
NABIS, THE LAST OF THE SPARTANS
By the Edge of the Sword: Antiquity vol. 2
“(...) Almost everything that men have 
said best has been said in Greek. (...) eve-
rything that any one of us can do to help or 
to hinder his fellow man has been done, 
at least once, by a Greek. (...) our very 
vices and virtues have Greek models.” 
Marguerite Yourcenar, Memoirs of Ha-
drian (English translation by Grace Frick, 
in collaboration with the author).
By the Edge of the Sword: Antiquity is a 
rules system devoted to the battles of 
classical antiquity at a tactical scale. Na-
bis is the second volume and use a sim-
plified version of the rules.

0 - GENERAL RULES
The game is designed for two players, 
each controlling one of the two opposing 
armies. However, it can be played soli-
taire or with several players (by distribu-
ting the contingents of each side among 
the players).

0.1 - ABBREVIATIONS
Hex =  Hexagon
SP =  Strength Point
MP =  Movement Point
LOS =  Line of Sight

0.2 - GAME SCALE
A game turn represents half an hour of 
real time. A hex on the map corresponds 
to about 200 meters. A strength point re-
presents 200 men.

0.3 - DICE
The game requires the use of two six-si-
ded dice (referred to as d6) and one ten-
sided die (referred to as d10). In the case 
of the latter, 0 means zero and not 10. The 
ten-sided die is used to resolve shooting 
and mêlées and to make rally checks. 
The six-sided dice are used to determine 
initiative.

1 - LEADERS & COMMANDERS
1.1 - CONTINGENT AND ARMY 
COMMANDERS
There are two types of leaders: contingent 
leaders army commander (see 7.0).

1.2 - LEADER CHARACTERISTICS
The leaders have the same characteris-
tics:
Each leader possesses:
• a background color (nationality);
• a bonus (die roll modifier);
• an acivation rating (an abstraction used 
to determine order of activations);
• a command radius;
• a movement allowance expressed in 
MPs.
Additionally:
• The color code beneath a contingent 
leader’s command range may be used to 
identify contingents more easily.

2 - COMBAT UNITS
2.1 - UNIT DESCRIPTIONS
The combat units are each identified by:
• a name corresponding to  to a nationali-
ty (e.g., Argos) or to a quality (e.g., Hastati);
• a background color (nationality);
• a type (weapons class);
• a combat strength expressed in SPs 
(number of men);
• a quality (the fighting ability of the men 
belonging to that unit);
• a movement allowance expressed in 
MPs.
• a color code placed beneath the unit’s 
quality, which can be used in certain sce-
narios to identify contingents more easily.
Some units also have a asterisk * indica-
ting that they have the ability to shoot mis-

siles (their actual ranges of shooting are 
noted on the Shooting Chart). All of these 
characteristics are indicated on the coun-
ter illustrations.

2.2 - TYPES OF UNITS
Each unit’s type has an impact on how it 
can be utilized effectively (see the Mêlée 
Chart).
There are a number of different types of 
units (not all are necessarily present at 
each battle):
• Hoplites and heavy infantry (Ho);
• Legionaries (Lg) ;
• Peltasts (Pe);
• Javelinists, slingers and light infantry 
(Ja);
• Archers (Bowmen)  (Ar);
• Heavy cavalry (Ca);
The figure on the counter indicates 
whether the unit is on foot or mounted. 
Troops on foot are called infantry units, 
and mounted troops are called cavalry 
units. 

2.3 - LEVELS OF FATIGUE AND 
DISORGANIZATION
As a result of mêlées or shooting, units 
may become fatigued. Use the reverse 
side of the counter to indicate this state. 
Units may also become discouraged or 
routed as a result of mêlées or shoo-
ting. Use markers to indicate these 
states.
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2.3.1 - Levels of fatigue
Hence a unit may be:
• fresh (front of counter);
• fatigued (back of counter).

2.3.2  - Levels of disorganization
Whether fresh or fa-
tigued, a unit may be 
in one of the following 

states:
• Valiant (no marker);
• Discouraged (“découragé” marker);
• Routed (“déroute” marker).

3 - FACING
All units, except routed units, must com-
ply with the facing rules (indicating which 
direction the unit is facing). Facing affects 
movement, shooting and mêlées. Units 
must be oriented so as to face one of their 
six hex angles.

3.1 - INFANTRY AND CAVALRY
These units have two front hexes, two 
flank hexes and two rear hexes.

3.2 – LEADERS
Facing doesn’t apply to them.

3.3 - ROUTED UNITS
These units have no facing, neither front 
nor flank nor rear.

4 - ZONES OF CONTROL
The concept of Zones of Control is not 
used in this game.
It is not necessary for a unit to stop when 
moving adjacent to an enemy unit. All that 
is required is the payment of the extra 
movement costs to change facing and to 
leave the hex (see 8.2 and 8.3).
It is always possible, during movement 
or as the result of a mêlée, to enter or re-
treat into the front hex of an enemy unit 
(even when leaving the front hex of ano-
ther enemy unit). There is an extra cost in 
MPs to do so (see 8.3).

5  - STACKING
5.1 – GENERAL RULES FOR 
STACKING
Stacking in a hex is limited to 9 SPs (i.e., 
there must be less than 10 SP in a hex), 
plus any number of leaders.
Stacking is checked only at the end of 
movement. It is thus possible for a unit 
to move through (i.e., to traverse) another 
friendly unit during movement.

Note: If a fatigued unit in a stack is resting, 
but would cause the stack to exceed the 
stacking limit by becoming fresh again, it 
must remain fatigued (see 11.2).
A leader’s counter must always be stac-
ked with a combat unit at the end of his 
movement. An army commander can be 
stacked with any combat unit of his army; 
a contingent leader can only stack with a 
unit of his contingent.

5.2 – SPECIFIC STACKING RULES
5.2.1 Stacking restrictions
A unit is only allowed to stack with units 
having the same name and type.
Examples: the two following units of la-
conians Pe 4*-4-4 may stack together. 
This is allowed since they are the same 
type (Pe) and have the same name (Laco-
nians) and the total of their SPs is 8 (i.e., 
less than 10). On the other hand, stacking 
a unit of Laconians Pe and a unit of Argis 
Pe together is not allowed, because al-
though they are the same type of unit they 
don’t have the same name. Lastly, a unit 
of Argos Pe and a unit of Argos Ho can’t 
stack together because, although they 
have the same name, they are not of the 
same type.

5.2.2 - Specific rules for certain battles
Some scenarios alter the basic stacking 
rules. These special cases are dealt with 
in the specific rules for those scenarios.

5.2.3 - Stacking and facing
When an unrouted unit moves to stack 
with another unit, it automatically as-
sumes the facing of that unit. Two stacked 
units must always have the same facing.

5.2.4 - Stacking and movement
A unit intending to stack with another 
unit (either above or beneath it, at the 
player’s choice) or a unit leaving a stack 
of units must expend one additional mo-
vement point to do so. Once stacked, the 
units can move together without extra 
cost, as if they were a single counter, but 
only if they remain stacked for their enti-

re move (same starting hex, same mo-
vement path, same ending hex). They 
can change their stacking order free-
ly during movement, but not after they 
have stopped.

