


  Letôs face it; 
a lot of what 
we do in the 
hobby has been 
done before, or 
done in multi-
ple scales with 
similar set of 
rules and/or 
game systems.  
Think about 
how many 
Battle of the 
Bulge board 
games there are, or how 
many sets of Napoleonic 
rules are currently availa-
ble.  Usually, the differ-
ences are that one system 
uses 2D6 for combat or 
there are cards for events.  
Maybe the bases are 6 figs 
to a base instead of 4 or 
that the units are platoons 
instead of companies.  
Most of us who have been 
in the hobby for quite some 
time have seen just about 
everything under the sun!  
However, every now and 
then, something comes 
along in the hobby that you 
havenôt seen yet. 

      GMTôs Levy & Cam-
paign series of games just 
might be one of those 
things.  At the time of this 
writing, there are four vol-
umes in the series, with the 
fourth, Plantagenet:  
Cousinôs War for England 
1459-1485 having just 
come out.  The other vol-
umes include Nevsky:  
Teutons and Rus in Colli-
sion 1240-1242, Almora-

vid:  Recon-
quista and Ri-
poste in Spain 
1085-1086, and 
Inferno:  
Guelphs and 
Ghibellines Vie 
for Tuscany 
1259-1261.  
There are also 
three more vol-
umes coming out 
soon, covering 
campaigns such 

as Agincourt, Byzantium, 
and the Hussites. 

     Most of these will be 
unfamiliar to many gamers, 
which is good and bad.  
Good in that it opens up 
new eras that gamers might 
be unwilling to learn about, 
but bad in that the same 
unfamiliarity might hurt 
sales of the games.  For 
some reason, gamers like 
their tried and true themes, 
so some of the campaigns 
in this series so far are 
definitely outside the 
gamerôs usual comfort 
zone.  Since I had been 
painting up Wars of 
the Roses armies for 
the last two years, I 
took particular interest 
in the latest volume; 
Plantagenet. 

     As is usual by now, 
GMTôs components 
are pretty good.  You 
get a small, mounted 
mapboard that covers 
all of England, some 
counters of varying 

sizes, two fold out player 
reference cards, rules, mats 
for the lords, a play book, a 
pile of tiny wood rectan-
gles in several colors, and a 
few decks of cards.  Again, 
everything is of pretty high 
quality and looks great.  If 
there is one complaint it is 
that the map is a bit small 
and hopefully there will be 
an updated version availa-
ble for sale at some point.  
The one you get is func-
tional, but once there are 
all kinds of markers on it, 
the map can get crowded. 

     Armed with cards for 
lords, event cards, cylindri-
cal blocks for the lords on 
the map, smaller blocks for 
combat units, etc., you 
finally look at the rules.  
What exactly is the Levy & 
Campaign system all 
about?  Unlike in most 
board games or in our min-
iatures games, (cont. on p3) 
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(cont. from p2) where you are mainly 
pushing around combat units with the 
recruiting, supply, etc., all done for you, 
this game gives you a ñbehind the 
scenesò look at military campaigns in the 
Middle Ages.  The Levy in the title of the 
series means just that; you will need to 
levy troops, provide food, pay your 
troops, then somehow get them to where 
they can engage their enemy.  Sound 
easy?  I can assure you that it is not! 

    At the start of each turn you have a 
number of options that are available to 
each lord, with each side usually having 2
-3 lords per scenario.  Each lord is rated 
for his influence, lordship, etc., which are 
used for various phases in the game.  
During the levy phase you can obtain 
carts to extend your supply lines, raise 
troops, try to get vassals (important 
knights/leaders) to join your forces, par-
ley with locations to join your side, or 
choose a card that adds a capability (up to 
two per lord).  Trying to determine what 
you are going to do each turn is a chal-
lenge by itself! 

