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This version dated 10-2-00
Organization

NAPOLEONIC  WARFARE uses miniature model soldiers on a table laid out with model terrain, along with dice, rulers and various markers designating orders, condition of units, casualties, etc.  The figures are organised onto 'stands' or bases. Each stand has one or more model soldiers mounted on it, several stands making up a unit. Each unit has a command stand, featuring one or more distinctive command figures such as standard bearers, leaders and musicians. There is no bookkeeping involved in these rules. All changes in status can be represented on the table by markers, stand position, etc.

1) Table, Figure and Time Scale

We have chosen the tactical scale to give you, the commander, the most ‘hands-on’ feel for warfare during this period.   

· The figures we use to fight our battles with are mounted onto stands.  There is considerable flexibility as to the number of figures you decide to mount on your stands. The width of a stand represents a distance of approximately 40 paces. Thus there is no fixed stand size; instead, movement distances and missile ranges are based on the size of stands you choose to use. This allows any size of figure or base to be used.

· Each turn represents approximately 5-10 minutes of actual time.

· Each stand represents between 50 and 120 men .

· Each artillery stand represents 2 to 6 actual artillery pieces.

· All measurements are taken from the nearest point on any stand in a unit.

2) Units and Generals

The troops you have organized and painted must be gathered together into tactical ‘units’, or groups of stands representing the infantry battalions, cavalry squadrons and artillery sections under command of a leader.  These units are further organized into a Division under command of a General, who would lead them to glorious victory or to ignominious defeat.

Units

· Each unit consists of between 1 and 10 stands of miniature figures. We recommend from 4 to 8 stands as the norm. Each unit must have a Command Stand that is visually distinguishable from the rest. The command stand should normally be located in the middle of the unit’s front rank.

· Units are grouped into brigades of between 2 and 8 units.

· Divisions are made up of between 2 to 5 brigades.

Generals

· Each division has at least 2 Generals. Generals influence movement, morale and fighting ability, and thus play a very important part in the game.

· One General must be the Commander in Chief. The difference between the Commander in Chief and his Generals, is that he costs more points, receives a bonus on his dice roll when rolling for ability, and, if he has high ability, gets a further bonus when rolling for terrain picks and Movement Initiative .

· Each Division must initially be under the command of either the CinC or another General.

3) Table Definitions

Engagement Range
The distance within which opposing units start to interact with known enemy.  Represented by a distance of 12 and 16 inches for medium and large bases respectively. Once within this range, troops feel that they are manoeuvring directly in the face of the enemy, and require more attention from their leaders. 

Command Range
The range at which a General can issue orders to the troops under his command.

Strategic Movement
Any movement by units completely outside of Engagement Range. 

Tactical Movement
Any movement by units even partially inside of Engagement Range.

Known Enemy
Any enemy unit on the table except ambushers. 

Visibility
Line of sight, blocked by forests, hills, buildings, but not stands of figures.

Mounted
Any troops riding animals (cavalry, elephants, and camels).

Cover
Being in woods, behind walls and in buildings provides Cover.
Enfilade
A unit must have a portion of its Command Stand behind the front of an enemy unit's stands before any charges, movement or shooting in order to be able to count as a enfilade attack/shot.

Delaying Terrain
Any terrain that causes a particular troop type to be slowed.

4) Troop Definitions:

Troops are differentiated by their  Strength, Weaponry, and Morale.

Note:  It is convenient to note the  weapons, morale and number of stands in the unit on a sticker placed underneath or behind the command stand of each unit and the Generals’ stands. This allows the wargames commander to be able to readily identify and recognize the current status of each of the units in his army.  

Strength

The number of casualties that a unit can suffer before one of its stands is removed is called its “Strength.” When a unit loses one or more of its stands it affects the unit's Morale as well as its Fire and Close Combat capabilities. A unit’s Strength per stand is determined by the Order in which it is arrayed, as follows:

	Type
	Strength

	Foot
	4

	Cavalry
	3 

	Artillery
	1/gunner


Casualties are recorded by placing markers alongside the unit (figures of casualties, small rocks, piles of battlefield debris, markers of appropriate nationality, plastic tokens or whatever you find convenient and aesthetically pleasing). 

Note: Dismounted  cavalry forms up as equivalent Infantry with 3 strength points per stand. Dismounted.

Weaponry

Most foot carried muskets, woefully inaccurate and slow to fire. Some special foot (found in the army lists) carried the more accurate and deadly rifles, British Riflemen, Jagers, etc. Rifles were much slower to load than even muskets. Cavalry were armed with a carbine, fairly useless when mounted, but usable when dismounted. 

Morale

There are eight levels of Morale for troops in the game. (The army lists will define these for each army). 

Veteran Guards
French Old Guard
Guards
French Middle Guard, British Foot Guards, etc.

Elites 
French Young Guard, Russian Foot Guards, British Guard Cavalry, Austrian Grenadiers, etc. 

Veterans
Legere, Light Infantry, British Cavalry, etc..

1st Rate Line
Experienced line infantry.

2nd Rate Line
Less experienced line infantry.

Conscript
Inexperienced line infantry. 

Militia
Poor quality garrison troops, militia, Spanish guerillas and levy conscripts..          

5) Stand Sizes

We believe that it is very important that gamers should have the opportunity to decide for themselves how many figures make up a complete army, and how large the stands they fight their battles with should be.  After all, some people like to use vast armies of hundreds of figures, while others want to only field the minimum possible number to allow them to fight a battle.  Those whose preference is for smaller forces may only have limited space to store their collection or fight their battles, they might prefer to build a large number of small, different armies to building a couple of large forces, or they might just be starting up in wargaming, and want to field a couple of small armies straight away, before they commit themselves to months of painting figures.

So, we have come up with an informal structure of 2 different stand widths that should allow players to battle one another no matter what the size of their stands or how many figures are mounted on them. Armies mounted on different-sized bases can fight each other by combining the smaller stands until they are roughly the same width as the larger ones. Alternatively, you can simply place the smaller stands on larger bases for movement and combat purposes. 

Medium Stands 

Medium stands give you tabletop units of an appropriate size to represent large bodies of troops in a convincing manner without necessarily needing an enormous table. Used for representing 15mm figures.

Large Stands 

Large stands can be used on bigger tables with 25mm figures. We prefer using 25mm figures as they look great with tactical level rules.

Basing

You can use any basing you wish. We have opted to use the standard Napoleon's Battles basing, as most of us have used those rules and have our figures based for them.

· Foot are based four per stand, with each stand representing a company of 100 men.

1. A battalion is our basic tactical unit for infantry.

2. French, Russian and British battalions are from 4-6 stands each.

3. Austrian and Prussian battalions are from 6-8 stands each.

4. You may 'Brigade' the grenadier and light company stands from line battalions (only if historically done, see the army lists). A battalion may only detach one company prior to the start of a battle. A battalion commander would not give up all of his best troops prior to the start of an engagement.  Each line battalion which has stands taken away counts as having lost a stand for morale purposes. If you wish to brigade your French Grenadier stands, the previous 6-stand line battalion now is 5 stands and when taking a Morale test, takes the -1 for having 'lost' the brigaded stand.)
· Cavalry are based two per stand, with each stand representing 50 men.

1. A squadron is our basic tactical unit for cavalry.

2. Each squadron is represented by two, three or four stands of  cavalry.

· Artillery are based one gun model on a stand with from 2 to 4 crew, representing the number of gun tubes in that section. The stands are 1 1/2 times the width of the foot/cavalry stands.

1. A 6-gun battery is represented by 2 stands of three gunners each.

2. An 8-gun battery is represented by 2 stands of four gunners each.

3. A 12 gun battery is represented by 3 stands of four gunners each.

4. Horse Artillery may be placed on the same width stands as foot/cavalry, but count as 3 stands of TWO gunners each for firing purposes if a 6-gun battery, otherwise as 2 stands of 3 gunners each.  This gives you more flexibility in maneuver, but they are harder to score a hit with because of their smaller number of tubes.
6) Dice

There are two different types of dice used in Napoleonic Warfare.  There is the standard 6-sided variety (which is referred to as a d6 throughout the rules) and also the 10-sided or 'percentile' die (referred to as a d10).  When rolling a 1d10, a result of ‘0’ is read as ‘10’. In other words, the available numbers on a 1d10 roll are from 1-10.

Those without access to a 10 sided die should roll two 6-sided dice, one coloured and one white. Read the white roll first. If it is a 6, reroll it. If the coloured die roll is 1, 2 or 3 the final result is the same as the white die.  If the coloured die roll is 4, 5 or 6 the final result is the same as 5 added to the white die. This is summarized on the following table:
	White
	1
	2
	3
	4
	5
	6

	Coloured
	
	
	
	
	
	

	1, 2 or 3
	1
	2
	3
	4
	5
	Reroll

	4, 5 or 6
	6
	7
	8
	9
	10
	


7) Rounding Fractions

For fractional values, always round up. For example, if a player needs to roll “half a 1d6" and he rolls a 3, half of the die roll result (rounded up) is 2.

GENERALS 

1. The Generals
Figures of the Generals are mounted on stands just like any other troop type.  Each stand represents the General as well as his entourage. You may use different numbers of figures to signify the ranking of your generals. A brigade commander may have one additional figure on his stand, while the CiC may have two.      

