

WARS OF PRINCES ANCIENTSPRIVATE 

Generals:

To determine the quality of the generals for a given battle or at the start of a campaign roll 1 d6 and see the chart below:



Army Type


Cautious

Bold

Rash
Spartan, Successor, Persian
 1 - 3

4 - 5
  6

Barbarians, Carthaginian

   1


2 - 3
4 - 6

All others




 1 - 2

3 - 4
5 - 6

Control:  The area of control is to simulate the commanders' effectiveness as well as his staff.  Roll 1 d6 per general and see the chart below:




   Regular


   Barbarian



    6 = 6"



6 = 5"




    5 = 5"



5 = 4"




3 & 4 = 4"


3 & 4 = 3"




    2 = 3"



2 = 2"




    1 = 2"



1 = 1"

Risk:  Any general attached to a unit taking casualties from missile fire or melee must roll 1 d6 and see the chart below:


 Missile fire

 Melee
  1
  killed


  1
  captured

2 - 3 incapacitated
2 - 3 incapacitated

4 - 6 no effect

4 - 5 no effect






  6
  killed

Incapacitated means losing control for 1 turn.  Any general over 5" from a friendly unit becomes a dispersed target for missile fire and any hits on the general must be tested on the above chart.  The term general refers to the army commander and all his sub-commanders.

Troop Types: 

Morale Grade


Type of Units

A
Elite

Spartan Hippis, Assyrian Quadru, Theban/Carthaginian Sacred Band, Parthian Noble Cavalry, Roman Praetorian Guard

B
Veterans

Spartan Hoplites, most Roman heavy infantry, Barbarian Nobles, Pharoes Chariot unit

C
Average

The bulk of regular trained troops

D
Raw


All paid Mercenaries, Elephants, most chariots, most Barbarians, newly raised regulars

E
Levy


All levy or subject allies, unpaid Mercenaries

Movement:
Troop Type



Normal
Charge
Rout/Pursuit

LI, LMI




4

+1

5

MI, LHI




3

+1

5

HI





2½

+1

5

Phalanx




2

+½

4

LC





8

+1

10

MC, Lch, Lcam


6

+1

8

HC, Hch, Mcam


5

+1

7

EHC, SHC, Ele, other cam
4

+1

6

Mtd Inf, Packhorse, Mule
4

Dismtd Cav



-1 from equivalent infantry move

Manhandled Lt Eng


2

Eng in draft



3

Wagon




3

Seigetower, Penthouse

1

Terrain Effects on Movement:
Type of Terrain


Troop Type


Effect

Woods




LI, LMI



NE







Char, Ele, Phal

NA







All others


½ Speed and Disorder

Hills




LI, LMI, LC


NE







Char




NA







All others


-1 and Disorder

Rough Ground



LI, LMI, LC


NE







Char



-1 and Disorder







All others


Disorder

River




LI, LC



May swim 1 across and 1 downstream per turn







All others


Must cross at a bridge, or by boat

Linear Obstacle


LI, LMI



NE







All others


-1 and Disorder

Effect of Formation on Movement:  Any turns or changes in direction except turning about in place can only be made at a cost of 1" per 45 degrees unless the unit is LI, LMI, Lcam, Lch, or Ele, then movement is measured from the stand having to move the farthest.  Any movement by Phalanx must be straight forward or the units involved are disordered.

Shooting:
Ranges

Handhurled




2

Mtd Archer, Slings


6

Foot Archer, Staffsling

8

Crossbow





12

Boltthrowing Engine


18

Catapult





6 - 16

Count each 4 Infantry, 3 Cavalry, 2 Chariot, or each Elephant as a firing unit.

Firing Factors:
Target

   Weapon Type          SHC  EHC  HC  MC  LC  HI  MI  LI  CH  EL

Handhurled/Slings

   1    2    3   4   2   2   3   2   2   2

Bows




   1    2    2   3   1   2   3   2   2   1

Engines



   2    2    2   1   1   2   2   1   1   2

Modifiers to firing factors:





Moving and firing:




Shooting Arcs:
Slings and archers > ½ range      -1



Char and El


 no deduction
LC, EL, CH           360o
Target dispersed                  -1



Eng, Xbow, Staffsling  no movement

LI, Lt Boltthrower   45o
Target protected                   ½ factor

All others


 -1" movement
All others           22½o
Shooter disordered                 ½ factor

Target Definitions:
Indirect fire                     -1



Dispersed - LI, LC, CH in open order, generals 5" from a friendly unit.

Dense target                      +1



Normal - Single line of any other troops.  Double line of lights.

Target shieldless                 +1



Dense - Any formation 2 ranks or more except lts.

Hand to hand:
Ranks permitted to fight:

Pike, Regular Infantry with long spear    2

All others                                1

Roman Manipular Legions count 2 ranks if both ranks are touching.

