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CENTVRION 
TACTICAL GAME 13 106 BC - 552 AD 

Basic Game: 
INTRODUCTI ON 

The Basic Game rules serve iI dual purpose 
1 They provide Players with iI fasHJlaying. 
easy·to-Iearn game. 
2. They form a practical basis of 
uodafstilnding for the Full Simulation version 
of Centurion. 

The 811Sic Game could mOf(! occuralely be 
called "the game-player's game." II is designed 
lor thOse who wish to emphasize "pillyability" 
without excluding simulation accuracy. The 
Full Simulat ion V<lfsion, on the other hand. 
stresses "simulatlon-in-<letail" at the expense 
of playabiliry. II should not be infarred from 
U1is, however. that Ina Basic Game is simply a 
Willered-<lown varian t o f the Full Simulation 
...ersion. Both are complete [lames in their own 
rlgh I. each sharing a common set of equipment 
and eac::h based upon the sarne premises. All 
Players, no matter how e ~ perienced. should 
learn Ihe Basic Game first. If you go on 10 Ihe 
Full Simulation version. don't deceive yourself 
inlo thinking that by dOln9 so you are taking a 
Slep up, mora occurately yOU would be laking 
a step "inIO" (mto greater comple~itv, Ihal isL 
We believe you will find bolh games chal 
lenging and equally valid. 

GAME EOUIPMENT 
The Geme·Map: The 23"' x 29"' map sheet is 
the "balliefield" upon which the game is 
player. The he)<agonaiijrld superimpOsed upon 
Ihe map serves to regularile Ihe movement and 
positioning of the playing pieces. 

The Playing Pieces: Two. d ifferently colored 
but otherwise identical, sheets 01 playing 
pieces (unit coun tersf have boon supplied. The 
opposing armies 10 each game scenario are 
made up by selec ting given amounts of given 
types of units from the HS$OI"tment provided. 
Notice tha t the counters are prinled on heavy 
perforated card·stock. BrBilk up the sheets inlO 
separate 5/8" )< 5/8" squares. Keep the units 
segregated by type and color. It's a good Idea 
to s tOfe them in separa te. labeled envelopes. 

Game Chll rt$ & Tabl .. : The various Charts 
(most of which are printed directly on the 
map·sheetl are visual -aids for use in Ihe play of 
the game and/or as learning cleviDes for certain 
of the more involved rules. In the Basic Game 
only the Combllt Rl"SUt u Chart , the Turn 
Record and the " Movemenr' r.ec tion of the 
Terra in Effec ts Chart will be used. The Com· 
bat Results Chart requires the use of a single 
'"die" (nol suppliedL If you don't have any 
dice handy. Cut Out the Combat Resu lts Cards 
provided and use them instead (following the 
d irections found on the Card sheet !. 
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Rulas o f Play : T he rules of play are given in 
two parts the Basic Game Rules and the Full 
Simulation Rules. The Scenario Chart found in 
the Full Simulation Rules can be used in ei ther 
version of the game. 

LEA RNING THE GAME 
Betore reading any further. break out the 
playing pieces. layout the map; and then set 
UP the Basic Scenario as shown in the Basic 
Dep loyment Diagram. Place the units on the 
Game Map exact ly as shown on the diagram. 

Now continue readin!!lhe BasiC Rules, keeping 
in mind that unlike non-Simulation games the 
rules of Centu rion are based on logical. real­
world. cause and effec t events. The rules are 
the framework in which history can be re­
created and re-directed. 

GENERAL COURSE OF PLAY 
Canturion is basically a two·player game. Each 
Player moves his units and executes attacks m 
turn with the objective bein!! to destroy as 
many Enemy units while minimiling Friendly 
unit losses. Combat is resolved by comparing 
the strength·numbers o f adjacent opposing 
uni ts and e)<press'"9 Ihe comparison as a 
simpli fied probability ratio (odds). A d ie is 
rolled (or a Card IS drawn) and the outcome 
indiCated on the Combat Results Table is 
applied to the un its being attacked. 

