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Concept Page Section 
“TuG a SuG” see “Move a SuG with a TuG” - - 
Active player 77 8 
Active player 89 9.1 A.1 
Active player, definition 212 Appendix 2 
African, charging and charge responses 206 Appendix 1 10
African, contacted by enemy 206 Appendix 1 10
African, converting  206 Appendix 1 10
African, shooting effect 206 Appendix 1 10
African, variable move distance 206 Appendix 1 10
Aligning 135 9.5 B 
Aligning 135 9.5 B 3 
Aligning, always optional 135 9.5 B 2 
Aligning, definition 212 Appendix 2 
Aligning, displacing friendly SuGs 136 9.5 B 5.3 
Aligning, displacing friendly TuGs 136 9.5 B 5.4 
Aligning, distance 135 9.5 B 5.1 
Aligning, flank/rear contact 136 9.5 B 6 
Aligning, no rearrangement of formation 135 9.5 B 5.2 
Aligning, out of contact 137 9.5 B 7 
Aligning, side edge frontal contact 137 9.5 B 8 
Aligning, start of fighting phase 87 8 
Aligning, start of movement phase 86 8 
Aligning, turn sequence 135 9.5 B 4 
Allied command 94 9.1 E.2.1 
Allied command, definition 212 Appendix 2 
Allied general 94 9.1 E.2.2 
Allied general, all UGs lost Missing 
Allied general, cards in 1st turn  81 8 
Allied general, cards in 1st turn  95 9.1 E.4 
Allied general, cards in 1st turn, desertion 95 9.1 E.4.2 
Allied general, cards in 1st turn, Hesitant allied command 95 9.1 E.4.1 
Allied general, fighting in front rank,  94 9.1 E.2.4 
Allied general, killed, KaB test  94 9.1 E.2.3 
Ally general 90 9.1 B.2 
Ambush cards, allocation to a command 69 7 C 
Ambush cards, deployment 69 7 C 
Ambushes 92 9.1 C.3 
Ambushes, artillery 184 9.11 C.4 
Ambushes, battlewagons 184 9.11 B.8 
Ambushes, definition 212 Appendix 2 
Ambushes, elephants 182 9.11 A.2 
Armoured horse, cannot run away or skirmish 126 9.4 J.1.2 
Army break 78 8 
Army break, flank marches 179 9.10 A.2.4 
Army break, sacked camp 165 9.7 A.3 
Army commander, definition 212 Appendix 2 
Army commander, flank march 179 9.10 A.2.2 
Army commander, floating 91 9.1 B.6.1 
Army commander, gifting 91 9.1 B.6.1 
Army commander, gifting 91 9.1 B.6.2 
Army commander, leading troops directly 91 9.1 B.7 
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Army commander, leading troops directly 91 9.1 B.6.2 
Army marker, moving 64 7 C 
Army marker, placing 63 7 C 
Artillery, arc of fire 185 9.11 C.6 
Artillery, cannot flank march 179 9.10 A.2.2 
Artillery, charges,  119 9.4 E.4th bullet
Artillery, combined 184 9.11 C.1 
Artillery, deployment 184 9.11 C.2 
Artillery, deployment order 69 7 C 
Artillery, KaB tests 185 9.11 C.7 
Artillery, M15 move (artillery) 101 9.3 B.3.3 
Artillery, overhead fire 185 9.11 C.7 
Artillery, permitted moves 184 9.11 C.3 
Artillery, pursuit moves 167 9.7 C.5.1 
Artillery, shooting overhead 158 9.6 F.2 
Artillery, slowing effect of fire 160 9.6 H.3 
Artillery, slowing effect of fire 184 9.11 C.5 
Artillery, standalone 184 9.11 C.1 
Barricades, charges 119 9.4 E.4th bullet
Barricades, combat claims 210 Appendix 1 19
Barricades, cover 210 Appendix 1 19
Barricades, definition 213 Appendix 2 
Barricades, deployment order 69 7 C 
Barricades, deployment order 209 Appendix 1 19
Barricades, deployment. 209 Appendix 1 19
Barricades, enemy mounted dismounting 185 9.11 I.1 
Barricades, measurement 209 Appendix 1 19
Barricades, moving through 209 Appendix 1 19
Barricades, no supporting files n/a Clarifications 
Barricades, pursuit moves 167 9.7 C.5.1 
Barricades, re-defending 210 Appendix 1 19
Barricades, Run Away or Skirmish moves 126 9.4 J.1.1 
Barricades, SuGs 210 Appendix 1 19
Barricades, undefended 210 Appendix 1 19
Battlewagon, invalid moves 184 9.11 C.4 
Battlewagon, invalid moves 184 9.11 B.8 
Battlewagons, barricades 183 9.11 B.6 
Battlewagons, cannot flank march 179 9.10 A.2.2 
Battlewagons, cannot run away or skirmish 126 9.4 J.1.2 
Battlewagons, charges 119 9.4 E.4th bullet
Battlewagons, columns 183 9.11 B.4 
Battlewagons, combat 183 9.11 B.6 
Battlewagons, deployment order 69 7 C 
Battlewagons, enemy mounted dismounting 185 9.11 I.1 
Battlewagons, flank and rear charges 184 9.11 B.7 
Battlewagons, forced charge exceptions 117 9.4 B.3.4th bullet
Battlewagons, formation 183 9.11 B.2 
Battlewagons, formation 183 9.11 B.3 
Battlewagons, KaB tests 184 9.11 B.9 
Battlewagons, pursuit moves  167 9.7 C.5.1 
Battlewagons, shooting 183 9.11 B.5 
Block charge, prompting through fire 161 9.6 H.5.2nd bullet
Block charge, slowing effect of fire 161 9.6 H.5.1st bullet
Block move  105 9.3 E.5.1st bullet
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Block move 105 9.3 E.5.2nd bullet
