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Commanding your army

At the beginning of each turn, players roll 3 dice in secret to determine their General points for the turn.
The dice scores they receive represent their general’s influence on the battle for that turn. They assign the
three dice scores they receive to their three General virtues: Valour, Discipline, Strategy.

Valour: used to affect the fighting of, and results of combats
Discipline: used to affect discipline tests
Strategy: used to affect turn order, rally attempts and turn outcomes

Generals may use general points on their turn to affect their army, but not on their opponent’s turn.

Definitions
● Bases - all bases are the same width, the same as 1 MU. There are two unit depths - regular and deep.
● Deep Unit - A unit which occupies the same frontage as usual, but a greater depth - used for pikes,

warband and Maniples.
● Difficult terrain - any terrain that is not open.
● Flanked - a Unit that is in combat to its front with one unit and to its side with another - Flanked

units cannot be driven back, so always receive a disruption point in a losing combat.
● Formation - a group of units in base the base contact, aligned corner to corner. This is dealt with

in more detail in the formations section.
● Movement Unit (MU) - the unit in which all measurements are made - 1 MU is equal to the width

of any unit’s base (usually 40mm).
● Near - units out of combat that are within 1 MU of each other.
● Supported / supporting - a unit that has base to base contact with another friendly unit.
● Threatened - a unit with an enemy unit to it’s rear / flank that is not engaged and could charge.
● Wavering - an army that has had its morale reduced to 2 or less.
● Zone of control - a 1 MU zone around each side of a unit’s base, that an enemy may not enter

unless it is charging.



Discipline Tests
A single dice roll, with a result of 4+ needed to succeed. However, there are a number of situations and
effects that can modify the result needed to pass a discipline test:

Positives:

● Legionaries - +1
● Opposition army is wavering - +1
● Friendly troops near to the rear - +1

Negatives:

● Threatened on the flank / rear - -1
● Part of a wavering army - -1
● Skirmishers - -1

Discipline Points
Discipline Points can be used to improve the results of discipline rolls by a point per point spent.

Deployment

Generals have the choice of how lay out the battlefield and their troops on it. Either by
mutual agreement, as part of a specific scenario, or according to the Generalship
section of the rules. Once terrain has been laid out, both players roll a dice, with the
higher choosing the table edge they wish to deploy along, and taking the first
deployment. The enemy then deploys along the opposite table edge. Both sides must
deploy all their units and formations within 3MU of the table edge.

Turn Order

The player with the higher Strategy score goes first for each turn. In the event of a tie, players may expend a
point of morale to beat the tie, or simply each roll a dice, with the higher score being the first active player.

1 - Roll for Action Points
2 - Player 1

● Player 1 Moves
● Player 1 Shoots
● Player 1 Fights any combats
● Player 1 Rallies

3 - Player 2
4 - Determine losses and lower morale accordingly



Movement
Troops can undertake basic moves either alone or in formations. A basic move is in any direction forwards
up to the maximum move distance permitted for the slowest member of a formation. As long as no part of
the unit or formation has moved further than its maximum move distance, the move remains simple.

A simple move requires a discipline test. A formation can undertake the same move with a single discipline
test, using the worst set of modifiers available to the formation.

A move into base to base contact with another unit or formation is a Charge. These are dealt with in the
Charges section.

Complicated Moves
Units and Formations can also undertake complicated moves. These require 1 discipline point to order, and
still require a discipline test to undertake.

● Second Moves - A unit or formation can move for a second time with a single discipline point.
● Moves into difficult terrain - a unit that moves into or through difficult terrain.
● Facing Changes - a unit can change its facing in any direction.
● Moves near the enemy other than charges.
● Moves directly backwards out of combat.
● Move sideways or backwards.
● Moves to form a Formation.

Movement Rates

● Light Infantry - 3 MU
● Medium and Heavy Infantry - 2 MU

● Light Cavalry - 4 MU
● Medium and Heavy Cavalry - 3 MU
● Elephants - 2 MU

Shooting
A unit that can shoot is able to initiate ranged combat if it is not in combat, and is within range.
Shooting ranges:
Javelins / Slings - 2 MU
Bows - 3 MU

In ranged combat, shooters roll a single dice. If the result is a 5 or 6, they roll on the ranged combat
results table:

1-4 - no result
5 - Driven Back 1 MU
6 - Disrupted

If the target of shooting can also shoot, they may fire back in return.



Combat

Charges
Units other than heavy infantry can charge slightly further than usual - 1 MU more than their regular
movement distance.

Units who charge other units align their bases corner to corner with the enemy. Units in a formation that
overlap the end of the enemy formation may either spend a valour point to charge into the formation’s
exposed flank, or remain in place and offer support to the unit to its own flank. A unit may only charge
the flank of an enemy that is already engaged in combat to its front.

