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xx.10, xx.15). To find hex 29.17, for
example, follow the xx.15 row until you
find the 29.xx column, then count up two

Introduction

The Napoleonic Brigade Series

games are playable tactical portrayals of hexes to 29.17. If the game uses more than
Napoleonic battles.

S . one map, any reference to a hex number

The series’ intent is to show hOW. will include the appropriate map letter, as
comm_and operates on the Napoleonlcin B29 17.
battlefield using the weapons systems of 1.1b Map Edge Hexes. Edge hexes
with at least half of the hex showing are
Splayable. Tiny hex slivers are not.

1.1cOff Map Movement. Units cannot
exitthe game map. Destroy units forced off
the map.

1.1d Turn Record Track. This track
indicates the passage of time. The first and
last daylight turns have one number in the
time box to indicate the visibility (in hexes)
for that turn. The shading on the Turn
Record Track indicates night turns.
Advance the Turn Record Marker one box
during the Turn End Phase; advance the
Day Marker at the end of the midnight turn.

1.1eEntry Hexes. These hexes show
where reinforcements arrive. If enemy units
block a reinforcement’s entry hex, then
that unit is free to enter at any hex free of

These rules occasionally rely on

We do not claim infallibility. Players

products fully and will be delighted to
answer your questions.

Write:

The Gamers, Inc.

500 W. Fourth Street
Homer, IL 61849
Phone (217) 896-2145
Fax (217) 896-2880

enemy units at or within 10 hexes of the
scheduled entry hex along any map edge.

. y .
Known errata has been corrected and 1.1f Casualty Tracks, These use three

markers each to record casualties (not
gztjiln?seesehs?efs E)G’egnrgz?stg 15.1b, j7'Ostragglers or artillery losses). The markers

v2.1 Rules: These rules are almost the
sameas those presented wikharengo.

(x100, x10, x1) record the current losses in
1.0 Game

each army. Revise this track each time an
Components

infantry or cavalry strength point is lost.
1.1 The Game Map
The map depicts the area in which the

1.2 The Rules

Every Gamers’ Brand game contains
X separate Series and Game rulebooks. The
battle or campaign was fought. Series rulebook contains the rules generally
1.1a The Hex Numbering System. ., jicapie to all the games in the series.

Every hex on the game map is identified by e Game rulebook gives the details needed
ahexnumber (e.g. 29.17). The digits before ¢, o specific game, including any special

the decimal point (29.xx) indicate the o5 scenarios, and set up information.
vertical hex column, reading alongthemap 1 54 Organization. Section and Case
from lefttoright. The digits afterthe decimal 1\, pers outline the rules. Each major rules
point (xx.17) |_dent|fy the exact hex in the grouping is a section: a paragraph within a
column, reading from bottom to top. TO 5 section is a case. The number 4.2

reduce map clutter, hex numbers are printed, o1, for example, refer to section 4, case
only on every fifth row of hexes (xx.05,
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2. A specific case can contain a number of related stateme
Statements within a case are numbered as in 4.2a, 4.2b,

1.2bRepetition. Once stated, arule is repeatetyif needed
for clarification.

1.3 The Counters

The playing pieces, called “counters,” represent both
units that actually fought in the battle and “markers” whi
display information.

1.4 Set Up Notes

Aside from any special notesin the game rules concern
set up, the following are always true:

1."w/i X" means to set up a given unit at or within X hexq
of the hex listed.

2. Unless explicitly stated otherwise, leaders set up w
any subordinate unit.

3. Units set up in any desired formation and facing.

4. Units may never start over-stacked.

5. Units generally start at full strength.

6. Except when explicitly stated otherwise, the Fren
Player Turn is always first.

7. A unit ID notation followed by a “b"—as in RWb—
means an artillery battery of that ID. Furthermore, artillery
further classified by type—either heavy or light—and class
foot or horse. The type and class are given in parenthd
following the notation. Thus, a RwWb (Lh) would be a Rig
Wing light horse battery, while a Rwb (Hf) would be a Rig
Wing heavy foot battery. In all instances, ttype code
(weight)precedes thelass codémobility). Each of the above
refers to & gun pointartillery unit. Should a battery of lesse|