5.2.5  - Effects on shooting and mêlées
When calculating the die roll modifier for 
unit quality, use the weakest quality ra-
ting of all units in the stack when defen-
ding, but the best quality rating when at-
tacking.
When several units with shooting capa-
bility are stacked, only the top unit in the 
stack can shoot. In mêlées, however, total 
the SPs of all units in the stack.
If a unit becomes stacked with other units 
as a result of a mêlée and is attacked 
there during the same activation phase, it 
does not participate in the new mêlée but 
does suffer all the consequences of it (see 
10). When involved in retreat or advance 
after mêlée, stacked units must retreat 
or advance together (unless prevented by 
the stacking limit, in the case of retreat).
Clarification: Some of the units in a stack 
may retreat into a hex already containing 
friendly units, but only up to the stacking 
limit. If the remaining units from the ori-
ginal stack are forced to remain in place, 
they suffer the loss of one extra level of di-
sorganization (see 10.5).

5.2.6 - Discouragement and rout
If stacked units rout, they can rout to-
gether or they can separate, at the 
owner’s choice.
While stacked, two units are considered 
as a single counter for rally attempts (a 
single die roll is made, using the highest 
quality rating of the stacked units; see 
12.3). A routed unit can stack with an 
unrouted unit if this does not contradict 
the stacking rules of the scenario. In such 
a case, there is no quality test by the tra-
versed unit as normally required by 12.2.3.

6 - SEQUENCE OF PLAY
The battles in the series By 
the Edge of the Sword: Anti-
quity last for the number of 

turns specified in each scenario. Each 
game turn consists of five phases refer-
red to as Phases A through E.
Each scenario specifies which side is the 
attacker and which side is the defender; 
this concept is important only for the acti-
vation of archers (Phase B).
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A. Command check and resting units
Both players check that their units are wi-
thin the command radius of their contin-
gent leader or Army commander. Units 
that are not within command radius are 
out of command for the remainder of the 
game turn. Place a “non commandé” 
(“out-of-command”) marker on them. 
All other units are in command for the re-
mainder of the game turn.
Each player places “au repos” markers 
on units that he hopes to allow to rest du-
ring that turn (see 11.2).

B. Archer shooting (see 9)
If either player has archer units, he can 
choose to have them shoot in this phase 
(without moving them), if and only if they 
are not adjacent to enemy units.
If present, they can shoot in the following 
order:
• the defending player executes his ar-
cher shooting and immediately applies 
the results;
• the attacking player executes his archer 
shooting and immediately applies the re-
sults.
Note: Only archers can shoot in this 
phase. All other units with shooting capa-
bility—whatever their type—can’t shoot.
Clarification: out-of-command units 
can’t shoot (see 7.4).

C. Initiative and leader activation (see 7.)
As a general rule, the leaders of the two 
sides are activated based on their activa-
tion rating, starting from the lowest ra-
ting and ascending to the highest. Players 
take turns activating their leaders when 
both sides have leaders with the same ac-
tivation rating (see the example).
Clarifications:
 - If several leaders of the same army have 
the same activation rating, the player who 
controls them chooses the order of their 
activation;
 - If a number of leaders of both armies 
have the same activation rating, start by 
activating a leader belonging to the at-
tacking player, then alternate activations 
between the players as far as possible 
(see the example).
However, this order of activation may be 
modified by the concept of initiative. Each 
player rolls two d6 and adds the bonus of 
his army commander. They then compare 
the results:

• C.1. If the results are equal: neither 
player has the initiative. The leaders of the 
two armies are activated normally, alter-
nating activations, in ascending order of 
their activation ratings;

• C.2. If the difference is between 1 and 
3: the player with the higher result ob-
tains the initiative and immediately ac-
tivates one of his leaders of his choice. 
Then return to activation in ascending or-
der of activation ratings. (The leader who 
was activated first can’t be activated a se-
cond time);  

• C.3. If the difference is between 4 and 
7: the player with the higher result ob-
tains the initiative and activates one of his 
leaders of his choice. Then he chooses 
any enemy leader (even the army com-
mander), which its owner must activate 
immediately. Then return to activation in 
ascending order of activation ratings. (The 
leaders activated first can’t be activated a 
second time);

• C.4. If the difference is 8 or more: the 
player with the higher result 
obtains the initiative and acti-
vates one of his leaders of his 

choice. Then he chooses any enemy lea-
der (even the army commander), whom 
its owner must activate immediately, and 
one other enemy leader (even the army 
commander), who can’t activate at all du-
ring the turn. Place an “inactif” (“inac-
tive”) marker on this leader. Then return 
to activation in ascending order of activa-
tion ratings. (The leaders activated first 
can’t be activated a second time.)

D. Movement and combat (8, 9 and 10)
The players proceed to activate their lea-
ders in the order determined in Phase C. 
An active leader’s units can move and en-
gage in combat. When all leaders have 
been activated, the movement and com-
bat phase is over. For each activated lea-
der, the owning player (he is called the 
active player; his opponent is called the 
inactive player) proceeds in the following 
manner:
• D.1 Movement of the leader and of his 
in-command units within the limit of their 
movement allowance.

• D.2 Ranged shooting by in-command 
units of the active player which have 

shooting capability and are not adjacent 
to an enemy unit.

• D.3 Declaration of mêlées against adja-
cent enemy units.

• D.4 Resolution of mêlées in the order 
desired by the active player; resolve each 
mêlée in the following sequence (see the 
detailed sequence in 10.3):
1. Defensive shooting by units of the inac-
tive player that have shooting capability, 
targeting an enemy unit that is attacking 
them by mêlée.
2. Offensive shooting by units of the ac-
tive player that have shooting capability, 
targeting an enemy unit that they are at-
tacking by mêlée.
3. Mêlée.
The effects of each of these three steps 
are applied immediately.

• D.5 Movement by out-of-command 
units, if desired, up to half their move-
ment allowance (rounded up) in the direc-
tion of their leader. They can’t engage in 
shooting or mêlée (see 7.4).

 E.  Rally (see 11 and 12)
In the following order:
 - Fatigued units with an “au repos” mar-
ker (see 11.2) are turned to their “fresh” 
side;
- Discouraged and routed units may 
make rally tests;
- Routed units that failed their rally test 
must make a rout move;
 - The turn is then over and the turn mar-
ker is advanced one box.