     The map is broken down into loca-
tions such as towns, cities, and fortresses.  
Each one is connected by a series of paths 
or roads, which heavily influence move-
ment.  Each location (strongholds) offers 
different types and/or levels of troops, 
provender (food), and coin (taxes).  Get-
ting locations to join your side is critical 
to exploit their resources, provide a safe 
path for tracing supply, and whoever has 
the most towns, cities, and fortresses, gets 
extra influence points. 

     In fact, influence points are the driving 
force in the game.  Each lord is rated for 
influence, which is used to parley to get 
vassals and strongholds to join their side.  
Each attempt costs one point of influence, 
plus one point for each path connection to 
the target, plus extra points to add to the 

die roll.  If a lord spends 5 influence 
points to get a town to join their side, 
then the marker slides 5 spaces in the 
direction of the opposing side.  If the 
marker ever hits the limit for that scenar-
io, that side wins.  During a turn, the in-
fluence marker will slide back and forth 
depending upon how much influence is 
spent, who wins the end of the turn phase, 
battles lost, etc. 

     Once the levy phase is completed, 
then its on to the campaign phase.  Before 

that begins, each side creates a mini-deck 
of command cards, depending upon how 
many cards are allowed per side for that 
turn.  Each time a card is drawn, the lord 
on that card is activated and can move/
fight, tax areas, parley, obtain food, etc.  
Each lord can have multiple cards in this 
deck.  Once the decks are set, each side 
alternates flipping a card, then complet-
ing the lordôs actions.  Getting this se-
quence right and who should move first, 
second, etc., will take some practice. 
Also, each time you raise troops, obtain 
provender (food), or tax a stronghold, you 
place a depleted marker.  If you do any of 
the same things at that location again, the 

area is exhausted. 

     When you move, you have to 
feed your troops.  If you donôt have 
enough food (or coin to pay them 
in the levy phase) they will pillage 
and your army could fall apart!  
Keeping everything moving, from 
enough carts to move, to enough 
food to support a move, to paying 
for the forces that you have, is a 
critical balancing act that has to be 
performed every turn.  Once you 
get to an enemy lordôs location, the 
combat phase begins. 

     Combat is one of the more interesting 
systems that Iôve seen in quite some time.  
Before it begins, a lord can voluntarily go 
into exile, meaning his forces are dis-
banded and he goes overseas, only to 
return again to take up arms!  Failing 
that, each lord is arrayed against another 
lord on a battle mat.  Then, each troop 
type, i.e., militia, longbowmen, armored 
troops, retinue, and vassals roll a number 
of dice trying to score hits.  Each lord 
then rolls saves and allocates hits.  Lords 
can then continue the fight or flee.  Com-

bat is decisive, and I do mean 
decisive!  Losing lords will be 
lucky to escape with their lives 
and most of their forces will be 
scattered. 

     There are several scenarios 
that range from the opening of 
the war (15 turns) to a simple 
one turn of battle.  You can also 
play the entire war, which is in 
three phases and which will 
take up a considerable amount 
of time.  Even the scenarios that 
only have a few turns are going 
to be slow at the start as each 
player tries to figure out how 
things work.  If youôre playing 

the short scenarios it seems like you are 
prepping for one major battle, which will 
essentially end the game one way or the 
other.  The longer games will give each 
side a few chances for a comeback. 

      This game (and game system) is unu-
sual in that the gamer gets the entire 
package; i.e., mustering troops, gathering 
supplies, gaining allies, then marching to 
meet the enemy before everything falls 
apart!  It is a unique perspective that 
gamers rarely experience.  The only com-
plaints were that the map was a bit too 
small and that the rules, while fairly short 
(around 18 pages minus the scenarios) 
can be dense in some sections.   

