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1. PBEM RULES

Imperium Romanum II played on a game board is a highly interactive game.  The phasing player’s turn is frequently interrupted by the non-phasing player seizing an opportunity to intercept or responding to an attack.  In a PBeM game, such interaction with opponents would bring the game almost to a halt.  Pauses while waiting for dice server results is another cause of delay.  In developing a set of PBeM rules, a major consideration has been to streamline things as much as possible while retaining the flavour of the game.

1.1 Dice Server

Players to use an independent dice server (e.g., dice@pbm.com) whose results are emailed automatically to all participants.  Each request to the dice server should be accompanied by text explaining what the throw(s) is/are for, and the order in which events shall be assessed.

1.2 Start of Turn

Whenever necessary, a nominated player rolls dice at the start of each turn for Seasonal Effects, Random Events, Replacement of Lost Leaders, Parthian / Barbarian Activation, Corn Rebellions, and any other scenario-specific events.  This is done before (not after) the Tax and Mobilisation Phase.  For Random Events, see section 5.

1.3 Hidden Movement

Hidden movement is not recommended for a PBeM game - the contents of each stack shall be known to opponents at all times.  Although this changes the nature of the game a little, it has some advantages, e.g., it avoids an extra email exchange to declare force strengths when combat occurs.  Moreover, experience suggests that (a) careful record-keeping allows a player to keep track of most of his opponent(s)’ units, and (b) a significant number of players’ moves are inadvertently illegal in terms of movement or supply.  Thus, a problem with hidden movement is that it prevents a player from verifying that his opponent has calculated move distances and/or followed the supply rules correctly (this applies to the board game, not just PBeM!).

In case anyone still wants to retain hidden movement in a PBeM game, here are some suggestions about how it could be handled (these ideas have not been play-tested).

1. The board game allows a player to hide all the units in a stack under the top-most counter.  Extrapolating this to PBeM suggests that players should declare “Stack A contains Unit B plus X other counters”.

2. The standard rules allow a player to put ANY counter on the top of a stack, but requiring him to place his SLOWEST unit there addresses the problem of how to verify an opponent’s move distances.

3. This still leaves the problem of how to avoid / detect supply errors.  This is not an issue for single counter stacks or for stacks in range of ports, only for stacks containing hidden units.  The majority of supply-related errors involve a failure to compare stack points against available supply.  Therefore, require a player to say "Stack A forages in an area capable of supporting up to 6 stack points" instead of simply "my troops forage".  This demonstrates that the player has correctly assessed the available supply (the opponent can verify the supply potential of the area) and has compared it to his stack points (it does not prove he has calculated the stack points correctly).

4. The use of leader boxes on the map suggests that the presence / absence of a leader is expected to be known to the opponent, in addition to the top-most unit of the stack.  It is suggested that ALL leaders in a stack must be declared IN ADDITION to the slowest counter.  Alternatively, if all players agree, a single leader must be declared but others may be hidden in the stack.

5. When making a statement such as “Stack A contains Unit B plus X other counters”, which counters should be counted?  It is suggested that all infantry, cavalry, leaders, fleets and baggage trains be counted.  DO NOT count additional Supply Points carried by baggage trains, or the following markers - Training, Siege, Plunder, Control.

6. Note also that it is possible to have more than one stack in a hex, and these would need to be declared separately.  The worst case is that a player can own four separate stacks in a single hex: stack A under siege, stack B besieging the besiegers, stack C floating out at sea, and stack D on a same-hex island.  These must all be declared separately.

1.4 Movement and Interception

The phasing player shall declare all his moves before opponents attempt any interceptions.  The status of each unit (e.g., embarked or disembarked) shall be declared where relevant.  Naval movement and land movement shall be announced simultaneously, not serially.

Moves will be resolved in the order they are written.  This allows land units to move after disembarking by satisfying the requirements of Rule (10.45).

Non-phasing players may declare intercept attempts after the phasing player has declared all his moves.  Each player declares all his intercept attempts together, and throws dice to assess the success of each attempt.  Intercepts are resolved in the order that they are declared.

The phasing player’s units are moved in turn (following the order in which they were declared).  If a unit is not successfully intercepted, it is moved to its final destination.  If a naval unit is successfully intercepted, it pauses in the intercept hex and the intercepting force is moved there also - combat is then assessed and the phasing unit may continue to its destination if it wins.  If a land unit is successfully intercepted, it stops moving in the intercept hex and the intercepting force is moved there also.

Note that Z’s successful interception of phasing force A could potentially block the subsequent movement of phasing force B (movement stops on entering an enemy-occupied hex).  In this event, force B may halt movement in any hex on its intended route up to and including the intercept hex.

