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“A NEAR RUN THING”

2nd EDITION (Revised)

APRIL 2001


With apologies to OMS, BAM, DF, PB and everyone else I have plagiarized.

I.
Turn Sequence



Both C IN Cs dice.  Highest has initiative and can decide to move first or second that turn.  If they draw the order is the same as the previous turn.  The moving side’s phase is conducted as follows :

· Move ADCs.

· Declare any brigades that are regrouping.

· Corps Commanders throw a D6 for each divisional commander within 20” and allocate these to the divisions.  Divisional Commanders more than 20” away throw their own D6.

· Adjust D6s to determine number of divisional command pips.

· Test Morale for routers.  Regroup brigades if declared.

· Declare charges.  Test morale for charges and charge responses.

· Move, in this order: charges, charge responses, normal.  Test morale for moving squares.

· Non mover fires, followed by mover.

· Melee.

· Test morale for melee results and cavalry recall.

· Test for risk to generals.

II 
Scales

· 1 figure = 50 men in two or three ranks.

· 1 gun = 3 or 4 pieces.

	· 
1 model building =   
	A building complex (such as a farm or chateau), or a part of a village or town, capable of holding a battalion of troops.  Groups of buildings smaller than this need not be represented or may be represented with the proviso that they have no effect on play.


· 1 inch = 50 yards [or 1cm = 20 meters]

· 1 move = 20 minutes.

III
Definitions

· Troop Types - 
Units are classified as “Elite”, “Veteran”, “Average”, 


“Inferior” or “Bad” in line with their historical prototypes.


-
Where historically capable, units may also be classified as “Trained Light” which allows them to operate in skirmish or close order.



· Unit Sizes
-
Large units start with 750 or more men (15 figures) or 10-

12 artillery pieces (three guns).


-
small units start with less than 450 men (eight figures) or 

3-4 pieces (one gun).


-
very small units start with less than 200 men (four figures)



or 2 pieces (one gun) .

· Formations
-
Line : 



                
	
	
	
	



-
Reinforced Line:

	
	
	

	
	
	



-
Column:

	

	
	
	




March Column is shown by placing cotton wool “dust” behind the unit.  



A battalion Masse or Column Seree is shown by reversing the last base to show a closed column.


-
Square:

	

	
	

	
	
	

	
	
	



-
Skirmish:

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	



-
Disordered units are shown by staggering the formation 


and reversing one base.






IV
Unit Organisation (see QRS)


Units have an average strength of four “hits”.  This is adjusted if they are elite (+2), veteran (+1), large (+1), inferior (-1), small or very small (-1), or bad (-2); to give a final strength of between one and seven hits.


Units which have lost half their hits cost + 1 pip to advance.


Units which only have one hit left cost + 1 pip or they will withdraw one move.  They cannot advance.  Units in hard cover need not withdraw but they "go to ground" and may be not fire unless the pip is paid.


Units can recover hits if the brigade regroups.


Units which lose all their hits are removed.


Hits may be recorded by using a roster sheet or by placing casualty counters next to the unit.


See QRS for a summary of the effects of hits on units

V
Higher Organisation  


Historical Organisations



Use historical organizations.  Each brigade (or regiment of several battalions directly attached to a division, which is treated in all respects as a “brigade”) has a strength equal to the total hit points of all its constituent units.  A brigade which has lost half or more of its total hit points suffers a command pip penalty.

Unattached Units


In historical orders of battle it is not unusual to find units (usually artillery and cavalry) in divisions unattached to the brigade structure.  Similar units, and even brigades, are also often found at corps level, unattached to the divisional structure.  Such units are moved by divisional commanders using their own pips or by corps commanders using pips deducted from their divisional command dice before the dice are distributed


All the beginning of any friendly move phase an unattached unit may be attached to a brigade, or an unattached brigade may be attached to a division, providing they are in command control of both the existing and the new commander.  Units attached to a brigade increase that brigades total hit points and, in this manner the application of timely reserves can bolster a flagging brigade.  Brigades added to a division also give the divisional commander the normal pip benefit for each brigade, so attaching a brigade in this manner can revitalize a flagging division.