Block move 106 9.3 E.5.3.1.2nd bullet
Block move 106 9.3 E.5.3.1.2nd bullet
Block move 124 9.4 I.7.3rd bullet
Block move, artillery 105 9.3 E.5.5th bullet
Block move, C2 action (charge)  118 9.4 D.2 
Block move, C3 action (hold)  118 9.4 D.2 
Block move, cards 106 9.3 E.5.1 
Block move, Cavalry, Camelry, Chariots, Skirmish infantry 105 9.3 E.5.4th bullet
Block move, definition 213 Appendix 2 
Block move, emplacing stakes 209 Appendix 1 18
Block move, generals 106 9.3 E.5.3 
Block move, generals card upgrade 106 9.3 E.5.1.3rd bullet
Block move, Infantry, Elephants, Battlewagons 105 9.3 E.5.3rd bullet
Block move, laying caltrops 208 Appendix 1 17
Block move, MF1 moves, MF2 moves, recovering wounds 105 9.3 E.5 
Block move, move a SuG with a TuG, size of block, 106 9.3 E.5.3.1st bullet
Block move, prompted actions after skirmish or run away 129 9.4 J.6.4 
Block move, size of block, generals quality 106 9.3 E.5.2 
Break off move 79 8 
Break off move  145 9.5 H 
Break off move 213 Appendix 2 
Break off move, fighting in more than one direction 150 9.5 K.1.5 
Break off move, fleet of foot 211 Appendix 1 22
Break point, army 78 8 
Break point, SuG 78 8 
Break point, TuG 78 8 
Broken, break points 164 9.7 A.2 
Broken, definition 213 Appendix 2 
Broken, in combat 152 9.5 L 
Broken, in combat 165 9.7 A.4 
Broken, shooting 165 9.7 A.4 
C1 move, turn sequence 83 8 
C4 move, (Countercharging and intercepting) 124 9.4 I.7.2nd bullet
Caltrops 208 Appendix 1 17
Caltrops, block moves 208 Appendix 1 17
Caltrops, elephants n/a Clarifications 
Caltrops, laying 208 Appendix 1 17
Caltrops, reclaiming 209 Appendix 1 17
Camelry, charge combat 185 9.11 E.1 
Camelry, definition 213 Appendix 2 
Camelry, mounted infantry on camels - Clarification 
Camelry, terrain 185 9.11 E.1 
Camp, army break point 172 9.9 A.3 
Camp, cannot flank march 179 9.10 A.2.2 
Camp, Close Proximity Zone 172 9.9 A.6 
Camp, combat 175 9.9 E 
Camp, combat 175 9.9 E.4.1 
Camp, combat 175 9.9 E.4.3 
Camp, commands 172 9.9 A.2 
Camp, definition 213 Appendix 2 
Camp, deployment  174 9.9 D.3 
Camp, deployment 174 9.9 D.4 
Camp, deployment in terrain 174 9.9 D.5 
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Camp, deployment order 69 7 C 
Camp, deployment order,  174 9.9 D.2 
Camp, deployment quantity 174 9.9 D.2 
Camp, deployment,  174 9.9 D.1 
Camp, double moves 172 9.9 A.3 
Camp, flexible 173 9.9 B.1.4 
Camp, footprint 172 9.9 A.7 
Camp, movement distance,  174 9.9 C 
Camp, moving a mobile camp 174 9.9 C 
Camp, no camp 173 9.9 B.1.5 
Camp, pursuit 175 9.9 E.3 
Camp, quality 173 9.9 B.2 
Camp, recovering wounds 172 9.9 A.3 
Camp, recovering wounds 175 9.9 E.4.4 
Camp, sacked 172 9.9 A.3 
Camp, shooting at 172 9.9 A.5 
Cantabrian, charges 206 Appendix 1 9 
Cantabrian, converting 206 Appendix 1 9 
Cantabrian, Run Away or Skirmish moves 206 Appendix 1 9 
Cantabrian, shooting effect 206 Appendix 1 9 
Cantabrian, variable move distance 206 Appendix 1 9 
Card deck, passing over at end of turn 77 8 
Cards, definition 213 Appendix 2 
Cards, retention of at end of turn 89 9.1 A.5 
Charge combat, definition 213 Appendix 2 
Charge combat, outcomes, turn sequence 85 8 
Charge combat, turn sequence 85 8 
Charge moves, contacted by flank or rear charges 132 9.4 L.4 
Charge moves, Orb 208 Appendix 1 16
Charge moves, press forward 131 9.4 L.3 
Charge Only n/a Clarifications 
Charge path, shooting at chargers 130 9.4 K 
Charge, altering direction of charge 120 9.4 F.1.1 
Charge, altering direction of charge 132 9.4 L.5 
Charge, Artillery 184 9.11 C.4 
Charge, battlewagons 184 9.11 B.8 
Charge, block move prompting through fire 119 9.4 E.7th bullet
Charge, declaration 116 9.4 A.1 
Charge, declaring, turn sequence 83 8 
Charge, definition 213 Appendix 2 
Charge, direction 118 9.4 E 
Charge, dismountable 211 Appendix 1 21
Charge, finishing off move 119 9.4 E.5th bullet
Charge, flexible mounted TuGs in skirmish formation 186 9.11 J.4 
Charge, forced Charge not held, turn sequence 83 8 
Charge, holding forced Charge, turn sequence 83 8 
Charge, part of a UG  119 9.4 E.6th bullet
Charge, passing friends 119 9.4 E.8th bullet
Charge, path of charge 120 9.4 G 
Charge, press forward 120 9.4 F.1.3 
Charge, prompting through fire 120 9.4 F.1.2 
Charge, slowing effect of fire 120 9.4 F.1.2 
Charge, TuG contacting enemy SuG 84 8 SP2.6 6.4 
Charge, turn sequence 84 8 
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Charge, turn sequence 118 9.4 E 
Charge, visibility of target  116 9.4 A.2 
Charge, wheeling 81 8 