Note also that non-phasing force Z cannot intercept phasing force Q if Z’s starting hex has been occupied by phasing force P moving earlier in the turn.

1.5 Morale

Morale changes shall be assessed at the end of the month, not continuously.  This makes book-keeping simpler, and is arguably more realistic, as news took time to propagate around the ancient world.

1.6 Mobilisation

Mobilisation is awkward (even in the board game) because A’s recruitment plans may influence B’s plans (and in the case of shared recruitment areas there can be a conflict - see below).  In a 2-player game, the first player should encrypt his recruiting intentions (PKZIP contains a “password” option) and should reveal the password to his opponent after the second player has declared his own recruiting.  In a game with 3 or more players, it is suggested that players email their plans to whichever player they think will be least affected by them, and declare to all the others that they have done so.  Other approaches are possible - e.g., in Scenario 3 with 5 players, the player running the Gauls and Parthians may entrust his Parthian plans to Caesar and his Gallic plans to Crassus.  When the last player has finalised his plans, the information is disclosed to all players.  Exception: for newly built fleets, the fleet counter is placed immediately, but may not participate in naval combat or naval movement for three months (this can be signified by placing a Training Marker on the fleet).  However, newly placed fleets may defend themselves in land combat.

Mobilisation in shared areas is no problem - add a step to Random Events Phase to divide up the recruiting potential.  Example - suppose 2x20-10 and 3x4-12 can be raised in a shared mobilisation area.  If A controls provinces raising 20 talents, and B controls provinces raising 10 talents, then A gets 2x4-12 and B gets 1x4-12.  Also, A gets an automatic right to recruit 1x20-10.  A dice must be thrown for the second such unit - B has a 67% chance of getting it.  The right to recruit is determined before players finalise their recruitment plans.  Note that if A does not use his right to recruit a given unit, B may not increase his recruiting to take it.  Note also that rights to recruit may NOT be carried over to a later Mobilisation Phase.

Where no-one controls a province, use (41.5) - "Players who share a province may all mobilise from it" - and divide recruiting potential according to the tax value of cities owned (Table 41.8).

1.7 Donatives

Donatives are handled as follows.

In a 2-player game, the player who offers combat should encrypt his donative (e.g., using PKZIP) and should reveal the password to his opponent after the second player has accepted combat and declared his own donative.

In a game with 3 or more players:

a) The phasing player emails a third (uninvolved) player with the amount of his donative when he orders an attack.  The non-phasing player openly announces his donative if he is accepting combat (but not otherwise).

b) For intercepts, the interceptor emails the third player.  If (i) the intercept is successful AND (ii) combat is accepted, the phasing player openly declares his donative and the interceptor’s donative is revealed.

c) The phasing player resolves combat once both donatives or known.

Note that:

a) each player makes a single donative - the bullet in rule (19.33) about making “additional payments” is NOT played.

b) if combat is declined, neither player deducts money from their treasuries.

1.8 Plunder

A player can order his units to plunder at any stage during his player turn, but plunder is only added to a power’s treasury at the end of the GAME TURN.

The original rules allow more to be extracted from a province by repeated plundering than can be raised through taxation!   Therefore use Rule (41.6) - "Plunder is by individual city."

· Plundering a city halves forage values in the city and in all adjacent non-city hexes.

· The original owner of the city suffers a morale penalty equal to 1/2 the city's tax value (from chart 41.8) rounded up".

· A power which plunders a city may not raise troops in that city for the rest of the game.

· The “Plunder 2” Marker is placed on the city (not in the province) and is converted into a “Plunder 1” Marker, then removed, in the normal way.  

· A power which plundered cities in a province receives less in taxation.  From the province's full taxation value, subtract X/2 (rounded up), where X is the total taxation value (from Table 41.8) of all plundered cities in the province.

1.9 Standing Orders

Standing Orders are intended to allow players to speed up the game by declaring standard responses to hypothetical situations (e.g., "my fleets will not attempt intercepts if outnumbered 2:1 or worse").  Players may declare as many, or as few, standing orders as they like, and may modify them as the game progresses.  For each standing order, the player must specify:

a) its scope (i.e., whether it applies to specific units or unit types, and/or in a given theatre)

b) its criteria (i.e., the exact circumstances under which the standing order is invoked)

c) its action (i.e., the reaction of the unit(s) to the situation)

By mutual consent, players may agree standing orders which apply to all powers in a game, and/or to all the minor powers.

2. VARIANT RULES

These rules are a mixture of errata
, clarifications, and house rules.  The third category primarily consists of attempts to augment the official rules to cover areas where they are felt to be a little vague - they do not seek to overturn existing rules.  This section is divided into two, with general proposals in section 2.1 and scenario specific changes in section 2.2
.