· Each army may field a number of other Generals as well as their Commander in Chief. The ability of these leaders may vary.

· All units are initially allocated by the scenario or the player to a particular General or to the Commander in Chief. All of the units allocated to a particular General are collectively referred to as a Division.

· The number of Generals fielded depends on how versatile an army the owning player wishes to command or how many are permitted by the scenario or army list.  There must be 1-10 stands per unit, 2-8 units in a brigade and from 2-5 brigades in a division. A General or the CiC must command each brigade.

Note: Typically, you will find it useful to field two Generals in addition to your Commander in Chief.  Adding more Generals will give you a more flexible and responsive (but expensive) army organisation.

· Each division must start the battle under the command of a specific General or the Commander in Chief.  

· Each unit in the division must start the battle within Command Range of that General's stand, unless either flank marching or in ambush.

· A General may issue orders to each unit within his Command Radius.      

· Each General may spend the entire battle as an independent, single-stand unit, able to act as he wishes each turn without using up orders. The General can also start the game as part of a unit or join any unit for as long as desired.  The unit then still requires orders.

2. Ability

Generals are rated for their command ability, which determines their Command radius which allows them to issue orders to units.  All Generals’ command abilities are determined at the beginning of the battle after the armies have been chosen, but before terrain has been placed or either side has deployed its troops.  Roll two d6 for each General, adding +2 for the Commander-in-Chief, and find the result on the following table. The rolls are made openly; each side is assumed to know the quality of the other's leaders by their reputation! 

The first Command Radius number is for 25mm figures, the second (parenthesized) is for 15mm figures

	Die Roll Result
	Rating
	Command Radius

	12+
	Charismatic
	18" (12")

	10 - 11
	Exceptional
	15" (10")

	7-9
	Good
	12" (8")

	4-6
	Average
	9" (6")

	2-3
	Poor
	6" (4")


If you are unhappy with your Ability rolls, you may roll again for just one of your Generals, even the CiC, but you must accept this second roll, even if it is lower than the first. 

3. Casualties Amongst Generals

It was risky to expose a General to battle.  If he is killed or captured, his Order giving ability is lost for the rest of the battle!

A General's stand takes two hits to be removed, the first hit representing his possibly being wounded, the second his removal because of further wounds or death. This stand represents the general and his staff; it is not a combat stand only a morale and combat modifier. Units outside the General's command radius will stay in place. A General's main job was to inspire and get the troops moving, it was the task of individual battalion, sqaudron and battery commanders to issue the appropriate tactical orders.      

· Each time a stand is lost from a unit accompanied by a General, the owning player must roll a d6.  If he rolls a one, the General’s stand is lost.

· If a general is not with a unit, once the General’s stand has taken enough casualties to remove it, normally two, he is removed from the game.      

· Once lost, General stands are not replaced. 

8) Indisposed Generals

If a General is involved in a close combat, is killed, routed, captured or leaves the table, he can not place any Order markers (See Order Section).

PREPaRING FOR BATTLE
1) Army Selection
Each player picks an army from the army lists. Historical match-ups are encouraged!  

9) Terrain Generation

We encourage the use of scenarios with historical terrain. Otherwise use the Terrain Table (see below) to determine what terrain is present on the table.

· Roll one d10 for each piece of terrain, adding +1 or deducting -1 from each roll if your CinC is Exceptional, or Charismatic. The better the CiC, the better the chances he will pick favourable terrain to fight upon.

· Each player may roll for up to 5 pieces of terrain.  

· The players announce how many rolls they intend to make and alternate making rolls. It is convenient for each player to use a d6 and simply place the number of pips face up, revealing them simultaneously to determine how many picks each wishes to make. 

· Randomly determine which player rolls first.

The table is divided into 6 equal sectors.

	
	
	

	
	
	


· The player gets to select his desired terrain and then rolls a d10 to place.

1 or a 2 is a discard. 

3 or a 4 is placed in the friendly left flank sector. 

5 is placed in the friendly center sector. 

6 or 7 is placed in the friendly right flank sector.

8 is in the enemy left flank sector.

9 is placed in the enemy center.

10 is placed in the enemy right flank sector.

No rivers or streams may run through the center two sectors of the field.

	
	Terrain Type
	Notes and Sizes for A & B

	
	None
	No terrain is placed

	
	Clear Terrain 
	12” (16”) maximum diameter

	
	Dense Terrain
	12” (16”) maximum diameter

	
	Light Terrain or Low Hill
	12” (16”) maximum diameter

	
	Light Terrain, Low Hill or Village/Farm Buildings
	12” (16”) maximum diameter

	
	Natural Obstacle or Road
	           12” (16)” maximum length

	
	River or Water Feature
	No more than 1 of each per table

	
	
	


Special Terrain Placement Rules

· Maximum and Minimum Terrain Size: If you are using medium-sized stands on a small table, use the unparenthesized maximum diameter figures. Otherwise, use the parenthesized figures. The minimum size for any piece of terrain is 3” (5”).

· Forests: is the term we'll use for heavy woodland with tangled undergrowth and big trees growing close together. Movement is difficult, especially for horses or wheeled transport, and visibility short - 3" (2"). In fact, once your troops get into the forests, the terrain may prove to be so impassable that they may just not come out again!
·  Light Woods/Orchards: are less dense and may be much more easily moved through.
· Roads: A Road must be placed so that it runs from any table edge to the opposite table edge, with a maximum of one curve, which may not exceed 45-degrees. Roads are 1” (2”) wide, depending on table size. Roads may be placed crossing rivers and low hills, or through any light or dense terrain. Roads may not be placed parallel to any other road within  6" of each other.
· Rivers:  These represent minor rivers, and can be of a length to reach another table edge by 1”  (2”) wide. A River must be placed so that it runs from any table edge to the opposite table edge. Only one river may be placed per player.
· Water Features: These represent ponds, lakes, major rivers, or seas.  Ponds are a maximum of 8” (12") in diameter. A lake, sea or major river runs the entire length of one of the table’s two flank edges (select randomly) and can be up to 12” wide. Only one water feature may be placed per player.
· Overlapping Terrain: Woods, scrub, brush, buildings and rocky ground may be placed on Low Hills. Rivers may run across Roads, and Roads may run across Rivers, Streams and Low Hills, or through any Light or Dense terrain. A Bridge or Ford is automatically placed wherever a Road crosses a River (or vice versa). Aside from these exceptions, a piece of terrain may never be placed on top of another. 

· Obstacles: include streams, walls, fences, hedges, gullies and ravines.
Terrain Types

Light Terrain

Scrub, orchard, marshland, sand dunes, brush, rocky ground, steep hills and any obstacles.

Dense Terrain

Woods, swamps, bogs, steep hills with overlapping Light Terrain.

Note: Low Hills do not count as Light Terrain, and have no effect whatsoever on movement. However, they do provide a height advantage and superior tactical position for combat and morale purposes. 

3) Setting up Armies

The positioning of your units before a battle is very important. We encourage the use of a screen across the table to hide your initial deployment. Your battle plan should be reflected in your army set-up. Are you going to try to force the enemy flank? If so, deploy your attacking units on that flank, using your light troops to delay the enemy attacks in other sectors. A frontal assault? Remember to keep your center attacking units supported and within Command Range of a general. Do not leave a large part of the battlefield wide open. The enemy will be able to sweep down upon you from an open flank. Once you have decided on tactics, it is time to deploy your army…

· All units except those in ambush, in off-table reserve or off-table flank marchers are placed on the table.

· Players are encouraged to set up a screen between them so that they do not see their opponent's army before all deployment is finished (table tennis net brackets can be conscripted to hold your screen up).  Otherwise, players alternate, placing units on the table one at a time.

· Units on small and medium bases may be placed up to 6" from their player’s own baseline; units on large bases may be up to 9” from their player’s own baseline.
Off-Table Reserves
Design Note: Often, a commander would keep a portion of his forces hidden to the rear of his army, awaiting a chance to bring them on for a decisive surprise attack. We assume that these troops are hidden by terrain features or dust, so are not visible until placed upon the table.

Hidden reserves are kept off the table, behind the player’s baseline.  Their exact arrival position must be designated before the game with a marker.  They will arrive automatically at the beginning of the Tactical Movement Phase of any turn the player wishes.  Place the first rank of each unit on the table. Off-table reserves do not roll for Attrition losses. An army is limited to a maximum of 1/4 of it's forces in off-table reserve.     

10) Victory Conditions and Victory Points

Design Note: We use the following procedure so that games will be completed in three hours or less. Determining victory often was quite simple after a Napoleonic battle. The loser had been forced to leave the field, his generals were lying dead and his troops pursued and cut down as they ran away. In our games, we have simplified this.

When playing a scenario, use the scenario’s victory conditions. Otherwise, an army loses either when one-third of its units have been routed, destroyed or captured, or when the player(s) on that side decide to concede the game (i.e., surrender). In either case, the current turn is played to completion, and both players then count up Loss Points as follows:

+1
Add up the total number of points cost per stand killed, routing or routed off the table. 

x2
Points cost of each enemy stand captured.

x1/2
Points cost of each stand of enemy Flank Marchers that never arrived and/or each non-Routing enemy stand that left the table and never Returned.