Example for Phases C and D:
Battle of Sparta, Turn 2.
The command check is made during 
Phase A. Then the initiative die roll is 
made. The Roman player rolls 2d6 and 
obtains a 9, to which he adds a 2 point bo-
nus for the army commander, Flaminius, 
for a total of 11; the Spartan player rolls 
2d6 and obtains a 3, to which he adds 0 for 
the bonus of the army commander, Na-
bis for a total of 3. The difference between 
the two results is 8, which matches case 
C.4 above, and the Roman player gains 
the initiative.
Therefore, the Roman player can im-
mediately activate a leader of his choice. 
He chooses Pretor III and may activate 
and engage in combat with all units of 
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his contingent, depending on their sta-
tus (see the abilities of in-command and 
out-of-command units in 7). The Roman 
player then designates Pythagoras as the 
leader whom the enemy player must ac-
tivate first, and Gorgopas as the one who 
can’t be activated during the current turn 
(place the “chef inactif” marker on Gor-
gopas). The Spartan player activates Py-
thagoras and may move all units of his 
contingent, depending on their status, 
and may engage in combat with them.
Then players resume the normal order of 
activations according to the activation ra-
tings of the leaders. Nabis is the only lea-
der with a activation rating of 0. Any army 
commander can move all units of his 
army that are within his command range 
of 4 hexes, depending on their status, and 
may engage in combat with them.
Next come the turns of the remaining 
leaders with a rating of 1. There are still 
two Roman leaders who have that ra-
ting. Since the Roman player is the attac-
ker, he selects Pretor I first; then Pretor 
II. Those leaders may, in that order, acti-
vate and move the all units of their contin-
gents, depending on their status, and may 
engage in combat with them.
Next come the turns of the remaining 
leaders with a rating of 2. There are none, 
Pythagoras has already been activated.
Next come the turns of the remaining lea-
ders with a rating of 3. There are still one 
Roman leader with that rating. Since the 
Roman player is the attacker, he activates 
Flaminius. Since he is an army comman-
der, he may move all units of his army 
that are within his command range of 4 
hexes, depending on their status, and en-
gage in combat with them.

7 - COMMAND
A contingent’s leader commands only 
the units listed in the scenario as be-
longing to his contingent. These contin-
gents can also be identified by color code 
to facilitate identification of certain units 
(see the Scenarios). An Army comman-
der can activate any units of his army so 
long as they are located within his com-
mand range.

7.1 – GENERAL RULES
A leader can move only when he is activa-
ted. The leader must end his movement 
stacked with a unit of his contingent (or of 
his army if he is an army commander).

If all units of his contingent have been 
eliminated, a contingent leader – not an 
army commander – is removed from the 
game and considered killed.
If he leaves the map with the last unit of 
his contingent, he is considered unhar-
med (neither wounded nor killed) even if 
that unit was routed.
Exception: when an army commander 
activates a unit which is stacked with its 
contingent leader, then that contingent 
leader must move with the unit in ques-
tion. Thus it can happen that a contin-
gent leader may move twice in a turn. 
However, if the army commander is 
stacked with a contingent leader’s unit, 
and that contingent leader activates 
that unit for shooting, mêlée, rallying, or 
placing an “au repos” marker on it, he 
cannot move that unit.

7.2 – COMMAND AND UNITS
A combat unit is in command for the en-
tire game turn if, during the command 
check in Phase A, it is located within the 
command radius of its contingent leader 
or an army commander. For example, a 
command radius of five hexes means that 
there can be, at most, four hexes in the in-
terval between the unit and that leader 
(do not count the hex the leader is in). This 
radius is never affected by the presence of 
enemy units or by any type of terrain.
In all other cases, a combat unit is consi-
dered out of command.

Activation
• When a contingent leader is activated 
(see 6.C), all units of his contingent can 
undertake actions. However, they un-
dertake actions differently depending on 
whether they are in command or not (see 
7.3 and 7.4);
• When an army commander is activa-
ted, all units of his army that are within 
his command radius can undertake ac-
tions. They undertake actions differently 
depending on whether they are in com-
mand or not (see 7.3 and 7.4);
• It is therefore possible for combat units 
to undertake actions several times in a 
turn, once during the activation of their 
contingent leader and again during 
those of one army commanders;
• A unit that is out of command can’t 
undertake the actions permitted to a 
unit that is in command, but if it is within 
the command radius of an army com-

mander it can undertake actions al-
lowed for out-of-command units a se-
cond time (see 7.4).
Clarification: During his activation, a 
leader can activate all the units within 
his radius of command, but they must be 
moved before his own movement.

7.3 - IN-COMMAND UNITS
During the activation of its leader (or of an 
army commander if the unit is within his 
command radius), an in-command com-
bat unit can undertake actions in the fol-
lowing order during Phase D:
• move up to the limit of its movement al-
lowance;
• shoot, if it has that capability and is not 
adjacent to an enemy unit;
• possibly carry out offensive shooting 
and initiate mêlée, if it is adjacent to an 
enemy unit.
Units entering play as reinforcements are 
always in command for their first activa-
tion.

7.4  - OUT-OF-COMMAND UNITS
During the activation of its 
contingent leader, an out-of-
command unit can do one of 

the following:
• move up to half of its movement allo-
wance (rounded up) toward the leader of 
its contingent. The unit must end its move 
closer to its leader than it was at the be-
ginning of its move; or,
• not move at all.
A unit that is out of command can’t shoot 
or initiate mêlée (Phases B and D). Howe-
ver, it can shoot defensively if it is attac-
ked by mêlée, and it can defend normally.

7.5 - WOUNDING OR DEATH OF 
LEADERS
As a result of shooting or mêlée, a leader 
can be wounded or killed (see results on 
the shooting and Mêlée Charts).
The status of the unit with which the lea-
der is stacked can also have an effect:
• if the unit with which a leader is stac-
ked is destroyed as a result of mêlée, the 
leader is immediately killed by the enemy 
unit which caused its elimination;
• if the unit with which a leader is stac-
ked is destroyed as a result of shooting, 
the leader is immediately placed with the 
nearest unit of his contingent (or the nea-
rest unit of his army, for an army com-
mander). If the unit with which he is stac-
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ked is surrounded, or if there are no other 
units in his contingent on the map, a lea-
der is considered killed (see 7.1);
• if the unit with which a leader is stacked 
routs, the leader accompanies it in its rout 
movement. He can’t leave the unit until 
his next activation;
• if a routed unit, accompanied by a lea-
der, is eliminated because rout mo-
vement is not possible and the unit is 
completely surrounded, the leader is au-
tomatically killed.
• If a routed unit accompanied by a leader 
routs off the map, routs off the map and is 
thus eliminated, that leader is placed on 
the nearest unit of his contingent (or the 
nearest unit of his side in the case of an 
army commander). If no unit is available, 
the leader is removed from the map and 
is considered safe and sound (no victory 
points are scored for his loss).

7.5.1 - Wounding of a leader
Place a “chef blessé” (“lea-
der wounded”) marker on the 
counter. The leader’s new abi-

lities are listed on the marker and are 
applied immediately. A further wound 
will cause the death of the leader in 
question.

7.5.2 - Death of a leader
Immediately remove the leader’s counter 
from the game.

7.6 - LEADER REPLACEMENT
Replacement of leaders takes place im-
mediately. Proceed as follows:
• when a leader is wounded, place a “chef 
blessé” (“leader wounded”) marker on 
his counter.
• when a leader is killed, use the reverse 
side of the counter as a replacement for 
the leader. The replacement leader is im-
mediately placed on any unit of his contin-
gent. If all units of the contingent have 
been eliminated, the replacement leader 
does not enter the game.
• if a replacement leader is killed, an iden-
tical counter replaces him (simply record 
the victory points and reuse the counter 
already in place).
• when an army commander is killed, the 
counter is removed from the map.
Clarification:  When a replacement lea-
der enters the game after the death of a 
leader, he will not have the same activa-
tion rating as the original leader. He must 

be activated immediately after the cur-
rently activated leader has completed his 
Phase D, except, of course, when the lea-
der he is replacing has already been acti-
vated (in such a case he will be activated 
in the normal order during the next turn).