Weapon Factors:






Target







Cavalry

   SHC  HC  MC  LC  HI  MI  LI  EL  CH

Modifiers to Weapon Factors
Knightly Lance or Kontos




2   3   4   3   4   5   3   0   1

A & B





+1

Short Spear & Sword or Javelin


0   2   5   4   3   4   5   1   2

E






-1

Bow & Sword







0   1   2   3   1   2   4   1   1

Opponent Shieldless


+1







Infantry











Opponent Disordered


+2

Pike









1   2   3   0   2   3   1   1   2

Pike Armed 3 & 4 Rank


+1@

Long or short Spear





0   3   4   1   3   4   2   0   1

Barbarians 1st Charge of game
+1

Pilum, Angon, or Francisca



1   2   2   2   4   5   4   1   2

Charging





+1

Darts or Javelin & Sword




0   1   1   3   3   4   5   1   2

Opponent behind Obstacle

-2

Two Handed Sword, Axe, or Rhomphia


4   5   5   1   5   5   2   1   1

Regular General with unit

+1

Slinger, Archer or Artillerists w/sword
0   1   1   1   1   2   3   1   2

Barbarian General with unit
+2

Elephant








2   2   3   1   3   4   2   1   3

Enemy taken in flank/rear

+1

Chariot








3   4   5   1   3   5   2   1   1

Enemy uphill




-1

Procedure:  Add weapon factors and all modifiers to get the number to be thrown, <, on a 6 sided die.  If the total factors are greater than 6, 1 automatic kill is given and a second must be rolled for using the difference in the total factors and 6.  e.g., total factor of 8, gives 1 auto kill and a roll of 1 or 2 is needed for a second.  One die for each 4 infantry, 3 cavalry, each elephant or chariot.

Army Morale:
Procedure:  Each general must test army morale each turn after the first.  Add and/or subtract the modifiers to get a number; this is the number you must beat in order to pass.

Modifiers:  cautious general             +1          1st Failure:  All troops under that general, halt.

            rash general                 -1          2nd Failure:  All troops under that general, retire.  

            each 10% casualties          +1          3rd Failure:  All troops under that general, break.

            enemy has turned your flank  +1   NOTE:  If a general passes army morale after having broken his troops may attempt to rally on the "To Rally Routers"

            failed morale last turn      +1   column under morale.

Elephants:  For each hit on an elephant roll 1 die: 1 & 2 on elephant; 3, 4, or 5 on fighting crew; 6 on the driver.  Three hit in any one bound on the elephant will kill the beast.  If the driver is killed or the elephant fails a reaction test, roll one die for the direction in which the beast will run in the next bound.  If the driver is killed roll on every contact, otherwise roll just that instance.  Directions:  1, 45 off the left front corner; 2, 45 off the right front corner; 3, straight ahead; 4, 45 off the left rear corner; 5, 45 off the right rear corner; 6, straight back.  If the direction rolled is blocked by wood or a building, the elephant will go in the next open direction.  If the elephant goes berserk and the driver is still alive the player may choose to kill the beast at any time, otherwise roll for direction as above.



Causes of Disorder:


E class troops advancing



phalanx doing anything but moving straight ahead



any body of troops but LI, LC, or Roman manipuls crossing rough ground or minor linear obstacles



regular troops failing to stand to a charge



formed units interpenetrating, except Roman cohorts C class or better by the same



units caught in flank or rear



being burst through by El, or fighting a Ch (one bound only)



non-elephant army Cav w/in 4", or El army Cav w/in 2" of El 



any units except LI or LC in open order

Morale:
Procedure:
Add and subtract the modifiers to get a number, this is the number you need to beat to pass.

	PRIVATE 

REASON TO TEST
	
ADD
	
SUBTRACT
	
RESULT IF FAIL

	
First Opposition
	out of control                                       1

missile fire                                         1

enemy is cav, ch, El                                 2

non-pike vs pike                                     2

E class troops                                       3

D class troops, or El                                2

disordered                                           1
	A or B class troops   1

bold general          1
	1.  If controlled by a cautious general or no general; halt 3 bounds.

2.  Barbarians controlled by a bold or a rash general, or regular troops controlled by a rash general; advance 3 bounds.

3.  Others ; halt shaken 1 bound. 

NOTE:  If pass, act normally.

	
Shooting Casualties
	each hit this bound                                  1

E class troops                                       2

D class troops                                       1

out of control                                       1

shaken                                               2

disordered                                           3

unit a 50%                                           3
	A or B class troops   1

rash general          1
	1.  Halt, if advancing.

2.  Retire shaken, if halted.

3.  Break, if shaken.

	
To Charge Home
	each shooting hit last bound                         1

non-pike vs pike                                     2

disordered                                           3

unit at 50%                                          3

E class troops                                       4

D class troops                                       2

out of control                                       1
	A or B class troops   1 rash general with 

unit                  2

general with unit     1

taking enemy in the flank or rear         3
	Halt disordered.

	
To Stand to a Charge
	infantry in the open charged by SHC, EHC, CH, or EL  3

cavalry charged by CAM, or EL                        4

disordered                                           3

unit at 50%                                          3

infantry in open charged by other cav                2

shaken troops                                        2

E class troops                                       3

D class troops                                       1

charged in the flank or rear                         4
	A or B class troops   1

general with unit     1

enemy in works        3

enemy charging over disordering terrain   3
	1.  Regular troops become disordered.

2.  Barbarians and disordered troops break.

	
Hand to Hand
	more hits taken than given                           6

disordered                                           4

unit at 50%                                          4

shaken                                               3

E class troops                                       2

D class troops                                       1
	A or B class troops   1

rash general with 

unit                  1

charging              4
	BREAK!!

NOTE:  If you succeed:

    1.  Cav charging Cav or LI pass through 1".

    2.  Cav charging HI are repulsed unshaken.

    3.  For others the melee continues.

	
To Rally Routers
	A class troops                                       3

B class troops                                       4

C class troops                                       5

D class troops                                       6

E class troops                                       7

unit at 50%                                          6
	no current pursuit    2

general attempting to rally                 1
	Continue to rout!

NOTE:  If you succeed:  Halt 1 bound.

	
To Rally Pursuers
	cavalry                                              3

barbarian infantry                                   3

CH or EL                                             4

rash general                                         1

no general                                           1
	A or B class troops   1

cautious general      1
	Continue pursuit!

NOTE:  If you succeed:  Halt 1 bound.