Victory Points

A player receives 1 Victory Point for each of the following conditions that applies. All conditions are cumulative, so a player who inflicted twice as many Loss Point as his army suffered would receive 2 Victory Points (1 for inflicting more Loss Points, and a second from inflicting twice as many Loss Points).

· Won the battle (enemy conceded or lost 1/3 of his units).

· For each 50 points of enemy killed.

· No enemy units on your half of the table.

· Enemy CinC killed or captured.

· Each enemy General killed or captured. CiC also counts as a General!

Victory Level

The difference between player's Victory Point totals determines the level of victory:

+1 Victory Point
Marginal Victory

+2 Victory Points
 Tactical Victory

+3 Victory Points
Strategic Victory

+4 Victory Points
Decisive Victory

+5 Victory Points
Overwhelming Victory

SEQUENCE OF PLAY

It is important to follow this Sequence of Play in the exact order listed. The ebb and flow of battle is reflected in the sequence of the game turn. Play each turn through completely. Do not skip portions of the Sequence or any of the Phases. Playing completely through each part of the turn is very important to the understanding of the concepts of Napoleonic Warfare and how a battle could sway back and forth.

11) Orders Phase
This is the point at which your Generals issue their orders. Whether to use them to launch attacks, to rally disordered units, or to use them to bolster defending troops is up to you. Units without Orders may fire, but may not move. 

· A unit not involved in a close combat or routing may make a 'free' 180 degree turn.

· Each General places his order markers face down on any desired units within his command range.. This is performed simultaneously by both players. 

· Any units within Engagement Range of a visible enemy unit must have Orders to move. Units outside of Engagement Range may also be given Orders if desired.

· Units that are not in Command Range of a general may not be issued orders. 

2) Strategic Movement Phase

This phase is for moving units which are outside of Engagement Range of any visible enemy troops and which do not have Order markers placed on them. Troops moved faster and followed directions so long as they did not perceive themselves as being in immediate danger or threatened by their enemies.

· Units that start the turn outside of Engagement Range and which do not have any Order markers may now simultaneously Advance, Retreat or Deploy.  They may not make any other movement.
· Troops moving during the Strategic Movement Phase must halt as soon as they come to within Engagement Range of any visible enemy unit. 

· No order markers are required to perform Strategic Movement.
· Units may never move in both the Strategic Movement and Tactical Movement Phases of the same turn.

3) Initiative Die Roll Phase

This phase determines which side gets to move first in the Tactical Movement Phase. There are advantages and disadvantages to moving first. Depending on the situation, you may want to let your opponent move first so as to put yourself in a favorable position to fire at him or move into contact with his troops. Often, though, it is best to keep the pressure on and moving first certainly can do that!

· Each player rolls a d6, adding +1 if his CinC is Exceptional, and +2 if the CinC is Charismatic.

· The player with the higher modified roll decides which player has the Initiative. Reroll in the event of a tie.

12)  Charge Declaration Phase

· Both players now simultaneously flip over all charge order markers and declare and execute any ordered Charges and permitted charge responses (See Orders section). "Faster" charging or countercharging units will move proportionately further than slower opposing units before they come into contact. 

· Charging units opened the 'action' on the battlefields of the Napoleonic period. As such, all units which had Charge Orders assigned to them go after their targets, which get to respond to the charges if they had proper orders. Otherwise, the targets sit and take it. 

· Perform any fire from defending units as well as chargers/counterchargers and immediately adjudicate casualties and take any required morale tests.
· Line up units base edge to base edge for combat. This occurs before any other moves are made. 

13) Tactical Movement Phase

After all Charges and charge responses are finished, all other units with Orders get to make their moves.  

1) The player with Initiative now turns over his remaining Order markers, then:

2) He rolls openly for the arrival of Flank Marchers and/or units Returning to the Table, and place the front rank of any arriving troops on the table edge.

3) Place the front rank of arriving Off-Table Reserves on the baseline table edge

4) Apply orders first, starting with the outermost unit on whichever flank he chooses and working across the table until he reaches the outermost unit on the other flank.   

5) The opposing player turns over his Order markers and applies all of his Orders in the same fashion.

14) Fire Phase

After charges and other moves have been resolved, all eligible stands on both sides simultaneously conduct  fire. This is a very deadly phase, with units able to literally shoot their opponents into disorder or worse, if you have opted to use correct Orders and have the troops to conduct an intensive fire upon the enemy.

· Units that are routing or currently possess a Retreat order may not fire. 

15) Close Combat Phase

Follow the Close Combat procedure and you will not have problems. It was rare for a unit to simply blow apart at first contact. Sometimes, a unit would panic when it was charged and would be in the process of falling apart when it is hit. Usually, though, the units would clash and the battle would last for a time until one side had reached a point of exhaustion or had lost so many troops that the rest simply turned and ran.  

· Resolve close combat between units in contact with each other one at a time, starting from the flank chosen by the player who won the Initiative roll. 

· After each close combat, perform all resulting push back, Rout and Pursuit movement.

· Proceed to the next close combat.

16) Recovery Phase

This is the part of the turn when troops are brought back from rallying and resting to a better-organized physical and psychological state. This is performed simultaneously by both players. Units which had a Recover Order marker placed on them during the Orders Phase may Recover either:

· From Routed to Fragmented. Make an immediate Morale Test to try to halt the rout.

· From Fragmented to Disordered. Replace the Fragmented marker with a Disorder marker.

· From Disordered to Normal. Remove the Disorder marker.

· From Out of Ammo / Low on Ammo to Restocked. These remain until the Fire Phase is finished.

Units with Recover markers may not move other than to make a 'free' 180 degree turn to face an enemy at the beginning of the Recovery Phase.

Note: Recover markers are not removed until the end of the turn. Units in close combat may not be issued Recover orders.

A Note on Simultaneous Movement: These rules call for units to move simultaneously during the Strategic Phase and Charge Phase. Trust us; with a minimum of cheerful co-operation and goodwill from the players involved this can be achieved without either complex layers of additional rules or terrible falling out.  Move the units proportionately (pro-rata) to see whether and where they make contact with each other.  This simply means that each unit is moved the same proportion of its movement distance until the outcome is determined.  Usually, dividing all the units involved movement by four and moving them until they have all moved their full distance, or collided, resolves the situation, but it may occasionally be useful to divide their movement even more finely.

ORDERS

Great Generals could influence a battle with their orders, even when some distance away, by responding personally or sending signals, couriers or a trusted subordinate to the unit in question, rallying it, bringing it forward, changing it's alignment, or ordering it to attack. It is important to keep your Generals within Command Range of as many units as possible. 

Issuing Orders

We have discussed this already, but it is important enough to bear repeating. You must think about what your opponent may be planning, then use your own Orders to thwart him and to take advantage of his mistakes or weaknesses in his deployment. A lot will depend on the condition of your troops. Often, you must spend your Orders simply keeping your formations from falling apart as they are fired at or recover from hand-to-hand fighting.

· Depending on his ability, each Commander in Chief and General has a limited command range.
· Any General may issue orders to any friendly units within his own Command Range, regardless of which Division they belong to.

· Orders are required for units that start their turn within Engagement Range of any known enemy to perform any action other than to continue a Pursuit, continue to fight in close combat, or to shoot firearms. 

· A unit is normally issued only one Order each turn during the Orders Phase. 
· All units outside of Engagement Range may Advance, Deploy or Retreat without needing an Order marker.  Once a unit comes within Engagement Range of the enemy, it automatically halts unless it has an Order marker. You can issue Order markers to units outside of Engagement Range of the enemy, but the unit will not then be allowed to move during the Strategic Phase.
· The only orders which may be issued to units in Close Combat are Retreat or Deploy.

1. Order Definitions

This section details what each Order signifies, as well as restrictions and bonuses. There are a total of eight orders that may be given.

Advance

· The unit will advance in the direction the unit is currently facing.
· The unit must move at least half its maximum allowed movement unless friendly Skirmishing Infantry will be interpenetrating the unit this turn, in which case the unit can remain stationary to avoid being Disordered.

· If the unit cannot physically move at least 1/2 of its movement because of enemy in the way, you must discard the Advance order.
· No facing or formation changes are permitted except:

· Any unit may wheel 45 degrees before they commence moving. 

· Any unit may shift stands into its rear ranks in order to avoid running into other units, terrain or obstacles.

· Horse Artillery may move 1/2, unlimber and still fire with penalties.

· Any Artillery may limber and move or unlimber and fire with penalties.

· Cavalry may Countercharge any troops charging them. 

· Infantry (other than Skirmishing Infantry) may Countercharge other infantry. 

· Skirmishing Infantry may only Countercharge other Skirmishing Infantry. 

· Units must be facing, or be able to wheel to face their attackers to be able to Countercharge.

· Units may allow their frontage to conform to the edge of terrain features or linear obstacles that they move up to, as long as no stands exceed their movement distance or physically separate from the rest of the unit. 

· Units with Advance Orders may fire, but at reduced effectiveness.

· Units in close combat must follow retreating, pushed-back or routing enemy.