ms'c ter Front
btc. ounter Fron

po>q Brigadein Line

ABIL—— Unit, Division and Corps ID

ag —— Fire Level Size
Am——..  |\\orale
R Heavy Foot Artillery
he Unlimbered
h 4 —T— Heavy Gun Points (Black)
M Corps —— Corps Attachment
A
P Light Foot Artillery
A Unlimbered
——— Light Gun Points (White)
NG | M Corps —— Corps Attachment
A
w == | Heavy Cavalry
S —E—\ Heavy Indicator
ABIL —— Unit Name
AB Fire Level Size
th == Morale
w0 | Light Cavalry

is

Corps
Commander

se Army
t Commander

@ Turn Marker

—

strength be called for, its notation would read: RWb (3HIp), =

ex

being a Right Wing heavy horse 3 gun point battery.

8. A hex notation of (hex 1) ex (hex 2) means the unit
in hex 1 and has an Extension in hex 2. Likewise, (hex 1)
(hex 2), (hex 3) means that the unit in hex 1 has Extension
both hexes 2 and 3.

2.0 Beginner’s Note

If you are new to wargames, WELCOME! This is 4
exciting and intellectually satisfying hobby. Each wargam
while being an enjoyable competitive activity, will also allo
you a glimpse of history not possible through other forma

Tolearnto play, browse through the rules and compone|
Try to develop a good idea of what exists in the game and w
itislocated. Thenread the rules lightly. Do not try to memor
them! Set up a few units at random and run through
procedures and examples of different play actions. As quest
arise, look up the answers in the rules. Try to imagine wh|
rule is the way it is by applying common sense and yq
historical knowledge. All rules have at least some reaso
exist—even if it is only to avoid conflict with other rules

Allow the game to teach itself to you. If something seefns | *

unreasonable, please call or write for clarification.

Day Marker

Fire Level Marker

Shaken Marker

Routed
Marker

e Skirmisher
Full Strength

Skirmisher
Reduced Strength

After these tentative steps, play shorter game scenafios

with a friend, again looking up uncertainties. Before long y

u

will have the game system mastered. Avoid the Commgnd

Rules as you learn this system, using only “command radipis”
tokeep thingsin order. Once you understand the basic strucjure,

(used for marking B and ]
C strength units only)

Counter Back

— Brigade in Column
ABIL
AAB
4
Heavy Foot Atrtillery,
%-2& Limbered
M Corps
y______________
R Light Horse Atrtillery,
& A Unlimbered
M Corps
4
Blown - Blown Cavalry
AB/1
AAB
AN
Detached
A | Artillery
Detached
4

Army Commander,
as a Casualty

| 3
Napoleon

Leader
Replacement

£

Headquarters

53
d

Gun Point Marker

V-
es |8

Casualty Track
Marker

x100 | (if any required)

Disorganized
Marker

o i

Blood Lust
Marker

S<| Extension

Square

PO

>

D]
e

>

X
"

D>

X

Napoleonic Brigade Series Counters and Markers

include the rest of the command system in your next sess

on.

All games in this series can be played without the commandRevised counter graphics based on a vote on The Gamers Discussion
List in 1998. | hope you like the results.
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rules, so, if you do not find them to your knowledge you would expect your forces 100 men. A gun point of artillery is roughly
taste, feel free to play without them. to have at any given time and issue orders3 cannons.

However, by imposing significant accordingly. Once you master this skKill, This game system makes some
constraints on a player’s freedom of action solitaire game play can be much like simplifications in terms of artillery.
with his forces, they do add a degree of watching amovie or book plotunfold before Cannons are differentiated by only two

realism. you—except that you direct the action.  factors, size and speed. The “battalion”
By the time you have mastered this 3.2cOrder Interpretation. As a solitaire  represents the maximum number of cannon

game, you will be able to play any game in player, you have a big advantage over which can deploy and fire from one hex—
this series with little or no additional rules players who must suffer a live opponent even if during the battle portrayed such
learning. Good Luck and Good Fighting! (who has the gall to want to win!)—you artillery organizations did not exist.
know exactly what you intended to do with
3.0 Notes on Play each order you wrote and know for sure Note: Throughout these rules, the terms
that both sides are playing thatway. Always “Brigade” and “Regiment” can be used
3.1 Use of Loss Charts (o your ordersexactlythe way they  interchangeably. The design uses both
| recommend the encasing of Loss were intended. regimental and brigade sized units
Charts in clear plastic report covers. Write 3.2d Comments on the Workloadand ~ depending on the raw numbers of men
on them with overhead projection markers. Number of Orders per Turn. Some players available in each battle simulated.
react to every change on the battlefield by
3.2 Playing Solitaire issuing new orders (which indicates an §_0 Gieneral Game
The Command System lends itself inability to make comprehensive plans ora
readily to solitaire play. In fact, its use desire to retain the god-like ability given Concepts

