THE ANCIENT WORLD: SERIES RULES

INITIATIVE

4.11 Each Leader gés a nunber of Leader Adivation Markers (LAMs) equal to his Initiative raing.
4.12 Roman Praetors get only 1 LAM, regardless of ratings. Thare [sAM for the Praetor Urbanus.
4.13 While the Rananplayerisfree b clbo® aty Leade who hddstheOfficeof the cioen LAM,

no Leadermay indetake moe Campign Phass han hs Initiative wouldallow.

LEADERS

5.00 Combat wits canna do anythirg except deénd withaut a Leader pesent.

5.13 Overall Canmandes (OC) mg activate an stire force when they Gmpaign. WWhen stackedvith
an OC, other leaders may prdctivateup to half of adrce, and can take theDC with them.

5.13 If presentthe OCs Battle Ratings used in any combatege rgardless ofvhich leader is aite.

5.14 A Leader who arrigs after 2 of Isisides LAMS have alredy been drawn gets onlyllAM
placedinto the pool, regardlessof his raing.

5.24 A force Stops &ch time it ompletes an Operati. A Leader iinished if wounded oriked.

5.25 Depending on the type @peration, a Leadenay roll to Contiue. If theroll fails (higherhan
the Leaders Campaign ratg), he is Fiished.

5.42 A maximum of 2 rated sbordinateLeaders mg adjust a Ettle roll.

5.44 If both Roman Counseblre presentoll a die to se who is actuallynicharge fortat Battle.

5.54  Guile Points arelbotted n secret and realed simulneously.

MOVEMENT

6.12 Leaders movinglone as theifirst Actvation aubmatically Contiue.

6.13 Only an OC may useone of lis LAM s to activde unledAllied forces. The OCdoes ot move
with the unled Aliles, and he can renrmaanywhere on the map. The ikd may only moveand
cannad do anyhing else They may try to Cortinue by using theOC s Campign rating.

6.20 When a force Stops, favhatever reasorit, must checKor Attrition and if he Leader is fiished.

6.22 A force Stops when it does anything other than Movement. When a force actually enters, not just
moves througha City it musiStop. Check foAttrition, Finished/Contiuation.

6.24 Check dropped-off uts for Atrition. Dropphg-off is nota Stop fortie active foze.

6.25 A Leader mustt®p to pickup units. Checkdr Attrition and then Continuiatn.

6.30 Instead of expnding movenent points moving forces acumulateAttrition Points

6.31 Mountain and Marsh hexes negdte tise of Cavalry dglephants in Bal.

6.33 Roads are at threevels: A,B, C. Importanto note which ones exiduring any tyen scenaa.

6.34 When moving entirely viaan existing Rad within a given Provincecost is only 1Attrition Point.
Roads, if they exist, do m@ate the AP cost of crossing a River.
Roads also redwecthe Interception roll adjustment for moving thghuMarsh, Mountain, or a
River hexsidesee 6.54.

6.35 River controlpossible i4+ SP of Cavalry 020+ SP of Infatry. Simlar to a ZOC, but condt
occurs only on sameds of River thayour force is onand must not sepaeal by a River hexde
(e.g., you canot control aass a River hexde, only behind it). If an enemy forces mesg into a
controlled Rier hex, your Leadded force may imndiately entethe hex and attem@@®ame Hex
Interception; see 6.5MNote players mayfind it helpful to mark forces tat exert River @ntrol.

6.37 Units will be eiher inside oputside a CityEntering a Cit is a Stop.fla City is enemy
contraled or Neutral, aforce may not enter theCity (though they may sill enter or try to move
through the hex, even if enengccupied).

6.38 Crossing Stits doesrt require Transpoibut does requérNaval Superidty, and is &Stop.
Cannot cross a Strait from amemy occupiedchex, but may cross into aanemy occupiedhex.



Check 7.3 and Strait Crossing Table for results.

6.41 When moving within a friendly Province in Italjned Roman Player halves (retain fractions) APs.
The Samnites rebe the same efit in Samnite contrdéd Provinces dimg theirWar scenario.

