)...................................................15
Seasons.............................................................................18
Sequence of Play............................................................26
Shaken Elements

affecting Combat..................................................37
affecting PIP..........................................................27
Result of Disheartened Command................43

Shattered Command....................................................43
PIP Dicing...............................................................26

Ships (Troop Type).........................................................9
Shooter

Aiding.......................................................................34
Primary...................................................................34

Shooting............................................................................34
Pressing forward.................................................40
Target.......................................................................34
while Moving.........................................................34
Direction.................................................................34
Edge..........................................................................34
Ranges.....................................................................34
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Shot (Troop Type)...........................................................8
Single Element (Movement).....................................28
Skirmishers (Troop Type)............................................4
Snow (Weather Effect)................................................25
Spears (Troop Type)......................................................6
Spent Elements..............................................................40
Spontaneous Advance.................................................30
Storming Forti ications...............................................42
Stratagem.........................................................................15

Ambush...................................................................17
Betrayal...................................................................15
Changing Deployment.......................................16
Concealed Command..........................................17
Delaying Battle.....................................................17
Disguised Troops.................................................16
Exaggerating Army Size....................................16
False Reinforcements.........................................16
Feigned Flight........................................................17
Flank Attack...........................................................16
Guides......................................................................15
Hidden Obstacles.................................................16
Scouting...................................................................15
Unusual Troops....................................................17

Subordinate General....................................................14
Sunrise..............................................................................23
Sunset................................................................................23
Swimming (crossing Rivers)....................................20
Table.....................................................................................3
Table Edge (Overlaps).................................................35
Tactical Factors..............................................................37
Tactical Move..................................................................28

Distance..................................................................29
Target (Shooting)..........................................................34

Temporary Forti ications...........................................11
Storming.................................................................42

Terrain
Choosing.................................................................21
Generate..................................................................21
Placing.....................................................................21
Types........................................................................19
Water........................................................................20

Thirst (Weather Effect)..............................................25
Threat Zone (TZ)...........................................................32

Line Up....................................................................33
Time (of Day/Night)....................................................23
Train (Troop Types).......................................................4
Tropical (Climate).........................................................24
Turn (180° / 90°)..........................................................28

Movement after 180°-Turn..............................29
TZ (Threat Zone)...........................................................32
Unreliable Ally................................................................14
Unusual Troops (Stratagem)....................................17
Victory...............................................................................43
Visibility............................................................................25

Dawn........................................................................25
Dusk..........................................................................25
Hills...........................................................................25
Night.........................................................................25

Wading (crossing Rivers)...........................................20
War Wagons (Troop Type)..........................................9
Warband (Troop Type).................................................7
Warm (Climate).............................................................24
Water.................................................................................20
Weather............................................................................24

Changes...................................................................25
Effects......................................................................25

Wheel.................................................................................28
Wind (Weather Effect)................................................25
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