     The surprising thing is that this is (at 
least so far) the easiest of the games in 
the series!  There are all kinds of new 
ideas here that are going to be hard for 
some gamers to get used to.  There are 
also some very interesting aspects of the 
rules that could be applied to miniatures 
campaigns, particularly the mustering of 
troops, paying and feeding them, then 
marching to contact with sufficient 
transport.  Outside of the few small issues 
noted above, however, this is an interest-
ing series that gamers should try at least 
once. 
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     One of the most pop-
ular wargame series in 
the hobbyôs short histo-
ry has to be what is 
termed the ñ44ò series 
from GMT and designer 
Mark Simonitch.  The 
games use a similar 
system (for the most 
part), have high quality 
components, are ex-
tremely playable, and 
most everything has been well thought 
out.  Some of the games, such as Nor-
mandy ó44 and Ardennes ó44 are now in 
their third edition.  On top of that, there 
are more games planned and they hit their 
P500 number usually on the first day that 
theyôre announced! 

     The African campaign has long been a 
popular topic for gamers, although it 
seems hard to do it right.  While there are 
many games about the various battles, 
campaigns, etc., they vary greatly in 
scope, quality, and playability.  While I 
still have my copy of Avalon Hillôs Afri-

ka Korps, Shifting Sands, and others, Iôm 
always on the lookout for some new ideas 
for this campaign.  Into this somewhat 
crowded arena comes North Africa ó41. 

     You get a standard sized GMT box 
and inside are the usual,, high quality 
GMT components.  Two 22 x 34 maps 
(mounted maps are sold separately), two 
sheets of counters, player reference cards, 
a rule book, and a playbook.  The maps 
cover an area near Tripoli all the way to 
Alexandria and as expected with this 
campaign, there are few combat units.  
Instead, many of the counters are markers 
of various sorts, including a large circle 
and rectangle for both sides to hold avail-
able assets. 

      The rules arenôt exactly hard to learn, 
and if youôve played other games in the 
series, then you really just have to famil-
iarize yourself with the rules that are spe-
cific to this campaign.  Hereôs where the 

big changes are in terms of complexity 
and differences from the other games 
in the series.  Naturally, the North Af-
rican campaign was highly unusual 
compared to other WW2 campaigns, 
so there are going to be a lot of special 
rules. Convoys, of-map boxes, events, 
supply, shipping re-
placements, terrain, 
etc., all have their own 
unique feel to them.  
The good thing is that 

there is nothing overly 
complex here, but itôs 
going to take a few turns 
to figure out how things 
work. 

     Fortunately, every-
thing has been well designed and set up 
in a way to help gamers along.  There are 
tracks for the ports, turns, impulses, etc., 
with markers to let you know what is 
going on.  Tables, turn records, holding 
boxes for remnants and replacements, 
plus the asset tokens all have a place.  
This helps in the flow of the turn and lets 

gamers with a 
quick glance 
determine 
where things 
stand.  The 
map even has 
tiny numbers 
along the main 
highway to let 
you quickly 
count out the 
movement 

points at the highway rate! 

     Most North Africa games that I have 
played usually have the first parts of the 
game ñscriptedò, meaning that you know 
so many factors of Germans and Italians 
will attack certain hexes, then press on to 
achieve several objectives before the 
inevitable counterattack by Al-
lied forces. With North Africa 
ñ41 there is actually quite a lot 
of options for both sides right 
from the start.  This gives the 
game pretty good replay value 
and youôre not locked into doing 
the same thing over and over 
again. 

     Each turn is broken down 
into three impulses (two during 
summer turns).  During each 
impulse, each side rolls for 
events, moves, then conducts 
combat, followed by checking 

for supply.  The events provide the chaos 
as well as some choices.  Most events 
result in the sides getting a resource 
point, which can be spent on various op-
erations, such as air support, a second 
coastal convoy, shipping units straight to 
Benghazi, and more. As you would sus-

pect, movement is dictate by 
the main roads, so trying to 
manage trucks, supplies, 
etc., to keep combat opera-
tions up is a challenge for 
both sides.  If you donôt 
have supplies to expend, you 
canôt attack with more than 
10 combat factors and there 
are no tank shifts, meaning 
that success during combat 

is going to be hard to come by. 