Charge

· A unit must be within its normal Tactical movement distance of its target unit to be given Charge orders. Where the unit has more than one potential target for its Charge, the choice of which to attack is up to the Charging player, except that, if possible, he must Charge an enemy that is itself ordered to Charge his unit. This is still considered a Charge, rather than a Countercharge. A unit must move at least 1/2 of its allowed Charge Move unless it contacts an enemy unit before it reaches that distance. Premeasurement is allowed.

· No facing or formation changes are allowed except for a 45 degree wheel at the start of the Charge.

· Any units may drop back stands to avoid running into friendly troops, obstacles or terrain features.

· Infantry may not charge cavalry.
· Skirmishing Infantry may only Charge Skirmishing Infantry. 

· Chargers who are in turn Charged from the flank or rear will continue their own Charge, hoping to outrun  their enemy. If caught before contacting the target of their own Charge, they are halted and suffer the consequences!  If they manage to first hit the target of their own Charge, but are then hit in the flank or rear themselves, they fight their target unit, but suffer the penalties for the flank or rear attack.

· Charging units which fail to contact a target are disordered.

· Units in close combat must follow retreating, pushed-back or routing enemy.
Deploy
Use this order to change facing or formation, or to face an enemy unit that is moving into or already is in contact with your flank or rear.  If an enemy unit is behind your flank, it is advisable to issue Deploy orders unless you feel extremely lucky. A unit in Close Combat may be issued a Deploy Order to face an opponent who has already contacted him to flank or rear.

· Units with Deploy orders cannot Countercharge.

· Units with Deploy Orders may follow-up or pursue at the owning player’s discretion.

· Units that are 

1. not in close Combat, 
2. being Charged or 

3. not Disordered (or worse) 

4. Non-militia or conscripts may perform any 2 of the following actions in a turn. Troops in other circumstances may perform only 1:

· Change facing 90 or 180 degrees.  

· Turn to face an attacker as he Charges or Advances in, or to face an opponent if already in combat* 

· Change formation. 

· Enter buildings and take up positions in them if the unit's stands are within a town or farm.
· Non-militia foot may 'sidestep' 1 stand width to either flank, ignoring any terrain delays. 

· Non-militia foot may fall back half a Move, remaining facing their enemy throughout.*

· Wheel up to 45 degrees to face an attacker as he Charges in.* 

·  Search for fords, dismount, mount, etc.

· Artillery may unlimber or handpush 1" (2") straight ahead and fire, or limber and not fire,.

· Move one stand depth straight forward, ignoring terrain delays and disorder penalties.

· Stand halted in place.
· Spike captured artillery pieces.
· Expand or contract one stand per flank. 
· Deploy skirmisher stand (s) forward one base depth ahead to screen or reabsorb skirmisher stands back into the parent unit. Skirmishers may deploy as far ahead of their parent unit as they wish, but may be unable to run to the safety of their parent unit it charged.
*These are allowed Charge responses to an ordered charge on the unit.

Note: Skirmishers with Deploy orders who are charged, automatically go to Retreat orders. 

Defend

Only troops on foot may be given Defend Orders.  Units with Defend orders are assumed to be ‘prepared’ for the attack, with guns loaded and bayonets at the ready, and artillery ready to fire.  

· They must remain motionless unless forced to move due to morale tests or combat results.

· They receive combat and morale bonuses for defending under all circumstances.

· Unit may not follow-up or pursue.

Retreat
Units with Retreat orders attempt to escape from implied danger by turning and running away.

· They must instantly turn their back to the enemy and make a Retreat move directly away from them. They must Retreat from either the nearest enemy unit, or any enemy unit that is Charging or Moving into contact with them. They must move at least 1/2 of the Retreat move. 

· They may make a 45 degree wheel to avoid terrain and other units, and then, providing that they have a gap of at least the width of a stand to move through, may change formation by dropping back stands to avoid entering delaying terrain or colliding with obstacles or troops.

· They end the turn in whatever formation this causes them to adopt, but facing away from the enemy.

· They are Disordered unless they are skirmishing infantry or others moving less than 1/2 of their normal movement allowance. or skirmishing cavalry.

· They may not Countercharge or fire.

· Unlimbered artillery may limber up and move 1/2 allowed Retreat distance.
· If they are contacted by an enemy unit during the Tactical Movement Phase, they count as being hit in the flank or rear, and are destroyed if they are Skirmishing Infantry.
· In the following turn's Orders Phase, a retreated unit may turn 180 degrees with no penalty before Order markers are placed, unless it is in contact with an enemy unit.

· A Retreat order may be issued to a unit in Close Combat.
Note: Skirmishing Infantry may automatically Retreat if any unit attempts to Charge or Advance into contact with them. In the same circumstances, Skirmishing Cavalry may voluntarily opt to Retreat. If extra movement is required for this (i.e. the unit has already moved), the unit ends the turn disordered.  No orders are required and any existing Orders are cancelled. Skirmish Infantry contacted by any enemy except other Skirmish Infantry are destroyed.

Fire and Flee 

    Allowed only to artillery who feel they will be charged this turn. This is a gutsy call, as if you are NOT charged, you will have abandoned your guns. The artillery unit takes a shot at the charging target unit (distance determined before any movement) and then the crew only will run behind their nearest friend within 2" (1"). To re-crew the guns, the artillerymen will have to spend one turn moving back to them (if they are not captured or spiked) before being able to resume fire.

Form Square
     Forming Square is now a separate, distinct order. This order is allowed to any non-skirmishing foot who perceive themselves in danger of being charged by cavalry. If given this order, the foot automatically will form a normal square before taking their morale test for being charged. If they are actually being charged the charge will then take place.

Recover

Normally, only one Recover Order may be placed on each unit.  Think of a Recover order as a rallying  around its officers and flags and re-ordering of the ranks. Recover Orders are placed during the Order Phase of the turn.

· During the Order Phase of a turn, Recover Orders are placed on units which the player desires to Recover from Disorder, Fragmentation, Rout or Out of or Low on Ammunition.  

· Units with Recover Orders stand in place with no movement of any kind other than making a 'free' 180 degree turn, if desired, during the Orders Phase.

· The unit may then Recover either:

· From Routed to Fragmented, this must be diced for.

· From Fragmented to Disordered, this is automatic.

· From Disordered to Normal, this is automatic.

· From Out of/Low on Ammunition to Restocked (1 Recover does both, you are either stocked or not!)

· A Recovering unit may fire unless Routing or Out of Ammunition, but with penalties, but the Recover marker is immediately removed, the unit does not Recover if firing! 


MORALE

The level of confidence of the individual fighting man depended upon how he perceived his chances of surviving. Good morale could be assured by making certain that troops were in a secure position both physically and psychologically.  The presence of the General close by would often be enough to bolster their courage.

17) Morale States

Good Order

The unit is in a state of readiness for battle. At the start of a game, all units are considered to be in Good Order.

· Units can be given any order.

· Units may make any allowable move.

Disordered

The unit is starting to fragment.  Cohesion has been lost, and fighting as well as shooting ability is reduced. The unit must Recover to regain Good Order and fight at full effectiveness. Record that a unit is Disordered either by placing a Disorder marker on it or by turning a rear rank stand to face the rear..

Causes of Disorder

· Interpenetration of  friendly units, except through Skirmish Infantry or Skirmish Infantry moving through stationary friends or cavalry Charging or Retiring through  skirmishers.
· As the result of a failed morale test.

· Any unit pushed back in close combat

· The unit Retreats and moves more than 1/2 of  it's movement allowance (unless skirmishers or light cavalry).

· The unit has Charged and failed to make contact or it has broken through in a close combat and failed to reach a new enemy target.

· The unit pursues and fails to contact any enemy (this may never result in a Rout/Dispersal morale result, however. If the unit already is fragmented, they do not take another disorder.)
· Any extra movement required to be taken beyond the normal allowed in a turn (i.e. Skirmishers which have already moved during their Tactical Initiative Phase and are then forced to Retreat due to enemy movement, or if they are interpenetrating a friendly unit and cannot fully move through the friendly unit without exceeding their normal movement).  

· The unit is contacted in the flank or the rear.

· Any troops other than Skirmishers disembarking.

· Movement by any but skirmishers through dense delaying terrain. (Light delaying terrain does not disorder formed troops, but they still pay movement costs.
· The unit should be pushed back after close combat, but cannot because of blocking troops, terrain, etc. 

Effects of Disorder

· The unit fires at half normal effect, i.e. they only get 1/2 dice for firing purposes rounded up.
· The unit fights close combats at reduced effect.
Fragmented

The unit is beginning to fall apart as its troops become scattered and unresponsive to command. It must Recover to regain a Disordered state. Record that a unit is Fragmented by placing a second Disorder marker on it.

Causes of Fragmentation:

· A second Disorder.

· As the result of a failed morale test.

· Any of a unit’s stands becomes physically separated from the rest of the unit.
Effects of Fragmentation:

· Only half the front rank of a Fragmented unit fights in close combat.

· A Fragmented unit cannot be issued Charge Orders and may not Countercharge. It can be issued any other Order.       

· The unit fires at half normal effect.

Routed

The unit flees in disarray, but it is possible that it may yet be saved and returned to the fray. It must pass a morale test to Recover to Fragmented.

