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ENGAGEMENT

The result of a Charge – unless a Shooting 
has completely destroyed the Charging Unit – is 
the creation of Engagement between two Units, 
that are now in contact with each other. An 
Engagement is resolved as follows:

1. The Active Player rolls 1 die for his Unit, plus 
1 further die if his Unit Charged in this turn. 

2. He compares the rolled dice with the
Engagement Dice shown on the Troops of his 
Unit (the black dice printed on the tile). For 
each ‘match’ between an Engagement Die 
and a result of a die, a hit is scored.

Example: a Unit that shows Engagement Dice of 
3,3,4,4,5 rolls a die and obtains a 4. This results in 2 hits 
(1 die x 2 Engagement Dice);

Example: the same Unit as above (Engagement Dice 
3,3,4,4,5) rolls two dice (due to a Trait) and obtains a 5 
and a 4. This results in 1+2=3 hits.
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3. The opponent immediately assigns Wounds 
to his Unit, one Wound per hit. Each Troop 
can absorb damage equal to the number 
of its Wound points (WP): once a Troop 
accumulates Wound tokens equaling the 
number of its Wound icons, it must be 
removed.

Example: A Unit with 2 Cavalry (2 WP each) and 1 
Infantry (1 WP) is inflicted 1 hit. The player can choose to 
remove the Infantry, to remove the Cavalry (thus ‘wasting’ 
1 WP), or to place 1 Wound token on a Cavalry.

Example: The same Unit has a Cavalry with 1 Wound 
token on it. Later in the battle it receives another hit. The 
player can remove the wounded Cavalry, decide to wound 
the other Cavalry or to remove the Infantry. 

Example: The Roman player rolls one die for his Unit 
and obtains a 4, resulting in 2 hits. The Celt player removes 
the Noblemen (for 1 wound), and places a Wound token 
on the Mounted Noblemen (for the 2nd wound). (See 
illustration below)
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If possible, Wound tokens must be taken 
from the tokens that haven’t been used during 
the current Battle Round. If all the tokens have 
been used as Order or Wound Tokens, the player 
can choose tokens used as Orders on any of his 
Units. If there are no Order tokens available, 
(all the tokens have been used as Wounds) no 
Wound tokens can be placed, and Troops must be 
removed instead. 

4. Removed Troops are given to the other 
player, so that he can keep count of the value 
of the eliminated Troops.

5. Now the opponent can Strike Back with 
the surviving Troops of his Unit, if there 
are any. Striking Back works exactly as the 
procedure for Engagement (a die is thrown 
and compared with the Engagement Dice, 
Wounds are inflicted, casualties removed, 
etc.), with the exception that there is no need 
to issue orders to that Unit, so no Order 
tokens must be spent.

6. If, at the end of the Engagement, both Units 
still have surviving Troops, they remain 
in contact in the Engagement Zone. If 
one of the two Units has been completely 
destroyed, the other Unit is moved back 
in his Front zone of the Sector where the 
Engagement has been carried out.
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3. Carrying on an Engagement 

If two or more opposing Units are already in 
contact in the Engagement Zone at the beginning 
of his Turn, the player can issue orders to one of 
his involved Units to carry on the Engagement. 
This works exactly as an Engagement following 
a Charge (except that the Unit doesn’t roll the 
additional die due to the Charge), with the Unit 
that has been issued orders striking first, and the 
enemy Unit that can Strike Back after assigning 
his Wounds and removing any casualties. 

4. Leaving an Engagement

If two or more opposing Units are already in 
contact in the Engagement Zone at the beginning 
of his Turn, the player can also issue orders to one 
of his involved Units to leave the Engagement 
Zone and move back to the Front zone of the same 
sector. If he decides to do so, the opponent has a 
chance of striking the disengaging Unit, with all of 
his Units involved in the Engagement. This works 
as the Striking Back described above, for it needs 
no Orders. After any Wounds have been inflicted, 
and casualties removed, the surviving Troops of 
the disengaging Unit can move back to his Front 
zone of the Sector, and so does the opponent’s 
Unit(s) that was in contact with it.
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5. Shooting

If a Unit on the Front of a Sector has Shooting 
Dice (white) shown on any of his Troops, this 
means it can Shoot (i.e. has a ranged attack). 
Shooting works in a similar way to Engagement 
(see “Engagement” above for clarifications):  

1. The Active player targets any enemy Unit 
deployed in the Front or in the Engagement 
Zone (see below) of the same Sector of the 
shooting Unit. 

2. He rolls 1 die and compares the result 
with the Shooting Dice shown on the Troops of 
his Unit. For each match between the Shooting 
Dice and the results of the rolled dice, a hit is 
scored. 

3. The opponent immediately assigns 
Wounds to his Unit, one Wound per hit, and 
removes any casualties. Each Troop can absorb 
damage equal to its Wound Points: once a 
Troop accumulates Wound tokens equaling 
the number of its Wound Points, it must be 
removed.

If possible, Wound tokens must be taken from 
Orders tokens that haven’t been used yet. If all 
the Order tokens have been used, the player can 
choose Order tokens used on any of his Units. If 
there are no Order tokens available, (all the tokens 
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have been used as Wounds), no Wound tokens 
can be placed, and Troops must be removed 
instead. Removed Troops are given to the other 
player, so that he can keep count of the value of 
the killed Troops.  

Shooting on an Engagement: 

A player can decide to Shoot 
on a enemy Unit involved in an 
Engagement. If he does so, he throws 
dice for hitting as normal, but the hits 
are divided (rounded up) on all the 
Units involved in the Engagement.  

Shooting with no enemy Units 
in Front or Engagement Zone: 

If a Unit decides to Shoot, but 
there are no enemy Units in the 
Front or the Engagement Zone of 
that Sector, it can Shoot on any Unit 
in the Rear of that Sector.  

Shooting with no enemy Units 
in the Sector:

 If there are no enemy Units in the 
Front, Rear, or Engagement Zone of 
the shooting Unit’s Sector, the Unit 
can shoot on any Unit in the Front 
or in the Engagement Zone of an 
adjacent Sector.

Shoot

Shoot

Shoot
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6. Using a Special Trait

Traits are specific abilities of some Troops that 
allow them to tweak the normal rules of the game. 
Some of them – listed as Special actions - require 
an order to be issued. This specific action cannot 
be used in the very first turn of the battle, taken 
by the Attacker. 

7. Pass

If a player doesn’t want to perform any action 
during his turn, he can decide to Pass. The player 
must set aside an Order token on the table and it 
is considered used, just like it was spent on a Unit. 
Then the turn passes to the other player. Passing 
could be a useful tactic, whereby you do not wish 
to order a Unit to do something dangerous, like 
combating a stronger enemy Unit.

Special traits
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END OF THE BATTLE AND WINNER

The battle ends when one of the players 
concedes, or at the end of a Battle Round in which 
one of the players has destroyed half or more of 
the enemy army (counting up the Deployment 
Points of the eliminated Troops). That Player 
is considered the Winner. If both players have 
destroyed half or more of the enemy army, the 
Winner is whoever has destroyed the higher total 
of Troops (always counting up their Deployment 
Points). In case of a tie, the Defender is the 
Winner.


