Suleiman the Magnificent Clarification and Q&A
Revised 10-12-04

(1) 2.2.5 Shock Defense Rating states that a unit's rating is used "when attacking" or defending...delete the attacking notation since SDR is used only in defense. 

(2) 3.2.4 ZOC Effects states that an out of command unit can't leave a ZOC...add that it may not also move adjacent to an enemy unit (per 12.2.1). 

(3) 5.3.1 Seize Procedure states in the example that the roll is higher than Bali's "Command" Rating...change to his Activation Rating. 

(4) 7.3.1 Mounted Archers states that Akincis can pay +1 MP to leave a ZOC that they have entered in the same turn...add that this still does not allow them to move from one ZOC to another (represents their hit-and-run ability). 

(5) 7.3.2 A. Archers states under Return Fire archers may simultaneously engage the phasing firing unit...add that this applies against each enemy unit that does so (per 7.4), just like Reaction Fire. 

(6) 7.5.3 is listed for both Artillery Fire and also for Artillery in Shock Combat...change the later to 7.5.4. 

(7) 8.3.1 Shock Modifiers Strength Advantage (subsection 1) and Weapons/Armor Comparison (subsection 6) are lumped together as the "Weapon System Matrix Strength Advantage" on the Shock/Charge DRM Summary chart...clarify that they are two different modifiers (one for number of units, the other for for the matrix). 

{8} 8.3.1 Leader Presence... add to subsection 5 that this modifier only applies to Hungarian HC (per the chart and 12.3). 

(9) 8.3.1 Weapons/Armor Comparison "Archer Infantry" are delineated on the chart but Musket Infantry is not...add a note to clarify that Musket Infantry attacks and defends as Levy Infantry. 

(10) Also, on the Matrix the 2nd postscript refers to Light Cavalry "Archers" may not Charge...delete the confusing "Archer" reference since no LC is allowed to charge (per 9.0). 

(11) 8.2 Retreat Before Shock Combat...add the word "solely" before "by dismounted units" in the first sentence (thus if attacked by both shocking cavalry and dismounted units, Cavalry cannot retreat before Shock). 

(12) 9.3 Charge Reluctance states only roll when Charging into the "frontal hex of Regular Infantry", but the Charge Reluctance Die Roll table states "any unit attempting to Charge"...change the table notation to "any unit attempting to Charge into the frontal hex of Regular Infantry". 

(13) 10.2.1 Trampling Friendlies states a retreating unit can go through "a friendly Archer unit"...Question: Does this apply to both mounted and dismounted Archer units (i.e., can archer infantry retreat through Akincis cavalry archer units)? 
Yes, units may retreat through both mounted and foot archer units per Case 10.2.1.

(14) 10.5 Continued Attack states that a continuing attacking unit must "charge (again)" which seemingly contradicts the last line in 9.3 that a Coninued Attack is resolved as a "regular Shock" (not a charge)...change 10.5 from "charge (again)" to "shock (again)". 

(15) 10.5 the -1 DRM for each continued attack isn't mentioned on the Shock/Charge DRM Summary table...add "-1 Each Continued Attack" to the table. 

(16)11.0.2 Rallying Retired units subsection 2 lists hexes "4210-4222" for rallied Ottomans that aren't on the map. 

(17) 12.1 states that Command Range can't be traced through an enemy unit or ZOC...Question: does the presence of a friendly unit negate ZOC to allow command to be traced (3.2.2 mentions "certain circumstances" and talks about movement and retreat before combat)?  

Yes, friendly units do negate enemy ZoC for purposes of tracing Command Range.

As you can see, the above are mostly nits hopefully useful to new players and also towards future titles using the same system (which I very much am looking forward to). 

Again, thanks to ATO for this fine game...
