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The following are key terms the meanings of which should be understood in the same way by all players. More information can be found in the indicated paragraphs

Advantage of Ground. Troops who are uphill, charged downhill, defending a terrain feature or in some similar situation where the terrain gives them an advantage in combat over their opponents.

Armoured. Troops who are unusually heavily armoured for their type who, as a result, gain extra protection from missile fire and in melée.

AvD . Average Die marked 2,3,3,4,4,5. A normal 6 sided die could be used, counting a ‘6’ as a ‘4’ and a ‘1’ as a ‘3’.

Break. The total collapse of all internal unit cohesion which causing troops to run away or rout. 

Battle Line. A formation of several units of the same command which are lined up side by side no more than two units deep. Units within the formation are themselves in shieldwall or cuneus.  

Charge. A deliberate attempt to close to combat with the enemy. Combat resulting from a charge is worked out differently from melée as it takes into account the psychological factors involved in two bodies of troops closing with each other rather than man to man fighting.

Cavalry. Troops who usually fight on horseback. This term specifically does not include Elephants or mounted infantry.

Column. A formation one stand wide in which a unit is formed one stand behind the other.

Combat Factors. Numerical values (0-6) which reflect the relative effectiveness of certain troop types in combat. They include:

Attack Factors which are used when a unit has forward momentum either from charging, pursuing or following-up; and

Defence Factors which are used when a unit is either stationary or moving back.

Comitatus. The bodyguard of a leader which acts slightly differently from other units

Command. A group of units which operate together under the leadership of a commander

Commander. A senior officer or war-leader who leads several units grouped together as a command.

Command Points (CPs). A numerical value assigned to each leader which determine how  many actions he can make each turn.

Command Radius. The distance within which a leader can influence troops under his command.

Contingent. A group of several commands operating together under the leadership of a contingent commander.

Cuneus. An attack column or wedge formed when a unit is deployed 2-3 ranks deep with the number of stands in each rank as nearly equal as possible, and no more than 2 stands in each rank.  It may only be formed by Shock Cavalry, Shock Infantry, Dark Age Infantry and Roman Infantry.

D6. A normal six-sided die.

Difficult Terrain. Any terrain, other than major obstacles and impassable terrain, which has an impact on the movement of troops. This includes: woods, villages or settlements, marshes or boggy ground, heavy scrub or rocky ground, steep hill slopes, soft sand, and anything else that might hinder movement.

Disorder Points (DPs). A means of measuring the cumulative effect of casualties, stress, fatigue and disorder on a unit. 

Evade. An attempt to avoid being contacted by an enemy charge. A unit which tires to evade must first take an Evade Test which may result in the unit breaking or becoming shaken.

Fast Move. A move conducted at the run or gallop which has a greater chance of a unit falling into disorder. This includes: charge, counter-charge, evade, rout, retire and pursuit moves.

Flank. The side of a formed unit. To count as having been ‘charged in the flank’ the enemy charge must have originated from behind the flank and some of the stands of the charging unit must have started their charge move from behind the flank. In the diagram below unit B unit may charge on to the flank of unit A and unit A will count as having been charged in the flank.  An Exposed Flank is the flank of an enemy unit which, if charged, would cause that unit to count as having been charged in the flank, thereby receiving 2 DPs.




Formed. A unit which is drawn up in an orderly way maintaining alignment between ranks and files. A formed unit may be in either Shieldwall, Cuneus or Column formations. Light troops which do not attempt to maintain formation are unformed as are units which have lost order due to becoming shaken. 

General. The commander in chief of an entire army.

Good Order. A unit which is Formed (not unformed and not shaken) is in Good Order.

Heavy Cavalry. Cavalry who fight in close formation and usually (but not always) wear some form of body armour. They will usually fight at close quarters but are usually also armed with some missile weapons and are capable of limited skirmishing

Heavy Infantry. Infantry who fight in close formation and usually designed best for holding ground or engaging enemy in close combat.

Hills. Ground that is high enough to be noticeable. They will give a unit ‘advantage of ground’ if it is defending the high ground or charging downhill. Missile troops on a hill can shoot overhead of intervening troops. Some hills can have steep slopes. Steep hill slopes count as difficult terrain for movement, gentle hill slopes do not. 

Hit. A term used to describe a successful result in melée or shooting.

Impassable Terrain. Very difficult terrain such as wide rivers, cliffs, lakes etc which are impassable to all except light infantry.

Javelin Throw (JT). A distance equal to a stand’s base frontage (2cm in 6mm scale, 4cm 15mm scale, 6cm in 25mm scale). This is javelin range and short range for other missile weapons. It also forms the basis for all measurements in the game.

Leader. A generic term for officers at any level of command including Commanders, Contingent Commanders, and Generals.

Linear Obstacle. Rivers, ditches, palisades, walls and other linear terrain features which impose a movement penalty on troops crossing them.

Light Cavalry. Mounted troops who fight in dispersed formations with missile weapons, usually avoiding combat with heavier troops.

Light Cover. Terrain features such as orchards, vineyards and light scrub that can provide concealment to troops and block line of sight but do not offer any protection from missiles, do not provide an advantage in combat and do not adversely effect movement.

Light Infantry. Lightly armed and equipped men on foot who fight in loose or dispersed formations, primarily with missile weapons. 

Light Troops. Light Cavalry and Light Infantry.

Line. An alternate term for shieldwall formation.

March Column. A continuous column of several units from the same command, all of which are themselves in column and facing the same direction. 

Melée. Close hand to hand combat between troops who have in contact from the previous turn.

Missile Factors. A numerical value representing the ability of troops to inflict significant damage on opponents with missile weapons at either short of long range. 

Morale Value (MV). A numerical value ranging from +2 to –1 quantifying the relative morale strengths of  a unit with 0 being good average troops.  

Mounted. Troops riding on an animal including both cavalry and any other troops riding on horses, camels or elephants.

Rally. The act of reforming a unit which has been shaken. It involves remaining stationary an entire turn (all movement phases) beyond bow range of enemy.

Rampage. A move made by an elephant which has gone berserk due to wounds, casualties or fear. 

Rout. A panic move to get away from enemy made by broken units. 

Shaken.  A state a unit reaches after severe casualties, stress and fatigue when it is no longer capable of fighting.

Shieldwall. A formation in which a unit if formed up in a line no more than two stands deep and at least as wide as it is deep. This is the main combat formation designed to maximise the number of troops able to shoot and fight. Cavalry units in such a formation could be termed to be in ‘line’. 

Shock Cavalry. Cavalry whose method of fighting is to charge into close combat without skirmishing with missile weapons.

Stand. A standard sized base mounting a number of figures which forms the basic playing piece of the game.

Unauthorsied Advance. A Control Test result in which troops are obliged to advance towards the nearest enemy and charge as soon as they are in range. This can only happen to B and C Grade Shock Troops or Armed Rabble, and any other B and C Grade Troops in Cuneus formation.

Unformed. A unit which has no ordered formation.

Unit. An organised grouping of 1-6 stands which must operate together for the entire game. It is the smallest group capable of moving and acting independently under the rules.

  8





























B





A





Rear





Flankont





Front











Definitions
Page 2
15/02/01

