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Death, Disorder and Desertion Points (DPs)

4.1 
During the course of the game units will accumulate death, disorder and desertion points (called DPs).  These are represented by placing a marker beside the unit for each DP incurred. The recommended marker is a piece of gravel as it can easily be picked up and does not look out of place on the battlefield. DPs can result from manoeuvre, shooting, combat and morale. 

4.2
A unit may normally accumulate a maximum of 4 DPs, if a fifth DP is incurred it will result in the unit becoming shaken (see 4.6 below). Units with poor morale (-1 Morale Value) become shaken on the 4th DP, while units with exceptional morale (Morale Value +2) only become shaken on the 6th DP.

4.3   
DPs can be removed in the Morale Phase as the unit tries to re-order itself. The ability to do this is determined by the unit’s efficiency grade:

A Grade:
2 per turn if stationary and not in combat

B Grade: 
1 per turn if stationary and not in combat

C Grade:
1 per turn if stationary, not in combat and not shot at this turn.

4.4   
Additional DPs can be removed in the Morale Phase by leaders who allocated CPs to do so (see 3.10). This still requires the unit to be stationary and not in combat, however, a leader may remove DPs from C Grade units who were shot at.

4.5
If a unit breaks, it becomes shaken, regardless of number of DPs on the unit. A unit’s good order and morale is further affected, and DPs incurred, by the following events:

· 1 DP – Each non-light, friendly unit, broken or destroyed within one javelin throw. This applies if the friend actually breaks within javelin range or makes a rout move that passes by within javelin range.

· 1 DP – Cavalry within 1 javelin throw of elephants or camels unless they are in the same command.

· 1 DP – Surprised by seeing a previously hidden enemy who appears within bow range (includes arriving off table.

· 1 DP – For units whose Commander is killed or routed within bow range. If the General or  a Contingent Commander is killed or broken, their units within bow range take 1 DP for each of his Command Points. The same applies if a leader leaves the table for whatever reason.

· 1 DP – For fatigue and disorder when moving (see 5.11)

· 2 DPs – Troops on foot who moved at least 1 javelin throw in the tactical move phase, or who charge or counter-charge, and are contacted by a mounted charge. This does not apply if they only changed direction or formation .

· 2 DPs – If burst through by rampaging elephants. If the unit is already shaken, it will break. 

· 2 DPs – If contacted by a charge which originated from behind the unit’s flank or rear without being able to turn to face the charge in time (see 7.13) 

Shaken Units.

4.6  
Once a unit becomes shaken it should be marked with a ‘shaken marker’. From this point on it will be unformed (see 5.1). A shaken marker could be a casualty figure or a small counter. 

4.7   
One casualty will be removed for each further DP incurred by a shaken unit due to combat or morale. Shaken units incur no further DPs or casualties for manoeuvre or shooting.   A casualty results in the elimination of one complete stand.

4.8 
 A shaken unit must rally in order to reform. This requires the unit to remain halted for one complete turn, beyond bow range of any non-broken enemy. While rallying, the unit may adopt any normally allowed formation, facing in whichever direction the player chooses. In the Morale Phase after which these conditions have been fulfilled, the shaken marker is removed and replaced with 3 DPs. From the beginning of the next turn the unit may act normally. If enemy move to within bow range of the shaken unit while it is attempting to rally, the shaken [image: image2.bmp]unit will have to withdraw the following turn beyond bow range and try again.

[image: image3.wmf]Tips: Once a unit becomes shaken it will be ineffective. The best tactic is to remove it quickly from the front battle line and have it rally before it starts to loose casualties. If it is allowed to remain where it can be charged it will quickly disintegrate. DPs are only temporary and a shaken unit can be brought back up to full effectiveness. Casualties, however, are permanent and will reduce the unit’s effectiveness for the duration of the game.

It is quite important to reduce the number of DPs on a unit as it gets closer to enemy. Carrying several DPs before entering combat can end in disaster. It will often be best to pause for a turn outside bow range to get rid of any accumulated DPs before approaching closer. Likewise players should not be tempted to try to engage in combat if they have significantly more DPs than their opponent. Again it will be better to wait and regain order before charging home.

Rampaging Elephants


4.9 
Every time an elephant takes a DP due to missile fire or combat, it must immediately roll a D6. If the result is 6 it goes on a rampage. A rampaging elephant will make an immediate full fast move in a straight line, with the direction determined by a die roll as shown in the diagram. It will continue to move in that direction in every movement phase, until it passes a control test. Before each succeeding rampage move, the player throws a D6 and if he rolls a 4-6, the mahout (or other troops) have succeeded in killing the elephant and it is eliminated as a casualty.

4.10
Rampaging elephants will burst through any troops, friendly or enemy, in their path. This results in the elephant model moving through and the intervening troops taking 2 DPs.

4.11
If an elephant breaks, it will automatically rampage.
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