CATAPHRACT


4.0  Leaders

Leaders issue commands based upon initiative, with the lowest ranking leaders moving first.  In case of ties, roll die to determine which side moves first, alternating thereafter.  

Individual Commands:  A leader may issue a number of individual commands equal to his initiative to units within his command range.  Each unit receiving an individual command may take one of the following actions:

· Move and/or fire missiles

· Reorganize (-2 cohesion hits)

· Rally

· Replace Leader (issued by OC only)

Line Commands:  A leader may issue a number of line commands equal to his line command capability.  To issue a line command, the leader must be within range of at least one unit of the perspective line.  All units of the perspective line must be within twice the command range of the activated leader.  Units of the perspective line must be adjacent or one hex apart depending on unit type and scenario.  Intervening hexes may not be occupied by enemy units or friendly units not comprising the line.  

· Each line command enables units of the line to move and/or fire missiles only.  

Line Command Capability Table:

OC
Automatic

SC initially activated within range of OC
Must roll < OC's strategy rating.  Results apply for entire turn.

SC initially activated outside of range of OC
Must roll 0 only - any other DR results in leader being finished.

CC
Not Allowed

Leader and Combat:  Unless stacked with a combat unit leaders may not use OW until an enemy unit moves adjacent.  If unable or unwilling to use OW at this point, if adjacent to enemy infantry, leader is placed with nearest friendly unit.  If adjacent to enemy cavalry, leader is placed with nearest friendly unit on DR of 0-2 or is eliminated.  Leaders unable to be placed with nearest friendly unit due to enemy units or ZOC's are eliminated.
5.0  Leader Activation and Orders

Leader Movement:  Leaders may move under the following conditions:

· OC issues IO (2 orders in in ZOC)

· OC issues LC (leader must be stacked with unit of line)

· Issues IO to himself (2 orders in ZOC - possible by OC only)

· Issues IO to unit stacked with (must stay with unit)

· Issues LC (must end movement within command radius of one unit of line)

Leaders in ZOC may not issue orders but may allow units within command radius to engage in shock.  If still in ZOC after shock, automatically finished.     

Momentum:  OC's and SC's who roll their initiative or less are eligible may be activated a second and third time by rolling < their initiative.  If DR is 9, check "Dieroll of Doom".  

Trump:  May attempt to activate higher ranking leader by rolling < trumping leaders initiative.  If unsuccessful, trumping leader automatically finished. 

Trump Capability Table:

Leader Activation Phase
Momentum Phase

Active
Yes, to attempt to activate a leader with initiative rating higher then that of currently activated leader.
No

Inactive
Yes, provided active player trumps original leader, inactive player may attempt to "trump the trump" with leader whose initiative > trumping leader.
Yes, provided active player rolls successfully for momentum, inactive player may attempt to "trump the momentum" with leader whose initiative > trumping leader.

After each trump attempt, someone will always be finished - either leader trumped or leader trumping.  Each side may attempt only one trump per activation.  Units bypassed by higher ranking trumping leaders may not roll for momentum.

Elite Commander Initiative:  Elite commander may activate himself or one other leader within his command range as first action of each turn.  Such leaders then revert to their normal status, but later in turn may only roll for momentum once rather then twice.

6.0  Movement

Units which move (not advance/withdraw/fire without movement) more then once per turn suffer +1 cohesion hit for each orders phase in which they are moved beyond the first.  Units may also suffer cohesion hits for entering and/or changing facing in restricted terrain. 

Orderly Withdrawal:  If enemy unit enter/begins movement within 2 hexes of friendly unit not in ZOC and with higher MA, friendly unit may move difference between its MA and that of enemy unit. Friendly unit may ignore facing while withdrawing, changing it at the end of movement only. Orderly withdrawal into restricted terrain NA.  Cavalry units using OW may fire at range of 2 hexes (or more with LOS for C type missile units) prior to withdrawal.

Unit
Cohesion hits

Cavalry
Terrain only

Infantry
Terrain and additional +1 after moving.

Units approached from flank/rear
+1 prior to moving

Cavalry Line Withdrawal:  May withdraw entire line of cavalry when enemy approaches one unit. 

Column movement:  Pay 1 movement point at end of turn to enter column.  Movement allowance +1 for every turn thereafter, ignore terrain hits except those marked "COL".  Cannot attack, move through other units or use OW.  TQ -2, if attacked automatic AS and must enter line at end of combat with additional hit.

7.0  Facing

Units exert ZOC's through front hexes only.  A unit may leave an enemy ZOC only if it has greater MA then enemy unit and can enter unoccupied front hex.  Units in enemy ZOC's may never change facing, except to pivot one hexside when advancing after combat.

Reaction Facing:  A unit not in a ZOC may change its facing one vertex when an enemy unit moves adjacent to it.  Infantry must check TQ taking difference between DR as additional hits.  Cavalry do not take any hits when reaction facing.

"Shock - Check TQ":  Moving units marked with a * on the Superiority Table must be marked with a "Shock - Check TQ" the instant they move adjacent to an enemy unit.  Other moving units may be marked with a "Shock - Check TQ" marker at the end of their movement.  Non-moving units which to engage in shock are marked with a "Shock - No TQ" at the beginning of the Shock Phase.

