RAPHIA 217 B.C.

Rules edited and amended by Mike Smith, December 2000.

This represents my own variants integrated into the main body of rules. I have not highlighted the changes so you will have to read carefully …One of the main effects is to make the game more balanced, with a better chance for the Seleucids to win. I have also gone for a more historically limited setup, in the sense that you now have to deploy in historically plausible “blocks” of troops along your line. Where you place these blocks is still up to you, and a secret simultaneous deployment rule leads to tactical surprises.

2.
TURN SEQUENCE

Within each turn, the phase struc​ture determines which actions are per​formed by a player, and in what order. This phase structure is:

1.
Movement: The player may move any of his units which are capable of movement.

2.
Attack: The player may make attacks with his units, provided they are adjacent to enemy units and are capable of making attacks.

        3.  Rally: The player may attempt to rally units by making a morale check on all units which have previously routed and have not yet rallied.

To begin, players match dice to de​termine who moves first. Both roll one die and the higher result indicates the player who begins. If both roll the same number, repeat the process until a winner appears.

The player moving first completes one turn using the above turn sequence. His opponent then executes his turn in the same manner.

The game lasts 16 turns (8 turns for each player).

3.
STACKING
Unit counters are placed in the hexa​gons of the map and move from hexa​gon to hexagon during play. More than one counter may be placed in a specific hexagon, using a process called stacking. Specific restrictions apply to this pro​cess.

Stacks may be created only at the beginning of the game, before play has begun. Basically, only units with the same symbol may stack together (ex​ception: elephants and Cretans may stack together). A stack may not contain more than 5 units (plus leader).

Units may unstack; the units within a stack may break up into two or more stacks which then move and function se​parately. Such unstacking is voluntary, but restacking is not possible. When vol​untary unstacking occurs, any combina​tion of counters may go with any of the new stacks created.

Stacks are treated as cohesive units. The counters within the stack all main​tain the same facing, and the stack moves as a single entity. A stack moves with the movement factor of its slowest component unit.

Only the top unit in a stack may attack and defend; each additional unit in the stack adds one combat strength point in both the attack and defense.

Units may not change their position in a stack. Lower units in a stack are ex​posed as upper units are destroyed in combat.

For the purposes of morale, a stack of unrouted heavy infantry is treated as one unit; it rolls for morale only once. All other unit types are handled indivi​dually, regardless of stacking, when throwing for morale checks. (See the morale rule.)

Routing units may not finish a rout move stacked with another stack. Displace the routers one hex further to the rear if such a hex is the only one they could end their rout move in.

A leader counter (each side has one) may ignore stacking restric​tions. It may enter and leave a stack as desired. Leaders are used to add strength to com​bat and morale situations during play. A leader is always placed at the bottom of a stack. Leaders are eliminated if all the units they are stacked with are eliminated in combat.



4.
FACING



      Units are restricted in the direction in which they may face and in their ability to alter this facing.

Unrouted Heavy infantry has a front and flanks. See the facing diagram. Heavy infantry must always face towards a hex vertex; its spears must point towards the junction of two flat hex sides. The two hexes which are faced are called the unit’s front. The remaining four hexes are called the unit’s flanks. All other units (that is, all units except for heavy infantry) have no specific facing re​quirements, and all hexes adjacent to such units are considered to be front hexes. A unit in a front hex is consider​ed to be in front of that unit. All units in a stack must face the same direction. Routed units have no front hexes.

Heavy infantry may change its facing during movement, in lieu of actually moving. A heavy infantry stack may turn one hex vertex (60 degrees) or 180 degrees during the movement phase. The entire stack must turn together. If heavy infantry attempts to change facing while in a front hex of an enemy unit, the stack must first successfully make a morale check.

     Front hexes are the hexes into which units may exert their combat strength. They represent the locations which may be attacked by a stack. In many ways, a front hex is similar to a restricted zone of control. Units entering a front hex must stop and may be required to remain there.

5.
MOVEMENT

Each unit is marked with a move​ment factor. This factor indicates the number of movement points the unit has. Generally, a unit may move, in its turn, a number of hexes equal to or less than its movement factor. Thus, a unit with a movement factor of three could move through three hexes in its turn.

Stacks may not enter the hexes of other stacks – except when routing when they may move through friendly stacks. Leaders may always move into or through friendly stacks.