8 - MOVEMENT
8.1 - GENERAL RULES
An activated leader and the combat units 
that he commands can move by expen-
ding all or part of their movement al-
lowance. Entering a hex costs the mo-
ving unit a specific number of movement 
points (MPs). The costs of terrain are gi-
ven on the Terrain Chart. 
Movement points are not cumulative from 
one turn to another. Movement of one unit 
or stack must be completed before star-
ting that of another unit or stack. Move-
ment can only be made through one of a 
unit’s two front hexes.
Exception: this restriction does not ap-
ply to leader counters or routed units. See 
also 8.3 for Disengagement and retreat.
Units must be in compliance with the 
stacking rules at the end of movement (no 
illegal stacking at the end of movement). 
So long as the stacking limit is obeyed, a 
move of one hex without changing facing 
is always allowed, no matter what the ter-
rain cost is, unless that type of terrain is 
prohibited to that unit type (i.e., unless the 
Terrain Chart lists it as “NA”).
Combat units and leaders cannot leave 
the map voluntarily.

8.2 - FACING CHANGE
A unit can change its facing at the begin-
ning, during, or at the end of movement at 
the cost of one extra movement point per 
hex angle. A change of facing within a hex 
is considered movement under the rules, 
especially with reference to the shooting 
modifiers (See shooting Table).
Specific case:  A Ja type unit may change 
facing for free, at no cost in extra move-
ment points.
When a unit changes facing without lea-
ving its hex, this counts as movement in 
the rules, which affects shooting modi-
fiers (see the shooting Chart).
A change of facing in the front hex of an 
enemy combat unit costs one extra mo-
vement points per hex angle, in addition 
to the cost of the facing change.
Remember: leaders and routed units 
have no facing.

8.3 - DISENGAGEMENT AND 
RETREAT
A unit or leader located in a front hex of 
an enemy unit must spend one extra 
movement point to leave the hex, in ad-
dition to any cost for changing facing if 
necessary.
A unit can always retreat one hex (i.e., 
move backwards into one of its rear 
hexes), whether adjacent to an ene-
my unit or not, without changing facing. 
It must obey the stacking limit but can 
ignore the terrain cost unless that kind of 
terrain is prohibited to that unit type (i.e., 
unless the Terrain Chart lists it as “NA”). 
This move costs the unit’s entire move-
ment allowance and is an exception to 
rule 8.1. Out of command units can use 
this rule as long as the movement get 
them closer to their leader.

9 - SHOOTING
9.1 - GENERAL RULES FOR 
SHOOTING
shooting is never obligatory.
Only those units with shooting capabili-
ty can shoot; they can shoot only through 
their front hexes.
A unit or stack can be the target of only 
one shooting attack per activation. Dif-
ferent types of units are not allowed to 
combine their shooting against the same 
target.
If two units with shooting capability are 
stacked together (see 5.2), only the top 
unit can shoot.
shooting occurs in Phase B (Archer shoo-
ting) and in Phase D (Movement and com-
bat). As a result, some units may be able 
to shoot more than once in a turn.

Shooting in Phases B and D.2
Shooting is not allowed if the shooter is 
adjacent to any enemy unit or to its target.
Exception: A unit can shoot at an adja-
cent enemy unit or stack in one of its front 
hexes if mêlée with that unit is not pos-
sible; i.e., if it is across a hexside which 
prohibits mêlée.

Shooting in Phase D.4 (Offensive and de-
fensive shooting)
Shooting is not allowed unless the shoo-
ter is adjacent to its target.
Offensive shooting is reserved for units 
which will initiate a mêlée, or are stacked 
with a unit which will initiate a mêlée, and 
defensive shooting is reserved for units 
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which will be the target of an enemy mê-
lée.
Defensive shooting by a unit can only tar-
get an enemy stack which will initiate a 
mêlée against it, and the target must be 
in one of the shooter’s front hexes.

9.2 - LINE OF SIGHT
Shooting requires the existence of a line 
of sight (LOS) between shooter and tar-
get. The line of sight is checked from the 
center of the shooting hex to the center 
of the target hex. It can be blocked by 
some types of terrain (see the Terrain 
Chart) or by other units (friendly or ene-
my). A hexside of a hex containing either 
blocking terrain or a unit does not in it-
self block a line of sight. It is always pos-
sible to shoot into a hex of blocking ter-
rain, but not through such a hex.
Ignore the obstacle when determining 
LOS, if:
• the shooter and the target are both at a 
higher level than the obstacle;
• the shooter is at a higher level than the 
target and the obstacle, and the obstacle 
is halfway between the shooter and the 
target, or closer to the shooter;
• the target is at a higher level than the 
shooter and the obstacle, and the obs-
tacle is halfway between the shooter and 
the target or closer to the target.
Specific case: units of Ar type have the 
ability to shoot over other units (friendly or 
enemy). Thus only terrain can block shoo-
ting by archers.

9.3 - SHOOTING PROCEDURE
Shooting, in whatever phase, is executed 
as follows:
• select the target stack;
• select units which will shoot at that tar-
get (units activated at the same time may 
combine shooting if they are of the same 
type. See 9.1. Use the range of the unit 
that is farthest from the target);
• check the line of sight;
• roll 1d10 and resolve the shooting using 
the Shooting Chart, applying the modi-
fiers indicated (for all units if several are 
shooting at the same time – for example, 
if three units are shooting at a single tar-
get, and one of those units has moved, 
that unit’s movement suffices to cause a 
-1 die roll modifier, etc.);
• apply the results to the target. If the tar-
get is a stack of units, only the top unit in 
the stack suffers the result.

The maximum ranges for shooting are 
shown on the Shooting Chart.

10 - MÊLÉES
10.1 – GENERAL RULES
Mêlée is never obligatory.
For mêlées, reference to a stack may 
indicate either one unit or a stack of 
units located in the same hex and com-
plying with the stacking limit. All units 
in a stack must attack the same target 
stack.
A mêlée can occur only where oppo-
sing units are adjacent to each other. 
Only routed stacks and out-of-com-
mand stacks are unable to initiate mê-
lée (however, they can defend them-
selves when attacked).
A unit can be attacked by mêlée only a 
single time during the activation of an 
enemy leader (Phase D).

10.2 - DETERMINATION OF MÊLÉES
During each leader’s activation phase 
(Phase D), the active player decides 
which mêlées he wishes to initiate. The 
active player is called the attacker, and 
the inactive player is called the defen-
der. An attacking stack can only initiate 
a mêlée through one or both of its two 
front hexes. If it chooses to initiate a 
mêlée, it must attack the enemy stacks 
situated in both of its front hexes unless 
the enemy stack in one of those hexes is 
being attacked by other friendly stacks 
in the same Phase D activation.
Several stacks can attack a single ene-
my stack, and conversely one stack can 
attack up to two enemy stacks.
The attacker must declare all mêlées 
before resolving any of them:

• he places a “Mêlée” marker 
on each enemy stack that he 
must attack in the current ac-

tivation.

