done in any friendly-controlled city, not just cities
with the recruiting symbol. Fleets may be recruited in
afriendly-controlled city with a Naval Base. A leader
may obtain more than one recruit per city, as long as
he spends 4 Action points per recruit. Each attempt
never involves more than a single unit, regardless of
the Fortress Level or number of recruitment symbols
printed in the city where the attempt occurs.

22.3 (b) “Adjacent land areas” means a land area
connected to the land area the leader occupies by a
solid colored line. This includes a Strait (blue line) IF
no enemy fleet units occupy a Naval Base in either
area connected by the Strait.

26.1 Only embarked infantry, cavalry, and leader
units may be used for naval combat. Elephants may
not.

26.2 All naval combat is simultaneous. Eliminated
fleets may still make an attack prior to their removal
from play. A land unit embarked on an climinated
flect is also eliminated.

27.1 (a) Aurition is checked the instant a force moves
along a Pass from one area to another.

{b) An attrition check occurs during sea move-
ment the instant a force enters a Sea Zone. Make one
altrition check per Sea Zone entered by a force during
its move.

(¢) IT (riendly units end a friendly player turn in
an area containing an encmy-controlled city, or no
city at all (regardless of control), make an attrition
check. Treat all friendly units in the area as a single
force; roll once for the entire force.

28.1 In order to perform a Blockade, a leader must
have under his control a number of land combat
UNITS (not factors) at least equal to the target city
Fortress Value. Ignore the number of enemy units
inside the city. IMPORTANT: Before a Blockade can
oceur, there can be NO enemy land combat units
located in the same area but outside the city.

28.4 If all land units in a city are eliminated, be sure
to remove all elephants, fleets, and leaders located in
the city and its Naval Base as well.

CHARTS AND TABLES

Diplomatic Tables

All Tables:

“Barbarian Unrest™ (Event #10 on Table A, #8 on B,
#9 on C):

Each player must remove one friendly land unit
{infantry or cavalry) from any ONE area in Gaul or
Spain, as specified by the die roll.

Table A:

Event #3 “Treachery™ On aroll of 3 or 4, Sardinia
{not Corsica) betrays Rome. Syracusais NOT consid-
ered a Sicilian city for purposes of this event,
Event #4 “South Italy Detects”: All the following are
considered “South Italian” cities; Corfinium, Capua,
Fregellae, Neapolis, Tarentum, Brundisium, Crotona,
Rhegium. This event only applies to listed cities
controlled by Rome, not Carthage.

Event #11 “Gallic Support”™: Place the three recruits
in any ONE city area not controlled by Rome. or in
an area without a city. Eligible areas are as follows:
Central Gaul, Southern Gaul, Tartosa. Narbo, Massilia,
Genua, Placentia, Taurasia. The Carthaginian player
may freely choose any area desired within these
restrictions.

Table B:

Event #11 “Re-Defection™ Any city in Italia, but
NOT Sicilia, may be selected.

Table C:

Event #4 “Gauls Restive” {(addition): Event may
occur only once per turn.

DIPLOMATIC EVENTS RECORD SHEET (new)
Check off each event as it occurs. Once checked off,
an event may not occur again during the game.
Syracuse becomes Carthage’s ally [ ]

Macedon becomes Carthage's ally | |

Carthaginian Political Intrigue [ |

Numidian Rebellion | |

PLAYER NOTES

Some people have inguired, “How can the Romans
win?” Hannibal cannot be everywhere at once. If you
try to contest Hannibal’s army head on early in the
same, you will lose! The best way to hold Italy is to
disperse into the 2 strength cities and Rome_ and force
the Carthaginians to take massive losses in assaults,
or disperse themselves. If they disperse, counterat-
tack against isolated detachments. If they stay con-
centrated, then retake lost cities. Also, try invading,
or even threatening, Spain and North Africa and see
how quickly the Carthaginians fall apart. |

HUDSON'S
HOBBY GAMES

Mail Order

A.H., G.D.W., Nova, Task Force,
Victory, West End, 3W, etc., plus
Play & Design Aids and Old &
Rare Games

