LOST BATTLES AID SHEETS

These sheets assist you in refighting the engagements reconstructed in my book Lost Battles (Hambledon Continuum, 2007).  The following 2 pages contain charts and tables which you may print out for ready reference, to save constant flicking through the rules themselves in Appendix 1.  You may wish to print them front and back on a single sheet of paper or card, and then laminate this for greater durability.

The final 2 pages contain 2 separate sheets which you may use to provide the playing board and to keep track of turns, commands and off board units.  These sheets are best laminated, after which you may use differently coloured wax pencils to draw in the terrain and the positions of the opposing units.  When a unit moves or changes facing, you simply erase its previous position and write in the new one.  Lead units can be underlined, and spent units put in brackets.  Since the command total changes so often, I recommend that you record this using a small coin on the command track rather than making constant pencil alterations.

If you would prefer to use a full colour board like those in the book’s plates, over which the units may be moved without the need to erase their previous positions, the zip files on this site allow you to do this either by constructing physical components or by using Dale Larson’s freeware Cyberboard programme to achieve the same result on your PC screen. 

If you have problems, or want to share ideas or modifications, please visit the Lost Battles discussion group at http://groups.yahoo.com/group/lostbattles/. 

Note that these files are copyright, and you may not post them elsewhere or use them for any purpose except to further your study and enjoyment of your own copy of Lost Battles.

Philip Sabin

King’s College London

November 2007
- Slight correction made to the Movement & Attack Costs chart to remove the free facing change for elephants.

January 7th 2008
- Amendment made to the Combat Dice Roll Modifiers chart to remove the hoplite vs hoplite bonus if the enemy hoplites just moved up, and hence to reduce the existing first attack premium in hoplite warfare, which encourages too much of a deterrent stand-off.  NB: this is a change to the published rules in the first edition of the book.

March 4th 2008

LOST BATTLES AID SHEET
COMBAT RESULTS TABLE
	ATTACKING

      UNIT
	                               DEFENDING UNIT

	
	Heavy

Infantry
	Light

Infantry
	Heavy

Cavalry
	Light

Cavalry
	Elephants
	Chariots

	Heavy Infantry
	    9
	    9
	    8
	    9
	     9
	     8

	Light Infantry
	    9
	    9
	    8
	    8
	     8
	     8

	Heavy Cavalry              
	    9
	    7
	    7
	    8
	     9
	     8

	Light Cavalry
	  10
	    9
	    9
	    9
	     9
	     9

	Elephants
	    8
	    8
	    7
	    8
	     8
	     7

	Chariots
	    9
	    8
	    7
	    9
	     9
	     8


COMBAT DICE ROLL MODIFIERS
	+1 for the lead unit, unless it is scythed chariots (9.5) or has adjacent enemies to its left and right or to its front and rear 

	+1 if the unit was given an attack bonus (4.4)

	+1 for a leader’s guard unit given a second attack bonus (8.5)

	+1 for a non-levy unit attacking a levy unit

	+1 for heavy infantry (of any kind) attacking hoplites, phalangites or archers (9.1 & 9.2) who are not facing the attack

	+1 for hoplites attacking a zone containing enemy hoplites which did not all just enter the zone on their own preceding player turn (9.2)

	+1 for a lead unit of fresh hoplites or phalangites attacking heavy infantry, unless the phalangites have adjacent enemies they are not facing or are attacking into or from a zone containing a camp or any kind

of terrain feature (9.2) 

	+1 for a non-lead unit of fresh average hoplites or phalangites attacking heavy infantry, if the attacking unit is accompanied by another fresh average unit of the same sub-type which neither attacks nor 

supports another attack that turn (9.2)

	+1 for cavalry or chariots attacking heavy infantry, if both zones are on any board edge or the heavy infantry are accompanied by fresh cavalry, chariots or light infantry or the attacking unit is in the lead and the infantry are facing 180 degrees away  

