Anodaoilovrac yix tov EloBoAéa kot Tov AUUVOHEVO

0 kaBévag pixvel Lapu: KOKKING/KITPINO/NPAZING/AEYKO yia |egendary/talented/competent/mediocre Siowntr otparou.
0 vt eniéyer av Ba elval eoBoréag i auuvouevog o vikntAg we skull uropel va enidééel strategic intercept. Ie wonadla éavapiyvouv.
TpafAkze Tov apiBud kaprwy yia to PBS dnwe daivetal and 1o army builder oag.
0 kabévag nailel v npwtn PBS kdpra. Av vikioel o eoBodéag, eméyel eidog mepoyi¢ and Tig EmAoyEg Tng Alotag Tou auuvopevoy aldiwe EmLAEYEL O QUUVOUEVOC.
Ie neplmwon strategic intercept, o emndéuevos TonoBetel Eva mOw yux T0 oTpaTd, GAMWC 0 OUUVOLEVOS.
To movt npénsz TIQVIQ va napapéveL 0§ EVa TETPAYWYO TOU XApTn LE 10 ELOS TNC MEPLOXC OV EXEL ETUAEYEL
~PGBJoN g meploxA TG wixnc . H EGENEN TwV Révie numw

Tavtéypova o kabévee nailel ula kApTe, UETAKWAOTE TO MOVL TOU 0T}
EnavahaBate 4 axoua dopéc yia va Bpeite Ty tehkd rorolecia udyng uetd and 5 uépec,

Av Bev EYETE QUPKETEC KAOTEC MPEMEL v NdTe ndoo kdnoee uépec (eoslc emhévete mowc), autd petpde gav MAYPH kdpora.

Mnopelte vt KpaTrAoETE TUYOV UNOAOLNEC KAPTEC TOU BV EXOUV MALXTEL yLa 10 outscouting - MEN avaxatéwete XPOLLONOLEVEC xaprec/dloxouc,
[ PuBuilovrac to é5adoc (Terrain)
Aodahi mheupd [Secure Flanks), {o xaBetoc afovag oto xéptn tou PBS) - ta otouela SEV Hnw' vt petaxvnBotv and tov avinao
KaBe nAeupikd deep water kaAUMTEL OAD TO MAGTOG TOU Tpan&oU Kat TonoBetelral and tov apuvoueve € 6BW* oto tpanéll (emouéviwe anohitws aodaAés TAEUpo).
AMwie toroBerrdare ebadn (ue Slaordoeis onws T Yroypewtika) anod autd nou avadepovtal ot rAeupd tou_PBS xdpty (mpéneL va emupénovial oto £i50¢ ¢ meEpioxnc).
MNuxvétnra ESadouc [Terain Density] (opiévriog akovac of the PBS Map) - ta otoyela unopotv av petaxkvnBoly and tov aveinako
Ta nepairépl oroyeia ebadiov npEneL va elvat and ta £idn nou enwpenoveas oto Eidoc Meptoyic nou enéxdnKe mponyoUUEVWC.

Eibog ESadoug Ynoypewnxd otoweia oo guvolo (xowd) MNpoawpeTika otoyeia yua tov kaBéva (ava naixm)
NoAd Nukve 2 Rough/Open Area xau 2 Difficult uExpL 3 onowabrinorte
Muxvo 1 Rough/Open Area xau 2 Difficult UEXpL 2 onowabrnote
Kavovixd 2 Rough/Open Area 1 Difficult UEXPL 2 onowabnnote
AVOLKTO 1 Rough/Open Area 1 Difficult uéxpl 1 {oxt Impassable)
Xwplc oroyela Tinota uexpl 1 [ox1 impassable)