      While there is a lot of chrome such as 
the Rommel re-roll asset, delaying mark-
ers, LRDG, the Malta track, etc., all of it 
flows together nicely and thereôs nothing 
really hard about the game.  Trying to 
determine where to send reinforcements, 
where to build forts and make a stand, 
what to spend resource points on, etc., is 
pretty challenging and there are quite a 
few options to consider.  The playbook 
along with the examples in the rules were 
very helpful in learning the system. 

    There are a few shorter scenarios and 
the full campaign game.  Even with a 
small number of units, the three impulses 
per turn means that turns could take a 
while until you figure out how things 
work.  The only issues I could see were 
that the game has a fairly large footprint 
and it only covers the 1941 aspect of the 
campaign.  As with all North Africa 
games it can be hard to get through the 
full campaign of going back and forth 
along the same road!  This game, howev-
er, is a pretty good attempt at getting it 
right and its pretty fun to play. 
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     One of the more interest-
ing aspects of miniatures 
gaming and role-playing 
games over the years has 
been the mediocrity of the 
maps that we create.  Year after year, 
campaign after campaign, weôve been 
using homemade maps that were func-
tional, but were definitely not works of 
art!  In terms of skirmish gaming maps, 
theyôre usually some crude circles and 
squares for building and trees to just get a 
basic outline of what the table should 
look like. Over the years, there have been 
quite a few mapmaking and art programs, 
but many, such as Illustrator and Cam-
paign Cartographer have fairly steep 
learning curves. 

    After looking around and reading eve-
rything I could about making better maps, 
I decided to try the free version of Inkar-
nate.  After that trial I decided to pur-
chase an annual subscription, which as I 
would later find out, is a steal at $29.95 a 
year.  Just looking through the gallery 
shows you the potential of what you can 
achieve.  Thatôs not saying that you will 
be able to make those kinds of beautiful 
maps the first time out, but it does give 
you hope that you can improve upon your 
own mapmaking skills.  Fortunately, 
there are a lot of YouTube tutorials on 
Inkarnate that are extremely 
helpful. 

       When you first open the 
program and start a new map, 
youôre greeted by a large box 
asking you what kind of map do 
you want to make along with 
pictures of the various styles.  
You can make battle maps, 
which are great for skirmish 
games, specific locations for role 
playing games, or to just add 
detail to a large campaign map.  
Then you have regional maps, 
which can be for battlefields, 

operational 
campaigns, or 
again, to pro-
vide details for 
even larger 

world maps.  Finally, you have world 
maps and there are also watercolor and 
parchment versions of several map styles.  
What you choose gives you specific pal-
ettes of colors, stamps, brush tools, etc., 
to make that style of map.  There are also 
several sizes of maps, from a simple 2 x 2 
grid to massive maps with 20+ columns 
and rows. 

     Once you settled on a style, youôre 
greeted by a blank palette and a brush 
circle.  As you move the brush over it, 
land areas are created, which you can 
then finely detail.  Thatôs the first thing I 
liked about the program is that you can 
really get into some very fine detail for 
making rivers, islands, seas, etc. There 
are wide range of colors and back-
grounds, so some experimentation in 
terms of what you like will be in order. 

     After that, you can 
break out the stamp tool, 
which is an amazing addi-
tion for your maps.  If, for 
example, youôre using the 
regional map maker, 
youôll get a selection of 
towns, forests, map sym-
bols, and more.  Many of 
these are broken down 
into desert terrain, human 
cities, elven buildings, 
Viking settlements, and 
much, much more.  When you select one 
you can place it on the map.  Usually, up 
in the left corner, it will show you varia-
tions of the same item, then you can 
choose random rotation (think multiple 
types of the same trees, building, etc., ) or 
you can just select one type to use on the 

entire map.  You can then place the ter-
rain and resize it where necessary.  You 
can also access stamps from the watercol-
or maps, battle maps and more, so there 
are literally thousands of stamps that can 
be added to your maps. 