THE PLAYING PIECES 
Each square. cardboard unit-counter represents 
an ancient mili tary forma t ion composed of 
about 500 men iarmed with a given weapon or 
set of weapons). The numbers and symbols on 
each counter give information as to thaI 
part icular un it's capabi li t ies with respec l to 
movemen t and combat. In the Basic Game, the 
only numbers necessary fo r plav are the three 
bold figures running across the top of each 
counter. The othe r numbers and symbols can 
be ignored as far as the Basic Game is 
concerned_ 
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DEF IN ITI ONS 
MaIH Attack Facto r: The basic o ffens ive value 
of a uni t. 
MatH DefenM Factor: The basic defensive 
Villue o f a uni t . 
Movemant Factor Allowanca: The basic 
ma~i mum distance a un it may trava l (as 
measured in heKagonsl in the course o f one 
Player-Turn. 

THE SEQU e NCE QF PLAY 
Cenlurion is played In turns. Each Game-Turn 
consis ts o f two Player-Turnl . Each Player-Turn 
consists o f two Phases' H Moyement Ph_ and 
a Combal Phase. A complote Game·Turn is 
shown below in outline form. Follow the 
sequence e)<actly: 

IA) First Player· Turn 
1. Movement Pha", : Fi rst Player moves his 
units as desired, consistent wi th the rules of 
Movement. 
2. Combat Phase: First Player e)<ecu tes any 
a llacks against adjacent Second Player un its 
Iresults of each at tack are applied 
immediately as they OC!:ur). 

(B) Second Player ·Turo 
1. Movement Phase : Second Player moves 
his units as desired, consistent with the rules 
o f Movement. 
2 . Combat Phail8: Second Player e)<ecutes 
any attacks agains t adjacent F irs l Player 
units. 

(CI Players indicate the passage of one 
complete Game·Turn by moving the Turn 
Inde)< Marker one space on Ihe Turn 
Record. Each Game-turn rePresents the 
passage of about twenty or thirty minutes 
of real time. 

THE MOV EMENT PHASe 
Genera l Rule: 
During the Movement Phase of II Player's IUrn. 
the Player may move liS mHny or as lew of his 
units as he wishe5. Each unit may be moved as 
many hexes as desired Within the limi ts 01 liS 
Movement Factor AliowanDe. 

Procedure: 
Move each unit individ ually. tracing the pa th 
o f its movement through Ihe he)<agonal grid. 

C_: 
(AI Movement IS calculated in terms of 
he)<agons. Basically each unit e~pends one 
Movement Factor of Its lotal Movement 
Factor Allowance for each he~ entered. To 
enter some types of heKes. more (or in some 
ins tances lessl than one Movement Factor is 
e)<pended . See the Movement seclion of the 
Terrain Effects Chart for a full list of these 
different "entry-costs." 
(81 In any given Movement Phase of II 
Player·Turn, the Player may move all. some or 
none of his units. Movement is neve r required. 
it IS volun tary. 
ICI Units a re moved individually. in any 
direction or combination of direc tions. A unit 
may be moved as many or as few he)<tl$ as the 
owning·Player desi res as long liS its Movement 
Facto r Al!owance is not e ~ceeded in 11 single 
Movement Phase. Unused Movement Fac tors, 
however. may no t be accumulated from 
Ph ase· t e·Phase or transferred frem 
unit·to-unit. 

(Con tinued on p18.) 

J 



J 
J 

Unit~Tvpes 

~ ~ ~ 
Barbarian Roman 
Infant ry (BI ) Swordsmen (SO) 

~ch counter ahown rep .... nt • 
• slick of THR EE "n,tl of II •• 
' YIHI plctu,ad . EItCfPT IO NS ­
Each counla. Indicated by tn 
a rrOw ,ep' .. ,nll' ftack of 
TWO "oilt . hell Command 

4-4- 3 /2+5\ 
mHH m~~ 

- 1-

Spearman (51' ) Skirmishers (SK1 

r~tj 1/2-2-11\ 
m .. t -,-

Byzantin. O.ie ntal 
CataphritCU (BC) Cavalry (OC ) 

~ ~ [§4j rut$, ~ -,-
Aoman Ught Command VorIS (eM ) 