6.41 Devastated Pronces double the APost of movemenwithin that Proince.

6.42 When checking for Attrition, Cavalry SPs count double; see d¢badther modifiers.

6.44 If a force Stops insle of a City, subtract thaCity s IDS from Accunulated Attrition Total.

6.46 Inertia Attrition applies to forces that do not movet ofi a province for the entire year.
Exception Besiegingorces do not havto check forrlertia Attition.

6.47 Each 7" Attrition loss point mustome from cavayr. If more han 11 ALPs were accumulated,
an Elephant SP may satisfy 2 Attrition Loss Points.

6.48  After a force checks for Mvement attrition, reset & AP level to Zero; there is no carryer.

6.50 A force mug have a Leadeto attempt Intereption. Faces may frely move thraigh enemyunits
subject to Interception. Useless Disorganized forces nyanot Intercept (Disrupted sa- drm).

6.52 A non-active leader led force ham Intercepon Range of 3, or 4 theyre inside of a Gy.
Same Hex Interg#ion only appks if the enemyofrce attemptso leave lie non-activedrce s
hex, not when the enemy fersimply entershe hex.

6.52 Same Hex Intergaion is automtc if thenon-active drce is ingde a City.

6.53 Intercepion is allowed onl once per Movement Operatiaimless the momg force movesut
of range thendter moves bacinto range.

6.54 Roads may cancel the Mountain, Marsh andeR Intercepin drms.

6.55 Failed Inerception aimpts do not caushd enemy force tot8p or check Atition.

6.55 A successful Interception causéoth forces to check for attrition (the ming force Stops).

The Intercepting force is considered theeker. After the Battldf the moving player is
victorioushe may roll forContinuation, dterwise the Leades Finished.

6.56 The active playemay Interept an opposingterceptingorce if he haan eligibe force in rang.
In this cas, the orignal movingforce continue#ts move asfinothing has hgpened.

6.57 Double Envelopment podde if the oher active @yers force intecepts therterceptingenemy
force in the aiginal target forces hex. A +4 Battle drm resits from a Daible Envelg@ment.

6.58 Ambush possible by an Intercepting force tisalNbn-Roman; see chart for restrictions.

Drm of + 3 to Ambush agmpt, but if accessful Ambush prides a +4 drm in Bdt.

6.61 Overrun is considere@art of movement, and magccur at 9-1 odds + &valry Superiority.

6.62 Cant Overrun a fore inside a CityMountain, or Marsh, and candirectly cross a Riveeither
(even if Road presat). Units usig Naval Movement may n@verrun in theilanding hex.

6.63 Opposing force isimply elimhated in an OverrurDverrunning kaders do not have theck for
casualties. A Overrunis not a Stop, bua force that @erruns cheks 1 Column downwhen it
finally does chek for Attrition.

6.71 Devastation may occur via an attempt in the Devamid®hase, or when a besieging army forages.

6.72 Need an army with at lea®5 SP in a Prance to Devastat and the enemy may notveaany
army with 25 SP inhte same Provinc&he devastatig army must ndtave moved outde the
Province duringhe year. Check Dastation Chartor success probdhiy.

6.74 Devastabn doubleghe Proince s Attrition raing, aml also inceases Roadost to 2AP.

6.75 Recoveryfrom Devagation may @cur during the End-Turn Phase Add up theSPs (from bth
sides) thaare not insida City and then chedke Devastatin Chart, rememberg to subtract
the Provinces printed Attrition Value from the rolHigher, and the Province recovers.

6.77 The opposing playeeceives a 4 Box Diplomiatshift in that Prowice when Devastated.

6.82 It s OK for two opposing forseto occupy the same hex.

NAVAL SYSTEM
7.13 When units Transport &Sea, use thedst friendt NS Sea Zone drm thatmoved throug.
7.15 During the Naval Phse, both players maydRAllot their Naval assets. Can reldeaa max of 1



7.16
7.21

7.21

7.24

7.25
7.26

7.27

7.28
7.29
7.31

7.34

NS from each Sea Zone pern. Can place angll of the elocated assetin any/same Zone.
May both Re-Allot and Conrstruct in the sene Naval fase. Rd to see whotransfers first.
Elephants and Cavalare land unitsand may be Transported Bga. The loss gairements of
7.34 also aply to losse suffered inSea Transprt.