generates a more interesting and enjoyablgPlayers in other games). These playersendg 4 The Word “Unit”

solitaire game. The following section gives udeith'ta huge mESST(r)]f conflictinlg ort(rj]ers For simplicity, the word “unit’in these
a few guidelines for playing this system and Wnlers cramp. There are aiso tose ¢ refers to any leader, infantry, cavalry,
solitaire. who seem to think they need to record the

functi f tin th Both or artillery combat unit, including
Players who are reluctant to try the functions of every unitin the game. Both g0 jnnsand detached batteries. A “unit”

command rules in a solitaire situation can QTZUPS are q(ljlite Wrotng. ”r]] m?jtbcam represents anything which is real on the
play the game completely without them. ?hr er, per Srl] ‘lﬂx fper urrghou the mtore battlefield—as opposed to game
But, these players will not know what fun than enough. In facne-every-other-turn . e 001 oo kers which are not.

they are missing! might be more like it. Your plans should be
3.2a Gaming by Remote Control. desi_gned to last more tha_m afew turns and
Playing this system solitaire has the feeling 0 withstand a degree of situational change. 5.2 Retreat Rule

of setting the armies into action by remote N other words, make plans that are Any time a combat result calls for a

control and then letting the game play out OPerational in level, not in the realm of retreat, theowning player must execute

for you—in other words, you set them into Minor tactics! the retr?at ina relal”tlvgly straight line in a

motion and enjoy the show. Since the player  3-2eMinor Decisions. The handling o locally ™o the rear” direction. Doubling

has little idea of when orders will take things like rally, fire combat, straggler back and other “game tricks” are not

effect, for how long, or in what future recovery and the actions of units within allowed.

context they will be set against. the their orders and command radii should be

interaction bgtweentheordersgissueéinthedone in a manner that is “equivalenty 5.3 11..66 Dice Rolls

game will be impossible to predict and can €ffective.” This means that you should play These rules use “sequential” dice rolls

lead to numerous interesting situations— each side without bias and according to thefrequently. These require two differently

such as when your attack is almost ready tobest tactics you know. Do not endeavor to colored dice. Roll them and read the result

take an objective and it fails its Corps ‘Setup mistakes’ to take advantage of, or as follows: The red die is the first digit, the

Attack Stoppage check. play a side with less than effective play. At white one the secor(d red six and a white
3.2bCommanding Both Sides and the the lower levels, play occurs in the same four would be 64).

Orders You Send. Send the orders to each Manner as in most board wargames when

side separately and do the best you can withPlaying solitaire—letthe command system @ @ UJnits
each. There is no requirement to try to Setupthe‘odd’ circumstances; handle units

forget what you did with the other side— in @ straight-forward manner. 6.1 Troop Units

the goal of the command systemisn'tlimited These units are combat
intelligence; it is limited flexibility. The 4.0 Scale P==-| formations ofinfantry, cavalry,
only thing you should do (for each order) is AB/1 and artillery. They have a

Each hex equals 200 yards. Each day- .
to ask yourself one question: *Did I write {jmg tym represgnts 30 mi)r:utes, each nigil\t B facing and one or more

this order because of, or to take advantage, : formations available. They are
' urn one hour. The vertical scale between . -
of, an order | wrote for the other side?” If subject to the stacking and morale rules.

the answer_ls yes, do r_10t send the order._ If Infantry and cavalry units are brigades

the answeris no, send it. An example of this o regiments. Regiments will be used as 6.2 Leaders

is: During side A's turn, the player orders a ;e a5 possible to give infantry units of These unitsrepresentindividual

major flank movement. The incorrectaction 54nd 2,000 men each. Artillery units are leaders (named on the counter)

would be, during side B’s turn, to issue and a small staff escort. Leaders

orders to counteract that flank move. of infantry is 150 men. A cavalry point is fulfill important command and
It is much more fun to use only the morale functions. They have no

contours is 30 feet.
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facing or formation and do not count for of squares is the unit’s current fire level. 8.0 Turn sequence
stackingin any way. They do notadd to fire Keep the markers (if any) under the unit -
combat in any way, but might become current as the Loss Chart requires changes8=1 Outline Sequence of
casualties if their hex receives certain fire To indicate the Fire Levels applied to Play
results. Extensions, place the appropriate B or ¢ First Player Turn