Heavy infantry may move only into hexes directly to its front. In order to turn, it may not move and must instead devote its entire movement phase to turning through 60 degrees (one vertex) or a whole 180 degrees. See the facing rule for complete details. All other units may move in any direc​tion or combination of directions.

While units may move up to their entire movement factor, they are not required to do so. Units entering the front hex of an unrouted enemy unit must stop immediately and may not move any far​ther in the phase (even if unexpended movement points remain).

A single unit beginning its turn in the front hex of an enemy unit may not move. A stack of two or more units which begins its turn in the front hex of an enemy unit can not move unless it leaves behind a “rear guard”. The bot​tom unit in the stack must remain in place, while the units above it in the stack may move on. Leaders starting the movement phase in an enemy front hex may leave even if alone.

Certain units can not attack certain other types of units (for example, caval​ry can not attack elephants). Units may not move adjacent to enemy units they may not attack, though such enemy units may move next to them. Cavalry may not move next to friendly elephants. 

Rout: A unit’s movement factor is also its required movement if it is routed. A unit, upon failing a morale check, must immediately move its full movement factor in a direction away from the enemy. Routers only move thereafter each time they fail a rally attempt.

6.
ATTACKS

Units may attack adjacent enemy units which are to the attacking units’ front.

The top unit in a stack may attack the top unit of an enemy stack. Each top unit has a combat strength equal to its combat factor plus one point for each additional unit in the stack, plus the factor of the leader unit (if it is pre​sent in the stack).  

When totalling combat strength, the attacking forces are quadrupled in strength if the defending unit (top coun​ter in the stack) is a routed unit. This is not in addition to the doubling modifier for attacking from the flank – it replaces it. Routed units are inverted to note their status.

Odds: The total combat strength of the attacking unit is compared, in ratio form, to the total combat strength of the defending unit, in the form of attacker:defender (such as 3:1, or 17:12, etc.). The attacker is always stated first. This ratio is the combat odds ratio, or odds, and must then be reduced to one of the odds ratios ex​pressed on the attack table. It may be necessary to round this ratio in order to make it conform; rounding is always done in favor of the defender.

For example, a heavy infantry unit (strength of 8) attacking an enemy heavy infan​try unit (strength of 4). Each adds one point to its strength for each additional unit in its stack (no leaders are present), giving odds of 11:5. This ratio is then rounded down to 2:1 to correspond to the odds on the attack table.

Die Roll Modifications: When the attack table is consulted, there may be die roll modifications (abbreviated DM) due to the types of units in combat. Such DMs indicate a number added to or subtracted from the die roll before the attack table is consulted for a specific combat result. The die modification table indicates these DMs.

     Before any attack may be made at odds of 1:2 or less, the attacking units must make a successful morale check (unless the attacker is a leader alone). 

     A stack which occupies the flank hex of an enemy stack is doubled in combat strength for the purposes of attacking that stack. If the raw odds, after doub​ling, are 1:2 or less, a morale check must be made by the attacker before the attack can be made.

The Attack Table: The attack table is now consulted. Two dice are rolled, and the numerical result is noted. If a DM is called for, it is applied. The result is then correlated to the table; the inter​section of the odds column and the modified die roll indicates a specific combat result.

There are three possible combat results:

No Effect: The attack has been in​conclusive or unsuccessful; no worth​while effect has taken place.

Morale Check: The force of the attack has visibly affected the defenders, and lesser quality troops will probably abandon the battlefield. The defending stack must undergo a morale check as defined in the morale rule.

Elimination: The defending unit has been destroyed as an effective fight​ing unit. The topmost unit in the de​fending stack is removed from play. The remainder of the defending stack must make a morale check.

      Details of Combat: Any number of attacks may be made in a turn, but no single unit may participate in more than one attack, nor may any single unit be forced to defend more than once in a turn. A defending unit which has added a strength point to a higher unit in a stack is not considered to have participated in com​bat and thus may be attacked later in the same Attack phase if the units above are eliminated or rout away – as long as the attacking stack is not the one that made the original attack . A stack may not attack more than one unit (stack) at one time. A group of more than one stack may not combine to attack other units. Attacks are never required.