Free Shipping & Handling in the U.S.
Send for Free Catalog & Monthly Supplements
Minimum 10% Discount with
Special Discounts ranging upwards near 30%
Discounts available overseas on
orders over $100.00
We ship PAL whenever possible

P.O. Box 121503, Arlington, TX 76012

The Best in Historical and Science Fiction Games

CLASSIFIED ADS

FOR SALE: Command magazine issues #1 and 3,
for $83 and 563 respectively or best offer. Gulf Strike
with first upgrade for $15. All unpunched, mint
condition. Free shipping. Gary Heintz, 444 West | 5th
#2 Escondido CA 92025 or 619/741-7467.
WANTED: Blue & Gray Quad I and II, War Be-
tween the States, Pea Ridge, Wilson's Creek or any
SPI Civil War games. Prefer punchd. Also TSR Blue |
& Gray, TSS. Texas Revolution by Ming Enterprises. |
Send prices to: Donald Rhyne, 403 State St. Dupo IL
62239 or 618/286-3322. |
FOR SALE: Selling part of my collection. AH, SPIL, |
GDW, TSR, GDR, BattleLine, PWG. Conflict and
many others. Send SASE (large/2stamps) to Wm. F
Hession, 10622 Lathrop Dr. Dallas TX 75299 or 214/
358-0734.

HUGE WARGAME collection forsale: Many older
games. Send SASE to Matthew Helton, 3620 Darwin
Place. Duluth GA 30136,

12ZPAGES OF GAMES FOR SALE: Games, maga-
zines and software, Most mint orexcellent. Ironclads, |
SPI games, S&Ts, Moves, Grenadiers. F&Ms,
Wargamers, Jagdpanthers and more. Send two stamp
SASE to Michael Dean, 524 § 19th Ave, Comelius
OR97113-6630 0r 503/359-4921 before 9pm (PST).
OPPONENTS WANTED. Gamer in Frankfurt-
Fiilda, Germany area looking for board wargamers.
Interested in games by Victory. COA. GMT, 3W. |
Avalon Hill, S&T and Command magazine. Call |
06655-72571. or write CPT Wheaton, HHT-R, 11th
ACR, Box 0, APO NY 09146,

FOR SALE: GAMES. Back issues of S&T with
games, SPI and AH games, plus some mor obscure
and wonderful. Send SASE to Dave Crane, 1407 W
North St. Bellingham WA 98225 or 206/734-9491.
FOR SALE: Civil War, World in Flames, Days of
Decision. War in Europe. Gettysburz, Invasion |
America, Winter War. Revolt in the East, Civil War, |
American Revolution and more. SASE to DSG, 643
S Grant St, Hinsdale IL 60521 or TO8/323-1246. |
FOR SALE: Over 1000 mint/excellent wargames,
RPGs and magazines. Collectors items. AH. GDW,
FASA IG TSR, 5PL 3W, WEG, etc. Send SASE w/
2 stamps for list to David Varner, 4322 Amos Gates |
Dr.. Omaha NE 68123 or 402/291-0669.

GAMES FOR SALE: War in the Pacific, Campaign |
for North Adrica, Warin Europe, 30 Years war, 1914,
Guadalcanal. many other titles. Games old and new.
SASE to William Krasner, 11410 SE 90th Ave,
#1514, Portland OR 97266.

What do Generals' Guderlan,Wenck, Dellrich,Hitler, and Himmler
all have in common 7..

LAST BATTLES OF THE
REICH onlys20.001 |25 | & o 5

Bou-n |aoe-e | aoecm | a-ees Bty 4,

flensives In four games each using their own rules and separate
maps. The battles Include Northwind, Spring Awakening, Soltice and
fend Berlin, Tolal counters are 800+ , four 11x17° maps. Ziplock.
These battles are NOT one sided affairsil Follow the 838 PzA with 400,
anks Into Hungary, the 1185PzA striike on the Soviel flank in Pom-
erania, or the breakout from the Oder Miver Bridghead. Finish your
oltection.Orders payable to Perry Moore,2476 Plala,Santa Rosa,CA 95401

overs the spolling attacks, last dilch strikes and fullmb!ownl
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