     After that, you can create paths for 
roads, texts for towns or buildings, 
change colors for various items, and 
much more.  There is literally no limit to 
what you can do with your maps.   When 

making a world 
for instance, you 
can zoom in on 
various regions to 
add detail, then 
zoom out again to 
see how it ap-
pears from a 
more global 
view.  There are 
all kinds of tools, 
layer manipula-
tion, blending, 
and more that Iôm 

just barely beginning to understand.  If 
you have any art skill at all, you can be 
making amazing maps in no time at all.  
Even if you have no art skill whatsoever, 
once you learn the basic you can make 
some pretty good looking maps! 

     With the full ver-
sion you can save and 
export your maps.  
Once exported they 
can be emailed, print-
ed, used on blogs or 
sites, etc.  There is 
literally no end to 
what can be done 
with this program and 
for the cost it pro-
vides pretty good 
value with very low 
overhead.  Highly 
recommended if you 
want to make maps. 
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Need Better Maps?  Inkarnate Review 

On the left is an old section of a campaign map that I did in Photoshop with a 
background, some icons, and text tools from 2010.  On the right is the same 
section of map using Inkarnate.  Pretty drastic differences! 



Situation:  Blue is a loose collection of 
tribes who are revolting against Red.  In 
this area, there is a fort that controls the 
trade route that leads to several towns 
controlled by Red.  Attacks against cara-
vans have been increasing, so Red is de-
termined to attack and seize the fort. 

Period:  Designed  primarily for the 
Colonial era, but could be adapted to 
Ancients. 

Table Size:  6 x 4, but a larger table 
could be used with more terrain added. 

Terrain Notes:  The fort is a large 
stone structure on a plateau.  The plateau 
can be reached by infantry on foot (treat 
as rough or difficult ground), but impass-
able to cavalry and artillery.  The village 
is a collection of mud/plaster buildings of 
various sizes.  There are scattered tree 
and areas of scrub brush throughout the 
area.  The hills should have severe move-
ment penalties. 

Scale:  Skirmish type rules would 
probably work best with the 1:1 ratio, but 
other rules using bases and/or higher unit 
levels could be used. 

Red Forces:  Redôs forces have been 
marching towards this area for several 
days.  They consist of the following: 

¶ (10) Infantry units 

¶ (2) Cavalry units 

¶ (2) Sections of artillery 

¶ (1) Machine Gun section 

¶ (1) Engineer section 

Set Up:  Red may enter at A and/or B 
on Turn 1, but must enter along the road 
in column.  Each unit that spends one 
turn on the board in column can then 
change formation beginning the second 
turn that they are on the board. 

Red Orders:  Advance quickly to en-
gage Blueôs forces and try to prevent 
additional forces reinforcing the fort.  
Provide cover for the engineers so that 
they can place their demolition charges, 
them seize the fort. 

Blue Forces:  Blueôs scouts have been 
observing Redôs units marching into this 
area.  Not knowing what Redôs ultimate 
objective is, Blue has split their forces 
into three commands, which will attempt 
to turn back Redôs forces before they can 
complete their mission. 

Group A:  ((4) Infantry units and (1) Cav-
alry unit. 

Group B:  (4) Infantry units and (1) artil-
lery section. 

Group C:  (10) Infantry units and (1) 
Cavalry unit. 

Blue Orders:  Once it is determined 
that Red is trying to solely capture the 
fort, rush all available units to defend it. 

Blue Set Up:  Group A starts in the 
village. 

Group B is at the fort. 

Group Côs units enter anywhere along the 
western edge of the board. Roll 1D4 each 
turn, beginning on Turn 3, to see how 
many units arrive until all units are on 
board. 