Combat
Hand to Hand combat is done between individual units, although those surrounding them in formations
can affect the results of individual combats.

In combat, the two fighting units both roll a single dice, and add modifiers to the result. The higher result
is the victor of the combat, who then rolls on the combat results table.

Modifiers
● Disrupted - -1
● Mass formation Charged - +1
● Supported to the flank - +1
● Fighting to the flank / rear - -2
● Fighting Downhill - +1
● Fighting in Rough Terrain - -1
● Pikes when charged - +1

Combat Results:
1-3 - Pushed Back 1 MU
4 - Pushed Back 1 MU and Disrupted
5 - Disrupted and remains in combat
6 - Broken

Valour Points
Your Valour points may be used to increase your dice rolls in either fighting the Combat, or when rolling
on the combat results table by a single point per point. They are also used to flank or wrap around enemy
lines.



Rallies
Units suffer disruption points throughout the battle, as the result of casualties, damage to morale etc. A
regular depth unit can suffer a single disruption point, but if it suffers a second, it is broken and routs. A
deep unit can suffer two disruption points, but if it suffers a third, it is broken and routs. A unit that is not
in combat can attempt to rally, and remove a disruption point. To do so, it takes a discipline test. If it
succeeds, it removes the disruption point.

Strategy Points
Strategy points can be used to improve the results of discipline tests, by a point for each point spent.

Army morale
The aim of any large battle of the ancient world was to drive off your enemies and win the day. This is done
by reducing your enemy’s morale to 0.

Armies start the battle on 6 morale points. Each unit of Medium or Heavy Infantry lost reduces army
morale by 1 point. Each Unit of Medium or Heavy Cavalry reduces morale by 1 point. Every 2 units of light
cavalry lost reduces army morale by 1 point.



Formations
A formation can be formed of any number of units of the same type - Light Infantry, Medium Infantry,
Heavy Infantry, Light Cavalry, Medium Cavalry, Heavy Cavalry etc. Elephants cannot be part of a
formation. Deep units can only form a line or colum formation. Light Infantry and Light Cavalry can only
form a line formation.

Line - a formation of units
aligned along their flank
edges.

Mass Formation - a
formation of units aligned
along their flank and rear
edges - up to 2 units deep. The
front rank of units in mass
formation receive an
additional charge bonus of
+1. However, a unit in a mass
cannot be pushed back, so on
a combat resolution result of
1-5, they are disrupted, and
broken on a 6.

Column - a formation of
units aligned along their rear
edges in a line. Units in a
column gain +1 MU to their
movement range, but easily
outflanked.

Breaking a formation: If a unit in the front rank is destroyed, it causes a gap to form, and therefore there
is not an unbroken line of units aligned along the flank at the front of the formation - essentially
splitting the formation into two or more smaller formations.

Reforming a formation: A unit in a rear rank of a deep formation may move forwards to fill a gap left by a
destroyed unit as a simple move in its turn - thereby reforming the formation. However, one of the units in
the formation would then already have moved, so ordering the formation as a whole to move would
count as a second move, and require a further discipline point to move.



Generalship
To signify the arts of generalship and campaigning, Tropaion uses a deck of 40 cards. Before the battle,
shuffle the deck, and deal 5 cards to each player. A player may discard 2 cards, and redraw another 2 -
however they are then stuck with this hand. Players must use all 5 of their cards in a battle, so choosing
when to stick and when to twist is essential.

Terrain Cards

A battlefield starts as a flat uninterrupted area, with no difficult terrain.
Before the battle begins, players must use any of their terrain cards to build the battlefield. Rolling off for
the first player, players take turns to place a terrain card on the battlefield. No card may be placed within
3 MU of another. When all terrain cards have been played, those cards are switched for appropriately
modelled terrain, according to the details of the terrain on the card.

The deck contains 20 Terrain Cards:
● 10 Field Cards - representing an area of unbroken terrain such as farmlands, pasturelands, steppe

etc.
● 4 small woods - a square-ish wood of no more than 2MU on each side.
● 1 large wood - a rectangular-ish wood of no more than 16MU circumference.
● 3 small difficult terrain - a squarish area of difficult terrain, such as broken ground, marsh etc,

no more than 2MU on each side.
● 1 Hill
● 1 river - a river of no more than 1 MU width that goes from one end of the battlefield to its

opposite end.

Tactics Cards

Players may play their tactics cards at the time specified on the card.
The deck includes 20 Tactics Cards

● 10 blank cards - These lower the chances of any player getting an overpowered hand. However, to
rule out one player getting a vastly underpowered hand, two blanks can be used to order a free
complicated move for a unit or formation.

● Broken Vine Staff - Play when a unit or formation fails a discipline test to move, and you may
reroll the test once.

● Run them down - Play when you win a combat and roll on the combat results table, and you can
reroll the combat result once.

