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A Bridge Too Near

Not every tactical battle involves miles of troops
in line. In "Crossing the Rubicon," the task
involves rushing a bridge at a fordable river,
affording new commanders a chance to flex their
command abilities with a small number of
troops. Here, Dave Townsend provides a few
insights to help you avoid embarassment in front
of the troops.

—SKT

Scenario: "Crossing the Rubicon"
published in C3i Nr. 4.

Balance: 70% Caesarians

Attraction: Three of Caesar's veteran
cohorts have four turns to capture a
bridge defended by five Pompeian
recruit cohorts. A great learning
scenario.

Pompeian Advantages: Numbers,
Terrain, Time Limit

Caesarian Advantages: Cohort
Class, Troop Quality

Tactical Overview: The legionary
cohorts are not identical. Make sure that
you choose the highest TQ units.
Remember, though, that the Pompeians
can't use the 1st cohort.

The limited command situation— one
tribune per side, with no trumping —
lets you concentrate on the combat
mechanics, but it also makes the
scenario volatile. The initiative die roll
gives either player a 50% chance of
back-to- back turns (shades of the Third
Reich flip-flop), which is especially
dangerous here because there aren't
many units to guard your flanks. If you
are still learning the game, you may want
to try regular sequential turns
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until the combat routines become
second nature.

Write off routed units. You generally
have neither the leadership nor the
time to rally.

With no commanders higher than
tribunes, a leader's death will immobilize
his army. Keep your leaders out of
enemy ZOCs. The combat bonus just
isn't worth it.

Pompeians: Notice that the XVI
legion's cohorts have different
cohesion levels. Make sure you choose
the ones with TQ 6.

You've got the numbers, but you are
forced to set up first. Since the
Caesarians get to see your

deployment, and then might even
first, you must set up
quick rush on
can't just pack everyone on the north
bank of the river. The close
preclude column movement. Yet, in line
formation
takes two hits. You'd rather make
opponent take those hits
again, with higher
them and you can't. So, you must keep
some strength south of the river, too, to
avoid a Caesarian crossing which
can't counter.

With this in mind, I'd split the
cohorts, guarding both
bridge (see the

Initial Setup: Pompeian Forces (P) defend both ends of the
bridge against the Caesarian Forces (C). Caesarian Forces
prepare to assault northern end of bridge.
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deployment, and then might even move
first, you must set up carefully to avoid a
quick rush on the bridge. However, you

just pack everyone on the north
bank of the river. The close quarters
preclude column movement. Yet, in line
formation any cohort crossing the river
takes two hits. You'd rather make your
opponent take those hits than you. Then
again, with higher TQ he can afford
them and you can't. So, you must keep

strength south of the river, too, to
avoid a Caesarian crossing which you
can't counter.

With this in mind, I'd split the Pompeian
ohorts, guarding both sides of the

bridge (see the

defend both ends of the
bridge against the Caesarian Forces (C). Caesarian Forces



accompanying diagram). The ideal first
turn would see you with the initiative,
letting you move to block Caesar's
advance and to bring other cohorts
across the river, depending on the likely
Caesarian line of advance.

If Caesar wins the initiative, you still
have somewhat of a chance to hold the
bridge if it's rushed—and if you do
survive, you will get some nice flanking
possibilities.

Remember, you need only hold off the
Caesarians for four turns.

Caesarians: You don't
have enough forces or time
to indulge in fancy
manuevers, but with

your higher TQ you can
better afford to cross the river than the
Pompeians. Concentrate wherever they
are weakest.

Your attack superiority makes even
frontal assaults worthwhile, but your
flanks are vulnerable as soon as you
commit your forces. This means you
might prefer to go second, since later
back-to-back attacks may allow you to
end the game before the Pompeians can
attack your open flanks.

Balancing Suggestion: Make the
Caesarians set up first. Alternately, they
set up at least seven hexes (i.e. more
than one move away) from the bridge.

Clarification: The victory conditions
state, "Caesar wins if the both [sic]
hexes adjoining the bridge are secured
by the end of the fourth game turn."
What exactly does "secured" mean?
Occupied by friendly units? Last
occupied by friendly units? Do enemy
ZOCs matter? My guess, based on the
historical notes, is that it means "last
occupied by friendly units and free of
enemy ZOCs."