Causes of Rout:

· A third Disorder.

· As the result of a failed morale test

Effects of Rout:

· The unit will automatically make a Rout move during the turn that it fails its Morale Test (there is nothing you can do about this). Only one attempt may be made to rally the routers.
· In the following Orders Phase, a General may give the routing unit a Recover Order. Conduct a Morale Test for the unit. If it passes the test, the unit Recovers from Routed to Fragmented; if it fails, the unit will make one more rout move during the Movement Phase before being  removed from play (i.e., it is dispersed).
Note: You only have one chance to rally a Routing unit. Once in all-out flight, it did not take long for the unit to totally disperse unless a general could immediately rally it. 

Dispersed

The men who comprise the unit have suffered sufficient physical and psychological damage to scatter them across the field and to destroy them as a cohesive unit.  The unit is removed from the table.

18) Morale Tests

 Whenever any of the following events occurs, the unit in question must immediately take a morale test.

A) In Reaction to Being Charged  A unit is Charged and is not charging or counter-charging.  

B) A General is killed or routed: within Engagement Range of the unit. Obviously, seeing a commander go down was cause for immediate panic.

C) A stand is lost, irrespective of whether all the casualties that removed it were suffered this turn. This represents a unit’s leader being lost, a flag going down, or extreme losses.  The test is only taken once per phase, no matter how many stands are lost in that phase.
D) For each friendly unit Routing or Dispersed within half Engagement Range of the testing unit, or within woodland visibility in woods 2 “ (3") or from the woods edge 1” (2").  Seeing a neighbor run in hysterical fright from the enemy rarely instilled confidence.

E) Routing units may take a voluntary morale test providing they have been issued with a Recover Order. A successful morale test causes the Routing unit to recover to Fragmented. It is extremely hard to rally a routing unit, but it did happen on occasion.

F) When attempting to form a Hasty/Rally Square. If an infantry unit is being charged by mounted, it may pre-empt its orders and attempt to form a Hasty Square. This could be problematic at best. 
G) When Determining the range at which you get to fire at chargers. When a unit is being charged and is not counter-charging, they may be able to fire at their attackers. A simple morale test determines the range at which the deliver fire. Simply roll a d10 and if rolling the unit's unmodified To Pass number or higher, they fire at close range. Otherwise at effective range (see Small Arms/Artillery Fire Tables).
19) Morale Test Procedure

To perform a Morale Test, simply roll a d10 for the testing unit and add or subtract the Morale Modifiers.  If the modified die roll is equal to or higher than the To Pass value, the unit is fine.  If the score is lower, the unit has failed the test.
MORALE TABLE
Quality    To Pass Die Roll

Veteran Guards
0 or more

Guards


1 or more     

Elites      


2 or more
Veterans
      
3 or more
1st Rate Line      
4 or more

2nd Rate line

5 or more

Conscript       

6 or more




Militia



7 or more

Die Roll Modifiers: (Cumulative)
+1  

Defend Orders. 

In Square.

In a superior Tactical Position* or in cover. 

Unrouted General visible within 1/2 Engagement

    Range.

French/Russian Foot in column

British Foot in Line

+2  

Pushing Back or Pursuing Enemy.

General with unit.

Infantry in Square or Rally Square vrs. Mounted

Unit is outside of Engagement Range of any enemy.
-1

General  seen lost or routed within 1/2 Engagement

   Range.

Each Stand lost in the unit.                                                               

Each Disorder Marker on the unit..                                                          

Charging a Superior Tactical Position.*                                       

Unsupported **,  unless in Square which always

   counts as supported

Austrian foot in Line

 Prussian foot in column

-2

Enemy visible & facing flank or rear within ½ 

   Engagement Range (Within 2” in  woods).                                                          Commander in Chief  seen routed or lost within

   Engagement Range

Defending a Superior Tactical position* 

Uphill, behind walls or streams, inside buildings, defending obstacle, river bank 

Note: Woods are not a Superior Tactical position!  

** Supported

To be supported a unit must have two out of three of the following benefits:

Any unrouted Friendly unit within 1/3 Engagement Range of testing unit's rear

Any unrouted Friendly unit within 1/3 Engagement Range of 45 degrees of the testing unit's left flank

Any unrouted Friendly unit within 1/3 Engagement Range of 45 degrees of the testing unit's right flank
Morale Failure: If a unit does not pass its Morale Test, it checks to see how badly it failed by. The worse it failed, the more severe the penalty. Charging units had less severe results than non-charging units (they were already in a state of battle readiness, thus were of a better mind than others).

	Morale Test Result
	If Charging
	Otherwise

	Failed by 1
	Halt 1” from enemy unless enemy is Charging or Countercharging, in which case Halt in current position.
	Halt - Disordered in current position.

	Failed by 2
	Halt before moving- No Move - Disordered
	Retreat - Disordered

	Failed by 3
	Retreat - Disordered
	Retreat -Fragmented

	Failed by 4
	Retreat - Fragmented
	Rout - Lose 1 Stand

	Failed by 5
	Rout - Lose 1 stand
	Rout - Lose 2 Stands

	Failed by 6+
	Rout – Lose 2 Stands
	Dispersed unless in contact with enemy, in which case Surrender


20)  Morale Test Results

· If a General is with a unit that fails a Morale Test, he suffers the same result along with it, Routing or Retreating according to his own movement allowance, and the General being disordered or worse.
· Surrendered and Dispersed stands are immediately removed from the table.









· A second disorder causes an already Disordered unit to become Fragmented.  A third Disorder causes the unit to Rout.  Things could only get so bad before a unit would begin to fall apart and cease to function.  

· Note that a morale caused Retreat move forces the unit to move it's entire Retreat move.
MOVEMENT
     Co-ordinating troop movements in war has always been difficult. Once the combatants came within sight of their foe, many would simply stop and go no further without prodding from their commander. Others would blindly attack whatever they could reach with no thought of having support from their neighbors. At the commencement of battle, units usually responded to orders until they come within the perilous region of Engagement Range of the enemy. Then matters become more problematic, as troops need control and reassurance from their Generals.  To simulate this there are two phases of movement:

21) Strategic Movement

Units outside Engagement Range are less nervous and willful, and move with greater speed than those within Engagement Range.

· No Order markers are required to conduct Strategic Movement.  

· Units conducting Strategic moves can only Advance, Retreat or Deploy, and units that move up to Engagement Range must immediately halt.

·  Units with Order markers may not move in the Strategic Movement Phase.

22) Tactical Movement

Units at or within Engagement Range are in need of leadership and direction, and order markers must be expended to issue them with Orders before they will take any desired action; the number of Order markers available to each General is a representation of the limits of his leadership ability.  Usually, if a unit is not given an Order, then it may do nothing during the Tactical Movement Phase other than stand in place unless required to do otherwise by a Morale result.

Note: Even though a unit is outside of Engagement Range, it may still be given Orders. Let's say for example that  you have a unit two inches outside of Engagement Range from the nearest enemy. If he gets to move first, and your unit had no Orders, your unit will probably not be able to do anything that turn (assuming the enemy moves up to Engagement Range of your unit). So it is wise to give your units Orders if within 2 or 3 inches of Engagement Range of the enemy if you wish to move this turn. 
3) Movement Distances

The movement distances you use depend on your base sizes: as follows: Note that the Charge/Rout/Pursuit/Retreat movement is not in addition to regular movement, but is used instead of it.
Movement Rates for Medium Bases (Engagement Range is 12")
15mm 1st number is for within 12" of any enemy. Second number is for being over 12" from nearest enemy.

FOOT      
LIGHT            OTHER          LIMBERED LINE             HORSE

                         





  CAVALRY      CAVALRY   ARTILLERY/WAGONS  ARTILLERY
Line            



6"/8"     12"/16"           8"/12"       
     6"/8"           

8"/12"



Skirmishers     


8"/12"     N/A           

N/A            
        -                             -


   

Charge/Rout

Pursuit/Retreat      
  3" +1d6   6" +2d6        3" +2d6             3" +1d6                   3" +2d6


Dense Terrain   


-1d6       -3d6   
       
N/A 

         
N/A              

N/A



Foot column adds +2"/+1" to movement

Road Column: 1 1/2 times normal column movement, ignoring terrain.

Terrain Effects:  Skirmish Infantry are not slowed by Obstacles or Light Terrain.

      1) Light Terrain and obstacles - Roll -1d6 for Delay:          

      2) Dense Terrain - Any but Light Infantry or Skirmisher Foot are Disordered by moving into Dense Terrain.
Movement Rates for Large Bases (Engagement Range is 16")
25mm 1st number is for within 12" of any enemy. Second number is for being over 12" from nearest enemy.

FOOT      LIGHT            OTHER          LIMBERED LINE             HORSE

                         





CAVALRY      CAVALRY   ARTILLERY/WAGONS  ARTILLERY
Line            


9"/12"      18"/24"           12"/16"       
     9"/12"

           
12"/16"


Skirmishers             12"/16"       N/A
           N/A            
        -  
                             -

   

Charge/Rout

Pursuit/Retreat      6" +1d6     12" +2d6          6" +2d6             6" +1d6                     6" +2d6


Dense Terrain        -2"+1d6   -3" +3d6          
N/A          
      N/A              



N/A

Foot column adds +2/+3" to movement

Road Column: 1 1/2 times normal column movement, ignoring terrain.