2.1 Scenario-Independent Rules

1. (4) Change:  The Optional Random Events Phase is performed before the Tax and Mobilisation Phase.  This is to simplify the process of implementing the effects of Random Events.

2. (5.25) Furthest Power Rule, Clarification:  "Two powers shall be treated as a single power if they are allied (exception: the enforced alliance of Scenario 3)".  Example from Scenario 1:  If Cilicia activates following an invasion by Sulla, the original rule would give control to Marius, but this would be unfair to Mithradates if Sulla invades while allied to Marius.  The clarification awards control to Mithradates.

3. Optional Rule (10.27): "Naval movement is restricted to (a) shallow sea areas and (b) deep sea areas which are adjacent to shallow seas”.  Reason: triremes and similar warships were strictly coastal vessels which usually beached at midday and overnight.

4. New rule (10.57):  “A +2/+3 leader accompanying an amphibious invasion must stay in the invasion hex the first time he enters it.  This prohibits him from leaving the hex (e.g., by sea) before combat (e.g., to pick up a second unit, to take to the same, or different, invasion hex)”.

5. Optional Addition to Rule (10.72): "A fleet shall always be able to retire into a friendly port in the same hex if attacked in naval combat, without loss of morale".

6. (10.79) Add extra bullet: "A result of "-/-" on the Naval Combat Results Table (10.8) shall be interpreted as both sides having lost".

7. (13.3) Add Clarification:  “The  path between port and stack must be traced through hexes not occupied by enemy units.  The distance is measured from port to stack (depending on terrain, you can get a different answer doing it the other way round).  The distance is measured using land movement rules (as opposed to naval movement rules)”.

8. (13.44) Add extra bullet "See also (13.46)” if Optional New Rule (13.46) is used.

9. (13.TBD) Add Clarification: "If heavy cavalry enter a combat hex by amphibious invasion or by crossing a river or narrows seas hex-side, their strength is halved for the purposes of determining whether an overrun is possible".

10. Add Optional New Rule (13.46): "Roman and civilised non-Roman troops may overrun undefended enemy baggage trains in hexes which do not contain enemy cities, fortifications or ports.  I.e., they may destroy the baggage train and continue movement up to their full movement allowance.  If they chose to capture the baggage train, they may not continue moving.  Note that barbarians can never overrun undefended baggage trains."

11. (14.21) Add Clarification: "An attacker may permit the defender to retreat before combat, even when he has cavalry superiority".

12. (14.21) Add Clarification: "If cavalry enter a combat hex by amphibious invasion or by crossing a river or narrows seas hex-side, their strength is halved for the purposes of calculating 2:1 cavalry superiority (if the defender wishes to retreat before combat)".

13. (14.66) Add Clarification: "Although cavalry may have entered a combat hex by amphibious invasion or by crossing a river or narrows seas hex-side, strengths are not halved when deciding if the loser of a battle can retreat after combat".

14. (15.2) Add Clarification: "Seasoning occurs after combat losses have been removed.  Example: A 20-10 and an 8-10 win a battle but must lose 16 strength points.  The 20-10 is lost and the 8-10 seasoned to 16-10.

15. (19.17) Amend first sentence of bulleted paragraph to read "The two points are not gained or lost when a city which contains no enemy units OR MILITIA is attacked." 

16. Add new rule (23.16): "If a minor power activates, its counters are placed immediately by the controlling player.  Each stack must be positioned so as to be in supply".

17. Add new rule (24.71):  "If a player plunders a province a second time, his income is based on the reduced (halved) revenue he would have received in taxes.  Example: a player plunders Cisalpina and receives 3x13=39 talents.  When the Plunder markers are removed, the player would receive 13/2=6 per quarter in taxes.  If he plundered the province a second time, he would receive only 3x6=18, and future tax revenues would sink to 6/2=3".  The reason for this rule is to ensure that it is not possible to obtain more revenue from repeated plundering than from taxation.

18. (27.1) Clarification to Set-up:  “The unoccupied port in hex 3817W belongs to the pirate stack #4”.

19. (27.12) Clarification:  “If a pirate stack is eliminated, its control markers are removed”.

20. (27.14) Clarification:  “A pirate stack may move 13+ MPs from its own starting hex, provided it is within 12 MPs of a different pirate starting hex”.

21. (27.15) Clarification:  “Pirate fleets and infantry cannot intercept”.

