Caesar in Alexandria

Errata & Clarifications

November, 2005 

RULES
2.25 The reference should be to section 4.1

2.4 Player Turn: Reference should be to 4.2

3.0 Sequence of Play: Intro reference on Turn Seizure should be to 4.5. 

A. Activation Phase: The two references to 4.12 should be to 4.2. 

D. Fleet Status Phase #3 - Reference should be to 10.42. 

E. Exhaustion Level - Reference should to 11.3. 

4.41 Change the second sentence to: "The range is measured and traced in Movement Points using land unit movement costs (see 5.31, 5.36, and 5.74)." 

5.29 The reference to hex 3204 should read hex 3304. 

7.42 Clarification: A unit entering a friendly occupied hex does not trigger entry reaction fire.

7.52 Clarification: 7.13 applies to Harassment and Dispersal Fire. 

8.52 Example: Reference to steps 8.33 and 8.34 should be to sections 8.3 and 8.4. 

8.53 Clarification: Only one unit advances after Shock whether it's a hex, Point, or Galley. 

9.15 Retract (after Ram): Second sentence should read: "… the player uses the original unadjusted die roll …" A galley that successfully Retracts may move no further that activation. 

9.24 Last sentence should read: "… a galley may not use Diekplus if it has to move to port or starboard to enter the enemy Bow or Stern hex, nor may it make such a turn within that hex." 

11.2 Egyptian Deployment, second bullet [Light Cavalry]: Add "These units may not enter the city of Alexandria or the Heptastadium Causeway." 

11.3 Clarification: Exhaustion Points are earned for eliminated units. A unit the leaves the map (voluntary or otherwise) is considered eliminated. 

12.2 Naval Battle: The TQ distribution for the Egyptian MI should be: 2 TQ 7, 2 TQ 6, and 2 TQ 5. 

Victory: Add to the first bullet: "…or has sunk by other means such as Fire." 

Add to the second bullet: "If a player regains an enemy-captured galley, the opposing player loses those VP. If a Captured ship is subsequently Rammed, Sunk, or Runs Aground the Capture Bonus (+1 VP) is lost."
COUNTERS
Legion XXVII, Cohort 6 should have a TQ of 7. 

Roman Cataphracted Trireme #1 Attack side Ram Defense should be 7 

QUESTIONS & ANSWERS
Compiled by Mike Lang

Note: Some questions are duplicated in different sections for convenience.
 (A) SHOCK COMBAT
Q1. If artillery is stacked with units that suffer hits in shock, does it receive its fair share? Even if the stack with the artillery is attacking? 
A1. Yes and no. In the latter, the artillery can't Shock so isn't involved in the combat.
Q2. Can a unit in a Point retreat into a connected hex? 
A2. No -- see 10.3
Q3. If a unit in a Point wants to Shock an enemy in an adjacent Point, does the attacker have to attack through the top edge of the counter (ie the traditional 'front')? 
A3. Any front point will do, remember Shock is voluntary in Points.


Q4. If a defending unit in a Point suffers an R result in Shock, can it retreat into a block under any circumstances? 
A4. No 


Q5. Toward which attacking unit can the defending one use Street Shock Reaction fire if one of the attackers is coming from behind, for example from a point in the rear? 
A5. The attacker chooses the unit that will attack. Street Shock Reaction fire does require a LOS so the defending unit cannot fire at a unit attacking its rear. 


Q6. Am I correct in assuming that a unit in a point, adjacent to 2 hexes and a block (containing each 2 enemy units), can be attacked only by the top-most unit of each stack in the same turn? (as per 8.13) 
A6. No

Q7. Or the intent of the rule is to let just one, and only one, enemy unit attack a unit in a point? No matter how many of them are surrounding the point? 
A7. Yes

Q8. Assuming 2 enemy galleys are involved in a boarding, but the shock attack doesn't produce any definitive result (the defender stands). If in the next activation the transported troops decide to renew the attack (or boarding), can they use missile fire? 
A8. Yes. 


Q9. Aren't they already mixed with the opposite side's troops? 
A9. Perhaps, but in reality missile fire probably would be occurring at the same time as the melee. Gamers do need some order, hence the simplification.
Q10. If defender must retreat due to failing the TQ-check, can it retreat into an enemy ZOC? 
A10. No. It stands

Q11. When a stack must TQ-check for shock, do both units check or just the top one? what if the top unit fails the check when attacking? Does only the bottom attack? 
A11. Per 8.3, all check.

