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Leader Effectiveness Roll 2 d6 to determine how many order markers each general may place.  CinC adds 2 to the result. The first number is for 25mm stands, the second is for 15mm.

	
	Charismatic
	Exceptional
	Good
	Average
	Poor

	Dice score
	12
	>10
	>7
	>4
	>2

	Command Radius
	18" (12")
	15" (10")
	12" (8")
	9" (6")
	6" (4")


Sequence of Events 

Where two numbers are listed, the first is for 25mm figures, the second is for 15mm.

	
	

	Place tactical orders
	Simultaneous. Each General and the CinC places his order markers on any desired units.  Units outside of command range - 16"(12") - of a General require two order markers. Any unit not in close combat/routing may make a 180 degree turn.

	Strategic movement
	Simultaneously move units without order markers that are beyond 16" (12") of any visible enemy, pro-rating distances if moving up to within engagement range of each other.

	Move initiative die roll
	Each side rolls 1d6.  The winner decides which side moves units with order markers on them first.  Mounted troops may move after infantry, if desired.  CinC quality modifies the die roll as follows:

· Good or excellent CinC, +1 to the die roll. 

· Charismatic CinC, +2 to the roll.

	Reveal orders and tactical movement
	Reveal orders and move.  The player with the initiative reveals orders and moves all his units first. Then the other player follows suit. Units without orders may not move but may fire normally. Each side moves its units in the following order:

· Declare and conduct charges and charge responses. This is done simultaneously. 

· Conduct defensive and attacking fire.

· Initiative player now conducts all of his movement.

	Fire
	Fire any eligible units that have not already fired.

	Close combat
	Roll unit vs. unit for all troops in contact with each other.  See close combat table for results. 

	Recovery
	Simultaneous. Units had to rest in order to reform, restock and psychologically prepare to fight on. Units which had a recover marker placed on them last turn now may recover from fragmented to disordered, from disordered to normal.


Movement Rates
15mm. All measurements are in inches.  First number is for within 12" of any enemy. Second number is for being over 12" from nearest enemy.

	
	Foot
	Light cavalry
	Cavalry
	Limbered  artillery and wagons
	Limbered Horse artillery

	Line
	6/8
	12/16
	8/12
	6/8
	8/12

	Column                                                    +1"/+2"                 -                        -                        -                        -

	Skirmishers
	8/12
	-
	-
	-
	-

	Charge/rout and pursuit/retire
	3 + d6
	6 + 2d6
	3 + 2d6
	3 + d6
	3 + 2d6

	Dense terrain
	- d6
	- 3d6
	-
	-
	-


Modifiers and Terrain effects:

· For road column use 1½ times normal column movement, ignoring terrain.

· Skirmish infantry are not slowed by obstacles or light terrain.

· In dense terrain any but light infantry or skirmisher foot are disordered.

· Light terrain and obstacles require a roll for delay – 1d6.
· Squares move only 1"/2" 
25mm. All measurements are in inches.  First number is for within 16" of any enemy. Second number is for being over 16" from nearest enemy.

	
	Foot
	Light cavalry
	Cavalry
	Limbered foot artillery and wagons
	Horse artillery

	Line
	9/12
	18/24
	12/16
	9/12
	12/16

	Column                                                    +2"/+3"                 -                        -                        -                        -

	Skirmishers
	12/16
	-
	-
	-
	-

	Charge/rout and pursuit/retire
	6 + d6
	12 + 2d6
	6 + 2d6
	6 + d6
	6 + 2d6

	Dense terrain
	-(2 + d6)
	-(3 + 3d6)
	-
	-
	-


Modifiers and Terrain effects:

· For road column use 1½ times normal column movement, ignoring terrain.

· Skirmish infantry are not slowed by obstacles or light terrain.

· In dense terrain any but light infantry or skirmisher foot are disordered.

· Light terrain and obstacles require a roll for delay – 2" +d6

· Squares move only 2"/3"

Order Definitions

	Charge
	A unit must be within its normal movement range of its intended target to be given charge orders.  A charge move is 4 to 12 inches plus one or two d6 (see Movement Table). The option of who to attack is up to the charging player, but if possible, you must charge an enemy with an ordered charge on your unit. No facing or formation changes are allowed other than a 45 degree wheel at the start of the charge move, deducting double the distance of the wheel. You must followup/pursue.

	Advance
	You must move at least 1/2 of the unit's allowed movement: unless friendly skirmisher infantry will be running back through you.   You do not need to move if your units will be interpenetrating.  No facing or formation changes. Horse artillery may move 1/2, unlimber and still fire. Any artillery may limber and move 1/2. You must followup/pursue.

	Deploy 
	Non-militia/conscript units in good order may do two of the following each turn, otherwise may do one.  You must have this order to change facing or formation, or to face an enemy moving into or already in contact to your flank or rear.  No countercharges are allowed. 

· Change facing 90-180 degrees.  

· May turn to face an attack *.

· Change formation. 

· Sidestep 1 base, ignoring terrain delays or stand in place. 

· Fall back 1/2 move, facing enemy *.

· Wheel 45 degrees to face an attacker *.

· Move 2" (1") straight ahead, ignoring terrain delays.  Must follow-up or pursue.

· Artillery may wheel or hand push 2" (1") and still fire.

· Expand or contract one stand per flank or stand halted in place.

*These are all allowed as a charge response. May follow-up or pursue at player's option

	Defend
	No movement or facing or formation changes.  Unit stands in place.  You cannot give this order to any mounted. Fires and melees at a better rate. May not follow-up or pursue.

	Retreat
	Unit will turn away from enemy and move, ending up facing in the direction moved. If militia or worse, the unit is disordered by this.