● Darken the Skies - play whe you would fire with a unit armed with bows, and that unit wins the
ranged combat automatically, rolling on the ranged combat results table.

● Hold! Hold! - When your army morale would drop to 2 and your army become wavering, stay at 3
morale instead.

● Get ‘Em Moving - A unit or formation may make a simple move without testing when this card is
played.

● Shieldwall - When a unit or formation is charges your unit or formation, it gains 1 fewer charge
bonus modifier than it usually would on playing this card.

● Break the lines - When your unit or formation charges, gain 1 additional charge bonus when
playing this card.

● Superior Scouting - When deploying, play this card to extend your deployment zone to 4MU from
the base edge of the battlefield.

● Flank March - Hold up to ¼ of your units in reserve when deploying. From the Third Turn
onwards, play this card at the start of your turn to enable the reserve to deploy anywhere on one
of the two flank edges.

● Foul Weather on the March - Play this card in deployment. ¼ of your enemy’s units are now in
reserve, and can only arrive on the rear edge of the battlefield from the 2nd turn onwards.



Unit Rules
Elephants - +3 to charge, however cannot be pushed back, so on a combat resolution result of 1-5, they are
disrupted, and broken on a 6. Elephants also cannot rally.

Fast Cavalry - May use a Valour point to move an extra 1MU when they move.

Fearsome - -1 to discipline checks when a unit attempts to charge a fearsome unit.

Frenzied - +1 to Combat until the army is wavering, then -1 to combat.

Heavily Armoured - Cannot be driven back by ranged combat, so on a 1-5 are unaffected, on a 6 disordered.

Legionaries - Heavy Infantry, who Gain +1 to discipline tests.

Light Cavalry - no rear or flanks for purposes of combat resolution, and moving into or through difficult
terrain is not a complicated move for them. They can make a free move backwards of 2 MU if charged by
another unit. Can interpenetrate friendly cavalry.

Light Infantry - no rear or flanks for purposes of combat resolution, and moving into or through
difficult terrain is not a complicated move for them. Can Interpenetrate friendly units. They can make a
free move backwards of 1 MU if charged by other infantry. Light infantry also do not contribute towards
army breaks.

Maniples - Deep medium infantry who gain +1 to rally. Cannot form deep or mass formations.

Parthian Shot - Light Cavalry who can make a ranged combat action when they make a free retreat after
being charged.

Pikes - Deep heavy infantry who are receive a disruption if they enter difficult terrain. Pike gain +1 to
combat if they are charged. Units that are already disordered cannot enter difficult terrain or they would
be destroyed.

Raw - cannot attempt to rally.

Supporting Archers - Archers that can fire directly overhead of the unit that is in base to base contact in
front of them. Pushed back along with the unit in front of them if pushed back, cannot form a mass
formation.

Uncertain Morale - Additional -1 to discipline tests when the army is wavering.

Veteran - can attempt to rally in combat.

Warband - Medium Infantry, Deep unit, +2 on charges, can form a deep formation unlike other deep units. If
within charge range, a warband must charge, unless it passes a discipline test to act otherwise.



Quick Reference
DISCIPLINE TESTS
Positives:

● Legionaries - +1
● Opposition army is wavering - +1
● Friendly troops near to the rear - +1

Negatives:
● Part of a wavering army - -1
● Skirmishers - -1
● Threatened on the flank / rear - -1

Complicated Moves
● Second Moves
● Moves into difficult terrain
● Facing Changes

● Moves near the enemy
● Moves out of combat.
● Move sideways or backwards.
● Moves to form a Formation.

Movement Rates
● Light Infantry - 3 MU
● Medium and Heavy Infantry - 2 MU

● Light Cavalry - 4 MU
● Medium and Heavy Cavalry - 3 MU
● Elephants - 2 MU

SHOOTING
Shooting ranges:
Javelins / Slings - 2 MU
Bows - 3 MU

Shooting Results
1-4 - no result
5 - Driven Back 1 MU
6 - Disrupted

COMBAT MODIFIERS
● Disrupted - -1
● Mass formation Charged - +1
● Supported to the flank - +1
● Fighting to the flank / rear - -2
● Fighting Downhill - +1
● Fighting in Rough Terrain - -1
● Pikes when charged - +1

COMBAT RESULTS
1-3 - Pushed Back 1 MU
4 - Pushed Back 1 MU and Disrupted 5 - Disrupted and remains in combat

6 - Broken

Unit Combat Charge Movement Morale pts

Light Infantry -1 0 3 0

Medium Infantry 0 +1 2 1

Heavy Infantry +1 +1 2 1

Pikes +1 +1 / +1 Charged 2 1

Warband +0 +2 2 1

Maniples 0 +1 2 1

Light Cavalry -1 0 4 0.5

Medium Cavalry 0 +1 3 1

Heavy Cavalry +1 +2 3 1

Elephants +2 +3 2 1


