WARLORDS 

ALEXANDER’S CONQUEST REVISED

In all Alexander’s scenarios:

Treat Agrianins as LI with of 3 and MA of 6, similar to Velites -  they are NOT SK.
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[image: image1.emf]SHIPKA Pass,  Spring  335 BC   ALEXANDER’S CONQUESTS     Map: Arigaeum   use map to hexes 1025 - 3425  –  end of map. Place Abatis markers in 1703,  1604, 1503; they represent Stockade with +1 MP and +1 Cohesion Hit to cross it. They cannot be  removed.   THRACIANS  MACEDO NIANS   Deploy first anywhere on 5 level hexes  Deploy second anywhere on 1 level hexes   Syrmus  Alexander   Arbaeus   Craterus   Clitus  Nicanor (MCC)    Attalus (MCC)    Cleander (MCC)  –   Mercenary LP   6 Tribal MI    25 Tribal LI  Hypaspists HI  Agema, 1, 2    6 Mace don PH   10 Carts markers  5 Mercenary LP   use Rallied, Depleted or Ox - Carts (SPQR)  2 Agrianian LI    Crete SK    3 Macedon SK     Army size: 155 Inf                                                   Army size: 114 Inf   Thracians   155 TQ  army rout 30% =  45  RPs  M acedons   150 TQ  army rout 35% =  55  RPs   - Special Rules:   - Carts (wagons). Thracian player has 10 cart counters to deploy. Thracian Inf unit may stack with carts  marker.    Carts counter may move (it requires an order), it’s MA is 2.  Cart cannot move by its o wn  -  Thracian unit  needs to move it.  Two carts may not stack.   Carts as a form of a stockade: Thracian unit defending in cart hex has its TQ increased by one, unless  shock attacked in flank or rear. Movement across it +1 MP, +1 cohesion hit (no hits if ente red and stacked  by Thracian unit), if enemy unit enters cart hex remove it. Missile fire against unit in cart hex is +1 DRM.  Attacking Thracian unit does not need to advance after combat from cart.   - Launching the carts down the slope: Thracians may launch  the carts at any time during his or opponent’s  turn (then only on moving units). It does not require an order. Carts attack has effect on all hexes to the 1   level hex, and can therefore attack more then one unit in the “row”. After the attack remove the ca rts  marker. If launched during Macedonian turn/movement,  it can be done only on currently  moving unit  that  then  completely stops.   Downslope Carts attack: it requires no order; attacked Macedonian units first have pre - shock TQ check;  After that, DR for Cart  pass through attack: DR 0 - 4 unit avoided attack by creating a gaps in formation or  kneeling and linking shields 1 Cohesion Hit; DR 5 - 6 unit gets 2 Cohesion Hits, DR 7 unit gets 3 Hits; DR  8 - 9 special damage  –  DR again: 0 - 5 unit gets 4 Hits; DR 6 - 7 unit ge ts 5 Cohesion Hits; DR 8 that unit  must DR as for Collapse check and if passes it gets TQ  – 1 Cohesion hits, if DR > units TQ it Routs; DR 9  unit Routs.    There is  – 1  DR  modification on the 1 st  Cart attack DR for 7 - 9 TQ units.   - If Thracians attack an enemy u nit immediately after a downslope cart attack, they get +2R columns  bonus and defending Macedonian unit has +1 for pre shock TQ check.  Thracian unit is placed  in the ZoC  of first Macedon unit(s) to be attacked with carts and it stopped movement. Conclude t he carts attack first  and after that possible Shock Combat with Thracian units using special charge bonuses.   - Rolling rocks: Thracian unit may attack from the hilltop with rocks. 4 hexes range; DR 0 - 1=1 CH.    - All Thracian may use The Everyone’s a Slinger R ule with 2 hexes range. 1 hex DR 0 - 2; 2 hexes DR 0.     - Infantry Charging Downhill: Inf units that charge (move to shock attack downhill) have bonus  – 1 DR for  pre - shock TQ check. To apply this rule, charging unit must move downhill, and that attacking (char ging)  and defending units must be between two elevation levels and any of these units must be within 2 hexes  from an elevation.     - Cart downhill pass through Attack:          TQ Check         Cart attack DR: DR 0 - 4 1 hit; DR 5 - 6 2 hits; DR 7 3 hits; DR 8 - 9 Spe cial Damage       (7 - 9 TQ units have  – 1 DRM)         Special Damage DR: DR 0 - 5 4 hits; DR 6 - 7 5 hits; DR 8 Collapse Check with TQ - 1 hits or Rout result, DR 9 Rout             by Aleksandar Pesic & Nikola Keravica, VII 2001.  


[image: image7.emf]ISSUS,  333 BC   ALEXANDER’S CONQUESTS     Map: Issus     PERSIANS  MACEDONIANS   Darius III (OC)                                2810  Alexander III (OC)                                 4313   Nabarzanes (Wing)                        1715  Parmenion (Wing)                                  2123   Thymondas                                    3012  Craterus                                                3317   Aristomedes                                   4104       MCCs:   Reomithres                                     5116  Phi lotas  Companion HC    Nicanor  Hypaspists HI   Darius' Bodyguard Chariots             2810  Attalus  Agrianian LI    Immortals MI 1 - 3                     2909 - 3108  Sitalces  Thracian LP   Royal Guards HC 1 - 3              2511 - 2710  Philip  Thessalian HC   Greek Merce nary HO 1 - 4        2614 - 3310  Protomachus  RW  LN /LC   Cardaces LP 1 - 10                   2016/2115          2415/2514,   2215/2315,   3309/3409   Amyntas PH                   2322/2422         3508/3608,   3708/3808,   3806/3807  Ptolemy PH                    262 1/2720         3905/4005,   4104/4204,   4304/4405  Meleager PH                  2919/3019   Bactrian CAT HC 6 - 10  1417 - 18, 1516 - 17, 1617   Craterus PH                   3218/3317   Paphlagonian LC 1 - 5    1212 - 13, 1311 - 12, 1412   Perdiccas PH                 351 6/3616   Persian LC 1 - 5              1715 - 16, 1815 - 16, 1916  Coenus PH                     3815/3914   Median LC 1 - 5              1314 - 15, 1414 - 15, 1514  Greek Allies HO 1 - 3       2921 - 3419   Hyrcanian LC 1 - 5          1613 - 14, 1712 - 13, 1813   Hypaspists:  Ag ema  4213;   1 - 2: 4014, 4113   Anatolian Levies LI 1 - 4    and  Macedonian SK   4212   Asian Levies LI 1 - 14              2011 - 3702  Cretan SK            2421   Anatolian Levies LI 5 - 6          1911, 3802  Agrianian LI 1 - 2   4311, 4716   Babylonian LI 1 - 8            5115 - 5118, 5215 - 5218  Companion HC:  Agema    4313;     Syrian SK 1 - 4  and  Susian SK 1 - 4  and                              1 - 4:       4413, 4513, 4614, 4312   Arabian SK 1 - 3  and  Rhodian SK 1 - 3  Prodromoi LN 1                4514                                 2014 - 2412, 2 416 - 3112, 3014  Paeonian LC 2                 4414   Sitacenian SK 1 - 6                  3208 - 3705  Thracian LC 1                 4717   Median SK 1 - 2  and  Persian SK 1 - 2  Greek Allied LC 1 - 2        1825, 1924                                         4807, 4808, 4908, 50 08  Thessalian HC 1 - 5          2024, 2123 - 24, 2223 - 24    Thracian LP 1 - 6            3117, 3018,                                           2819, 2719, 2520, 2222    Mercen LP 1 - 5     3913, 3714, 3615, 3416, 3316     Army size: 319 Inf, 110 Cav, 6 CH                           Army size: 172 Inf, 54 Cav   Persia:   451 TQ army rout 33% =  150  RPs               Macedon:   313 TQ army rout 40% =  125  RPs     SPECIAL RULES:   - Abatis: the Persians may place 8 abatis (wooden barriers) counters under any infantry unit that is adjacent   to a river hex. Any foot (unmounted) Persian unit on top of an abatis marker has its TQ increased by one  for all combat resolution purposes. A double - sized unit requires abatis marker under both sides of the  counter in order for the abatis to have any eff ect. Entering a hex with an abatis marker adds one Cohesion  hit, but, as soon as any enemy unit enters such a hex, remove the abatis.   - Elimination of Darius' Bodyguard Chariots  unit  counts 20 Rout Pts. It cannot be moved until at least one  Macedonian unit  is on the Persian side of the river.   - Darius ’ Escape : Whenever a Macedonian unit moves adjacent to Darius, the Persian player DR and  compare it to Darius’ Initiative Rating. If DR <= 3, the game proceeds normally. If DR >3, Darius flee, must  move MA=5 towa rd the Rout Edge.    - Cardaces LP are assumed to have Archer missile capability  –  two fires per time.    - If the Persian Army is not routed by the conclusion of game turn 6, the Persians automatically win  (dark  falls).   revised by Aleksandar Pesic  



[image: image8.emf]Naval Battle at TYRE,  332 BC   ALEXANDER’S  CONQUESTS   Designed by Aleksandar Pesic   - Map: “Land”. Isles “D” do not exist. 10XX map edge is the North. Eastern edge is land/coast.  “A” land is the part of the Tyre island. Southern edge and “D” land is the compl eted mole.  Tyrian “Sidonian” harbor is off map 4028 - 4828.      - Ship Scale:  1 counter = 1 galley.     - Deployment   Macedonians & allies:  Red ships     15 Cataphracted Triremes, ID 1 - 5, 37 - 46 (C3 - M2), (C2 - M2)     11 Quinquiremes, ID 1 - 3, 11 - 16, 30 - 31 (E C3 - M4), (C2 - M4) , (C1 - M4)     - Squadron Commanders: Alexander  (Calicatrides)  (Admiral,  red ), Mindares ( red ),  Nicanor ( white ), Aristodemus ( white ).     Tyrians:  Green ships     7 Cataphracted Triremes, ID 30 - 36 (C4 - M3)     3 Quadriremes, ID 20 - 22 (C4 - M4)     3 Quinquiremes, ID 1 - 3 (E C3 - M4)     - Squadron Commanders: Hamilcar (Admiral), Himilco, Barbax.     Macedonian & allied deployment   - Nicanor   - 4 Cat Triremes (37 - 40): 4005 - 4004, 3905 - 3904, 3505 - 3504, 3405 - 3404.   - 3 Quinquiremes (13, 30, 14): 3805 - 3804, 3705 - 3704, 3605 - 3604.     - Aristodemus   - 6 C at Triremes (41 - 46): 2312 - 2212, 2412 - 2311, 2411 - 2310, 2608 - 2507, 2707 - 2607, 2706 - 2606.   - 3 Quinquiremes (15, 31, 16): 2510 - 2410, 2509 - 2409, 2609 - 2508.     - Alexander  (Calicatrides) , Mindares   - 5 Cat Triremes (1 - 5)   - 5 Quinquiremes (1 - 3, 11 - 12)            enter thro ugh 2628, 2727, 2828 hexes in 2 groups of 5 ships (one group per turn).     Tyrians   - deploy ships in 3 columns:   I   Hamilcar (3715) 3514 - 3615   -   4318 - 4419.   II  Himilco   (3914) 3713 - 3814   -   4316 - 4417.   III Barbax    (3717) 3516 - 3617   -   4119 - 4220.     Special r ules:    - In the first turn Tyrians have the Initiative.   - Surprise: Both Nicanor and Aristodemus must DR <=  4 (10 DR) to activate. If not activated  then all their galleys are considered as Individual Squadrons. Each of them must DR once  each turn until acti vates. When first time activated, place each of these 2 Macedonian  Squadron Commanders on back - reduced side.    - Alexander and his group enter the game on DR 11 (after each turn add 1 to DR) (use 10 sided die) .    - Tyrian and Macedonian Quinquiremes marked with  “E” have (missile) engines.    Victory   Tyrians win by sinking as much Macedonian ships and escaping with their ships back to Tyre  (4208 - 4228).   - Tyrians win when they have 50 VP, and return to port with 8 or more ships.   - Macedonians win when they have 40 VP,  and Tyrians less then 50 VP.    - If neither of the above happens, a minor, indecisive victory goes to the side which is closest to victory fulfillment  



[image: image9.emf]Th e Battle of MEGALOPOLIS,  331 B C   MACEDONIAN CONQUESTS     Macedonians vs Spartans     Map: Cynoscephalae   ¾ of the map (fold on XX10  -  XX11 hexes) (There is no exiting the  map).   Macedonians  Spartans      6 Mac. PH                                           3622 - 33     Sparta HI/HO (8 TQ)                         2928 - 29   4 Greek Ally HI/HO                              3618 - 21  4 Sparta HI/HO (7 TQ )        2924 - 27; 2930 - 33       (extra one, fourth, is needed)                      3634 - 37  4 Greek HI/HO (6 TQ )         2920 - 23; 2934 - 37   7 Merc. LP                            3615 - 17; 3715 - 18     2 Greek Merc. LP (blue)                     2938 - 39   7 Thrace LP                         3638 - 40; 3738 - 41  5 Greek Merc. LP (pink)       2918 - 19; 2912 - 14      Thessaly Elite HC                                   3713  6 Sitacene SK   every 4 hexes                     3016 - 36               3 Thessaly HC                           3711 - 12; 3813      Thebes LC (size 2 A)                             2917      Macedon LN                                           3812  2 Thebes LC (D)                             2916, 2942      Macedon LC                                          3742     Athens LC (size 2 A)                             2941      Thrace LC (1)                                        3741   2 Ach aea HC (PH)                          2817, 2842      Paeon LC (1)                                         3743  2 Achaea MI (PH)                           2819, 2839   2 Greek Ally LC (1 - 2)                          3842 - 43  3 Rhodes Slinger SK            3012,  3040, 3044   2 Merc. SK                                          3517, 37       Crete SK                                                3533    3 Macedon SK                              3521, 25, 29       - Leaders:  - Leaders:   Antipater  (use Parmenio)  OC                    3713  Agis  (use Pausanias)    OC                         2929     Leonatus  /Inf/                                           3618  Pelopidas                                                  2916   Demetrius (PH) /Inf/                                  3 628  Demostenes                                             2939   Coenus  /Inf/                                             3637  Alexidamus (PH) /Inf/                               2922   Antigenes                                                 3741                   Army size: Inf 176, Cav 32  Army size: Inf 144, Cav 22   Army Rout: 264 RPs  Rout 35%    90  RPs  Army Rout: 212 RPs  Rout 40%    85  RPs       - Special Rules:   - Only Antipater  (use Parmenion)  and Antigenes may command to Cav. and all other  Macedonian units.   - Demetrius leader is from PH module.   - Demetrius, Coenus and Leonatus may command only to Inf. units.   - Alexidamus leader may not issue any orders to Cav units, he may command to Inf. only.   - All Macedon leaders may issue LC; automatic LC in their first initi ative activation each turn; in  momentum activation they have to DR to obtain LC  -  treat their Initiative rating number as  Strategy rating.   - Lines:  all infantry;                 all cavalry;                SK (may be separated by 3 empty hexes).    - Macedonian L Ps may form rugged line which is part of rigid line.   - Four new Macedon units are needed as for the new revised Gaugamela: one more Greek Ally  HI/HO, 2 Merc. LP and 1 Thrace LP.      Designed by Aleksandar Pesic & Zeljko Petrovic  