• once declared, each mêlée must be 
resolved. A mêlée can’t be cancelled 
because of the results of other mêlées 
during the same Phase D activation.
However, the attacker may modify the 
allocation of stacks participating in mê-
lées at any time, so long as all the de-
fenders marked with a “Mêlée” marker 
are attacked in the current Phase D ac-

tivation.
10.3 - SEQUENCE OF STEPS IN A 
MÊLÉE
Each mêlée is resolved, and its results ap-
plied, in the order desired by the attacker. 
He removes the “Mêlée” marker from the 
defending stack after each combat.
A mêlée is resolved in the following se-
quence: 

• specify the attacking and defending 
stacks; 

• execute defensive shooting by the 
top unit in each defending stack (if it has 
shooting capability) against a stack attac-
king it in mêlée;

• execute offensive shooting (not man-
datory) by the top unit in each attacking 
stack (if it has shooting capability) against 
one stack which it is attacking in mêlée;

• determine the die roll modifiers lin-
ked to terrain (see the Terrain Chart) for 
the defender’s hex. Take the combina-
tion most advantageous for the defender 
where there are several attackers and 
one defender, or several defenders and 
one attacker;

• determine the die roll modifier lin-
ked to the strength ratio (the odds ra-
tio between attacking and defending 
SPs). Always round the strength ratio 
in favour of the defender (see the Mê-
lée Chart);

• determine the die roll modifier linked 
to the types of stacks engaging in mêlée 
(see the Mêlée Chart);

• determine the die roll modifier linked 
to the quality of stacks engaging in mêlée 
(see the Mêlée Chart);

• determine any other die roll modifiers 
(see the list on the Mêlée Chart).

10.4 - RESULTS OF MÊLÉES
Results are listed on the Mêlée Chart.
The results are applied immediately af-
ter each mêlée and in the order of ef-
fects indicated on the Mêlée Chart. Re-
sults are obtained by rolling a d10 and 
adding or subtracting the applicable 
modifiers listed on the charts. All units 
in a stack suffer the same result.
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10.5 - RETREAT AFTER MÊLÉE
The result of a mêlée may require the de-
fenders or attackers to retreat one hex 
(an R result on the Mêlée Chart). Traver-
sing a friendly unit during this retreat is 
not allowed. When retreat is impossible 
(for example: due to the stacking limit or 
the edge of the map), the defender can re-
main in place and suffer an extra level of 
disorganisation instead (see 5.2.5).
Clarification: if the unit was valiant, it be-
comes discouraged. If it was already dis-
couraged, it becomes routed. If it was 
already routed, it is eliminated.

When retreating, a stack can change its 
facing by one hexside. There is no requi-
red direction of retreat due to the chaos of 
battle, and therefore a unit can retreat into 
any available hex (it is even possible to re-
treat forward). However, a unit which re-
treats into one of its own front hexes loses 
an additional level of disorganization as a 
penalty. There is no penalty for retreating 
into a flank or rear hex.

10.6 - ADVANCE AFTER MÊLÉE
The Mêlée Chart lists the cases in which 
an attacker is required to advance after 
mêlée and those in which a defender has 
the option to advance but is not required 
to do so (exceptions: see 12.1).
If there are several stacks participating 
in the mêlée, the owner chooses which 
stack will advance. It is not mandatory 
that all units in the advancing stack join 
the advance, but all advancing units must 
be from the same stack.
Units advancing after mêlée must comply 
with the stacking limit.
A leader can advance after combat only if 
the unit with which he is stacked also ad-
vances.
A stack that advances after mêlée can 
change its facing freely.

11 - FATIGUE
Fatigue is tracked separately for each unit 
in a stack.
Due to shooting or mêlée, a unit may suf-
fer a change of status from “fresh” (front 
of the counter) to “fatigued” (back of the 
counter). The counter is turned over to 
indicate this change of status. A fatigued 
unit which suffers a further “fatigued” re-
sult remains fatigued with no additional 
effect.

11.1 - EFFECTS OF FATIGUE
The effects of fatigue are indicated by the 
numerical ratings of the unit printed on 
the back of its counter.

11.2 - RESTING UNITS
To be placed “au repos” (“res-
ting”), it doesn’t matter whether 
a unit is in command or out 

of command (see 7.2). To rest a unit, the 
player places an “au repos” marker on it 
at the beginning of the turn, during Phase 
A. A player can place as many units as he 
wishes “au repos” during the same turn. 
He can place discouraged units “au re-
pos”, but not routed units (they must first 
be rallied).
In order for a unit to regain its “fresh” sta-
tus, it must remain “au repos” for an enti-
re game turn. To rest a unit: 
•  it must not be adjacent to an enemy unit 
either at the beginning or at the end of 
that turn. An enemy unit which becomes 
adjacent to it while moving but then conti-
nues moving away has no effect.
Clarification: when determining whether 
a unit can be placed “au repos”, note that 
two opposing units separated by an im-
passable hexside are still considered 
adjacent, so they are not allowed to be 
placed “au repos”;
• it must not be the target of any shoo-
ting, even ineffective shooting, or any 
mêlée, during the turn;
• it must not move during the turn.
• it must not cause the stack to exceed 
the stacking limit (see 5.1) upon retur-
ning to a “fresh” state.
If these conditions are fulfilled, the mar-
ker is removed and the unit is turned 
over to its “fresh” side during Phase E 
of that turn. The unit then regains its full 
capabilities for the following turn.
On the other hand, if the unit moves, is 
the target of shooting or mêlée during 
the turn or would exceed the stacking 
limit by becoming “fresh”, the “au re-
pos” marker is immediately removed. 
In Phase E, the unit would then remain 
on its “fatigued” side.
Returning a discouraged unit to its 
“fresh” side still leaves it discouraged.

12 - DISCOURAGEMENT & ROUT
The status of a unit with respect to fa-
tigue (fresh or fatigued) does not affect 
its level of disorganisation (valiant, dis-
couraged, or routed).

12.1 - DISCOURAGEMENT
• a unit may become discouraged as the 

result of shooting or mêlée. 
When this occurs, the player 
places a “découragé” (“discou-

raged”) marker on the unit;
• a unit which is already discouraged, but 
still fresh, remains discouraged but be-
comes fatigued if it receives a new dis-
couraged result;
• a unit which is already discouraged, but 
also fatigued, will rout if it receives a new 
discouraged result;
• a unit which is already discouraged, 
whether fatigued or not, simply becomes 
routed (not eliminated) if it receives a rout 
result;
• a discouraged unit is penalized when in-
volved in shooting or mêlée (see the Shoo-
ting and Mêlée Charts). Also, it can no lon-
ger advance after a victorious mêlée.

12.2 - ROUT
12.2.1 - Becoming routed
A unit may become routed as the result 
of shooting or mêlée (a Dr result on the 

Mêlée Chart or a rout result on 
the Shooting Chart). The player 
places a “déroute” (“routed”) 

marker on the unit, which must immedia-
tely retreat two hexes in a straight line to-
wards the map edge indicated in the sce-
nario. The two-hex retreat is automatic, 
without being affected by terrain costs. 
The routing unit is not allowed to pass 
through an enemy unit during its two-hex 
retreat.
If the routing unit enters violates the stac-
king limit in the second hex it enters, it is 
eliminated. 
Clarification: thus a unit which suffers a 
Dr + R result is eliminated after applying 
the Dr result, but before applying the R 
result, if it is in violation of the stacking li-
mit in the second hex it enters.