To Naval Transport, éader must stahis Campaign Phasnside a Poi€ity, or move mside the
Port City ard Stop (che& Attrition), then rdl for Continuation andproceed vith Transport if
successful. Check Naval Transport Table for Transport results.

Modifiers for Naval Transport indude path legth (per 20) Deep Sedper 5 or less)and NS.
Major Ports have ndransport restrictions; Secondaand Minor Ports do; see Port Chart.
Transported unitmay Stop in a Coaslt(not allSea) hex, but do nbiave to DebarkCannot Stop
in an enemy occupied or adent gardoned City hex unleshay are goingo land. Upon
Stopping, lte player checkthe Naval Transpoffable for resus, and then mayH for
Continuation. Battered restsd occur immeditely.

As soon as a Force landsStops There is no Atftion Rollmade when a force landdr@ady
handled via th@ransport Table)There is a -3 Bd# attackdrm if it lands into enemy occupie
hex, or +3Battle drm toopponant if he attacks théanding forcebefore it move out.

A Scattered Force checks for Lasr Casualties and bemes Useless. It takes 1 LAM teform.
Any force that hasn landed by the end of the Turn auto Scatters in the coastal beguipies.
StraightCrossings may be opped unless thedansporting @yer has Naval Supmacy ( +4)

in the Sea Zone. Check Strait Crossing Table for tesul

Cavalry or Elephats, if present, must take 1/3 of Strait crossing losses.

LAND COMBAT

8.13
8.15

8.16

8.17

8.20

8.21
8.22

8.22
8.23

8.23
8.24
8.25

8.26

Each Legion is limited to 9 Infantry SP andChvalry SP (Roman)ra3 Cavalry SP (Allied).

All Roman Legions (RL, rot Allied AL Legions) have twolevels of training: \éteran andRecruit.
As they are resed, all Legionshegin as Reruit.

If the Roman achieves a Major Victory (8.5), he may raise two participRiinip Veteran status.
If the Roman acleives any Victory dier than Major, eleate one partipiating RL to Vetean.

If the Romansuffers a Major Defeat, any RL ttat has beemeduced to5 SP or less is &cruit.

If the Romansuffers anyDefeat otter than Major, the Vderan sufferilg the most losseis Recruit.
Certain non-Roman units may be designated as Elite. They retain Elite stattdasg of losses.
Elite units may detach SB, but use no-Elite unitsto do so. Eliteunits may rever receive SPS.
Note that Continuath is needed to proceadth an attaclkafter moving into the defnders hex.

If start hexin hex, then sinply dedare theattack.

Once bdtle is joined, bah attacker andlefendermay make a Gordination attempt.

Battle Avoidance possilbe only if a Lealer is presen

Force that wasnkercepted,si surrounded, osibeing Overrumay not Avoid.

Forces inside a Gitmay attempt Asidance to lea the hex when the Siegs announced.

An Avoidingforce staysn same hex or moves up 2 hexes away and suffers @ds Point per
Flat or Raugh hex, ad 2 Loss Pints for every Mn or Marsh hex. Max loss is 18, and tlere is
no loss if Awiding unis move inside &iendly City,regardlessf size.

Failed Avoidane helps the atker by graimg a +2drm inlie ensuing Battl

If the defader successfullavoided Bat#, the movindorce may rolffor Continuation.
Coordinated Battlenay be tried (by bbtattacker ad/or defender) &r Avoidanceds attempad
and after the tdacking phyer makes hi€ontinuation rdlto launch theBattle.

