LOST BATTLES ERRATA & ADDENDA

These minor tweaks and amendments relate to Professor Philip Sabin’s book Lost Battles: Reconstructing the Great Clashes of the Ancient World (London: Hambledon Continuum, 2007).  Most of them have arisen through discussions on the associated Yahoo! site (address on p.248 of the book), and readers are strongly encouraged to join that flourishing discussion group for further details and ideas.

Errata for the hardback edition (already corrected in the paperback):

p.100: At the start of the last paragraph, the deep Theban column pushed back the Athenian left, not right.

p.124:  The hills at 2nd Mantinea were actually significantly steeper and more abrupt than those at other battles.  This is best simulated by treating the three hill zones at this battle as impassable terrain.
Figure 29:  Post-publication playtesting has shown the following amended deployments at Bagradas to be a much more rational reflection of the ancient evidence.  This is discussed further in post 172 on the yahoo site.

[image: image1.png]g e Carthaginians EN]
n
W By gy WY WY Wy Wy v wy v
g g S e B2
& g v i v g
d d
v W v
q d
Fig.29 +
BAGRADAS
255BC
and A A
w
ALl
. . 1000
400 metres Romans e




Figure 35:  The compass rose at Zama should be rotated through 180 degrees, to correspond with the site discussed on p.189.

pp.234-5:  In rule 6.3, how much units count towards the attack limit in each zone is rather laconically presented, and also lacks a cross-reference to rule 6.8.  For clarification, the following table should help.
VHI: 0.5 except for VLE which count 1
VLI: 1
VHC: 1 except for VCA which count 0.5
VLC: 1
AHI/LHI: 1
ALI/LLI: 2 except for a fresh lead unit which started the player turn in the lead, which counts 1
AHC/LHC: 2 except for ACA/LCA which count 1
ALC/LLC: 2
CH including SCH: 2
AEL/IEL: 2 except for a lead unit which started the player turn in the lead, which counts 1
p.235:  In rule 6.5, the +1 modifier for hoplites attacking a zone containing enemy hoplites should not apply if all the enemy hoplites just entered the zone on their own preceding player turn.  As discussed in post 114 on the yahoo site, this reduces the ‘first strike’ and ‘stand-off’ imperatives created by the faster pace of hoplite combat.

p.242:  The title of rule 9.2 should refer only to hoplites, not phalangites.  Like archers, phalangites have their special characteristics reflected only through the combat modifiers in rule 6.5 (which they share with hoplites, hence the confusion).  Note that the +1 bonus for fresh average hoplites or phalangites accompanied by a similar supporting unit handles the deep formations discussed on p.48 without any need to change the unit attack limits as clarified above.

p.245:  In rule 11.3, the victory point differential for a Major Victory should be 50 to 74.

Addenda for both editions:

Extensive play experience since the book was published has suggested two small but significant tweaks to the published rules.  The first arose from a suggestion by veteran wargamer Charles Vasey, to add greater uncertainty to the availability of command points.  This is easily accomplished by revising rule 4.1 as follows:

4.1: ACQUIRING COMMANDS

The command flexibility of your army is represented by the expenditure of a limited stock of ‘commands’ for all game actions.  Commands are best recorded on a track stretching from 0 to 10 (which may also be used to record the number of the current turn).  At the start of each of your player turns, you receive one command for every full 10 points of fighting value in your army.  Shattered, routed or withdrawn units and lost or killed generals do not count, and their points must be deducted from your army’s initial fighting value for this calculation.  Undeployed units and generals do count, except as noted in 10.1.  You expend commands during your player turn, and at the instant that your remaining commands fall to 1 or 0, you roll a single die and add that many more commands to your total.  This die roll may be halved as noted in 10.3 and 10.4.  The die roll precedes the action which the command expenditure paid for, so you may activate a group with your last regular commands and then decide what to do with the activated group (without changing the form or cost of its activation) once you know how many extra commands you have.  Any commands not expended are lost, and may not be carried over to the next player turn.
The second rules tweak arose from the development of linking rules to allow Lost Battles engagements to be used to decide campaigns in Professor Sabin’s new grand strategic simulation Empire (UK: Society of Ancients: 2009).  The full linking rules may be found in the files section of the Yahoo! site, but the amended handicap rules work just as well in one-off Lost Battles engagements.  They offset the tendency noted on pp.72-3 for moderately inferior armies to suffer lots of narrow game defeats and only the occasional sweeping game victory.  The following revision of rule 11.2 gives a more even distribution of game victories and defeats:

11.2: VICTORY POINTS

Once the battle ends, each player calculates his victory point total by adding up the figures shown in the table below, remembering the special counting rules for average legionaries in rule 9.3.

The fighting value of all spent, withdrawn and routed enemy units and lost enemy

generals

An extra 1 for every routed enemy unit

Twice the fighting value of all shattered enemy units and killed enemy generals

5 if your army ever occupied the enemy camp and any enemy are still on the field

10 if your army was fatigued

1 per unit if your army was surprised

Three times the difference between the initial fighting values if your army had the lower total, up to a maximum of half the enemy army’s initial fighting value (rounding halves up)              
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