TURN SEQUENCE





1) Activation Phase


 


The player listed first for the scenario first chooses one Army.  That Army, and any in hexes adjacent to it, are Activated.  Player may choose one more Army to Activate: roll distance in hexes from first Army chosen, or less.  Besieged Armies, or those six hexes or more away, require a die-roll of 6.  


 	


Active Armies May…


 Move


 Raid


 Force Combat (by moving into the same hex with an enemy Army) 


 Pursue


 Attempt to Storm a Fortification 


 


Reacting Armies May…


Raid [They get the first opportunity when an enemy Army moves into an adjacent hex.]


Retreat into Cities or Sakbe Road Fortifications 


Choose between fighting a Battle or a Delaying Action


Pursue (depending on the results of Battle)





Active player must check for Attrition losses at the end of each Activation. Reacting player must also check for Attrition losses with any Armies that fought Battles, survived Storm Attempts, and/or Retreated into a Fortification or a different hex. These all pre-empt their Activations for that turn, as well. 





All players take turns Activating Armies in the order listed in the scenario until all Armies have been Activated. When all Army Counters on the board have been Activated, even if only to check for Attrition losses, the Activation Phase ends. 





2) New Turn Preparation  Phase (All players simultaneously as below.)


1) Remove all “Moved” Army Counters from their Armies beneath them.


2) Flip Irregular Cards face-up 


3) Discard all un-played Fate Cards (unless the card says otherwise.)


4) Draw new Fate Card for next turn.


5) Place new Garrisons in captured Sakbe Road hexes.


6) Replace eliminated Garrisons in all unbesieged, friendly controlled Cities. 


7) Advance the turn marker.	


8) Place any Reinforcement Units and/or Irregular Cards


9) Roll for Weather





3) Inter-phase (Campaign Game)


1) Collect Revenue


2) Build/Rebuild units


3) Spend other Revenue


4) Diplomacy








�



ATTRITION





When Armies (and besieged Garrison Units) finish their Activation, Retreat out of a hex, or survive an attempt to Storm their Fortification, check to see if they suffer  losses from Attrition. Attrition is resolved as an attack on the CRT. The odds column is the number of Attrition Factors, minus any Forage and Supply Points available in the hex.  





ATTRITION FACTORS					COLUMN-SHIFTS			





Size of Army	�



1 per 2  Steps; Drop Fractions.�
�



Hot Weather Turn�



2�
�



Moving during a Rain Weather Turn�



1�
�



Desert (per hex crossed)�



3�
�



Swamp (per hex crossed)�



1�
�



Mountains (per hex crossed)�



2�
�



Forced March�



3�
�



Retreated out of hex.	�



4�
�



Land Units Transported via Sea Movement�



2�
�



Besieging/Besieged�



2�
�



SUPPLIES AND FORAGE			    	COLUMNS SUBTRACTED from ATTRITION





Supply Source City (or Fleet) in, or adjacent to, hex. �



3�
�



Each Supply Source City two hexes away.�



2�
�



Each Supply Source City three hexes away�



1�
�



Clear Terrain�



3�
�



Desert  Terrain�



0�
�



All Other Terrain (and each Fleet)�



1�
�



City, Sakbe Road, Any River�



+1 from each (One of each maximum, per hex, for a total of three.)�
�
Note: One or more Fleets in, or adjacent to, an Army allow “Supply by Sea.” This is relatively faster, and easier, than supply by chlen carts and bearers, and is worth 3 Supply Points. In addition to this, each fleet it carries provisions for itself. Therefore, add another Supply Point for each Fleet that is part of an Army.























TERRAIN EFFECTS CHART (TEC)





Terrain Type�



Sample Hex�



Movement Point Cost�



Forage Value�



Column-Shifts subtracted from Active/Added to Reacting sides.�
�



Major City [#4]�



3618�



Other Terrain in Hex�



+1 to Other Terrain in Hex�



6 (Sieges only)


�
�



City �



3906�



Other Terrain in Hex�



+1 to Other Terrain in Hex�



5 (Sieges only)


�
�



Avanthar�



3818�



Other Terrain in Hex�



+1 to Other Terrain in Hex [See #5]�



8  (Sieges only) 