Charge, when in combat 81 8 
Charging lancers, cannot run away or skirmish 126 9.4 J.1.2 
Charging lancers, pursuit moves 167 9.7 C.5.2 
Charging lancers, Shatter 204 Appendix 1 4 
Close proximity zone 113 9.3 J 
Close proximity zone 113 9.3 J.1 
Close proximity zone 113 9.3 J.2 
Close proximity zone 113 9.3 J.2 
Close proximity zone 113 9.3 J.3.1 
Close proximity zone 113 9.3 J.3.2 
Close proximity zone 113 9.3 J.3.3 
Coloured cards, definition 77 8 
Coloured cards, definition 89 9.1 A.3 
Coloured cards, definition 214 Appendix 2 
Combat Shy 204 Appendix 1 2 
Combat, aligning 135 9.5 B 
Combat, camelry 185 9.11 E.1 
Combat, casualty removal 143 9.5 G 
Combat, choice of, turn sequence 85 8 
Combat, choosing the order of combats 143 9.5 F 
Combat, claims 139 9.5 D 
Combat, claims cancellation n/a Clarifications 
Combat, definition 214 Appendix 2 
Combat, edge or corner contact 141 9.5 E 1 
Combat, effect of terrain 152 9.5 M 
Combat, fighting by files 134 9.5 A 
Combat, file choice of, turn sequence 85 8 
Combat, files and bases with multiple enemies 141 9.5 E 1 
Combat, files and bases with multiple enemies 141 9.5 E 3 
Combat, files and bases with multiple enemies 141 9.5 E 4 
Combat, flexible infantry TuGs 186 9.11 K.3 
Combat, flexible mounted TuGs in skirmish formation 186 9.11 J.11 
Combat, moves when in combat  145 9.5 H 
Combat, results 138 9.5 C 
Combat, supporting files in combat 146 9.5 I 
Combat, UG breaking 78 8 
Combat, UG formation 79 8 
Combat, UG formation 98 9.2 B.1 
Command 92 9.1 C.1 
Command 92 9.1 C.3 
Command deck, composition of  89 9.1 A.2 
Command deck, possession of 89 9.1 A.1 
Command range, generals 108 9.3 F.1st bullet 
Command, all UGs lost 92 9.1 C.5 
Command, declaration 69 7 C 
Command, definition 214 Appendix 2 
Contribution, definition n/a Clarifications 
Countercharge 124 9.4 I.3 
Countercharge 124 9.4 I.4 
Countercharge 124 9.4 I.5 
Countercharge 124 9.4 I.7.1st bullet
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Countercharge 124 9.4 I.7.5th bullet
Countercharge 124 9.4 I.7.5th bullet
Countercharge 124 9.4 I.7.6th bullet
Countercharge 124 9.4 I.7.6th bullet
Countercharge, artillery 184 9.11 C.4 
Countercharge, battlewagons 184 9.11 B.8 
Countercharge, block moves 124 9.4 I.7.3rd bullet
Countercharge, definition 214 Appendix 2 
Countercharge, dismountable 211 Appendix 1 21
Countercharge, Shoot & charge 207 Appendix 1 12
Countercharge, turn sequence 83 8 
Deployment, % deployed in each batch 69 7 C 
Deployment, ambush cards 69 7 C 
Deployment, defining troops 92 9.1 C.4 
Deployment, order 69 7 C 
Deployment, zones 69 7 C 
Desertion 95 9.1 E.4.2 
Desertion, definition 215 Appendix 2 
Desertion, KaB tests 215 Appendix 2 
Destroyed UG 166 9.7 B.8 
Devastating chargers, cannot run away or skirmish 126 9.4 J.1.2 
Devastating chargers, combat claims 204 Appendix 1 3 
Devastating chargers, forced charges 204 Appendix 1 3 
Devastating chargers, pursuit 204 Appendix 1 3 
Devastating chargers, pursuit moves 167 9.7 C.5.2 
Devastating chargers, Shatter 204 Appendix 1 3 
Directly ahead, definition 215 Appendix 2 
Discard, definition 215 Appendix 2 
Dismountable 211 Appendix 1 21
Dismountable 211 Appendix 1 21
Dismountable 211 Appendix 1 21
Dismountable, camel mounted infantry n/a Clarifications 
Dismountable, deployment 210 Appendix 1 21
Dismountable, dismounting 210 Appendix 1 21
Dismounting, barricades 185 9.11 I.1 
Dismounting, battlewagons 185 9.11 I.1 
Dismounting, fortified camp 185 9.11 I.1 
Dismounting, obstacles 185 9.11 I.1 
Dispersion, definition 215 Appendix 2 
Displacing friendly SuGs n/a Clarifications 
Displacing friendly SUGs 80 8 
Displacing friendly SuGs 114 9.3 K.1.1 
Displacing friendly SuGs 114 9.3 K.1.2 
Elephants, ambushes 182 9.11 A.2 
Elephants, attacking fortified camp 175 9.9 E.2 
Elephants, block moves 182 9.11 A.1 
Elephants, caltrops n/a Clarifications 
Elephants, cannot flank march 179 9.10 A.2.2 
Elephants, cannot run away or skirmish 126 9.4 J.1.2 
Elephants, Cv/Cm/Ch melee expert  204 Appendix 1 1 
Elephants, flank marches 182 9.11 A.2 
Elephants, foot melee expert 204 Appendix 1 1 
Elephants, KaB tests 183 9.11 A.8 
Elephants, routing 183 9.11 A.9 
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Elephants, shatter  147 9.5 J.2 
Elephants, shatter 182 9.11 A.3 
Elephants, shooting depth 183 9.11 A.7 
Elephants, shove 182 9.11 A.5 
End of game, time limit 78 8 
Engaged bases, definition 215 Appendix 2 
Engaging in Melee when already in contact.  132 9.4 M.2 
Expendables 205 Appendix 1 7 
