WARLORDS
CAESAR’S CONQUEST OF GAUL
In addition to the new scenarios, all of older are revised and made historically correct. Gallic tribes are now much more numeral and stronger and each battle is now a real challenge for the Caesar and Romans that was not at all previously in the poorly made GMTs original scenarios.
GMT’s Alesia and Gergovia module are made very poorly and it is not recommended to use it at all. In addition that it is intended to be used only with Simple System or sort of it, which is total and complete failure. Here you have much shorter scenario for Alesia, the main and critical hour of battle on the most important place where there were attacks from the both sides and where Caesar fought.      

[image: image1.emf]ADMAGETOBRIGA,  61 BC   GERMANIC INCURSION     Map: Rhine     GERMANS  GAULS   all tribes: Suebi, Herudes, Nametes, Sedusii,   united Gallic tribes: Atrebates (18 BI),    Marcomani, Triboci & Vangioni                Viromandui (14 BI), Aduatuci (10 BI), Parisii +   43 B I, 12 LI                                        1910 - 30  Aulerci + Senones (30 BI+ 3 BC) + 3 Gaul LN   12 LC                   1806 - 09, 1705 - 08, 1605 - 08    6 Cimbri BC                        1832 - 34, 17 32 - 34  72 BI                    2710 - 33, 2811 - 34, 2910 - 3 3    3 BC, 3 LN                          within 3 hexes of Inf     all German leaders (9) + 1 Cimbri Cav Chief  leaders (8) + 1 Barbaric chief  for Gaul Cav  only      Ariovistus (OC) may command any unit  No OC     Army size: 232 Inf, 90 Cav                                   Army size: 504 Inf,  21  Cav   Germans:   490 TQ army rout 35% =  170  RPs  Gauls:   456 TQ  army rout 35% =  160  RPs     - Special rules:   - Use all Barbaric special rules from CoG.   - All German LI have Javelin s   - Every tribe has its leader(s).             by Nemanja Kach avenda, 2001.  



[image: image2.emf]BIBRACTE,  58 BC   CAESAR - CONQUEST OF GAUL     Map: Bibracte .  Oppidium of Aedui, SE Gaul.   ROME  HELVETI   VII, VIII, IX & X Vet LG; XI & XII Rec LG  Helvetian BI (40) and LI (13),  Briton BI (20)    XI, XII, 5 Numidia SK, 3 Cretan SK, 3 Balearic  and MI (28) , Tribal  Chief and 2 Chiefs   SK, 2 Legates (one is Labienus)  in Camp.                                               2 812 - 32, 2712 - 31,                                  2612 - 32, 2512 - 31, 2413 - 31   4 Gaul RC, 6 Gaul LN P.Considius (Legate for    LN), L.Aemilius (Legate fo r RC)          3115 - 29  2 Gallic BC, 1 Gallic LN, 1 Cav Chief                   within 3 hexes of a Helvetian BI or LI   Cohorts 1 - 4 VII, VIII, IX, X LG, 4 Legates                                                                3314 - 29  Boii and Tulingi Reinforc ements   Cohorts 5 - 7 VII, VIII, IX, X LG             3415 - 29  Boii 5 BI, 2 LI, Chief   Cohorts 8 - 10 VII, VIII, IX, X LG           3514 - 29  Tulingi 5 BI, 2 LI, Chief    enter after Helvetian Withdrawal and Regroup   Julius Caesar                                             3422      Army size:  311 Inf, 40 Cav                                   Army size:  66 5 Inf,  14 Cav   Rome:   333  TQ  Army Rout 35% =  11 5  RPs  Helvetia:    6 34  TQ   Army Rout  33 % =   2 10  RP s    Bo ii :   44 TQ   Army Rout  35% =  15  RP s    Tulingi:   44 TQ   Army Rout  35 % =  15  RP s   Special Rules   - Treat Briton units  as Helvetians.   - Helvetian Withdrawal and Regroup   At the start of any tur n in which the Helvetians have 15 0 Rout Points in eliminated or routed units  commit Helvetian Withdrawal and Regroup:   1.   Helvetians redeploy  all units on any Level 4 or 5 hex  south of the river in three - line formation  (following the format of original deployment). Cav may be deployed anywhere south of the river.    2.   Romans may:    - Attempt to Rally Routed units with  – 1 Rally DR.   - Move all unrouted  units once. (Units in a Camp may not move).    After Withdrawal and Regrouping, Helveti restore Barbarian  Impetuosity  and Ferocity.         - All Helvetian units are automatically rallied during Withdrawal and Regroup.    - Boii and Tuli ngi Reinforcements     Boii and  Tuli ngi reinforcements (5 BI and 2 LI plus Chief from each tribe) are available to the Gauls  starting in any turn after the Helvetian Withrawal and Regroup.  They enter through any six contiguous  hexes along the NW map edge (1900 - 4200). They use the Initia tive Rating of their leaders to determine  when they enter during the turn.  When they enter the map, they may move double their MA.   Immediately after moving the two tribes onto the map, each Helvetian unit reduces its Hits incurred (if it  has any) by one.   - The Roman Camp   Caesar may activate (by activating Labienus) two Legions in the Camp at any time Boii and Tulungi  have entered the game.   - Helvetian Lager   During the battle an y Helvetian (not Boii or Tuli ngi) units may enter the lager. Routed units may be  ra llied by any Helvetian chief inside the lager, at which point they may leave again. All routed units  while there count for Army Rout.    - Barbarian recovery   If Barbarian leader wants to recover a unit, roll a die.   DR<TQ, 2 hits removed; DR=TQ, 1 hit removed;  DR>TQ, no cohesion hits removed  –  wasted order.   - Roman Rout   Roman units in camp are not counted toward Roman army rout.  



[image: image3.emf]The RHINE,  58 BC   CAESAR - CONQUEST OF GAUL     Map:  The  Rhine .   Eastern Gaul.     ROME  GERMAN S   VII, VIII, IX, X Vet LG, XI, XII Rec LG  Harudes BI (6), LI (2), Erdo   2332 - 35, 2432 - 35   each LG has 9 Cohorts (do not use 10 th  CO)  Suebi BI (7), LI (3), Nasua     242 7 - 31, 2527 - 31   Legion A, Legate  3109 - 12, 3210 - 12, 3309,  - 11  Triboci BI (5), LI (1), Fafnerus   2625 - 7, 2524 - 6   Legion B, Legate  3014 - 17, 3114 - 16, 3214,  - 16  Vangiones BI (5), LI (1), Albericho    Legion C, Legate  3019 - 22, 3119 - 21, 3219,  - 21                                                 2622 - 24, 2521 - 23   Legion D, Legate  3024 - 27, 3124 - 26, 3224,  - 26  Sedusii BI (6), LI (2), Logio    2618 - 21, 2517 - 20   Legion E, Legate  2928 - 31, 3029 - 31, 3128,  - 30  Marcomani BI (7), LI (1),  Donnerius    Legion F, Legate  2833 - 36 , 2933 - 35, 3033,  - 35                                                2614 - 17, 2513 - 16    Vet CO 2 & 4 are Depleted  Nemetes BI (7), LI (2), Sigfridus   4 Numid & 2 Cret SK              1939, 2039, 2138,                                                2709 - 13, 2610 - 13                                                 2238, 2338, 2438  German LC (12),  Parisii BC (3),  Voccio          4 Gaul RC, Legate                                3431 - 34                                         2403 - 08, 2503 - 08   6 Gallic LN, Legate                 3206 - 08, 3306 - 08  Parisii, Aulerci, Senones BI (30) *     anywhere be -   Julius Caesar                                      anywhere  hind, but adjacent to German Inf units.        Ariovistus (OC)                                    anywhere     Army size:  276  Inf, 40 Cav                                       Army size: 442 Inf , 69  Cav    Rome:    417 TQ  army rout 35 % =  14 5  RPs  German:    649  TQ  army rout 33 % =  2 1 5  RPs     Special Rules   - German Cavalry System   German - style cavalry consists of a LC plus a LI unit. They ar e treated as German Cav if they are either  stacked together or in adjacent hexes.   German player may place any number of LI as he wish with the  LC forming German Cav system.  Voccio leader may command to Cav and LI units.       When operating as German Cavalry :       - When stacked or adjacent, the two units are treated as one unit with MA of 6.       - For purposes of Shock, German Cav uses the LC chart , but ignores all DS when attacking and all AS  when defending.        - GC may use Hit and Run  tactics. It gets to fire j avelins twice (LC&LI).       - Hits to a GC are divided equally, odd hit going to the LI.       - Only one order is needed to move, rally, etc., both units.   - Initial German Charge   Ariovistus gets the Elite Phase for turn 1. (Other leaders stacked with Germans unit s so moved may also  be moved by Ariovistus).   - Reduced Legion Strength   Cohorts #2 and 4 from four veteran legions are Depleted. Do not use 10th Cohort of each Legion.   - German LI    All German LI is J(avelin) armed.   - * Gallic units     T reat  them  as German. Howeve r, if one German leader  issues  a command to  originally  Gallic unit, no  other German leaders, except Ariovistus, can issue any commands to that unit that turn. Consider it  temporarily , for the duration of the turn, becomes a part of a tribe of that leader.    - Barbarian recovery   If Barbarian leader wants to recover a unit, roll a die.   DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed  –  wasted order.  



[image: image4.emf]SABIS,  57 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis .  Belgium, the Sambre river.   ROME  Roman Reinforcements   LG VII to XII are Vet, XIII, XIV are Rec  XIII, XIV, 2 Legates, 2 Catapults, Baggage Train (4)   each LG has a Catapult  and Aquila  enter 4216 - 4222 3 rd  t urn if DR 7 - 9; 4 th  if DR 6 - 9;   Julius Caesar                                          3726 or 3026  5 th  if DR 5 - 9; 6 th  if DR 4 - 9 and so on   Balearic SK (3)              within 3 hexes North of the river    Numidian SK (3), Cretan SK (5)      in camp, on towers  B ELGAE   Gaul RC (2), Gallic LN (4), 2 Legates  within 3 hexes  Nervii and Atrebates                                   South of the river, not in a wood hex  the Belgae ma y stack 3  BI to a hex in initial deployment     VII Aquila, Catapult, Legate 3911; 4 CO 3814 - 3514;  Nervii BI (30) + Briton BI (20),  Boduognatus (TC),                           6 Foraging CO within 2 hexes of 3911             Flemmus            any level 3, woods hexes 1607 - 1018   XII Aquila, Catapult, Legate 3212; 4 CO 3414 - 3114;  Atrebates BI (18) + Briton  MI (28),  Gowanus (TC),                          6 Foraging CO within 3 hexes of 3212      Commius      in a double line 1335 - 1737 and 1236 - 1738   VIII Aquila, Catapult, Legate 2417; 4 CO 2914 - 2917;   Belgian Reinforcements                         6 Foraging CO wi thin 2 hexes of 2417  Viromandui BI (14), Grummix, Ammoco   enter through      XI Aquila, Catapult, Legate 2623; 4 CO 2918 - 2921;                        h exes 1019 - 1031, during the second  turn (or later).                         6 Foraging CO within 2 hexes of 2623  Aduatuci BI (10), Dicex   enter through 1019 - 1031,       IX Aquila, Catapult, Legate 3026; 4 CO 3023 - 3322;                      in the turn when the Roman Baggage Train arrives.                         6 Foraging CO within 2 hexes of 3026  Army size: 74 4 Inf   X A quila , Catapult, Labien     3726; 4 CO 3423 - 3722;  Nervi:         321 TQ    army rout 33 % =  1 0 5  RPs                         6 Foraging CO within 2 hexes of 3726  Atrebates:  258 TQ    army rout 33 % =  8 5  RP s   Army size:  411 Inf, 40 Cav  Viromandui:  84 TQ   army r o ut  35% =   30  RP s   Rome:    588 TQ   army rout 35% =  205  RPs   Aduatuci:      57 TQ   army r out  35% =   20  RP s   Special Rules   - Treat Briton units  as Belgae; BI are Nervii, MI are  Atrebates.   - Roman Legion Deployment   Each Legion has 4 cohorts deployed against the ou ter wall of the fort. The remaining 6 cohorts are foraging. Roman  player chooses which units from each legion are where, within the set up restrictions.       Procedure:   Each legion is split into two groups: Foragers and Wall Builders. The Foragers place one  cohort with the Legion’s Aquila, and the  remaining cohorts are placed within two hexes of the central cohort, with no cohort adjacent to another cohort of the same legion. Wall cohorts are  placed adjacent  to the under - construction wall and must have a wal l hexside in one of their frontal spaces.  There is no stacking. Do not place any  units inside the Roman fort.   For each Forager cohort roll the die and face the unit as per the Scatter diagram.     - Roman Reinforcements   The Baggage Train (4 double sized count ers) and XII and XIV Legions, along with Legate s, catapults enter the map   t hrough hexes 4216 - 4222 .  At the start of each turn, beginning with Turn 3, the Roman DR for reinforcements. Add to DR a number equal to how  many times he has previously tried. If the  adjusted DR is 7 - 9, the reinforcements enter. Otherwise, try again next turn.     - Baggage Train   Baggage Train consists of 4 wagon counters.   Wagons may move into only either their frontal or the flank hexes adjacent to the  frontal hex.   Wagons may not stack  with any unit.   A wagon is de stroyed if it is ever attacked . If Belgae destroy any one wagon, remove 2 hits from  all Belgae units within 10 hexes of the captured wagon. If the Belgae destroy all four Baggage Train units, they win.   - Labienus  He started in co mmand of the X, but upon arrival of the XIII and XIV he assumed command for both those legions.    - Belgian Deployment   The Belgae may stack 2 BI to a hex in their initial deployment.   - Belgian Reinforcements   Viromandui -  Grummix, Ammoco and 14 BI ent er through  1019 - 1031 ,  during the second  turn (or later).   Aduatuci -  Dicex and 10 BI enter through  1019 - 1031, in the turn when  the Roman Baggage Train arrives.    - Partially Constructed Fort   The walls provide no defensive benefit. To cross the wall costs +2 MP. Towers p rovide anyone in them with a height  level of one higher.   - Auxiliaries Surprise Reaction   The first time any Roman Cav or slinger SK:   - moves, or   - a unit has a clear LOS to a Belgian unit   the Roman makes a TQ check for that unit. If it fails, it is eliminated  from the game; if it passes it incurs 2 Hits. The check is made instant.   - Extended Command Control   A Legate can command any Roman cohort, regardless of legion, with an Individual order. A Roman cohort unit that  must make any moral check when it is out of  its normal legion command control range has one added to all TQ check dierolls.   - Reforming Ranks   All Roman cohor ts start the scenario on their  “Moved” side. While in that mode, the Roman player adds two (+2) to any TQ  checks until it is Reformed. A Roman C ohort can Reform by passing through the space that contains its Aquila and expending one additional  movement point, at which time the unit is placed on its front side. When reformed, the unit functions normally. A Roman cohort stays on its “Moved”  side  –  a nd thus incurs Hit penalties for movement  –  until it is reformed. Then it is flipped to its front side and may not voluntarily move again that  turn (after it completes its movement).   A Cohort that starts stacked with the Aquila is “Formed” and on its front  side.   - Forming Legions and Legion Commands   Unformed cohorts may not use LC.    - Belgian Initiative   Belgian player starts the game by moving any one tribe (all units) he wishes. Play than begins normally. If the Belgian player  moves that tribe again, it is c onsidered as a “Trump”, and all same Initiative rating leaders will have no Momentums.   - Surprise   Caesar may not use his Elite Initiative in the first turn. Caesar may not try a Momentum in the first turn.   - Barbarian Impetuosity ending   Roman Cav. or SK unit s are not counting for ending that effect.   - Barbarian Overrun   SK attacked by 2 BI (during the Line Command move) may be overrun. DR for SK TQ Check (apply the possible Barbarian  Ferocity +2 DRM). If SK routs, BI may continue moving, they are not stopped.   - Barbarian recovery  If Barbarian leader wants to recover a unit, roll a die. DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion  hits removed  –  wasted order.   - Belgae Victory  They win instantly  when they destroy all four Roman Wagon Trains, regar dless of what the situation is.     