VI
Command and Control (see QRS)


Command Radii


To be in command units must either:

· Have some part of their base inside the “command box” centred on the brigade commander.

· Be in march column and within 3” of another unit of the same brigade that is in a “chain” of march columns one of which is within 3” of the brigade commander.


To be in command brigade commanders must be within 10” of their divisional commanders.


Unattached units at division level must be within 10” of their divisional commander to be in command.  Unattached units or brigades at corps level must be within 20” of their corps commander to be in command.

ADCs


Corps and Army Commanders have a varying number of ADCs which move at general speed on their “outward” journey down to the division.  Each ADC which arrives at a divisional general in a turn adds one pip to that turn’s command pips.  Once the ADC has arrived at the division he is immediately returned to the corps or army commander no matter how great the distance.

Pip Expenditure


Divisional command pips are equal to a D6 as adjusted by the factors shown on the QRS.


Command pips are expended as shown on the QRS.

Effects of death and replacement of generals.


If a divisional general is killed the division is automatically out of command.  The D6 score for its next command role is halved, round up.  Adjustments are made as normal.


If a brigade commander is killed that brigade may use no more than one pip in its following move.



Divisional and brigade commanders are replaced at the end of their own turn following the turn in which they fell.  Such replacements are less effective and thus bring with them a permanent command pip deduction.  Replacement generals can be replaced if they fall.


Regrouping



“Regrouping” is a method of reducing the number of hits on a unit by means of rallying stragglers, replenishing ammunition and internal reorganisation.  To regroup a unit must be more than 10” from all enemy and cannot have been under artillery fire in its last turn (even if this fire failed to have any effect).  If a divisional general nominates a brigade to be regrouping he is obliged to use any command pip throw of 4, 5 or 6 to regroup units.  A score of 4 allows one hit to be removed from a unit in the brigade, a 5 allows two hits to be removed, (from the same unit, separate units or even units in two separate brigades if both are regrouping) a 6 allows three hits to be removed.  The divisional commander may use the remaining three pips, plus or minus any adjustment, to move as normal.



Several hits may be removed from a unit over one or more turns, but units may not be restored to full strength by the regrouping process.  The first hit suffered by a unit may never be regrouped during normal game play.

VII
Movement (see QRS)


Own Move Options


During its own movement phase a unit may :

· Move (and, if appropriate artillery type, change formation.)

· Change formation (and , if appropriate artillery type, move.)

· Recover disorder

· Enter buildings or hard cover

Multiple Moves


Each of the above actions counts as one move.  All units except artillery moving by prolong may make multiple moves by expending further pips.  A unit making multiple moves may not approach closer than 6” to known enemy.  A unit may make as many multiple moves in a turn as it has pips available except that a unit may only make two moves in march column in any turn.


A unit which starts the turn disordered may not make multiple moves.  It may not change formation unless it is artillery limbering up, or infantry going into square, in either of which case it is still disordered in its new formation.  It may not advance but may fall back retaining its disordered state.

Movement in Opponents Phase

During it is opponent’s movement phase a unit may :

· Opportunity charge

· Form emergency square


One pip is deducted from the division’s next command dice for each unit that performs either of these actions.


Changes in direction:

· Infantry may retrograde for free.  Cavalry and limbered or prolonged artillery deduct 1/2 move.  Retrograding units can end up facing towards or away from their original facing.

· Infantry and cavalry of average class and better may advance at a 450 oblique at 1/2 speed.

· All other changes of direction are performed by wheels, measuring movement from the outside of the turn.

· A cavalry unit “rallying back” moves back a full move if disordered, or at least half a move if not disordered, and ends up facing in its original direction.