Cavalry (L e I 

ThlISII examples of Initial 
given as models not as hard and 
Once familiarity has been ~ined, Players 
should vary thna initial dispositions as they 
_fit. 
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(D) No Enemy movement IS permined during 
a Player's Movement Phase. 
IE) No combat (Enemy or Fr ierxlly) may 
lake place during a Movement Phase. 
IF) Friendly units may pass through or onto 
other Friendly uni ts as long as there are nevor 
more Ihan three Friendly unit! in the same hex 
at the same time. In other words, " unit may 
not enler or pass through 11 hex containing 
Ihroo other Fdendlv units. (see Stacking Rule!. 
(G) Units may never enter or pass Ihlougl1 11 
hax containing Enemy units. 
(HI Units mUSI stop ilnd moYe no further 
upon entering 11 Mit adlacent to an Enemy unit 
(see Zones of Control Rule!. 
01 In II given Movement Phase, once II unit 
has been moved land the Player's hand 
withdrawn from the pioce) it may not be 
moved again nor may it fe-traco ~nd change its 
move. 
(J) Units mtty move ovm different types of 
terrain-hexes in the same Movement Pha5e as 
long as they hove enough MOIIemenl Faclof$ 10 

eM pend a~ Ihey enler each heM, Units may no l 
move off the map, 

Movement"Cost-per-Hex"Oiagram 

ZONES OF CONTROL 
General Rula: 
Every combat-unit (eMcepl Command units) 
eMerts a Zona of Conlrol which eMtends into 
Ihe sj,< heMes immediately surrounding il . Thls 
Zone of Conlrol Inhibits Enemy movemenl. 

Caseli: 
(A) Unils must SlOP and move no further 
upon enten ng an Enemy·controlled hex. 
(B) Opposing uni ts which are adlacent to 
each Olher may not move al all. Only by 
attacking and destroying the adjacent Enemy 
unit Is) may the unit be freed from Immobili ty. 
(C) Zones of Control extend inlO all types o f 
terrain . 
(01 Zones of Conlrol affect only Enemy 
uni lS, nOI Friendly ones. 
IE) Command units do not exert a Zone of 
Con trol unless they are stacked with Olher 
types 01 Friendly units. 

It may help you to grasp the effects of the 
Zone 01 Control rule if you imagine the units 
of opposing sides as powerful magnets of 
opposite polarity once they come Into 
con lact (i .e. adjacentl they lock into an 
immobilizing death·grip Ihat can only be 
broken by the destruction of one side or the 
other 

STACKING (more than one unit per hu) 
G8f1erll Rule : 
As many as three Friendly units, of any type 

or combinatIon of types, may occupy the same 
hex at the same time, 
CMlIIi : 
IAI Stacking limi talions apply 
aven during the Movement 
Player·Tufn_ 

times, 
0' , 

(8) Command un its do nOI coun t towards 
stacking limits , Command units "do not exisl" 
as far as stacking limits are concerned . 
ICI Players may only examine the 
composit ion of an enemy stack il Ihey h_ a 
Friendly unit within three hexes of the stack 
in question. 

THE COMBAT PHASE 
Generll Rule: 
Combat occurs bet_n adjacent opposing 
uni ts at the discretion of Ihe PI<JVer wh09ll 
Combat Phase it is. The Player whose Combal 
Phase it is, is considered to be the Allacker; 
the other Player IS considered to be the 
Defender. 

Procedure : 
Total up the Melee Attack Faclors of all the 
attacking units involved in a specific allack 
and compare it to the total Melee Delen9ll 
Factors of the uni t ls) in the hex under attack . 
Sta te the comparison as II probability ratio: 
Anack Factors to Defense FoctOfS. ROi'~d·off 
the ratio to conform to the simplifioo oods 
found on the Combat Results Table; roll the 
die and read the result on the appropriate line 
under Ihe oods. Apply the resull immediately, 
before going on to resolve any other anacks 
being made during tha t Combat Phooe, 

