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Ancient Wars Series Play Aid                            





Strategem Segment: receive markers = rating of supreme comd

Pillaging: both sides receive one marker.

Combat (battle, siege, revolt): Major victory !3; Minor victory !1.



Each leader may play stratagems = rating, per player turn. 



Stratagem�Marker�Counter?�Remarks��March�Military��Leader with moving force, treat N and S as M.��Forced March�Military��2nd roll on March Table, subject to /F.

May combine with March, using two chits.��Combat�Military�both may use�Add 3 to tac superiority roll, limit one per roll.��Attack from March�Military��Moving units (only) may Attack or Storm, and continue moving if battle won.��Interception�Military�Interceptors  may NOT be intercepted.�Play when enemy force enters hex adjacent to (non-besieged) leader.  Intercepted units must stop or use forced march to move on.��Withdrawal�Military�Subj to attack in new hex�Before battle, non-besieged cavalry/aux*/naval force moves one hex in any direction. *(see25.2)��Promotion�Military��One unit not recruited same turn, one level.��Recruiting�Political��Once per city/colony/port/tribal mob hex; once per leader if off-map. = One unit, or tribal group.��Tribute�Political�Same hex or mob centre same tribe�Tgt one unit or tribal mob centre in same hex (not fleets at sea).��Intelligence�Agent�Agent�House solitaire rule: place on en force, stays until countered or battle joined: -1 tac sup.  ��Assassinate�Agent�Agent/Guard unit�Face-up leader killed on “6”.��

Combat summary:



Determine Tactical Superiority and note terrain effects.



Round One: Missile.  Only missile armed units attack.  “G” Discipline table results = “P”.



Round Two: Assault.  All units attack, heavy infantry & heavy cavalry doubled.  G = F (disrupt)



Round Three: Pursuit.  All units attack, all cavalry doubled.  G = eliminated.



Determine victory:  	Opponent lost 2X strength points AND 25% total strength, or

			All opponents units are disrupted, and at least 50% own units are not.

			Major: loser lost 20 or more printed SPs.  Minor: 5 to 19.  

 

Gain/lose strategems, retreat loser.  Retreating forces may not move or attack again this turn.