[image: image5.emf]OCTODURUS,  57 BC   CAESAR - CONQUEST OF GAUL     Map: Thapsus   ¼ of map is used  –  part with camp. Fold on XX11, XX33 and 26XX.      ROMANS  GAULS (Seduni & Veragri)   Servius Galba  (use P. Crassus)  (OC)     Seduni   Falco Cav. Praefect.  Blotto                                                Aquila IX  Vivisectix    20 Helvet BI (11 - 30)   Legion IX  9 Cohorts (minus 10.)    inside camp  11 Helvet LI (3 - 13)                                                  *  Seduni have no OC   1 Gaul RC                                       inside c amp      Veragri   1 Gaul LN                                        inside camp  Dicex      12 Atrebat BI (6 - 18  excluding x BI 9. )     2 Crete SK                                          on towers  5 Aduat BI (4 - 10  excluding x BI 5. & 8. )     2 Numidia SK                                       on towers    1 Balearic SK                                  inside camp  - set up anywhere in 28XX and/or XX13 to the    map edge.   Army size: 50 Inf, 8 Cav                                        Army size: 314 Inf   Romans: 79 TQ   army ro ut 55% =  45  RPs   Seduni & Veragri: 266 TQ  AR 33% =  90  RPs   - Special rules:   - Legion CO units may reload their pilas while in camp during reload phase.    - The Everyone’s a Slinger rule: Legion CO units and temporarily “Missile No” SK units may use this rule.  Any unit on  wall or tower hex has Slinger capability into an adjacent hex, with an automatic +1 to the DR.   - Cohorts inside wall defense disposition/facing: Consider flank sides of on wall Legion CO units as frontal for all  purposes (missile fire, shock co mbat) if attacked through wall hexside.   - Dispersed CO defense of wall: CO units may be dispersed along the wall to defend greater area. CO unit may be  placed on the hexside, between two wall hexes, thus marking that it is placed on both hexes. If only one  hex of  dispersed CO is in combat, consider its size as 3. In the same combat phase it is possible that both Dispersed CO  hexes fight once, or only one hex, but not each hex separately  –  a unit can be in combat only once per phase.  To  move/place CO unit in /from dispersed formation cost 1 MP.     - Recovery: Roman units behind walls may remove two cohesion hits even if adjacent to enemy units that are outside  the wall, if Roman unit DR <= TQ. ZoC does not exert from outside of fortification to inside.   - Fortific ations    - ZoC does not exert from outside to inside. Movement inside is free, combat voluntary, advance after combat  voluntary, recovery and reload are possible, even when adjacent to outside the wall enemy.    - Missile fire from outside to inside has +3 DR e ffect; Missile fire from inside to outside is normal, has no any  DR modifications. Missile fire from towers has  – 1 DRM for firing downhill.   - Shock Combat: from outside the wall to inside  – 3L, on tower hex  – 4L, on gate from outside  – 2L. Units from  inside to  outside do not have any negative Shock Combat Shift, nor they need to advance out after combat. Units on  wall hexes always receive  – 1 Cohesion Hit in any combat (defense or attack).  Units on wall may choose whom to attack.     - Movement: across the wall +3 M P, 1 Cohesion Hit; through gate +2 MP, 1 Cohesion Hit if moving directly into  an enemy ZoC from outside, if exiting the gate into an enemy ZoC  –  no hits.   - Cav may not attack across the walls, only through gates.    - S. Galba’s command range while in camp is  doubled.   - SK on towers: shoot automatically like artillery, twice during every opponent activation phase and twice during whole  friendly turn. SK units on towers do not have any pre - shock TQ checks as long as they are stacked with friendly CO  unit. If that  CO unit is routed, SK must OW 2 hexes (without firing). SK on towers may automatically reload during  reload phase, if enemy is adjacent but outside the wall.      - Legion Aquila: Legion CO units stacked with or adjacent to Aquila have  – 1 DRM for all pre - sho ck TQ checks.   Roman  routed units rout toward Aquila and they stay stacked or adjacent to it until rallied or eliminated.   - Retreats: Routed Gauls retreat toward 26XX or XX11. Roman units rout toward their Aquila.   - Gauls start with Impetuosity and Ferocity  ( no effect on defending Romans) .  - Gauls win immediately upon capturing Aquila.    - Sudden Sortie: S. Galba may once issue Sudden Charge order as LC. First, all CO units that DR <= TQ may  immediately remove up to two (2) cohesion hits; then they may move, as i t is a LC. All attacked Gaul units, even  attacked without moving (by adjacent CO units) across the wall/gate, have +3 DRM for pre - shock TQ check; Romans  do not have pre - shock TQ check. CO may advance after combat from inside the wall out with no cohesion h its. After  CO’s advance after combat, all newly adjacent Gaul units also have +3 DRM TQ check. S. Galba has  – 3 DRM for  Momentum. All the above effects, including extra SK on towers missile fire activation, are in power for each S. Galba’s  activation in thi s turn.                                                                                                                 By Aleksandar Pesic, 06. VII 2001.  



[image: image6.emf]Battle of SOS,  56 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis   right half     ROMANS  GAULS ( Sotiates )   P. Crassus (OC)                                       2639  Adiatuanos (OC/TC)                                4230   Balbus, Cav Praefect                                 2633  Correos  (Cav Chief)                                  2225   Aquila VII                                                  2639  Eporedorix  (LI Chief)                                 4030   Legio VII    CO 1 and 2                                                2737  Sotiates (use Helvetian counters)   CO 3 and 4                                               2638  Helvet BC 1 - 2                                 2125, 2225   CO 5 and 6                                               2639  Helvet LN                                                   2324   CO 7 and 8                                               2540  Helvet LI 5 - 13                                 3929, 3930   CO 9 and 10                                             2541                                        4029 - 4031, 4128 - 4131   Catapult VII                                               2539  Helvet BI 10 - 18                               4226 - 4234   Provincial Cohorts    CO 6 Rec (XI)                                           2836    CO 6 Rec (XII)                                           2836    Auxiliaries    Balearic SK 1                                            2736    Crete SK 1                                                2837    Cavalry    Gaul LN 1 - 2                                    2733, 2633    Gaul RC                                                     2533      Army size: 62 Inf, 12 Cav                                     Army size: 108 Inf, 14 Cav   Romans: 96   army rout 40% =  40  RPs  Sotiates:122 TQ   army rout 33% =  40  RPs     - Command:  P. Crassus is as PC . He is the legate of legion VII and of the two Provincial  cohorts, which are considered to be legion VII. As OC, he can also give individual orders to all  Roman units (including Aux phase). Adiatuanos is OC for the Sotiates army. He directly  commands BI,  but can also give orders to all Sotiates units. The other two Sotiates chiefs and  the Roman Cavalry Prefect can only give orders to units from their command (LI Sotiates,  Sotiates Cav, Roman Cav).    - Ambush:  Sotiates infantry cannot move until the first com bat between Sotiates and Roman  cavalry. Romans don’t see Sotiates infantry at the beginning of the game, because it’s hidden  by the hills. Then Roman cannot cross the crest line (2743 - 2722) before Sotiates Cav do it or  before a Sotiates Inf unit reach the  line parallel to the crest (2943 - 2823).   - Retreat Edges:   Romans toward their Aquila, other to map edge 2343 - 2743.   Sotiates rout to the closest map edge 4244 - 4223 or 1023 - 4223.                                



 EMBED Word.Document.8 \s [image: image7.emf]  Battle of the AQUITANI CAMP,  56 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis    ¾, fold XX34.     Romans  Aquitani   P. Crassus (OC), Aquila VII                      2319  Vocates  -  use Helvetian counters   Legio VII  Bagmanius (Vocates TC) OC   CO 1 & 2                                                    2319  Helvet BI 25   CO 4 & 5                                                   2317  Helvet LI 6 - 11   CO 6 & 8                                                   2516  Helvet BC 2   CO 9 & 10                                                  2520  Tarusates  –  use Briton counters    Catapult  VII                                              2318  Cingetorix (Tarusates TC)   Provincial Cohorts  Briton LI 16 - 20   CO 6 Rec (XI), CO 6 Rec (XII)                 2518  Briton LC 4    Iberians  –  us e Parisii counters   Auxiliaries  Homerus  (Iberian TC)   Balearic SK 1                                            2717  BI 7 - 8   Crete SK 1                                                2719  BI 11 - 14                                                                                     Set up all Aquitani units anywhere in camp.          Army size: 62 Inf, 12 Cav                                     Army size: 99 Inf, 9 Cav   Romans: 96 TQ   army rout 40% =  40  RPs  Aquitani: 106   army rout 33% =  35  RPs     - Roman Reinforceme nts:  Enter the game on turn 3 through hexes 4223 - 4225:  - Balbus, Cav  Praefect with Gaul LN 1 - 2, RC 1; Falco, Tribune with reserve cohorts CO 3 and 7 (VII).     - Command:   P. Crassus is as PC. He is the legate of legion VII and of the two Provincial  cohorts, whi ch are considered to be legion VII. As OC, he can also give individual orders to all  Roman units (including Aux phase). Bagmanius is OC for the Aquitani army (tribal Chief). He  directly commands Vocates units but can also give orders to all Tarusates and I berians. The  two other chiefs, the Roman Cav Prefect and the Roman Tribune can only give orders to units  from their command (Tarusates, Iberians, Roman Cav and Reserve Cohorts, respectively).    - Aquitani Camp   The camp walls have  the following effect:    Movem ent: +1 MP, 1 Cohesion Hit   Combat: 1L if all attackers attack across a fortified hex, +1 missile fire DR from outside to  inside (only)   Ignore the towers (considered as wall). Roman Cav cannot enter the camp, except through  gates, when at least two Roman co horts are already inside the camp (gates are then  considered as opened / there is no more extra cost and cohesion penalty to enter the camp  through them. Aquitani units can exit the camp without any extra cost and cohesion penalty  through gates, and with e xtra cost and cohesion penalty through fortified hex (walls).  Defending units may use everyones’ slinger rule.   - Aquitani Panic:  As soon as a roman unit enters the Aquitani camp, add +1 to all Aquitani TQ  check DRs. When a roman unit from Falco group enters  the camp, add +2 instead of +1.     - Retreat Edges:   Romans 10XX , other 42XX.   Aquitani rout to the map edge 42XX (through camp gates).  