Terrain Effects:  Skirmish Infantry are not slowed by Obstacles or Light Terrain.

      1) Light Terrain and obstacles - Roll -2" 1d6 for Delay        

      2) Dense Terrain - Any but Light Infantry or Skirmisher Foot are Disordered by moving into Dense Terrain.

23)  Terrain Effects

Obstacles and terrain affect all types of move distances including Advances, Charges, Pursuits, Retreats, Routs and so on. As long as any part of any stand in a unit is within the delaying terrain, the entire unit is affected.

Obstacles
These may be natural or man-made. The former include streams, walls, hedges and gullies/ravines.

· Unless moving along a Road, all troop types (excepting skirmisher foot) that cross or move through an Obstacle become Disordered, and move as if in light terrain,.

· An Obstacle has no effect upon any type of unit that crosses it by moving in Road Column along a Road.

· Troops attempting to cross an Obstacle that have insufficient move distance left to get at least the front rank of their unit completely across must halt on nearer side. They do not count as having even partially crossed, and if they cross next turn must still deduct the penalty from their remaining move distance. They are not considered disordered as they really did not get across or even into the Obstacle.

· Troops can be 'hidden' in Ambush in gullies or ravines. They will be disordered when they charge out and their charge move will be penalized by a d6.

Light Terrain

Steep hills, scrub, sand dunes, and rocky ground all cause delay and even disorganisation in some troop types which attempt to move through them. 

· All troops except Skirmish Infantry deduct the light terrain penalty from their move distance once any stand in a unit touches the terrain. They may not have enough move distance left to actually enter the terrain.

· All troops except skirmishing units or Camels in Sand Dunes are Disordered when entering light terrain.

· Troops in light terrain may still Charge or Countercharge.

Dense Terrain

Forests, swamps, bogs and steep hills with light terrain all posed a considerable problem to many troop types which tried to move through them. Dense terrain is tough to traverse. Many troops may not even be able to move once they are stuck in dense terrain. This represents those troops which managed to get lost, or became 'bogged down' when veering off a known trail or path. 

· All infantry deduct the dense terrain penalty from their move distance once any stand in a unit touches the terrain.  They may not have enough move distance left to actually enter the terrain

· All infantry except skirmishers are Disordered in dense terrain.

· However, infantry in dense terrain may still Charge or Countercharge.

· Light Cavalry take the listed delay when moving through dense terrain and are disordered by this.

· All other mounted cavalry are not allowed in dense terrain.

· Artillery and Wagons cannot enter dense terrain.

Rivers

Rivers could be difficult to cross at best. Generals sometimes spent hours searching for a suitable crossing point, and even then, fording a river was slow and dangerous. Rivers may be crossed only at Bridges and at Fords with no penalty or disorder.

· Whenever a Road is placed crossing over a River (or vice versa) during Terrain Generation (see the Preparing for Battle rules section), the player who placed it must immediately place a Bridge or a Ford one stand wide at the crossing. 

· Any unit that is under Deploy Orders and has a stand touching a river may search for a ford.  Roll a d6, and on a roll of ‘6’ a 2-stand width ford is found.  The ford remains in position for the rest of the battle. A unit under Deploy Orders may roll repeatedly on subsequent turns to find a ford in the same spot.
Roads

Units that spend their entire Movement Phase moving along a road Advance, Charge, Rout and Retreat one and a half times their normal distance, ignoring all effects of any terrain that the road crosses.  However, units may only move along a road in a Road Column (i.e., a column that is one stand wide).

Buildings

Towns and large settlements are represented by a number of buildings, which may hold stands of figures.  They provide Cover as well as morale and combat bonuses.

· Up to 2 infantry stands may occupy a typical building.  Other troops cannot enter buildings. Entering or exiting buildings costs an infantry unit half its move distance. Other stands of the unit must be placed in contact with the building(s) or occupy other buildings in the same town.
· Buildings count as Obstacles for combat purposes.  Stands in buildings are always considered supported.

· A unit occupying 2 or more buildings (within the same settlement or town) counts as if all its stands are still in base to base contact for morale purposes until part of it is pushed back, in which case the stands are placed together again, outside the buildings.

24) Interpenetration

Interpenetration occurs when a stand or more of one unit passes through one or more stands of another friendly unit. Usually, this was not good, often disordering both units. The only instances where this can occur without penalty to both units are when:

· Skirmishing infantry pass completely through stationary friends.

· Charging or Moving completely through stationary skirmishing Infantry or skirmishing cavalry. 

· Any troops through unlimbered artillery batteries.

In all other circumstances, a unit that moves into a friendly unit is placed directly on the far side of that unit, and halts there with the two units’ stands in contact. The “penetrated” unit is not moved. Both units are Disordered, unless one of the units is Skirmishing infantry, in which case, only the Skirmish infantry are Disordered. 

25) Changing Face

 Facing refers to the direction in which your unit is pointed or is moving. To change facing means to turn the unit toward another direction, either to the side or to the rear. A unit that is under Deploy Orders may turn and face in a new direction even if engaged in Close Combat. This is done by turning the individual stands.  All stands must either be turned through 90 degrees, to face left or right, or turned about through 180 degrees.

· Wheeling: A wheel is a pivot.  The unit is swinging like a door, but troops were slowed by this, as it is  extremely difficult to maintain your order while moving this way. 

Wheeling units pivot around their inner stand.  They may pivot through a maximum of 45 degrees each turn, counting double the actual wheeling distance moved. The wheeling distance is the distance the outer stand moves. All wheels are performed at the start of a unit's movement.

26) Standard Formations

The following standard formations may be used by any unit, regardless of terrain. Units under Deploy Orders may change from one formation to another.

Line

A unit is in Line when it is 2 or more stands wide, and 1 stand deep. This is the formation used by most units when they are expecting to engage in combat.

Column

A unit is in Column when it is two or more stands deep.  This formation is most commonly used by infantry units preparing to charge.

Skirmish Formation 

      A unit may throw out stands of skirmishers to screen itself from enemy fire. Anywhere from one stand to the entire battalion may be used as skirmishers. Denote skirmishers by placing the stand on a double length stand. This represents the stand(s) spreading out to cover the rest of the unit. If charged, skirmishers retreat and rejoin the rest of their unit or run behind the nearest friendly unit with no penalty so long as they have sufficient movement allowance to do so (see Movement Tables under Retreat).  

Road Column
A unit is in Road Column when it is in a 1 stand wide column any number of stands deep. A unit must be in this formation in order to enjoy the movement advantages conferred by Roads.
Note: If you are already in a one deep line and want to change to a two deep line (or whatever), it is just the same as any other formation change, taking up a turn with Deploy Orders. The Command Stand of the unit is always positioned in the center of the unit. The command stand must remain motionless during a formation change; this avoids unit shuffling and tedious argument. As it happens, you can then use the command stand as a basis for deciding whether a unit is behind an enemy unit’s flank or not.

27) Special Formations

These formations are prohibited in Dense Terrain, and some may only be used by specific troop types, as indicated in the army lists. Units under Deploy Orders may change into special formations or may start the game in them.

Square: Only non-skirmishing foot may form square with Form Square orders as a Charge Response. Place stands facing outward in each direction. May be formed by as little as two stands.

A unit in Square is affected as follows:

· It cannot Charge or Countercharge.

· Movement is 2" (1").

· It counts one-quarter of its stands as fighting in each direction and counts as a one stand deep line for depth.

· It has no flanks or rear, and is considered to be fully supported in all directions. It cannot be flanked or overlapped.

· It gains morale and close combat bonuses.

· Squares are not allowed in dense terrain.
Rally/Hasty Square or Austrian Mass Rally/Hasty Squares may be attempted to be formed by any non-skirmishing foot if they are charged by cavalry. You must take a morale test when attempting to form. If they fail to pass, they are unsuccessful in forming the square, but are not otherwise affected by the morale failure.

A unit in Austrian Mass or Rally Square is affected as follows:

· It counts one-third of its stands as fighting in each of three directions: front, left flank and right flank. No stands are counted as fighting to the rear.

· It has no flanks and is considered to be fully supported. It does have a rear.

· It gains morale and close combat bonuses.

Note: Units in Austrian Mass or Rally (Hasty) Square move at 1/2 speed, and may not Charge or Countercharge.

9) Leaving and Returning to the Table
 Our battlefield ends with the edge of the table. Any troops that leaves the table (battlefield) must be removed and can try to return unless in Rout or Pursuit.

· Any unit that has any part of any of its stands go off the edge of the earth (i.e. go off the table edge) is immediately removed from play.  

· If the unit was routing or was British cavalry pursuers, they will not return.

· A unit that leaves the table in any other circumstances may attempt to return to the battle. Roll a d6 for its attempted arrival during the Tactical Phase of each subsequent turn. A mounted unit returns on a roll of 6; a foot unit returns on a roll of 5 or 6. 

· A returning unit must return to the table within 4" (6" on larger tables) of the point where it left.  It may return in any formation the owning player wishes and, as with Off-Table Reserves, only the front rank is initially placed on the table.