Expendables 205 Appendix 1 7 
Expendables, deployment order 69 7 C 
Expendables, foot melee expert 204 Appendix 1 1 
F1 move option to control pursuit  167 9.7 C.5.3 
Fanatic 205 Appendix 1 8 
Fanatic 205 Appendix 1 8 
Feigned flight 207 Appendix 1 13
Feigned flight 207 Appendix 1 13
Fighting in more than one Direction 150 9.5 K 
Fighting in more than one Direction, break off moves 150 9.5 K.1.5 
Fighting quality 43 5 
File, definition 215 Appendix 2 
Firearms, slowing effect of fire 160 9.6 H.3 
Firearms, slowing effect of fire 185 9.11 D.1 
Flank charges 121 9.4 H.2 
Flank charges 121 9.4 H.3 
Flank charges, battlewagons 184 9.11 B.7 
Flank charges, Keils 211 Appendix 1 23
Flank march 178 9.10 A.2.1 
Flank march 178 9.10 A.2.1 
Flank march 179 9.10 A.2.2 
Flank march, artillery 184 9.11 C.4 
Flank march, battlewagons 184 9.11 B.8 
Flank march, cards 81 8 
Flank march, definition 215 Appendix 2 
Flank march, deployment decision 69 7 C 
Flank march, elephants 182 9.11 A.2 
Flank march, flexible mounted TuGs in skirmish formation 186 9.11 J.9 
Flank march, Hesitant allied command 95 9.1 E.6 
Flank sectors, flexible mounted TuGs in skirmish formation 186 9.11 J.1 
Flank/rear, definition 215 Appendix 2 
Fleet of foot 211 Appendix 1 22
Flexible infantry TuGs 186 9.11 K.1 
Flexible infantry TuGs 186 9.11 K.3 
Flexible mounted TuGs in skirmish formation 186 9.11 J.1 
Flexible mounted TuGs in skirmish formation 186 9.11 J.10 
Flexible mounted TuGs in skirmish formation 186 9.11 J.11 
Flexible mounted TuGs in skirmish formation 186 9.11 J.2 
Flexible mounted TuGs in skirmish formation 186 9.11 J.3 
Flexible mounted TuGs in skirmish formation 186 9.11 J.4 
Flexible mounted TuGs in skirmish formation 186 9.11 J.5 
Flexible mounted TuGs in skirmish formation 186 9.11 J.6 
Flexible mounted TuGs in skirmish formation 186 9.11 J.7 
Flexible mounted TuGs in skirmish formation 186 9.11 J.8 
Flexible mounted TuGs in skirmish formation 186 9.11 J.9 
Flexible TuGs 52 5 
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Flexible TuGs, definition 216 Appendix 2 
Forced charge exceptions 117 9.4 B.3 
Forced charge exceptions 117 9.4 B.3.3rd bullet
Forced charge exceptions 117 9.4 B.3.4th bullet
Forced charge, Feigned flight 207 Appendix 1 13
Forced charges 117 9.4 B.2.1st bullet
Forced charges 117 9.4 B.2.2nd bullet
Forced charges 117 9.4 B.2.3rd bullet
Forced charges, block moves 118 9.4 D.3 
Forced charges, definition 216 Appendix 1 
Forced charges, exceptions 117 9.4 B.3.2nd bullet
Forced charges, part of a UG  119 9.4 E.6th bullet
Forced charges, passing through friends 120 9.4 F.2 
Forced charges, passing through friends 120 9.4 F.2.1 
Forced charges, passing through friends 120 9.4 F.2.2 
Forced charges, passing through friends 120 9.4 F.2.3 
Forced charges, passing through friends 120 9.4 F.2.3 
Forced charges, stopped using C3 action 116 9.4 B.1 
Forced charges, turn sequence 119 9.4 E.9th bullet
Forced charges. exceptions 117 9.4 B.3.1st bullet
Fortified camp, combat 175 9.9 E.2 
Fortified camp, combat 175 9.9 E.4.2 
Fortified camp, enemy mounted dismounting 185 9.11 I.1 
Free charges 118 9.4 C.1.1st bullet
Free charges 118 9.4 C.1.2nd bullet
Free charges 118 9.4 C.1.3rd bullet
Free charges, block moves 118 9.4 D.3 
Free charges, definition 216 Appendix 2 
Frontal combat, definition 216 Appendix 2 
General 40 5 
General 91 9.1 B.9 
General 92 9.1 D.1.1 
General, card allowance 90 9.1 B.5 
General, card numbers 79 8 
General, card numbers 81 8 
General, card upgrade 105 9.3 D.4.1 
General, classification of 90 9.1 B.3 
General, command range 91 9.1 B.8 
General, contacted by enemy 79 8 
General, contacted by friends 79 8 
General, definition 216 Appendix 2 
General, fighting 92 9.1 D.1.2 
General, fighting 92 9.1 C.5 
General, fighting in front rank n/a Clarification 
General, fighting in front rank  94 9.1 E.2.4 
General, gifting cards 81 8 
General, gifting cards 91 9.1 B.6 
General, killed 93 9.1 D.2.1st bullet
General, killed 93 9.1 D.2.2nd bullet
General, killed, prompting actions 93 9.1 D.2.5th bullet
General, location of 78 8 
General, movement 79 8 
General, movement distance 101 Table 
General, movement, turn sequence 83 8 
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General, number in army 90 9.1 B.1 
General, number limits by quality 90 9.1 B.4 
General, quality 90 9.1 B.4 
General, refreshing cards 81 8 
General, replacement 93 9.1 D.2.3rd bullet
General, replacement 93 9.1 D.2.4th bullet
General, replacement 93 9.1 D.2.4th bullet
General, upgrading colour card 79 8 