Marker under the Extension marker, unlest command Phase

6.3 Markers the parent is capable of supporting A-size Order Issue
Note that markers do not have facing, (OF 1arger) extensions (in which case, n¢ Corps Attack Stoppage Checks
formation, or stacking restriction. Markers Marker is needed). Initiative Order Determination
only indicate specific unit conditions and Delay Reduction
do not suffer fire combat or morale results 6.7 Morale Markers New Order Acceptance
themselves. These represent a stack’s curren
morale staténot to be confused with the
unit’s permanent morale, as printed on th
- counter). Place the Morale Marker atop al
Detached Artlllery the units in a hex. All of the stack’s units
Markers have that marker's morale state. A hex ca
These representthe expansion of troophave only one morale marker.
units to take up more ground space. They

suffer fire combat and morale resultsinthe 6.8 Gun Point Markers

same way as their parent units. These are numeric markers tha

Detached artillery markers allow epresent the number of gun points i
players to divide their artillery units up into

i
Movement Phase

6.4 Extension and P
Fire Phase

hCavalry Withdrawal Segment
(Non-phasing player only)

Non-Phasing Player Fire Combat

Phasing Player Fire Combat

- = artillery units. Place these markers undey
smaller gun units for specialized tasks. 4 appropriate unit Rally Phase
' Straggler Recovery
6.5 Fire Levels Rally

7.0 General Course
f Play

: Cavalry Recove
Infantry and cavalry units measure y Y

strengthin fire levels. Use fire level markers ©

to mark fire levels under the unit counter Second Player Turn

only when the unit isbelow an A fire
level—any unitwithout a fire level marker
isassumed to be atleast an Afire level. The
fire level markers, marked B and C, serve
a function similar to numeric step markers
used in other games.

Artillery units use the different “gun
point” system described later.

6.5aFire levels range in order (from
smallesttolargest) C, B, A, AB, AA, AAB,
and AAA. A unit's starting full strength
appears on its counter. In some games,
specific scenarios may call for units to start
with reduced strengths. In those cases, find
the unit’s starting strength on the loss charts
after marking off its casualties.

6.5bWhen deploying into Extensions,
remember that one A=2Bs, one B=2Cs and
one A=4Cs. Therefore, an AB that extends
line intotwo different hexes would have a
B in each of the three occupied hexes.

6.5cThe lack of a marker represents
the A or larger fire level. Since this is the
maximum fire level which can effectively
fire out of a hex, that is all the information

A “game turn” is a sequence of steps

The Second Player Repeats the abovg

for

outlined in “the sequence of play” (Se€
8.1). Each step can involve one player o
the other according to the terminologyj
“phasing” and “non-phasing.” The
“phasing” player is the one whose playe
turn it is; the “non-phasing” player is the -
other. Each player has his own distinct 8.2 Narrative Sequence
portion of a turn, and the roles of phasing Of Play
and non-phasing player switch according
to the present player turn. At the sequenceFirst Player Turn
of play’s end, advance the turn marker. Al Command Phase
actions must take place according to the
sequence of play. O Order Issue

In the roughest sense, play proceedsThe phasing player generates orders, paying for
as follows: The first (phasing) player— each with his available Command Points. He
generally the French—conducts his then logs these orders on the Order Log Sheet
Command Phase. There he issues any nevand notes their arrival times. See 10.1.
orders, checks orders for acceptance, and O Corps Attack Stoppage Checks
makes any initiative attempts. Next, the Any of the phasing player’s corps that received
phasing player moves his units and cansmall arms fire or artillery fire from a range of
engage in “Close Combat” (infantry two hexes or less or were charged by cavalry in
charges) or Cavalry Charges. After the the previous turn, while carrying out an attack
Movement Phase ends, the Fire Phaseorder, must check to see if the attack continues.
occurs. This is divided into a Non-Phasing See 10.3.
Player Fire Segment and a Phasing Player O Initiative Order Determination, if

L his units.