[image: image8.emf]BAY of BISC AY,   56 BC      CAESAR - CONQUEST OF GAUL     Map:   all  Sea , or Jugurtha map  (consider it blank) .   C oastal waters off Brittany.   Ship Scale:   1 counter = 10 ships     ROME  VENETI   16 Liburnian Biremes        C2 - M3  22 Sail Ships          C3 - M1   Decimus Junius  Brutus (Admiral)  Tsunamix (Admiral)   2 SqC  3 Veneti SqC   deploy last  deploy first   deploy within 4 hexrows of one of the long   deploy within the same restrictions as listed   edges of the map. No ship may be closer than  for the Veneti, except that they depl oy at the    10 hexes to the short (flank) edge of the map.  opposite side of the map.     Special Rules   - Coastline:  The right flank of the Romans, and the left flank of the Veneti, is the coastline of  Britanny. Any unit entering a hex adjacent to that edge of  the map is considered to have  crashed into the rocks and sunk.   - Wind:  The game starts with the wind blowing at a strength of “4” directly into the rear of the  Veneti ships and directly towards the Roman fleet, blowing from the north to the south. Place  Wi nd marker in 1200 pointing directly at 1201.   - Wind Driven Ships:   They are totally dependent on the strength and direction of the Wind. At  the start of each turn DR 2D6 to see if the wind strength and/direction changes. The maximum  Speed sailed ships can mo ve is any number that is the same as or lower than the Wind  Strength. Thus, with a wind of 5, a sail ship may use from 1 to 5 MP. Sail ships do not have  Cruise and Max Speed levels - only a Wind Speed. If the Wind is blowing:     - Directly into a Ship’s Stern/F lank hex, that ship may increase its Speed for the turn by  +1 above the Wind Strength .     - Into a Ship’s Stern  hex  there is no effect.     - Directly into a Ship’s Bow/Flank hex, decrease the allowable Speed by  - 1.     - Directly into a Ship’s Bow hex, decrease the  allowable Speed by  - 2.     - Rake and Ram:  There is no Rake and/or Ram combat in the scenario, only  Grappling/Boarding and Missile Fire.   - Height Advantage:  The Veneti ships have Height Advantage. The Romans are at a Height  Disadvantage.   - Flame:  The Roman galle ys have Flame Missile capability. The Veneti do not.   - Scythe:  The Roman player may instead of grapple attempt to Cut Sails on Veneti ships.  To do  this DR 1D6 .      DR 1 - 4, he has Cut Sail. The Veneti ship is now Dead in the water  –  flip to its No  movement sid e. The Roman may not attempt to grapple until next turn.     DR 5 - 6, the cut attempt has failed. There is no further effect.   - Victory:  For purposes of determining Victory, each Veneti ship is worth 3 VP, and Roman  bireme is worth 4 VP.   The battle ends when on e side has accumulated 30 VP and it at least by 1/3 more then  opponent has.        



[image: image9.emf]BRITANNIA,  55 BC   CAESAR - CONQUEST OF GAUL     Map: Britannia .  South East coast of Kent.     ROME  BRITONS   VII and X LG  22 LI + 22CH,  28 MI,  4  LC in 3 groups   Julius Caesar  There is no Tribal Chief (TC)   VII, X LG, 2 Legates  (not Labienus)  Cingetorix; Group A   p laced in Level 3 or higher   3 Archers SK  Taximagulus; Group B  placed in Level 3 or higher   4 Transports  Sergovax; Group C    with A & B   3 War Galleys (Liburnian Biremes)  Deploy First   No unit start on the map. Place all units on transports    (5 CO per tran sport), auxiliaries (1 per bireme) , Caesar    also on bireme. Fleet enters the west edge 3327 - 3428.       Army size: 103 Inf                                                  Army size: 22 8 Inf, 16 Cav   Rome:   142 TQ  army rout 40% =  55  RPs  Briton:   315  TQ  army  rout 3 3 % =  10 5  RPs     Special Rules   - Hidden Deployment   British units that are deployed hidden (in woods) are not placed on the map until activated. Write down  where they start. When activated, place them in those hexes and then start to move.   - The Roman Na val Movement Phase   Add to the beginning of the normal Sequence of Play for each turn, before the  Auxiliaries  Phase, a  Naval Movement Phase for the Roman Fleet. All movement of galleys takes in this phase and nowhere  else. No Initiative is needed; the Roman  player can simply move any/all of his galleys as he sees fit,  within the rules for such.   - Galley Movement   For this scenario, the Biremes have a Cruise speed of 8 (ignore Max speeds) and Transports 7.   - Landing Units   - Running Aground: Any time a Roman galle y enters a Moderate Sea hex that is adjacent to a Shallow  hex, DR for Running Aground. He does this each time he so moves. If his speed is 6 or above, add the  difference between speed and 5 to the DR. (MA 7 = +2 DR)   If the DR is 7 - 9, the ship has Run Agrou nd and must stop. It may move no further for the game. A DR  0 - 6 no effect, and the ship can keep moving.   Any time a Roman galley enters a Shallow Sea hex that is not a Coastal/Beach hex, regardless  whether the ship is totally in Shallow or not, the Roman p layer must DR for Running Aground. (+DRM  for speed). He does this each time he so moves. If DR is 5 - 9, the ship has Run Aground and must stop.  It may no further for the game. DR 0 - 4 no effect, the ship can keep moving.   - Beaching: A galley may beach by movi ng the ship into a coastal/beach hex so that the prow of the ship  faces the beach (not the hexside dividing two beach hexes). If this is done, regardless of speed, the  ship is now grounded on the beach and may not move again during the game.   - Dropping Anch or: A galley that is all in Shallow Water, but not in a coastal hex, may stop movement by  Dropping Anchor. To drop anchor a galley must be moving at a speed of 3 or lower. There is no cost to  Drop Anchor, and the galley may Raise Anchor and move again, alt hough it starts doing so with a  Speed of 2.   - Debarking: Units on board may debark into any hex adjacent to the flanks of their ship; 6 different  debarkation hexes, but never into the frontal or rear hexes. There is no stacking when debarking and  each flank  hex of the ship may debark only one unit per activation. Aquilae may debark with any cohort.  Any units left on board may not move until their leader gets a second activation. A unit may debark only  into an unoccupied hex.   Debarking is movement. The cost t o Debark is:       Debarkation Hex           MP Cost               Hit Cost  


Moderate Water             3 MP             4 (2 for SK)

            Shallow Water               2 MP             2 (0 for SK)

            Beach Hex                     1 MP             1 (0 for SK)

No unit may move or debark into a Deep Sea hex. Units may not debark into level 1 land hexes. They may debark only into Beach or Sea hexes.

Units may move after debarking. Transport must be within the Command Range of the Legate or Caesar.

-Galley Missile Capabilities

Each galley (including transports) has a built-in Catapult unit at its prow. SK units may fire from on board the galleys. SK on galleys may automatically fire at enemy activated units in range as Catapults.
-British Activation

British units may not move until their first Activation after a Roman galley has entered a Moderate Sea hex.

-British Chariots

CH have only Movement Allowance; They have no Size and TQ rating.

Each CH may carry one LI. It does not cost a LI any MP (or Hits) to either get on, or leave a CH. When LI leaves the CH, CH stops and may move no further. CH may not move at all – including Withdrawal – unless they carry a LI. CH may not enter a Beach or any all water hex.

British LI may dismount into an adjacent hex regardless of how far the CH+LI combination moved. However, LI may continue to move only if the CH+LI combination moved less than the MA of the LI alone.The number of  MP allowed is equal to the difference. Conversely, LI mounting a CH and continue to move (as the CH+LI) up to the MA of the CH less than the number of MP the LI expended prior to mounting.

Whatever MP the LI used in one transport form is transferred to the other. So, a chariot laden LI that moves 6 MP on wheels can get off but move no further.

LI+CH may use Harassment and Dispersal. As such, they are treated as being LI, except that, when dierolling for Stoppage, do not consider the TQ difference as a DRM. If the LI+CH are stopped, the CH is considered destroyed. (Roman needs a DR 8 or 9 to stop the Harassing & Dispersing LI+CH.

LI riding in CH do not suffer any Movement hits for moving a second (or more) time in a turn, if they spend the entire Activation Phase in the CH.

CH and their LI passengers do not suffer any Hits for any type of Movement/Terrain. It cost them 2 MP to enter a Woods hex.

LI may throw javelins while in CH. LI that do so never run Ammo Low or No. They may be that only while not in their CH. 

If a Roman combat unit moves adjacent to an unoccupied CH, the latter is immediately destroyed.

British LI mounted in chariots (CH+LI) may not Shock attack.

-Land Combat in Sea Hexes

The following Shock Table combat shifts occur if at least one of the following units is in a water or beach hex.
                              Situation                                                Column Adjust   

    All units in all-sea, attacker in deeper water                             3L

    All units in all-sea, defender in deeper water                            3R

    Attacker in shallow sea, defender on beach                             2L

    Defender in shallow sea, attacker on beach                             2R

    Attacker in beach hex, defender on dry land                            1L

    Defender in beach hex, attacker on dry land                            1R

Missiles: Shallow water has no effect on Missile Fire, except that units in all-sea hexes may not missile fire. If firing at unit in Moderate Water subtract two (-2).

Units in Shallow or Moderate Water (but not Beach Hexes) that Rout are eliminated.

-Barbarian recovery

If Barbarian leader wants to recover a unit, roll a die.

DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.
-Cavalry Pursuit
Ignore the Cavalry Pursuit rule. Cav advances as a foot.

-Retreat Direction
Romans retreat towards the nearest Transport. Once they are on the Transport they cannot be rallied.


[image: image10.emf]Slaughter of the XIV Legion,  54 BC   CAESAR - CONQUEST OF GAUL     Map: Bibracte . Only the right half of the map is needed (fold it to play). Ignore both the camp  and the stream.     ROMANS  GAULS (Eburones)   Q.Sabinus (PC)                                        272 9  use orange German counters   L.Cotta (Legate XII)                                  3137  at least 6 hexes or more away from the Roman units    XIV CO 1 - 10                        2628 - 29, 2729 - 31,       Ambiorix group                                                      2832 - 35, 2935  Ambiorix (TC)   XII CO 6 - 10                3036 - 37, 3137 - 38, 3139  Suebi BI 1 - 7   Spain RC 1 - 2                                       2626 - 27  Suebi LI 1 - 3   Numidia SK 1                                           3240  Sedusii LI 1 - 2          Catuvolcus group   Romans set up first  Catuvolcus (Eburones Chief)    Nametes BI 1 - 7    Nametes LI 1 - 2    Harudes LI 1 - 2          Voccio group    Voccio (Cav chief)    German Cav 1 - 5     Army size: 76 Inf, 10 Cav                                      Army size: 101  Inf, 25 Cav   Romans: 92 TQ  army rout 45% =  40  RPs   Gauls: 190 TQ  army rout 33% =  65  RPs     Special Rules:   - Conquest of Gaul rules are used with the following special rules:   - Command: Sabinus is the legate of XIV Legion but can also give individual orders  to all  Roman units as Proconsul. Cotta is the legate of XII legion but can also give individual orders  to all Roman units.    - Each Eburones chief commands units from his group except Ambiorix who can give individual  orders to any Eburones units as OC.   - Germ an Cavalry rules are not available.   - Rally: All leaders rally using their Initiative rating. Rally successful if DR <= IR+1. Gaul leaders  may rally within one half of their Individual orders range, round up, except for OC who may  rally within his full Indi vidual orders range.   - Ambush: Both Roman leaders start the game Finished.     Rout Edges:   - Roman toward 3644 and 2943.   - Eburones rout to the closest map edge.                          By Frederic Bey  