	+1 for a lead infantry unit attacking from a hill to a non-hill zone

	+1 for any lead unit attacking from a non-river to a river zone 

	+1 for archers attacking light infantry or light cavalry (9.1)

	-1 if the attackers moved or changed facing (even at no cost) before attacking (6.1)

	-1 for a non-infantry unit, or a lead heavy infantry unit not in its own fortified camp, attacking into or starting its activation in a wood, marsh, hill or fortified camp zone

	-1 for the last attacking unit in a group if it counts at half the normal rate towards the attack limit (6.3)  

	-1 for any unit attacking cataphracts (9.4), a lead unit of cavalry or chariots attacking elephants, or 

a lead unit of infantry attacking fresh legionaries (9.3), unless in any of these cases the enemy unit is not facing towards the attack

	-1 for an African elephant unit attacking a zone containing an Indian elephant unit

	-1 for a spent attacking unit in a fatigued army (10.2)

	-1 for chariots, archers, spent light infantry or light cavalry, or the lead unit in a stream or river zone in

wet weather (10.4)


ACTIVATION & ATTACK BONUS COSTS

	- commander activated for independent relocation (8.2)
	0 Commands

	- single unit activated for normal movement/attack

- group of 2 veteran units activated for normal movement/attack
- group activated for facing change and/or single unit attack (4.2)
- veteran unit activated for double movement

- light infantry or elephant unit activated for a double forward deployment move (4.4) 

- attack bonus for a light cavalry unit

- attack bonus for a lead unit of veterans or Indian elephants
	1 Command

	- any other group activated for normal movement/attack

- average or levy unit activated for double movement

- veteran legionary unit activated for treble movement (9.3)
- attack bonus for any other unit
	2 Commands


MOVEMENT & ATTACK COSTS

	- any troops deploying into an unfortified camp zone (3.3)
- light infantry making any one turn

- light cavalry making any two turns
- any troops (except hoplites) making an initial 180 degree turn, unless outflanked (5.3) 

- troops with no enemy in front making an initial turn to attack
	0 Moves

	- each 90 or 180 degree turn in other circumstances

- entering or attacking any zone except as noted below
	1 Move

	- chariots or non-cataphract cavalry entering or attacking a zone containing hills, woods, marshes, a fortified camp or enemy elephants, unless it is their initial deployment zone (5.4)
	2 Moves


ARMY MORALE MODIFIERS
	  +1 if there are at least twice as many friendly as enemy units currently on the field

	  -1 for every 4 friendly units which have been shattered (including by this attack)

	  -1 if at least 2 uninspired or 1 average or better friendly generals have been lost or killed (including 
through this attack)

	  -1 if there are at least twice as many enemy as friendly units currently on the field

	  -1 if at least 2 more friendly centre zones contain enemy units than there are enemy centre zones 

containing friendly units (counting non-river key zones as two zones each and non-key river zones as 

half a zone each), or if your camp has ever been occupied by the enemy (2.3)


	  +1 for a veteran unit, an average legionary unit (9.3), or an Indian elephant unit

	  +1 for a heavy infantry unit, except for hoplites adjacent to enemy hoplites (9.2)

	  +1 if the unit is 3 or more zones away from the zone under attack

	  +1 for non-elephant units if there is a brilliant or inspired friendly general in the unit’s zone, or a 
brilliant friendly general in an adjacent zone (except as in 8.6)

	  -1 for a levy unit, a scythed chariot unit, or the guard of a timid general

	  -1 for a spent unit

	  -1 if the adjacent zones to the unit’s front and rear and/or to its left and right are both enemy occupied 


UNIT MORALE MODIFIERS

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


ARMY 1

	UNDEPLOYED


	SHATTERED
	ROUTED
	WITHDRAWN


TURNS

	1


	2
	3
	4
	5
	6
	7
	8
	9
	10


COMMANDS

	0


	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15


ARMY 2

	UNDEPLOYED


	SHATTERED
	ROUTED
	WITHDRAWN