Skirmishers


Skirmishers may either be :

· Whole units of trained light troops; or

· Ad hoc skirmish lines representing the light companies of the brigade’s units (plus any independent trained light companies attached), in proportion to their historical prototypes (e.g. French 1:6, British 1:10 + independent coys.) The creation of such a skirmish line is a formation change and may result in the parent units suffering a penalty for reduced size.  For example a French brigade of two 12 figure battalions and three 10 figure battalions throws forward its skirmishers.  This creates a nine figure ad hoc skirmish line (1:6) and leaves two 10 figure battalions, one nine figure battalion and two eight figure battalions.  The last two units are now “small units”.



Ad hoc skirmish lines may not move more than one skirmish move from their parent unit.  They are treated as an independent unit of the brigade paying pips as appropriate.  However any hits inflicted on the skirmish line are counted against their parent units.  Such hits are distributed amongst the units of the brigade at random.



Skirmishers which suffer a hit from non-skirmish fire, or which suffer a hit from other skirmishers without inflicting a hit back, fall back 2”.  Ad hoc skirmish lines always fall back directly on, and if necessary through, their parent units.


Terrain Restrictions:

· Artillery and formed cavalry may only enter woods in march column.  Formed infantry and skirmish cavalry move half in woods.  Skirmish infantry move as normal in woods.

· To deploy on foot into buildings takes a whole move for a unit starting next to the buildings.  This disorders the unit which simulates the disorganization and lack of control experienced in these circumstances.  This disorder may be recovered in the normal manner in following turns.  

· Infantry and cavalry may move through towns in skirmish, column or march column.  Artillery may only move through towns in march column.


Deploying Artillery:



Artillery has four possible options in a turn: move, unlimber, limber or fire:

· Only unlimbered artillery may move by prolong.  Prolonged artillery may not make multiple moves or fire in the same phase of the turn.  

· Horse artillery may move, or limber and move, or move and unlimber and then fire, or unlimber and prolong, for one pip.

· Field artillery may move, or limber and move, or move and unlimber, or unlimber and then fire, or unlimber and prolong for one pip.

· Inferior or Bad class artillery, or “position” batteries may only perform one of these options, i.e. they may move, unlimber or limber for one pip, but if they unlimber or prolong they may not fire in their own phase.

 
Passage of Lines:

· Skirmishers, generals and evading gunners can move through all friendly troops. 

· Infantry lines may move through friendly infantry lines that are more than 3” from the enemy.

· Cavalry and limbered artillery may move through infantry squares or columns that have gaps of at least 2” between them, or infantry or cavalry lines that are more than 3” from the enemy.

· Where there is historical precedent for brigade level expertise, cavalry in line may withdraw or advance through other cavalry units in line of the same brigade.  In this manner a second line of cavalry may charge into a melee and replace a line already in contact.

· Non charging infantry or cavalry may move through unlimbered artillery.

· All troops may move through abandoned artillery.

· Units in the buildings of towns may be moved through by other friendly units moving through the town without entering its buildings providing the moving unit clears the buildings completely.


Charges and Evades:

· The last 2” of a cavalry charge and 1” of an infantry charge must be made in a straight line without wheels or obliques.

· Evading troops move a random move away from their chargers.  This must normally be directly away from the chargers except that they may evade behind formed friends or into cover if they start closer to the friends or cover than to the enemy.  Evaders may halt immediately behind formed friends or if they enter cover.  Ad hoc skirmish lines that halt behind their parent units are still counted as separate units.  They do not automatically reform.

· Evaders end up facing their opponents but may not fire that turn.