[image: image11.emf]Attack on Cicero’s Winter Camp,  54 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis . Gauls set up first, using orange German counters and light green Belgic counters  from CoG. Gallic army consists of Nervii, Atuatuci and Eburones.   ROMANS  GAULS   all units deployed w ithin their camp  anywhere at least 8 hexes away from Roman fortificat.    Q.Tullius (OC/Legate XI)  Bodngtus (Nervii TC)   Aquila XI  Nervii BI 1 - 10   Legion XI 1 - 10 CO  Dicex (Aduatuci TC)   Catapults VIII, IX, X and XI  Aduat BI 1 - 5   Gaul LN 1  Ambiorix (Eburones  TC)   Numidia SK 1, Crete SK 1, Balearic SK 1  Suebi BI 1 - 5    Suebi LI 1 - 2     Army size: 53 Inf, 4 Cav                                        Army size: 135 Inf   Romans: 75 TQ  army rout 60% =  45  RPs    Gauls: 160 TQ  army rout 33% =  55  RPs   Special Rules:   - Co mmand: Q. Cicero is the legate of Legio XI. He can also give individual orders to all Roman units  (including to SK, during the auxiliary phase), as Proconsul.   - Roman Camp: Cicero has made huge works to improve its defense. Each camp tower drawn on the  map  has the same fire capability as a foot javelin unit and Roman CO use the archer category for  missile depletion.   - Limit number of turns: The game is limited to 10 turns. If neither side has achieved a victory after ten  turns it ends with a draw.   - Rout direc tions: Roman units rout to the Aquila. Gauls rout to 10XX hexrow map edge.     - Legion Aquila: Legion CO units stacked with or adjacent to Aquila have  – 1 DRM for all pre - shock TQ  checks.   Roman routed units rout toward Aquila and they stay stacked or adjacent  to it until rallied or  eliminated.     Relief of Cicero,  54 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis . Gauls use orange German counters and light green Belgic counters from CoG.     ROMANS  GAULS   J. Caesar (OC)  Bodngtus (Nervii TC)                                 1716   P.Licinius (Legate VII)                              2922  Flemmus (Nervii Chief)                             1820   Q.Fabius (Legate X)                                 2916  Nervii BI 1 - 8                                        1816 - 23   L.Aemilius (Cav  Praefect)                        2827  Nervii BI 9 - 15                                      1716 - 22   VII  2 CO per hex      2822,  - 24, 2920,  - 22,  - 24  Dicex  (Aduatuci TC)                                1712   X  2 CO per hex        2816,  - 18,  - 20, 2916,  - 18  A duat BI 1 - 5                                        1810 - 14   Gaul LN 1 - 3                                         2826 - 28  Aduat BI 6 - 7                                        1711 - 12   Gaul RC 1 - 2                                        2913 - 14  Ambiorix (Eburon es TC)                           1726   Numidia SK 1   2621, Crete SK 1   2619  Suebi BI 1 - 5                                        1825 - 29    Suebi LI 1 - 2                                         1427 - 28    German Cav 1 - 2                                  1526 - 27     Army size: 102 Inf, 20 Cav                                    Army size: 184 Inf, 10 Cav   Romans: 171  army rout 40% =  70  RPs   Gauls: 218 TQ  army rout 35% =  75  RPs     - Rout directions:   Romans rout toward 42XX map edge.   Gauls rout toward 10XX map edge.   By Frederic Bey  



[image: image12.emf]ATUATUCA,  53 BC   CAESAR - CONQUEST OF GAUL     Map: Sabis . Ignore the river. Gate hex sides are: 3819/3918, 3819/3919, 3514/3515,  3521/3522, 3019/2918 and 3019/2919. Units may only enter or leave the camp via these hex - sides.     ROMANS  GERMANS   Q.Tullius (OC), Aq uila                              3419  Enter turn 1 along 42XX edge   XIV CO 1                                                  3419  Logio (TC)   XIV CO 2 - 5                 3819, 3515, 3521, 3019   Fafnerus   Baggage Trains 1 - 2              anywhere in camp  Ger man LC 1 - 4    Suebi LI 1 - 3   Enter turn 2 along 10XX edge  Sedusii LI 1 - 2   G.Trebonius    XIV CO 6 - 10                   Cohorts may be in column    Gaul RC 1        Army size: 50 Inf, 4 Cav                                         Army size: 25 Inf, 10 Cav    Romans: 62  TQ  Germans: 45 TQ     Special Rules:   - Q. Tullius begins the game finished.   - Cohorts 2 - 9 are considered Conscript cohorts for purposes of the Shock Superiority Chart.  They are recruit in all other respects. Cohort 1 is Recruit.   - The RC unit may be moved as p art of a Legion Command so long as it is within Command  Range of a leader.   - Units may not cross wall - hex sides. They may attack across gate hex - sides with no penalty  during the first turn, and a 2L shift on the Shock Combat Table during any subsequent turn .  German units may cross gate hex - sides. In the first turn any Roman unit adjacent to a gate has  one added to its pre - shock TQ check dieroll.   - Baggage Trains cannot be removed from the camp by the Roman player. If alone in a hex and  attacked by a German un it, the Train is destroyed or captured (German player choice, the  Roman player may recapture trains in the same method) and under German control. The  Germans may exit trains via a gate (one per turn, and no other unit may use that gate that  turn). It takes  an individual order to move a train. They may change facing by pivoting the front  half one hex for the cost of 3 movement points.     Retreat Edge:   - German units retreat to the 42XX edge.    - Roman units retreat to their Aquila or the 10XX edge.     Victory:   Vict ory is not determined in the usual fashion. The Germans win if they at any time:   1.   Have the only combat unit(s) inside the camp, or   2.   Destroy both Baggage Trains, or   3.   Capture the Roman Aquila, or   4.   Eliminate Q. Tullius, or   5.   Exit a Baggage Train off the 42XX edge.    If unable to accomplish any of these, the Roman player wins.         By Stephen Jackson    



[image: image13.emf]LUTETIA,  52 BC   CAESAR - CONQUEST OF GAUL     Map: Lutetia .  The island oppidium of Parisii, Lutetia.     ROME  GAUL   VII, IX, XII Vet LG. LG deployment 4 - 3 - 3  30 BI,  28 MI,  3 BC   Labienus (OC)                                   anywhere  30 BI  Parisii , Aulerci, Senone s + 28  Briton MI   XII CO 1 - 4, Legate     in rows 36XX, 37XX and 38XX  in                      within 4 hexes of the Eastern  edge  three battle  lines   IX CO 1 - 4, Legate                       within 4 hexes of the Eastern  edge    VII CO 1 - 4, Legate  3 BC                    within 2 hexes of one Inf unit                      within 4 hexes of the Eastern  edge    CO 5 - 10  in two rows of 3 behind the 1 st  row  Tribal Chief, 2 Chiefs                         anywhere      1 RC, 2 LN, Legate       within 2 hexes of a CO    2 Slingers, 2  Archers     within 2 hexes of a CO      Army size: 154 Inf, 12 Cav                                    Army size: 35 0 Inf, 9  Cav   Rome:   222 TQ  army rout  35% =  80  RPs  Gaul:   3 5 1  TQ  army rout 35% =  115  RPs     Special Rules   - Treat Briton MI  as Gaul units.   - Barba rian Impetuosity     Cav. units (Roman or Gallic) do not count for ending that effect, nor SK units.   - Barbarian Overrun    SK attacked by 2 BI (during the Barbarian Line Command move) may be overrun. DR for TQ  Check of SK (apply possible Ferocity +2 DRM). If SK  is routed, BI may continue moving, they  are not stopped.   - Barbarian recovery   If Barbarian leader wants to recover a unit, roll a die.   DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed  –  wasted  order.    



[image: image14.emf]GERGOVIA,  52 BC   CAESAR - CONQUEST OF GAUL     Map: Munda  large map, fold it on XX10. Castra represent the town of Gergovia.     ROMANS  GAULS        Assaulting Legions  Gergovians & allies   VI I , VIII, IX, XI Vet Legions ( - 10 th  CO)   30 Parisii, Senones, Aulerci BI   w ith Legates     10 BI 1139 - 1143, 1040 - 1044, Vivisectix   One legion within 2 hexes from 1639     10 BI 1028 - 1032, 1128 - 1132, Blotto   One legion within 2 hexes from 1633     10 BI inside town, TC  use Inguiomerus   One legion within 2 hexes from 2039      One legio n within 2 hexes from 2033  Vercingetorix’ army   - Roman player DR for each legion and distributes that   30 Nervi BI, Vercingetorix TC  use Ambiorix     number of Cohesion Hits among the cohorts.    Enter on fourth turn 1543 - 2343   - Then DR TQ check for each CO w ith +2 DRM.    - Not all cohorts have pilas: +2 DRM to missile fire.              Caesars’ Reserve    X Legion, Legates, Caesar    On any Dark Green hex.             Relieving Force    XII I  Legion CO 1 - 5, Legates Titus Sextius    4232 - 4236    - T.Sextius has  always Le gion Command for the XIII.      Army size: 255 Inf                                                 Army size: 420 Inf   Assaulting force: 242 TQ  rout 33% =  80  RPs  Gauls: 382 TQ  army rout 33% =  125  RPs   Relieving forces: 104  TQ  rout 40% =  4 0  RPs        Special  Rules   - Gergovia town:  walls cannot be crossed. Units exiting the gates pay +1 MP. Units attacking  through gates, from outside the town, get  – 2L on the SCRT. During any Roman activation  phase Gauls may fire a sling missile attacks from five “tower” hexes o n the adjacent (only)  Roman units.   - Barbarian recovery :   If Barbarian leader wants to recover a unit, roll a die.   DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed  –  wasted  order.        Retreat Edges:   - Roman retreat toward the plain,  Dark Green and off the map.   - Gauls retreat: Gergovian units (ochre) retreat 1028 - 32, 1040 - 44 or inside town. Routed units  inside town count as eliminated, but may be rallied. Vercingetorix’ units (green) retreat 1543 - 2343.      Victory:   Roman army consists o f:   Assaulting legions (VI I , VIII, IX, XI Lg) 242 TQ   Reserve &  relieving forces (X, XII Lg) 104  TQ   Game ends with Gallic victory by routing any one of these two Roman forces.   Romans win by routing the Gauls or by having 5 (unrouted) Cohorts inside Gergovia  at any  time.     By Aleksandar Pesic, 2002.  



[image: image15.emf]Alesia  –  Cavalry Engagement,  52 BC   CAESAR - CONQUEST OF GAUL     Map: Pharsalus small (south) map.  Stream exists. Crossing it +1 MA and 1 Cohesion Hit.      ROMANS  GAULS   Set up second 18XX and behind  Set up first 34XX and behind   2 Legates  Vasico   3 German BC 4 - 6  Ambidextrus   4 Gaul LN  Duffix   2 Roman RC   3 Parisii/Aulerci BC   6 Antesignani LI  2 Helvet BC   4 Aux Archer SK  1 Helvet LN   2 Aux Slinger SK  10 German LC    2 Boii LI   Enter 10XX if DR <= turn number  2 Tulungi LI   1 Legates  may enter with all units in a L ine Comman    3 German BC 1 - 3    2 Antesignani LI      Army size: 14 Inf, 42 Cav                                     Army size: 20 Inf, 73 Cav    Romans: 140 TQ  army rout 40% =  55  RPs  Gauls: 117 TQ  army rout 33% =  40  RPs     Use Roman units (except Legates) from  JC Civil War.   Gaul leaders are from Helveti.   Both sides have no OC.   All friendly units may form a line.   There are no any of the German Cav or Antesignani rules.                                                     By Aleksandar Pesic, 2002  


ALESIA,  52 BC

CAESAR-CONQUEST OF GAUL

Map: Dyrrhachium. Birm & Ditch exist, it represent section of circumvallation and contravallation around Alesia; Pompey’s camp and IX Legion camp represent Roman camps (ignore towers). Ignore: small section Birm & Ditch, all woods, river, streams, road and all other fortifications. Gauls set up first.

	ROMANS
	GAULS

	Inside IX Lg camp: 2 CO XI, Catapult
	Vercingetorix’ besieged forces:

	Inside Pompey’s camp: 2 CO XII, Catapult
	Vercingetorix use Ambiorix,

	
	Logio, Erdo

	Anywhere between Birm & Ditch:
	Use Germans (orange)  43 BI, 12 LI

	VII, IX, 2 Legates, 6 SK, 6 Catapults:
	At least 10 hexes from any Roman fortification

	          1709, 1915, 2022, 2228, 2832, 3535
	

	Reinforcements: X, Legates Labienus
	Vercassivellaunus’ relief forces:

	   Enter 4238-4243 third turn
	Vercassivellaunus use Inguiomerus,

	Caesar   Enters 4239 if DR <= Turn # (DR 0=10)
	Grummix, Commius, Ammoco

	
	Use Nervii, Atrebates, Viromandui, Aduatuci

	Sally forces: 6 German BC, 4 Gallic LN, 
	(green)  72 BI

	2 Roman RC, 2 Legates (all Cav from CW)
	At least 10 hexes from any Roman fortification

	Enter if DR <= Turn # after Caesar enters - 1012-1022
	


Army size: 176 Inf, 42 Cav                                  Army size: 736 Inf

	Romans: 345 TQ  army rout 45 % = 155 RPs
	Gauls: 830 TQ  army rout 33% = 275 RPs


-Special rules:
-Legion CO units may reload their pilas while in fortifications during reload phase. 

-The Everyone’s a Slinger rule: Legion CO units and temporarily “Missile No” SK units may use this rule. Any unit on wall or tower hex has Slinger capability into an adjacent hex, with an automatic +1 to the DR.

-Cohorts inside wall defense disposition/facing: Consider flank sides of on wall Legion CO units as frontal for all purposes (missile fire, shock combat) if attacked through wall hexside.