General, wounded 93 9.1 D.3.1st bullet
General, wounded 93 9.1 D.3.3rd bullet
Gifting, definition 216 Appendix 2 
Hesitant allied command 95 9.1 E.4.1 
Hesitant allied command, actions 95 9.1 E.5 
Hesitant allied command, attacked 95 9.1 E.4.1 
Hesitant allied command, cannot shoot in Shooting Phase 155 9.6 C.3.5th bullet
Hesitant allied command, combat 95 9.1 E.5.1 
Hesitant allied command, desertion 95 9.1 E.4.2 
Hesitant allied command, Skirmish or Run Away moves 95 9.1 E.5.2 
Hesitant allied general, cards 81 8 
Hesitant, definition 216 Appendix 2 
Integral Shooters 207 Appendix 1 11
Integral Shooters 207 Appendix 1 11
Intercept 124 9.4 I.3 
Intercept 124 9.4 I.4 
Intercept 124 9.4 I.6 
Intercept  124 9.4 I.7.1st bullet
Intercept 124 9.4 I.7.5th bullet
Intercept 124 9.4 I.7.5th bullet
Intercept 124 9.4 I.7.6th bullet
Intercept 124 9.4 I.7.6th bullet
Intercept, artillery 184 9.11 C.4 
Intercept, battlewagons 184 9.11 B.8 
Intercept, block moves 124 9.4 I.7.3rd bullet
Intercept, definition 216 Appendix 2 
Intercept, dismountable 211 Appendix 1 21
Intercept, Shoot & charge 207 Appendix 1 12
Intercept, turn sequence 83 8 
Invader, definition 217 Appendix 2 
Invading and defending roll 60 7 A 
Invading and defending roll 62 7 B.1 
KaB tests 92 9.1 D.1.1 
KaB tests 92 9.1 D.1.2 
KaB tests 93 9.1 D.2.1st bullet
KaB tests, artillery 185 9.11 C.7 
KaB tests, battlewagons 184 9.11 B.9 
KaB tests, desertion 215 Appendix 2 
KaB tests, elephants 183 9.11 A.8 
KaB tests, elephants routing 183 9.11 A.9 
KaB tests, end of phase tests on UGs 170 9.8 B.5 
KaB tests, flexible mounted TuGs in skirmish formation 186 9.11 J.10 
KaB tests, forced charges passing through friends 120 9.4 F.2.2 
KaB tests, immediate tests on generals 170 9.8 B.4 
KaB tests, immediate tests on UGs 170 9.8 B.3 
KaB tests, range measured from 165 9.7 A.5 
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KaB tests, sacked camp 170 9.8 B.6 
KaB tests, sacked camp 172 9.9 A.4 
KaB tests, sacked camp 176 9.9 F.3 
KaB tests, testing a general 171 9.8 B.8 
KaB tests, testing a UG 171 9.8 B.7 
Keil, deployment 211 Appendix 1 23
Keil, flank charges 211 Appendix 1 23
Long Spear, cavalry, camelry or chariot melee expert 204 Appendix 1 1 
M1 move 97 9.2 A.3 
M1 move (redress), flexible infantry TuGs 186 9.11 K.1 
M11 move (Turn 90o with move) 103 Table 
M14 move (double move), slowing effect of fire 161 9.6 H.6.1st bullet
M14 moves (double moves) 172 9.9 A.3 
M2 move (directly ahead), artillery 184 9.11 C.3 
M3 move (Advance with wheel) 102 Table 
M3 move (Advance with wheel) 103 Table 
M3 move (Advance with wheel), artillery 184 9.11 C.3 
M4 move (Advance with double wheel) 102 Table 
M5 move (Full ahead with Shift)  109 9.3 G.1.1 
M5 move (Full ahead with Shift)  109 9.3 G.1.2 
M5 move (Full ahead with Shift)  109 9.3 G.1.3 
M5 move (Full ahead with shift) 161 9.6 H.6.3rd bullet
M5 move Full ahead with shift), Universal ½ BW shift 109 9.3 G.2 
M9 move (turn 90 or 180) 97 9.2 A.4 
M9 move (turn 90 or 180), artillery 184 9.11 C.3 

Melee combat outcomes, turn sequence 87 8 
Melee combat, definition 217 Appendix 2 
Melee combat, turn sequence 87 8 
Melee expert 204 Appendix 1 1 
MF1 move 79 8 
MF1 move 98 9.2 B.1.1 
MF1 move 98 9.2 B.1.1.1st bullet
MF1 move 98 9.2 B.1.1.2nd bullet
MF1 move  145 9.5 H 
MF2 move 79 8 
MF2 move 98 9.2 B.1.1 
MF2 move  145 9.5 H 
Missile focused 154 9.6 A.2 
Missile focused 207 Appendix 1 11
Missile focused foot, pursuit moves 167 9.7 C.5.4 
Missile weaponry 48 5 
Mixed UGs 52 5 
Mixed UGs, movement distance 100 9.3 A.5 
Mounted polearms, Shatter 204 Appendix 1 4 
Move a SuG with a TuG 104 9.3 C 
Move a SuG with a TuG 104 9.3 C.4.1 
Move a SuG with a TuG 104 9.3 C.4.2 
Move a SuG with a TUG 104 9.3 C.4.3 
Move a SuG with a TuG, Artillery 104 9.3 C 
Move a SuG with a TuG, definition 219 Appendix 2 
Move a SuG with a TuG, flexible mounted TuGs in skirmish 
formation 

186 9.11 J.8 

Movement distance, flexible mounted TuGs in skirmish formation 186 9.11 J.2 
Movement distance, mixed UG 100 9.3 A.3 
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Movement distance, terrain 100 9.3 A.3 
Movement, after pursuit in earlier phase n/a Clarification 
Movement, after pursuit in earlier phase 80 8 
Obstacles 210 Appendix 1 20
Obstacles, charges 119 9.4 E.4th bullet
Obstacles, combat claims 210 Appendix 1 20
Obstacles, deployment order 210 Appendix 1 20
Obstacles, enemy mounted dismounting 185 9.11 I.1 
Obstacles, measurement 210 Appendix 1 20
Obstacles, moving through 210 Appendix 1 20