Game Turn End Phase
Game Turn Marker Advance

needed for most play purposes. Check theFire Segment. First the non-phasing player desired.

loss charts to get exact strengths when Fireconducts his fire combats; then the phasing The phasing player can roll for any of his leaders
Levels are a concern (such as for stacking,player does the same. Upon the completionto obtain initiative. Leaders who successfully
and Close Combat Odds calculation, etc.). of the fire combats for both players, the obtain initiative accept orders as desired. See

phasing player checks his units for rally 10.2.
6.6 Loss Charts and and cavalry recovery. The second player O Delay Reduction
Fire Level Markers

then becomes the phasing player and repeatgheck any orders in delay status to see if their
) the above. At the end of this process, thedelay ends. See 10.1f.
Each player uses his Loss Charts to turn ends and another begins.
keep track of losses. To the left of each set
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O New Order Acceptance 8.3 Close Combat a. Casualties, stragglers and wrecked
Roll to see if orders delivered this turn are conditions.
accepted, delayed or distorted. Subsequence . b. Orders, order delivery, or plans.
A) Attacker enters the enemy occupied

hex at the cost of movement into the hex
plus an additional 2 MP cost.

Movement Phase
0 Movement -
The phasing player checks his units for correct ~ B) Defender Fires, apply losses and gpignal: Players can only examine enemy
command radius. Phasing units can now moveStragglers to the attacking units. stacks at or within 12 hexes of a friendly leader
and conduct Close Combats based on their ~ C) Attacker Fires, apply losses and 4 \yithin that leader's LOS.
movement abilities, formations, and order Straglg)kztstafc?kgecizfceknsdl\lﬂn(?r;2Iti?.required
restrictions. Skirmishers can be released and '
reattached. Cavalry Charges are resolved. SelP rétreat combat ends. _ _ 10.0 Command and
11.0, 16.0, 23.0, and 24.0. E) Defender checks morale, ifrequired Control
to retreat combat ends. . .
. These rules strive to be realistic but not
Fire Phase See 20.0. F) Use the Odds Table if the above overpowering. They embody simple concepts
?h(?ziar;)cl)é (riqnudstﬂ;gtrceoaTgsg ;—25 loser from and make the game play in a way that simulates
: reality. Players can play these games without

Playerscan examine enemy stacks. OR,

O Cavalry Withdrawal Segment (Non-
phasing player only)

Non-phasing, non-Blown, cavalry adjacent to the command rules (Exception: always use
enemy units can withdraw. Withdraw the 8.4 Cavalry Charge Command Radius, see 10.5a).
cavalry 6 hexes. The cavalry it Blown  Subsequence 10.0aHQ Units and Leader Positioning.
because it performs this action. To do this, the A) Attacker announces charging stack Corps HQ units are corps’ administrative hubs.
Cavalrymust be adjacent to enemy units. and target hex. More specific HQ rules follow, but a few points

_ _ _ B) Square formation attempts. must be given first. Divisional leadarsist be
Design Note:The purpose of this phase is so C) Recall Attempt (if desired) stacked with a unit of their division at the end of
that cavalry can retreat away from enemy D) Move the charging cavalry toward €Very friendly Movement Phase. Corps leaders
infantry formations prior to being destroyed 5 into the combat hex (execute a Reactionhave no such requirement. Tmplement a
by fire. Charge if it triggers one along the way) ~Newly accepted order (even those from

E) First the defender rolls for fire initiative), the corps leademust at least
0 Non-Phasing Player Fire Combat  compat or cavalry attack. Apply losses. momentarily enter his corps HQ's hex. The

(Defensive Fire Phase) Then the Attacker does the same againstinstant the leader “touches base,” implement
The non-phasing player can fire all of his o gefender. the order—in other words a leader with a new
eligible units. F) The Defending hex checks morale, Order could “touch base” as the first thing in

U Phasing Player Fire Combat it forced to retreat, execute the retreat andmovement and this would allow the corps to
(Offensive Fire Phase) the charge continues with steg.  function on its new orders in that tuiote:
The phasing player repeats the above for hiSOtherWise, go to ste@. Upon accepting an order, the lead®rst make
units. G) The Attacking stack checks morale, his way to his HQ to implement it. Army

if forced to retreat, the charge ends. Go to commanders send orders from themselves to