0 auuvouevos ELAEYEL EVa UROYPEWTIKG OTOWED, UETd 0 EmTBENEVOS LEYPL v EmAeyBoly OAa.
Ta unoypewrnixa aroweia npénel va kahuntouy touhayiotov 6BW x 6BW™ ulviuouu kat va ywpolv péca os 108W x 108BW*
TonoBETAOTE 10 UMOXPEWTIKA oTOLYE(R EVRANIKTIXG apYilovTag W TOV auUVONEVD.
META, adol ta unoxpewtika ototyela éxouv ronoBetnBel, enavaraBare T Siabikacia yia ta npoaipeTika otolyEela.
Ta mpoaupenika crolyeia npenel va xaAuntouy touhaytotov 43W x 4BW* kat va xwpolv ce 8BW x 8BW*
TomoBétnan ANwv ESadwv (r.x. ox1 Aopadq MAeupika Iroeia)
To tpanéll éxel bUo mAsupikodc Toueic Twv 108BW* - to undAowro elva To kEvtpo.
Ta {dpia rorofétnong eivan D6 xat ta anoteAéopara AauBdvoveal navia and tn Sikr cag ontikn ywvia.
1/2 = apiotepog mAeupikog Topéag, 3/4 kevipds Touéac, 5/6 Selog mAsupikds ropéag: O nepirrol apiBuol npénsl va ayyilouv wa dxpn tpaneliol.
Kad tv apyr toroBétnon, GAa ta otoyela npénel va elval toukdyiotov 23W and orolodnnote £dagog extés notauol/axtig (Unopoly va eGAnTovTalL 08 autd).
Meta piyvete dé yia tov avtinaho nalktn mou uropel va kavel: a) Eaxigon orolgelov Ewg 6 BW pe 4+, ) ncgtog@n’ oTowElov ue 5+, y) gto.xig@ motElou UE 6. ‘
Avayvipion
ADQY éxet ronoBetnBel oMo to Edadoc, EAEYETE yla avayviipian.
Molpdote kapTEC WOTE vt EYETE T0 oUVOALKO aplBuo yia avayvisplon and to army builder oag (cuunep\auBavoveag 60£¢ Exete GUAGEEL).
Ou kdpreg afilouv éva % evog otparol: KOKKINH 40% tou otpatod, KITPINH 20%, NPAZINH 10%, oL urdhouneg 0.
TuyxplVETE TLC KAAUTEDEC 5 KAPTEC A AyOTEREC, @V N wia MAEUPA EXEL REPLOCOTERO % oTpaTov TOTE, N Ayotepn YavEL Ty avayvipion katd to % e Slagpopds.
Zwveg Avamtuéne
H Zuwn Avarruéng elvat £wg 26BW and Ty kevipun ypappn tou tpaneliol (6nd. propel va elvar ota 6BW).
Extoc av elval o aopadéc mAeupd N ot evédpa, wovo SuGs propoly va avantuyBouv evios Twy SBW ota dxpa twv mAEupWy Tou Tpaneliol.
Ta Srpardneba npénel va toroBetnBolv eviog 6BW and 1o kEvTpo Tou niow Axpou r QVAUESR O QUTO TO KEVIPO KL Eva aobahéc mAsupo.
H Awadikaoia tne Avamtuéne
‘v otpatg mou Exaoe katd v avayvwpion fexwvael va tonoBetel nplta to orparonedo tou, katomv UGS péxpl To % W 1o onolo £xaoe.
Av o raiktng éxet 1) UG we barricades/obstacles 2) artillery 1y 3) expendable, autd npénet va tonoBetntoly npw and ta undlowmta UG
KATONIN Ol natikreg ronoBetolv ambushes kat flank marches - xaw unopotv va tonoBetioouy ureppadayyilovres orparnyols oav umhoda.
0 otpardg mou ViXNoE oTnv avayvwpon avantuooeL TOtE To otpatonedo tou kal to (1o % tou atpatol Tou onwe avartuke o avrinaAog,
Av Sev viknoe xaveis otnv avayvwpion, o auuvopevos Eexvass va tonobetel 1o otparonedo tou ket ¥ and ta UG tou dnwe napandvw xat akohoudel o ewoboléas e to 4.
‘Enewa ot kabe nepimwon, TonoBetAote ava 1/3 uéxp va avantuyBoly oto tpanell oha ta UG.
0 auuvouevos tonoBetel toug otpatnyous, dnAwvovtag mota UG (cuunepaufavopévuy twy kaptwy ambush ) urayoveas otn Sioiknor touc, uetd o eobodéas.
‘Evac otpatnydc flank march napauéve: Sinha oto otpardnedo e wia xdpra flank march R/L xdtw and autdv us‘y)l v aduén tou.