[image: image10.emf]GAUGAMELA,  331 BC    ALEXANDER’S CONQUESTS     Map:   Use  Gaugamela  with extension   map.      PERSIAN  MACEDONIAN   DARIUS III,OC                                                          3729  ALEXANDER III, OC (wing)                                      1630   Bessus,  (wing)                                                       3504E*  Parmenion, (wing)                                                     1612   Mazeus, (wing)                                                          3706  Craterus, (PH commander)                                        1615   Bupares                                                                     3736  Macedonian Army   Atropates                                                                   3717  Craterus PH, Simmias PH, Polyperchon PH,   P hrataphernes                                                           3713  Meleager PH, Perdicas PH, Coenus PH              1614 - 25   Barsaentes                                                                3742  Greek ally HO 1 - 4      1315 - 16,1318 - 19,1321 - 22,1324 - 25   Persian Army  Hypaspists: 1, 2, Agema                                      1626 - 28   Royal Tent     (a)                                                          3729   Agrianian Javelinists *  LI 1 - 2                             1728, 1730   Royal Bodyg uard CH                                                 3729  Macedonian Archers SK 1 - 2                            1632 ,1134   Immortals MI 1,2                                               3728,3730  Illyirian Javelinists SK                                                 1710   Kinsmen HC 1,2                                               3727,3731  Cretan Archers SK                                                    1712   Greek Merc HO 1,2                                          3726,3732  Companion HC Agema                                              1630   Persian CH 1 - 3                                                3411 - 3413  Companion HC 1 - 4                         1629,1631,1529,1530                      4 - 6                                                 342 6 - 3428  Thessalian Elite HC                                                   1612                      7 - 12                                             3441 - 3402E  Thessalian HC 1 - 5                                 1611 - 13,1511 - 13   Elephants 1 - 3                                                    3429 - 3431  Prodromoi LN 2 - 3                                            1433, 1333   Bac.HC 1 - 14 (b)  3701E - 3706E,3801E - 3806E3403E,3502E  Macedonian LN                                                         1532   Scythian LC  14 - 19                3404E - 3406E,3503E - 3505E  Asian Merc. LC                                                          1610   Scythian HC 1,2                                           3407E,3506E  Thracian LC 2                                                             1509   Dahae LC 1,2                                                 3700E,3844  Greek Allied LC 3 - 4                                          1409,1308   Arachosian LC 1 - 4                                           3740 - 3743  Paeonian LC 2                                                            1234   Persian SK 1,2                                                 3739,3839  Thracian LP 1 - 7          1510,1410,1220 - 21,1119 - 21,1314   Susian SK 1,2                                                  3738,3838  M ercenary LP 1 - 7                           1531 - 1133,1431,1326   Persian HC 1,2                                                 3737,3837  Baggage Train                                                           1120   Susian HC 1,2                                                   3736,3836    Cadusian LN 1,2                                               3735,3835    Indian LN 1,2                                                    3723,3823  Macedonian Contingent Commanders   Carian LN 1,2                                                    3722,3822     Right wing:   Mardian SK 1,2                                                 3720,3721  Philotas: Companions   Sacesinian LN 1,2                                            3719,3819  Nicanor: Hypaspists   Albanian LN 1,2                                                 3718,3818  Attalus: Agrianians LI   Hyrcanian LN 1,2                                              3717,3817  Cleander: Mercenary Peltasts   Tapurian LN 1,2                                                3716,3816  Ari ston: right wing LC/LN   Sacian LC 1 - 4                                                  3712 - 3715  Balacrus: Skirmishers   Parthian LC 1 - 4                                                3708 - 3711    Median HC 1 - 4                               3706,3707,3806,38 07     Left wing:   Mesopotamian LC 1,2                                      3705,3805  Erigyius: left wing LC   Syrian LC 1,2                                                    3704,3804  Sitalces: Thracian Peltasts   Cappadocian LC 1,2                                          3410,3510  Phillip: Thessalian HC   Armenian LC 1 - 4                            3408,3409,3508,3509    Asian Levy LI 1 - 14                    4003 - 4009,4002E - 4008E  * treat Agrianians as 3 - 6 - 6j LI   Anatolian Levy LI 1 - 6    3724,3725,3733,3734,382 5,3834    Arab SK 1 - 4 &    Indian LI archers 1,2 &    Indian LI javelinists 1,2                                     4011 - 4018    Uxian SK 1 - 5 &    Carian LI 1 - 3                                        4020 - 23 ; 4119 - 22    Babylonian LI 1 - 8                                  4032 - 35 ; 4131 - 34    Sitacenian SK 1 - 8                                            4037 - 4044    Persian LI 1 - 10 & MI 1,2                                 4025 - 4030;      ( Marathon scenario, WE)   (c)                          4124 - 4129                     A rmy size: 74.000 Inf. 35.000 Cav.                 Army size: 38.000 Inf. 7.000 Cav.   TQ= 692  Army rout ratio = 33%  TQ=  369  Army rout ratio = 40%   ARMY ROUT LEVEL:  230 TQ points  ARMY ROUT LEVEL:  150 TQ points        



 EMBED Word.Document.8 \s [image: image11.emf]UXIA,   Winter  331 BC   ALEXANDER’S CONQUESTS     Map: Munda  large map (JC - CW). Munda levels 4 (white) and 5 (yellow) are Uxia level 1  (mountain pass). Levels 3 (light green) and 6 (light brown) are level 3. Levels 7 (brown) and 2  (green) are level 4; level 8 (h eavy brown) is level 5 and Munda level 9 (heavy dark brown) is Uxia  level 6. Gorge: western of the pass, gorge is uncrossable. North is 42XX.      UXIANS  MACEDONIANS   Deploy first   Deploy second      4 Stockades  (use Abatis markers)     2725 - 3024  Alexander’s g roup    within and west of 1517 - 2313 on level 1   Grabos (OC)  Alexander   Arbaeus  Nicanor (MCC)   Clitus  Philotas (MCC)   Glaucias  Attalus (MCC)    Hypaspist Agema HI & 2 Hypaspists HI   6 Tribali MI  Coenus Macedon PH   25 Tribali LI   2 Agrianes LI   8 Sitacenia SK  Crete SK   5 Uxia SK  1 Macedon SK    Companion Agema HC & 4 Companion HC   - any 4 units on stockade hexes   Prodromoi LN (2)   - 2x  2 SK arch. & 1 SK slng. anywhere on each  Craterus’ group   side of the gorge, eastern of the pass  on level 6 (heavy dark brown) 4 h xs from map edge   - any one leader stacked with any above unit  Craterus    Sitalces (MCC)   - all other units and 3 leaders within 3 hexes of  2 light armed phalangites  (use Iberia MI  SPQR )                                                                    3836  6  Thrace LP    2 Macedon SK    2 Paeonia LC     Thrace LC (1)     Army size: 168 Inf                       Army size: 79 Inf, 29 Cav   Uxians:   168 TQ  army rout 33% =  55  RPs  Macedons:  Alx. 101 TQ army rout 40%= 40 RPs                      Crat. 64 TQ army rout 40%=  25 RPs     - Special Rules:   - Uxian SK units on the gorge (green toward white and light brown toward yellow hexes) have the  possibility to automatically fire missiles 2 times during each enemy activation phase.      - Uxians hill - tribe:  Uxian units do not  get Cohesion  Hits for moving uphill .   - Stockades:  Uxian units on stockades have TQ increased by one. Macedonian Inf units attacking  on stockades have  - 1 DR and Cav  - 2 DR.  Stockades are  not removed when entered by  Macedonian units . Macedonian units must DR   as  for  moving  again check when entering  stockades, but Cav have + 2  DRM for moving across it .   - Light - armed phalangites MI have Javelin missile capability.   - Light armed phalangites MI do not get Cohesion Hit for moving down 1 level.   - Craterus has Contingent Command Cappa bility rating of one.   - Cav may move 2 elevations up/down at once. Up/down 2 levels: +3 MP, 3 Cohesion Hits.     - Retreat edges: Uxians 2943 - 4244; Alexander’s group South map edge (10XX); Craterus’ group  1543 - 2343.   - Uxians win by routing any of the two Macedo nian groups, or if they (Uxians) stay unrouted by  the end of turn 11.   - Elevations: 1 white & yellow; 3 light green & light brown (units cannot cross 2 elevation hexside from hexes 2626  and lesser number hexes & 3023 and lesser number hexes), 4 green & brow n, 5 dark brown, 6 heavy dark brown.   by Nikola Keravica, Aleksandar Pesic, VII 2001.     



[image: image12.emf]PERSIAN GATES,  Winter  331 BC   ALEXANDER’S CONQUESTS     Map: Munda   (JC - CW) 2/3 both maps. Fold large map on XX10/11L, and small map on XX33S.   Elevations:   Munda levels 4 (white) and 5 (yellow) are Persian Gates level 1 (mountain pass).  Levels 3 (light green) a nd 6 (light brown) are level 3. Levels 7 (brown) and 2 (green) are level 4;  level 8 (heavy brown) is level 5, Munda level 9 (heavy dark brown) is Persian Gates level 6, and  Munda level 10 (red) is now level 7. Defile: western of the pass (2725 - 3024), defil e is  uncrossable;  eastern it is crossable, even and for Cav. North is 42XX. Ignore road and castrum.     PERSIANS  MACEDONIANS   5 Persian   (use Mercenary)   MI (PH)   on wall hexes  Craterus’ group   2 Sacaen MI  (WE)     within 3 hexes of 3633  in and west of 1517 - 231 3   10 Persia n  LI  (WE)     within 3 hexes of 3633  Craterus   8 Persian  (use Mercenary)  LI (PH)  within 3 hexes of 3633  2 Macedon PH (Craterus, Meleager brigades)   3 Caria LI    within 3 hexes of 3633  4 Thracia LP   6 Anatholia Levy LI    within 3 hexes of 3633  2 Ma cedon SK   2 Persia SK   3022, 2425  1 Companion HC   4 Susian SK    within 3 hexes of 3633  Paeonia LC (1)   2 Media SK     within 3 hexes of 3633  Ptolemy’s group   8 Sitacenia SK  2616, 2818, 2919,  - 20, 1821, 1922, 2123, 2324  on any level 4 green hexes   1 Royal Gr d HC    within 3 hexes of 3633  Ptolemy, Sitalces (MCC)   1 Media archer LC  (D)     within 3 hexes of 3633  3 Thracia LP   1 Catapult  (PH)                                          2723L  Crete SK    Alexander’s group   5 wall markers  (use Abatis)            2524L - 2922 L           on any level 3 brown hexes  not south of 29XXS      Central Camp hex  (use Turn marker)    3633L  Alexander, Nicanor (MCC), Attalus (MCC)   Ariobarzanes  (use Spithridates)  (OC)      3633L  3 Hypaspists (HI)    Aristomedes                                              2723L  1 Macedon PH *   Reomithres  within 3 hexes of 3633. Must DR to activate in 1. turn  2 Agrianes LI   Mithridates   within 3 hexes of 3633. Must DR to activate in 1. turn  1 Macedon SK   Pharnaces   within 3 hexes of 3633. Must DR to activate in  1. turn  Companion HC: Agema, 2, 3                           *  or use  2 light armed phalangites  (use Iberia MI  - SPQR)  J missile cap.   Army size: 178 Inf, 8 Cav                                       Army size: 94 Inf, 17 Cav   Persians:   185 TQ  army rout 35% =  65  RPs   Macedons:   156 TQ   army rout 40% =  65  RPs     - Special Rules:            - Persians win if they are unrouted by the end of 10 th  (tenth) turn.    - Gorge: movement up/down from level 1 to 3 (white/light green; yellow/light brown) is prohibited west of  the Persian Gates pass 2626, 3 023.  (No movement is allowed up/down slope from 3023 - 2311 and 2626 - 1024).  Movement UP from level 1 to level 3 (east of the pass) is +2 MP, 2 Cohesion Hits; Movement  DOWN 2 levels is +1 MP, 1 Cohesion Hit for LI/LP, MI, SK and 2 Cohesion Hits for HI, PH.    - Cav may move 2 elevations up/down at once. Up/down 2 levels: +3 MP, 3 Cohesion Hits.     - Wall: Only Inf may attack wall; Cav may not attack it or cross it until the wall is breached. Persian units  defending on wall hex have their TQ increased by one if atta cked  frontally  from the gorge, also when  attacked  – 3L columns on SCRT and they receive 1 Cohesion Hit less. When first Macedonian Inf unit  advances on the wall it gets 2 additional Cohesion Hits and mark that wall hex as Breached. Inf unit cost  +1 MP and 1  Cohesion Hit to cross the Breached wall, and Cav +2 MP and 2 Cohesion Hits to cross the  Breached wall.  Persian units on wall hexes may use The Everyone ’s a Slinger Rule.     - When first Macedonian  unit advances on the wall (and breaches  it), all Persian units within 10 hexes of  all wall hexes have to DR TQ Check. When first M acedon unit enters central Camp hex 3633L, all Persian  units within 8 hexes of 3633L have to DR TQ Check.    - Persian Catapult, missile armed units on wall and SK units on the defile ( green toward  white and light  brown toward yellow hexes) have the possibil ity to automatically fire missiles 2 times during each enemy  activation phase within defile pass (white and yellow hexes west of wall)  (activation of Alexander does not  trigger automatic Persian missile fire) , and 2 times per turn during any Persian activa tion.      - Macedonians may use instead of a PH two   Light - armed phalangites MI  with  Javelin missile capability.   - Retreat edges: Persians 4228L - 4224S. Macedonians: Craterus’ group XX11L level 1 hexes; Ptolemy’s  group 4212L - 4221L; Alexander’s group 2533S - 4333S.   - Elevations: 1 white & yellow; 3 light green & light brown, 4 green & brown, 5 dark brown, 6 heavy  dark brown. Defile is crossable eastern of the  pass (2626 & 3023), and uncrossable to the west of the pass.                                                                                     by Aleksandar Pesic, VIII 2001.  



[image: image13.emf]SOGDIAN Hills,  Summer  329 BC   ALEXANDER’S CONQUESTS     Map: Cynoscephalae   3/8 of the map: fold 26XX and XX10/11. All elevations are 2 higher.  Elevation 1 gray; elevation 3 pink; elevation 5 light brown; elevation 7 brown; elevation 9 dark  brown.   MACEDONIANS  SOGDIAN  HILL - TRIBE   Deploy first 39XX  Deploy second on any level 5 or higher hex   Alexander   Oxyartes   Craterus  Clitus   Seleucus (MCC)  Catanes   Attalus (MCC)  Glaucias   Sitalces (MCC)       Hypaspists Agema, 1, 2    6 light armed phalangites  (use Iberia MI  S PQR ) *  10 Getulian LI  (JC - Jugurtha)   2 Agrianes LI  14 Asia Levy LI*   6 Thrace LP  8 Babylonia LI*   Crete SK    3 Macedon SK        * or  3 PH  * Consider as Archer missile capability       Army size: 89 Inf                                                    Army si ze: 150 Inf   Macedons   113 TQ  army rout 40% =  45  RPs  Sogdians   106 TQ  army rout 35% =  40  RPs         - Special Rules:   - All Sogdian 3 TQ Inf are Archers.   - Sogdian hill - tribe: their Inf does not get any cohesion hits for changing elevations (no cohesion  hits fr om terrain). They may also move backward 1 hex regardless of elevation change.    - Macedonian player may chose to use PH or light - armed phalangites  (use Iberia MI  SPQR ) .   Light - armed phalangites MI does not get Cohesion Hit for moving down one level. For movi ng  down two levels it gets one Cohesion Hit. Light - armed phalangites MI have Javelin missile  capability.   - All light armed phalangite MI units may be moved at once by issuing only 3 orders (as MCC) if  they are all adjacent to each other and all within that  leader’s command range.   - Craterus has Contingent Command Capability of one for LP (Sitalces MCC).   - Elevations: 1 gray; 3 pink; 5 light brown; 7 brown; 9 dark brown.       By Aleksandar Pesic & Nikola Keravica, VII 2001.  



[image: image14.emf]JAXARTES,  329 BC   ALEXANDER’S CONQUESTS     Map: Granicus . The Jaxartes R iver can only be crossed at the ford, which is comprised of  river hexes 2518 to 2522 inclusive.     MACEDONIANS  SCYTHIANS   set up first  set up second   anywhere south of the river (south is  10XX)  anywhere within 5 hexes of the North    m ap   edge (North is 42XX)   Alexander (OC)  Haustanes (OC)   Craterus  Oxyartes   MCCs: Balacrus, Nicanor, Ariston   Catanes    Chorienes   3 Hypaspists HI: Agema, 1, 2    2 Phalanxes: Craterus,  Coenus  5 Scythian LN   2 Ag rianian LI  15 Scythian LC: 6 - 20   3 Macedonian SK    2 Mercenary SK    3 Companion HC:                        Agema, Hephaestion, Perdiccas    2 Greek Allied LC: 3, 4    2 Paeonian LC: 1, 2    2 Prodromoi LN: 2, 3    4 Oxybeles      Army size: 50 Inf, 32 Cav, 4 Art                          Army size: 96 Cav   Macedons:  133 TQ army rout 45% =  60  RPs  Scythians:  114 TQ army rout 35% =  40  RPs     - Special Rules:   - River: The Jaxartes can only be crossed at the ford: hexes 2518 to 2522 inclusive.    It cost a unit all of its move ment allowance to enter a river ford hex. A unit in a river hex cannot  shock attack into a non - river hex, although SK units can use missile combat with +2 DRM. It cost a  unit all of its movement allowance to leave the river and enter a non - river hex, for w hich movement  the unit receives 2 Cohesion Hits. Phalanxes must cross in column and it takes all of their  movement allowance to have the »lead« half of the unit enter the river; its entire MA to have that  lead end leave the river and the rear portion enter  the river, and then its entire MA for the rear  portion to leave the river. It thus takes 3 turns for a Phalanx to cross, in column, for which it incurs 2  Cohesion Hits. While fording the river unit is not considered to be moving, so it gets only 2 cohesio n  hits for the whole fording of a PH unit (it does not receive cohesion hits for repeated movement  while it is in the river ford hex).   - Rout and river: any unit which routs while in the river hex is eliminated. However, already routed  units which move into  the river during rout movement, first DR to survive: DR<TQ it survives,  DR=>TQ it is eliminated. If they survive, they stay in the river to the end of a turn, and they cannot  be rallied while in the river hex. In the next turn Rout Phase they will continu e their retreat to the  Macedonian (South) map edge.    - Missile hits taken while a unit is in the river are doubled.   - Scythian units may not enter the river, but may shock attack into it with no advance after combat.     - Victory Conditions:   - Macedonians: rout  the Scythian army by game turn 15.   - Scythians: rout the Macedonian army, or if there are no un - routed Macedonian units north of the  Jaxartes at the conclusion of the fourth game turn, or if the Macedonian player has failed to rout the  Scythians by the conc lusion of game turn 15.  