Game Length:  15 turns 

Special Rules:  There are several spe-
cial rules for this scenario: 

1. Blue is unsure of Redôs objectives at 
the beginning of the game.  Each 
turn (beginning on Turn 3) Blue rolls 
1D6 and on a 6 they have deter-
mined that the fort is the objective.  
Add +1 on each turn until a 6 or 
modified 6 is rolled.  Until that time, 
only Group Bôs units can be in the 
fort.  Group Aôs and Group Côs units 
must try to engage Red wherever 
possible, until a 6 is rolled, then they 
are free to move as they please. 

2. The Engineer section is a smaller 

unit (fewer figs or bases), but as long 
as they still have a few figures/hits 
left, they can attempt to place demo-
lition charges against the walls of the 
fort.  It takes two turns to set the 
charges, then a D6 is rolled.  On a 1-
5 a large hole is blown in the wall 
that will allow Red to enter the fort.  
On a 6 the charges fail and one more 
turn has to be spent re-setting them. 

3. If the Engineer section is eliminated, 
Red can still breach the walls with 
artillery.  Roll 2D6 each turn that 
Red fires at the fort and on the roll of 
a 12, a breach has been made in the 
walls.  After three turns of firing, 
add +1, after five turns of firing, add 
+2, and after 7 turns of firing add +3 
to each roll each turn thereafter. 

Victory Conditions:  At the end of 15 
turns Red must have seized control of the 
fort.  Control is defined as no Blue forces 
remaining in the fort.  Any other result is 
a victory for Blue. 

Variants:   Have Red roll a D6 before 
the game begins to determine the objec-
tive, keeping the result secret from Blue. 

1-2 Seize the fort 

3-4 Seize the village 

5-6 Escort a caravan from B to the 
 western edge of the board.   

     You could also add weather such as 
extreme heat, dust storms, etc., to make 
things interesting for both sides!  
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Situation:  Red has secured two bridg-
es and a major roadway in Blueôs territo-
ry.  Mechanized forces have already 
passed through this area and are attacking 
a major city to the north of the map.  
However, Blue has been launching coun-
terattacks against the bridges for the last 
few days, including one just a few hours 
ago.  Before Blue can re-organize for 
another attempt, Red is going to counter-
attack to push Blue out of the area. 

Period:  Designed  primarily for the 
WW2/Modern period. 

Table Size:  6 x 4, but a larger table 
could be used with more terrain added. 

Terrain Notes:  The open ground is 
relatively flat.  The  villages at A and B 
are a combination of wood and stone 
buildings, while the town at C is mainly 
stone buildings.  There are several farms 
in the area that consist of several build-
ings that can form strongpoints.  Woods 
are light, but provide cover and vehicles 
should be penalized for moving through 
them.  The river can only be crossed at 
the bridges. 

Scale:  The scenario is designed for any 
scale. 

Red Forces:  Redôs paratroop units have 
been reinforced with mechanized units 
for this counterattack. Red has the fol-
lowing units available for the scenario: 

¶ (8) Armor units 

¶ (4) units of mechanized infantry 

¶ (9) units of  paratroop infantry 

¶ (1) units of combat engineers 

¶ (1) unit of mortars 

¶ (2) AT guns or AT SPGs 

¶ (1) battery of medium artillery (off-
board) 

¶ (2) air strikes/aircraft sorties 

Set Up:  Redôs forces begin in the town 
at C and can move to the attack on the 
first turn. 

Red Orders:  Divide your forces into 
two groups.  Each group will then be 
assigned an objective, which are the 
towns marked at A & B on the map.  
Seize both objectives, then defeat any 
attempt by Blue to counterattack.  Shift 
forces where necessary to seize both ob-

jectives. 

Blue Forces:  Blue has three groups 
that have been scraped together from 
various forces in the area.  Blue is trying 
to reorganize their forces from the attack 
against the bridges at C a few hours ago. 