Ito MAGNA * ta peyéBn Kat oL arooTAgEL MEWDVOVTaL Katd % pe otpoyyulonoinen npog Ta ndvw.

To PACTO bev yperdleral aMayég oe BW, kaBi to BW to (bio eival To pioo o¢ péyeBog ot oUykplon ue 10 MAXIMUS
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Territory
Types

Terrain

FTERRAIN FABLE

Open Area

Flat ground clear of any terrain

Description and Visibility
Depiction Restrictions

Cover

Special Rules

Can be placed to block enemy
terrain placement. Leave on table for]|
show or remove.

Hills

Mild slopes offering uphill
advantage

All visible within 2BW
over a ridge

Uphill Combat Claim if entirely on
slope and nearer centre/ridge than
opponent

Rocky
Ground

Flat ground with patches of rock

Elephants treat as Good Going

any

Brush

Substantial low shrubbery that
obstruct movement and inhibit
visibility

Infantry SuGs visible at 3
BW

Camels and Elephants treat as Good
Going

Ploughed
Fields

Open ground that has been
ploughed or planted

Elephants treat as Good Going

Tall Crops

Fields near harvest time with high
crops

Infantry visible at 3 BW

Elephants treat as Good Going

Village

Rural huts and buildings with
surrounding pens for livestock

Troops visible at 2 BW

Any bases shot at when fully
within; or any target shot at
from or through terrain

Boundaried
Fields

Fields that have hedges or walls
around them and are potentially
defensible

Infantry visible at 3 BW

After 800CE, any bases
defending the edge

Obstacles pre 800CE, or Barricades
from 800CE. A maximum of 1 per
pre-laid town or village.

Orchards

Organised and regular plantations
of fruit or olive trees with regular
spacings

Infantry visible at 3 BW

Any bases shot at when fully
within; or any target shot at
from or through terrain

Elephants treat as Rough

Vineyards

Rows of vines growing to tall
shrub heightin tight rows

Infantry visible at 3 BW

Any infantry if fully within

Elephants treat as Rough

Town

Stone developments with roads,
temples and squares

Troops visible at 1 BW

Any bases shot at when fully
within; or any target shot at
from or through terrain

Boundary can be defended from
inside as Barricades in Charge
Combat only

—

SCMF)

Woods

Natural woods with modest
density of trees and undergrowth

Troops visible at 2 BW

Any bases shot at when fully
within; or any target shot at
from or through terrain

SuGs can only shoot 2 ranks deep,
others 1 rank deep

JFPD

Gully

Significant depression in the
ground with easy slopes and a
flat and even bottom

All visible at 2BW from
outside; those inside can
see and shoot out.

Troops fighting in outer 1BW and
nearer edge of gully are uphill

CMFIJPD

Marsh

Boggy ground and pools of
standing water, including a
shallow oasis

SsCDmMP

Mountains

Steep and uneven slopes that are
difficult to move across

All visible within 2BW
over a ridge

Uphill Combat Claim if entirely on
slope and nearer centre/ridge than
opponent

SFIM

Forest

Densely packed woods with heavy
undergrowth.

Troops visible at 1 BW

from or through terrain

Any bases shot at when fully
within; or any target shot at or|

Troops may only shoot or fight 1
rank deep - so SuGs cannot shoot

Swamp

Very soft ground with deep
sections of water

UGs suffer a KaB if any bases in
them move.

Sandy
Ground

Large patches of soft and shifting
sand

Camels treat as Good Going

Wadi

Significant depression in the
ground with rocky and brushy
bottom

All visible at 2BW from
outside; those inside can
see and shoot out.

