USING DBMM ARMY LISTS FOR DBM GAMES
DBMM lists can also be used for the DBM rules, provided that you: 

(1) Use the DBM points values where they differ:
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Artillery Reg(X) 4 5 5

Auxilia

Reg(S)

5 5 4.5

Reg(O)

4 4 3.5

Reg(I)

3 3 2.5

Blades

Reg(S)

9 9 8

Reg(O)

7 7 6

Reg(F)

6 7 6

Reg(iI)

5 5 4

Reg(X)

8 8 7

Irr(I)

4 4 3

Bows

Reg(S)

6 7 7

Camelry Irr(O) 5 6 6

Irr(X) 7 9 9

Galleys Reg(S) 6 4 4

Reg(F) 4 2 2

Light Horse Reg(F) 5 4 4

Irr(S) 6 7 7

Irr(O) 4 5 5

War Wagons Reg(I) 7 3 3

Irr(I) 4 2 2


'Incompatible Troop Types:
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Auxilia

Reg(X)

NA 4 3.5

Irr(X)

NA 3 3

Camelry Irr(I) NA 5 5

Expendables Reg(O) 8 NA NA

Galleys Reg(I) 3 NA NA

Reg(X) 6 NA NA

Pikes Reg(F) 4 NA NA

Irr(F) 3 NA NA

Shot Reg(F) 5 NA NA


(2) Where base sizes of converted types differ, use either convention.

(3) Ignore Baggage other than (S), since baggage is compulsory and free in DBM.
USING DBMM ARMY LISTS FOR DBM GAMES (page 2)
Converting Troop Types:
[image: image3.emf]DBMM DBM

Ax double-based with mounted Ps(1) 1

Bge(I) or (F) Mobile baggage

Bge(O) Immobile baggage

Bge(S) WW(I) 2 (Irr)

Kn wedges (single element) Kn

Pk(F) Ax(X) 3.5(Reg) / 3(Irr)

Sh(I) Art(X) 5(Reg)

WW(I) Mobile baggage


(4) Ignore references to Brilliant generals, Inert generals and Stratagems, since these have no place  in DBM.

(5) Treat Cool climates as Cold.

(6) Treat regular generals on elephants as regular for PIP and command AP, but as irregular for movement and element type AP.

Terrain Types:
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B

BF Rgo

BUAf BUA

CH H(S)

DH H(S)

E E

F

FS WW

FW

G Rgo

GH H(G)

L WW

Oa O

Prd Rd

RF Rgo

RH H(S)

S WW

SF Rgo

SH H(S)

WH H(S)

WW WW
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