[image: image15.emf]SAMARKAND,  winter 329 BC   ALEXANDER’S CONQUESTS     Map: Issus . All hexes are level 1  –  there are no elevations  –  although the woods are still  on the map. The river can only be crossed at the ford, which consists of any Rocky River  Bed hex. Ignore the Rocky R iver bed costs; treat a normal river. Use the river fording rules  in the Jaxartes scenario.     MACEDONIANS  PERSIANS   Pharnaces OC  Spitamenes OC   Andromachus  Arsames   Caranus  Mithridates      Greek Allied HO/HI 1 - 3  Scythian LC 12 - 13   Mercenary LP 1 - 2  Scythian  Cat HC 1 - 2   Greek Allied LC 1 - 2  Bactrian Cat HC 6 - 8   Thracian LC 1       All Macedonian units begin off the map and  All Persian units are placed on the map at the    enter fro 3527 - 3828. Their initial turn of  entrance  c ompletion of the Macedonian pre - game en try    Is considered as a pre - turn before play starts,   turn. The Persians may set up anywhere on the     And all Macedonian units must enter then.  map at least 12 hexes from any Macedonian     unit. After that, start using the Sequence of Play.      Army size:  40 Inf, 8 Cav                                     Army size: 31 Cav   Macedons:  56 TQ army rout 50 % =  28  RPs  Persians:  47 TQ army rout 50 % =  23  RPs     - Special rules:   - Macedonians win  if they can exit the map by game turn 20 between hexes 4500 and 5100.   - R etreat edges: Macedonians  -  South; Persians  -  North.  



[image: image16.emf]BAGAE ,  328 BC   ALEXANDER’S CONQUESTS       Map:  Gaugamela Extension  little map.     MACEDON IAN S  MASSAGETAE & SOGDIANS   Deploy first  within 6 hexes of 42XX hexrow  Deploy second  within 6 hexes of 10XX hexrow   Coenus  ( OC )  Spitamenes (OC)  use  Spitaces  India leader   C aranus  Arsames   Andromachus  Mithridates        MCC: Protomachus , Cleander       2 Macedon PH  (Coenus, Meleager )  1  Scythia Cat HC   2 Persia LI  2 Scythia LC (1 - 2)   5 Mercenary LP  2 Scythia LC (12 - 13)   1 Macedon SK  6 Scythia LC (14 - 19)   2 Mercenary SK       1 Co mpanion HC (3)    1 Prodromoi LN (3)    Parapamasidia LC    Arachosia LC    Sogdia LC    Asia Mercenary LC      Army size:  68 Inf, 2 4  Cav                                         Army size: 49  Cav   Macedons:  108  TQ   army rout 40% =  4 5  RPs   Massagetae:  67 TQ  army ro ut 35 % =  25  RPs     Special Rules   - Macedon PH/LI/LP may form a line. Any Macedon leader may command to that Inf line, OC  automatic, other leaders automatic if within OC’s Command Range or if outside on DR <= OC’s  Initiative Rating.   - Macedonians win by forcin g the enemy off the board.      - Use  Edge of the Mapworld rule from Trebbia.             Aleksandar Pesic, V 2005.  



[image: image17.emf]ARIGAEUM,  327 BC   ALEXANDER’S CONQUESTS     Map: Arigaeum     MACEDONIANS  INDIANS   Alexander (OC)                                         3214  Spitaces   Ptolemy                                                     2226  Meroes   Leonatus                                                    2204  Abisares      PH Attalus                                       2204 - 2304  Indian Archer LI 1 - 10   PH Coenus                                      3214 - 3215    PH Philip                                          2126 - 2226  Indian Javeli n LI 1 - 21   PH Philotas                                      1927 - 2027    Hypaspists Agema                                   3216    Hypaspists 1 - 2                                3213, 2325  Deploy in any level 5 hex    Macedonian SK 1 - 2                         3112, 3116    Mercenary SK 1 - 2                           2104, 3114    Agrianian LI 1 - 2                              1926, 2125    Illyrian SK                                                 2305       Dahae LC 1                                              18 27    Sacae LC 1                                               2424    Prodromoi LN 2 - 3                           1828, 2404    Companion Agema                                   2003    Companion Perdiccas                              2103    Companion Demetriu s                              2425  There is no Indian OC   Companion Coenus                                  2524  Indians may not use Line Commands     Army size: 70 Inf, 33 Cav                                      Army size: 155 Inf   Macedons:  157 TQ army ro ut 45% =  70  RPs  Indians:  145 TQ army rout 45% =  65  RPs     - Special rule:   Indians win if they are un - routed by the conclusion of game turn 10.  



[image: image18.emf]AORNOS  First Day ,   Spring  326 BC   ALEXANDER’S CONQUESTS       Map: Munda  ¾ large map, fold on XX11. Munda level 4 (white) is now Aornos level 1; level 5  (yellow) is level 3. Levels 3 (light green) and 6 (light brown) are level 4. Levels 2 (green) and 7  (brown)  are now level 5. Munda level 8 (dark brown) is Aornos level 6, Munda level 9 (heavy  dark brown) is Aornos level 7. Ignore Castrum and road.    MACEDONIANS  INDIANS   Deploy first on any level 6 (dark brown) hexes  Deploy second on any level 3 (yellow) hexes      Ptolemy  Spitaces    Seleucus (MCC)  Meroes   Attalus (MCC)  Abisares      2 Hypaspists HI  21 India LI j   2 light - armed phalangites  (use Iberia MI  SPQR )  11 India LI a   2 Persia LI (D)    2 Agrianes LI    4 Mercenary LP    2 Macedon SK       8 Stockades  (use Abatis)               Army size: 60 Inf                                                    Army size: 160 Inf   Macedons:   76 TQ  army rout 45% =  35  RPs  Indians:   149 TQ  army rout 33% =  50  RPs     - Special Rules:   - Stockade: Defending unit in stockade has its TQ increa sed by one, unless shock attacked in  flank or rear. Movement across +1 MP, +1 cohesion hit (no cohesion hit if entered from  defender’s side), if enemy unit enters stockade remove it. Missile fire against unit in stockade  hex is +1 DRM. Attacker does not ne ed to advance after combat from stockade.   - Ptolemy has Contingent Command Capability of 1.   - Indians do not have OC.   - Light - armed phalangites MI have Javelin missile capability.   - Light - armed phalangites MI do not get Cohesion Hit for moving down 1 level.    - Retreat edges: Indian units retreat toward 1012, 1111 hexes. Macedonian toward 1044 - 2444.   - Macedonians win if they are unrouted by the end of 12 th  turn.   - Elevations: 1 white; 3 yellow; 4 light brown, 5 brown, 6 dark brown, 7 heavy dark brown.               by Niko la Keravica & Aleksandar Pesic, VII 2001.  



[image: image19.emf]AORNOS  Second Day ,   Spring  326 BC   ALEXANDER’S CONQUESTS       Map: Munda  ¾ large map, fold on XX11. Hexes 4231 - 4237 (light green) are Aornos  - 1 level,  and are 1 level lower then Aornos level 1 (white). Munda level 4 (white) is now Aornos level 1;  level 5 (yell ow) is level 3. Levels 3 (light green) and 6 (light brown) are level 4. Levels 2 (green)  and 7 (brown) are now level 5. Munda level 8 (dark brown) is Aornos level 6, Munda level 9  (heavy dark brown) is Aornos level 7. Ignore Castrum and road.    MACEDONIANS  INDIANS   Ptolemy’s detachment  Deploy second on any level 3 (yellow) hexes   Deploy first on any level 6 (dark brown) hexes    Ptolemy  Spitaces    Seleucus (MCC)  Meroes   Attalus (MCC)  Abisares      2 Hypaspists HI  21 India LI j   2 light armed phalangites  (use I beria MI  SPQR )  11 India LI a   2 Persia LI (D)    2 Agrianes LI    4 Mercenary LP    2 Macedon SK       8 Stockades  (use Abatis)    Alexander’s detachment    Enter the map from  – 1 level  (4231 - 4237)    in the 1 st  turn during Alexander’s activation    Alexander       Agema Hypaspist HI    Coenus PH  must enter in column formation    2 light armed phalangites  (use Iberia MI  SPQR )    2 Mercenary LP     Crete SK    1 Macedon SK    1 Elite HC (2) (D)    1 Elite LC (D)      Army size: Ptol. 60 Inf; Alex. 39 Inf, 3 Cav            Army  size: 160 Inf   Macedons  Pt. 76 TQ  army rout 40% =  30  RPs  Indians   149 TQ  army rout 35% =  55  RPs                    Al. 61 TQ  army rout 40% =  25  RPs    - Special Rules:   - Stockade: Defending  unit in stockade has   its  TQ increased by one, unless shock attack ed in  flank or rear. Movement across it +1 MP, +1 cohesion hit (0 hit if entered from defender’s side),  if enemy unit enters stockade remove it. Missile fire against unit in stockade hex is +1 DRM.  Attacker does not need to advance after combat from stocka de.   - Ptolemy has Contingent Command Capability of 1. Both Ptolemy and Alexander may activate  MCCs.   - Light armed phalangites MI  have javelin s  and  do not get Cohesion Hit for moving down 1 level.   - Ca v may move  2 elevations  up/down  at onc e . Up /down  2 levels :  +3 MP, 3 Cohesion Hits.       - Indians  does  not have OC.   - Retreat edges: Indians retreat toward 1012, 1111 hexes . Macedonian s  toward 4231 - 4237 or  1044 - 2444.   - Indians win by routing any one of two Macedonian detachments.   - Elevations:   - 1 light green, 1 white; 3 yellow; 4 light brown, 5 brown, 6 dark brown, 7 heavy dark brown.     By Nikola Keravica & Aleksandar Peshich,   VII 2001.  



[image: image20.emf]AORNOS  Final Assault ,   Spring  326 BC   ALEXANDER’S CONQUESTS       Map: Munda  ¾ large map; fold it XX33. Munda level 4 (white) is now Aornos level 1; level 5  (yellow) is level 3; levels 3 (light green)  and 6 (light brown) are level 4 ; levels 2 (green) and 7  (bro wn) are now level 5. Ignore all other color hexes within Aornos level 5 (green), they are the  same (5) elevation.     MACEDONIANS  INDIANS   Deploy last  (light brown & brown hexes)   Deploy first on Aornos Rock  (light green & green)   Alexander  Spitaces    Ptolem y  Meroes   Seleucus (MCC)  Abisares   Attalus (MCC)       Hypaspists Agema HI  21 India LI j   2 Hypaspists HI  11 India LI a   Coenus PH    4 light - armed phalangites  (use Iberia MI  SPQR )    2 Persia LI (D)    2 Agrianes LI  8 Stockades  (use Abatis)  anywhere on 5 leve l   Crete SK  (green) hexes.   3 Macedon SK       1 Elite HC (2) (D)    1 Elite LC (D)       2 Oxybeles                                      2624, 2725      Army size: 69 Inf, 3 Cav                                        Army size: 160 Inf   Macedons   111 TQ  army r out 40% =  45  RPs  Indians   149 TQ  army rout 33% =  50  RPs     Special Rules:   - Mound:  use Rallied markers  2625 - 2923, 2624, 2725. Movement: all Inf. 1 MP; Cav. 2 MPs.  Mound is level 4. Ascending from mound to Aornos Rock level 4 (light green): Inf. +1 MP, +1  Co hesion Hit; Cav. +2 MPs, +2 Cohesion Hits.    Routed Macedonian units cannot be rallied on mound. If routed Macedonian unit enter mound  hex occupied with other friendly unit, that friendly unit has +5 DRM TQ Check. For each mound  hex entered, routed Macedoni an unit has TQ Check. If DR > TQ, unit is eliminated.      PH unit may cross the mound in column only.   - Stockade: Defending unit in stockade has its TQ increased by one, unless shock attacked in  flank or rear. Movement across it +1 MP, +1 cohesion hit (0 hit s if entered from defender’s side),  if enemy unit enters stockade, remove the stockade. Missile fire against unit in stockade hex is  +1 DRM. Attacker does not need to advance after combat from stockade hex.   - Only Alexander has MCC capability.   - Light - armed  phalangites MI have Javelin missile capability.   - Light armed phalangites MI do not get Cohesion Hit for moving down 1 level.   - Indians do not have OC.   - Retreat edges: Indians 3400 - 4000; Macedonians XX33.   - Elevations: 1 white; 3 yellow; 4 light green & light  brown; 5 green & brown       By Nikola Keravica & Aleksandar Pesic,  VII 2001.    



[image: image21.emf]Crossing the HYDASPES,  326 BC   ALEXANDER’S CONQUESTS       Map: the Granicus  ½ map, fold on  XX22.  Use XX00 - XX22 part.       MACEDON IAN S  INDIANS   deploy first within 4 hexes of  the crossing    2 Companion HC (1 - 2)  3 India CH                                             4010 - 1 2   1  Dahae LC  2 India LN                                        42 1 0, 4 2 12   1 Sogdia LC  3 India L C                             42 0 9, 4211, 4213   2 Agrianes LI    1 Persia LI  Spitaces                                                    4 2 11   1 Crete SK  Abisares                                                    4011      Alexander    MCC: Attalus           Army s ize:  12 Inf, 14 Cav            Army size: 19 Cav, 15  CH   Macedons:   47 TQ army rout 50% =  25  RPs     Indians:   33 TQ army rout 60% =  20  RPs     Special Rules   - Ri ver Crossing: mark  hex 2411 as River Ford hex.   - Before the start, each Macedon unit , except SK,  DR.  If DR  0 - 4 = 2 Cohesion Hits, 5 - 6 = 3  Cohesion Hits, 7 - 8 = 4 Cohesion Hits, 9 = 5 Cohesion Hits.   - Alexander cannot use Elite Initiative at the start of scena rio  (first turn) .   - At the beginning of the 2 nd  turn  DR to check which additional (one) unit crossed: 0 Agema  Companion HC, 1 - 3 Companion HC, 4 Dahae LC, 5 Sacae LC, 6 Agema Hypaspists HI, 7 - 8  Hypaspists HI, 9 Persia LI . P lace  that unit  in River Ford 2411 h ex and DR for Cohesion Hits  that unit has accumulated during the crossing as above.              Aleksandar Pesic, V 2005.    



[image: image22.emf]Battle of the HYDASPES,  326 BC   ALEXANDER’S CONQUESTS     INDIAN   DEPLOYMENT  MACEDONIAN   DEPLOYMENT        PORUS  (OC)                                                3233  ALEXANDER  (OC)                                     2136   SPITACES                                                        3406  COENUS                                                   2128   MEROES                                                       3428  ANTIGENES                                                  1920   ABISARES                                                     3417  SELEUCUS                                                 1928    TAURON   (SK & LI)                                    1913   ELEPHANTS 1 - 29                                3205 - 3233     PHALANXES : Meleager, Attalus, Gorgias,    JAVELIN LI  1 - 20   Cleitus, Coenus                                      1916 - 1925   ARCHER LI 1 - 10                                  3304 - 3333  HYPASPISTS 1, 2, Agema                   1926, 27, 28      LIGHT CAV  1 - 4                                   3300 - 3303  PERSIAN LI 1, 2  (D)                          1915, 1930   LIGHT CAV  5 - 8                                   3334 - 3337     AGRIANIAN LI 1, 2                              1913, 1932   CHARIOTS  1 - 4                                    3100 - 3103  MACEDONIAN SK                                           1911   CHARIOTS  5 - 8                                    3134 - 3137  CRETAN SK                                                 1934       AGEMA COMP HC                                        2136   For Macedonians use two red Persian 5 - 6 - 5  Arc -  H EPHAESTION  COMP HC                          2134   hers LI from Diadochoi mod.  PERDICCAS  COMP HC                             2132    DEMETRIUS  COMP HC                               2130   For Seleucus and Tauron leaders use their old   COENUS  COMP HC                                    2128   "Jug gernaut" counters :           (SELEUCUS  3 - 4 - 2;   TAURON   5 - 3 - 1 SK & LI only).  BACTRIAN CAT HC                                     2329      To be able to move his battle line without making   DAHAE  LC 1, 2                                    2334, 2333   a gap during opponent's leader phase,  Macedonia  SOGDIAN  LC                                                2332   player may choose to activate Selucus after Porus'  SACAEN  LC 1, 2                                 2331, 2330   order phase(s),  but without momentum.     Additional Macedonian Units : Craterus (leader),   It is necessary to make additional 9 Ind. EL units     Craterus Comp. HC, Arachosian LC and    and 4 Ind. Archers LI.    Parapama sidian LC      they may enter from 4222 - 4244 hex es  if :   T reat Agrianians as 3 - 6 - 6j LI.  -  Mac. TQ losses exceed the Indian losses by at     least 10 points, but not in the first 4 turns.   MCCs:  - Philotas  (under Alx command)   –   Agema,  -  Any turn in which the Indians are within 20 points   Heph,  Perd,   Dem Comp HC & So gd & Daha LC.  or less from routing.   - Protomachus  (under Coenus’ command)   – Coen     Comp HC & Saca LC.      Army size: 150 Inf, 32 Cav, 40 CH, 145 EL                 Army size: 87 Inf, 47 Cav   Indians: 254 TQ  army rout 35% =  90  RPs  Macedonians: 200 TQ  army r out 40 % =  80  RPs       Improved by Aleksandar Pesic  