12.2.2 - Rout movement during Phase E
During Phase E, each unit that is already 
routed must expend its entire movement 
allowance by moving in the direction of 
the map edge indicated as its rout direc-
tion in that scenario. This move is made 
by the most direct path, coming closer to 
the indicated map edge with each hex en-
tered. If anything is in its way (including 
an enemy unit) that could cause its elimi-
nation or block its path, a unit is allowed 
to divert its path by one or more hex “co-
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lumns”, if possible, so as to continue its 
rout movement.

12.2.3 - Restrictions on routs
Traversed units:
• a unit is allowed to traverse (pass 
through) a friendly unit when becoming 
routed or during its Phase E rout move-
ment. When this happens, the owning 
player rolls a d10 and the result is compa-
red to the quality of the unit being traver-
sed. If the die roll is higher than its qua-
lity, that unit immediately routs also (see 
12.2.1). If the traversed unit was already 
in a routed state, it simply makes a rout 
move without having to make a quality 
check with the d10.
• a traversed unit which routs will wait 
to make its rout move until the unit that 
caused its rout finishes its own rout move. 
If, during its own rout move, the traversed 
unit then traverses the unit which has just 
traversed it and caused it to rout, the lat-
ter doesn’t make a d10 check or another 
rout move.

The other restrictions on routs are as 
follows:
• a routed unit, whether fresh or fati-
gued, which receives a “discouraged” re-
sult must make a further two-hex move 
in its rout direction and remain in a rou-
ted state. If it is unable to execute this mo-
vement, it suffers an additional level of di-
sorganization and is thus eliminated;
• a routed unit, whether fresh or fatigued, 
which receives an R (Retreat) result must 
make a one-hex move in its rout direction. 
If this is not possible, it suffers an additio-
nal level of disorganization and is thus eli-
minated;
• a routed unit, whether fresh or fatigued, 
which receives another rout result is eli-
minated;
• a routed unit can no longer attack and 
can move only in Phase E;
• a routed unit that leaves the map is eli-
minated.

12.3 - RALLY
• rally occurs in Phase E, after any “au 
repos” markers have been removed and 
the rested units have been returned to 
their fresh side, and just before rout mo-
vement;
• rally is only possible if the unit is not ad-
jacent to an enemy unit.

/9

B. Archer shooting
During Phase B., the 2 Persian Ar units 
shoot at Philotas’ 3 Ca units in hex 1319, 
at a range of 2 and 3 hexes. 
Modifiers:
No modifiers for clear terrain
+1 because the total number of SPs (8) is 
more than 7 SP
-2 because the target is a stack of Ca units
Total -1
The Persian player rolls an 9 on the d10. 
The final result is 8 after applying the mo-
difiers, and the top unit in the Ca Pilotas 
stack is discouraged (place the marker 
beneath it to indicate that only this unit in 
the stack is discouraged), with the combi-
ned range of fire being 3 hexes.

D. Movement and combat
When Philotas is activated:
D.1: Philotas, 1x Ca Philotas (4 7 6) and 1x 
Ca Philotas (2 6 6) advance into hex 1320
D.2: no action is possible
D.3: the Macedonian player declares a 
melee against the 2 Persian Ca units in 
hex 1420
D.4:
1. Defensive shooting
Modifiers:
No modifier for Ford 1 terrain
-1 because only the top unit of the stack 
can shoot and its value is  4 SP

-2 because the target is a stack of Ca units
Total -3
The Persian player rolls a 6 on the d10. 
The final result is 3 after applying the mo-
difiers. There is no effect on the leader or 
on the Macedonian units.

2. Offensive shooting
No action is possible

3. Mêlée
Modifiers:
Force ratio of 6 against 8, or 1 to 2: 0
Modifier for unit types, Ca against Ja: +3
Modifier for unit quallity: +1 (attacker = 7 
is superior to defender = 3)
Other modifiers: Philotas +2
Total: +6
The Macedonian player rolls a 7 on the 
d10. The final result is 13 after applying 
the modifiers.
The combat result is D + R: the stack of 
2 x Persian Ja units is discouraged (place 
the marker on top of the stack to indicate 
that the whole stack is discouraged) and 
recoils into hex 1521 without changing 
facing.
The Macedonian player advances the 
Macedonian stack into 1420 and changes 
its facing by one hexside to the left so as 
to face the two Persian Ar units and the 2 
Persian Ja units.

COMBAT EXAMPLE FROM VOL.1 GAME (ISSOS)



Clarification: when determining whether 
a unit can rally, note that two opposing 
units  separated by an impassable hex-
side are still considered to be adjacent, so 
they are not  allowed to rally;
• rally is attempted by rolling a d10 for 
each unit that needs to be rallied;
• the rally attempt succeeds if the modi-
fied die roll result is less than or equal to 
the quality of the unit, otherwise it fails;
• an unmodified roll of 0 on the d10 auto-
matically results in a successful rally at-
tempt.

Modifiers:
• if the unit is fatigued: use the quality on 
the back of the counter (see 2.3.1)
• if the unit is routed:  +1
• if the unit is stacked with or adjacent to 
its contingent leader: subtract the contin-
gent leader’s bonus
• if the unit is stacked with or adjacent to 
an army commander: subtract the army 
commander’s bonus
• if a unit could benefit from the bonus of 
both its contingent leader and an army 
commander, only the more favorable bo-
nus of the two is used (they are not cumu-
lative).

Effects of rallying:
• a discouraged unit which rallies be-
comes valiant again and can be refaced 
freely (remove the “découragé” marker).
• a routed unit which rallies becomes dis-
couraged and can be refaced freely (turn 
the “déroute” marker over to its “décou-
ragé” side).
• once all rally attempts have been com-
pleted, units that remain routed must 
make a rout move (see 12.2.2).

13 - SCENARIOS
“Someone was asking why Sparta was 
without walls. Agesilaus pointed to 
the citizens covered with their armor: 
Here, he said, are the ramparts of the 
Lacedaemonians”
Plutarch, Moral Works, Apophthegms of 
the Lacedaemonians

13.1 - INTRODUCTION
Nabis, the last of the Spartans is the se-
cond game in the series Au Fil de l’Epée 
Antiquité. It is dedicated to the attack on 
Sparta by the Roman army of Flamini-
nus.

13.2 - SPECIAL RULES
13.2.1 - Deployment Information
Contingents are noted in UPPERCASE, 
contingent commanders are noted in ita-
lics and the army commander is under-
lined. Players may place freely in hexes. 
listed units with the same name but dif-
ferent PF. Stacking of several combat 
units is not authorised for the set-up.

13.2.2 - Citadel
The Sparta Citadel hex is one hex. for-
bidden to all leaders and all units of both 
sides. Only Nabis can enter this hex to 
take refuge there. To do this, he must be 
adjacent to the citadel before its activation 
and spend all his movement points to en-
ter it.  Once in this hex he can no longer be 
attacked, wounded or killed, but he can no 
longer command any unit.