The FIRE Phase
1) Who May Fire?

Firing is normally conducted by rolling a d10 for each firing stand.  
· Mounted troops may not fire while mounted. Dismounted, they may fire.
· British and KGL troops fire 1 1/2 dice per stand.
· Only the front rank of any troops may fire.
28) Ammunition Supply

· Troops normally experienced ammunition shortages. These are handled in the following way or by scenario situation.

· Units experience ammunition shortages whenever they fire at an enemy and any of their d10 rolls is a "10". They are Low on ammunition for each "10" they roll. If they roll two 10's in a turn, they are Out of ammunition.

Ammunition Supply Effects

· Only half (rounded up) of the eligible stands in a unit that is Low on Ammunition may fire.

· A unit that is Out of Ammunition cannot Fire.

· To restock a unit’s missile supply, give it a Recover order during the Orders Phase.

29) Firing Arcs, Line of Sight and Target Eligibility

Design Note: Troops had certain ‘dead areas’ that they could not shoot into without turning to face that direction.  They were also most fearful of the enemy which were the closest threat to them.  No matter what their Orders, troops would fire at whoever was nearest, not only hoping to dissuade the target from attacking, but also to take advantage of the closer range (easier to see and aim at them).

Firing Arcs

Troops may only fire at enemy units that are within their Firing Arc.

· Infantry  have a 45-degree arc of fire, measured from the front corner edges of their stand. 

· Artillery has a 22.5-degree arc of fire.

Line of Sight

Troops may only fire at enemy units to which they can trace an unblocked Line of Sight.

· Artillery (only) may fire over any troops if either the target and/or the firing artillery is on higher ground.

· Troops may not fire through friendly or enemy units, including Skirmishers.

· Troops need at least a one stand width gap to fire through.  Use common sense.

· Units in woods must be within 2" (1") of the edge to be able to fire out or to be fired upon by troops outside the wood, and be within 3" (2") of an enemy within the woods to fire on them.

Target Eligiblity

· Each stand of firing troops must fire at the nearest enemy. Roll a die to settle ambiguous situations.

· Skirmishers, if the closest target, must be the target of all small arms and artillery fire.
· Troops can not fire at the stands of an enemy unit in Close Combat.
4) Firing Procedure
This details the way we carry out small arms and artillery fire. Go slow with this at first as it may seem confusing. However, you will quickly grasp the ease and accuracy of the method.

· Measure the distance from the front rank of firing stand(s) to the target to determine the range.

· Check the Range on the Fire table to determine the To Hit number. 

· Add or subtract all applicable modifiers from the To Hit number to arrive at a final target number.  

· Determine the number of dice to be rolled. All except British and KGL roll 1d10 for each stand firing.  British and KGL roll 1 1/2 d10 per each stand. 
· Each die roll that is equal to or greater than this number inflicts a casualty (i.e., figure removed) on the target unit. 

5) Firing at Units Charging or Moving Into Close Combat

When a unit is being physically threatened by a Charge or by a unit closing on it, the  troops would be ordered to ‘hold fire to the last measure’, but would often fire at less than optimum range out of fear, nervousness, or simply the desire to fire their weapons before it was too late!

· To determine at what range a unit fires at a unit that is Charging or moving into contact with it, the owning player rolls a d10.  If he rolls the shooter’s unmodified morale value or higher, it fires at close range.  Otherwise it fires at effective range.

· Chargers or counterchargers always fire at the range at which they start their charge from.
Note: Those of you used to simply modifying a die roll will find the Fire procedure a bit different.  First of all, you are modifying the To Hit number, not the die roll. You will quickly (the first time you try it) get used to this as it’s quick and easy to do!  Once you arrive at the final To Hit number, simply throw all of the dice for the stands in the firing unit and see how many have that number or more.  These are the number of hits you have inflicted!
SMALL ARMS FIRE TABLES

Roll 1d10 for each stand firing. Must roll the To Hit number or better to score a hit.

25mm Table

Ranges     To Hit       Musket Fire      Rifle Fire

Carbine fire
Close        
7+



0-2"




0-5"




0-1"   

Effective    
8+



2-6"


          5-9"




1-3"

Long        
10



6-15"



     9-18"




3-6"

15mm Table

Ranges     To Hit       Musket   Rifle 
  Carbine

Modifiers: From To Hit Number:
Close        
7+            
0-1"       
0-3"        0-1/2"       
+1 Each Disorder marker

Effective    
8+            
1-4"       
3-6"
   1/2-2"   


Unit Moves and fires

Long        
10          

4-10"     
6-12"

 2-4"  


Target Cavalry








    










Conscripts firing

British/KGL Firing in Line formation get 1 1/2 d10 per stand
  
      Target Uphill or in light terrain.

Enfilade Fire= Double dice are rolled.


             

   +2  Militia firing









    










Target in dense terrain or behind stone.








                  








Target Skirmish foot/unlimbered Arty




















Target is charging








             








-1  Guard/Elite/Veterans Firing









    










Defend orders firing









    










Firing at a column or square

If Charged and not Countercharging, roll unmodified Morale Factor or less to Fire at Close Range, otherwise at 

Effective Range.

Artillery Fire Table:

Roll 1d10 per stand. 25mm Table

Gun Size                   Range to Target

             


Killing            Close       Effective     Long       Extreme

               


0-9"              9-18"       18-36"        36-48"      48-90"

12#     Heavy  

  3+               5+               7+             8+             10+

 8-10# Medium 
  4+               6+               8+             9+               -

 6-  7# Light  

  4+               7+               9+             10               -                 

 4#      Horse  

  5+               7+              10                -                -

15mm Table

Gun Size                   Range to Target

             


Killing       Close       Effective       Long       Extreme

               


0-6"            6-12"         12-24"       24-36"       36-60"

12#     Heavy  

  3+               5+               7+             8+             10+

 8-10# Medium 
  4+               6+               8+             9+               -

 6-  7# Light  

  4+               7+               9+             10               -                 

 4#      Horse  

  5+               7+              10                -                -

Any enemy within Killing Range may be hit by Canister Fire (roll 2d10 per gun). Remember, for each "10" you roll, you go Low on ammunition. Two "10's" in the same turn or a subsequent Low when you are already Low, and you are Out!

Factor Modifiers: From To Hit Number

+1 Conscript/Militia Arty               



-1 
Gd./Elite/Veteran Arty.

      Prolong/Handpush, and Firing        



Defend orders Firing                  

      Target in Light Cover or Uphill                    
Firing at a Column

2 gunners per stand

    





4 gunners per stand

      Each Disorder Marker

      Charging Target

+2 Target in Dense Terrain/Behind Stone

-2
Firing at a Square 

      Skirmish foot 








Old Guard Artillery Firing
      Unlimbered Arty. Target


Unlimbered this turn and firing.

Enfilade Fire: 3d10 per artillery stand

Firing at a Square: 2d10 per artillery stand
Yes, this seems like a lot, but we are onlu increasing the number of dice rolled, not the probability to hit! You can still miss even with rolling more dice.

CLOSE COMBAT
1) Charging or Moving Into Contact

The actual of process of moving into contact with an enemy, either by an all-out ordered charge with the required morale tests, rolling for move distance and charge responses or by simply miscalculating and blundering into him, requiring none of the above, resulted in the bloody melee Here is how it happens.

· Designate the unit Charging during the Charge Declaration Phase or simply Advance into contact during the normal Tactical Movement Phase.

Note: Skirmishers may Retreat if they would otherwise be contacted by an enemy unit regardless of Orders.  Retreating Skirmisher Infantry will be destroyed if they are caught.  Skirmishers interpenetrating a friendly unit will Retreat to the rear of the friendly unit to regroup, taking extra movement if necessary, but becoming Disordered by the extra movement.

· The target unit of a Charge must now take a morale test if it is Charged and is not charging or counter-charging or if they are infantry in the open Charged by mounted troops other than Skirmish Cavalry.

· Determine the distance of any Charge, Countercharge, Retreat or Rout moves.

· Units with Deploy orders may wheel or turn to face an attacker as he comes in or they may attempt to Retire 1/2 move or attempt to form Hasty Square.
· Resolve any allowable fire from defending units which have not Countercharged.

· Fire Charger and countercharger fire.

· Resolve each Close Combat in full before moving on to the next.

· Perform post-melee movement: Push Backs, Follow-ups, Routs and Pursuits.

· Proceed to the next close combat.

5. Resolving a Close Combat

When you are involved with a close combat, the opposing units each get a ‘Combat Die Roll’ which represents the intangibles of war.  Whether troops were scared, overly excited, well or poorly led that day, drunk, hungover, or whatever the case may be, this random roll injects these factors into the battle.

· Each player rolls 1d6 for his unit.  The player with the highest score adds the difference between the two throws to his unit's combat modifiers.  A unit hit in the flank or rear doesn’t get to roll a dice, and counts his score as zero.  Your unit is in rough straits if hit in the flank or rear!

· Determine the unit’s Combat Score by adding all the factors from the morale grade and modifiers.

· The casualties that a unit causes on its opponent is found by multiplying the number of stands  fighting by their combat score, then dividing it by ten. 