· Elite or veteran gunners of unlimbered artillery units may attempt to fire and evade.  This entails the gunners firing at their chargers at canister range at normal effect.  They than abandon their guns and run for the sanctuary of nearby friendly units or terrain that cannot be entered by their chargers.  If the gunners are within 1" of their sanctuary they reach it safely on a dice throw of 3,4,5 or 6.  If they are within 2" they need a 5 or 6.  Deduct 1 from the dice if the chargers start within half of their move distance.  If the gunners seek sanctuary in a friendly unit which is also charged that turn they suffer the same melee and morale result as that unit even though the gunners take no hits.  Gunners may reoccupy their guns (if they havn't been removed or spiked,) during their own movement phase, and fire.  

· Chargers whose target evades may:

-
If infantry, halt at the point where the evade started.

-
If cavalry, take a moral test for “cavalry win melee”.  If they pass they 
may either halt at the point where the evade started or rally back from 
that point.  If they fail they pursue the evaders.

-
Pursue the evaders changing direction if necessary.  However, any change of direction when the unit is in line, or any change of direction of more than 45o when the unit is in column, will render the unit disordered at the beginning of the melee phase.

· If an evading unit uncovers another unit which would be hit by the chargers pursuing the evaders the uncovered unit responds as if it were the target of the charge, evading or taking any morale tests an necessary. 


Opportunity charges:

· Cavalry may opportunity charge any unit that moves or changes formation directly in front of them within a normal move.

· Infantry may opportunity charge any unit that presents a flank or rear directly in front of them (not retrogrades) within a normal move.

· Units making opportunity charges may not move so as to expose their own flanks or rear within the normal move of an undisordered enemy unit, whether that unit has already moved or not.


Squares:

· Squares may not charge.

· Infantry who have a charge declared on them by cavalry may attempt to form emergency square.

· Squares which move take a morale test after movement is completed.  If they are making multiple moves they take the test after each individual move.

· Squares may only move in the direction faced by the unit‘s command element, making all direction changes by wheels.  The command element may move from one face of the square to another by making a formation change.


Battalion Masse or Column Seree:

· Can only be used by units for which there is historical precedent.  Examples include Austrians against Turks or from 1809; Prussians from 1812; French at Salamanca, KGL and Hannovarians at Waterloo.

· Moves as a column but may not charge.  May make a pip free formation change from column to masse, or vice versa, at the beginning of its own turn.


Commanders


Brigade commanders may move free of pip costs providing that they begin and end their move with units of their own brigade in their brigade box.  Brigadiers moving in other circumstances pay pips.


Higher commanders may make one pip-free move a turn, and they may make multiple moves by paying pip costs for all moves after the first.  Corps commanders deduct these pips from any pip dice before they allocate them to their divisions or by not deploying eligible ADCs.  Army commanders deduct the number of pips moved from each Corps commander.  This reflects the dislocation of command caused to the whole army by major movements of the Headquarters.

VIII
Firing and Melee Tables (see QRS)


Table Results :



X = one hit, 2X = two hits, X+ = one hit, plus a second on a score of 3-6.



No. = dice score needed for one hit.



NE = fire never has any effect.



E  = fire or melee always eliminates target.


Dice Adjustments:



Only X, X+, 2X or numbered results are adjustable.



All adjustments are cumulative, for example an elite line firing on a line inflicts one X for the normal result, but, since it is “+2” it will inflict another hit on a roll of 5 or 6.  Likewise a line firing at a secondary target column (“X+-3”) will inflict one hit and inflict a second on a roll of 6 instead of the normal 3-6.

IX 
Firing


Arcs of Fire:

· Infantry or Cavalry in line or column may only fire straight ahead.

· Artillery and infantry in skirmish fire through an arc of 450 each side of straight ahead.

· Infantry in square or buildings may fire through an arc of 450 each side of straight ahead on each face.

· If an infantry unit in square or buildings has different targets on different faces of the square or building it may fire at each target using the normal factors.  However in no circumstances may the same target be fired at by two different faces of the square or building.


Zones of Fire:

· Skirmishers stop the fire of other skirmishers.

· Musketry and canister fire will have normal effect against skirmishers and also at any formed unit (not skirmishers) behind the skirmishers deducting for pass through fire.  Use the same initial dice score for both effects.