13.2.3 - Neighborhoods of Sparta
The city of Sparta is divided into four dis-
tricts – Pitane, Limna, Mesoa, Kynosou-
ra – made up of hexes. of town appearing 
around their name. These districts only 
matter for victory conditions:
• a district is “controlled by the Spartans” 
if no valiant Roman unit occupies one of 
the hexes. of this district;
• a district is “cleansed by the Romans” 
if no valiant Spartan unit occupies one of 
the hexes. of this neighborhood.

13.2.4 - Sparta fire
During the Battle of Sparta, Pythagoras 
set fire to certain areas of Sparta to slow 
down the advance of the Romans under 
the effect of the smoke. To account for 
this, during each activation of Pythago-
ras, the Spartan player can automatical-
ly discourage up to two Roman units - in-
cluding a maximum of one of type Lg or 
Ho - which would be in a hex. of town and 
within the radius of 5 hex. of the Pythago-
ras pawn. discouragement can be applied 
to a unit already discouraged (see 12.1). 
This action occurs at the end of the acti-
vation, after all the movements and com-
bats of the Pythagoras contingent have 
been carried out, and brings in compen-
sation 1 VP to the Roman player. If Pytha-
goras is killed, the replacement leader 
loses this ability.

13.2.5 - Roman legion
Units belonging to a legion (Equites, Ve-
lites, Hastati, Principes and Triarii) follow 

a number of special rule:
• Shooting: Lg units carry a Pilum mar-

ker at the start of the game 
which gives them a tempora-
ry shooting capacity. Lg units 

must use their pilum before performing 
their first offensive melee (Offensive 
shooting/D4.2). They don’t have to, but 
can do so if attacked in melee (Defensive 
shooting/D4.1). Once the shot has been fi-
red and resolved, the Pilum marker is re-
moved and the Lg unit will no longer be 
able to shoot.
• Triarii: Triarii Ho units cannot en-
ter a hex. adjacent to an enemy unit, re-
gardless of how fatigued or disorganized 
it is, before a Lg unit in their contingent is 
routed. The constraint is lifted once and 
for all, for a given contingent, on the first 
rout of a Lg unit of this contingent.

13.2 - BATTLE OF SPARTA, 195 BC
13.2.1 - Starting positions
Units are listed by contingent. Units are 
oriented freely by each player, starting 
with the attacking player.
Flamininus army - attackers
Rout to the southern edge of the map 
(row of hex. xx20)
Flamininus in 0617

• FIRST GROUP OF LEGIONS
Pretor I in 0517
Velites I in 0515 and 0615
Hastati I in 0416 and 0517
Principes I in 0318 and 0418
Triarii I 0320 and 0420
Equites I in 0617

• SECOND GROUP OF LEGIONS
Pretor II in 0918
Velites II in 0916 and 1016
Hastati II in 0817 and 0918
Principes II in 0719 and 0819
Triarii II in 0520 and 0620
Equites II in 1018
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• THIRD GROUP OF LEGIONS
Pretor III in 0215
Velites III in 0213 and 0314
Hastati III in 0115 and 0215
Principes III in 0117 and 0217
Triarii III in 0119 and 0219
Equites III in 0316

Spartan army - Defenders
Nabis in 1005

• LACEDAEMONIANS
Gorgopas in 0209
Spartans in 0109 and 0209
Périèques in 0310 and 0410
Hilotes in 0511 and 0610
Laconians in 0905, 1005 and 1106

• MERCENARIES AND ARGIANS
Pythagoras in 1211
Cretans in 0911, 1011 and 1313
Mercenaries in 0912, 1012, 1113 and 
1211
Argos Ho in 1609
Argos Pe in 1510

13.3.2 - Durée et conditions de victoire
The game lasts 8 turns.
• Victory points (VP)
1 VP per unit of quality 4 or less elimi-
nated ;
2 VP VP per unit of quality 5 or 6 elimi-
nated ;

3 VP per eliminated quality 7 unit ;
3 VP for an enemy contingent leader kil-
led.
• For the Roman only:
1 VP per cleared district (i.e. 3 VP at most, 
because if all four are cleared, there will 
be a decisive victory, see below);
1 VP at the end of the game per hex., if a 
valiant Roman combat unit occupies the 
Heptagon ;
2 VP at the end of the game per hex., if a 
valiant Roman combat unit occupies the 
Temple of Apollo or the Sanctuary of Ar-
temis (i.e. 4 VP maximum);
1 VP for one or two Roman units discou-
raged following a fire caused by Pytha-
goras (see specific Sparta Fire rule).

• For the Spartan only
2 VP per district controlled by the Spar-
tan at the end of the game (i.e. 8 VP 
maximum);
2 VP per turn, except for the end game 
turn, if a Spartan combat unit occupies 
the Heptagon at the end of the turn;
5 VP at the end of the game if a Spartan 
combat unit occupies the Heptagon;
4 VP at the end of the game per hex., 
if a Spartan combat unit occupies the 
Temple of Apollo, the Sanctuary of Arte-
mis (i.e. 8 VP maximum);
3 VP if a Roman Triarii unit was discou-
raged or routed by shooting ;

5 VP if the Roman player has engaged an 
attacking Triarii unit in a melee.

• Victory
The game ends immediately with a deci-
sive Roman victory
A- if Nabis is injured or killed.
B- if the four quarters of Sparta are 
cleared by the Romans.
The game ends immediately with a deci-
sive Spartan victory
A- if Flamininus is killed.
The game ends at the end of a turn if :
Major victory : At the end of the 8th 
round, major victory of the side having 
scored 8 VP or more than its opponent.
Victoire mineure : end of the 8th round, 
minor victory of the side having scored 
the most VP.

13.4.3 - VARIANT
All specific rules and information from 
A1 to A3 remain valid, with application of 
the following variants (one or the other 
or both).
• Variant Reduced Roman army
Remove Third Group of Legions from 
play

• Variant Free Placement of Spartans
After deploying Roman troops, the Spar-
tan player freely deploys his units north 
of the Magoulitsa River.            u

Initial Status Event Final Status Reference

Fresh - Valiant Fatigued Fatigued - Valiant 11.
Fresh - Valiant Discouraged Fresh - Discouraged 12.1
Fresh - Valiant Routed Fresh - Routed 12.1
Fresh - Discouraged Fatigued Fatigued - Discouraged 11.
Fresh - Discouraged Discouraged Fatigued - Discouraged 12.1
Fresh - Discouraged Routed Fresh - Routed 12.1
Fresh – Discouraged Rallies Fresh – Valiant – May reface freely 12.3
Fresh – Routed Fatigued Fatigued – Routed 11.
Fresh – Routed Discouraged 2-hex retreat, otherwise eliminated 12.2.3
Fresh – Routed Recoil 1-hex recoil, otherwise eliminated 12.2.3
Fresh – Routed Routed Eliminated 12.2.3
Fresh – Routed Exits the map Eliminated 12.2.3
Fresh – Routed Rallies Fresh – Discouraged – May reface freely 12.3
Fatigued – Valiant Fatigued Fatigued – Valiant 11. 
Fatigued – Valiant Rested Fresh – Valiant 11.2
Fatigued – Discouraged Fatigued Fatigued – Discouraged 11.
Fatigued – Discouraged Discouraged Fatigued – Routed 12.1
Fatigued - Discouraged Routed Fatigued - Routed 12.1
Fatigued – Discouraged Rallies Fatigued – Valiant – May reface freely 12.2
Fatigued – Routed Fatigued Fatigued – Routed 11.
Fatigued – Routed Discouraged 2-hex retreat, otherwise eliminated 12.2.3
Fatigued – Routed Recoil 1-hex recoil,  otherwise eliminated 12.2.3
Fatigued – Routed Routed Eliminated 12.2.3
Fatigued – Routed Exits the map Eliminated 12.2.3
Fatigued - Routed Rallies Fatigued – Discouraged – May reface freely 12.3