Group 1:  (3) infantry units, (1) unit of 
mortars, (1) unit of armor, and (1) AT 
gun 

Group 2:  (3) units of armor and (3) units 
of mech infantry. 

Reserve Group :  Roll 1D6 +2 for the 
number of units in the Reserve Group.  
Then roll 1D6 for each unit to determine 
the unit type: 
Die Roll  Unit Type 

1   SPG/AT unit 

2   Armor unit 

3   Infantry unit 

4   Infantry unit 

5   Mech infantry unit 

6   Armor unit 

Farms:  Roll 1D6 for each farm on the 
map (8 total): 

Die roll  Unit(s) at the Farm 

1-3  Unoccupied 

4   (1) Infantry unit 

5  (1) HMG team & (1) mortar 

6   (1) AT gun 

Blue is supported by one battery of off-
board medium artillery. 

Blue Orders:  Hold villages A & B so 
that they can be used as staging areas for 
future attacks against the bridges at C. 

Blue Set Up:  Group 1 and Group 2 
must be assigned to defend the villages at 
A & B (one group per village).  The Re-
serve Group begins in the woods at D.  
Roll 1D6 for each infantry and/or mech 
infantry unit and on a 5 or 6 they may be 
entrenched. 

Game Length:  12 turns 

Special Rules:  Red has the first turn in 
the game. 

Victory Conditions:  At the end of 12 
turns Red must have seized the villages at 
A & B.  If Red only seizes one of the 
villages the scenario is a draw.  If Red 
does not seize either of the villages the 
scenario is a Blue Victory 

Variants:  Add airpower to one or both 
sides to balance out player skill/
experience.  If Red feels that the open 
ground is too much of a disadvantage, 
some hills or additional woods could be 
added to cover their approach to A & B.  
Random ñon callò artillery could be add-
ed to Red to soften up the defenses at the 
villages. 

For Modern period actions, replace the 
AT guns with ATGM teams/vehicles and 
each side could have a few attack heli-
copters added as well. 
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     Every so often, each gaming group 
is bound to have ñone of those 
nightsò!  While weôve played count-
less games of Warmaster Ancients, 
the rely bizarre ones are far and few 
between.  Most of the games, whether 
itôs Assyrians vs. Egyptians, Seleu-
cids vs. Indians, etc., are usually 
close affairs that go down to a few 
die rolls at the end.  This, however, 
was going to be ñone of those 
nightsò. 

     We set things up as a 2,000 points 
per side battle between the Imperial 
Romans and Seleucids, which, while not 
historical (Romans are about 2-300 years 
too late), provide a fun game for 5-6 
players that we can finish in 3 to 3 1/2 
hours.  The terrain, like most ancient 
battlefields was relatively sparse, with 
some rough areas of heavy brush/rocks in 
the center and a village on the Seleucid 
left.  Most of these things are for looks, 
but the rough area in the center would 
play an important role in kind of dividing 
the battlefield. 

The Romans went with the legions in the 
center, supported by their auxiliary infan-
try.  For those who have not ever played 
Imperial Romans, that is a combination 
that at times can be hard to overcome.  
The front line already counts as self-
supporting in the first round, then the 
auxiliary supports behind them add more, 
so even before combat begins they are 
usually +6 in hits!  The Roman cavalry 
was spread out on both flanks where they 
would try to hold off the better Seleucid 
cavalry while the legions did their dirty 
work in the center. 

     After a couple of tries with a two ele-
phant look, the Seleucids went back to a 

tried and true army list.  Basically, there 
are six phalanx units, one unit of ele-
phants, two guard cavalry, and one cata-
phract unit that provide the punch, 
plus a number of other units.  Both 
sides had a lot of skirmish units out in 
front of their main lines and skirmish 
combat this game went on for quite 
some time as the battle unfolded. 

