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Proposed Points System for Ancient & Medieval Wargames Rules 

Note: If there is no points value for the enhancement you can't have it.  E.g. Light cavalry with extra-heavy 
armour is not a permitted type. 

Note: Armour points are not cumulative.   For example, Average, Biblical-period heavy cavalry with heavy 
armour and a bow is 100pts not 120pts. 

The first general costs no points.  The optional second general costs 50pts. 

TROOP TYPE Basic 
Medium 

Armour 
Heavy 

Armour 

Extra-

Heavy 

Armour 

Missile 

Weapon 
Fanatic Elite Levy 

Special Rule 

Characteristics 

BIBLICAL                   

Heavy Chariot 40       +20   +20     

Light Chariot 50       +20   +20 -10 Onagers: -20pts 

Heavy Cavalry 40 +20 +40   +20   +20 -10 
Improved turning: 

+20pts 

Light Cavalry 50       +20   +20 -10   

Camels 40       +20     -10   

Heavy Infantry 40 +20 +40       +20   Mixed Units: +10pts 

Biblical Infantry 20 +20           -10 

Interlocking Shields: 
+10pts 

Large shields: +10pts 
Integral archers: +5pts 
Mixed Units: +210pts 

Heavy Archer 20 +20     +20     -10   

Auxiliary Infantry 20 +20     +20     -10 Mixed Units: +20pts 

Light Infantry 30 +20     +20     -10   

Assyrian Only                 Terror: +50pts 

                    

CLASSICAL                   

Elephant 100       +20         

Scythed Chariot 30                 

Heavy Chariot 40       +20   +20     

Light Chariot 50       +20   +20 -10   

Heavy Cavalry 40 +20 +40 +60 +20   +20 -10 Companions: +20pts 

Light Cavalry 50       +20   +20 -10   

Heavy Infantry 40 +20 +40       +20 -10 

Phalanx: 0pts 
Roman Manipular 
System: +10pts 
Integral missiles: 

+10pts 

Warband 30 +20 
+40 

(1 unit 
only) 

    +30 +20 -10   

Auxiliary Infantry 20 +20     +20   +20 -10   

Heavy Archer 20 +20     +20     -10 Indian Longbow: +10pts 

Light Infantry 30       +20     -10   

Artillery 20                 

                    

FINAL 

EDITION 



DARK AGES                   

Elephant 100       +20         

Cataphract 
 

    100     +20   
Sassanid Short Bow: 

+10pts 

Heavy Cavalry 40 +20 +40   +20  +30 +20 -10 

Hun Nobles movement: 
+20pts 

Massed Missiles: +10pts 
Move & shoot bows: 

+10pts 
Ferocity: +10pts 
Knights: +10pts 

Light Cavalry 50       +20 +30    -10 
Hun Light Cavalry: 

+10pts 

Dark Age Infantry 20 +20 +40     +30 +20 -10 

War Darts: +10pts 
Shieldwall: 0pts 
Integral missiles: 

+10pts 
Savagery: +10pts 

Sassanid Levy: -10pts 

Warband 30 +20       +30 +20 -10 

Arab/Bondi Archers: 
+10pts 

Beserkers: +10pts 
Each unit in Wagon Fort: 

+10pts 

Heavy Archers 20 +20           -10 
 

Light Infantry 30       +20     -10 
 

Artillery 20                 

                    

MEDIEVAL                   

Mounted Knight     80 100   +30 +20     

Foot Knight       80   +30 +20     

Heavy Cavalry 40 +20 +40   +20  +30 +20 -10 

Enhanced movement: 
+20pts 

Move & shoot bows: 
+10pts 

Light Cavalry 50       +20  +30 +20 -10 Lancers: +10pts 

Heavy Infantry 40 +20 +40     +30 +20 -10 
Swiss units: +10pts 

Homicidal intent: -10pts 

Medieval Infantry 20 +20           -10 
Schiltron: +10pts 

Mixed unit (bow/x-bow): 
+10pts 

Warband 30 +20 +40    +20 +30 +20 -10   

Heavy Archer 20 +20     +20   +20 -10 

Longbow: +10pts 
Handgun/Crossbow: -

10pts 
Stakes: 20pts 

Wagon Fort: 0pts 
Firepots: +10pts 

Saracen movement: 
+10pts 

Mounted Archers: 
+10pts 

Light Infantry 30       +20     -10 
 

Peasants 20             -10 Peasant Hordes: +10pts 

Artillery 20               Wagon Fort: +20pts 

Army 
Entrenchments 

                
+10pts per unit (infantry 

only) 

  


