Napoleonic Fire & Fury Tables & Charts

                                                            L’Armee Francaise, Vol II: Age of Eagles

                                                                             Movement Rates Chart





Modifiers:                                                               Maneuver Table








Die Roll�
Disorder


Effects�
Good Order


Effects�
Reserve Movement�
�



0 or Less�
Rout – Entire Bde Removed from Play.�
Retire – Bde Retreats Full Move.�
Failure – No Change  in Unit Status.�
�



1 – 2�
Broken – Bde Retreats Full Move, loses 1 stand�
Disengage – Bde Retreats Beyond Enemy Musketry.�
Failure – No Change  in Unit Status.�
�



3 – 4�
Wavering – Bde Holds Ground Disordered.�
Hold Ground – Bde May Not Move or Change Formation.�
Failure – No Change  in Unit Status.�
�



5 – 6�
Shaken – Bde Rallies & Holds Ground.�
Cautious – Bde May Move ½ , but Not Change Formation.�
Partial Failure  – No Movement but All Units Undisordered.�
�



7 – 9�
Rally – Bde Rallies, Moves ½, No Formation Change.�
En Avant – Bde Moves Normally.�
Success – All Units Undisordered, Move Normally.�
�



10 +�
Elan – Bde Rallies, Moves Normally.�
En Avant – Bde Moves Normally.�
Success – All Units Undisordered, Move Normally.�
�






Tactical Movement Modifiers





+1/+2   Each Detached Division to Army Leader within Command  


            Radius / Charismatic Leader.


+2/+3   Each Attached Leader/ Charismatic Leader.


+1        Unit in March Column or Square.


+1        Unit is Columnar or Impulse Infantry.


+2/-2    Unit is Fresh/Spent.





Reserve Movement Modifiers





+4        Napoleon with Berthier Commanding Army


+3        Napoleon, Davout or Wellington  Commanding Army.


+2        Archduke Charles, Suvorov, Lannes, etc Commanding.


+1        Kutusov, Barclay,, Bagration, etc Commanding.


- 1        Archduke John, Cuesta, the Czar, etc Commanding.


+3        If one of Napoleon’s ADCs or any Army Commander   


            Attached to Leader.


+2        First Turn of the Game.


+2       Successful Reserve Movement Previous Turn.


+1/+2  Reserve Movement Failure Previous Turn/Two or More 


           Previous Turns.


-2        Unit Disengaging from Enemy.


-1        Unit Disordered.





Use First Five Reserve Movement Modifiers for Initiative Roll-Off!


Modifiers Are Cumulative.








Unit�
Basic�
Road�
Rough�
Fording�
�
Columnar  or


Irregular Inf.�
9 inches�
12 inches�
X ½�
- 2 inches�
�
Linear


Infantry�
6 inches�
12 inches�
X ½�
- 2 inches�
�
Impulse


Infantry�
9 inches�
12 inches�
X ½�
- 2 inches�
�
Light Cavalry�
15 inches�
18 inches�
X 1/3�
- 2 inches�
�
Heavy &�Irreg Cav, Leaders�
12 inches�
15 inches�
X 1/3�
- 2 inches�
�
Foot Artillery�
6 inches�
9 inches�
X 1/3�
- 3 inches�
�
Horse


Artillery�
9 inches�
12 inches�
X 1/3�
- 3 inches�
�
Infantry & Cavalry – 3 inches for Passage of Lines.





Sequence of Play





1. Initiative Inter-Phase (Optional). Players roll-off modified die to determines who has the option of proceeding first.





2. 1st Player Turn.





Movement (1st) Phase.


Replace, attach, detach Leaders.


Reserve Movement.


Tactical Movement.


Move Detached Leaders.





Musketry & Cannonade (2d) Phase. First all Enemy and then all Friendly Fire is resolved.





Charge (3d) Phase. Both sides simultaneously resolve all Charges, Countercharges and Breakthroughs, applying results immediately.





3. 2d Player Turn. Resolved precisely as did the First Player.





COL Wilbur E. Gray – 7 December 1999





Fallen Leader Table


Die Roll 1 – 5, Leader Disabled and replaced after 1 Full Turn.


Die Roll 6 – 10, Leader Survives. –2 to Die Roll if Charismatic.