      Advance After Combat: Immediately after each attack, units (a stack which made the attack) may advance into the hex which contained the defenders, if it was vacated for any reason.

Retreat Before Combat: Light infan​try, leaders and cavalry may retreat before combat is re​solved, at the point when it is attacked. After combat is declared and the odds computed, light infantry, leader and cavalry units may de​clare they are retreating before combat and may then retreat one hex away from the attacking stack. A retreat may not be made into a hex containing other units (leaders may, but the units retreated onto must make a morale check). The attacker is considered to have made an attack and can not attack again in that turn. The attacker may advance after combat into the hex vacated by the retreating units. Some units may retreat while others stay, in which case the attackers may continue with their attack. If a leader retreats before combat any units left behind must take a morale check.

Units may not retreat before combat when attacked by cavalry, leaders alone, or Cretans (2-8-3) unless the Cretans are stacked with elephants. Units may not retreat into an enemy front hex.

Personal Combat: In his battle plan, Antiochus, the Seleucid leader, half-intended to locate and best Ptolemy, the Egyptian leader, in single combat. Such a victory would defeat the entire enemy force by destroying its leader.

At any time when both leaders are adjacent to each other (including during a movement phase when one passes by the other), they will engage in single combat. Immediately roll one die: a re​sult of 1 or 2 indicates that Ptolemy wins and Antiochus is killed. A result of 3, 4, 5, or 6 indicates that Antiochus has killed Ptolemy. (Antiochus was con​siderably stronger than Ptolemy.)

If a leader is killed, his forces suffer a DM of -3 every time they must make a morale check.

7.
MORALE

Each unit has a morale factor; essen​tially, this is the number which must be rolled or exceeded on two dice to pre​vent a unit from routing or breaking. When this number is consulted in this manner, it is called a morale check.

Morale checks are required for a number of different situations:

1.
As a result of combat. The top unit in a heavy infantry stack or all units in other unit type stacks must make a morale check when dictated as a result on the attack table.

2.
To rally. Routed units must make a morale check in or​der to return to good order and thus to battle.

3.
To turn while in combat. Heavy infantry stacks which are in front of an enemy unit and which attempt to turn must first successfully make a morale check.

4.
To attack a superior force. All unit types, except cavalry and ele​phants, must always make a morale check before attacking an enemy unit at odds of 1:2 or less. Such odds are after making modifications due to routed conditions or flank position.

6. When a unit in the hex routs. Elephant units (only) must make a mor​ale check if a non-elephant unit (light infantry) in the hex routs.

7. When a unit routs through another. The units passed over must check.

When a morale check is made, a heavy infantry stack rolls once using the morale factor of the topmost unit in the stack, and the entire stack reacts to that die roll. A stack not composed of heavy infantry units rolls once for each unit in the stack, applying the indi​vidual rolls to the individual units in the stack.

Rout: A unit which fails its morale check is routed. Invert the routed unit’s counter to note this status. It must move its full movement factor towards the edge of the game map, observing the following priorities:

1.
Units must move through clear, empty hexes if possible.

2.
Otherwise, they must move through hexes not containing heavy in​fantry units.

        3. Finally, they may move through heavy infantry units.

Routed units may not move through hexes containing enemy units. If that is the only path available, the routed unit may not move. Routed units continue to flee (remain routed) until rallied. Routed units only take rally morale checks. Note that the only time units (exception: leaders) may move through hexes containing other units is when they are fleeing due to a routed condition. Routing units test to rally with a – 1 DM.

Elephants: Elephants rout using spe​cial rules. When routed, an elephant unit moves randomly (using the directional rosette to determine the direction) into three successive hexes. Units in hexes through which the elephant unit (friendly or enemy) routs must make morale checks. If light infantry in a hex routs as a result, other elephants in the hex would also be required to make further morale checks. If a routed elephant ends its rout in a hex containing an enemy or friendly unit, it con​tinues its rout in the same direction until it does not.

Succeeding a Morale Check: A unit or stack which succeeds in its morale check remains in battle. A routed unit or stack which succeeds in its morale check has rallied, may now cease its flight, and return to combat. When a routed unit rallies, turn its coun​ter face up again. Rallying units may be faced as desired.

Note that a routing unit which attempts to rally and fails its morale check moves immediately to the rear.

