Game of Diadems rules
Dice Odds 
 HARVEST
· Harvest odds d10, Modified by region;
· Egypt and Mesopotamia will have d12; Greece D8
· 1 – failure
· 2 to 4 – low harvest
· 5 to 9 – average harvest
· 10 – 12 boon harvest
· D4 how much you multiply your boon by
WEATHER
Regional varied per region and season. 
ASSASSINATION
Success depends on ability to plan for the assassination (d10, modified by Gods)
Base D10 (+/- modifications based on plan)
· 1 = failure and assassin is caught, tortured, reveals plans, and is executed
· 2-3 = failure and assassin is caught and executed
· 4-5 = failure and assassin escapes 
· 6-7 = success but assassin is caught, tortured, reveals plans, and is executed
· 8-9 = success and assassin is caught and executed
· 10 =  success and assassin escapes

ATTRITION (loss of people on movement)
D4 
· 1 = 1%
· 2 = 5%
· 3 = 7% 
· 4 = 10%
REVOLT
D6 (+1 Modifier per year holding territory)
· 1 = Revolt and garrison executed
·  2 = Revolt and garrison ejected from city/territory (roll attrition dice with -1 modifier)
· 3-4 = Revolt and loss of soldiers and population (roll attrition dice)
· 5 = Revolt and loss of soldiers and population (roll attrition dice with +1 modifier)
· 6 – No revolt
DIVINE INTERVENTION
D6 will determine if the Gods are pleased with your decision
Good Outcome (D6)
· 1-2 = the people like you more
· 3-4 = court/army is more loyal
· 5-6 = everyone is happy
Bad Outcome (D8)
· 1 = revolt
· 2 = riot in major city
· 3-4 = army discontent
· 5-7 = general discontent
· 8 = priesthood unhappy
ARMY LOYALTY
D20
· 1 = desertion, roll attrition
· 2-4 = extreme dislike
· 5-6 = officers indifferent, but soldiers like them more than you
· 7-10 = neutral disposition
· 11-15 = soldiers indifferent, but officers like commander
· 16-19 = rank and file love you
· 20 = alexandrine devotion
CHILDBIRTH/PREGNACY
D6
· 1 = someone else’s child
· 2 = not pregnant
· 3-4 = boy
· 5-6 = girl
DEATH (age related)
D6
· 1 = You die
· 2-3 = “man I’m too old for this…” (retire and select replacement)
· 4-5 = Feeling ill (roll injury related death die)
· 6 = carry on as normal
DEATH (injury related)
D8
· 1 = you die
· 2-6 = incapacitated (reroll each month to see if you recover)
· 7-8 = recover
TAXATION
D6 for collection
· 1 = poor taxation (see D4 for how much you loss)
· 2-5 = nothing out of the ordinary
· 6 = over taxation (D4 for how much you get extra and roll for revolt)

BRIBE OFFICAL(S)
D8
· 1-2 = official rejects and turns you in
· 3-4 = official rejects
· 5-6 = official accepts, but demands more
· 7-8 = official loyalty guaranteed for a year

Battles

Set up phase: both armies must be 1 square from each together during deployment phase. Each deciding phase will be partaking in under 1 minute to keep the games length down. 

Rules of movement:
· Heavy Infantry can move 1 square per turn (sprint 2)
· Light infantry can move 1 square per turn (sprint 3)
· Heavy horses can move 2 square per turn (sprint 3)
· Light horses can move 2 squares per turn (sprint 4)
· Elephants can move 2 squares per turn (sprint 3)

Engagement rules
· Archers range 1 square
· Peltasts range same square

Rules on dice rolls:

Equal then both roll green
-1 roll black v white
0 roll white v white
+1 roll green v white
+2 roll yellow v white
+3 roll red v white

Quality
Poor = -1
Average = 0 
Superior = +1
Exceptional = +2 

In melee combat
Light infantry= +0
Heavy infantry = +1
Ranged = -1

Cavalry
Light cavalry = +0
Heavy cavalry = +1
Ranged cavalry = -1
Cavalry flanking infantry = +4
Cavalry frontal assault on heavy infantry = -2


Elephants
Elephant versus light cavalry = -2
Elephant versus heavy cavalry = +2
Elephant versus light infantry = +3
Elephant versus heavy infantry = -2

Ranged Combat

Slingers = -1
Javelins = +0
Archers + +1

Quality Tiers:

Fresh = -1
Trained = +0
Experienced = +1
Veteran = +2

Ranged versus light units = +0
Ranged versus heavy units = -1
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General
General can be deployed either outside of battle as a singular unit e.g. Darius II, or can be deployed inside a unit e.g. Alexander. 

If detached and engaged in conflict role a D20 1 captured, 2 killed, 18-20 flee. 

If in a unit and engaged role D20 1 death, 2 wounded and withdrawn from battle (specify wound after battle), 3 wounded no effect, 4-19 nothing happens, 20 all units in blocks adjacent to general get a slight boost in favour.


SIEGE ODDS
Roll every month (1 Month is 15 minutes)  
Circumstantial for surrender. 
Actual siege D12 + accumulative modifier (city assigned a level which determines the starting modifier)
The fort level of the city determines the starting modifier. So if you siege a very fortified city the modifier would start at -6. So then for each dice you roll you would minus 6 from that to determine the outcome of the roll. So if you roll 8, and then minus 6 for the fort level, the roll = 2. So you would then add 1 to the modifier making it -5. Then the next time you would roll and detract 5 to find the total. If you roll and the modifier causes the total to equal 1 or less, then that is considered a “Status Quo” and the modifier would not change. If you roll a 1, no matter what the modifier is it would always mean your army is hit by disease (a -1 to the modifier). 
The modifier must be at least +4 to win a siege.

· 1 = siege camp experiences disease rolls an attrition dice to determine losses (-1 to modifier)
· 2-6 = city supply shortage (+1 to modifier)
· 7-9 = garrison deserts (+2 to modifier)
· 10-12 = water shortage (+3 to modifier)
· 13-15 = wall breached (+9 to modifier)
· 16+ = successful siege
For every 2 sieges that you win you get a +1 to all starting modifiers.