· Long range artillery fire will have normal effect against the first formed unit it hits and pass through effect against any formed unit within 2” behind front of the target for field artillery and 3” behind the target for heavy artillery.

· Units firing at column or square to their front may also fire at one other column or square within 2” of the original target and still in range as a secondary target.

· Units firing at “order mixte” to their front fire as normal at the line and at the nearest column as a secondary target.


Firing at Charges:

· Infantry charging more than “1” and cavalry charging more than 3” may be fired at by their target and other enemy in arc and range.  If the firer is a unit that has been uncovered by friendly evaders these distances are doubled to allow the evaders to clear the firer’s front.

· Chargers which are disordered by fire halt at 1” away.  Cavalry may opt to rally back.


Cavalry Firing:



Cavalry may only fire if :

· Light cavalry in skirmish order

· Dismounted and in hard or soft cover.

· Dismounted dragoons.

· Formed and allowed by historical practice to respond to a mounted charge by a volly and counter charge.


Columns and Masse Firing:



Columns and battalion masse may only fire if:

· It is the enemy’s phase, or

· they did not move in their own phase.


Firing into Melees:

· Units in melee in line or skirmish formation may not be fired at unless they are overlapping in a multiple melee situation described below.

· Units in column, masse, square or towns may be fired at in a melee providing the firing unit’s arc of fire does not cover any friendly units, and counting the dice adjustment for secondary target.

· Hits inflicted by fire into melees are counted as melee losses when determining the winner or loser of the melee.

X
Charge Responses


Infantry charged by infantry :

· Take morale test if line charged by column.

· Otherwise fire and fight.

Artillery

· 
Limbered foot artillery must evade.  Move D6" back.

· 
Limbered horse artillery must evade.  Move 2D6" back.

· 
Unlimbered artillery fire and fight.

· 
Elite or veteran artillery may fire and attempt a gunners' evade.


Cavalry charged by cavalry :

· Take morale test if they wish to fire a volly and counter charge 1”.

· Otherwise counter charge 2” or half distance to enemy.


Infantry charged by cavalry :

· Take morale test if they wish to form emergency square.

· Take morale test if they wish to fire and fight when they are in line or reinforced line.

· Otherwise fire and fight.


Skirmish Infantry charged :

· Evade if wished.  Move D6 + 2” back.

· Fire and fight if meleed by other skirmishes or if in cover.

· Take morale test to fire and fight formed troops in open.


Skirmish cavalry charged:

· Evade if wished - move 2D6 + 4” back.

· Melee with other skirmishers or if in cover without countercharge.

· Take morale test to melee formed troops in open without countercharge.


Skirmishers or evading gunners who do not out-distance chargers take one hit and are routed.
Disordered charged by formed.


Units which are already disordered when charged by close order enemy :


(
Must evade if skirmishers.


(
Rout if close order infantry not in square, masse, or hard cover.


(
Rally back if close order cavalry charged by infantry from the front.


(
Rout if close order cavalry charged by infantry from the flank or rear or by cavalry.

XI
Melees


Winning and losing :

· A unit which inflicts more hits than it suffers wins a melee.  It becomes disordered if it has suffered a hit but may advance or pursue that turn.

· A unit which suffers as many hits as it inflicts draws the melee.  It becomes disordered if it has suffered a hit.  It takes a morale test.  If the result is “fight on” it may not advance or pursue but cavalry may rally back.  In cavalry vs cavalry melees the attacker states if he is rallying back first.

· A unit which suffers more hits than it inflicts loses the melee.  It becomes disordered and takes a morale test.

Multiple Melees:

· As far as possible units of both sides should be paired off into individual melees front to front.

