


     At some 
point most gam-
ers will need to 
teach a set of 
new rules.  This 
could be at a 
convention/
event where 
there may be 3-8 
new players, 
someone just 
joining your local club, or 
in this instance, a board/
miniatures gamer who is 
interested in the early Ro-
man Republic as well as 
the Successors era.  The 
question then arises about 
how does one go about 
doing this successfully. 

     The first thing is to 
think about the size of the 
forces that are to be in-
volved. In this case it 
would be a two player 
game, which would proba-
bly be played out on a 6 x 4 
table.  While we could take 
all the time we wanted and 
the game can be left up for 
multiple sessions, a big 
game probably isnôt the 
right call at this stage.  
Also, the number of troop 
types can be bewildering 
for some armies, so again, 
itôs best to keep things fair-
ly simple.  Go for the big-
gest troop type, then add 
other units for flavor and to 
show what could be possi-
ble in an even bigger game.  
There should be enough 
units to run so that if there 
is a disaster early on, it 
doesnôt ruin the game. 

     For a Republican 
Roman vs. Seleucids 
battle, this would 
mean a Roman le-
gion, a division of 
allies, some skirmish-
ers, and a division of 
cavalry.  Nothing two 
exotic and the only 
special rules that 
would need explana-

tion are the Roman pila and 
how the legionôs units can 
move through each other.  
Give all the leaders a com-
mand value of 8 to keep 
things simple again, then 
explain what each 
of the units can do.  
For the Seleucids 
it would be the 
same; a division of 
pike and a division 
of allies, plus an 
elephant or two 
along with some 
cavalry.  Scythed 
chariots, artillery, 
cataphracts, etc., 
can wait for anoth-
er day. 

     Some kind of roster is 
definitely needed when 
teaching Hail Caesar.  
There are several blank 
rosters available on the net 
and I use MS Publisher to 
make my own.  All that is 
needed is a breakdown of 
the divisions and units.  All 
of the stats can be added as 
well as any special rules 
and notes.  While this can 
take some time to set up, it 
can literally save hours 
during a game as you donôt 

need to look up every stat 
for every unit all during the 
game.  You can then take a 
sample unit, show the new 
gamers the stats, then ex-
plain what each number is 
used for.  Most gamers will 
catch on pretty quickly, 
especially after seeing one 
or two combats. 

     The two main parts of 
the game system, move-
ment and combat, have two 
options for teaching them.  
The first is to just set up a 
few units before the game 
starts and then demonstrate 

how they work.  
The other op-
tion is to just 
begin the game 
and walk 
through the turn 
sequence slowly 
the first turn or 
two, answering 
any questions 
that may arise.  
Having a set of 
game charts for 
each player is a 

huge help here.  Most of 
the answers, modifiers, 
combat effects, etc., are on 
the chart and in many in-
stances (especially for a 
first game) that is all you 
need to run the game. 

     Iôve found that for 
teaching new players the 
game, or for players return-
ing to the game after a long 
layoff, that arranging the 
units into divisions and 
even setting out the for-
mations on (cont. on p. 3) 
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(cont. from p2) the tabletop can 
really help to move things along.  
If not, youôll more than likely end 
up spending 30 minutes to an 
hour while players decide who 
gets what, how the formations 
should be arranged, second guess-
ing the initial deployment, etc.  
This way the game is set up, 
ready to go, and you can begin 
play. 

     One of the things in Hail Cae-
sar that is constantly overlooked 
is the role of leaders, so it is help-
ful several times during the game 
to point out what they can and 
cannot do.  Although you probably have 
already gone over the command phase of 
the turn and while most gamers catch on 
to that pretty fast, they then assume that 
is all that leaders can do.  Actually, 
through the use of the Follow Me and 
Rally orders, leaders can do quite a lot 
more!  Demonstrating this either before 
the game begins or taking a break during 
the game to show how it works can be 
very beneficial to first time players.  Al-
so, going over the pros and cons of lead-
ers joining formations for combat should 
be demonstrated as well.  The one thing 
weôve seen in our games that gets forgot-
ten all the time is that the overall com-
mander can usually re-roll his first failed 
attempt to issue an order. 

     As the game progresses, things like 
the proximity rules, disorder, skirmishers 
evading, and much more will come into 
play.  Many gamers will have questions 
about how these things operate and it 
may be necessary to step back a phase or 
two, which may include letting some 
gamers rework part of their move.  Each 
gaming group has different notions about 
this, so thereôs no hard or fast rule about 
what constitutes a ñlearning gameò.  

Some gamers have no problem with go-
ing slowly on things while others feel that 
making mistakes and being punished for 
them is part of the game! 

     Combat is where the most questions 
will probably arise and again, although 
you may have went over it before 
the game began, once units actual-
ly start fighting you wonôt know 
how successful your original ex-
planation was!  Itôs a good idea to 
help each player go over any mod-
ifiers, watch them roll the dice, 
then figure out the winner/loser of 
each combat.  The first few com-
bats will be slow, but usually play-
ers then get the hang of it and 
things go faster in later turns.  
This is also another chance to 
explain that leaders can use the 
Rally order to take off hits.  Also, 
the concept of supports is critical 
to being successful in Hail Caesar, 
so donôt be afraid to stop the game, move 
a unit or two to show what would have 
happened if a unit had supported the last 
combat, then continue on.  Gamers usual-
ly appreciate seeing these things ex-
plained during the game. 