[image: image23.emf]SANGALA,   Fall  326 BC   ALEXANDER’S  CONQUESTS     Map: Bibracte  (JC CoG)  Caesar’s camp represents the Indian city of Sangala.    Indians used wagons  –  carts lager as palisade of 3 concentric lines.   MACEDONIANS  INDIANS (Cathaeans)   Alexander (OC)  Porus (OC)   Cra terus  Abisares   Coenus  Meroes   MCCs: Seleucus, Attalus, Philotas     21 India LI (j)   3 Hypaspists HI  11 India LI (a)   7 Macedon PH    2 Persia LI  Wagons - carts:    2 Agriania LI  use “Rallied” counters to represent them   Macedon SK  1. belt  4219 - 4018 - 3421 - 3426 - 4029 - 4228.   Crete SK  2. belt  4020 - 3622 - 3625 - 4027 - 4126.   Agema Comp. HC  3. belt  4022 - 3823 - 3824 - 4025.   5 named Comp. HC    2 Sacae LC    2 Dahae LC    Parapamasidia LC    Arachosia LC    deploy within 25XX  –  23XX  deploy within carts defense lines   Army size: 1 07 Inf, 52 Cav         Army size: 160 Inf   Macedons: 236 TQ  army rout 40% =  85  RPs  Indians: 149 TQ  arny rout 40% =  60  RPs     Special Rules   - Wagon - carts:   Macedonian Inf units attacking wagon hex have  - 1 to the left on CRT, and Cav  - 2 to the left on CRT. Moving  into wagon hex cost (2) +1 MP Macedonian Inf, and (3) +2 Macedonian Cav. Macedonian Inf units get 1  cohesion hit for entering wagon hex, and Cav 2 hits. Indian units cost 1 (+0 MP) to enter wagon hex, and they  do not get any cohesion hits. Wagons do not bl ock line of sight/line of fire. Indian units in wagon hex have their  TQ increased by one for all combat resolution purposes (except if attacked from rear). There is +1 DR for  Macedonian missile attack on Indian units in wagon hexes. If attacking from a wag on hex, Indian unit does not  has to advance after combat.   While in wagon hex consider flank hexsides of Indian unit as frontal for defending purposes, and may  automatically perform Reaction Face Changing (with no cohesion hits).     Indian units in wagon hex  may be missiles reloaded during the Reload Segment in the Rout and Recovery  phase, even if within enemy missile fire range.     If I ndian unit in a wagon hex is passed through by (friendly) routed unit DR; If DR <= stationary unit’s TQ, no  hits. If DR > uni t’s TQ it gets only one cohesion hit.    - City of Sangala:    Roman camp represent the Indian city of Sangala; there are 3 gates and it cost Indian units +0 MP to enter/exit  the gate hex. Macedonian units may not enter the gate hex, nor they may not attack wal ls, or Indian units on  city’s walls.   Indian archers have benefit of  - 1 DR for missile fire when shooting from the city walls (which are 1  elevation higher).   Routed Indian units are withdrawing into the city where they stay and can be then rallied (leader  must be inside  the city) and return outside. They are not eliminated, but they count toward army rout.    - Craterus   Phalanx Commander:  Craterus may move all Phalanxes at once if all PHs are adjacent to each  other, without regard to Craterus' command range, i f Craterus is stacked with any Phalanx. This is treated as a  special Contingent Command (it takes Craterus’ only 3 orders to move all 6 PH).  Craterus may, using all 5 his  orders, move all (6) PHs and (3) Hypaspists at once, if they started adjacent to each  other.   - Victory:   Macedonians win by occupying 3rd line of carts with at least 3 units at the end of any turn. Indians win if they  are unrouted by the turn 10.   Wagon hexes effect.   - Movement: Indian Inf +0 MP, +0 cohesion hits; Macedonian Inf +1 MP, +1 hit;  Macedonian Cav +2 MP, +2 cohesion hits.  Indian units may automatically do Reaction Facing Change.   - Missile Combat: Does not block missile fire. Missile fire against Indian units in wagon hex +1 DR.    - Shock Combat: Mac edonian Inf attacking wagon hex   - 1 L,  Macedon ian Cav  - 2 L. Indian units do  not  need  to advance after  combat from wagon hex. Indian units in wagon hex have their TQ increased by one.                        Aleksandar Pesic, 1998  



[image: image24.emf]The Battle with  the  MALLI,   Winter  326 BC   ALEXANDER’S  CONQUESTS     Map: Callinicum  (Cataphract). The river Euphrates is now the river Hydraotis (modern  Ravi). Hex 1302 and adjacent river hexes are river ford.  10XX is N orth  edge.   MACEDONIANS  INDIANS   - Alexander (OC), Philotas (MCC) , Ariston   - Abisares , 8 LI    (MCC), Agema Comp. HC, 5 named Comp.       within 2 hexes of ford, 4 Abatis   HC, 2 Sacae LC, 2 Dahae LC, Arachosia LC,  - Meroes, 12 LI   Parapamasidian LC       within 2 hexes from 1423    - Spitaces, 12 LI    - Coenus, Attalus (MCC),  2 Agrian LI, Crete       within 2 hexes from 3212   SK, Macedon SK  - Porus , 12 LI         within 2 hexes from 2215   - Ptolemy, 3 Hypaspists HI, 2 Persia LI         Army size: (37 Inf), 52 Cav                                   Army size: 220 Inf    Macedons: 13 8 TQ army rout 40% =  55  RPs  Indians: 209 TQ  army rout 45% =  95  RPs     Special Rules:   - Indian army  consists of 21 India LI (j), 11 India LI (a) and 12 Tribali LI. (Treat Tribali  as  ordinary  Indian units).      - River Ford :  The river is only crossable  at the ford hexes  1202, 1302 and 1403  (place  ford markers in 1202 and 1403) .  Partial coastal/land hexes are  considered  as playable  land hexes. Full  water/ river hexes  are prohibited for entering.  Entering  for d  hex is +1 MP  and +1 cohesion hit. Attacking from ford hex is  - 1L  and +1 for missile fire.       - Abatis :  Place  4 Abatis markers on 1203, 1303, 1404 and 1503.  Indian units in abatis  hexes have their TQ increased by one for all combat resolution purposes.  The first  Ma cedonian unit   that enter the abatis hex gets 1cohesion hit, but also remove s  it.     - Game starts   with Alexander ’s  Elite Initiative phase, and he and his entire group must  enter the map from the East edge  (XX00) .   - Indian activation:  Indian leaders must DR <= Initiative t o be activated in the first turn (this  does not  apply  to Abisares).   - L ine Commands:  There is no Line Commands in the scenario.   - Coenus ’ group  enters the map from the East on DR  12 . There is +1  to  D R  for each turn  (turn 3 = +3) .   - P tolemy ’s group  enters   the  map from the East on DR 15.   There is +1  to  D R  for each  t urn .   - Attalus MCC  may be activated by Coenus  and by Alexander.   - Retreat Edges:  Macedonians retreat to the f ord hexes . However, upon entering ford hex   they are  eliminated.  Indians retreat toward  the 3423 - 3428 or 3028 - 3428.   - City of Malli : Indian units ma y  exit the map   through   3423 - 3428 or 3028 - 3428  to the city  of Malli.  Exiting  unrouted  units may not  return , but they count toward  special  Indian  victory  condition.     - Victory:  Indians win by routing Macedonians, or by exiting 110 TQ points to the city of  Malli.                                                                                                                                                                                       Aleksandar Pesic, 1998  



[image: image25.emf]COSSAEA,  winter 324 BC   ALEXANDER’S CONQUESTS       Map:  Cynoscephalae ¾ map, fold on XX10 - XX11.     COSSAEANS  MACEDON IAN S   deploy first anywhere on levels 4 - 6  deploy second on level 1 within 2 hexes of 10XX   3 Caria LI  3 Hypaspists HI   6 Anatolia Levy LI  6 Maced on LP  (PH)   8 Babylon LI  2 Agrianes LI   14 Asia Levy LI  2 Persia LI   10 “Persian” LI  (WE)  1 Crete SK   5 Uxia SK  1 Macedon SK   8 Sitacenia SK  1 Companion Agema HC    2 Companion HC (1 - 2)   8 Abatis  2 Sacia LC    2 Dahae LC      Syrmus (OC)  Alexander (OC)   Clitu s  Ptolemy   Arbaeus  MCCs: Seleucus, Attalus,  Cleander  (Mac LP)     Glaucias         Army size: 218 Inf               Army size:  6 7 Inf,  29 Cav   Cossaens:   153 TQ  army rout 40 % =  60  RPs  Macedons:   142 TQ  army rout 35 % =   50  RPs       Special Rules   - All Cossaen LI have MA of  6.   - Terrain: moving one level up +1 MP Inf, +2 MP Cav.    - Abatis:   - Stockade: Defending unit in stockade has its TQ increased by one, unless shock  attacked in flank or rear. Movement across +1 MP, +1 cohesion hit (no cohesion hit if entered  from defender’s  side), if enemy unit enters stockade remove it. Missile fire against unit in  stockade hex is +1 DRM. Attacker does not need to advance after combat from stockade.   - Due to heavy winter consider all Macedon uni ts as Depleted for all purposes.    - Due to heavy  winter all Cav units get Cohesion Hit for each elevation Change.   - Macedonians must win in 12 turns, otherwise they lose.           Aleksandar Pesic, V 2005.      


_1391873310.doc
The Battle of MEGALOPOLIS,  331 BC

MACEDONIAN CONQUESTS


Macedonians vs Spartans


Map: Cynoscephalae  ¾ of the map (fold on XX10 - XX11 hexes) (There is no exiting the map).

		Macedonians

		Spartans



		

		



		6 Mac. PH                                           3622-33

		   Sparta HI/HO (8 TQ)                        2928-29



		4 Greek Ally HI/HO                              3618-21

		4 Sparta HI/HO (7 TQ)        2924-27; 2930-33



		   (extra one, fourth, is needed)                     3634-37

		4 Greek HI/HO (6 TQ)         2920-23; 2934-37



		7 Merc. LP                            3615-17; 3715-18   

		2 Greek Merc. LP (blue)                     2938-39



		7 Thrace LP                         3638-40; 3738-41

		5 Greek Merc. LP (pink)       2918-19; 2912-14



		   Thessaly Elite HC                                  3713

		6 Sitacene SK  every 4 hexes                    3016-36            



		3 Thessaly HC                           3711-12; 3813 

		   Thebes LC (size 2 A)                             2917



		   Macedon LN                                          3812

		2 Thebes LC (D)                             2916, 2942



		   Macedon LC                                          3742

		   Athens LC (size 2 A)                             2941



		   Thrace LC (1)                                        3741 

		2 Achaea HC (PH)                          2817, 2842



		   Paeon LC (1)                                         3743

		2 Achaea MI (PH)                           2819, 2839



		2 Greek Ally LC (1-2)                          3842-43

		3 Rhodes Slinger SK            3012, 3040, 3044



		2 Merc. SK                                          3517, 37

		



		   Crete SK                                                3533

		



		3 Macedon SK                              3521, 25, 29

		



		

		



		-Leaders:

		-Leaders:



		Antipater (use Parmenio) OC                   3713

		Agis (use Pausanias)   OC                       2929 



		Leonatus  /Inf/                                           3618

		Pelopidas                                                  2916



		Demetrius (PH) /Inf/                                  3628

		Demostenes                                             2939



		Coenus  /Inf/                                             3637

		Alexidamus (PH) /Inf/                               2922



		Antigenes                                                 3741

		          



		

		



		Army size: Inf 176, Cav 32

		Army size: Inf 144, Cav 22



		Army Rout: 264 RPs  Rout 35%   90 RPs

		Army Rout: 212 RPs  Rout 40%   85 RPs





-Special Rules:


-Only Antipater (use Parmenion) and Antigenes may command to Cav. and all other Macedonian units.


-Demetrius leader is from PH module.


-Demetrius, Coenus and Leonatus may command only to Inf. units.


-Alexidamus leader may not issue any orders to Cav units, he may command to Inf. only.


-All Macedon leaders may issue LC; automatic LC in their first initiative activation each turn; in momentum activation they have to DR to obtain LC - treat their Initiative rating number as Strategy rating.


-Lines:  all infantry; 


             all cavalry;


             SK (may be separated by 3 empty hexes). 


-Macedonian LPs may form rugged line which is part of rigid line.


-Four new Macedon units are needed as for the new revised Gaugamela: one more Greek Ally HI/HO, 2 Merc. LP and 1 Thrace LP. 


Designed by Aleksandar Pesic & Zeljko Petrovic
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ARIGAEUM,  327 BC

ALEXANDER’S CONQUESTS

Map: Arigaeum

		MACEDONIANS

		INDIANS



		Alexander (OC)                                         3214

		Spitaces



		Ptolemy                                                     2226

		Meroes



		Leonatus                                                   2204

		Abisares



		

		



		PH Attalus                                       2204-2304

		Indian Archer LI 1-10



		PH Coenus                                      3214-3215

		



		PH Philip                                          2126-2226

		Indian Javelin LI 1-21



		PH Philotas                                      1927-2027

		



		Hypaspists Agema                                   3216

		



		Hypaspists 1-2                                3213, 2325

		Deploy in any level 5 hex 



		Macedonian SK 1-2                        3112, 3116

		



		Mercenary SK 1-2                           2104, 3114

		



		Agrianian LI 1-2                              1926, 2125

		



		Illyrian SK                                                 2305

		



		

		



		Dahae LC 1                                              1827

		



		Sacae LC 1                                               2424

		



		Prodromoi LN 2-3                           1828, 2404

		



		Companion Agema                                   2003

		



		Companion Perdiccas                              2103

		



		Companion Demetrius                              2425

		There is no Indian OC



		Companion Coenus                                  2524

		Indians may not use Line Commands





Army size: 70 Inf, 33 Cav                                      Army size: 155 Inf


		Macedons: 157 TQ army rout 45% = 70 RPs

		Indians: 145 TQ army rout 45% = 65 RPs





-Special rule:

Indians win if they are un-routed by the conclusion of game turn 10.


_1391873664.doc
Crossing the HYDASPES,  326 BC

ALEXANDER’S CONQUESTS

Map: the Granicus ½ map, fold on XX22. Use XX00-XX22 part.  

		MACEDONIANS

		INDIANS



		deploy first within 4 hexes of the crossing

		



		2 Companion HC (1-2)

		3 India CH                                           4010-12



		1 Dahae LC

		2 India LN                                       4210, 4212



		1 Sogdia LC

		3 India LC                             4209, 4211, 4213



		2 Agrianes LI

		



		1 Persia LI

		Spitaces                                                   4211



		1 Crete SK

		Abisares                                                   4011



		

		



		Alexander

		



		MCC: Attalus

		



		

		





Army size: 12 Inf, 14 Cav



  Army size: 19 Cav, 15 CH


		Macedons:  47 TQ army rout 50% = 25 RPs  

		Indians:  33 TQ army rout 60% = 20 RPs





Special Rules

-River Crossing: mark hex 2411 as River Ford hex.


-Before the start, each Macedon unit, except SK, DR. If DR 0-4 = 2 Cohesion Hits, 5-6 = 3 Cohesion Hits, 7-8 = 4 Cohesion Hits, 9 = 5 Cohesion Hits.


-Alexander cannot use Elite Initiative at the start of scenario (first turn).


-At the beginning of the 2nd turn DR to check which additional (one) unit crossed: 0 Agema Companion HC, 1-3 Companion HC, 4 Dahae LC, 5 Sacae LC, 6 Agema Hypaspists HI, 7-8 Hypaspists HI, 9 Persia LI. Place that unit in River Ford 2411 hex and DR for Cohesion Hits that unit has accumulated during the crossing as above.  


Aleksandar Pesic, V 2005.


_1391873693.doc
SANGALA,  Fall 326 BC

ALEXANDER’S  CONQUESTS


Map: Bibracte (JC CoG)  Caesar’s camp represents the Indian city of Sangala. 


Indians used wagons – carts lager as palisade of 3 concentric lines.


		MACEDONIANS

		INDIANS (Cathaeans)



		Alexander (OC)

		Porus (OC)



		Craterus

		Abisares



		Coenus

		Meroes



		MCCs: Seleucus, Attalus, Philotas

		



		

		21 India LI (j)



		3 Hypaspists HI

		11 India LI (a)



		7 Macedon PH

		



		2 Persia LI

		Wagons-carts: 



		2 Agriania LI

		use “Rallied” counters to represent them



		Macedon SK

		1. belt  4219-4018-3421-3426-4029-4228.



		Crete SK

		2. belt  4020-3622-3625-4027-4126.



		Agema Comp. HC

		3. belt  4022-3823-3824-4025.



		5 named Comp. HC

		



		2 Sacae LC

		



		2 Dahae LC

		



		Parapamasidia LC

		



		Arachosia LC

		



		deploy within 25XX – 23XX

		deploy within carts defense lines





Army size: 107 Inf, 52 Cav



Army size: 160 Inf

		Macedons: 236 TQ  army rout 40% = 85 RPs

		Indians: 149 TQ  arny rout 40% = 60 RPs  





Special Rules


-Wagon-carts:

Macedonian Inf units attacking wagon hex have -1 to the left on CRT, and Cav -2 to the left on CRT. Moving into wagon hex cost (2) +1 MP Macedonian Inf, and (3) +2 Macedonian Cav. Macedonian Inf units get 1 cohesion hit for entering wagon hex, and Cav 2 hits. Indian units cost 1 (+0 MP) to enter wagon hex, and they do not get any cohesion hits. Wagons do not block line of sight/line of fire. Indian units in wagon hex have their TQ increased by one for all combat resolution purposes (except if attacked from rear). There is +1 DR for Macedonian missile attack on Indian units in wagon hexes. If attacking from a wagon hex, Indian unit does not has to advance after combat.


While in wagon hex consider flank hexsides of Indian unit as frontal for defending purposes, and may automatically perform Reaction Face Changing (with no cohesion hits).  