Troops fighting in outer 1BW and
nearer edge of gully are uphill

Sand Dunes

Desert slopes with soft shifting
sand, difficult to sustain footing
on slopes

All visible within 2BW
over a ridge

Camels treat as Good Going, no_
benefit for being uphill

As terrain
allowed

Terrained
Hills

Slopes of a single type of R or D
terrain allowed by the Temritory
Type

As terrain type on slopes
or within 2BW over a
ridge

As per terrain type on slope

Uphill Combat Claim if entirely on
slope and nearer centre/ridge than
opponent

MFJ

Impassable
Hills

Cliffs and steep edges unscalable
in battles

Blocks Line of Sight

Nothing may go even partially
within; may not go in centre (lost
on a3/4)

CMFJDand
secure flanks

Deep
Water

Uncrossable piece of water -
coastines, lakes, major rivers -
that are too deep to wade through

no visibility issues

TNOUTITTE T1Tay B0 SverT paruany
within; may not go in centre (lost
on a 3/4 roll); may be used as a

P

River

Deep or fast flowing waters

et oS ROUBN Wit an
additional -1BW
speed while even partly

Defended banks counts as
Barricades in Charge Combat gnly

Scenarios only

Streams

Easy waterflows that are relatively
simple to cross

treat as Difficult with an
additional -1BW speed
while even partly in

Colour Coding

G = Good Going

R = Rough

Special

D = Difficult

Territory Types

S=Standard/ C=Coastal/ D=Desert/ F=Forest/ J=Jun§Ie/ M=Mountains/ P=Plains
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1 BETTER = 1 side-to-side
2 BETTER = or 1 diagonal

S=Standard, P/D=Plains or Desert, M = Mountains, F/J = Forest or Jungle, C = Coastal. Can
move between top and bottom line.

3 BETTER = or 2 side-to-side
4 BETTER = or 2 diagonal




Kavoveg pe kaipd

0 eoBoAéag emthéyeL emoxn TIPLV Qo 10 ésapog
Zxop Kaipol Xewwwvag | Avoign/@Bwvénwpo

KaAokaipt

Pigte 2D6

2 B

+2

Pifte 2d6 oto Eekivnua yia to apyikd eldoc kapol - pe Suthég o katpdc elvat petaBAntoc.

Ttnv apyn kaBe ylpou, pikte RED + GREEN Idpt and BUO av eivat uerabAntoc.

Kokkiva skulls = aveBaivel to eldog kawpou, Green kevd = katefalvel to eldog katpol.

Xwowt

avwpdpeia bonus +3, dheg o. Sodéc unofpalouy ypwpa, opatdinra 4BW, ol eubeiswe Sownoswy oto pd

Npoocapuoouévo Eldog Neployri¢ dnou nailete
oKop Standard Plains Coastal |Mountains| Forest Jungle Desert
0 Xévi X1ovi Xiévi X1évi
Xwowt
1 Auvari Bpoyn | Auvard Bpoxi Auvard Bpox | AppoBuedra
Auvari Bpoxn Buvard Bpoxr
2 Lyavr) Bpoxn
Auvarr Bpoxr
3 Liyavi) Bpoxn
l:::uroi Iiyavr Bpoxn Iiyavr Bpoxn ii:umi Auvvaroi avepot
4 o Liyavi) Bpoxn =
c Auvvaroi Auvvaroi Auvvaroi
Qvepol Auvvaroi Qvepol Qvepol
6 avepol
KaAoxaupia
7 KaAoxaupia
8 KaAoxaupia
S KaAoxaupia Kahoxaupia | Kahoxaupia
Kahoxaipia Zéotn

AppoBisAia

dheg oL Bodds unopiBalouy ypawpa, opardmmra 2BW, oL epBéless dowrioewy oo pod

Avvarr Bpoxn

avupipeia bonus +3, oheg o Saléc unoffalouy ypwpa (ta dnda nugiudag Sev Ballowv), n kivnon uewwverar 2BW

Liyavn) Bpoxn

avwpdpeia bonus +2, dheg o. Sodéc unofpalouy ypwpa

Avuvaroi avepol

She oL Bodds nédpa and 2BW uncfudalouv xpwua

Zéotn

GAeC oL povadeg pe FArm (nelid i inid) modepoly we combot shy

Kavowvag

GAEC OL povadeg extds and ng unprotected nolspody we combol shy

Nuytepivog Aywvag

oL epBéleieg Soroswy 010 pod
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Mropei va yivel petakivnon petagt kopudaiag kat TeAevtaiag ypoapuns.

| Avoucs | Kavovsd | Nuvo | MTokd kv

S=Standard, P/D=Plains rj Desert, M = Mountains, F/J = Forest rj Jungle, C = Coastal.
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© Simon Hall

27/08/21