22. (27.18) Clarification:  “Pirates must declare Corn Supply interceptions (27.18) at the beginning of the player turn.  Intercepting units cannot move nor initiate combat during that player turn (c.f., 27.18), and they intercept corn during the following Diplomacy Phase.  For the first Diplomacy Phase of the game, assume no corn interceptions take place”.

23. New Rule (27.19):  “Neutral and/or minor powers will activate if one of their cities is attacked by pirates.  They will not activate if pirates attack a non-city port or an ordinary coastal hex”.

24. New Rule (27.21):  “Rhodians can attack a pirate controlled hex (effectively, an amphibious invasion) without a leader”.

25. New Rule (27.22):  “Rhodian fleets can only intercept (a) Mithradatic fleets passing through Rhodian coastal waters (i.e., the coastal seas surrounding the island of Rhodes), or (b) pirates”.

26. New Rule (27.23):  “If Roman (or Rhodian) units attack a pirate controlled hex in a neutral province, local forces are not activated unless the Romans (Rhodians) attempt to place a Control Marker.  A Roman (Rhodian) stack may chose not to place a Control Marker immediately after the hex is captured, but must place a Control Marker if all its units do not leave the hex on the next game turn.  In other words, the hex reverts back to the control of its original owner once the Roman (Rhodian) stack leaves”.

27. (37.6) Add clarification to Note 1:  “Occupied forts count towards the 20 land combat strength points needed to deter barbarian invasion”.

28. (39.12) Add clarification:  “Evaluate one Random Event per Major Power (not per player).”

29. (40.1) Add clarification: "When determining combat modifiers for missile superiority, the strength of missile infantry in cities is doubled.  Horse archer strengths are not doubled".

30. (40.1) Add clarification: "During naval combat, missile infantry may contribute to combat modifiers for missile superiority.  Horse archers do not contribute".

31. (40.1) Add clarification: "If missile infantry or horse archers enter a combat hex by amphibious invasion or by crossing a river or narrows seas hex-side, their strength is halved for the purposes of determining combat modifiers for missile superiority".

32. (40.2) Add clarification: "If cavalry enter a combat hex by amphibious invasion or by crossing a river or narrows seas hex-side, their strength is halved for the purposes of determining combat modifiers for cavalry superiority".

33. Erratum: Charts and Tables, Important Rules Summary: Under "Combat Die-Roll Modifiers" add "- terrain modifier".

2.2 Scenario Specific Rules

2.2.1 Period 1

1. As Hippo Regis does not exist in Period 1, Thevestis is the capital of Numidia.  Rationale: the African legion was quartered here (and previously 20 miles away at Ammaedara) until Trajan moved it to Lambaesis, indicating that Thevestis was more important than Lambaesis at this time.  Alternatively, if all players agree, an additional city (Cirta) may be added in hex 3230 and taken to be the capital.

2.2.2 Scenario 3

1. Optional Rule.  Roman players lose their imperium (i.e., are out of the game!) if they cross into Italia before the die roll causes the forced alliance to break.

2. Optional Rule.  Crassus must have a general in Italia in order to recruit there.

3. Optional Rule.  During the forced alliance, Roman troops may move through another Roman faction's territory or through another Roman faction's client state.  Roman troops may not occupy another faction's city, fort or port, and may not place control markers in the territory of another faction or the client state of another faction.

4. Optional Rule. In the event that two Roman forces from different factions occupy the same hex when they move simultaneously, the force which owns the hex shall occupy it and have first call on supplies.  The other force may also occupy the hex if in supply, else must retreat back to the hex it entered from.

5. Erratum: Parthian Special Rule 2 should read "optional rule 40.1”.

2.2.3 Scenario 10

1. Optional Rule.  In the three-player game, Severus can cause Didius' faction to dissolve by the end of the second month, which gives Severus a significant early advantage over Albinus and Niger in terms of morale, revenue and recruiting potential.  To provide better game balance, Severan troops may not enter Rome before May 193.

2. Optional Rule.  Rule [37.6] is a general rule covering many periods which lists provinces whose barbarian inhabitants may rise up if any adjacent province is not strongly held.  However, it lists Dacia and Caledonia Citerior, provinces which in Scenario 10 are occupied by Roman factions.  Therefore, for “Caledonia Citerior” read “Caledonia Ulterior”, and for “Dacia” read “Lugia”.  Also, allow Albinus to relocate the legion from hex 1708W to any hex in Caledonia Citerior during set-up.

3. OFFICIAL ERRATA FOR IMPERIUM ROMANUM II

These Errata are as published by West End Games, and are believed to be fully up-to-date.  Some additional, minor errata are listed in section 2.1.

3.1 Map

Hex 1209E (Thospia) should be part of the province of Adiabene, not Armenia.  Thospia is the capital of Adiabene.