· Permitted exceptions are :



-
Multiple columns may melee frontally with an enemy line providing there is at least 2” deploying distance between each column:

	
	
	

	
	
	

	
	
	

	
	
	


	
	
	
	




-
A unit with no flank supports can be frontally meleed by two units overlapping its flanks :

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	




-
A unit can be meleed simultaneously from the front and flank or rear.  In this case the unit only fights the frontal attacker but counts the melee dice adjustment for being attacked in flank or rear.

	
	
	
	

	
	
	
	

	











	
	
	





-
A cavalry unit in line contacts two or more infantry squares.  In this case the cavalry fights each square as normal and each square fights back as normal.

	
	
	
	


	

	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	




-
Because of its greater frontage a large unit contacts two smaller units.  In this case the large unit fights each of the smaller units but does not count its “large” bonus.  The smaller units fight back normally.

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	




-
Because of its greater frontage a normal size unit contacts two small units.  The average size unit fights the small units but itself counts a “small unit” deduction.  The smaller units fight back normally.

	
	
	
	
	
	

	
	
	
	
	
	




-
To count for overlapping melees the units must overlap by at least one base; or three infantry figures, two cavalry figures or one gun.

· In  multiple melees the total number of hits inflicted by both sides is used to determine winners and losers.

-
For example unit A is meleed by unit P and Q.


A inflicts 2X hits, one each on P and Q.  P does not inflict any hits and Q inflicts 2X hits.  In this situation P has lost the melee, A has drawn the melee, and Q has won the melee.

Flank and Rear Melees :

· To melee an enemy in the flank or rear the attacking unit must start its charge from a point where the whole unit is behind lines extending the targets flank or rear


	



· In a one-on-one flank and rear melee situation the target fights back receiving the melee dice adjustment.

· If the defender draws the first round of a flank or rear melee it may turn to face its opponent even though it is disordered.  This does not count as an advance.

Cavalry Versus Infantry Lines


Infantry in line, with sound morale and secure flanks, have an even chance of defeating cavalry attacks.  Reinforcing the line makes them more secure.  However a line with insecure flanks will quickly be rolled up.


To simulate this, close order cavalry units which attack infantry line or reinforced line from the flank or rear; or which have a wider frontage than the line and thus overlap it by at least one base or two figures, use the “CAV LINE” column in melee, regardless of their actual formation.  If the cavalry is attacking the front of a unit in line or reinforced line which it does not overlap because the cavalry is the same size or smaller or because the infantry flanks are secured by another unit or terrain, use the “CAV COL” column in melee, regardless of their actual formation.  
Cavalry Versus Infantry Columns


Infantry columns were not densely packed solid bodies but are better thought of as a series of lines, one or two companies wide, with gaps between the lines to allow for rapid movement. In a melee the column would tend to close up the gaps. Thus a column is less prone to be broken into by cavalry, because of its depth, but it is still vulnerable to being outflanked Fully closing up the column into a dense body, and turning out men to the flanks and rear, results in a masse which is an effective defensive formation but cannot attack.


To simulate this, if a column is attacked by close order cavalry from the flank or rear, or is attacked by close order cavalry which have a wider frontage than the column and thus overlap it by at least one base or two figures, the infantry defend using the “COL” line. If the front of the column is not overlapped, because the cavalry is the same size or smaller, or because the infantry flanks are secured by another unit or terrain, the infantry defend using the “MASSE” line.

March Columns
March columns are not combat formations and suffer dire consequences if contacted by enemy. There is no need to consult the melee table.

· A march column which is meleed by formed cavalry:

-
Is destroyed if infantry or foot artillery.

-
Suffers two hits and routs if cavalry or horse artillery.

· A march column which is meleed by skirmish cavalry or infantry:

-
Is destroyed if foot artillery.

-
Suffers two hits and routs if infantry. 

-
Suffers one hit and routs if cavalry or horse artillery.


Advances after Combat and Pursuits:

· Attackers who defeat all of their melee opponents may advance up to 1” to take the ground the defenders were holding.