ClI5I!s: 
!A) During Ihe Combat Phase o f his turn, II 

Player may only atlack !hme Enemy units to 
which Friendly unIts are adjacen t_ Only th09ll 
Friendly units directly adjacent to a given 
Enemy unit lor stack of units) may parlicipata 
in the allack upon that Enemy uni t (or stack 
of units). 
(Sf Units adjacent to Enemy units are nOI 
compelled to allack, nOf does the a\lacking 
Player have to utilize every adjacent unit il he 
does decide to attack. Altacking is an act of 
volit ion. 
(C) No unit may Ilttack more Ihan once per 
Combat Phase. No enemy unit may be 
attacked more than once per Combat Phase. 
{O) No more than one Enemy-occupied heM 
may be attacked by a given attack ing unit (or 
group of attacking uni ts!. That is to say, 
different defending units (or slacks of unIts) 
~n differen t hexes must be treated as the 
objacls of separate attacks which must be 
made by separate groups of attacking uni ts 
(even if some of lhe attacking units happen to 
be adjacent to two or more Enemy-occupied 
hexes). II attacks are made by stacks (Of 
groups of stacks) which happen to be 
simultaneously adjacent to more than one 
Enemy.()Ccupied hex, the attacking units I1re 
not compelled to attock everyone o f the 
Enemy-held hexes. 
IEf An Enemy-<)Ccupled hex may be a!lacked 

by as many allacking unIts as can be brought 
to bear, Conceivably. as many as EIGHTEEN 
attacking units (not counting Command uni ts] 
could be brought to bear againsl an 
Enemy·held heM , 

(F] Defending units stocked in the sarna hel< 
must be treated as one combined Melee 
Defense Factor i e . they may not be attackad 
piecemeal fashion . 
IG) Attacking·units stacked together in the 
same heM must all have the same Movement 
Factor Allowance in order !O participate in an 
ansck againsl the same Enemy·occupied heK, 
If, lor eKample, Iwo ou t 01 three 01 the 
a\lacking units in II stack had identical 
Movement Factor Allowances, then those tWO 
could "co·operata" in the attack again~t the 
same Enemy occupied heM and the third uni t 
could a ttllck ano ther adjacent Enemy-hBld heM 
(or simply abstain from attacking). This rule 
expresses the incompatibility of dissimilar 
unit · types. This rule dOO$ NOT apply to units 
of dissimilar Movement Factor AllOIIVar"lces 
which are defending on the same hex Inor does 
It apply to Command units at any time!. 
(H) No t avery unit in an attacking stack must 
participate in the attack. 
(I) Combal odds are rounded..pff In favor of 
the Defender. For eMample An allitck of 26 
Melee A lIack Factors against 9 Melee Defen:;e 
FoctOfs would round·off to a TWO·to·QNE 
odds situation. 
(J) If there is II Friendly Command unit 
within f,ve hexes of an attacking force, !hen all 
attock! made by elements of that force ara 
rounded·off in fnvOf of lhe AIIscker: e.g, 26 
10 9 would round-off al II THREE·to--ONE 
odds situation . The prerence of an Enemv 
Command unit negates this effact. 

BAStC GAME VICTORY CONOITIONS 
At the end of ten Game-Turns, the side whiCh 
has suffered the lQ'Mlst tosses lin terms of uni" 
lost compared to total units al start) is 
declared the Game·Winner. There fore, it is nOI 
simply the number of units a Player loses but 
ra ther the percentQge of his losses which will 
determine whelher or not he wins. 

THE TRANSITION TO THE FULL 
SIMULATION VERSION OF CENTURION 
or, HOW TO COMPLICATE YOUR LIFEI 

After plaving a few Basic Games, Players may 
wish to start thrashing into the jungle of lhe 
Full Simulal ion Game, Do il in Sfages, not 
only because the rules are a very large pill to 
swaliOllV all at once, but also because you'll 
find il more enjoyable to e~pand the game by 
degrees: that way you can achieve the exact 
18V(!1 of complexity you desire and not feel 
compelled to adopt the whole mass of rules. 

Try Ihis approach in the order Indicated: 

Employ Facing Rules_ 
2. Add Missile Fire capability. 
3. Add Terrain Effecu to combat. 
4 . UiII! Combat Unit Capability Chart and 
rules regard ing unit interrelationships. 
5. Employ various optional rules. 

In conjunction wilh the above Pfogram, 
Players should begin to eMplore the different 
Scenarios. Remember : you control the game; 
make it d o whal you want il to do. Don't Jet it 
get away from you. 

For FuIl·Simulation Rules. see folder 