Obstacles, no supporting files n/a Clarifications 
Obstacles, pursuit moves 167 9.7 C.5.1 
Obstacles, re-defending 210 Appendix 1 20
Obstacles, Skirmish moves  126 9.4 J.1.1 
Obstacles, SuGs 210 Appendix 1 20
Obstacles, undefended 210 Appendix 1 20
Orb, ceasing 208 Appendix 1 16
Orb, charge moves 208 Appendix 1 16
Orb, Combat 208 Appendix 1 16
Orb, forming 208 Appendix 1 16
Orb, movement 208 Appendix 1 16
Orb, pursuit moves 208 Appendix 1 16
Orb, supporting files 208 Appendix 1 16
Out of combat, definition 217 Appendix 2 
Out of command, Cards 108 9.3 F 
Out of command, Command range 108 9.3 F.1st bullet 
Out of command, General fighting 108 9.3 F.3rd bullet
Out of command, Professional general 108 9.3 F.4th bullet
Out of command, Replacement general, 108 9.3 F.2nd bullet
Passing through friends 109 9.3 H.1 
Passing through friends 109 9.3 H.3.1 
Passing through friends 109 9.3 H.3.4 
Passing through friends 110 9.3 H.5.1 
Passing through friends 110 9.3 H.5.2 
Passing through friends, 110 9.3 H.5.3 
Passing through friends, burst through friends 110 9.3 H.6.1 
Passing through friends, burst through friends, 110 9.3 H.6.2 
Passing through friends, camps 109 9.3 H.2 
Passing through friends, definition 217 Appendix 2 
Passing through friends, foot SUGs 81 8 
Passing through friends, forced charger 111 9.3 H.6.4 
Passing through friends, forced charger 111 9.3 H.6.4 
Passing through friends, outcome move 110 9.3 H.4.2 
Passing through friends, outcome move 110 9.3 H.4.3 
Passing through friends, outcome move 110 9.3 H.4.4 
Passing through friends, outcome move, Universal ½ BW shift 110 9.3 H.4.1 
Passing through friends, routers 111 9.3 H.6.3 
Passing, consecutive passes end sub-phase 77 8 
Passing, one pass in sub-phase 77 8 
Passing, two passes in sub-phase 77 8 
Path of charge 120 9.4 G 
Pavise 207 Appendix 1 14
Pavise 207 Appendix 1 14
Pavise 207 Appendix 1 14
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Concept Page Section 
PBS map cards 59 7 
PBS map cards, number of 62 7 B.3 
PBS, table 60 7 A 
Pike, Cv/Cm/Ch melee expert  204 Appendix 1 1 
Pre-battle system 58 7 
Press forward, definition 218 Appendix 2 
Prompt through fire, Shield cover 208 Appendix 1 15
Prompt through fire, Shoot & charge 207 Appendix 1 12
Prompted action, alternating 77 8 
Prompted action, definition 218 Appendix 2 
Prompted action, flexible mounted TuGs in skirmish formation 186 9.11 J.7 
Prompted action, number in turn 80 8 
Prompted action, table 82 8 
Prompted action, turn sequence 86 8 
Prompting 91 9.1 B.9 
Prompting actions 101 9.3 B.1 
Prompting actions 101 9.3 B.2 
Prompting through fire 81 8 
Prompting through fire 160 9.6 H.4 
Prompting through fire, block charges 119 9.4 E.7th bullet
Prompting through fire, block charges 161 9.6 H.5.2nd bullet
Prompting through fire, charges 120 9.4 F.1.2 
Prompting through fire, definition 218 Appendix 2 
Pursuit, artillery 184 9.11 C.4 
Pursuit, battlewagons 184 9.11 B.8 
Pursuit, battlewagons, artillery, troops behind barricades or obstacles, 167 9.7 C.5.1 
Pursuit, charged n/a Clarifications 
Pursuit, contacting enemy 167 9.7 C.9.1 
Pursuit, contacting enemy 167 9.7 C.9.2 
Pursuit, definition 218 Appendix 2 
Pursuit, direction 167 9.7 C.6.2 
Pursuit, dispersion of enemy SuGs 167 9.7 C.5.6 
Pursuit, enemy reaction 167 9.7 C.8 
Pursuit, F1 move option to control pursuit 167 9.7 C.5.3 
Pursuit, fighting as supporting files only 167 9.7 C.3 
Pursuit, fighting destroyed opponents 167 9.7 C.4 
Pursuit, fighting enemy to front 167 9.7 C.2 
Pursuit, fresh enemy cannot shoot 167 9.7 C.8 
Pursuit, in combat 167 9.7 C.1 
Pursuit, legal formation 167 9.7 C.6.1 
Pursuit, meeting enemy 167 9.7 C.7.2 
Pursuit, meeting friends 167 9.7 C.7.1 
Pursuit, meeting table edge 167 9.7 C.7.3 
Pursuit, missile focused foot 167 9.7 C.5.4 
Pursuit, Orb 208 Appendix 1 16
Pursuit, pursuing mounted or chariots 167 9.7 C.5.5 
Pursuit, terrain 167 9.7 C.7.4 
Pursuit, troops with Charging Lancers, Devastating Chargers 167 9.7 C.5.2 
Pursuit, universal ½ BW shift 167 9.7 C.7.1 
Pushing back enemy SuGs 80 8 
Pushing back enemy SuGs 111 9.3 I.1. A 
Pushing back enemy SuGs 111 9.3 I.1. B 
Pushing back enemy SuGs 111 9.3 I.3 
Pushing back enemy SuGs 111 9.3 I.3.1 
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Pushing back enemy SuGs 111 9.3 I.3.2.1st bullet
Pushing back enemy SuGs 111 9.3 I.3.2.2nd bullet
Pushing back enemy SuGs 113 9.3 I.5 
Pushing back enemy SuGs 113 9.3 I.6 
Pushing back enemy SuGs, passing through friends 113 9.3 I.4 