Q12. What if all attacker and defender units are eliminated as a shock result? Does one attacking unit survives with a CH=TQ-1 (as per GBoH)? 
A12. No. 

Q13. If a unit is attacking through an enemy unit's flank, while having another enemy unit pointing toward its own flank, does it get position superiority?
A13. Yes. We don't have this restriction due to the scale and style of combat represented here. 


Q14. Two HI attack two CO in a block. During a subsequent Egyptian turn, two MI are activated and enter that block. During Shock Combat, the two active MI attack; are the two HI included in the combat resolution even though they were not activated during that turn? A14. Only the activated units attack -- all units defend
Q15. The rules state that successful boarding units advance after combat and presumably board the captured galley. Assuming that all of the attacking land units attacked the unlucky defender, do they ALL advance after combat?

A15. No, just one
(B) MISSILE COMBAT
Q16. If missile units on galleys fire at units on the Causeway, is it resolved on the land-based missile table or the galley-missile table? 
A16. As land units -- see 7.2 and 7.1
Q17. If artillery is stacked with units that suffer hits in shock, does it receive its fair share? Even if the stack with the artillery is attacking? 
A17. Yes and no. In the latter, the artillery can't Shock so isn't involved in the combat.

Q18. Can artillery fire in reaction as many times in one enemy activation as the artillery itself is targeted by missiles? 
A18. Yes, as is true for all missile units 


Q19.  Because artillery can fire in any direction regardless of facing, does it pay normal cost for facing changes (+1) when it moves? 
A19. They can fire in any direction, but still must be faced for movement and pay the +1 MP to change facing.

Q20. A unit moving through artillery alone pays no extra MP - is it the same the other way ie does artillery pay extra to enter an occupied hex? 
A20. Artillery pay +1 MP to enter an occupied hex. 


Q21. In order to roll to check if your missile-firing galley has set an enemy on fire, do you just have to score an ordinary hit first, to qualify for the fire check roll? Is that the intent of the rule? 
A21. Yes.

Q22. If a galley is already on fire, do further fire hits have any additional effect? 
A22. No

Q23. If a friendly galley enters a hex adjacent to an enemy galley and the friendly wants to use missile fire, but the enemy wants to use Avoidance, which takes precedence? 
A23. Avoidance
Q24. Can units on different galleys combine fire against an enemy? 
A24. No
Q25. Can an enemy galley be the target of repeated (uncombined) missile attacks in the same friendly turn? 
A25. Yes 

Q26. Do galleys block LOS to archers or scorpions that want to fire at troops on board of another galley? 
A26. Galley vs. galley fire is limited to a range of 1 hex. In all other fire situations galleys are treated as units, so they block LOS.

Q27. No negative drm when trying to fire at artillery? 
A27. No.

Q28. If an Arty. is sitting on the causeway can it shoot into hexes? 
A28. Yes, artillery may shoot out (and others in with a +1 DRM) at other hexes.

Q29. Assuming 2 enemy galleys are involved in a boarding, but the shock attack doesn't produce any definitive result (the defender stands). If in the next activation the transported troops decide to renew the attack (or boarding), can they use missile fire? 
A29. Yes. 


Q30. Aren't they already mixed with the opposite side's troops? 
A30. Perhaps, but in reality missile fire probably would be occurring at the same time as the melee. Gamers do need some order, hence the simplification.
(C) NAVAL OPERATIONS
Q31 If the fleet is activated, and a galley moves adjacent to a causeway hex and successfully grapples, can a unit "board" the causeway hex from the grappled galley even if it is unoccupied by enemy units? 
A31. Yes, debarking is allowed onto grappled causeway spaces.

Q32. 9.15 Collision states that both attempting rammer and rammee incur a single fatigue point. 5.5 states that fatigue is checked after each activation. Is the latter fatigue check IN ADDITION to any fatigue earned as a result of the collision? 
A32. Yes.

Q33. If a unit is fouled and then grappled (to the same unit), does it have to disengage once or twice?

A33. The two disengagements are separate events. See 9.4.

Q34. Rammed galleys can't really do much but they can try to grapple with units they are fouled with. Since fouling involves a ram attempt (no other way to get fouled is there?) this means that the two galleys are not flank to flank and that they are flank to bow in alignment. So this is a special case for grappling correct? 
A34. Yes

Q35. Can rammed and fouled galleys grapple with their attackers? And what sort of modifiers would they get for this attempt? 
A35. Yes, and the immobile modifier applies. 