     From the deployment of both sides, 
it appeared that the Romans were go-
ing to try to hold on the flanks and let 
the legions move up and engage the 
Seleucid center.  The Seleucids for 
their part would use their heavy caval-
ry on the flanks to drive the remaining 
Romans towards the center where the 
phalanxes would then finish them off.   
In the end, both sides achieved part of 
their objectives, but failed in others! 

     The game began with both sides mov-
ing out pretty quickly, which is some-
thing of a rarity for our WMA games!  
On the Seleucid left flank, the Romans 
came right out to engage the best of the 
Seleucid cavalry units...and won!  This 
was a major setback for the Seleucids and 

for a turn or two it looked like we might 
need to call the game and start another 
one.  All of a sudden, the Seleucid left 
flank was gone and the Seleucid center 
was slow to move up, plus there was no 
way to cover the left flank as well.  On 
the Seleucid right, there were some furi-
ous charges that left the Seleucid units 
battered, but in control of the road in that 
sector. 

     The Romans now tried to finish off the 
Seleucid left, advancing their archers, 
skirmishers, and auxiliary units.  Surpris-
ingly, they were pushed back and the 
Romans soon found themselves back at 
their start lines.  The Seleucids, however, 
didnôt have the combat power to advance 
in that sector, so it became a game of 

archery duels, limited attacks, and prob-
ing.  By mid-game, it had turned into 
WW1 trench warfare on the Seleucid left. 

     On the Seleucid right flank, all of the 
strange and unusual Seleucid units kept 
advancing.  The Romans tried to launch a 
series of counterattacks, but bad die rolls 
in both command and (cont. on p9) 
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(cont. from p8) combat produced negligi-
ble results.  The Seleucids slowly ad-
vanced, forcing the Romans into defen-
sive formations.  What had looked like an 
easy Roman victory was now turning into 
a dogfight.  Both sides kept looking for 
fresh units to make the final push, but by 
now most units had taken at least a stand 
loss. 

     This left the center, where both sides 
advanced into contact.  There were some 
titanic battles with multiple units on a 
side, which really started to produce cas-
ualties and pushing each side closer to 
their break points.  The Romans started 
off well, with the legions at times simply 
destroying units in the first round, but 
then running into the Seleucid reserves 
started to slow them down.  The Seleu-
cids counterattacked, forcing the Romans 
back while the last of each sideôs reserves 
moved up. 

     The situation towards the end of the 
game was that the Romans had been 
forced back into a defensive semi-circle, 
which had been the Seleucid plan all 
along.   It didnôt exactly happen the way 
the Seleucid players thought it would, but 
it was acceptable!  At this point the Se-
leucids were at 6 units down (actually 
more, but skirmishers donôt count) and 
needed to reach 10 to lose the game.  The 
Romans were at 10 and needed to reach 
12 to lose the game.  The Seleucid play-
ers then decided on one final push to 
force the issue. 

     All across the line the Seleucid units 
attacked, looking to take advantage of 
any gain to end the game.  The casualties 
on both sides started to mount up in these 
final attacks, but the Romans were closer 
to their break point than the Seleucids 
were.  After two more turns the Romans 
hit their break point and the game was 
called as a Seleucid victory. 

     Both sides had played well and it was 
pretty close in the end, even if both sides 
plans had gone sideways almost from the 
start!  The loss of the Seleucid heavy 
cavalry on the left flank was a disaster 
that usually would be hard to overcome, 
but events proved otherwise.  The legions 
and the phalanxes had their usual 
slugfest, which inflicted a lot of unit loss-
es for both sides. 

     The one thing that hopefully gets ad-
dressed in a reworking of the rules (if that 
ever occurs!) is maybe some kind of a die 
roll when one side hits its break point.  
As it stands, once you know a side is only 
one or two units away from breaking, the 
other side throws everything at them, 
regardless of casualties, just to finish 
them off.  It doesnôt always work out, but 
probably has a 90% success rate.  Itôs a 
game mechanism and not very realistic, 
but it could definitely stand to have a few 
changes. 
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