	Recover
	Stand in place with no movement of any kind, other than a 180-degree turn at the beginning of the turn.  Fire with penalties.  May wheel to face an enemy charge, but the unit does not recover; remove the marker immediately.


Morale Table

Die Roll Modifiers - cumulative 

	+2
	Pushing back or pursuing enemy. 

General with unit. 

Infantry in square or hurried square vs. charging cavalry.

Unit is outside of tactical range of any visible enemy.

	+1
	Defend orders. 

In a superior tactical position or in cover. 

Unrouted General visible within 8" (6"). 

French/Russian Foot in column.

British foot in line

	-1
	General seen lost or routed within 6".

For each stand lost. 

For each disorder marker. 

Charging a superior tactical position.

Unsupported.

Austrian/Prussian/Russian foot in line.

	-2
	Enemy visible & facing flank or rear within 8" (6"), within 3" (2") in woods.

CinC seen routed or lost within 16" (12").


Definitions

· Good order: neither disordered nor fragmented. 

· Unsupported
: no help within 6" (4") to rear and either flank or 3" (2") in woods. Must have 2 of 3.

· Squares always have secure flanks or rear.

· Superior tactical position: uphill or behind walls or an obstacle.


Morale classes

Results

	Class
	To Pass
	
	Failure
	If charging
	Otherwise

	Veteran  Guards

Guards
	1 or more
	
	1
	Halt 1" from enemy.
	Halt disordered.

	Elite
	2 or more
	
	2
	Halt 1" from enemy disordered.
	Retire disordered. 

	Veteran
	3 or more
	
	3
	Retire disordered.
	Retire fragmented.

	Line
	4 or more
	
	4
	Retire fragmented.
	Rout and lose 1 stand.

	2nd Rate line
	5 or more
	
	
	
	

	Conscript
	6 or more
	
	5
	Rout and lose 1 stand.
	Rout and lose 2 stands.

	Militia
	7 or more
	
	6 +
	Rout and lose 2 stands.
	Destroyed.  Remove from table.


Small Arms Firing Table

Roll d10 for each stand firing.  

Must roll the "To Hit" number or better to score a hit.

Enfilade fire doubles casualties.

British or KGL firing in line get 1 1/2 d10 per firing stand.

If charged, not countercharging, roll unmodified morale factor or less fire at close range, otherwise at effective.
	Muskets
	
	
	
	Rifles
	
	

	Close
	Effective
	Long
	
	Close
	Effective
	Long

	15mm   0-1"

25mm   0-2" 
	1 - 4"

2 - 6"
	4 - 10"

6 - 15"
	
	0 - 3"

0 - 5"
	3 - 6"

5 - 9"
	6 - 12"

9 - 18"

	7+
	8+
	10
	
	7+
	8+
	10


Modifiers for "To Hit" figure:

	-1
	Guard, Elite, Veterans firing.

Firing at a column or square.
	Firing on defend orders.



	+1
	Each Disorder marker.

Moves and fires.

Target is cavalry/mounted.
	2nd rate line or Conscripts firing

Target uphill or in light terrain.

	+2
	Militia  firing.

Target is skirmishing foot, prone

Target is in dense terrain or behind stone
	Target in woods.

Target is unlimbered artillery

Target is charging/countercharging


Artillery Fire Table:

Roll 1d10 per stand. 

Roll 2d10 per stand when firing at square.
Roll 3d10 per stand for enfilade fire.  

Any enemy within killing range may be hit by double fire - roll 2d10 per stand. 
	
	Killing
	Close
	Effective
	Long
	Extreme

	
	15mm 0 - 6"

25mm 0 - 9"
	6 - 12"

9 - 18"
	12 -24"

18 - 36"
	24 - 36"

36 - 48"
	36 - 60"

48 - 90"

	Heavy, 12lb
	3
	5
	7
	8
	10

	Medium, 8 - 10 lb
	4
	6
	8
	9
	-

	Light, 6 - 7 lb
	4
	7
	9
	10
	-

	Horse, 4lb
	5
	7
	10
	-
	-


Modifiers for "To Hit" figure:

	-1
	Guard, Elite or Veteran artillery.

Firing with defend orders. 
	Firing at a column.

4 gunners per stand.

	+1
	Conscript or Militia artillery.

Prolonged hand push.

Target in light cover or uphill.
	For each disorder marker.

2 gunners per stand

	+2
	Target in dense terrain or behind stone.

Skirmish foot or prone target

Unlimbered Artillery target
	Unlimber and fire.

	-2
	Old Guard Artillery
	Firing at a Sqaure


Close Combat Table

Each player rolls a d6 for each combat and compares.  The higher score adds the difference to his factors: Veteran Gds. Count as +4.
	Morale
	Guards
	Elite
	Veteran
	Line
	2nd Rate
	Conscript
	Militia

	Points
	3
	2
	1
	0
	-1
	-2
	-3


	+d6
	Mounted charge. (not vrs. square)
	

	+d6 x 0.5
	Foot charge.
	

	+3
	Heavy cavalry charge in good order.
	Cavalry pushback/pursue

	+2
	Medium cavalry charge in good order.

General with unit.
	Foot pushback.pursue

Enemy is artillerymen.

	+1
	Deeper formation each extra complete rank.

In superior order.
	Light cavalry or lancer charge.



	-1
	Enemy has orders to defend.
	

	-2
	Enemy is in superior tactical position.
	

	-2 d6 
	Square vrs. mounted (defender rolls)
	


Chargers attacking across any obstacles or in delaying terrain do not receive the charge die roll bonus.
Hitting enemy in flank or rear doubles the casualties inflicted

Disordered troops fight only with front rank.

Fragmented troops only fight with 1/2 front rank.   

Superior position is; on higher ground than the enemy; charging downhill; behind an obstacle; defending Houses, walls, palisades, etc.
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