Lake Terrain is not listed on the terrain effects chart - should be treated as deep sea (impassable to land movement).  As there are no ports on lakes, the question of naval movement is moot.

"Minor" map errors:

· 6527W/6628W should be lake instead of river hexside.

· The following should be mountain hexsides: 3513W/3614W.

· The following should NOT be mountain hexsides: 3414W/3514W, 6711W/6712W, 6813W/6913W.

3.2 Counters

Tan counter mix: Macer should be a Roman symbol, not barbarian.

3.3 Charts

(6.3) TAX VALUE CHART: The province Adiabene should be added to the chart with a tax value of 1 for all scenarios and periods (see map errata above).

3.4 Rules

(10.7) and (17.74) CLARIFICATION: When fleets carrying land units attack in land combat in a friendly coastal hex, the land units are automatically considered disembarked and may take part in the attack. When fleets carrying land units are located in an enemy coastal hex, those fleets may not attack in land combat, nor may they disembark land units, unless they meet the requirement for an amphibious invasion. When fleets carrying land units are themselves attacked in land combat, whether in a friendly or enemy coastal hex, the land units disembark and take part in combat. 

(21.41) CLARIFICATION: A fort, like a city, does have an intrinsic defence strength when defending alone.  Its strength is equal to its fortification value. 

(37.1) CHANGE: In Scenario 33, the Berbers use the Black counter mix.

(37.4) CHANGE: The Suevi use the Tan mix in scenarios 30 and 32. When using the Tan mix, the Suevi use leader +1-16(#3) not #1. In scenario 31, the Suevi do use the Black mix, but receive no leader. 

(41.9) ADDITION: When using the optional city rules, a player controls a province's corn if he controls a majority of its cities.

3.5 Scenario Book

I1.
Inactive units are always in supply.

The Gauls should also begin with baggage trains in 2513W and 2516W.

Gaulish baggage may only regain points in 8-0 forts, not cities or in non-city hexes.

Caesarean baggage trains may gain supply points in cities in Narbonensis and in 8-0 forts controlled by Caesar.

1.
The Marian units starting in hex 4222W should start in 4221W.

Thracia should be listed as an inactive minor power; it is the client state of the closest Roman player.

2.
Sertorius does not control Lusitania; his tax base is 1.

Use Purple leader #A not #D (there is no #D).

The Imperator succession is thus: Sertorius, Brutus, #2, #A, #C.

The Senatorials do control Tarraconensis -- ignore the note at the end of set-up. Their tax base is thus 79.

Use Green leader #2 instead of #3 (Crassus is on the back of #3).

The Senatorial succession is thus: Pompey, Lucullus, Crassus, #2(Blue), #2(Green), #A(Blue), #A(Green).

Lusitania is not initially controlled by any power.

Sertorius controls the city of Olisipo (1128W).

3.
Asia should be listed as a client state of Cicero.

To clarify Crassus' special rule 2: The 16-9's that begin in Cappadocia can, unlike the ones that begin in Syria and Iudea, be used outside Cappadocia.  They cannot move until Crassus enters Cappadocia; thereafter, they may move anywhere without restriction.

Adiabene's tax base should be 1 (not 0), hence Parthia-Media's tax base is 18 (not 17).

7.
Add special rule 4: Parthia-Media, even though a major power, is not considered active at start.  It activates when: a) any other power's units enter Parthia-Media territory, or b) the total Roman (not allied) combat strength in Syria,    Cappadocia, and Iudea falls below 100 points. When it activates, the Parthia-Media player sets up anywhere within Parthia-Media territory.

At the beginning of the game Armenia is an inactive client state of Anthony.  If activated as started in Armenia's notes, it becomes an active client state of Parthia-Media.

Adiabene's tax base should be 1 (not 0), hence Parthia-Media's tax base is 26 (not 25).

11.
The Senate does not begin the game with an 18-30 fleet in 2813W (which is hundreds of miles from the nearest sea); instead, place a 20-10 legion and a 4-12 light infantry.

13.
Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 38 (not 37).

14.
Gallienus' note says he controls "Amosata"; this should be "Samosata".

Add special rule 5: Although Agri Decumates is civilised for supply purposes, treat it as barbarian if activated through invasion.

15.
Add special rule 3: Although Agri Decumates is civilised for supply purposes, treat it as barbarian if activated through invasion.

Bithynia & Pontus is initially controlled by the Goths & Heruli, not by the Palmyrenes.

Consider the port in 5415W to exist, even though Byzantium/ Constantinopolis does not.