Coordinating érce must be withi 3 hexes of the Bagtlsite. Playewith closestdrce checks for
Coordination first, or if eqiidistant theDefencer first. Only 1 force mayper side maytry to
Coordinate; whethemuscess or failre, the playemay not try for Coordiation again wh another
eligible force. Note thaf a force aleady successfyllAvoided, itcannot then Coordinat
Forces that succefully Coordina¢ move to the Bd# hex and check fokttrition. One attempt



8.27

8.31
8.34

8.35
8.36

8.37

8.38

8.40

8.51

8.52

8.53

8.53

8.54

8.55
8.56

8.61

8.62
8.64

8.65

8.67

per side per btg, only. Thee is no penaltyota force thatdils to Coordinat.
Two friendly forceshat are in theame hex auto Coordinatenless one of thesforces are inde
a City. In hat case, maka Coordination rdlat range 0.
See chart for variety of Bagtimodifiers.
Combat Isses applyseparately teeach typeof unit for ead different Contingent.
Cavalry skes the losss togdter, regrdlesf Contingnt, wih strongst unitlosingfirst SP.
Romans applyosses as if their entire Legionary force is onen@ngent (but Cav is still separate).
Roman lossedistrbuted as eanly as posible anongst he Legons. Ifa legon losests lastSP,
it is eliminated.
For every SP of Cavalry a play voluntarily loses, he may rede Infantry losses by twoegp.
Elephants roll on the \&Wr Elephant Tale for each and every SP in thaile. Commit 1 SP of
Elephants at dme (attackr first) and may stop at aninte and leavehe rest uncomntied.
Elephants may not be ub& Mountain or Marsh. Elephanbmmitment may aéfct odds ratio.
Retreats are up tthree hexes irehgth. May Retreanto friendly ciy in the same he)Retreating
force must statogethercannot drop off Bs or retreato differenthexes. Retreatg forces may
not be Intecepted. Aftetthe firsthex, incur 1 Lospoint per hex (2 pavitn/Marsh), plus 1 LP per
non-Road River hex crosg.
Check remaining Cavalry Sepiority for Pursuit & Butchey (min. of 1 LP if any superiority) foa
force hatmug Rdreat. Multiply 1d10 tmes tle Pusut factar togetthepecentage(max 50%)
of SPS lost. Does not affect AB(8.54), but may affect victory deternation (8.5).
Both the attacker (1st) and defender may expend Guile Points to influence Unpredictable Results.
Victory belongs to playewhose army remins in the hex. This inclugk victory in a Siege of a
Small City contuded by Attriion or Assaul Major vicory if Large or Medium City.
Major Victory for player who defeats an army of 20+ SP and opponent lost at least 2x SPs.
Note that Elephanbbkses dor count, but Purdt & Butchery loses do.
Roman Leader my apply for a Triump the same turn (only) i$ earned if:

-Wins ary battle or a Siegdy Attrition or Assault.

-Causes at least 10 Infantry SP Casualties.

-Returns to Rome, mawy and leaing his armyn an adjacent spac®nce in Rome,

the Leader i§inished.
The Senate may refuse to grant a Triumph if Roman casualties were 15%+ . Magistrate may use
Guile Points toeduce the 1d10, andttiat roll 5 greaterhtan his Campaign Rat, no Triumph.
After Batte Statusonly gplies whee one gle dared wih 20 ormore ® in he Batle,and ABS
never applies to Sieges.
Forces thaare Useles may not etach SPS.
Units recover from ABS either in the Recovery Phase, or by spending thie¢r @atnpaign Phase
inside of a Large/MediunCity (that is not Under Siege) with th&ctive Leader.
Leaders make caalty checks agjnst theiMMortality Rating Losing leader adds +1.
Roll Lower? Leader OK. Roll&ne or Higher? Rolgain with no adjstment. Lower anddader
is Wounded, and cannot Campaign amgre this tun. Same or Higheiand Leader iDead.
Killed Leaders are remeed from the gara. Wounded Ranans go bak into the Pod.
Leave a WhundedKilled Leader s LAMs in the Pool. When pulled that LAM is slely usedto
bring on a Replacemehtader. An OC may also uaeGuile Point to ling in a Replacenma
Leader as a Manpower Operation.
Replacement Leaders are placed in the former Lesdex, or in Rome for Romans.
A nonRoman my ako phce he Repdcemat Leader wih his own OC.
NonRomanarriving R@lacemat Leade LAMs
If the rephced Leader dtihas LAMs in thePool, remove andige the Replacenm Leader one.
If the replaced Leader has no LAMs in the Pool, the Replacement Leadertdgetsany LAMs.
Romanarriving LeaderLAMs No effect on LAMs in the Pool; keep as is.