Indian units in wagon hex may be missiles reloaded during the Reload Segment in the Rout and Recovery phase, even if within enemy missile fire range.  


If Indian unit in a wagon hex is passed through by (friendly) routed unit DR; If DR <= stationary unit’s TQ, no hits. If DR > unit’s TQ it gets only one cohesion hit. 


-City of Sangala: 


Roman camp represent the Indian city of Sangala; there are 3 gates and it cost Indian units +0 MP to enter/exit the gate hex. Macedonian units may not enter the gate hex, nor they may not attack walls, or Indian units on city’s walls.  Indian archers have benefit of -1 DR for missile fire when shooting from the city walls (which are 1 elevation higher).


Routed Indian units are withdrawing into the city where they stay and can be then rallied (leader must be inside the city) and return outside. They are not eliminated, but they count toward army rout. 


-Craterus Phalanx Commander: Craterus may move all Phalanxes at once if all PHs are adjacent to each other, without regard to Craterus' command range, if Craterus is stacked with any Phalanx. This is treated as a special Contingent Command (it takes Craterus’ only 3 orders to move all 6 PH). Craterus may, using all 5 his orders, move all (6) PHs and (3) Hypaspists at once, if they started adjacent to each other.

-Victory:


Macedonians win by occupying 3rd line of carts with at least 3 units at the end of any turn. Indians win if they are unrouted by the turn 10.


Wagon hexes effect.


-Movement: Indian Inf +0 MP, +0 cohesion hits; Macedonian Inf +1 MP, +1 hit; Macedonian Cav +2 MP, +2 cohesion hits. Indian units may automatically do Reaction Facing Change.


-Missile Combat: Does not block missile fire. Missile fire against Indian units in wagon hex +1 DR. 


-Shock Combat: Macedonian Inf attacking wagon hex -1 L, Macedonian Cav -2 L. Indian units do not need to advance after combat from wagon hex. Indian units in wagon hex have their TQ increased by one.                      Aleksandar Pesic, 1998
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COSSAEA,  winter 324 BC

ALEXANDER’S CONQUESTS

Map: Cynoscephalae ¾ map, fold on XX10-XX11.


		COSSAEANS

		MACEDONIANS



		deploy first anywhere on levels 4-6

		deploy second on level 1 within 2 hexes of 10XX



		3 Caria LI

		3 Hypaspists HI



		6 Anatolia Levy LI

		6 Macedon LP (PH)



		8 Babylon LI

		2 Agrianes LI



		14 Asia Levy LI

		2 Persia LI



		10 “Persian” LI (WE)

		1 Crete SK



		5 Uxia SK

		1 Macedon SK



		8 Sitacenia SK

		1 Companion Agema HC



		

		2 Companion HC (1-2)



		8 Abatis

		2 Sacia LC



		

		2 Dahae LC



		

		



		Syrmus (OC)

		Alexander (OC)



		Clitus

		Ptolemy



		Arbaeus

		MCCs: Seleucus, Attalus, Cleander (Mac LP) 



		Glaucias

		



		

		





Army size: 218 Inf 




  Army size: 67 Inf, 29 Cav

		Cossaens: 153 TQ  army rout 40% = 60 RPs

		Macedons: 142 TQ  army rout 35% = 50 RPs 





Special Rules

-All Cossaen LI have MA of 6.


-Terrain: moving one level up +1 MP Inf, +2 MP Cav. 

-Abatis: -Stockade: Defending unit in stockade has its TQ increased by one, unless shock attacked in flank or rear. Movement across +1 MP, +1 cohesion hit (no cohesion hit if entered from defender’s side), if enemy unit enters stockade remove it. Missile fire against unit in stockade hex is +1 DRM. Attacker does not need to advance after combat from stockade.


-Due to heavy winter consider all Macedon units as Depleted for all purposes. 


-Due to heavy winter all Cav units get Cohesion Hit for each elevation Change.

-Macedonians must win in 12 turns, otherwise they lose.


Aleksandar Pesic, V 2005.


_1392737594.doc
SHIPKA Pass, Spring 335 BC

ALEXANDER’S CONQUESTS


Map: Arigaeum  use map to hexes 1025-3425 – end of map. Place Abatis markers in 1703, 1604, 1503; they represent Stockade with +1 MP and +1 Cohesion Hit to cross it. They cannot be removed.


		THRACIANS

		MACEDONIANS



		Deploy first anywhere on 5 level hexes

		Deploy second anywhere on 1 level hexes



		Syrmus

		Alexander



		Arbaeus 

		Craterus



		Clitus

		Nicanor (MCC)



		

		Attalus (MCC)



		

		Cleander (MCC) – Mercenary LP



		6 Tribal MI

		



		25 Tribal LI

		Hypaspists HI  Agema, 1, 2



		

		6 Macedon PH



		10 Carts markers

		5 Mercenary LP



		use Rallied, Depleted or Ox-Carts (SPQR)

		2 Agrianian LI



		

		Crete SK



		

		3 Macedon SK





Army size: 155 Inf                                                   Army size: 114 Inf


		Thracians  155 TQ  army rout 30% = 45 RPs

		Macedons  150 TQ  army rout 35% = 55 RPs





-Special Rules:

-Carts (wagons). Thracian player has 10 cart counters to deploy. Thracian Inf unit may stack with carts marker. 


Carts counter may move (it requires an order), it’s MA is 2. Cart cannot move by its own - Thracian unit needs to move it. Two carts may not stack.


Carts as a form of a stockade: Thracian unit defending in cart hex has its TQ increased by one, unless shock attacked in flank or rear. Movement across it +1 MP, +1 cohesion hit (no hits if entered and stacked by Thracian unit), if enemy unit enters cart hex remove it. Missile fire against unit in cart hex is +1 DRM. Attacking Thracian unit does not need to advance after combat from cart.


-Launching the carts down the slope: Thracians may launch the carts at any time during his or opponent’s turn (then only on moving units). It does not require an order. Carts attack has effect on all hexes to the 1 level hex, and can therefore attack more then one unit in the “row”. After the attack remove the carts marker. If launched during Macedonian turn/movement, it can be done only on currently moving unit that then completely stops.


Downslope Carts attack: it requires no order; attacked Macedonian units first have pre-shock TQ check; After that, DR for Cart pass through attack: DR 0-4 unit avoided attack by creating a gaps in formation or kneeling and linking shields 1 Cohesion Hit; DR 5-6 unit gets 2 Cohesion Hits, DR 7 unit gets 3 Hits; DR 8-9 special damage – DR again: 0-5 unit gets 4 Hits; DR 6-7 unit gets 5 Cohesion Hits; DR 8 that unit must DR as for Collapse check and if passes it gets TQ –1 Cohesion hits, if DR > units TQ it Routs; DR 9 unit Routs. 


There is –1 DR modification on the 1st Cart attack DR for 7-9 TQ units.


-If Thracians attack an enemy unit immediately after a downslope cart attack, they get +2R columns bonus and defending Macedonian unit has +1 for pre shock TQ check. Thracian unit is placed in the ZoC of first Macedon unit(s) to be attacked with carts and it stopped movement. Conclude the carts attack first and after that possible Shock Combat with Thracian units using special charge bonuses.


-Rolling rocks: Thracian unit may attack from the hilltop with rocks. 4 hexes range; DR 0-1=1 CH. 


-All Thracian may use The Everyone’s a Slinger Rule with 2 hexes range. 1 hex DR 0-2; 2 hexes DR 0.  


-Infantry Charging Downhill: Inf units that charge (move to shock attack downhill) have bonus –1 DR for pre-shock TQ check. To apply this rule, charging unit must move downhill, and that attacking (charging) and defending units must be between two elevation levels and any of these units must be within 2 hexes from an elevation.  


-Cart downhill pass through Attack: 


      TQ Check


      Cart attack DR: DR 0-4 1 hit; DR 5-6 2 hits; DR 7 3 hits; DR 8-9 Special Damage      (7-9 TQ units have –1 DRM)


      Special Damage DR: DR 0-5 4 hits; DR 6-7 5 hits; DR 8 Collapse Check with TQ-1 hits or Rout result, DR 9 Rout  


       by Aleksandar Pesic & Nikola Keravica, VII 2001.
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The Battle with the MALLI,  Winter 326 BC

ALEXANDER’S  CONQUESTS


Map: Callinicum (Cataphract). The river Euphrates is now the river Hydraotis (modern Ravi). Hex 1302 and adjacent river hexes are river ford. 10XX is North edge.


MACEDONIANS

INDIANS



-Alexander (OC), Philotas (MCC), Ariston 

-Abisares , 8 LI 



(MCC), Agema Comp. HC, 5 named Comp.

     within 2 hexes of ford, 4 Abatis



HC, 2 Sacae LC, 2 Dahae LC, Arachosia LC,

-Meroes, 12 LI



Parapamasidian LC

     within 2 hexes from 1423





-Spitaces, 12 LI 



-Coenus, Attalus (MCC), 2 Agrian LI, Crete

     within 2 hexes from 3212



SK, Macedon SK

-Porus , 12 LI





     within 2 hexes from 2215



-Ptolemy, 3 Hypaspists HI, 2 Persia LI











Army size: (37 Inf), 52 Cav                                 Army size: 220 Inf 


Macedons: 138 TQ army rout 40% = 55 RPs

Indians: 209 TQ  army rout 45% = 95 RPs



Special Rules:

-Indian army consists of 21 India LI (j), 11 India LI (a) and 12 Tribali LI. (Treat Tribali as ordinary Indian units).  

-River Ford: The river is only crossable at the ford hexes 1202, 1302 and 1403 (place ford markers in 1202 and 1403). Partial coastal/land hexes are considered as playable land hexes. Full water/river hexes are prohibited for entering. Entering ford hex is +1 MP and +1 cohesion hit. Attacking from ford hex is -1L and +1 for missile fire.  

-Abatis: Place 4 Abatis markers on 1203, 1303, 1404 and 1503. Indian units in abatis hexes have their TQ increased by one for all combat resolution purposes. The first Macedonian unit that enter the abatis hex gets 1cohesion hit, but also removes it. 

-Game starts with Alexander’s Elite Initiative phase, and he and his entire group must enter the map from the East edge (XX00).


-Indian activation: Indian leaders must DR <= Initiative to be activated in the first turn (this does not apply to Abisares).


-Line Commands: There is no Line Commands in the scenario.


-Coenus’ group enters the map from the East on DR 12. There is +1 to DR for each turn (turn 3 = +3).


-Ptolemy’s group enters the map from the East on DR 15. There is +1 to DR for each turn.


-Attalus MCC may be activated by Coenus and by Alexander.


-Retreat Edges: Macedonians retreat to the ford hexes. However, upon entering ford hex they are eliminated. Indians retreat toward the 3423-3428 or 3028-3428.


-City of Malli: Indian units may exit the map through 3423-3428 or 3028-3428 to the city of Malli. Exiting unrouted units may not return, but they count toward special Indian victory condition. 

-Victory: Indians win by routing Macedonians, or by exiting 110 TQ points to the city of Malli.


                                                                                                                                                                             Aleksandar Pesic, 1998


_1391873676.doc
Battle of the HYDASPES,  326 BC


ALEXANDER’S CONQUESTS


		INDIAN   DEPLOYMENT

		MACEDONIAN   DEPLOYMENT



		

		





		PORUS  (OC)                                               3233

		ALEXANDER  (OC)                                  2136



		SPITACES                                                    3406

		COENUS                                                  2128



		MEROES                                                      3428

		ANTIGENES                                             1920



		ABISARES                                                   3417

		SELEUCUS                                              1928



		

		TAURON  (SK & LI)                                  1913



		ELEPHANTS 1-29                                3205-3233

		



		

		PHALANXES : Meleager, Attalus, Gorgias, 



		JAVELIN LI 1-20

		 Cleitus, Coenus                                    1916-1925



		ARCHER LI 1-10                                  3304-3333

		HYPASPISTS 1, 2, Agema                 1926, 27, 28



		

		



		LIGHT CAV  1-4                                   3300-3303

		PERSIAN LI 1, 2 (D)                          1915, 1930



		LIGHT CAV  5-8                                   3334-3337

		



		

		AGRIANIAN LI 1, 2                            1913, 1932



		CHARIOTS  1-4                                    3100-3103

		MACEDONIAN SK                                        1911



		CHARIOTS  5-8                                    3134-3137

		CRETAN SK                                                 1934



		

		



		

		AGEMA COMP HC                                      2136



		For Macedonians use two red Persian 5-6-5  Arc-

		HEPHAESTION  COMP HC                        2134



		hers LI from Diadochoi mod.

		PERDICCAS  COMP HC                             2132



		

		DEMETRIUS  COMP HC                             2130



		For Seleucus and Tauron leaders use their old 

		COENUS  COMP HC                                   2128



		"Juggernaut" counters:    

		



		 (SELEUCUS  3-4-2; TAURON 5-3-1 SK & LI only).

		BACTRIAN CAT HC                                   2329



		

		



		To be able to move his battle line without making 

		DAHAE  LC 1, 2                                 2334, 2333



		a gap during opponent's leader phase, Macedonia

		SOGDIAN  LC                                              2332



		player may choose to activate Selucus after Porus'

		SACAEN  LC 1, 2                               2331, 2330



		order phase(s), but without momentum.

		



		

		Additional Macedonian Units: Craterus (leader),



		It is necessary to make additional 9 Ind. EL units

		  Craterus Comp. HC, Arachosian LC and 



		and 4 Ind. Archers LI.

		  Parapamasidian LC



		

		  they may enter from 4222-4244 hexes if :



		Treat Agrianians as 3-6-6j LI.

		- Mac. TQ losses exceed the Indian losses by at 



		

		least 10 points, but not in the first 4 turns.



		MCCs: -Philotas (under Alx command) – Agema,

		- Any turn in which the Indians are within 20 points



		Heph, Perd, Dem Comp HC & Sogd & Daha LC.

		or less from routing.



		-Protomachus (under Coenus’ command) –Coen 

		



		Comp HC & Saca LC.

		





Army size: 150 Inf, 32 Cav, 40 CH, 145 EL                 Army size: 87 Inf, 47 Cav


		Indians: 254 TQ  army rout 35% = 90 RPs

		Macedonians: 200 TQ  army rout 40 % = 80 RPs





Improved by Aleksandar Pesic
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AORNOS Second Day,  Spring 326 BC


ALEXANDER’S CONQUESTS 


Map: Munda ¾ large map, fold on XX11. Hexes 4231-4237 (light green) are Aornos -1 level, and are 1 level lower then Aornos level 1 (white). Munda level 4 (white) is now Aornos level 1; level 5 (yellow) is level 3. Levels 3 (light green) and 6 (light brown) are level 4. Levels 2 (green) and 7 (brown) are now level 5. Munda level 8 (dark brown) is Aornos level 6, Munda level 9 (heavy dark brown) is Aornos level 7. Ignore Castrum and road. 


MACEDONIANS

INDIANS



Ptolemy’s detachment

Deploy second on any level 3 (yellow) hexes



Deploy first on any level 6 (dark brown) hexes





Ptolemy

Spitaces 



Seleucus (MCC)

Meroes



Attalus (MCC)

Abisares









2 Hypaspists HI

21 India LI j



2 light armed phalangites (use Iberia MI SPQR)

11 India LI a



2 Persia LI (D)





2 Agrianes LI





4 Mercenary LP





2 Macedon SK











8 Stockades (use Abatis)





Alexander’s detachment





Enter the map from –1 level (4231-4237)





in the 1st turn during Alexander’s activation





Alexander











Agema Hypaspist HI





Coenus PH must enter in column formation





2 light armed phalangites (use Iberia MI SPQR)





2 Mercenary LP 





Crete SK





1 Macedon SK





1 Elite HC (2) (D)





1 Elite LC (D)





Army size: Ptol. 60 Inf; Alex. 39 Inf, 3 Cav            Army size: 160 Inf


Macedons Pt. 76 TQ  army rout 40% = 30 RPs

Indians  149 TQ  army rout 35% = 55 RPs



                 Al. 61 TQ  army rout 40% = 25 RPs





-Special Rules:


-Stockade: Defending unit in stockade has its TQ increased by one, unless shock attacked in flank or rear. Movement across it +1 MP, +1 cohesion hit (0 hit if entered from defender’s side), if enemy unit enters stockade remove it. Missile fire against unit in stockade hex is +1 DRM. Attacker does not need to advance after combat from stockade.


-Ptolemy has Contingent Command Capability of 1. Both Ptolemy and Alexander may activate MCCs.


-Light armed phalangites MI have javelins and do not get Cohesion Hit for moving down 1 level.


-Cav may move 2 elevations up/down at once. Up/down 2 levels: +3 MP, 3 Cohesion Hits.  


-Indians does not have OC.


-Retreat edges: Indians retreat toward 1012, 1111 hexes. Macedonians toward 4231-4237 or 1044-2444.


-Indians win by routing any one of two Macedonian detachments.


-Elevations:  -1 light green, 1 white; 3 yellow; 4 light brown, 5 brown, 6 dark brown, 7 heavy dark brown.  

By Nikola Keravica & Aleksandar Peshich,  VII 2001.



_1391873654.doc
AORNOS Final Assault,  Spring 326 BC


ALEXANDER’S CONQUESTS 


Map: Munda ¾ large map; fold it XX33. Munda level 4 (white) is now Aornos level 1; level 5 (yellow) is level 3; levels 3 (light green) and 6 (light brown) are level 4; levels 2 (green) and 7 (brown) are now level 5. Ignore all other color hexes within Aornos level 5 (green), they are the same (5) elevation.  