Persia's victory conditions were inadvertently omitted.  To win, Persia must control all its initial provinces and any 2 Roman provinces.  (Palmyra is considered a Roman power.)

Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 44 (not 43).

16.
Probus' units listed as starting in 1113E should be placed in 1112E instead.

Add special rule 4: Although Agri Decumates is civilised for supply purposes, treat it as barbarian if activated through invasion.

17.
Adiabene's tax base should be 1 (not 0), hence Diocletian's tax base is 107 (not 106).

18.
The Galerian units listed as starting in 1113E should be placed in 1112E instead.

19.
The two 20-10 Green units in 6919W should be 10-10 units, due to legion reform.

Re: Licinius' note 1: Licinius does not receive tax revenues from Adiabene.  He may conquer the province completely anytime by moving units into Thospia; doing so activates Persia, which places units anywhere in Adiabene except hexes occupied by other powers (as well as any other Persian provinces).

20.
Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 38 (not 37).

21.
Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 39 (not 38).

22.
Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 39 (not 38).

23.
Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 38 (not 37).

28.
Missing types: Persia is Non-Roman civilised, the Vandals are Barbarian.

29.
Missing types: Vandals are Barbarian.

30.
The Frankish leader set up in 2712W should be Merovac, not Clovis.

Missing types: Vandals are Barbarian.

See change to rule 37.4 above.

31.
See change to rule 37.4 above.

32.
The leader Totila is located on the back of Gelimer.  If Gelimer is still in play when Totila enters play, use any other +1 leader instead of Totila.

Totila and Urias, though Green leaders, are to be found in the Blue mix.

Missing types: Vandals, Ostrogoths, and Persia are all Civilised Non-Roman.

See changes to rule 37.4 above.

33.
Missing types: Persians are Civilised Non-Roman.

Belisarius also controls Rhaetia initially (tax base 0).

Adiabene's tax base should be 1 (not 0), hence Persia's tax base is 57 (not 56).

4. TERRAIN CONVENTIONS

One of the main problems when playing Imperium Romanum 2 is the map.  For example, it is sometimes unclear whether troops can move from one hex to another, because the coastline appears to run right through the point where three hexes meet.  But it’s such a great game that these minor quibbles must not be allowed to put anyone off.  Here are some suggested conventions.  Hexes are on the West map unless otherwise specified.

4.1 Map Errata

In case anyone is unaware of the published Errata related to the map:

1. Hex 1209E (Thospia) should be part of Adiabene province.  Indeed, Thospia is Adiabene’s capital.

2. 6527/6628 is a lake hex-side

3. 3414/3514, 6711/6712 and 6813/6913 are NOT mountain hex-sides

4. 3513/3614 is a mountain hex-side

5. Lake hex-sides are impassable to land units (this fact was omitted from the Terrain Effects Chart).

4.2 Sea Areas

There are six "seas" according to Rule 13.12, but the precise boundaries between them are unclear.  Movement costs are double in the Atlantic and Black Sea, and the issue of whether Byzantium (5415) and Cyzicus (5416) are on the Black Sea or East Mediterranean affects supply.  It is suggested that:

1. 1632/1633 are Mediterranean hexes

2. 1531/1532 are Atlantic hexes;

3. Byzantium (5415) and 5515 are Mediterranean hexes

4. 5514 is a Black Sea hex

Rule 13.12 defines the dividing line between the East and West Mediterraneans, and states that any Sicilian port may supply any port in either half of the Mediterranean.  Note that the unusual supply status of Sicilian ports does not apply to Rhegium (4225), Melita (4228) or Carthago (3628), which are East, East and West Mediterranean respectively.

4.3 Straits

Players are sometimes confused about whether it is possible to move between two areas of land separated by water.  Noting that movements between 4819/4918 and 1604/1605 are explicitly prohibited by map markings, they assume that they can move across (say) 6516/6616, 1606/1607 or 5606/5607.  This is wrong.  The map carries markings only where sea may be confused as river - for example, where the sea is narrow (e.g., 1604/1605) and might be confused with a river, or where a river mouth broadens into sea (e.g., 4819/4918).

4.4 Corcyra

Historically, the city and port (in 1461) of Corcyra are on the island, not on the mainland.  The port CAN supply the mainland in hex 1461, but CANNOT supply other mainland hexes.  The rationale is as follows.  Given that the city and port are on the island, (3.2) implies that all mainland hexes are outside the 4 MP limit.  Even if movement to/from same-hex islands is allowed (see “Islands” below), the mainland would still be outside the 4 MP limit.  However, taking Rule (12.14) as a guide, it seems reasonable that Corcyra can supply the mainland in hex 1461 (only).