-Dispersed CO defense in fortifications: CO units may be dispersed along the wall/birm & ditch to defend greater area. CO unit may be placed on the hexside, between two wall/birm & ditch hexes, thus marking that it is placed on both hexes. If only one hex of dispersed CO is in combat, consider its size as 3. In the same combat phase it is possible that both Dispersed CO hexes fight once, or only one hex, but not each hex separately – a unit can be in combat only once per phase. To move/regroup CO unit in or from dispersed formation cost 1 MP.  

-Rally and Recovery: Roman units behind walls may rally or recover (remove two cohesion hits), if ordered by the friendly leader, even if adjacent to enemy units that are outside the wall, if that Roman unit DR <= TQ. ZoC does not exert from outside of fortification to inside.

-Fortifications: 

-Roman defensive systems: all hexes adjacent to camp walls and birm & ditch, outside of fortifications on both sides, have various sorts of Roman prepared obstacles and traps. Entering into such a hex is +1 MP and immediate 2 TQ checks, first regular and second with +1 DRM.

-ZoC does not exert from outside to inside. Movement inside is free, combat voluntary, advance after combat voluntary, recovery and reload are possible, even when adjacent to outside the wall enemy. 

-Missile fire from outside to inside has +3 DR effect; Missile fire from inside to outside is normal, has no any DR modifications.

-Shock Combat: from outside the wall to inside –3L. Units from inside to outside do not have any negative Shock Combat Shift, nor they need to advance out after combat. Units on wall hexes always receive –1 Cohesion Hit in combat (defense or attack) with enemy units outside. Units on wall may choose whom to attack. 

-Movement: across the wall, Gallic unit must DR <= TQ to cross the wall from outside. It cost all MPs and 1 Cohesion Hit. To cross from inside to outside cost all MPs and TQ check with maximum one hit damage.

-Cav may not move/attack across the walls. 

-Legates command range while in camp/fortifications is increased by 2 hexes, and they have +2 Strategy Rating while within the fortifications.

-Roman Camps: On map IX legion camp wall and Pompey’s camp wall, cannot be attacked or crossed by the Gaul units. Two cohorts from XI and XII legions can be activated/recovered during the Camp phase, at the end of each turn. 

-Artillery: Roman catapults are on towers and platforms; no terrain may block LoS. Friendly units may normally move under them. They may shoot (twice) during enemy activation phase on enemy activated units within its range or if enemy activated leader is within 11 hexes. They may also fire (twice) during the whole friendly turn and twice if ordered by a friendly leader. 

-SK within fortifications: They may shoot (twice) during enemy activation phase on enemy activated units within its range or if enemy activated leader is within 7 hexes and twice during whole friendly turn. SK in fortifications may automatically reload during reload phase, if enemy is adjacent but outside the wall. They may automatically be activated during Roman Camp phase at the end of each turn, before reload phase.   

-Gallic Rally: Gallic leaders may rally friendly units. Gallic units may rally and recover within the enemy’s artillery range, but not within SK’s. 

-Gallic Rout: Both Gallic armies have the same army rout.

-Retreats: Routed Besieged Gauls retreat toward 4223-4203 or 4203-3004; Routed Relieving Gauls retreat toward nearest map edge. Roman units rout toward the nearest camp.

-Victory: Gauls win by routing the Roman army, eliminating Caesar, or by breaking with Vercingetorix and 50 TQ points of besieged units to the outside (having Vercingetorix and 50 TQ of his units at the same time).                    By Aleksandar Pesic, 2002
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SABIS,  57 BC

CAESAR-CONQUEST OF GAUL

Map: Sabis.  Belgium, the Sambre river.


		ROME

		Roman Reinforcements



		LG VII to XII are Vet, XIII, XIV are Rec

		XIII, XIV, 2 Legates, 2 Catapults, Baggage Train (4)



		each LG has a Catapult and Aquila

		enter 4216-4222 3rd turn if DR 7-9; 4th if DR 6-9;



		Julius Caesar                                        3726 or 3026

		5th if DR 5-9; 6th if DR 4-9 and so on



		Balearic SK (3)             within 3 hexes North of the river

		



		Numidian SK (3), Cretan SK (5)     in camp, on towers

		BELGAE



		Gaul RC (2), Gallic LN (4), 2 Legates within 3 hexes

		Nervii and Atrebates



		                                South of the river, not in a wood hex

		the Belgae may stack 3 BI to a hex in initial deployment 



		VII Aquila, Catapult, Legate 3911; 4 CO 3814-3514;

		Nervii BI (30) + Briton BI (20), Boduognatus (TC), 



		                       6 Foraging CO within 2 hexes of 3911

		         Flemmus        any level 3, woods hexes 1607-1018



		XII Aquila, Catapult, Legate 3212; 4 CO 3414-3114;

		Atrebates BI (18) + Briton MI (28), Gowanus (TC), 



		                      6 Foraging CO within 3 hexes of 3212

		   Commius    in a double line 1335-1737 and 1236-1738



		VIII Aquila, Catapult, Legate 2417; 4 CO 2914-2917; 

		Belgian Reinforcements



		                      6 Foraging CO within 2 hexes of 2417

		Viromandui BI (14), Grummix, Ammoco enter through  



		XI Aquila, Catapult, Legate 2623; 4 CO 2918-2921; 

		                    hexes 1019-1031, during the second turn (or later).



		                      6 Foraging CO within 2 hexes of 2623

		Aduatuci BI (10), Dicex enter through 1019-1031,  



		IX Aquila, Catapult, Legate 3026; 4 CO 3023-3322;

		                    in the turn when the Roman Baggage Train arrives.



		                      6 Foraging CO within 2 hexes of 3026

		Army size: 744 Inf



		X Aquila, Catapult, Labien    3726; 4 CO 3423-3722;

		Nervi:        321 TQ    army rout 33% = 105 RPs



		                      6 Foraging CO within 2 hexes of 3726

		Atrebates: 258 TQ    army rout 33% = 85 RPs



		Army size: 411 Inf, 40 Cav

		Viromandui: 84 TQ   army rout 35% = 30 RPs



		Rome:  588 TQ   army rout 35% = 205 RPs 

		Aduatuci:     57 TQ   army rout 35% = 20 RPs





Special Rules

-Treat Briton units as Belgae; BI are Nervii, MI are Atrebates.

-Roman Legion Deployment Each Legion has 4 cohorts deployed against the outer wall of the fort. The remaining 6 cohorts are foraging. Roman player chooses which units from each legion are where, within the set up restrictions. 

   Procedure: Each legion is split into two groups: Foragers and Wall Builders. The Foragers place one cohort with the Legion’s Aquila, and the remaining cohorts are placed within two hexes of the central cohort, with no cohort adjacent to another cohort of the same legion. Wall cohorts are placed adjacent to the under-construction wall and must have a wall hexside in one of their frontal spaces. There is no stacking. Do not place any units inside the Roman fort. For each Forager cohort roll the die and face the unit as per the Scatter diagram.  


-Roman Reinforcements The Baggage Train (4 double sized counters) and XII and XIV Legions, along with Legates, catapults enter the map through hexes 4216-4222. At the start of each turn, beginning with Turn 3, the Roman DR for reinforcements. Add to DR a number equal to how many times he has previously tried. If the adjusted DR is 7-9, the reinforcements enter. Otherwise, try again next turn.  

-Baggage Train Baggage Train consists of 4 wagon counters. Wagons may move into only either their frontal or the flank hexes adjacent to the frontal hex. Wagons may not stack with any unit. A wagon is destroyed if it is ever attacked. If Belgae destroy any one wagon, remove 2 hits from all Belgae units within 10 hexes of the captured wagon. If the Belgae destroy all four Baggage Train units, they win.


-Labienus He started in command of the X, but upon arrival of the XIII and XIV he assumed command for both those legions. 


-Belgian Deployment The Belgae may stack 2 BI to a hex in their initial deployment.

-Belgian Reinforcements Viromandui- Grummix, Ammoco and 14 BI enter through 1019-1031, during the second turn (or later).

Aduatuci- Dicex and 10 BI enter through 1019-1031, in the turn when the Roman Baggage Train arrives. 


-Partially Constructed Fort The walls provide no defensive benefit. To cross the wall costs +2 MP. Towers provide anyone in them with a height level of one higher.

-Auxiliaries Surprise Reaction The first time any Roman Cav or slinger SK: -moves, or -a unit has a clear LOS to a Belgian unit

the Roman makes a TQ check for that unit. If it fails, it is eliminated from the game; if it passes it incurs 2 Hits. The check is made instant.


-Extended Command Control A Legate can command any Roman cohort, regardless of legion, with an Individual order. A Roman cohort unit that must make any moral check when it is out of its normal legion command control range has one added to all TQ check dierolls.

-Reforming Ranks All Roman cohorts start the scenario on their “Moved” side. While in that mode, the Roman player adds two (+2) to any TQ checks until it is Reformed. A Roman Cohort can Reform by passing through the space that contains its Aquila and expending one additional movement point, at which time the unit is placed on its front side. When reformed, the unit functions normally. A Roman cohort stays on its “Moved” side – and thus incurs Hit penalties for movement – until it is reformed. Then it is flipped to its front side and may not voluntarily move again that turn (after it completes its movement).


A Cohort that starts stacked with the Aquila is “Formed” and on its front side.


-Forming Legions and Legion Commands Unformed cohorts may not use LC. 

-Belgian Initiative Belgian player starts the game by moving any one tribe (all units) he wishes. Play than begins normally. If the Belgian player moves that tribe again, it is considered as a “Trump”, and all same Initiative rating leaders will have no Momentums.

-Surprise Caesar may not use his Elite Initiative in the first turn. Caesar may not try a Momentum in the first turn.


-Barbarian Impetuosity ending Roman Cav. or SK units are not counting for ending that effect.

-Barbarian Overrun SK attacked by 2 BI (during the Line Command move) may be overrun. DR for SK TQ Check (apply the possible Barbarian Ferocity +2 DRM). If SK routs, BI may continue moving, they are not stopped.


-Barbarian recovery If Barbarian leader wants to recover a unit, roll a die. DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.

-Belgae Victory They win instantly when they destroy all four Roman Wagon Trains, regardless of what the situation is. 


_1395423238.doc
BAY of BISCAY,  56 BC  

CAESAR-CONQUEST OF GAUL

Map: all Sea, or Jugurtha map (consider it blank).  Coastal waters off Brittany.

Ship Scale: 1 counter = 10 ships

		ROME

		VENETI



		16 Liburnian Biremes        C2-M3

		22 Sail Ships          C3-M1



		Decimus Junius Brutus (Admiral)

		Tsunamix (Admiral)



		2 SqC

		3 Veneti SqC



		deploy last

		deploy first



		deploy within 4 hexrows of one of the long 

		deploy within the same restrictions as listed



		edges of the map. No ship may be closer than

		for the Veneti, except that they deploy at the 



		10 hexes to the short (flank) edge of the map.

		opposite side of the map.





Special Rules

-Coastline: The right flank of the Romans, and the left flank of the Veneti, is the coastline of Britanny. Any unit entering a hex adjacent to that edge of the map is considered to have crashed into the rocks and sunk.


-Wind: The game starts with the wind blowing at a strength of “4” directly into the rear of the Veneti ships and directly towards the Roman fleet, blowing from the north to the south. Place Wind marker in 1200 pointing directly at 1201.


-Wind Driven Ships: They are totally dependent on the strength and direction of the Wind. At the start of each turn DR 2D6 to see if the wind strength and/direction changes. The maximum Speed sailed ships can move is any number that is the same as or lower than the Wind Strength. Thus, with a wind of 5, a sail ship may use from 1 to 5 MP. Sail ships do not have Cruise and Max Speed levels-only a Wind Speed. If the Wind is blowing:



-Directly into a Ship’s Stern/Flank hex, that ship may increase its Speed for the turn by +1 above the Wind Strength.



-Into a Ship’s Stern hex there is no effect.



-Directly into a Ship’s Bow/Flank hex, decrease the allowable Speed by -1.



-Directly into a Ship’s Bow hex, decrease the allowable Speed by -2. 

-Rake and Ram: There is no Rake and/or Ram combat in the scenario, only Grappling/Boarding and Missile Fire.


-Height Advantage: The Veneti ships have Height Advantage. The Romans are at a Height Disadvantage.


-Flame: The Roman galleys have Flame Missile capability. The Veneti do not.


-Scythe: The Roman player may instead of grapple attempt to Cut Sails on Veneti ships. To do this DR 1D6. 



DR 1-4, he has Cut Sail. The Veneti ship is now Dead in the water – flip to its No movement side. The Roman may not attempt to grapple until next turn.



DR 5-6, the cut attempt has failed. There is no further effect.


-Victory: For purposes of determining Victory, each Veneti ship is worth 3 VP, and Roman bireme is worth 4 VP.