CITIES AND SIEGES

9.11 Each City has an Intsic Defense t8ength dependg on size: Arge 7, Medium 3 or 4,ngall 1.
9.12 A City s Siege Defege Strength is the 8f Infantry SP irside the Citytimes its currenhIDS.
9.13 A garrisoned Gy has a minimumigge Defense of 2.
9.14 Whenreducing a @y, any Infantly garrison SPSa lost first befae lowering the IDS.
9.21 Placing a Cit under Siegesia Siege Opelian, and the Leades Finished dér doing so.
9.22 To place a City underi&ge, fore must be at lesd %2 of Inf SPriside, or 1/3 ge if Sieg Engine.
Cavalry and Elephantiont count in a Sige (thoughhtey still wil count for theforce s Attrition)
Naval Superidty is not equired to Sige a Port City.
9.23 If the bestged force shés forth for an attackthe besieigg force may noAvoid.
9.24 If the requiements of 9.220f no Leader presenare no longemet, the Sige is consided lifted.
9.26  Once catured, Gties immediatdy regain their rgular IDS.
9.32 Though theyre no of use in ai&ge, sti count Cavaly (2x) and Elephant®r Sieg Attrition.
9.33  Prior to roling for Sege Attrtion, the besiging army ma Forage if hey control the Pwince,
the besieged Gitis in Flat orRough, and the Pravie is not akady Devastated. Ran Chart.
9.34 SiegeAttrition loses usu#@y apply b Infanty. If none ingde, IDS $ reducedTwo Cavalry S
or one Elephant SP (bieger onlynot defender)dst may satiy one SP loss ofhfantry.
Every time the Siege LAM is drawn, besieged defender loses 1 Elephant imadditther loss.
9.42  Only Infantry may Assallt a besiegedCity. Usdess Infantry desnt count.
Only 1 SiegeEngine maybe used peAssault.
9.45 Assault losses do not affect at s IDS; only Attrition and Sacking (via size reduction do).
9.46 Leaders involved in the &je Assault, both outside and inside, must checkdsualties.
9.47 Forces that are suffering ABS Y reduced siege capabilities; see chart§3.4
9.52 Involuntay Surrenders an Operation. Must havl0x InfantrySP as the $ge Defense Stngth.
9.53 Only 1 hvduntaly Surende mag betriedperCanpagn Fhag. Gn ty agan with arother LAM.
9.54 Besieging force auto enters the cityeafa Surrender. Cites that Semder may not be Sacked, so
no SP are elimiated (reloca&d instead). €aders in a Stendered City may stbe executd.
9.61 Unoccupied Cities may ndte taken by TreacherTreachery is an Operan that requies that the
City already having beerplaced Uhder Siege. Leder auto Fnished afte a Treaclkery attempt.
9.63 Roman Leders are rstricted in theirTreachey attempts; se chart.
9.71 Cities thatvoluntarily Surrender may not beaSked; Sige Attrtion, Assaul, or Treachery may.
9.72  Sacking reducs the City ore level in size, ad thus correpondinglylowers its IDS.
9.73 If Sacled, all remaiing defendersra eliminaéd. If not,winner distrbutes surwiors per 9.54.
9.74  Sacking may effet Diplomacy (see cha), and a plagr s troops maylLoot.
9.75 Looting occus only after aCity is SackedRoll higher tran Leaders Campaigrrating and his
troops become Brupted (or Disorganized if alregdisrupted).
9.76  During the Rebuild Phasof each turn,&ked Citieshat arent in a Devasta&d Province rebld.
9.82 There is no staékg limit; any number of Bs may stack ia hex or city.
9.84 Romans man natse Auxilariesto garrson a diy unlesshere ag an equal maber of lgion SP.
9.92 Siege Engies may not enter Marsklountain, nor cross a Rev except by road.
Forces with Siegg Engine may not Aoid battle undss they destraye Siegdngine.
Forces with SieggEngine may not Coorditeaor Intecept unlesshie Siege Engie is left bhind.
You may Naval Transport degye Enginebut if 10%+ of Force ldsso is theSiege Engie.
9.93 If a forcewith a SiegeEngine attack and loses thigattle, he Siege Enge is destroyed.
If overrun, Siege Engines may be captufedd used) by the emy player.
9.94 If a Sege Assaults unsuccessfubnd the rolivas an 8, 9, or 0, &e Engine islestroyed.
MANPOWER
10.0 Raising troops @ replerishing unts is an (peration. Leader can @ only once pe Campaign