4.5 Other Islands

Rule 3.2 states that land units "may not cross straits simply because the straits are wholly contained within the same hex".  In practice, there is no mechanism within the rules allowing units to cross such straits (except for naval transports).

Having seen for myself how close many Aegean islands are to the shore, I've never been entirely happy with this.  If all players agree, it is suggested that land units shall be allowed to move between the mainland and an island in the same hex.  Crossing such a strait shall cost eight (8) Movement Points, and shall be treated as movement across Narrow Seas for the purposes of attack.  Examples: 1461, 5020, 5021, 5120, 5221, 5318, 5419, 5420, 5621, 1405, 3104.

4.6 Rivers 

The way the map is printed, there are occasions where rivers do not run precisely along the hex-sides, giving the impression that the hex contains two bodies of land.  Such impressions are mistaken, so ignore them.  More seriously, at Olisipo (1128), the river is shown flowing through the middle of the hex.  1128/1229 should be regarded as a river hex-side.

4.7 River Ports

Londinium (2010) and Hispalis (1530) are river ports (i.e., ports on tidal rivers).  Fleets can enter Londinium from 2011 or 2110, and Hispalis from 1431 or 1531.

4.8 Headlands

Some headlands appear to touch hex-sides (or come close to it), raising the question of whether the hex actually contains two separate sea areas.  The suggested convention is that headlands are NOT regarded as splitting the sea into separate areas.  Examples: 1615, 2522, 3921, 4421, 4020, 5122, 5018, 5905, 5720 and 6420.

4.9 Coastlines

A couple of general principles are useful when resolving problems caused by the coastline running through the point where three hexes meet.

1. It is assumed that an unbroken series of coastal hexes surrounds the land.

2. "If you can walk along a beach, you can sail along it (and vice versa)".  In other words, a land unit may move to either of the other two hexes (if they contain land) and a naval unit may move to either of the other two hexes (if they contain sea).  Exception: land movement is not possible across a river mouth (where, in any case, it is unclear precisely where the coastline runs).

Thus, from (1), it is possible to sail between 5829/5928 and 5728/5829 (if there was ever any doubt).

From (2), it is possible to sail between the following hexes and the two hexes to their right - 1501, 1506, 2905, 3203, 1831, 2228, 3019, 3225, 4224, 3416, 3917, 4420, 5022, 5416, 5408, 5705, 5804, 6617 and 5728.

Similarly, it is possible to sail between the following hexes and the two hexes to their left - 1707, 2031, 2622, 2726, 3119, 3520, 2921, 4225, 3926, 3324, 5804, 6006, 6206, 6616, 6028, 5928, 3730 and 2033.

Also, it is possible for land units to move between 2008/2009, 1321/1422 and 1126/1127.

But it is not possible to move by land between 1431/1531, 2705/2706, 2409/2410 and 1916/1917.

Even these principles leave a few grey areas.  To clarify these, units CAN cross between 3517/3618, 3516/3616 and 1330/1431, but units CANNOT cross between 3515/3616 and 3715/3716.

5. RANDOM EVENTS

This section deals with the question of how to deal (efficiently) with Random Events in a PBeM game.

A number of 6-sided (D6) and 100-sided (D100) dice are thrown, using the dice server (100 of each will be more than sufficient!).  The first pair of D6s are used to determine the First Player’s event, the next pair to determine the Second Player’s event, etc.  Next, each event is evaluated and implemented in strict succession, following the instructions listed below.  If an event requires additional dice rolls, the remaining D6 rolls and the D100 rolls are used as needed.

A. Military Intelligence.  Ignore this if hidden movement is not being used.

B. Imperator Death.  Automatic loss of 4 morale points (rumour of death).  Imperator does not die, however (would YOU want to lose a game this way?).

C. Other Leader Death.  Throw a dice.  If not a false alarm, lowest ranking leader is eliminated.  If 2+ leaders have equally low rank, throw one D6 for each and eliminate one with lowest score.  Order of dice rolls is as follows: leaders in column 11xxW, then 12xxW, etc., to 70xxW, then on to East map.  If 2+ leaders occupy a given column, northernmost leaders roll first.

D. Receive Leader.  Throw a D6 to determine leader ability.  Place leader in the capital of the player’s richest province. 