     While Hail Caesar is pretty 
free wheeling in terms of what 
units can do during movement, 
this is one of the hardest adjust-
ments for gamers who play other 
rules to adjust to.  The proximity 
rule along with needing to be at 
the right angles to charge into a 
unit will come up time and time 
again.  It is important that each 
situation be dealt with consistent-
ly as if it is not, it will certainly 
lead to abuse of the rules in later 
games!  While it may not be criti-
cal to have each gamer call out 
their exact orders before their 

command roll, they should be encouraged 
to be as accurate and/or close to what 
they actually do with the units, which 
builds good habits for later games. 

     For first time players, the concept of 
the divisions breaking probably doesnôt 
have to be explained.  The game will 
usually be decided before that and most 
gamers usually have a hard time with 
being told that while you were having 
fun, unfortunately your division broke 
and you canôt play any more!  This is 
definitely part of the game that can be 
explained, but itôs not necessary to en-
force it the first time.  The other option 
here is to have some fresh divisions or 
units that can quickly be added to the 
game in case things go badly for one side 
a little too quickly. 

     The one thing that is hard to reinforce 
during a Hail Caesar game, especially for 
first time players, are the special rules for 

each unit.  While we usually have one or 
two summary sheets available for each 
side, many gamers forget about them as 
the battle unfolds.  Weôve thought about 
making colored markers that could be 
placed with the unit, but are concerned 
about the clutter.  Itôs certainly a problem 
that weôll keep working on. 

     If this sounds like a lot of work for the 
game umpire or the gamers who set the 
game up, youôre right!  Running a game 
for first time players is not an easy task 
and patience is needed.  It will certainly 
pay off in the future when the games go 
more smoothly and turns go by faster.  
Again, donôt overcomplicate things and 
avoid the temptation to add too many 
units.  The scenario should be straightfor-
ward, there should be plenty of handouts, 
and let the gamers ask as many questions 
as possible so that everyone has fun. 
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Teaching Hail Caesar (cont.) 

WARNING ORDER 



     Weôve really en-
joyed our Age of 
Eagles battles set 
during the various 
Peninsula campaigns.  
Whether it is the 
smaller forces, the 
British firepower 
versus the French 
numbers, or just a 
change of scenery 
from the usual Euro-
pean battles, we look 
forward to each of these battles.  With a 
new person joining us this night, we de-
cided to do a smaller Peninsula action 
with about a division per person, which 
should be ideal for learning the game. 

     This fictional battle would see a 
French corps, consisting of three divi-
sions, each of two brigades, advancing to 
meet a similar sized British force.  The 
British had only two divisions, but they 
consisted of more brigades.  While the 
British had the firepower advantage, their 
brigades consisted of 5 and 6 stand units, 
while many of the French were well over 
10 stands each!  The French had one cav-
alry unit as well while the British force 
did not have any.  The French had some 
artillery support, but the British had six 
guns.  At first glance this seems like a 
huge advantage, but using the special 
rules they have to be placed by Welling-
ton, which is not easy in practice.  Also, 
three batteries were Portuguese and not 
rated very well. 

     The terrain was pretty basic and a 
huge change from some of our previous 
gaming nights where terrain dominated 
the situation.  There were two hills, both 
rated as rough, and a small town on the 

extreme British 
right.  There were 
some woods, but 
they were not in the 
middle of the battle-
field.  Each hill was 
an objective as was 
the town.  Whoever 
took two of the three 
objectives would 
win the battle.  We 
hoped that we would 
get in about twelve 

turns, but one side or the other could con-
cede at any time if they thought their side 
had no chance at victory. 

     The British had one division each 
coming on from each road entrance.  
The French all had to come on the table 
through one road entrance, but they 
could hold forces off board for one turn 
and enter near the road (which they did).  
All forces started in the Reserve Zone 
(this is an AOE system to represent the 
faster movement of troops not engaged), 
so they moved onto the table pretty 
quickly.  By turn 3 most forces were 
now in the Tactical Zone, so they had to 
roll on a different table for movement.  
Both sides were clearly moving to se-
cure the hills and the British ceded con-
trol of the town to the French, at least for 
the time being. 

     The French cavalry launched a charge 
that almost ended the game before it be-
gan!  The French went last in a turn, then 
first in the next turn, catching an unsup-
ported British brigade moving up onto a 
hill.  The attack was barely defeated and 
the British moved to consolidate their 
position.  A few British units and a 
French unit eyed each other warily near 

the town, but the forces of both sides 
were getting ready for the big showdowns 
near the hills. 

     Turn 4 is when the festivities really 
began.  The French shook their brigades 
out into lines and charged the British all 
across the center and the British left.  
This set off several massive battles  
where the British firepower held off the 
larger French brigades.  Each time the 
French were pushed back the British 
counterattacked, only to have themselves 
pushed back to their starting lines.  Both 
sides continued to bring up more and 
more troops, but each success was seem-
ingly offset by a defeat elsewhere. 

     On the British right the 6 batteries 
were finally put in place by Wellington 
and started shelling the French cavalry 
and the lone reserve infantry brigade.  
However, there was no effect, which 
seemed to be a theme for the British and 
Portuguese artillery all night!  The French 
seemed to be holding off an attack on that 
side, due to the fear of the artillery, which 
were in great positions.  For several turns 
this side of the battlefield was relatively 
quiet.  (cont. on p5) 
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