8.0  Combat

Missile Volley:  A unit may missile fire out of its front or flank hexes only if it moved forward prior to firing.  Units out of ammunition may replenish provided they are not in an enemy ZOC or within range and sight of an enemy missile unit.

LOS: 

Higher Elevation
Always

Woods
Blocks unless lower then target and firer.

Units
Blocks unless closer to firer and firer is missile type B or C.

Retire Reaction Fire:  Units may fire when unrouted enemy unit OW's or leaves ZOC.     

Entry Reaction Fire:  Units may fire when enemy unit enters ZOC (including advance after combat).  In case of LC, all units must move before firing takes place.

Shock Combat:

I.
Shock Designation Segment:  Non-moving units marked with "Shock - No TQ" markers.
II.
The Charge:  TQ checks for moving units and their defenders.  If defender routs, attacker must advance and may change facing.  If attacker routs, defender stays in place.  If both rout, defender routs and retreats, attacker routs in place.

III.
Leader Casualty Check:  Roll once for each leader involved in combat - on roll of 0, leader becomes casualty.  Roll die again - if < leaders combat rating, leader wounded, otherwise killed.  Wounded leaders wounded again automatically killed.
IV.
Clash of Spears and Swords:  Determine CRT used to resolve combat.  If attacker is using position superiority, attacker must use that unit on "Clash of Spears and Swords Chart".  If unit attacked through vertex between facing, using facing favorable to defender.
V.
Hand to Hand Struggle:

1.  Determine Superiority

Position Superiority - Unit attacking enemy flank or rear automatically AS.

Shock Superiority - If neither side has position superiority, use "Shock Superiority Table" to determine superior weapons system, if any.

2.  Determine Size Differential Ratio - round up if attacker moving, otherwise round down.
3.  Resolve Attack:

4.  Mark Results:  AS x2 hits on defender, DS x3 hits on attacker.

VI.
The Collapse:  

1.  Retreat routed units.

2.  Units within 1 of routing and in ZOC check TQ.  If DR > TQ they rout, otherwise they recover 1 hit.

Advance after Combat:

At least one attacking units (unit used to determine superiority, if none then unit with highest TQ) must advance after combat, taking cohesion hits required by terrain and possible entry fire.  Units may not advance as a result of "The Charge" if in enemy ZOC.  If advancing as a result of "The Collapse", units may change facing one vertex after moving even if in enemy ZOC.  

If as a result of advancing a unit takes hits which cause it to rout, unit does not rout but has number of hits set at TQ -1.

9.0  Special Rules

Dismounted Cataphract:  Cataphract may convert to HI (and visa-versa) if > 4 hexes from nearest enemy unit and not within range and LOS of enemy missile unit.  This action takes all of units movement, at end of which facing may be changed.  May be issued as part of line command.

Army Discipline:  Units of undisciplined army have TQ +2 until army fails ferocity check.  Each time unit routed, most roll < SC's initiative rating, otherwise ferocity bonus lost.  After army fails ferocity check, units with hits > printed TQ immediately rout.

Uncontrolled Advance:  Occurs when non bow-armed units of undisciplined army moved as part of line command > 2 hexes towards enemy.  Units will continue to move towards enemy at beginning of each turn prior to activation.  Once each unit engages in melee, restriction for that unit is lifted.  Disciplined army may suffer uncontrolled advance able to roll <
activating leaders initiative.

Type C Missile Units:  Infantry may fire twice against same or different target until moved from initial hex.  For all type C units on DR of 0-1 target receives two hits.

Bow Armed Cavalry:  May ignore infantry ZOC to enter, missile fire, and move away on same movement segment.  May not end phase in ZOC - enemy missile units may fire entry/reaction fire as well.

10.0  Effects of Combat

When more then one units involved in shock, cohesion hits distributed evenly with odd number going to:

1. Unit used to determine superiority

2. Unit used to determine table on Shock CRT

3. Players choice

If all units in a given combat rout, determine difference between total number of hits (including hits attacker would take if occupying defenders hex) and TQ of attacker and defender.  Higher total routs.  If tied, defender routs and attacker occupies hex with TQ -1 from rout. 

Reorganization:  Unrouted units not adjacent to enemy, within range and LOS of enemy missile unit, and in clear terrain may recover 2 cohesion hits if given individual order to reorganize.  

Rout:  Units rout towards friendly map edge, using following priorities:

1. Vacant hex not in enemy ZOC

2. Friendly occupied hex not in ZOC

3. Friendly occupied hex in enemy ZOC

Routed units have TQ of 1.  Routed infantry automatically become missile no.  If they receive any additional hits from Shock or Missile Fire, they are eliminated.

Rally:  Routed units not adjacent to enemy,  within range and LOS of enemy missile unit, and in clear terrain may attempt rally through individual order.  Must roll < activated leader's charisma, otherwise eliminated.  Newly rallied units may change facing upon assuming good order, but may not move, fire, or reorganize until next turn.    

Army Withdrawal:  Army withdraws when rout points > route level.  Each unit worth its TQ in rout points, leaders worth 5 times their initiative rating.  
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