The battle ends when one side has accumulated 30 VP and it at least by 1/3 more then opponent has.    
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Slaughter of the XIV Legion,  54 BC


CAESAR-CONQUEST OF GAUL


Map: Bibracte. Only the right half of the map is needed (fold it to play). Ignore both the camp and the stream.


		ROMANS

		GAULS (Eburones)



		Q.Sabinus (PC)                                        2729

		use orange German counters



		L.Cotta (Legate XII)                                  3137

		at least 6 hexes or more away from the Roman units 



		XIV CO 1-10                        2628-29, 2729-31,

		     Ambiorix group



		                                                  2832-35, 2935

		Ambiorix (TC)



		XII CO 6-10                3036-37, 3137-38, 3139

		Suebi BI 1-7



		Spain RC 1-2                                       2626-27

		Suebi LI 1-3



		Numidia SK 1                                           3240

		Sedusii LI 1-2



		

		     Catuvolcus group



		Romans set up first

		Catuvolcus (Eburones Chief)



		

		Nametes BI 1-7



		

		Nametes LI 1-2



		

		Harudes LI 1-2



		

		     Voccio group



		

		Voccio (Cav chief)



		

		German Cav 1-5





Army size: 76 Inf, 10 Cav                                      Army size: 101 Inf, 25 Cav


		Romans: 92 TQ  army rout 45% = 40 RPs 

		Gauls: 190 TQ  army rout 33% = 65 RPs





Special Rules:

-Conquest of Gaul rules are used with the following special rules:


-Command: Sabinus is the legate of XIV Legion but can also give individual orders to all Roman units as Proconsul. Cotta is the legate of XII legion but can also give individual orders to all Roman units. 


-Each Eburones chief commands units from his group except Ambiorix who can give individual orders to any Eburones units as OC.


-German Cavalry rules are not available.


-Rally: All leaders rally using their Initiative rating. Rally successful if DR <= IR+1. Gaul leaders may rally within one half of their Individual orders range, round up, except for OC who may rally within his full Individual orders range.


-Ambush: Both Roman leaders start the game Finished.


Rout Edges:

-Roman toward 3644 and 2943.


-Eburones rout to the closest map edge. 


By Frederic Bey



_1395423429.doc
ATUATUCA,  53 BC


CAESAR-CONQUEST OF GAUL


Map: Sabis. Ignore the river. Gate hex sides are: 3819/3918, 3819/3919, 3514/3515, 3521/3522, 3019/2918 and 3019/2919. Units may only enter or leave the camp via these hex-sides.


		ROMANS

		GERMANS



		Q.Tullius (OC), Aquila                              3419

		Enter turn 1 along 42XX edge



		XIV CO 1                                                  3419

		Logio (TC)



		XIV CO 2-5                 3819, 3515, 3521, 3019 

		Fafnerus



		Baggage Trains 1-2             anywhere in camp

		German LC 1-4



		

		Suebi LI 1-3



		Enter turn 2 along 10XX edge

		Sedusii LI 1-2



		G.Trebonius

		



		XIV CO 6-10                  Cohorts may be in column

		



		Gaul RC 1

		





Army size: 50 Inf, 4 Cav                                       Army size: 25 Inf, 10 Cav 


		Romans: 62 TQ

		Germans: 45 TQ





Special Rules:


-Q. Tullius begins the game finished.


-Cohorts 2-9 are considered Conscript cohorts for purposes of the Shock Superiority Chart. They are recruit in all other respects. Cohort 1 is Recruit.


-The RC unit may be moved as part of a Legion Command so long as it is within Command Range of a leader.


-Units may not cross wall-hex sides. They may attack across gate hex-sides with no penalty during the first turn, and a 2L shift on the Shock Combat Table during any subsequent turn. German units may cross gate hex-sides. In the first turn any Roman unit adjacent to a gate has one added to its pre-shock TQ check dieroll.


-Baggage Trains cannot be removed from the camp by the Roman player. If alone in a hex and attacked by a German unit, the Train is destroyed or captured (German player choice, the Roman player may recapture trains in the same method) and under German control. The Germans may exit trains via a gate (one per turn, and no other unit may use that gate that turn). It takes an individual order to move a train. They may change facing by pivoting the front half one hex for the cost of 3 movement points.


Retreat Edge:

-German units retreat to the 42XX edge. 


-Roman units retreat to their Aquila or the 10XX edge.


Victory:

Victory is not determined in the usual fashion. The Germans win if they at any time:


1. Have the only combat unit(s) inside the camp, or


2. Destroy both Baggage Trains, or


3. Capture the Roman Aquila, or


4. Eliminate Q. Tullius, or


5. Exit a Baggage Train off the 42XX edge. 


If unable to accomplish any of these, the Roman player wins.


By Stephen Jackson 
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GERGOVIA,  52 BC


CAESAR-CONQUEST OF GAUL


Map: Munda large map, fold it on XX10. Castra represent the town of Gergovia.


		ROMANS

		GAULS



		     Assaulting Legions

		Gergovians & allies



		VII, VIII, IX, XI Vet Legions (-10th CO) 

		30 Parisii, Senones, Aulerci BI



		with Legates

		   10 BI 1139-1143, 1040-1044, Vivisectix



		One legion within 2 hexes from 1639

		   10 BI 1028-1032, 1128-1132, Blotto



		One legion within 2 hexes from 1633

		   10 BI inside town, TC use Inguiomerus



		One legion within 2 hexes from 2039

		 



		One legion within 2 hexes from 2033

		Vercingetorix’ army



		-Roman player DR for each legion and distributes that 

		30 Nervi BI, Vercingetorix TC use Ambiorix 



		number of Cohesion Hits among the cohorts.  

		Enter on fourth turn 1543-2343



		-Then DR TQ check for each CO with +2 DRM.

		



		-Not all cohorts have pilas: +2 DRM to missile fire. 

		



		

		



		     Caesars’ Reserve

		



		X Legion, Legates, Caesar

		



		On any Dark Green hex.

		



		

		



		     Relieving Force

		



		XIII Legion CO 1-5, Legates Titus Sextius

		



		4232-4236

		



		-T.Sextius has always Legion Command for the XIII.

		





Army size: 255 Inf                                                 Army size: 420 Inf


		Assaulting force: 242 TQ  rout 33% = 80 RPs

		Gauls: 382 TQ  army rout 33% = 125 RPs



		Relieving forces: 104 TQ  rout 40% = 40 RPs  

		





Special Rules

-Gergovia town: walls cannot be crossed. Units exiting the gates pay +1 MP. Units attacking through gates, from outside the town, get –2L on the SCRT. During any Roman activation phase Gauls may fire a sling missile attacks from five “tower” hexes on the adjacent (only) Roman units.


-Barbarian recovery:

If Barbarian leader wants to recover a unit, roll a die.


DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.


Retreat Edges:


-Roman retreat toward the plain, Dark Green and off the map.


-Gauls retreat: Gergovian units (ochre) retreat 1028-32, 1040-44 or inside town. Routed units inside town count as eliminated, but may be rallied. Vercingetorix’ units (green) retreat 1543-2343. 


Victory:

Roman army consists of:


Assaulting legions (VII, VIII, IX, XI Lg) 242 TQ


Reserve & relieving forces (X, XII Lg) 104 TQ


Game ends with Gallic victory by routing any one of these two Roman forces.


Romans win by routing the Gauls or by having 5 (unrouted) Cohorts inside Gergovia at any time.


By Aleksandar Pesic, 2002.
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Alesia – Cavalry Engagement,  52 BC


CAESAR-CONQUEST OF GAUL


Map: Pharsalus small (south) map. Stream exists. Crossing it +1 MA and 1 Cohesion Hit. 


		ROMANS

		GAULS



		Set up second 18XX and behind

		Set up first 34XX and behind



		2 Legates

		Vasico



		3 German BC 4-6

		Ambidextrus



		4 Gaul LN

		Duffix



		2 Roman RC 

		3 Parisii/Aulerci BC



		6 Antesignani LI

		2 Helvet BC



		4 Aux Archer SK

		1 Helvet LN



		2 Aux Slinger SK

		10 German LC



		

		2 Boii LI



		Enter 10XX if DR <= turn number

		2 Tulungi LI



		1 Legates may enter with all units in a Line Comman

		



		3 German BC 1-3

		



		2 Antesignani LI

		





Army size: 14 Inf, 42 Cav                                     Army size: 20 Inf, 73 Cav 


		Romans: 140 TQ  army rout 40% = 55 RPs

		Gauls: 117 TQ  army rout 33% = 40 RPs





Use Roman units (except Legates) from JC Civil War.


Gaul leaders are from Helveti.


Both sides have no OC.


All friendly units may form a line.


There are no any of the German Cav or Antesignani rules.


By Aleksandar Pesic, 2002
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LUTETIA,  52 BC

CAESAR-CONQUEST OF GAUL

Map: Lutetia.  The island oppidium of Parisii, Lutetia.


		ROME

		GAUL



		VII, IX, XII Vet LG. LG deployment 4-3-3

		30 BI, 28 MI, 3 BC



		Labienus (OC)                                  anywhere

		30 BI Parisii, Aulerci, Senones + 28 Briton MI



		XII CO 1-4, Legate  

		in rows 36XX, 37XX and 38XX in



		                  within 4 hexes of the Eastern edge

		three battle lines



		IX CO 1-4, Legate

		



		                  within 4 hexes of the Eastern edge

		



		VII CO 1-4, Legate

		3 BC                  within 2 hexes of one Inf unit



		                  within 4 hexes of the Eastern edge

		



		CO 5-10 in two rows of 3 behind the 1st row

		Tribal Chief, 2 Chiefs                        anywhere



		

		



		1 RC, 2 LN, Legate      within 2 hexes of a CO

		



		2 Slingers, 2 Archers    within 2 hexes of a CO

		





Army size: 154 Inf, 12 Cav                                   Army size: 350 Inf, 9 Cav


		Rome:  222 TQ  army rout 35% = 80 RPs

		Gaul:  351 TQ  army rout 35% = 115 RPs





Special Rules

-Treat Briton MI as Gaul units.

-Barbarian Impetuosity 


Cav. units (Roman or Gallic) do not count for ending that effect, nor SK units.


-Barbarian Overrun 


SK attacked by 2 BI (during the Barbarian Line Command move) may be overrun. DR for TQ Check of SK (apply possible Ferocity +2 DRM). If SK is routed, BI may continue moving, they are not stopped.


-Barbarian recovery


If Barbarian leader wants to recover a unit, roll a die.


DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.
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Attack on Cicero’s Winter Camp,  54 BC


CAESAR-CONQUEST OF GAUL


Map: Sabis. Gauls set up first, using orange German counters and light green Belgic counters from CoG. Gallic army consists of Nervii, Atuatuci and Eburones.


		ROMANS

		GAULS



		all units deployed within their camp

		anywhere at least 8 hexes away from Roman fortificat. 



		Q.Tullius (OC/Legate XI)

		Bodngtus (Nervii TC)



		Aquila XI

		Nervii BI 1-10



		Legion XI 1-10 CO

		Dicex (Aduatuci TC)



		Catapults VIII, IX, X and XI

		Aduat BI 1-5



		Gaul LN 1

		Ambiorix (Eburones TC)



		Numidia SK 1, Crete SK 1, Balearic SK 1

		Suebi BI 1-5



		

		Suebi LI 1-2





Army size: 53 Inf, 4 Cav                                        Army size: 135 Inf


		Romans: 75 TQ  army rout 60% = 45 RPs  

		Gauls: 160 TQ  army rout 33% = 55 RPs





Special Rules:

-Command: Q. Cicero is the legate of Legio XI. He can also give individual orders to all Roman units (including to SK, during the auxiliary phase), as Proconsul.


-Roman Camp: Cicero has made huge works to improve its defense. Each camp tower drawn on the map has the same fire capability as a foot javelin unit and Roman CO use the archer category for missile depletion.


-Limit number of turns: The game is limited to 10 turns. If neither side has achieved a victory after ten turns it ends with a draw.


-Rout directions: Roman units rout to the Aquila. Gauls rout to 10XX hexrow map edge.  


-Legion Aquila: Legion CO units stacked with or adjacent to Aquila have –1 DRM for all pre-shock TQ checks. Roman routed units rout toward Aquila and they stay stacked or adjacent to it until rallied or eliminated.

Relief of Cicero,  54 BC


CAESAR-CONQUEST OF GAUL


Map: Sabis. Gauls use orange German counters and light green Belgic counters from CoG.


		ROMANS

		GAULS



		J. Caesar (OC)

		Bodngtus (Nervii TC)                                1716



		P.Licinius (Legate VII)                              2922

		Flemmus (Nervii Chief)                             1820



		Q.Fabius (Legate X)                                 2916

		Nervii BI 1-8                                        1816-23



		L.Aemilius (Cav Praefect)                        2827

		Nervii BI 9-15                                      1716-22



		VII  2 CO per hex      2822, -24, 2920, -22, -24

		Dicex  (Aduatuci TC)                                1712



		X  2 CO per hex        2816, -18, -20, 2916, -18

		Aduat BI 1-5                                        1810-14



		Gaul LN 1-3                                         2826-28

		Aduat BI 6-7                                        1711-12



		Gaul RC 1-2                                        2913-14

		Ambiorix (Eburones TC)                           1726



		Numidia SK 1   2621, Crete SK 1   2619

		Suebi BI 1-5                                        1825-29



		

		Suebi LI 1-2                                         1427-28



		

		German Cav 1-2                                  1526-27





Army size: 102 Inf, 20 Cav                                    Army size: 184 Inf, 10 Cav


		Romans: 171  army rout 40% = 70 RPs 

		Gauls: 218 TQ  army rout 35% = 75 RPs





-Rout directions:

Romans rout toward 42XX map edge.