· Units attacking a building may occupy it but become disordered, if not already so.

· Cavalry units must test morale to determine if they can rally back, occupy the opponents ground and halt, or pursue.

· Pursuers who contact withdrawing opponents melee with them immediately.  Counting disordered if applicable.

· Pursuers who contact routing opponents destroy them and continue their normal move.  If they contact any other enemy units the enemy must test moral for being charged and then fight.

· Pursuers who fight a second melee and win, dice for pursuit as normal except that a “pursue” result becomes a halt result.

XII 
Disorder and Morale (see QRS)


Becoming Disordered


Units become disordered when:

· They move into buildings.

· They suffer one hit in a melee.

· They are in march column and suffer one hit from fire.

· They suffer two hits from fire in one move.

· As a result of a morale test.

· They change direction in a charge.

· They are contacted by withdrawers, or interpenetrated by routers, who are of an equal or higher morale class than their own.

Recovering Disorder



To recover disorder units must spend a move stationary; and unless they are in hard cover, not under musketry fire.


When to Test Morale



Units test morale immediately the cause arises.  When testing for charges the attacker choses the order of tests except that all units out of command must test before any units in command test.  Once a unit successfully charges its opponent tests for its response (if necessary) before moving on to any other charge tests.


Support



Units have full support if there is a friendly undisordered units within 3” of either both flanks or within 3” of one flank and rear.



Units have no support if they have no undisordered friends within 3” or there are undisordered enemy on their own flank or rear.


Withdrawls


Units which withdraw move back a normal move deducting for the retrograde, and end up facing the enemy which caused the withdraw.  Withdrawing cavalry may rally back instead.


Units which cannot withdraw, because they are in the wrong formation to pass through the terrain behind them, rout instead.


Withdrawing units will pass through friends that they can normally interpenetrate and friends in buildings, even if this takes them more than their normal move.  If they meet friends they cannot normally interpenetrate they halt on contact.  This contact will disorder the friends if they are of a lower moral class.

Routs


Routers make a rout move directly away from the enemy causing the rout or towards their own baseline if they are continuing a rout.  They move as skirmishers disordering any friends they move through except that close order friends of a higher morale class may close ranks causing the routers to move around them, by the most direct route, without disordering them.
XIII
Generals


Joining Units



Brigade commanders may join any unit in their brigade.



Divisional and higher commanders may join any brigade under their command.  Divisional commanders suffer a command pip penalty and higher commanders may not despatch ADCs whilst attached to a brigade.



See QRS for risk to generals from fire or melee.


Generals contacted by enemy



Generals who are contacted by enemy units when they are not themselves in contact with a friendly unit dice.  If contacted by enemy cavalry the general is hit on a 5 or 6.  If contacted by enemy infantry the general is hit on a 6.  If the general is not hit, or as a result of the hit he is incapacitated, he moves behind the nearest friendly unit.

Effect of hits on generals

If a general is hit dice again :



12
-
General is incapacitated for one move but remains in play.  The brigade or division suffers the penalties for his absence on the next move.



34
-
General is badly wounded and removed from play.



56
-
General is killed and removed from play.


Any general who is removed from play is replaced at the beginning of the move after next.

XIV
Personalities 


The ability of a great captain (or the shortcomings of a bad general) can be reflected by:

· Adding or subtracting to pip dice

· Adding or subtracting to morale effects

· Adding or subtracting to the Cin C’s initiative

XV
National Characteristics 

· British

-
+1 to morale when infantry facing column.

-
-2 from morale when cavalry testing or rally.

· French

-
+1 to volly and countercharge response for Lt Cav and carabineer.

· Russian

-
Infantry ignore the withdraw requirement for only one hit left, (you not only have to kill them you have to knock them over.)

-
+1 command pip to limber or unlimber artillery even if in brigade 
command.