Phase, but can use a subsequent drawn LAM to raise Magmagain. See game-specifides.



MILITARY CON TROL
11.0  Military Control always takes premdence @er Diplomaic Control.
11.12 Each player automtically has Military Corrol over his Home Province (if any
Control of a captwd Province rearts backd its orignal owner when his opponerdifs to meet
the requirenents for Mlitary Control.
11.13 Province wih Large/Medium Citiesplayer must azupy (not simply b¢he last tanove through,
with at leastl Inf SP) eery LargeiMedium City in that Prawnce, plus any 18all City theein.
Note this meanshiat captured (agpposed to those thaitially startout controlld)
Large/Medum cities mus be garrisonedo maintain catrol.
Province wih no Large/Medium Citiebe the lasta occupy 2/3 (round down, but resMess than
half) of the #all Citiestherein.
Note: this rule does not apply to Provinces the playeaginailly controlled since 11.12 applies.
Note: recall that SackedCities ae one leel less tlan normal, and hat theycan reover duiing
11.15 Just becase a Provincas Allied to a player, it @des not man that he Miitarily Controls it.
11.23 Players may indeecthake agreements to transfer control 6fi€s (relocate garrison, if any).
At any time, glayer may volurarily relinquish control ofiny friendly unoccugid city.

DIPLOMATIC CONTROL

12.11 A player may nevebDiplomaticaly Control his opponerg Home Province.

12.12 Tribes/Unalli@ forces thattart the gme on the map may not meountil Proince controléd.

12.13 Most Provinces do not lia troops theselves, buinstead may prage troops aselvies (perhe
Manpower rules) to the side tat controls it.

12.21 Provinces, evenAllied ones may still be controlled Nitarily by either player.

12.22 To Diplomatically Gontrol a Province, must be at thé' level on the track (now your allies).
Note: Provinces les than 4' level are considred Indepadent.

12.24 To Diplomaticaly take away a4' levelAllied Provnce from your opponenyou must swinghte
track all the way to4' in your favor.Note remember, Military Control always overrules.

12.31 Certain evets trigger Diplomaic changes (se box). Amtassadors ad Augury may also effet.

12.32 When his LAM is drawn, the OQonly) may use a iplomacy Operdéion to send an Ambasslor
at a cost of 1 Guile PoinNote For the Roman playethis means thainly the Consul of Rome,
or Dictator if in play, can sendmbassadorsRoman Ambassadors amhosen from the
Magistrate PooINon-Roman:As available as lited per individial scenaio

GUILE REFERENCE CHART

OC ony

-Adjust the Battle Avoidance die Han that Leaders favor (8.23)}1/+1 drm per Guile spent

-Bring in a Replacemat Leader for a killed Subordinate Lead@®.64) Manpower Opetion/cost 1Guile
-Influence Alliances by sendqnAmbassadors (12.3Diplomacy Opeation/cos 1 Guile

-Adjust Senate Triumph &usal die roll (8.53}1 drm per Guile spent

-Adjust Senate Requétegion-Raising die roll (RRR @.22)+1 drm per Guile spent

Any Leader {(ncludingOC)

-Attempt to take an occupiedi@ via Treachery (9.6}1/-1 per Guile spent

(only Roman Corsuls, Dictatas, or Magiste Equitum may try Treahery; Pr@onsuls ad Praetors annot)
-Adjust Unpredictale Battle result die roll (8.431/-1 per Guile spent

-Adjust Senatorial Permission die roll BR 5.45)-1 per Guile spent

-Adjust Censure die roll (RR 5.46)-1 per Guile spent