Leadership: A leader, if present in a stack, applies a DM of +2 on every mor​ale check that stack makes. Thus, the dice throw is increased by 2 before it is compared to the morale factor.

A leader adjacent to any stacks ap​plies a DM of +1 for morale checks to each of those stacks.

8.
SPECIAL RULES
The following special rules and con​ditions apply to the various units of the game.

Emergency Egyptian Forces: The Ptolemaic heavy infantry is marked with a morale factor of -?-. At the first point in the game when these units are re​quired to make a morale check, roll one die and consult the Egyptian morale table. The result indicates the morale factor for all of these  units in the game. This one factor is used from then on.

      Light Infantry: Because they do not depend on rigid formations for their strength, light infantry may retreat be​fore combat. Cretans may stack with elephant units.

Mercenaries: The Egyptian units marked with an asterisk (*) are mercen​aries, fighting for pay rather than coun​try. In addition, the Seleucid 8-8-2 and 4-8-2 heavy infantry units are mercen​aries. When one mercenary stack attacks an enemy mercenary stack, a result of elimination is automatically reduced to morale check.

Leaders: The leader counters repre​sent the individual leaders of the armies, Antiochus Ill and Ptolemy IV. They may engage in personal combat. A leader provides a DM for morale checks of +2 to a stack he is in and +1 to every adjacent stack. Leaders may enter and leave stacks without regard to the stacking rule. A leader counter does count as a unit for the purpose of add​ing one combat strength point to a stack (and therefore adds a total of 2 to a stack in combat), and he does have a factor with which to attack and defend when con​fronted directly.

Leaders alone may ignore morale checks when dictated to make one as a result of combat. When in a heavy infan​try stack, they are subject to morale check results which affect the stack; they rally when the stack rallies. Leaders may choose to rout with other units they are stacked with that rout, but will only rally when those other troops do. While a leader is routing his army suffers a –3 DM for morale checks, but he can also apply his positive DM to troops he is stacked with or adjacent to. 

A leader forced off the map by rout is considered to be dead and his troops are subjected to the –3 DM.

Elephants: Elephant units are capa​ble of stacking with Cretans. They may not attack the front of heavy in​fantry, but they receive a DM of +3 when attacking the flank. Elephants have large DMs when attacking all other unit types except other elephants.

Elephants rout randomly, without re​gard to the nationality of the units they trample. 

9.
VICTORY

Raphia is won at the end of 16 turns of play. Victory is determined by count​ing the number of spears (light infantry counters have one spear each, semi-heavy infantry counters have two spears each, and heavy infantry counters have three spears each. Cavalry and elephant units count as two spears each. Leaders count as five spears.) which each side has lost or are routing at the end of the game. The player having the least number of spears lost or routing may have won the game. Now check the  losses in eliminated or routing spears of the other side:

Egyptians                                                           Seleucids

   1- 21                                                                   1-17                      =        Draw

  22-43                                                                   18-36                    =        Indecisive Victory

     44+                                                                     37+                     =        Decisive    Victory                                          

10.
PLAYING THE GAME

      Each player must create a battle line of several stacks. These stacks must con​tain units of only one named identity each (except that stacks of elephants and Cretans may be formed. On the Egyptian side Peltasts may stack with Agema.). Stacks of the same named identity must be placed in one group of adjacent hexes. Elephants may be placed in up to two such groups. Cavalry and Cretans may be placed in any number of non-adjacent hexes. Units of the same named identity are ones that have the same name on the list of units at the end of the original rules (e.g. 10-5-2 Argyraspides could not stack with 15-6-2 Macedonians, but 5-6-2 Macedonians could etc.)

Stacks are created by each player, keeping in mind that once created they may be broken down but not reformed.

Stacks containing heavy infantry or semi-heavy infantry must be placed in the row of hexes forming the main battle line (hexrow 09 for the Ptolemaic player; hexrow 15 for the Seleucid play​er). Stacks containing cavalry, elephants, or light infantry may be placed in the battle line or may be placed forward of the battle line either one or two hexes. The Ptolemaic player sets up his forces first.

Play now begins . . . Good Luck!

Optional Deployment: Both players simultaneously deploy their forces in secret. Leaders are not placed at this time. These deployments are then revealed and Ptolemy then placed, and finally Antiochus.