[See #5]�
�



Open (“Clear”)�



3809�



1�



3�



0�
�



Desert�



4608�



1�



0�



0�
�



Woods/Hill  /Rough�



4813�



2�



1�



2�
�



Forest�



3605�



2�



1�



3�
�



Mountain�



4313�



3�



1�



4�
�



River�



3610�



Other Terrain in Hex�



+1 to Other Terrain in Hex�



1�
�



Major River (navigable)�



3315�



+1 to cross; 2 for Fleets �



+1 to Other Terrain in Hex�



2�
�



Swamp�



3009�



3�



1�



4�
�



Shallow Sea�



2714�



2 (Fleets only)�



0�



Naval Combat only.�
�



Ocean�



1814�



1 (Fleets only)�



0�



Naval Combat only.�
�



Sakbe Road�



4008�



1 (Adds 1 MP bonus. [See #1 and #2] �



 +1 to Other Terrain in Hex �



4 if besieged [see #3]


otherwise 1�
�



Notes: [#1] Units that use all their MP on connected, friendly Sakbe Road hexes gain a bonus of 1 MP.  This must be used on another connected hex of the same Sakbe Road. [#2] Sakbe Roads that cross Rivers cost only 1 MP. [#3 ] Every Sakbe Road hex contains multiple fortresses that allow units to accept siege there.  That is the only way to receive the -4 Column-Shift modifier. [#4] The names of Major Cities are under-lined in red on the maps. [#5] An Army  must spend three Movement Points in hex 3818, in order to so much as attempt to Storm Avanthar. The Terrain Modifier remains 8 Column-Shifts. You are storming a mountain, in the middle of a river.








TURN RECORD and WEATHER CHART





Turn/Month or Inter-phase�



Weather (roll d6): 1-4 normal; 5 = up one box; 6 = down one box.�
�






Hasnapor (Spring Equinox)�



Rain�
�



Shapru �



Temperate (Rain in the South)�
�



Spring Inter-phase�



N/A�
�



Didom �



Temperate �
�



Langala �



Temperate�
�



Fesru�



Hot (Temperate in the North)�
�



Drengar�



Hot (Temperate in the North)�
�



Firasul �



Hot (Rain in the South)�
�



Pardan �



Hot (Rain in the South)�
�



Fall Inter-phase�



N/A�
�



Halir  �



Temperate �
�



Trantor �



Temperate�
�



Lesdrim�



Temperate (Rain in the North)�
�



Dohala�



Rain�
�



Notes:  All  non-parenthetically listed weather applies to all the hexes South of Yan Kor, Pijena, and the 4400 hex row. The Northern weather zone is the area North of the above, inclusive. The Southern weather zone is defined [for simplicity] as any hex within 2 hexes of an all or partial hex of the Southern Ocean.	


 


Weather Effects





Temperate:   No effect.





Hot:    Add 2  Attrition Factors to all Attrition 


Halve all Naval Movement (round up.)  





Rain: 	Land movement, off of Sakbe Roads, is at the rate of 1 hex per turn.  


Treat Rain as Temperate in Desert hexes.





























COMBAT and ATTRITION RESULTS TABLE





NUMBER of ODDS COLUMN and COMBAT FACTORS ATTACKING





Die-roll�



1) 1 or  2 �



2) 3 to 5�



3) 6 to 9�



4) 10 to 14�



5) 15 to 20�



6) 21 to 30�



7) 31 to 40�



8) 41 to 50�
�



1�



-�



-�



-�



D�



D�



2D�



2D�



2D/E�
�



2�



-�



-�



-�



D�



D�



2D�



2D�



2D/E�
�



3�



-�



-�



D�



D�



D�



2D�



2D/E�



2D/E�
�



4�



-�



D�



D�



D�



2D�



2D/E�



2D/E�



3D/E�
�



5�



D�



D�



D�



2D�



2D/E�



2D/E�



2D/E�



3D/E�
�



6�



D�



D�



2D�



2D/E�



2D/E�



2D/E�



2D/E�



3D/2E�
�






Die-roll�



9) 51 to 60*�



10) 61 to 70�



11) 71 to 80�



12) 81 to 100�



13) 101 to 120�



14) 121 to 140�



15) 141 to 200�



16) 201+�
�



1�



3D/E�



3D/E�



3D/2E�



4D/2E�



5D/3E�



6D/3E�



7D/4E�



8D/5E�
�



2�



3D/E�



3D/E�



3D/2E�



4D/2E�



5D/3E�



6D/3E�



7D/4E�



8D/5E�
�



3�



3D/E�



3D/E�



3D/2E�



4D/3E�



5D/3E�



6D/3E�



7D/4E�



8D/5E�
�



4�



3D/E�



3D/2E�



4D/2E�



5D/3E�



6D/3E�



7D/4E�



8D/4E�



9D/5E�
�



5�



3D/2E�



3D/2E�



4D/3E�



5D/3E�



6D/3E�



7D/4E�



8D/4E�



9D/5E�
�



6�



3D/2E�



3D/2E�



4D/3E�



5D/3E�



6D/3E�



7D/4E�



8D/4E�



9D/5E�
�
Explanation:


A-A means ANo Effect.@





AD@ is the number of enemy Steps  that are Disrupted. Disrupted units halve their Combat Factors (round up) for the remainder of the current TURN (not just the current Activation). They are not otherwise effected, unless Disrupted again. Place Disrupted Units underneath a ADisrupted Units@ card. If they are Disrupted again, during that same Turn, already Disrupted Units suffer one Step-Loss. Garrison Units  always suffer the first “D” result, and are actually eliminated instead. The last remaining Step in a besieged Fortification is eliminated by any “D” result. [Elite Units besieged alone require two “D” results, in order to be eliminated.] 





AE@ is the number of Steps Eliminated.  The target chooses. Units with Tactical Factors of A3" or more suffer any “E” results first when Storming Fortifications (highest first).   


  


* The 51-60 Column is the highest possible for Armies Storming Fortifications. Apply negative modifiers from there first, then apply any positive modifiers.














COMBAT RESOLUTION





Raids, Delaying Actions, and Pursuit 





1) Total the Missile Combat factors in both Armies.  Halve them for Raids. [Round up.]


2) Both sides check the CRT, roll a die, and apply any losses.


3) If the combat was a Raid, and the Army with fewer Missile Combat Factors remaining was the target, the player who controls it must reveal the total Melee Combat Factor for that Army,  +/- 50%.   


Minor Battles (those with less than three units on one or both sides) and all Siege Combat





1) Total the Melee Combat Factors in both Armies.


2) Apply any  Column-Shifts for Terrain. Apply Column-Shifts for MP spent in the hex, if it is an Attempt to Storm a City or Sakbe Road.


3) Each checks the CRT,  rolls a d6 and both sides apply any losses.


4a) The Army with fewer Melee Combat Factors remaining must Retreat from a Minor Battle.  


4b) If an entire Army was eliminated, or Retreated out of the hex, and no garrison Unit remains, any Fortification in the hex now controlled by the surviving Army. Both sides check for Attrition losses. 





 Major Battles





1) Total the Melee Combat Factors on each side.


2) Apply any  Column-Shifts for Terrain.


3) Each side secretly chooses a Battle Formation.


4) Each side secretly assigns all of the Unit Cards in their Army to the Center, Wings, or Flanks, of their chosen formation. One unit minimum per section.


5) [Optional] Each side marks losses for of any units that will act as Shock Troops.


6) [Optional] Each side secretly  chooses a Battle Magic Card(s) and places it with the units in the Center, Wings, and/or Flanks of their Battle Formation.


7) Reveal Battle Formations and unit placements to determine Tactical Advantage or Tactical Superiority for each area of the battle: Center; Wings; and Flanks.


8) Apply any Column-Shifts for Tactical Advantage and Tactical Superiority.


9) Each player finds their odds-column, rolls a die, and checks CRT.  Apply any losses.


  	10) The Army with fewer Melee Combat Factors remaining Retreats. {Active player wins ties.]


11) The victor may Pursue. Resolve any Pursuit Combat as above. 


12) Check Attrition for Activated and Retreating Armies. Do so for besieged Armies and Garrison Units that just survived a Storm Attempt, as well .





Retreat Rules





1)  Reacting Army may not Retreat into the hex from which the Active Army came.


2)  Retreat into a hex with an enemy Army triggers new combat, just like a new Activation.


Mark Retreating Armies with their AMoved@ counters [If not already so marked.] 


4)   Retreating Armies, and Armies that survive Storm Attempts, must check for Attrition Losses. 


	


[Note: Remember, units Disrupted twice in the same turn suffer a Step Loss]














Card Display Sheet





Battle Formation Cards and Battle Magic Cards





























�



Units in the Center of the present Battle Formation: 





3 Column-shifts for Tactical Advantage





4 Column-shifts for Tactical Superiority�
�



Units on the Wings of the present Battle Formation:





2 Column-shifts for Tactical Advantage





4 Column-shifts for Tactical Superiority

