Gauls rout toward 10XX map edge.

By Frederic Bey
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BRITANNIA,  55 BC

CAESAR-CONQUEST OF GAUL

Map: Britannia.  South East coast of Kent.


		ROME

		BRITONS



		VII and X LG

		22 LI + 22CH, 28 MI, 4 LC in 3 groups



		Julius Caesar

		There is no Tribal Chief (TC)



		VII, X LG, 2 Legates (not Labienus)

		Cingetorix; Group A  placed in Level 3 or higher



		3 Archers SK

		Taximagulus; Group B placed in Level 3 or higher



		4 Transports

		Sergovax; Group C   with A & B



		3 War Galleys (Liburnian Biremes)

		Deploy First



		No unit start on the map. Place all units on transports

		



		(5 CO per transport), auxiliaries (1 per bireme), Caesar

		



		also on bireme. Fleet enters the west edge 3327-3428. 

		





Army size: 103 Inf                                                 Army size: 228 Inf, 16 Cav

		Rome:  142 TQ  army rout 40% = 55 RPs

		Briton:  315 TQ  army rout 33% = 105 RPs





Special Rules

-Hidden Deployment

British units that are deployed hidden (in woods) are not placed on the map until activated. Write down where they start. When activated, place them in those hexes and then start to move.


-The Roman Naval Movement Phase


Add to the beginning of the normal Sequence of Play for each turn, before the Auxiliaries Phase, a Naval Movement Phase for the Roman Fleet. All movement of galleys takes in this phase and nowhere else. No Initiative is needed; the Roman player can simply move any/all of his galleys as he sees fit, within the rules for such.


-Galley Movement


For this scenario, the Biremes have a Cruise speed of 8 (ignore Max speeds) and Transports 7.


-Landing Units


-Running Aground: Any time a Roman galley enters a Moderate Sea hex that is adjacent to a Shallow hex, DR for Running Aground. He does this each time he so moves. If his speed is 6 or above, add the difference between speed and 5 to the DR. (MA 7 = +2 DR)


If the DR is 7-9, the ship has Run Aground and must stop. It may move no further for the game. A DR 0-6 no effect, and the ship can keep moving.


Any time a Roman galley enters a Shallow Sea hex that is not a Coastal/Beach hex, regardless whether the ship is totally in Shallow or not, the Roman player must DR for Running Aground. (+DRM for speed). He does this each time he so moves. If DR is 5-9, the ship has Run Aground and must stop. It may no further for the game. DR 0-4 no effect, the ship can keep moving.


-Beaching: A galley may beach by moving the ship into a coastal/beach hex so that the prow of the ship faces the beach (not the hexside dividing two beach hexes). If this is done, regardless of speed, the ship is now grounded on the beach and may not move again during the game.


-Dropping Anchor: A galley that is all in Shallow Water, but not in a coastal hex, may stop movement by Dropping Anchor. To drop anchor a galley must be moving at a speed of 3 or lower. There is no cost to Drop Anchor, and the galley may Raise Anchor and move again, although it starts doing so with a Speed of 2.


-Debarking: Units on board may debark into any hex adjacent to the flanks of their ship; 6 different debarkation hexes, but never into the frontal or rear hexes. There is no stacking when debarking and each flank hex of the ship may debark only one unit per activation. Aquilae may debark with any cohort. Any units left on board may not move until their leader gets a second activation. A unit may debark only into an unoccupied hex.


Debarking is movement. The cost to Debark is:



Debarkation Hex         MP Cost             Hit Cost

            Moderate Water             3 MP             4 (2 for SK)


            Shallow Water               2 MP             2 (0 for SK)


            Beach Hex                     1 MP             1 (0 for SK)


No unit may move or debark into a Deep Sea hex. Units may not debark into level 1 land hexes. They may debark only into Beach or Sea hexes.


Units may move after debarking. Transport must be within the Command Range of the Legate or Caesar.


-Galley Missile Capabilities


Each galley (including transports) has a built-in Catapult unit at its prow. SK units may fire from on board the galleys. SK on galleys may automatically fire at enemy activated units in range as Catapults.

-British Activation


British units may not move until their first Activation after a Roman galley has entered a Moderate Sea hex.


-British Chariots


CH have only Movement Allowance; They have no Size and TQ rating.


Each CH may carry one LI. It does not cost a LI any MP (or Hits) to either get on, or leave a CH. When LI leaves the CH, CH stops and may move no further. CH may not move at all – including Withdrawal – unless they carry a LI. CH may not enter a Beach or any all water hex.


British LI may dismount into an adjacent hex regardless of how far the CH+LI combination moved. However, LI may continue to move only if the CH+LI combination moved less than the MA of the LI alone.The number of  MP allowed is equal to the difference. Conversely, LI mounting a CH and continue to move (as the CH+LI) up to the MA of the CH less than the number of MP the LI expended prior to mounting.


Whatever MP the LI used in one transport form is transferred to the other. So, a chariot laden LI that moves 6 MP on wheels can get off but move no further.


LI+CH may use Harassment and Dispersal. As such, they are treated as being LI, except that, when dierolling for Stoppage, do not consider the TQ difference as a DRM. If the LI+CH are stopped, the CH is considered destroyed. (Roman needs a DR 8 or 9 to stop the Harassing & Dispersing LI+CH.


LI riding in CH do not suffer any Movement hits for moving a second (or more) time in a turn, if they spend the entire Activation Phase in the CH.


CH and their LI passengers do not suffer any Hits for any type of Movement/Terrain. It cost them 2 MP to enter a Woods hex.


LI may throw javelins while in CH. LI that do so never run Ammo Low or No. They may be that only while not in their CH. 


If a Roman combat unit moves adjacent to an unoccupied CH, the latter is immediately destroyed.


British LI mounted in chariots (CH+LI) may not Shock attack.


-Land Combat in Sea Hexes


The following Shock Table combat shifts occur if at least one of the following units is in a water or beach hex.

                              Situation                                                Column Adjust   


    All units in all-sea, attacker in deeper water                             3L


    All units in all-sea, defender in deeper water                            3R


    Attacker in shallow sea, defender on beach                             2L


    Defender in shallow sea, attacker on beach                             2R


    Attacker in beach hex, defender on dry land                            1L


    Defender in beach hex, attacker on dry land                            1R


Missiles: Shallow water has no effect on Missile Fire, except that units in all-sea hexes may not missile fire. If firing at unit in Moderate Water subtract two (-2).


Units in Shallow or Moderate Water (but not Beach Hexes) that Rout are eliminated.


-Barbarian recovery


If Barbarian leader wants to recover a unit, roll a die.


DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.

-Cavalry Pursuit

Ignore the Cavalry Pursuit rule. Cav advances as a foot.


-Retreat Direction

Romans retreat towards the nearest Transport. Once they are on the Transport they cannot be rallied.
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Battle of SOS,  56 BC


CAESAR-CONQUEST OF GAUL

Map: Sabis  right half


		ROMANS

		GAULS (Sotiates)



		P. Crassus (OC)                                       2639

		Adiatuanos (OC/TC)                                4230



		Balbus, Cav Praefect                                2633

		Correos (Cav Chief)                                 2225



		Aquila VII                                                  2639

		Eporedorix (LI Chief)                                4030



		Legio VII

		



		CO 1 and 2                                               2737

		Sotiates (use Helvetian counters)



		CO 3 and 4                                               2638

		Helvet BC 1-2                                 2125, 2225



		CO 5 and 6                                               2639

		Helvet LN                                                  2324



		CO 7 and 8                                               2540

		Helvet LI 5-13                                 3929, 3930



		CO 9 and 10                                             2541

		                                     4029-4031, 4128-4131



		Catapult VII                                               2539

		Helvet BI 10-18                               4226-4234



		Provincial Cohorts

		



		CO 6 Rec (XI)                                           2836

		



		CO 6 Rec (XII)                                          2836

		



		Auxiliaries

		



		Balearic SK 1                                            2736

		



		Crete SK 1                                                2837

		



		Cavalry

		



		Gaul LN 1-2                                    2733, 2633

		



		Gaul RC                                                    2533

		





Army size: 62 Inf, 12 Cav                                     Army size: 108 Inf, 14 Cav


		Romans: 96   army rout 40% = 40 RPs

		Sotiates:122 TQ   army rout 33% = 40 RPs





-Command: P. Crassus is as PC. He is the legate of legion VII and of the two Provincial cohorts, which are considered to be legion VII. As OC, he can also give individual orders to all Roman units (including Aux phase). Adiatuanos is OC for the Sotiates army. He directly commands BI, but can also give orders to all Sotiates units. The other two Sotiates chiefs and the Roman Cavalry Prefect can only give orders to units from their command (LI Sotiates, Sotiates Cav, Roman Cav). 


-Ambush: Sotiates infantry cannot move until the first combat between Sotiates and Roman cavalry. Romans don’t see Sotiates infantry at the beginning of the game, because it’s hidden by the hills. Then Roman cannot cross the crest line (2743-2722) before Sotiates Cav do it or before a Sotiates Inf unit reach the line parallel to the crest (2943-2823).


-Retreat Edges:

Romans toward their Aquila, other to map edge 2343-2743.


Sotiates rout to the closest map edge 4244-4223 or 1023-4223.
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Battle of the AQUITANI CAMP,  56 BC

CAESAR-CONQUEST OF GAUL

Map: Sabis  ¾, fold XX34.

		Romans

		Aquitani



		P. Crassus (OC), Aquila VII                      2319

		Vocates - use Helvetian counters



		Legio VII

		Bagmanius (Vocates TC) OC



		CO 1 & 2                                                   2319

		Helvet BI 25



		CO 4 & 5                                                   2317

		Helvet LI 6-11



		CO 6 & 8                                                   2516

		Helvet BC 2



		CO 9 & 10                                                 2520

		Tarusates – use Briton counters 



		Catapult  VII                                              2318

		Cingetorix (Tarusates TC)



		Provincial Cohorts

		Briton LI 16-20



		CO 6 Rec (XI), CO 6 Rec (XII)                 2518

		Briton LC 4



		

		Iberians – use Parisii counters



		Auxiliaries

		Homerus  (Iberian TC)



		Balearic SK 1                                            2717

		BI 7-8



		Crete SK 1                                                2719

		BI 11-14





                                                                                Set up all Aquitani units anywhere in camp.


Army size: 62 Inf, 12 Cav                                     Army size: 99 Inf, 9 Cav


		Romans: 96 TQ   army rout 40% = 40 RPs

		Aquitani: 106   army rout 33% = 35 RPs





-Roman Reinforcements: Enter the game on turn 3 through hexes 4223-4225: -Balbus, Cav Praefect with Gaul LN 1-2, RC 1; Falco, Tribune with reserve cohorts CO 3 and 7 (VII).


-Command: P. Crassus is as PC. He is the legate of legion VII and of the two Provincial cohorts, which are considered to be legion VII. As OC, he can also give individual orders to all Roman units (including Aux phase). Bagmanius is OC for the Aquitani army (tribal Chief). He directly commands Vocates units but can also give orders to all Tarusates and Iberians. The two other chiefs, the Roman Cav Prefect and the Roman Tribune can only give orders to units from their command (Tarusates, Iberians, Roman Cav and Reserve Cohorts, respectively). 


-Aquitani Camp


The camp walls have the following effect: 


Movement: +1 MP, 1 Cohesion Hit


Combat: 1L if all attackers attack across a fortified hex, +1 missile fire DR from outside to inside (only)


Ignore the towers (considered as wall). Roman Cav cannot enter the camp, except through gates, when at least two Roman cohorts are already inside the camp (gates are then considered as opened / there is no more extra cost and cohesion penalty to enter the camp through them. Aquitani units can exit the camp without any extra cost and cohesion penalty through gates, and with extra cost and cohesion penalty through fortified hex (walls). Defending units may use everyones’ slinger rule.

-Aquitani Panic: As soon as a roman unit enters the Aquitani camp, add +1 to all Aquitani TQ check DRs. When a roman unit from Falco group enters the camp, add +2 instead of +1.


-Retreat Edges:

Romans 10XX, other 42XX.


Aquitani rout to the map edge 42XX (through camp gates).
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OCTODURUS,  57 BC


CAESAR-CONQUEST OF GAUL


Map: Thapsus  ¼ of map is used – part with camp. Fold on XX11, XX33 and 26XX. 

