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2.1
All actions are conducted alternately with both players completing each phase in the sequence of play before moving to the next.  In an attack on a defended position scenario, the attacker moves first on turn one. Thereafter, and in other circumstances, dice to determine who moves first by rolling one D6 and adding the Commanding General’s Command Points (see 3.7). The high score decides whether to go first or second. Once this has been resolved the players keep the same order for all phases in the turn. The player moving first is termed the ‘player with initiative’.
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All actions are carried out from right to left except that where unit moves intersect, the lead unit may move first. Combat is resolved simultaneously.

Turn Sequence

1. Command Phase. Allocate Command Points (CPs) for each leader, move messengers and any lone leaders; fight personal combat; take required control tests.

2. March Movement Phase. Units beyond bow range of enemy may move, change formation or direction, or rally. All movement must stop at bow range from any visible non-broken enemy. 

3. Long Range Missile Exchange. Stands with a long-range Missile Factor may shoot at any eligible targets between javelin and bow range. Artillery may shoot out to twice bow range.

4. Tactical Move Phase. Any units may move, change formation or direction, or rally. All movement must stop at javelin range from any enemy. 

5. Short Range Missile Exchange. Stands with a short-range Missile Factor may engage targets at javelin range. Light horse archers and troops who remained stationary in the Tactical Move Phase, may also engage targets at beyond javelin range using their long range missile factor. 

6. Charge Phase. In the following order: 

· declare and test for charges; 

· make charge and charge response moves; 

· resolve charge combat; 

· make all moves resulting from charge combat.

7. Melée Phase. Resolve melée and conduct any resulting moves.

8. Morale Phase.  Assign Disorder Points (DPs) for morale. Remove DPs from eligible units, which did not move and are not in combat.

Tip Deciding to move first or second can make a critical difference and it is not always immediately obvious which is best. In some cases it is advantageous to move first since the effects of the first player’s missile fire will reduce the second player’s ability to shoot back. Moving first might also restrict the opposing player’s movement options. On the other hand, moving second allows a player to wait until his opponent has moved all his troops before moving himself, thereby exploiting any weaknesses and giving his opponent no opportunity to respond to his moves.
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