		MACEDONIANS

		INDIANS



		Deploy last (light brown & brown hexes) 

		Deploy first on Aornos Rock (light green & green)



		Alexander

		Spitaces 



		Ptolemy

		Meroes



		Seleucus (MCC)

		Abisares



		Attalus (MCC)

		



		

		



		Hypaspists Agema HI

		21 India LI j



		2 Hypaspists HI

		11 India LI a



		Coenus PH

		



		4 light-armed phalangites (use Iberia MI SPQR)

		



		2 Persia LI (D)

		



		2 Agrianes LI

		8 Stockades (use Abatis) anywhere on 5 level



		Crete SK

		(green) hexes.



		3 Macedon SK

		



		

		



		1 Elite HC (2) (D)

		



		1 Elite LC (D)

		



		

		



		2 Oxybeles                                      2624, 2725

		





Army size: 69 Inf, 3 Cav                                        Army size: 160 Inf


		Macedons  111 TQ  army rout 40% = 45 RPs

		Indians  149 TQ  army rout 33% = 50 RPs





Special Rules:


-Mound: use Rallied markers 2625-2923, 2624, 2725. Movement: all Inf. 1 MP; Cav. 2 MPs. Mound is level 4. Ascending from mound to Aornos Rock level 4 (light green): Inf. +1 MP, +1 Cohesion Hit; Cav. +2 MPs, +2 Cohesion Hits. 


Routed Macedonian units cannot be rallied on mound. If routed Macedonian unit enter mound hex occupied with other friendly unit, that friendly unit has +5 DRM TQ Check. For each mound hex entered, routed Macedonian unit has TQ Check. If DR > TQ, unit is eliminated.   


PH unit may cross the mound in column only.


-Stockade: Defending unit in stockade has its TQ increased by one, unless shock attacked in flank or rear. Movement across it +1 MP, +1 cohesion hit (0 hits if entered from defender’s side), if enemy unit enters stockade, remove the stockade. Missile fire against unit in stockade hex is +1 DRM. Attacker does not need to advance after combat from stockade hex.


-Only Alexander has MCC capability.


-Light-armed phalangites MI have Javelin missile capability.


-Light armed phalangites MI do not get Cohesion Hit for moving down 1 level.


-Indians do not have OC.


-Retreat edges: Indians 3400-4000; Macedonians XX33.


-Elevations: 1 white; 3 yellow; 4 light green & light brown; 5 green & brown


By Nikola Keravica & Aleksandar Pesic,  VII 2001.
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AORNOS First Day,  Spring 326 BC


ALEXANDER’S CONQUESTS 


Map: Munda ¾ large map, fold on XX11. Munda level 4 (white) is now Aornos level 1; level 5 (yellow) is level 3. Levels 3 (light green) and 6 (light brown) are level 4. Levels 2 (green) and 7 (brown) are now level 5. Munda level 8 (dark brown) is Aornos level 6, Munda level 9 (heavy dark brown) is Aornos level 7. Ignore Castrum and road. 

		MACEDONIANS

		INDIANS



		Deploy first on any level 6 (dark brown) hexes

		Deploy second on any level 3 (yellow) hexes



		

		



		Ptolemy

		Spitaces 



		Seleucus (MCC)

		Meroes



		Attalus (MCC)

		Abisares



		

		



		2 Hypaspists HI

		21 India LI j



		2 light-armed phalangites (use Iberia MI SPQR)

		11 India LI a



		2 Persia LI (D)

		



		2 Agrianes LI

		



		4 Mercenary LP

		



		2 Macedon SK

		



		

		



		8 Stockades (use Abatis)

		



		

		



		

		



		

		





Army size: 60 Inf                                                    Army size: 160 Inf


		Macedons:  76 TQ  army rout 45% = 35 RPs

		Indians:  149 TQ  army rout 33% = 50 RPs





-Special Rules:


-Stockade: Defending unit in stockade has its TQ increased by one, unless shock attacked in flank or rear. Movement across +1 MP, +1 cohesion hit (no cohesion hit if entered from defender’s side), if enemy unit enters stockade remove it. Missile fire against unit in stockade hex is +1 DRM. Attacker does not need to advance after combat from stockade.


-Ptolemy has Contingent Command Capability of 1.


-Indians do not have OC.


-Light-armed phalangites MI have Javelin missile capability.


-Light-armed phalangites MI do not get Cohesion Hit for moving down 1 level. 


-Retreat edges: Indian units retreat toward 1012, 1111 hexes. Macedonian toward 1044-2444.


-Macedonians win if they are unrouted by the end of 12th turn.


-Elevations: 1 white; 3 yellow; 4 light brown, 5 brown, 6 dark brown, 7 heavy dark brown.


by Nikola Keravica & Aleksandar Pesic, VII 2001.
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SOGDIAN Hills, Summer 329 BC

ALEXANDER’S CONQUESTS


Map: Cynoscephalae  3/8 of the map: fold 26XX and XX10/11. All elevations are 2 higher. Elevation 1 gray; elevation 3 pink; elevation 5 light brown; elevation 7 brown; elevation 9 dark brown.


		MACEDONIANS

		SOGDIAN  HILL-TRIBE



		Deploy first 39XX

		Deploy second on any level 5 or higher hex



		Alexander 

		Oxyartes



		Craterus

		Clitus



		Seleucus (MCC)

		Catanes



		Attalus (MCC)

		Glaucias



		Sitalces (MCC)

		



		

		



		Hypaspists Agema, 1, 2

		



		6 light armed phalangites (use Iberia MI SPQR)*

		10 Getulian LI (JC-Jugurtha)



		2 Agrianes LI

		14 Asia Levy LI*



		6 Thrace LP

		8 Babylonia LI*



		Crete SK

		



		3 Macedon SK

		



		   * or 3 PH

		* Consider as Archer missile capability  





Army size: 89 Inf                                                    Army size: 150 Inf


		Macedons  113 TQ  army rout 40% = 45 RPs

		Sogdians  106 TQ  army rout 35% = 40 RPs 





-Special Rules:

-All Sogdian 3 TQ Inf are Archers.


-Sogdian hill-tribe: their Inf does not get any cohesion hits for changing elevations (no cohesion hits from terrain). They may also move backward 1 hex regardless of elevation change. 


-Macedonian player may chose to use PH or light-armed phalangites (use Iberia MI SPQR).


Light-armed phalangites MI does not get Cohesion Hit for moving down one level. For moving down two levels it gets one Cohesion Hit. Light-armed phalangites MI have Javelin missile capability.


-All light armed phalangite MI units may be moved at once by issuing only 3 orders (as MCC) if they are all adjacent to each other and all within that leader’s command range.


-Craterus has Contingent Command Capability of one for LP (Sitalces MCC).


-Elevations: 1 gray; 3 pink; 5 light brown; 7 brown; 9 dark brown.


By Aleksandar Pesic & Nikola Keravica, VII 2001.
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SAMARKAND,  winter 329 BC

ALEXANDER’S CONQUESTS

Map: Issus. All hexes are level 1 – there are no elevations – although the woods are still on the map. The river can only be crossed at the ford, which consists of any Rocky River Bed hex. Ignore the Rocky River bed costs; treat a normal river. Use the river fording rules in the Jaxartes scenario.


		MACEDONIANS

		PERSIANS



		Pharnaces OC

		Spitamenes OC



		Andromachus

		Arsames



		Caranus

		Mithridates



		

		



		Greek Allied HO/HI 1-3

		Scythian LC 12-13



		Mercenary LP 1-2

		Scythian Cat HC 1-2



		Greek Allied LC 1-2

		Bactrian Cat HC 6-8



		Thracian LC 1

		



		

		



		All Macedonian units begin off the map and

		All Persian units are placed on the map at the 



		enter fro 3527-3828. Their initial turn of entrance

		completion of the Macedonian pre-game entry 



		Is considered as a pre-turn before play starts, 

		turn. The Persians may set up anywhere on the  



		And all Macedonian units must enter then.

		map at least 12 hexes from any Macedonian 



		

		unit. After that, start using the Sequence of Play. 





Army size: 40 Inf, 8 Cav                                     Army size: 31 Cav


		Macedons: 56 TQ army rout 50 % = 28 RPs

		Persians: 47 TQ army rout 50 % = 23 RPs





-Special rules:

-Macedonians win if they can exit the map by game turn 20 between hexes 4500 and 5100.

-Retreat edges: Macedonians - South; Persians - North.


_1391873618.doc
BAGAE,  328 BC

ALEXANDER’S CONQUESTS

Map: Gaugamela Extension little map.

		MACEDONIANS

		MASSAGETAE & SOGDIANS



		Deploy first within 6 hexes of 42XX hexrow

		Deploy second within 6 hexes of 10XX hexrow



		Coenus (OC)

		Spitamenes (OC) use Spitaces India leader



		Caranus

		Arsames



		Andromachus

		Mithridates



		     MCC: Protomachus, Cleander

		



		

		



		2 Macedon PH (Coenus, Meleager)

		1 Scythia Cat HC



		2 Persia LI

		2 Scythia LC (1-2)



		5 Mercenary LP

		2 Scythia LC (12-13)



		1 Macedon SK

		6 Scythia LC (14-19)



		2 Mercenary SK

		



		

		



		1 Companion HC (3)

		



		1 Prodromoi LN (3)

		



		Parapamasidia LC

		



		Arachosia LC

		



		Sogdia LC

		



		Asia Mercenary LC

		





Army size: 68 Inf, 24 Cav                                        Army size: 49 Cav

		Macedons: 108 TQ  army rout 40% = 45 RPs 

		Massagetae: 67 TQ  army rout 35% = 25 RPs





Special Rules

-Macedon PH/LI/LP may form a line. Any Macedon leader may command to that Inf line, OC automatic, other leaders automatic if within OC’s Command Range or if outside on DR <= OC’s Initiative Rating.

-Macedonians win by forcing the enemy off the board.  


-Use Edge of the Mapworld rule from Trebbia.

Aleksandar Pesic, V 2005.


_1391873577.doc
JAXARTES,  329 BC


ALEXANDER’S CONQUESTS


Map: Granicus. The Jaxartes River can only be crossed at the ford, which is comprised of river hexes 2518 to 2522 inclusive.


		MACEDONIANS

		SCYTHIANS



		set up first

		set up second



		anywhere south of the river (south is 10XX)

		anywhere within 5 hexes of the North



		

		map edge (North is 42XX)



		Alexander (OC)

		Haustanes (OC)



		Craterus

		Oxyartes



		MCCs: Balacrus, Nicanor, Ariston 

		Catanes



		

		Chorienes



		3 Hypaspists HI: Agema, 1, 2

		



		2 Phalanxes: Craterus, Coenus

		5 Scythian LN



		2 Agrianian LI

		15 Scythian LC: 6-20



		3 Macedonian SK

		



		2 Mercenary SK

		



		3 Companion HC: 

		



		                   Agema, Hephaestion, Perdiccas

		



		2 Greek Allied LC: 3, 4

		



		2 Paeonian LC: 1, 2

		



		2 Prodromoi LN: 2, 3

		



		4 Oxybeles

		





Army size: 50 Inf, 32 Cav, 4 Art                         Army size: 96 Cav


		Macedons: 133 TQ army rout 45% = 60 RPs

		Scythians: 114 TQ army rout 35% = 40 RPs





-Special Rules:


-River: The Jaxartes can only be crossed at the ford: hexes 2518 to 2522 inclusive. 


It cost a unit all of its movement allowance to enter a river ford hex. A unit in a river hex cannot shock attack into a non-river hex, although SK units can use missile combat with +2 DRM. It cost a unit all of its movement allowance to leave the river and enter a non-river hex, for which movement the unit receives 2 Cohesion Hits. Phalanxes must cross in column and it takes all of their movement allowance to have the »lead« half of the unit enter the river; its entire MA to have that lead end leave the river and the rear portion enter the river, and then its entire MA for the rear portion to leave the river. It thus takes 3 turns for a Phalanx to cross, in column, for which it incurs 2 Cohesion Hits. While fording the river unit is not considered to be moving, so it gets only 2 cohesion hits for the whole fording of a PH unit (it does not receive cohesion hits for repeated movement while it is in the river ford hex).


-Rout and river: any unit which routs while in the river hex is eliminated. However, already routed units which move into the river during rout movement, first DR to survive: DR<TQ it survives, DR=>TQ it is eliminated. If they survive, they stay in the river to the end of a turn, and they cannot be rallied while in the river hex. In the next turn Rout Phase they will continue their retreat to the Macedonian (South) map edge. 


-Missile hits taken while a unit is in the river are doubled.


-Scythian units may not enter the river, but may shock attack into it with no advance after combat.


-Victory Conditions:


-Macedonians: rout the Scythian army by game turn 15.


-Scythians: rout the Macedonian army, or if there are no un-routed Macedonian units north of the Jaxartes at the conclusion of the fourth game turn, or if the Macedonian player has failed to rout the Scythians by the conclusion of game turn 15.



_1391873351.doc
UXIA,  Winter 331 BC


ALEXANDER’S CONQUESTS


Map: Munda large map (JC-CW). Munda levels 4 (white) and 5 (yellow) are Uxia level 1 (mountain pass). Levels 3 (light green) and 6 (light brown) are level 3. Levels 7 (brown) and 2 (green) are level 4; level 8 (heavy brown) is level 5 and Munda level 9 (heavy dark brown) is Uxia level 6. Gorge: western of the pass, gorge is uncrossable. North is 42XX.   


		UXIANS

		MACEDONIANS



		Deploy first 

		Deploy second



		

		



		4 Stockades (use Abatis markers)    2725-3024

		Alexander’s group



		

		within and west of 1517-2313 on level 1



		Grabos (OC)

		Alexander



		Arbaeus

		Nicanor (MCC)



		Clitus

		Philotas (MCC)



		Glaucias

		Attalus (MCC)



		

		Hypaspist Agema HI & 2 Hypaspists HI



		6 Tribali MI

		Coenus Macedon PH



		25 Tribali LI 

		2 Agrianes LI



		8 Sitacenia SK

		Crete SK



		5 Uxia SK

		1 Macedon SK



		

		Companion Agema HC & 4 Companion HC



		-any 4 units on stockade hexes 

		Prodromoi LN (2)



		-2x  2 SK arch. & 1 SK slng. anywhere on each

		Craterus’ group



		side of the gorge, eastern of the pass

		on level 6(heavy dark brown)4 hxs from map edge



		-any one leader stacked with any above unit

		Craterus



		

		Sitalces (MCC)



		-all other units and 3 leaders within 3 hexes of

		2 light armed phalangites (use Iberia MI SPQR)



		                                                                3836

		6 Thrace LP



		

		2 Macedon SK



		

		2 Paeonia LC 



		

		Thrace LC (1)





Army size: 168 Inf



              Army size: 79 Inf, 29 Cav


		Uxians:  168 TQ  army rout 33% = 55 RPs

		Macedons: Alx. 101 TQ army rout 40%=40RPs



		

		                  Crat. 64 TQ army rout 40%= 25RPs





-Special Rules:

-Uxian SK units on the gorge (green toward white and light brown toward yellow hexes) have the possibility to automatically fire missiles 2 times during each enemy activation phase.   


-Uxians hill-tribe: Uxian units do not get Cohesion Hits for moving uphill.

-Stockades: Uxian units on stockades have TQ increased by one. Macedonian Inf units attacking on stockades have -1 DR and Cav -2 DR.  Stockades are not removed when entered by Macedonian units. Macedonian units must DR as for moving again check when entering stockades, but Cav have +2 DRM for moving across it.

-Light-armed phalangites MI have Javelin missile capability.

-Light armed phalangites MI do not get Cohesion Hit for moving down 1 level.


-Craterus has Contingent Command Cappability rating of one.


-Cav may move 2 elevations up/down at once. Up/down 2 levels: +3 MP, 3 Cohesion Hits.  


-Retreat edges: Uxians 2943-4244; Alexander’s group South map edge (10XX); Craterus’ group 1543-2343.


-Uxians win by routing any of the two Macedonian groups, or if they (Uxians) stay unrouted by the end of turn 11.


-Elevations: 1 white & yellow; 3 light green & light brown (units cannot cross 2 elevation hexside from hexes 2626 and lesser number hexes & 3023 and lesser number hexes), 4 green & brown, 5 dark brown, 6 heavy dark brown.


by Nikola Keravica, Aleksandar Pesic, VII 2001.  
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PERSIAN GATES, Winter 331 BC

ALEXANDER’S CONQUESTS


Map: Munda  (JC-CW) 2/3 both maps. Fold large map on XX10/11L, and small map on XX33S.


Elevations: Munda levels 4 (white) and 5 (yellow) are Persian Gates level 1 (mountain pass). Levels 3 (light green) and 6 (light brown) are level 3. Levels 7 (brown) and 2 (green) are level 4; level 8 (heavy brown) is level 5, Munda level 9 (heavy dark brown) is Persian Gates level 6, and Munda level 10 (red) is now level 7. Defile: western of the pass (2725-3024), defile is uncrossable; eastern it is crossable, even and for Cav. North is 42XX. Ignore road and castrum.  