		ROMANS

		GAULS (Seduni & Veragri)



		Servius Galba (use P. Crassus) (OC)

		   Seduni



		Falco Cav. Praefect.

		Blotto                                            



		Aquila IX

		Vivisectix



		

		20 Helvet BI (11-30)



		Legion IX  9 Cohorts (minus 10.)   inside camp

		11 Helvet LI (3-13)



		

		                                              * Seduni have no OC



		1 Gaul RC                                      inside camp

		   Veragri



		1 Gaul LN                                       inside camp

		Dicex 



		

		12 Atrebat BI (6-18 excluding x BI 9.) 



		2 Crete SK                                         on towers

		5 Aduat BI (4-10 excluding x BI 5. & 8.) 



		2 Numidia SK                                     on towers

		



		1 Balearic SK                                 inside camp

		-set up anywhere in 28XX and/or XX13 to the



		

		map edge.





Army size: 50 Inf, 8 Cav                                        Army size: 314 Inf


		Romans: 79 TQ   army rout 55% = 45 RPs 

		Seduni & Veragri: 266 TQ  AR 33% = 90 RPs





-Special rules:

-Legion CO units may reload their pilas while in camp during reload phase. 


-The Everyone’s a Slinger rule: Legion CO units and temporarily “Missile No” SK units may use this rule. Any unit on wall or tower hex has Slinger capability into an adjacent hex, with an automatic +1 to the DR.


-Cohorts inside wall defense disposition/facing: Consider flank sides of on wall Legion CO units as frontal for all purposes (missile fire, shock combat) if attacked through wall hexside.


-Dispersed CO defense of wall: CO units may be dispersed along the wall to defend greater area. CO unit may be placed on the hexside, between two wall hexes, thus marking that it is placed on both hexes. If only one hex of dispersed CO is in combat, consider its size as 3. In the same combat phase it is possible that both Dispersed CO hexes fight once, or only one hex, but not each hex separately – a unit can be in combat only once per phase.  To move/place CO unit in/from dispersed formation cost 1 MP.  


-Recovery: Roman units behind walls may remove two cohesion hits even if adjacent to enemy units that are outside the wall, if Roman unit DR <= TQ. ZoC does not exert from outside of fortification to inside.


-Fortifications 


-ZoC does not exert from outside to inside. Movement inside is free, combat voluntary, advance after combat voluntary, recovery and reload are possible, even when adjacent to outside the wall enemy. 


-Missile fire from outside to inside has +3 DR effect; Missile fire from inside to outside is normal, has no any DR modifications. Missile fire from towers has –1 DRM for firing downhill.


-Shock Combat: from outside the wall to inside –3L, on tower hex –4L, on gate from outside –2L. Units from inside to outside do not have any negative Shock Combat Shift, nor they need to advance out after combat. Units on wall hexes always receive –1 Cohesion Hit in any combat (defense or attack). Units on wall may choose whom to attack. 


-Movement: across the wall +3 MP, 1 Cohesion Hit; through gate +2 MP, 1 Cohesion Hit if moving directly into an enemy ZoC from outside, if exiting the gate into an enemy ZoC – no hits.


-Cav may not attack across the walls, only through gates. 


-S. Galba’s command range while in camp is doubled.


-SK on towers: shoot automatically like artillery, twice during every opponent activation phase and twice during whole friendly turn. SK units on towers do not have any pre-shock TQ checks as long as they are stacked with friendly CO unit. If that CO unit is routed, SK must OW 2 hexes (without firing). SK on towers may automatically reload during reload phase, if enemy is adjacent but outside the wall.   


-Legion Aquila: Legion CO units stacked with or adjacent to Aquila have –1 DRM for all pre-shock TQ checks. Roman routed units rout toward Aquila and they stay stacked or adjacent to it until rallied or eliminated.


-Retreats: Routed Gauls retreat toward 26XX or XX11. Roman units rout toward their Aquila.


-Gauls start with Impetuosity and Ferocity (no effect on defending Romans). -Gauls win immediately upon capturing Aquila. 


-Sudden Sortie: S. Galba may once issue Sudden Charge order as LC. First, all CO units that DR <= TQ may immediately remove up to two (2) cohesion hits; then they may move, as it is a LC. All attacked Gaul units, even attacked without moving (by adjacent CO units) across the wall/gate, have +3 DRM for pre-shock TQ check; Romans do not have pre-shock TQ check. CO may advance after combat from inside the wall out with no cohesion hits. After CO’s advance after combat, all newly adjacent Gaul units also have +3 DRM TQ check. S. Galba has –3 DRM for Momentum. All the above effects, including extra SK on towers missile fire activation, are in power for each S. Galba’s activation in this turn.                                                                                                              


By Aleksandar Pesic, 06. VII 2001.
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BIBRACTE,  58 BC

CAESAR-CONQUEST OF GAUL

Map: Bibracte.  Oppidium of Aedui, SE Gaul.


		ROME

		HELVETI



		VII, VIII, IX & X Vet LG; XI & XII Rec LG

		Helvetian BI (40) and LI (13), Briton BI (20) 



		XI, XII, 5 Numidia SK, 3 Cretan SK, 3 Balearic

		and MI (28), Tribal Chief and 2 Chiefs



		SK, 2 Legates (one is Labienus) in Camp.

		                                            2812-32, 2712-31, 



		

		                             2612-32, 2512-31, 2413-31



		4 Gaul RC, 6 Gaul LN P.Considius (Legate for

		



		LN), L.Aemilius (Legate for RC)          3115-29

		2 Gallic BC, 1 Gallic LN, 1 Cav Chief



		

		               within 3 hexes of a Helvetian BI or LI



		Cohorts 1-4 VII, VIII, IX, X LG, 4 Legates

		



		                                                            3314-29

		Boii and Tulingi Reinforcements



		Cohorts 5-7 VII, VIII, IX, X LG             3415-29

		Boii 5 BI, 2 LI, Chief



		Cohorts 8-10 VII, VIII, IX, X LG           3514-29

		Tulingi 5 BI, 2 LI, Chief



		

		enter after Helvetian Withdrawal and Regroup



		Julius Caesar                                            3422

		





Army size: 311 Inf, 40 Cav                                   Army size: 665 Inf, 14 Cav

		Rome:  333 TQ  Army Rout 35% = 115 RPs

		Helvetia:  634 TQ  Army Rout 33% = 210 RPs



		

		Boii: 44 TQ  Army Rout 35% = 15 RPs



		

		Tulingi: 44 TQ  Army Rout 35% = 15 RPs





Special Rules

-Treat Briton units as Helvetians.

-Helvetian Withdrawal and Regroup


At the start of any turn in which the Helvetians have 150 Rout Points in eliminated or routed units commit Helvetian Withdrawal and Regroup:


1. Helvetians redeploy all units on any Level 4 or 5 hex  south of the river in three-line formation (following the format of original deployment). Cav may be deployed anywhere south of the river. 


2. Romans may: 


-Attempt to Rally Routed units with –1 Rally DR.


-Move all unrouted units once. (Units in a Camp may not move). 


After Withdrawal and Regrouping, Helveti restore Barbarian Impetuosity and Ferocity.


     -All Helvetian units are automatically rallied during Withdrawal and Regroup. 


-Boii and Tulingi Reinforcements 


Boii and Tulingi reinforcements (5 BI and 2 LI plus Chief from each tribe) are available to the Gauls starting in any turn after the Helvetian Withrawal and Regroup. They enter through any six contiguous hexes along the NW map edge (1900-4200). They use the Initiative Rating of their leaders to determine when they enter during the turn. When they enter the map, they may move double their MA.

Immediately after moving the two tribes onto the map, each Helvetian unit reduces its Hits incurred (if it has any) by one.


-The Roman Camp


Caesar may activate (by activating Labienus) two Legions in the Camp at any time Boii and Tulungi have entered the game.


-Helvetian Lager

During the battle any Helvetian (not Boii or Tulingi) units may enter the lager. Routed units may be rallied by any Helvetian chief inside the lager, at which point they may leave again. All routed units while there count for Army Rout. 

-Barbarian recovery


If Barbarian leader wants to recover a unit, roll a die.


DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.

-Roman Rout


Roman units in camp are not counted toward Roman army rout.
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The RHINE,  58 BC

CAESAR-CONQUEST OF GAUL

Map: The Rhine.  Eastern Gaul.

		ROME

		GERMANS



		VII, VIII, IX, X Vet LG, XI, XII Rec LG

		Harudes BI (6), LI (2), Erdo   2332-35, 2432-35



		each LG has 9 Cohorts (do not use 10th CO)

		Suebi BI (7), LI (3), Nasua     2427-31, 2527-31



		Legion A, Legate  3109-12, 3210-12, 3309, -11

		Triboci BI (5), LI (1), Fafnerus   2625-7, 2524-6



		Legion B, Legate  3014-17, 3114-16, 3214, -16

		Vangiones BI (5), LI (1), Albericho 



		Legion C, Legate  3019-22, 3119-21, 3219, -21

		                                              2622-24, 2521-23



		Legion D, Legate  3024-27, 3124-26, 3224, -26

		Sedusii BI (6), LI (2), Logio    2618-21, 2517-20



		Legion E, Legate  2928-31, 3029-31, 3128, -30

		Marcomani BI (7), LI (1), Donnerius 



		Legion F, Legate  2833-36, 2933-35, 3033, -35

		                                              2614-17, 2513-16 



		Vet CO 2 & 4 are Depleted

		Nemetes BI (7), LI (2), Sigfridus



		4 Numid & 2 Cret SK            1939, 2039, 2138,

		                                              2709-13, 2610-13



		                                              2238, 2338, 2438

		German LC (12), Parisii BC (3), Voccio       



		4 Gaul RC, Legate                                3431-34

		                                       2403-08, 2503-08



		6 Gallic LN, Legate                3206-08, 3306-08

		Parisii, Aulerci, Senones BI (30)*   anywhere be-



		Julius Caesar                                     anywhere

		hind, but adjacent to German Inf units. 



		

		



		

		Ariovistus (OC)                                   anywhere





Army size: 276 Inf, 40 Cav                                     Army size: 442 Inf, 69 Cav 


		Rome:  417 TQ  army rout 35% = 145 RPs

		German:  649 TQ  army rout 33% = 215 RPs





Special Rules

-German Cavalry System

German-style cavalry consists of a LC plus a LI unit. They are treated as German Cav if they are either stacked together or in adjacent hexes. German player may place any number of LI as he wish with the LC forming German Cav system. Voccio leader may command to Cav and LI units.

    When operating as German Cavalry:


   -When stacked or adjacent, the two units are treated as one unit with MA of 6.


   -For purposes of Shock, German Cav uses the LC chart , but ignores all DS when attacking and all AS when defending.


   -GC may use Hit and Run tactics. It gets to fire javelins twice (LC&LI).


   -Hits to a GC are divided equally, odd hit going to the LI.


   -Only one order is needed to move, rally, etc., both units.


-Initial German Charge

Ariovistus gets the Elite Phase for turn 1. (Other leaders stacked with Germans units so moved may also be moved by Ariovistus).


-Reduced Legion Strength


Cohorts #2 and 4 from four veteran legions are Depleted. Do not use 10th Cohort of each Legion.


-German LI 


All German LI is J(avelin) armed.


-*Gallic units 

Treat them as German. However, if one German leader issues a command to originally Gallic unit, no other German leaders, except Ariovistus, can issue any commands to that unit that turn. Consider it temporarily, for the duration of the turn, becomes a part of a tribe of that leader. 


-Barbarian recovery


If Barbarian leader wants to recover a unit, roll a die.


DR<TQ, 2 hits removed; DR=TQ, 1 hit removed; DR>TQ, no cohesion hits removed – wasted order.
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ADMAGETOBRIGA,  61 BC


GERMANIC INCURSION


Map: Rhine


		GERMANS

		GAULS



		all tribes: Suebi, Herudes, Nametes, Sedusii, 

		united Gallic tribes: Atrebates (18 BI), 



		Marcomani, Triboci & Vangioni              

		Viromandui (14 BI), Aduatuci (10 BI), Parisii +



		43 BI, 12 LI                                        1910-30

		Aulerci + Senones (30 BI+ 3 BC) + 3 Gaul LN



		12 LC                   1806-09, 1705-08, 1605-08

		



		6 Cimbri BC                        1832-34, 1732-34

		72 BI                    2710-33, 2811-34, 2910-33



		

		3 BC, 3 LN                         within 3 hexes of Inf 



		all German leaders (9) + 1 Cimbri Cav Chief

		leaders (8) + 1 Barbaric chief for Gaul Cav only



		

		



		Ariovistus (OC) may command any unit

		No OC





Army size: 232 Inf, 90 Cav                                  Army size: 504 Inf, 21 Cav


		Germans:  490 TQ army rout 35% = 170 RPs

		Gauls:  456 TQ  army rout 35% = 160 RPs





-Special rules:

-Use all Barbaric special rules from CoG.


-All German LI have Javelins

-Every tribe has its leader(s).

by Nemanja Kachavenda, 2001.