LEVELS OF FATIGUE AND DISORGANIZATION



Modifiers  (all modifiers are cumulative)
Terrain effect (see the Terrain Effect Chart) ;
-1 if the shooter (or the total SPs of all shooters) has less than 7SP 
(ex: 4 SP of archers = -1 DRM);  
+1 if the shooter (or the total SPs of all shooters) has more than 7 SP ;
Remark : there is no modifier if the shooter total exactly 7 SPs
-1 if the target stack totals 3 SPs or less;
+1 if the target stack totals 8 or 9 SPs;
-1 if the target is a unit of type Lg or Ho;
-2 if the target is a unit of type Ca;
-1 if the shooter (or one of the shooters) has moved during the current activa-
tion except Lg;
-1 if the shooter (or one of the shooters) is discouraged.
Note : if several units combine their shooting against the same target, resolve the 
shooting using the column corresponding to the range of the unit farthest from the 
target.

Results  
The top unit of the target stack (see 9.3) suffers the result when the die roll on a 
d10 is equal to or higher than the number shown on the Shooting Chart.
• the first number is the result needed to discourage the target unit (see 12.1); 
• the second number is the result needed to rout the target unit (see 12.2.1). 
 Note : if there is only one number on the chart, it is the result needed to discourage 
the target unit. See 12 for the cumulative effects of  “discouraged”  results.

Effects on Leaders 
A roll of 9 on the d10 when firing (before applying modifiers) requires a check for 
possible wounding or death of any leaders stacked with the target stack. Roll the 
d10 a second time for each leader in the stack: on a result of 0 to 6 there is no 
effect; on a 7 or 8 the leader is wounded; on a 9 he is killed.

 Infantry, Cavalry Effect  Effect  
 Leaders   on shooting on mêlées

Clear  1 1 PE PE
City 2 2 -2 -1
Temple, Tower 
Sanctuary 2 NA -3/01 -2
Fortification +2 NA -3/01 -3/+11

Path 12 12 PE PE
River +1 0 PE -1
+1 level +1 +2 PE -1
-1 level 0 +1 PE +1

Range 1 hex 2 hexes 3 hexes 4 hexes +

Ar 5.6 7/- NA NA
Lg, Pe, Ja   6/7 NA NA NA

TERRAIN CHART

SHOOTING TABLE

NE : no effect ; NA : not allowed
1 : The first figure applies for a shot or a mêlée from the outside to the inside, the 
second for a shot or a scrum from the inside to the outside.
2: If the movement takes place from one hex. of path to another hex. of path, 
negates the effects of other lands except for the additional costs of changing levels.
Note : always take the combination most favorable to the defender if there are 
several attackers and a single defender, or if there are several defenders and a 
single attacker. 
Specific cases : see the specific rules for each battle. 

1 hex. : adjacent ; NA : not allowed

MÊLÉE - MODIFIERS FOR UNIT TYPES 
Att./Def. Lg Ho Pe Ja Ar Ca

Lg Legionary 0 +1 +3 +2 +2 +1
Ho Heavy infantry 0 0 +2 +1 +2 +1
Pe Peltasts -1 -1 0 +2 +2 0
Ja Javelinists -2 -2 -2 0 +1 -1
Ar Bowmen -2 -2 -2 0 0 -2
Ca Heavy cavalry -1 0 +2 +3 +3 0

MELEE CHART - RESULTS
Note : when there is a combined attack (with several stacks of attackers or defenders), 
select the type of stack most favorable to the defender (i.e., either the worst attacker or the 
best defender, with reference to the chart above).

All modifiers are cumulative up to plus or minus 7.

Modifiers for strength ratio (always round totals in favor of the defender):
• 2/1 or greater: +2
• 1/1: +1
• 1/2: 0
• 1/3: -1
• Lower than 1/3: -2

Modifiers for unit quality
• when the attacker’s quality is higher than the defender’s : +1
• when the attacker’s quality is lower than the defender’s : -1

Clarification : when there is a combined attack (several attacking stacks or several defen-
ding stacks), choose the best quality from the attacking units or the best quality from the 
defending units.

Other modifiers
Terrain effect (see the Terrain Chart) ;
Add or subtract the difference between the bonuses of all leaders of both sides that are 
involved in the combat ;
-2 if the attacking stack (or one of its units) used offensive fire except Lg;
+2 if the defending stack is attacked through a flank hex;
+3 if the defending stack is attacked through a rear hex ;
+4 if the defending stack is attacked through a rear hex AND a flank or front hex;
-1 if one of the attacking units is discouraged;
-2 if all attacking units are discouraged;
+1 if one of the defending units is discouraged;
+2 if all defending units are discouraged or if at least one of them is routed;
+5 if all defending units are routed.

Clarification : the +5 against a routed defender can’t be added to other modifiers for facing 
(since routed units don’t have facing).  

1d10 (0 = zero, not 10) plus or minus modifiers up to + or -7  
The results are applied to all units in the stacks involved, in the order indicated above. 
Example : a unit which suffers a Dr + R result must first apply the Dr (including all of 
its restrictions) and then apply the R (with all of its restrictions).

NE = no effect ;
R = retreat one hex (see 10.7);
Dr = rout (retreat two hexes, see 12.2.1);
D = discouraged (see 12.1);
F = fatigued (see 11).
Discouraged units can’t advance after combat, whether they are attackers or defen-
ders.
Note : see also Rules 11 and 12 for the cumulative effects of “fatigued” and “discou-
raged”  results. 

Effects on Leaders 
When several leaders are in the same stack, each leader must be checked separately 
for any combat results which may affect them. 
• an unmodified 9 on the d10 in a mêlée requires a check for possible death or woun-
ding of leaders in the defending stack. 
• an unmodified 0 on the d10 in a mêlée requires a check for possible death or woun-
ding of leaders in the attacking stack. 
In both cases, roll the d10 again: on a result of 0 to 6 the leader is unharmed, on a 7 or 
8 he is wounded, on a 9 he is killed.

Modified die roll Defenders Attackers

-7 to -4 Advance possible D + R
-3 to 0 NE F + R
1 to 3 F R
4 NE NE
5 to 6 R Mandatory advance  
7 to 9 F + R Mandatory advance 
10 to 13 D + R Mandatory advance 
14 to 16 Dr + R Mandatory advance 
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