Pushing back SuGs, flexible mounted TuGs in skirmish formation 186 9.11 J.4 
Rear charges, battlewagons 184 9.11 B.7 
Recover wounds, camps 172 9.9 A.3 
Recover wounds, definition 218 Appendix 2 
Recover wounds, general within 4BW 171 9.8 C.2 
Recover wounds, turn sequence 87 8 
Reforming 80 8 
Reforming 98 9.2 C.1 
Reforming 98 9.2 C.3 
Reforming, pursuit  98 9.2 C.2 
Replacement general, turn sequence 86 8 
Replacement general, turn sequence 87 8 
Routs 165 9.7 B.3 
Routs, definition 218 Appendix 2 
Routs, direction 166 9.7 B.4.2 
Routs, meeting enemy UGs 166 9.7 B.7 
Routs, meeting friendly SuGs 166 9.7 B.7 
Routs, meeting friendly TuGs 166 9.7 B.6 
Routs, order of 165 9.7 B.1 
Routs, universal ½ BW shift 166 9.7 B.5 
Routs, variable move distance 166 9.7 B.4 
Run Away move 126 9.4J.1.1 
Run Away move, artillery 184 9.11 C.4 
Run Away move, Barricades or Obstacles 126 9.4 J.1.1 
Run Away move, battlewagons 184 9.11 B.8 
Run Away move, block moves 129 9.4 J.6.4 
Run Away move, definition 218 Appendix 2 
Run Away move, direction 128 9.4 J.4 
Run Away move, direction facing 128 9.4 J.5.1 
Run Away move, dismountable 211 Appendix 1 21
Run Away move, flexible mounted TuGs in skirmish formation 186 9.11 J.5 
Run Away move, infantry TuG unable to run away 126 9.4 J.1.2 
Run Away move, missile focused Cv/Cm/Ch can run away. 126 9.4 J.1.3 
Run Away move, movement distance 127 9.4 J.2.3 
Run Away move, non-missile focused Cv/Cm/Ch unable to run away 126 9.4 J.1.2 
Run Away move, prompted actions permitted 128 9.4 J.6 
Run Away move, shooting 128 9.4 J.5.3 
Run Away move, shooting effect 127 9.4 J.2.1 
Run Away move, SuG charged by SuG 126 9.4 J.1.4 
Run Away move, SUG declared charge 126 9.4 J.1.1 
Run Away move, SuG in terrain 126 9.4 J.1.1 
Run Away move, table edge 129 9.4 J.7 
Run Away move, turn sequence 84 8 
Run Away move, turn sequence 128 9.4 J.3 
Run Away move, UGs forbidden to run away 126 9.4 J.1.2 
Sacked camp 176 9.9 F 
Sacked camp, definition 218 Appendix 2 
Sacked camp, KaB tests 172 9.9 A.4 
Sacked camp, KaB tests 176 9.9 F.3 
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Sacked camp, KaB tests 176 9.9 F.4 
Sacked camp, KaB tests, turn sequence 87 8 
Scouting cards 59 7 
Scouting, calculation 68 7 C 
Scouting, number of cards drawn 68 7 C  
Secure flank 66 7 C 
Shatter 147 9.5 J 
Shatter 147 9.5 J.2 
Shatter 204 Appendix 1 4 
Shatter, Charging Lancers 204 Appendix 1 4 
Shatter, definition 2019 Appendix 2 
Shatter, elephants 182 9.11 A.4 
Shatter, exceptions 204 Appendix 1 4 
Shatter, Mounted Polearms 204 Appendix 1 4 
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shield cover 208 Appendix 1 15
Shieldwall 147 9.5 J 
Shieldwall 148 9.5 J.4 
Shieldwall, definition 219 Appendix 2 
Shieldwall, effect 205 Appendix 1 6 
Shieldwall, effect on Cv/Cm/Ch melee expert 204 Appendix 1 1 
Shieldwall, effect on Cv/Cm/Ch melee expert 205 Appendix 1 6 
Shieldwall, ineligible to claim if charging 205 Appendix 1 6 
Shieldwall, requirement to be 2+ deep 205 Appendix 1 6 
Shoot & charge 207 Appendix 1 12
Shoot & charge 207 Appendix 1 12
Shoot & charge 207 Appendix 1 12
Shoot & charge 207 Appendix 1 12
Shoot & charge, chargers broken n/a Clarification 
Shooting outcomes, turn sequence 86 8 
Shooting, arc 156 9.6 D.1 
Shooting, arc of fire 185 9.11 C.6 
Shooting, at chargers 130 9.4 K 
Shooting, camps 172 9.9 A.5 
Shooting, casualty removal 162 9.6 I 
Shooting, charge only shooters 155 9.6 C.3 
Shooting, cover from terrain 156 9.6 D.4 
Shooting, depth 157 9.6 E.1 
Shooting, depth 158 9.6 E.3 
Shooting, depth 183 9.11 A.7 
Shooting, determining dice 158 9.6 G 
Shooting, eligibility 155 9.6 C.3.1st bullet
Shooting, eligibility 155 9.6 C.3.2nd bullet
Shooting, eligibility 155 9.6 C.3.3rd bullet
Shooting, eligibility  155 9.6 C.3.4th bullet
Shooting, eligibility 155 9.6 C.3.5th bullet
Shooting, eligibility in shooting phase  155 9.6 B.3 
Shooting, grade 154 9.6 A.1 
Shooting, higher ground 158 9.6 F.3 
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Shooting, obstructed 156 9.6 D.2 
Shooting, optional 155 9.6 C.4 
Shooting, overhead 158 9.6 F.1 
Shooting, overhead 158 9.6 F.2 
Shooting, overhead fire 185 9.11 C.7 
Shooting, range 157 9.6 E.1 
Shooting, range 158 9.6 E.2 
Shooting, results 159 9.6 G.3 
Shooting, S result inflicting a wound 159 9.6 G.6 
Shooting, shoot & charge, turn sequence 83 8 
Shooting, simultaneous 159 9.6 G.5 
Shooting, skill 43 5 
Shooting, slowing effect of artillery and firearms 160 9.6 H.3 
Shooting, slowing effect of fire 159 9.6 G.4 