PERSIANS

MACEDONIANS



5 Persian (use Mercenary) MI (PH)  on wall hexes

Craterus’ group



2 Sacaen MI (WE)   within 3 hexes of 3633

in and west of 1517-2313



10 Persian LI (WE)   within 3 hexes of 3633

Craterus



8 Persian (use Mercenary) LI (PH) within 3 hexes of 3633

2 Macedon PH (Craterus, Meleager brigades)



3 Caria LI   within 3 hexes of 3633

4 Thracia LP



6 Anatholia Levy LI   within 3 hexes of 3633

2 Macedon SK



2 Persia SK  3022, 2425

1 Companion HC



4 Susian SK   within 3 hexes of 3633

Paeonia LC (1)



2 Media SK    within 3 hexes of 3633

Ptolemy’s group



8 Sitacenia SK 2616, 2818, 2919, -20, 1821, 1922, 2123, 2324

on any level 4 green hexes



1 Royal Grd HC   within 3 hexes of 3633

Ptolemy, Sitalces (MCC)



1 Media archer LC (D)   within 3 hexes of 3633

3 Thracia LP



1 Catapult (PH)                                         2723L

Crete SK





Alexander’s group



5 wall markers (use Abatis)           2524L-2922L         

on any level 3 brown hexes not south of 29XXS



   Central Camp hex (use Turn marker)   3633L

Alexander, Nicanor (MCC), Attalus (MCC)



Ariobarzanes (use Spithridates) (OC)      3633L

3 Hypaspists (HI) 



Aristomedes                                             2723L

1 Macedon PH *



Reomithres within 3 hexes of 3633. Must DR to activate in 1. turn

2 Agrianes LI



Mithridates  within 3 hexes of 3633. Must DR to activate in 1. turn

1 Macedon SK



Pharnaces  within 3 hexes of 3633. Must DR to activate in 1. turn

Companion HC: Agema, 2, 3 



   






   * or use 2 light armed phalangites (use Iberia MI -SPQR) J missile cap.

Army size: 178 Inf, 8 Cav                                       Army size: 94 Inf, 17 Cav


Persians:  185 TQ  army rout 35% = 65 RPs 

Macedons:  156 TQ  army rout 40% = 65 RPs  



-Special Rules:          -Persians win if they are unrouted by the end of 10th (tenth) turn. 


-Gorge: movement up/down from level 1 to 3 (white/light green; yellow/light brown) is prohibited west of the Persian Gates pass 2626, 3023. (No movement is allowed up/down slope from 3023-2311 and 2626-1024). Movement UP from level 1 to level 3 (east of the pass) is +2 MP, 2 Cohesion Hits; Movement DOWN 2 levels is +1 MP, 1 Cohesion Hit for LI/LP, MI, SK and 2 Cohesion Hits for HI, PH. 


-Cav may move 2 elevations up/down at once. Up/down 2 levels: +3 MP, 3 Cohesion Hits.  


-Wall: Only Inf may attack wall; Cav may not attack it or cross it until the wall is breached. Persian units defending on wall hex have their TQ increased by one if attacked frontally from the gorge, also when attacked –3L columns on SCRT and they receive 1 Cohesion Hit less. When first Macedonian Inf unit advances on the wall it gets 2 additional Cohesion Hits and mark that wall hex as Breached. Inf unit cost +1 MP and 1 Cohesion Hit to cross the Breached wall, and Cav +2 MP and 2 Cohesion Hits to cross the Breached wall. Persian units on wall hexes may use The Everyone’s a Slinger Rule. 


-When first Macedonian unit advances on the wall (and breaches it), all Persian units within 10 hexes of all wall hexes have to DR TQ Check. When first Macedon unit enters central Camp hex 3633L, all Persian units within 8 hexes of 3633L have to DR TQ Check. 


-Persian Catapult, missile armed units on wall and SK units on the defile (green toward white and light brown toward yellow hexes) have the possibility to automatically fire missiles 2 times during each enemy activation phase within defile pass (white and yellow hexes west of wall) (activation of Alexander does not trigger automatic Persian missile fire), and 2 times per turn during any Persian activation.   


-Macedonians may use instead of a PH two Light-armed phalangites MI with Javelin missile capability.


-Retreat edges: Persians 4228L-4224S. Macedonians: Craterus’ group XX11L level 1 hexes; Ptolemy’s group 4212L-4221L; Alexander’s group 2533S-4333S.

-Elevations: 1 white & yellow; 3 light green & light brown, 4 green & brown, 5 dark brown, 6 heavy dark brown. Defile is crossable eastern of the pass (2626 & 3023), and uncrossable to the west of the pass.                                                                                  by Aleksandar Pesic, VIII 2001.
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GAUGAMELA,  331 BC 


ALEXANDER’S CONQUESTS

Map:
Use Gaugamela with extension map. 


		PERSIAN

		MACEDONIAN



		DARIUS III,OC                                                          3729

		ALEXANDER III, OC (wing)                                      1630



		Bessus, (wing)                                                       3504E*

		Parmenion, (wing)                                                     1612



		Mazeus, (wing)                                                          3706

		Craterus, (PH commander)                                       1615



		Bupares                                                                     3736

		Macedonian Army



		Atropates                                                                   3717

		Craterus PH, Simmias PH, Polyperchon PH,



		Phrataphernes                                                           3713

		Meleager PH, Perdicas PH, Coenus PH              1614-25



		Barsaentes                                                                3742

		Greek ally HO 1-4      1315-16,1318-19,1321-22,1324-25



		Persian Army

		Hypaspists: 1, 2, Agema                                      1626-28



		Royal Tent    (a)                                                         3729 

		Agrianian Javelinists * LI 1-2                            1728,1730



		Royal Bodyguard CH                                                 3729

		Macedonian Archers SK 1-2                            1632,1134



		Immortals MI 1,2                                               3728,3730

		Illyirian Javelinists SK                                                1710



		Kinsmen HC 1,2                                               3727,3731

		Cretan Archers SK                                                    1712



		Greek Merc HO 1,2                                          3726,3732

		Companion HC Agema                                             1630



		Persian CH 1-3                                                3411-3413

		Companion HC 1-4                         1629,1631,1529,1530



		                   4-6                                                 3426-3428

		Thessalian Elite HC                                                   1612



		                   7-12                                             3441-3402E

		Thessalian HC 1-5                                 1611-13,1511-13



		Elephants 1-3                                                   3429-3431

		Prodromoi LN 2-3                                            1433, 1333



		Bac.HC1-14(b) 3701E-3706E,3801E-3806E3403E,3502E

		Macedonian LN                                                         1532



		Scythian LC 14-19                3404E-3406E,3503E-3505E

		Asian Merc. LC                                                          1610



		Scythian HC 1,2                                           3407E,3506E

		Thracian LC 2                                                            1509



		Dahae LC 1,2                                                 3700E,3844

		Greek Allied LC 3-4                                          1409,1308



		Arachosian LC 1-4                                           3740-3743

		Paeonian LC 2                                                           1234



		Persian SK 1,2                                                 3739,3839

		Thracian LP 1-7          1510,1410,1220-21,1119-21,1314



		Susian SK 1,2                                                  3738,3838

		Mercenary LP 1-7                           1531-1133,1431,1326



		Persian HC 1,2                                                 3737,3837

		Baggage Train                                                           1120



		Susian HC 1,2                                                  3736,3836

		



		Cadusian LN 1,2                                               3735,3835

		



		Indian LN 1,2                                                    3723,3823

		Macedonian Contingent Commanders



		Carian LN 1,2                                                   3722,3822

		   Right wing:



		Mardian SK 1,2                                                 3720,3721

		Philotas: Companions



		Sacesinian LN 1,2                                            3719,3819

		Nicanor: Hypaspists



		Albanian LN 1,2                                                3718,3818

		Attalus: Agrianians LI



		Hyrcanian LN 1,2                                              3717,3817

		Cleander: Mercenary Peltasts



		Tapurian LN 1,2                                                3716,3816

		Ariston: right wing LC/LN



		Sacian LC 1-4                                                  3712-3715

		Balacrus: Skirmishers



		Parthian LC 1-4                                                3708-3711

		



		Median HC 1-4                               3706,3707,3806,3807

		   Left wing:



		Mesopotamian LC 1,2                                      3705,3805

		Erigyius: left wing LC



		Syrian LC 1,2                                                    3704,3804

		Sitalces: Thracian Peltasts



		Cappadocian LC 1,2                                         3410,3510

		Phillip: Thessalian HC



		Armenian LC 1-4                            3408,3409,3508,3509

		



		Asian Levy LI 1-14                    4003-4009,4002E-4008E

		* treat Agrianians as 3-6-6j LI



		Anatolian Levy LI 1-6    3724,3725,3733,3734,3825,3834

		



		Arab SK 1-4 &

		



		Indian LI archers 1,2 &

		



		Indian LI javelinists 1,2                                     4011-4018

		



		Uxian SK 1-5 &

		



		Carian LI 1-3                                        4020-23 ; 4119-22

		



		Babylonian LI 1-8                                 4032-35 ; 4131-34

		



		Sitacenian SK 1-8                                            4037-4044

		



		Persian LI 1-10 & MI 1,2                                 4025-4030;

		



		  (Marathon scenario, WE) (c)                         4124-4129

		





                 Army size: 74.000 Inf. 35.000 Cav.


          Army size: 38.000 Inf. 7.000 Cav.


		TQ= 692 Army rout ratio = 33%

		TQ= 369 Army rout ratio = 40%



		ARMY ROUT LEVEL:  230 TQ points

		ARMY ROUT LEVEL:  150 TQ points





GAUGAMELA - Special rules:


New counters: One more (fourth) Greek HI/HO, 2 more Mercenary LP (7 altogether) and 1 more Thracian LP (7 Thracian LP altogether).


Treat Agrianians as 3-6-6j LI.


Macedonian Special Rules:


Baggage Train: -Baggage Train may move 2 hexes in any direction. It may move through friendly units, and vice versa but with 1 cohesion hit to the combat unit. If a Persian unit can move into that hex and stack with the Baggage Train, it is removed, Persian unit gets 1 cohesion hit, and Macedonian Army suffers 30 Rout Points.

-MCCs: The cost to activate an MCC is one less then the number of units in that MCC’s control, to a maximum of 3 and minimum of 1. MCCs may also be used for less units at the appropriate cost (2 Comp. HC=1 order). However, if at least one third (1/3) of MCC’s units is eliminated, the MCC is to be removed immediately. MCCs may issue all kinds of individual orders for their units including removal of 2 cohesion hits (they can not issue Rally orders only).  In Gaugamela it is recommended to use 6 or 7 MCCs. 


-Craterus Phalanx Commander: Craterus may move all Phalanxes at once if all PHs are adjacent to each other, without regard to Craterus' command range, if Craterus is stacked with any Phalanx. This is treated as a special Contingent Command (it takes Craterus’ only 3 orders to move all 6 PH). Craterus may, using all 5 his orders, move all (6) PHs and (3) Hypaspists at once, if they started adjacent to each other.

-Important Special Rule: During the first turn no Macedonian units may move any hex NW or NE (any hex to the left from setup position). They must either move to the right, or stay in place.


-Persian victory always supersedes Macedonian victory. Elimination of Alexander or Darius means immediate defeat for their armies.

Leaders Replacements: All leaders, other than the OC or MCC, may be replaced when killed/eliminated. This is done by having the OC issue an order to replace a fallen subordinate with the same leader counter but with a -1 reduction to all his ratings (except Line Command capabilities). Place a replacement leader anywhere within 5 hexes from the place he is killed/eliminated. The replacement leader is considered “Finished” for that turn. MCCs may not be used in a personal combat. Eliminated MCC counts 2 times number of units it can command. Leaders in shock : If the first DR=0 then roll again. If second DR 0-5 nothing happens; If DR 6-9, then consult leader casualty table. There are no cav wedges any more. To have any System Superiority (except against SK) Cavalry must move at least one hex and have a Pre Shock TQ Check. Thus, it is not possible to have System Superiority against HC. Cat HC pay 2MP to change facing one vertex, and when moving and attacking they have one column adjustment to the right (1R). When defending frontally there is one column to the left (1L). All missile fire at Cat HC has +1DRM. All SK may fire twice. During OW SK may fire once at 2 hex range with +1DR. Agrianes: Treat Agrianes as Roman Velites LI with a size of 3. They also have all possibilities of SK, but fire missiles once. Cavalry Pursuit : Macedonian can add or deduct activated leader's charisma rating to cavalry pursuit DR. Persian cavalry has -1 DRM for every continuos, successive pursuit DR with the same unit. 


Persians special rules:


- *E: extension, little map.


- (a) Royal Tent hex represents Darius' HQ tent, royal and war insignias, sacred "Eternal Fire", etc. It cannot be moved. Use "Turn marker" to represent Royal Tent hex. Darius can move within his command range (8 hexes) from the Royal Tent. If he moves further, Persians will suffer 5 Rout Points damage every turn, during Rout Phase, when he is not within 8 hexes. Combat units may freely stack with the Royal Tent. Darius' Royal Bodyguard Chariots count 7 RP, as printed, if eliminated. If Macedonian unit can move and stack with the Royal Tent, it is removed and 50 RP damage is given to the Persians. In addition, at the end of the current phase of the Macedonian activated leader, all Persian units within 8 hexes (of a captured Royal Tent) will have to DR for a Moral Check. Note that if the Royal Tent is eliminated, and Darius is in play, Persians will receive 5 Rout Points damage every Rout Phase, since Darius is unable to be within 8 hexes from it.


- (b) Use 5 Bactrian HC with TQ of 6 in place of 5 HC with TQ of 7. So use Bactrian HC 1-14; 15-20 are not needed any more.


- (c) Use 10 LI and 2 MI Persians from the War Elephant module for Marathon scenario. (2 Sacaen MI, 4 Ethiopian LI, 2 Babylonian LI, 2 Indian LI, 1 Egyptian LI, 1 Hyrcanian LI). 


- Darius’ Escape: Whenever a Macedonian unit moves adjacent to Darius, the Persian player DR and compare it to Darius’ Initiative Rating. If DR <= 3, the game proceeds normally. If DR >3, Darius flee, must move MA=5 toward the Rout Edge. 


- If Darius flees from map (8.46 rule) 50 RP damage; if eliminated, Macedonians win.


Free Set Up Scenario


The Persian player sets up his units first followed by the Macedonian player.


Persian Set Up: anywhere 3400-4200 hexrows.


Macedonian Set Up: anywhere 1700-1000 hexrows. 
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GRANICUS,  334 BC


ALEXANDER’S CONQUESTS


Map: Granicus


		MACEDONIANS

		PERSIANS



		Alexander III (OC)                                  3410

		Memnon                                                 2308



		Parmenion (WC)                                    3432

		Arsites                                                    2317



		Craterus                                                 3418

		Arsames                                                 2312



		MCCs: Nicanor, Attalus, Sitalces, Philip,

		Spithridates                                            2422



		            Philotas

		Rheomithres                                          2236



		

		Omares                                                  1623



		6 PH (1-6)                                     3428-3417

		Mithridates                                             2326



		

		Pharnaces                                              2331



		Agema Hypaspists HI                            3414

		



		2 Hypaspists HI                            3415-3416

		5 Greek Mercenary HI/HO            1619-1628



		

		2 Greek Mercenary LP                 1618, 1629



		6 Thracian LP                               3231-3236

		



		

		6 Anatolian Levy LI            1615-17, 1630-32 



		Agema Companion HC                          3410

		



		4 Companion HC                    3407-09, 3411 

		5 Bactrian CAT HC (1-5)   2329-31, 2232-33



		

		



		Thessalian Elite HC                               3432

		5 Median LC                           2234-37, 2337



		4 Thessalian HC                           3433-3436

		



		

		5 Paphlagonian LC            2315-17, 2418-19



		Paeonian LC 1                                       3412

		



		Prodromoi LN 1                                     3413

		5 Scythian LC (1-5 yellow)                2324-28



		Thracian LC 1                                        3429

		



		2 Greek Allied LC (1-2)                 3430-3431

		5 Hyrcanian LC                       2420-23, 2323



		

		



		2 Agrianians LI                             3207- 3208

		5 Arsames LC                                   2310-14



		Macedonian SK                                     3210

		



		Cretan SK                                              3209

		5 Memnon LC                                   2305-09





Army size: 117 Inf, 51 Cav                                 Army size: 90 Inf, 140 Cav


		Macedons: 259 TQ army rout 40-%=100 RP

		Persians: 296 TQ army rout 33% = 100 RPs





-Special Rules:


-Game begins with the Macedonian order phases, skip the Persian first turn. However, the Persians still may use automatic line commands in their first turn (after the Macedonian initial turn). 