XVI
Capturing Guns

A battery of artillery which is overrun as the result of a morale rout, a melee, or a gunners evade may have its guns spiked or carried off by the overrunning unit.  This is something which should be simple on theory but which seems to have been difficult in the heat to battle.  At the instant the guns are overrun dice:

· On a score of 5 or 6 the guns may be spiked.

· On a score of 6 enough prolong ropes and train horses remain so the guns can be moved by prolong by the overrunning unit.



If an undisordered unit spends a move stationary in contact with the overrun guns they may be automatically spiked, or prepared for prolong in subsequent moves.



There is no rule for turning guns on their previous owners as I can find no reference to whole batteries being used in this way.  An individual gun being taken and then immediately turned on its owners is probably represented by a good melee dice throw by the attackers. 

XVII
Regimental Artillery


At the beginning of the Revolutionary War period all nations had regimental artillery attached directly to their infantry battalions and regiments.  From the end of the Eighteenth Century this practice fell out of use as artillery was concentrated into batteries, although from 1809, faced with a surplus of cannon and a declining quality of infantry, Napoleon attempted to reintroduce regimental artillery companies.  Regimental artillery is governed by the following special rules.


(
Regimental artillery is represented by very small, or small artillery units. These are attached for the duration of the game to one of the battalion units of the regiment.  The artillery units have no hit strength points of their own although the gunners who make up the unit are counted in the total strength of the “parent unit” for deciding any adjustments due to unit size.


(
Regimental artillery moves as field artillery, except if it is not in base edge contact with part of its parent unit it must pay a pip for movement even if it is in brigade command


(
Regimental artillery must fire at the same target that its parent unit is firing at.  If however, the parent has no targets in range the regimental artillery must fire at the nearest target directly to the front of its parent.  If there is no such unit directly to it’s parent’s front it does not fire.


(
Regimental artillery fire using the ART CAN or ART LONG table, with all appropriate modifiers.  They use the same dice score as their parent unit if it is firing.  However, even in circumstances where a 2x result would normally be called for, regimental artillery only ever inflict one hit, (they do not generate enough fire shock).


(
If the parent unit forms square, temporarily remove the attached artillery.  Replace it when the unit comes out of square.


(
Regimental artillery is lost if :



-
the parent unit is meleed immediately after forming a disordered emergency square.



-
the parent unit is destroyed due to hit loss or melee result



-
the parent unit suffers a withdraw result in a melee or is routed.


(
When determining if an infantry line is overlapped by cavalry include regimental artillery as part of the infantry line if appropriate.

XVIII
Battle Casualties


In campaign scenarios hits may be regrouped depending on the length of time the unit's division is at rest after the battle at the rate of three hits per hour, per division.  Unlike regrouping in combat units regrouping after a battle may recover all of their hits. 


Units which are destroyed in battle may be regrouped in the resting time it takes them to recover their original hit strength.  However they also suffer a permanent size loss as follows :

· Unit suffered it‘s last hit loss with enemy in contact : reduce by two sizes.

· Unit suffered it‘s last hit loss from other causes : reduce by one size.


A unit which is reduced in size beyond “very small” is permanently eliminated.

XIX
Points Values

Although these rules will, hopefully, be used for historical re-fights you may wish to have a points system for friendly games as follows :-


Infantry units
-
1 point per hit.






+2 if a small regimental artillery unit is attached.






+1 if a very small regimental artillery unit is attached.






+1 if “Trained Light”


Cavalry units
-
1-1/2 points per hit.






+2 if HV Car.






+1 if Lancers.






+1 if “Trained Light”






+1 if armoured.


Foot Artillery
-
2 points per hit.






-2 if 3 – 4 lber.






+2 if 12 lber.


Horse Artillery -
3 points per hit.






-3 if 3 – 4 lber


ADC 

-
4 points each.


Brigade Cdr
-
8 points each.


Division Cdr
-
15 points each.






-5 if Division Cdr also commands a brigade.


Corps Cdr
-
20 points each.