E. Plague.  Throw a D6.  If not a false alarm, pick province by using D100 rolls to select a land hex (province will be the one which contains this hex).  Throw a pair of D100s.  Attempt to interpret each pair of numbers (“ab” and “cd”) as a hex reference “abcd”, and check the map to see if such a hex exists.  If “ab” is less than or equal to 70, interpret the result on the Western map, i.e., as “abcdW”.  If “ab” is greater than or equal to 71, subtract 70 from “ab” and interpret the result on the Eastern map, i.e., as “xycdE”, where xy=(ab‑70).  If “cd” is greater than 50, subtract 50 from it.  Example: if ab=89 and cd=63, this would resolve to hex 1913E (city of Ctesiphon).  If, despite these adjustments, no such hex exists, consult another pair of D100s.  The “Plunder 2” marker is placed, and all stacks in province lose 1/3 of stacking points (owning player(s) to indicate how this is achieved).  The Plague spreads to adjacent cultivated provinces during next game turn.

F. Famine.  Throw a D6.  If not a false alarm, pick province by invoking dice server to select a land hex (province will be the one which contains this hex).  Throw a pair of D100s.  Attempt to interpret each pair of numbers (“ab” and “cd”) as a hex reference “abcd”, and check the map to see if such a hex exists.  If “ab” is less than or equal to 70, interpret the result on the Western map, i.e., as “abcdW”.  If “ab” is greater than or equal to 71, subtract 70 from “ab” and interpret the result on the Eastern map, i.e., as “xycdE”, where xy=(ab-70).  If “cd” is greater than 50, subtract 50 from it.  Example: if ab=89 and cd=63, this would resolve to hex 1913E (city of Ctesiphon).  If, despite these adjustments, no such hex exists, consult another pair of D100s.  Famine persists until next September game turn.  Foraging, mobilisation and corn supply are affected (see rules).

G. Bad Harvest.  Throw a D6 to determine province.

H. Good Harvest.  Throw a D6 to determine province.

I. Dry Year / Heavy Snows.  If rolling in June or September, subtract 1 from Season dice roll in November.  If rolling in December or March, add 3 to Season dice roll in April.

J. Mild Summer/Mild Winter. If rolling in June or September, add 3 to Season dice roll in November. If rolling in December or March, subtract 1 from Season dice roll in April.

K. Storms at Sea.  Note for future reference.

L. Natural Disaster.  Pick a hex by invoking dice server to throw a pair of D100s.  Attempt to interpret each pair of numbers (“ab” and “cd”) as a hex reference “abcd”, and check the map to see if such a hex exists.  If “ab” is less than or equal to 70, interpret the result on the Western map, i.e., as “abcdW”.  If “ab” is greater than or equal to 71, subtract 70 from “ab” and interpret the result on the Eastern map, i.e., as “xycdE”, where xy=(ab-70).  If “cd” is greater than 50, subtract 50 from it.  Example: if ab=89 and cd=63, this would resolve to hex 1913E (city of Ctesiphon).  If, despite these adjustments, no such hex exists, consult another pair of D100s.  Nearest city is affected.  If two or more cities are equally close, the most recently founded city is affected.  If there is still a tie, all are affected.  City / cities is/are destroyed, and taxation in province is reduced by tax value of affected city / cities.

M. Quartermaster’s Corruption.  Each of player’s baggage trains lose one supply point.

N. Currency Debased.  Affects all players.

O. Barbarian Incursion.  Dice to identify which tribe activates, then dice for strength [23.4].

P. Parthian Activation.  Parthia becomes activated - see scenario for strength.

Q. Revolt.  Method of assessment is as follows.  List all provinces in alphabetical order (column 1).  Establish the order in which provinces are tested by invoking dice server to roll a D100 for each province (column 2) - order of assessment is lowest roll first (use alphabetic order to resolve ties).  Then roll one D6 for each province (column 3) until a 6 is rolled (this province is affected by the revolt).  If no province rolls a 6, no effect.

R. Muttering among the Troops.  Player automatically pays 25 talents (or as much as possible) and incurs morale loss for unpayable amounts.  Player must “deficit spend” with respect to any taxation which may be about to be raised in this game turn.

S. Disloyal Legions.  No defections shall occur.  Fleets at sea move to nearest friendly port.  Otherwise, the effects are as stated in the rule-book.

T. Political Crisis.  No effect if the affected player does not control Roma.

U. Prosperity.  Player’s taxation increased by 50% this game turn.

V. Hard Times.  Player’s taxation is halved this game turn.

W. Widespread Devastation.  No plunder markers flipped/removed this turn.  Affects all provinces.

X. Increased Mobilisation.  Player’s recruiting potential increased (see rules).

Y. Decreased Mobilisation. Player’s recruiting potential decreased (see rules).

Z. Active Cadre.  Player may ignore all training requirements this game turn.

�	These augment the Official Errata which are listed (for completeness) in section 4.


�	These cover only scenarios which have been analysed with a view to PBeM - before starting a scenario, players should try to anticipate any issues which might arise which are scenario specific.
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