-Craterus Phalanx Commander: Craterus may move all Phalanxes at once if all PHs are adjacent to each other, without regard to Craterus' command range, if Craterus is stacked with any Phalanx. This is treated as a special Contingent Command (it takes Craterus’ only 3 orders to move all 6 PH). Craterus may, using all 5 his orders, move all (6) PHs and (3) Hypaspists at once, if they started adjacent to each other.
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ISSUS,  333 BC


ALEXANDER’S CONQUESTS

Map: Issus


		PERSIANS

		MACEDONIANS



		Darius III (OC)                                2810

		Alexander III (OC)                                 4313



		Nabarzanes (Wing)                        1715

		Parmenion (Wing)                                 2123



		Thymondas                                    3012

		Craterus                                                3317



		Aristomedes                                   4104

		     MCCs:



		Reomithres                                     5116

		Philotas Companion HC



		

		Nicanor Hypaspists HI



		Darius' Bodyguard Chariots             2810

		Attalus Agrianian LI 



		Immortals MI 1-3                     2909-3108

		Sitalces Thracian LP



		Royal Guards HC 1-3              2511-2710

		Philip Thessalian HC



		Greek Mercenary HO 1-4        2614-3310

		Protomachus RW LN/LC



		Cardaces LP 1-10                   2016/2115

		



		      2415/2514,   2215/2315,   3309/3409 

		Amyntas PH                   2322/2422



		      3508/3608,   3708/3808,   3806/3807

		Ptolemy PH                    2621/2720



		      3905/4005,   4104/4204,   4304/4405

		Meleager PH                  2919/3019



		Bactrian CAT HC 6-10  1417-18, 1516-17, 1617 

		Craterus PH                   3218/3317



		Paphlagonian LC 1-5    1212-13, 1311-12, 1412 

		Perdiccas PH                 3516/3616



		Persian LC 1-5              1715-16, 1815-16, 1916

		Coenus PH                     3815/3914



		Median LC 1-5              1314-15, 1414-15, 1514

		Greek Allies HO 1-3       2921-3419



		Hyrcanian LC 1-5          1613-14, 1712-13, 1813 

		Hypaspists:  Agema 4213;  1-2: 4014, 4113



		Anatolian Levies LI 1-4    and

		Macedonian SK   4212



		Asian Levies LI 1-14              2011-3702

		Cretan SK            2421



		Anatolian Levies LI 5-6          1911, 3802

		Agrianian LI 1-2   4311, 4716



		Babylonian LI 1-8            5115-5118, 5215-5218

		Companion HC:  Agema  4313; 



		Syrian SK 1-4  and  Susian SK 1-4  and

		                           1-4:     4413, 4513, 4614, 4312



		Arabian SK 1-3  and  Rhodian SK 1-3

		Prodromoi LN 1            4514



		                              2014-2412, 2416-3112, 3014

		Paeonian LC 2             4414



		Sitacenian SK 1-6                  3208-3705

		Thracian LC 1               4717



		Median SK 1-2  and  Persian SK 1-2

		Greek Allied LC 1-2      1825, 1924



		                                      4807, 4808, 4908, 5008

		Thessalian HC 1-5        2024, 2123-24, 2223-24



		

		Thracian LP 1-6            3117, 3018, 



		

		                                      2819, 2719, 2520, 2222



		

		Mercen LP 1-5     3913, 3714, 3615, 3416, 3316





Army size: 319 Inf, 110 Cav, 6 CH                          Army size: 172 Inf, 54 Cav


		Persia:  451 TQ army rout 33% = 150 RPs             

		Macedon:  313 TQ army rout 40% = 125 RPs





SPECIAL RULES:


-Abatis: the Persians may place 8 abatis (wooden barriers) counters under any infantry unit that is adjacent to a river hex. Any foot (unmounted) Persian unit on top of an abatis marker has its TQ increased by one for all combat resolution purposes. A double-sized unit requires abatis marker under both sides of the counter in order for the abatis to have any effect. Entering a hex with an abatis marker adds one Cohesion hit, but, as soon as any enemy unit enters such a hex, remove the abatis.


-Elimination of Darius' Bodyguard Chariots unit counts 20 Rout Pts. It cannot be moved until at least one Macedonian unit is on the Persian side of the river.


-Darius’ Escape: Whenever a Macedonian unit moves adjacent to Darius, the Persian player DR and compare it to Darius’ Initiative Rating. If DR <= 3, the game proceeds normally. If DR >3, Darius flee, must move MA=5 toward the Rout Edge. 


-Cardaces LP are assumed to have Archer missile capability – two fires per time. 


-If the Persian Army is not routed by the conclusion of game turn 6, the Persians automatically win (dark falls).

revised by Aleksandar Pesic
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Naval Battle at TYRE,  332 BC


ALEXANDER’S  CONQUESTS


Designed by Aleksandar Pesic


-Map: “Land”. Isles “D” do not exist. 10XX map edge is the North. Eastern edge is land/coast. “A” land is the part of the Tyre island. Southern edge and “D” land is the completed mole. Tyrian “Sidonian” harbor is off map 4028-4828. 


-Ship Scale:  1 counter = 1 galley.


-Deployment


Macedonians & allies: Red ships



15 Cataphracted Triremes, ID 1-5, 37-46 (C3-M2), (C2-M2)



11 Quinquiremes, ID 1-3, 11-16, 30-31 (E C3-M4), (C2-M4), (C1-M4)  


-Squadron Commanders: Alexander (Calicatrides) (Admiral, red), Mindares (red), Nicanor (white), Aristodemus (white).


Tyrians: Green ships


7 Cataphracted Triremes, ID 30-36 (C4-M3)



3 Quadriremes, ID 20-22 (C4-M4)



3 Quinquiremes, ID 1-3 (E C3-M4)



-Squadron Commanders: Hamilcar (Admiral), Himilco, Barbax.


Macedonian & allied deployment


-Nicanor


-4 Cat Triremes (37-40): 4005-4004, 3905-3904, 3505-3504, 3405-3404.


-3 Quinquiremes (13, 30, 14): 3805-3804, 3705-3704, 3605-3604.


-Aristodemus


-6 Cat Triremes (41-46): 2312-2212, 2412-2311, 2411-2310, 2608-2507, 2707-2607, 2706-2606.


-3 Quinquiremes (15, 31, 16): 2510-2410, 2509-2409, 2609-2508.


-Alexander (Calicatrides), Mindares


-5 Cat Triremes (1-5)


-5 Quinquiremes (1-3, 11-12)       



enter through 2628, 2727, 2828 hexes in 2 groups of 5 ships (one group per turn).


Tyrians


-deploy ships in 3 columns:


I   Hamilcar (3715) 3514-3615  -  4318-4419.


II  Himilco   (3914) 3713-3814  -  4316-4417.


III Barbax    (3717) 3516-3617  -  4119-4220.


Special rules: 


-In the first turn Tyrians have the Initiative.


-Surprise: Both Nicanor and Aristodemus must DR <=  4 (10 DR) to activate. If not activated then all their galleys are considered as Individual Squadrons. Each of them must DR once each turn until activates. When first time activated, place each of these 2 Macedonian Squadron Commanders on back-reduced side. 


-Alexander and his group enter the game on DR 11 (after each turn add 1 to DR)(use 10 sided die). 


-Tyrian and Macedonian Quinquiremes marked with “E” have (missile) engines. 


Victory


Tyrians win by sinking as much Macedonian ships and escaping with their ships back to Tyre (4208-4228).


-Tyrians win when they have 50 VP, and return to port with 8 or more ships.


-Macedonians win when they have 40 VP, and Tyrians less then 50 VP. 


-If neither of the above happens, a minor, indecisive victory goes to the side which is closest to victory fulfillment
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SAGALASSUS,  Winter 334 BC

ALEXANDER’S  CONQUESTS


Map: Metaurus (SPQR), ½ map (fold on XX22).   10XX is North; 42XX is South.


		MACEDONIANS

		PISIDIANS



		Alexander (OC)                                      3830

		Syrmus (OC)                                          2833



		Craterus (MCC ability for LP)                 3836

		Arrhibaeus                                              2826



		MCC’s: Nicanor, Attalus, Sitalces

		Clitus                                                      2840



		

		



		3 Macedon PH                               3831-3836

		Tribal LI  1-10             2924-2942 even hexes



		3 Hypaspists HI                             3828-3830

		Tribal MI  1-6              2828-2838 even hexes



		6 Thracian LP             3837-3839, 3937-3939

		Tribal LI  11-12           2824-2826 even hexes



		2 Agrianian LI                               3724, 3726

		Tribal LI  13-14           2840-2842 even hexes



		Macedon, Cretan SK                    3824, 3826

		Tribal LI  15-25           2722-2742 even hexes



		2 Mercenary SK                            3737, 3740

		



		

		





Army size: 89 Inf                                                 Army size: 155 Inf     


		Macedons: 113 TQ  army rout 50% = 55 RPs

		Pisidians: 155 TQ  army rout 35% = 55 RPs





-Special Rules:

-Rolling rocks: Pisidian unit may attack from above downhill with rocks. 3 hexes range; DR 0-1 = 1 Cohesion Hit.


-Pisidians win if they are unrouted by the end of game turn 10.


-Terrain:


-Streams: +0 MP’s to cross; PH and HI must DR upon crossing, if DR=> TQ get 1 cohesion hit. All other Inf – no effect.


-Rocky terrain: PH and HI get 1 cohesion hit. All other Inf – no effect.


Aleksandar Pesic, 1998
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ISTER River, Summer 335 BC

ALEXANDER’S CONQUESTS


Map: Lutetia  JC-CoG. The Sequana river is the Ister river. Swamp hexes represent very high grass; no additional Cohesion Hits for moving through. 


North is XX27/28 edge.             

		GETAE

		MACEDONIANS



		Clitus (OC)

		Alexander



		Glaucias

		Philotas (MCC)



		Catanes

		Nicanor (MCC)



		

		Attalus (MCC)



		4 Tribali MI

		



		10 Tribali LI

		Hypaspists: Agema, 1



		

		Perdiccas Macedon PH



		9 Scythia LC (6-14)

		2 Agrianes



		

		Crete SK



		Deploy first

		Macedon SK



		Clitus + 1 LC (14)                    on any XX08 hex

		



		Glaucias + 7 Inf           within 1 hex of any XX08            

		Companion HC: Agema, 1, 2



		Catanes +7 Inf             within 1 hex of any XX08

		Prodromoi LN (2)



		4 LC                            within 1 hex of any XX08          

		Paeonia LC (1)



		4 LC                            within 1 hex of any XX08

		



		

		Deploy second 



		

		all units & leaders in the high grass hexes





Army size: 70 Inf, 41 Cav                                       Army size: 31 Inf, 16 Cav


		Getae  118 TQ  army rout 30% = 35 RPs

		Macedons  83 TQ  army rout 40% = 35 RPs





-Special Rules:

-Game starts with the Alexander’s Elite Initiative.


-During the whole 1st turn of the scenario all Getae units have +1 DRM to all TQ Checks. 


-Retreat edges: Getae North map edge (XX27/28), Macedons South/West map edge (6004-6013). 


By Aleksandar Pesic, VII 2001.
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PELIUM,  335 BC


ALEXANDER’S CONQUESTS


Map: Pelium. 

		MACEDONIANS

		ILLYRIANS



		Alexander                                               4212

		-in any Pelium town hex; no stacking allowed 



		Nicanor (MCC), Attalus (MCC)

		Clitus is the only leader who may give orders to



		PH Coenus                                       4210-11

		Tribal LI 1-5 



		PH Perdiccas                                    4212-13

		Clitus OC  may command only to Tribal LI 1-5



		Hypaspists Agema HI                            3808

		5 Tribal LI (1-5)



		2 Hypaspists HI                            4009, 4109

		



		Companion HC Agema                          4117

		-any Level 2 or higher hex



		Companion HC 1                                   4215

		no more than 9 Tribal combat units and one leader



		Paeonian LC 1                                       3918

		may be set up within 15 hexes of the ford



		2 Agrianian LI                               3805, 3905

		Glaucias OC



		Cretan SK                                              4105

		Arrhibaeus



		Macedonian SK                                     4205

		Syrmus



		-at the conclusion of the 2nd game turn , place 4 Oxy-

		6 Tribal MI



		beles on any hex south of the Apsos river.

		20 Tribal LI (6-25)





Army size: 47 Inf, 11 Cav                                   Army size: 155 Inf 


		Macedons: 90 TQ army rout 35% = 30 RPs

		Illyrians:  155 TQ army rout 50% = 80 RPs 

		

		





-The Apsos river can be traversed only at the ford, 3718/3619: -it cost +3 MP, -units receive 2 cohesion hits, -PH must cross in column, and it takes all of its movement allowance to have one half of the unit cross the ford. This leaves the column astride the ford hexside. The next turn, the entire unit would be out of the river in column formation with two cohesion hits for fording. All missile hits taken while a PH is astride the river are doubled. If PH is routed while astride the river, it is eliminated. -Illyrians may not cross the river.


-Pelium: Units may enter/leave the town only at the gates. They may not move through a gate into an enemy ZoC. There is no cost for a unit to exit a Pelium hex, but a unit expends all of its movement to enter a Pelium hex. Units may not stack in a Pelium hex. A unit in Pelium may not be shock attacked or fired at. 


-Road Movement: Units in Column pay only ½ MP to enter a Road hex from another Road hex.


-Retreat edges: -Macedonians via the ford. -Illyrians (Tribal LI 1-5) Pelium. -All other Tribals North map edge.


-The Illyrians win if they are unrouted by the end of game turn 10. -Macedonians win by routing the Illyrians, or if they retreat 50 TQ points of combat units, plus Alexander, to the South side of the Apsos River by game turn 10.


PELIUM II,  335 BC


ALEXANDER’S CONQUESTS


Map: Pelium.  Pelium II is a Night Attack scenario.

		MACEDONIANS

		ILLYRIANS



		all Macedonian units begin on the map, north of

		all Illyrian units are placed on the map with any facing



		Apsos river and within 7 hexes of hex 3718

		-in any Pelium town hex; no stacking allowed 



		Alexander

		Clitus is the only leader who may give orders to



		Nicanor (MCC), Attalus (MCC)

		Tribal LI 1-5 



		PH: Coenus and Perdiccas

		Clitus OC   may command only to Tribal LI 1-5



		Hypaspists: Agema, 1 and 2

		5 Tribal LI (1-5)



		Companion cavalry: Agema, 1, 2, 3, 4

		-any Level 1 hex within 4 hexes of the city



		Agrianian LI: 1 and 2

		Glaucias OC, Arrhibaeus, Syrmus



		Cretan SK: 1

		6 Tribal MI



		Macedonian SK: 1

		20 Tribal LI (6-25)





Army size: 47 Inf, 19 Cav                                   Army size: 155 Inf 


		Macedons: 108 TQ army rout 35% = 40 RPs

		Illyrians:  155 TQ army rout 50% = 80 RPs 





-Night and Surprise: The Illyrian units are encamped in the open and Alexander’s night attack caught them by surprise. –No Illyrian unit may move, shock or fire until at least one Tribal unit is attacked, shock or missile, or until the third turn. Once this happens, the activation sequence returns to the lowest-rated Tribal leader(s). –After the initial Macedonian attack takes place, or at the start of 3rd turn, each Tribal leader must DR <= IR to activate. Failure is an automatic “Finished”. Once activated, a leader does not have to roll again. –Tribal leaders may not attempt Momentum. –All missile fires are at maximum one hex range, with +1 DRM.  


-The Illyrians win if they are unrouted by the end of game turn 10.
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LYGINUS,  335 BC


ALEXANDER’S CONQUESTS


Map: The Lyginus. North is 36XX hexrow. No unit may cross the Lyginus river.


		TRIBALLIANS

		MACEDONIANS



		Syrmus OC                                            4416

		Alexander OC                                        5611



		Glaucias                                                 4702

		Philotas                                                  5622



		Arrhibaeus                                             4322

		Nicanor (MCC)



		Clitus                                                      4406

		Attalus (MCC)



		

		Antiochus (MCC)



		6 Tribal MI       4512, -18, 4414, -15, -16, -17

		



		

		6 Phalanxes                                      5610-21



		25 Tribal LI               4700, -02, -04, -11, -12,

		Hypaspists Agema                                 5607



		    4605, -06, -09, -10, -14, -16, -18, -19, -21, 

		2 Hypaspists                                     5608-09



		                                                  -23, -24, -26, 

		Companion Agema                                5605



		                                        4404, -05, -07, -08, 

		2 Companion HC                              5623-24



		                                        4321, -22, -24, -25

		Thracian LC 1                                        5622



		

		Macedonian LC                                     5606



		

		2 Agrianians LI                                5307, -10



		

		Cretan SK                                              5316



		

		Macedonian SK                                     5313



		

		2 Mercenary SK                              5319, -22





Army size: 155 Inf                                              Army size: 119 Inf, 17 Cav


		Triballi: 155 TQ  army rout 50% = 80 RPs

		Macedon: 162 TQ  army rout 40% = 65 RPs





-Special Rules:

-Barbarian Impetuosity


Whenever a tribal Inf unit suffers a Cohesion Hit from enemy Missile Fire during an enemy Order Phase, it undergoes a TQ Check.



-If the DR is same as or lower, nothing happens



-If the DR is higher than the TQ, place an “Impetuosity/Must Attack” marker on top of that unit.


The above does not apply to any tribal unit that is: 




-already in an enemy ZoC, and


-is stacked with or adjacent to a tribal leader, or


-is fired on through its rear hexsides


At the start of the very next Triballian Leader Activation – even if it is the next turn – all units with Impetuosity markers are moved in as straight a line as possible to engage the nearest enemy Missile-armed unit in shock. This movement is not part of the activated leader’s Order Phase, but in addition to it. They must endeavor to shock attack that enemy unit before they may withdraw. After all Impetuous Triballians have moved, the Leader activation continues normally. All shock is still resolved in its normal sequence. 


When a unit with an Impetuosity marker engages in Shock, remove the marker.


-Victory conditions:



-The Macedonians win if they can rout the Triballian army by game turn 7.



-The Triballians win if they avoid withdrawing before the seventh game turn.    