Q36. If a galley is grappled to the Heptastadium and an enemy galley attempts to ram it but fail, does the target galley earn one fatigue point due to collision? 
A36. Yes -- think of the collision as shaking up the rowers on board.


Q37. Can a coastal hex contain 2 land combat units AND a friendly galley? 
A37. Yes. Two land units of the same type and a galley can coexist in the same hex regardless of the galley's status.

Q38. If a galley has the movement points, can it diekplus more than one enemy galley in the same move? 
A38. If it meets the conditions of 9.24, yes. 


Q39. If an enemy galley is attempting to rake a friendly, by moving into its bow flank hex and the friendly then successfully rolls Avoidance, moves into its bow hex and puts the enemy in its stern flank, does this negate the intended Rake? 
A39. Yes 


Q40. Given the situation in the question above, if the enemy attempting Rake does find itself in the friendly stern flank, and turns around in the hex to have another bash, would this turnaround trigger an Avoidance attempt by the friendly? 
A40. Yes, if necessary, although bear in mind 6.23 (Turn Around) ie you can’t spin 180 degrees in a hex if you are at Attack Speed or if there is an enemy in an adjacent hex.
Q41. Does a diekplus actually cost 2+1 MP ie 2 for the enemy-occupied hex and 1 for the clear hex beyond? 
A41. Yes 


Q42. 5.53 says a galley which ATTEMPTS Avoidance earns 1 Fatigue, but 5.92 says only a galley which SUCCEEDS at Avoidance earns 1 Fatigue. Which is correct? 
A42. 5.92

Q43. Is diekplus still allowed against an enemy which has open flanks and could thus be raked in ordinary fashion? 
A43. No


Q44. In order to roll to check if your missile-firing galley has set an enemy on fire, do you just have to score an ordinary hit first, to qualify for the fire check roll? Is that the intent of the rule? 
A44. Yes.

Q45. If a galley is already on fire, do further fire hits have any additional effect? 
A45. No

Q46. If a friendly galley enters a hex adjacent to an enemy galley and the friendly wants to use missile fire, but the enemy wants to use Avoidance, which takes precedence? 
A46. Avoidance
Q47. Can units on different galleys combine fire against an enemy? 
A47. No
Q48. Can an enemy galley be the target of repeated (uncombined) missile attacks in the same friendly turn? 
A48. Yes 


Q49. Do galleys block LOS to archers or scorpions that want to fire at troops on board of another galley? 
A49. Galley vs. galley fire is limited to a range of 1 hex. In all other fire situations galleys are treated as units, so they block LOS.

Q50. Assuming 2 enemy galleys are involved in a boarding, but the shock attack doesn't produce any definitive result (the defender stands). If in the next activation the transported troops decide to renew the attack (or boarding), can they use missile fire? 
A50. Yes. 


Q51. Aren't they already mixed with the opposite side's troops? 
A51. Perhaps, but in reality missile fire probably would be occurring at the same time as the melee. Gamers do need some order, hence the simplification.
(D) MISCELLANEOUS

Q52. Can a unit change facing while in a ZOC?

A52. In general, yes, but see 6.33 for an exception.
Q53. If friendly and enemy units both start in the same block, can a friendly unit exit that block into any empty adjacent point regardless of the enemy units in the block? 
A53. Yes
Q54. The 5 Points along "O" and "2" East of the canal that meet the criteria are not colour coded as Roman Held. They are part of the Roman Held portion of the City correct? 
A54. Correct.

Q55. Are Redoubts considered Walls? The Redoubts are never classified as such and it would seem they would block LOS through them. 
A55. No, Redoubts are not walls. The "redoubts" are nothing more than hastily erected barricades.


Q56. Is there a wall on the Heptastadium?

A56. No.

Q57. In order to win the battle, does a side need to control both objectives at the end of turn 55? Or at the end of whatever turn the targets are sized? 
A57. For the Battle for the Heptastadium, the game must go 25 turns.

Q58. The rules say that the first player turn cannot be seized - since the Egyptians go first (in the full battle), does this just mean that the Romans cannot grab the first turn, or does it mean that the Egyptians cannot seize the first Roman turn, so as to give themselves two turns running? 
A58. The former 