· Units hit in the flank or rear suffer double casualties (i.e. if unit suffered 16 casualties, this doubles to 32 divided by 10 for 3.2) and they do not get to fight back against those units hitting them in the flank or rear.  Three casualties are inflicted with the possibility of a fourth on a roll of 1 0r 2 (20%).

· Roll 1d10 for percentages (2.4 casualties gives you a third casualty if you roll 1-4 on a d10).

· Whatever the circumstances, you always have a 10% chance for a casualty per fighting stand.

· Remove casualties from the rearmost stands.  Troops would always move up to fill in the gaps in the lines.

6. Calculating the Number of Stands Fighting in Close Combat

  In the swirling chaos of close combat, troops would become intermingled as the battle swayed to and fro,  Larger units would be able to bring their greater numbers to bear as the battle progressed, but there was only so much room to fight.

· Once the two sides are in contact, adjust the opposing stands so that the individual stands are each neatly lined up against their opponent’s.  Where opposing stands are different sizes, the smaller stands will need to be temporarily spaced apart so that they match up.

· All stands in contact fight.

· In subsequent rounds, units with a wider frontage are considered to lap round their opponent's flanks.  The stands are not actually repositioned, but one unengaged stand per flank touching a friendly stand that is engaged with the enemy is now considered to be fighting in the close combat.
COMBAT SCORE TABLES

Each unit rolls 1d6 for the random factor.  The winner adds the difference of the rolls to his modifiers.

MORALE STATUS 

Veteran Gds. 
+4
Guards  


+3

Elite    


+2

Veteran  


+1

Line
     

  
  0

2nd Rate 

 
 -1

Conscript 
 
 -2

Militia

  
 -3

Circumstances
+1/2 1d6  Foot Charging or Countercharging    

+1d6        
Mounted  Charging or Countercharging (not vrs. Squares)

+3            
Heavy Cavalry Charge



    
Cavalry Pushback/Pursue
+2            
Medium Cavalry Charge in good order

     
General with Unit

Foot Pushback/Pursue

                
Enemy are Artillerymen

+1            Deeper formation, +1 for each complete rank of stands.     

                In Superior Order (ordered vrs. disordered)

                Lt. Cavalry Charge in good order

                Lancers Charging in good order 

                Overlap on each flank
-2d6        Square vrs. mounted (defender rolls this)
-1

    Enemy has Defend orders



    Lancers in subsequent rounds of the same combat
-2            Enemy is in a Superior Tactical position

Hitting enemy in flank or rear: Double Casualties Inflicted 

Disordered:                          Only fight with the stands in contact, no overlaps, and no depth bonuses.
Fragmented:                         Fight with 1/2 front rank only and no overlaps, no depth bonuses.

Superior Position is defined as being
 - The majority of the stands are on higher ground than the enemy unit; or are charging downhill this turn.

 - Behind an Obstacle

 - Defending Houses, walls, palisades, etc.

We purposefully stacked the deck against cavalry attacking a square for the following reasons. First, there are only a few instances of cavalry breaking a steady, formed square. Generally, the cavalry would lap around the square, doing little damage. Ney's repeated charges at Waterloo only destroyed the French cavalry and made them unable to support the attack of the Middle Guard. Secondly, infantry in square fighting with 1-2 stands will inflict little damage to the attacking cavalry. Should the cavalry inflict more "hits" than the square is forced back disordered-this never happened in all of my readings concerning the Napoleonic Wars

After Close Combat

What happened after the Close Combat determined the continual ebb and flow of the battle as fighting units pushed each other back and forth, until one finally had enough and fled the field.   

· The unit that suffers the most figures lost is Disordered and is pushed back one base depth, remaining facing their opponent.  The victors must follow them up unless they have Defend Orders or are in Square, in which case they cannot or Deploy Orders which gives them the option of doing so or not.  Artillery that is pushed back is destroyed.

· Where both units suffer the same number of casualties, they are considered "locked in melee", and continue the close combat next turn. 

· A square is broken when it is pushed back and then reverts to a column, facing the enemy, unless worse morale results are indicated. 
· Cavalry in column that push back their opponent may expand out one stand per flank during the pushback.
· Close combat continues until one unit:

· Suffers a morale failure

· Is completely destroyed

· Is issued an Order to Retreat.

· Is pushed back and there is no follow-up.
· If a unit in close combat suffers a morale failure: resulting in a Retreat or worse, their opponent must pursue unless it has Deploy Orders, in which case pursuit is optional, or Defend orders in which case pursuit is not allowed.

· If, after the rolls are made for Rout distance and pursuit, a pursuer remains in contact with a Routing unit, the Routing unit is destroyed.

· If Pursuing or following-up an opponent causes a unit to contact another enemy unit, the unit counts the bonus for Pursuing, but does not count as Charging (i.e. does not receive the Charge combat bonus.)

· Routs are made directly away from the unit causing the disaster.  Routers may wheel 45 degrees or change formation to attempt to clear other troops, terrain, etc. If collision is unavoidable, they interpenetrate friendly units, and are destroyed by contact with enemy units. 

· Routers will Disorder friendly units they Interpenetrate unless the routers are Skirmish Infantry.

Note: If Routers outdistance their pursuit, they may be issued a Recover Order and try to rally from the Rout during the Recovery Phase of  the next turn.

30) Multiple Unit Combats

Often, more than one unit will be fighting in Close Combat against more than one enemy unit. These situations are resolved as follows: 

· If a unit is fighting two or more enemy units, it rolls just one dice and counts that roll against each of its enemy rolls.

· A unit engaged in multiple close combats never pursues a Routing or Retreating opponent unless all its opponents Rout or Retreat.

· A unit engaged in multiple close combats which wins all of them does not pursue Routing opponents if this would cause it to split its stands and become Fragmented.

· If a unit engaged in multiple close combats wins some but loses others, the stands which lost are pushed back and the unit suffers the subsequent disorder for being pushed back in close combat. You are never required to split a unit. The other stands will fall back to remain aligned, even if they won their combat.
Preliminary Army Morale Lists for NW

FRANCE

Guard Hvy Cav


Guards

Guard Lt Cav



Guards

Young Gd Cav


Veterans/1st Rate

Hvy Cav





Elites

Med Cav




Veterans

Lt Cav





Veterans/1st Rate

Old Gd Inf




Veteran Guard

Middle Gd Inf



Guards

Young Gd Inf
1806-12 Elite






1812-15 Veterans

Line Inf

1805-08    Veterans





1809-12    1st Rate





1813-14     2nd Rate

              

1815          Veterans

Light Inf

1805-08     Elite





1809-12     Veterans





1813-14     1st Rate





1815
       
Veterans

Converged 

Gren/Light Inf
1805-08    Elite






1809-12    Veteran






1813-14    1st Rate







1815
    Veterans

Guard Foot/Horse Arty.
     Guards

Line Foot/Horse Arty.
     Veteran

BRITAIN  (included KGL)
Household Cav



Elites

Heavy Cav





Veterans

Med Cav





Veterans

Lt Cav






Veterans

Foot Guards




Guards

Line







Veterans

Light







Veterans

Rifles







Elites

Foot/Horse Arty



Veterans

Dutch-Belgian
Hvy Cav






2nd Rate

Lt Cav






2nd Rate

Line Inf






2nd Rate

Light Inf






2nd Rate

Foot/Horse Arty



2nd Rate

AUSTRIA

Hvy Cav






Elites

Med Cav





Veterans

Lt Cav






Veterans

Line Inf  1805-06      

2nd Rate


    1808-12     



1st Rate


    1813-15     



2nd Rate

Grenzer Inf





Veterans

Light /Jaeger 




Veterans

Freikorps





2nd Rate

Landwehr





Militia

Foot/Horse Arty



1st Rate

Russia
Gd Hvy Cav




Elites

Gd Lt Cav





Veterans

Hvy Cav






1st Rate

Med Cav





1st Rate

Lt Cav






1st Rate

Guard Foot





Guards

Guard Jaeger




Guards

Grenadiers





Elites

Conv Gren





Veterans

Line







1st Rate

Jaeger






1st Rate

Militia






Militia

Guard Foot/Horse


Veterans

Arty   

Line/Horse Arty



1st Rate

PRUSSIA 
Heavy Cav

    



Veterans

Med Cav

    



Veterans

Lt Cav


    



Veterans

Ldwr Cav

    



1st Rate

Guards/Gren

    


Elites

Line Inf  (Up to 1809)  

2nd Rate

Line (Regt 1-12)
    


Veterans

Reserve Regts

    


1st Rate

Lights/Rifles

    


Veterans

Silesian Ldwr

    


1st Rate

Landwehr

    



2nd Rate

Foot/Horse Arty
   


Veterans

Basing
For those of you who are wondering how to mount your figures, we have opted to follow the popular Napoleon's Battles basing. 

15mm





  







 25mm





Foot       -  1"x 1" recommended.

    



1 1/2"x 1 1/2" recommended

Cavalry  -  1"x 1" (cut the NB stand in half).     
1 1/2"x 1 3/4"

Arty.       -  1 1/2" x 1"


    





2 1/2"x 1 3/4"

Generals -  1"x 1"



    





1 1/2" x 1 1/2
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