Shooting, slowing effect of fire 160 9.6 H 
Shooting, target base  156 9.6 D.3 
Shooting, target priority and choice 156 9.6 D.5 
Shooting, target priority and choice  156 9.6 D.6 
Shooting, target UG breaking 78 8 
Shooting, turn sequence 86 8 
Shooting, visibility  155 9.6 C.2 
Shove 147 9.5 J 
Shove 148 9.5 J.3 
Shove 205 Appendix 1 5 
Shove 205 Appendix 1 5 
Shove 205 Appendix 1 5 
Shove, definition 219 Appendix 2 
Shove, elephants 182 9.11 A.5 
Skirmish move 126 9.4 J.1.1 
Skirmish move 126 9.4J.1.1 
Skirmish move  126 9.4 J.1.2 
Skirmish move 126 9.4 J.1.2 
Skirmish move 126 9.4 J.1.2 
Skirmish move 126 9.4 J.1.3 
Skirmish move 126 9.4 J.1.4 
Skirmish move 127 9.4 J.2.2 
Skirmish move 127 9.4 J.2.3 
Skirmish move 128 9.4 J.6 
Skirmish move 128 9.4 J.5.2 
Skirmish move 128 9.4 J.5.3 
Skirmish move, Artillery 184 9.11 C.4 
Skirmish move, Barricades or Obstacles 126 9.4 J.1.1 
Skirmish move, battlewagons 184 9.11 B.8 
Skirmish move, block moves   129 9.4 J.6.4 
Skirmish move, definition 219 Appendix 2 
Skirmish move, direction 128 9.4 J.4 
Skirmish move, dismountable 211 Appendix 1 21
Skirmish move, flexible mounted TuGs in skirmish formation 186 9.11 J.5 
Skirmish move, SUG declared charge 126 9.4 J.1.1 
Skirmish move, table edge 129 9.4 J.7 
Skirmish move, turn sequence 84 8 
Skirmish move, turn sequence 128 9.4 J.3 
Slowing effect of fire, artillery 184 9.11 C.5 
Slowing effect of fire, block charge 161 9.6 H.5.1st bullet
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Slowing effect of fire, charges 120 9.4 F.1.2 
Slowing effect of fire, countercharges 124 9.4 I.4 
Slowing effect of fire, countercharges 124 9.4 I.7.5th bullet
Slowing effect of fire, definition 219 Appendix 2 
Slowing effect of fire, distance limits 161 9.6 H.6.2nd bullet
Slowing effect of fire, firearms 185 9.11 D.1 
Slowing effect of fire, intercepts 124 9.4 I.4 
Slowing effect of fire, intercepts 124 9.4 I.7.5th bullet
Slowing effect of fire, M14 double move 161 9.6 H.6.1st bullet
Slowing effect of fire, M5 move 161 9.6 H.6.3rd bullet
Special characteristics 50 5 
Stakes 209 Appendix 1 18
Stakes, block moves 209 Appendix 1 18
Stakes, emplacing 209 Appendix 1 18
Stakes, reclaiming 209 Appendix 1 18
Standing to receive, definition 219 Appendix 2 
Strategic intercept 62 7 B.2 
Strategic intercept 63 7 C 
SUGs, charged after declaring a charge 126 9.4 J.1.1 
SuGs, charged by SuGs  126 9.4 J.1.4 
SuGs, finishing off move 119 9.4 E.5th bullet
Supporting file, eligibility 146 9.5 I.3 
Supporting file, Orb 208 Appendix 1 16
Supporting files 146 9.5 I.4 
Supporting files, claims 146 9.5 I.5 
Terrain pieces, compulsory 66 7 C 
Terrain pieces, optional 67 7 C 
Terrain, adjustment 67 7 C 
Terrain, affected by, definition 212 Appendix 2 
Terrain, badly affected by, definition 212 Appendix 2 
Terrain, camelry 185 9.11 E.1 
Terrain, effect on combat 152 9.5 M 
Terrain, placement 66 7 C 
Terrain, Run Away or Skirmish moves.  126 9.4 J.1.1 
Terrain, sectors 66 7 C 
Terrain, setting up 66 7 C 
Terrain, shooting cover 156 9.6 D.4 
Terrain, table 70 7 C 
Territory type, determining 62 7 B.4 
Territory type, determining 62 7 B.5 
Territory type, placing army marker 63 7 C 
Territory type, terrain restricted to 66 7 C 
Territory types 58 7 
Troop armour 49 5 
Troop classification 41 5 
Troop formation 45 5 
Troop training 44 5 
Troop type 42 5 
Troop weaponry 47 5 
Troop, declaration 69 7 C 
Turn sequence, charges 118 9.4 E 
Turn sequence, choosing the order of combats 143 9.5 F 
Turn sequence, forced charges 119 9.4 E.9th bullet
Turn Sequence, moving chargers 131 9.4 L 
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Turn Sequence, Run Away or Skirmish moves 128 9.4 J.3 
Turn sequence, table 74 8 
UG fighting enemy fighting in two or more directions, pursuit 165 9.7 B.2 
UG formation, in combat 79 8 
UG formation, in combat 98 9.2 B.1 
UG formation, not in combat 80 8 
UG formation, not in combat 96 9.2 A.2 
UG with enemy in two or more directions, breaking 165 9.7 B.2 
Uncoloured cards 77 8 
Uncoloured cards 89 9.1 A.3 
Universal ½ BW shift 80 8 
Universal ½ BW shift, charge to get passed friends 119 9.4 E.8th bullet
Universal ½ BW shift, countercharges and intercepts 124 9.4 I.7.7th bullet
Universal ½ BW shift, definition 220 Appendix 2 
Universal ½ BW shift, passing through friends 110 9.3 H.4.1 
Universal ½ BW shift, pursuit moves 167 9.7 C.7.1 
Universal ½ BW shift, rout moves 166 9.7 B.5 
Variable move distance 114 9.3 L 
Within, definition 220 Appendix 2 
Wound, definition 220 Appendix 2 

 