Rally Phase stepl. the Corps HQunit, not to the leader, except

O Straggler Recovery H) Follow-on Attack, if any. (See When the sender and receiver are in the same
Units can attempt to recover stragglers as Peng4 1, step H) hex. The receiver can accept such “In-Person
21.2. Erase recovered stragglers from the Loss ) Cavalry units involved ina Cavalry Verbal” orders (using the Acceptance Table)
Chart. Charge (as attacker (in any case) or defendefight away, but that leader’s units cannot begin

0 Rally (if a DG or worse morale result occurs)) actingonthe order untilthe leader enters the hex

The phasing player converts all Shaken (Sh) st hecome blown and withdraw 6 to 12 Of his own HQ. The army commander is, of
units to normal, Disorganized (DG) units t0 peyaq (owning player's choice of distance). course, completely free to do what he wants (he

Shaken, and checks to see if Routed (R) units isin charge after all!). The army HQ has no real
recover to DG or if Blood Lusted (BL) units function other than to mark its location.
revert to normal. The player can choose to not8'5 Square Check
rally routed units if he desires. See 25.5. Subsequence Example:Council of War
O Cavalry Recovery Segment The hex’s top infantry unit makes al To illustrate the above rule, let's say that the

The Phasing player can attempt to recovermorale check applying all appropriatg player moves all of his corps commanders to|the
cavalry which has become “blown.” “Blown” morale modifiers. If the unit passes th¢ hex containing the army commander. This action
Cavalry has charged in an earlier phase andcheck (i.e. the result is normal or Blood does not require any orders. Once his
must take time to recover both its formations Lust), all the eligible units in the hex entell subordinates are there (i.e. in the player’s next

and horses. See 24.2c. square formation. Ifthe check fails, execute Command Phase), the army commander bepins
the Morale Table result. Iftthe Morale Tablg belting out orders as fast as his Commgnd
Second Player Turn resultis Blood Lust, the stack forms squarg Points allow. These orders are all “in-person,
The Second Player repeats the above for hisand is also Blood Lusted. verbal” in nature and subject to the best charjce
units. at acceptance (given the ordertype). The orders
9.0 Fog of War are delivered at the instant they are written.{In

Game Turn End Phase
0 Game Turn Marker Advance

the subsequent New Order Acceptance Phpse,
the corps commanders attempt to accept their
orders. For the sake of argument, assume aJl of

To increase the simulation’s reality,
keep the following secret:
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them but one do so. The commanders whicExample:Order Writing
have accepted their orders then ride back The following are acceptable orders. Each was written with the minimum required dgtail:
to their commands. Even though the ordegr:
have been accepted, each corps will not“Take your corps and move down the Battery Road to the Walled Farm. Then sef up a
function until the corps commander entery defensive line facing north.” (Non-Attack)
his HQ’s hex. Note that he need not stay
longer than move through the HQ's hex. | “Move via the Chateau on the Green Road to attack the enemy in the vicinity of the Big Hill.
What about the guy who got a delay?| Attack to capture the Big Hill.” (Attack)
As he rides back to his corps HQ, assuming
it takes a turn or more to make the trip, el “Move across the ford to the area south of the Big Hill, report to 2nd Corps HQ and gwait
can attempt to reduce the delay. Even if|h¢further orders.” (Non-Attack)
reduces it while en route, the orders still o
not take effect until he enters the HQ'’s hex| “Attack along the Red Road toward the Big Hill. Assist 3rd Corps in capturing the Big Hill.”
(Attack)
10.0bCommand Methods. In general,
the command system works as follows:| “Move into position alongside 3rd Corps, advance with them to cover their flank.” (Attack)
The army commander uses his Commang
Points to generate orders. The player writes“When 2nd Corps attacks, attack to capture the Blue House and cut the Big Road from
these on scratch paper and records them qrenemy use. When you get there, set up a defense straddling the Big Road facing jnorth.”
the Order Log. The orders take time to| (Attack)
arrive at the receiving corps HQ. Upon

arrival, the player checks for their
acceptance. The orders could be delayed,

distorted, or accepted. Once accepted they  The general sequence of events is aselements. In person orders are always oral.
mustbe acted oningood faith, evenifgamefg|iows: The player has a number of Aides can deliver oral or written orders. In
conditions change. At the corps and command Pointavailable based upon his addition to affecting the order’s cost, these
divisionallevels, leaders can cancel or self- Army Commander’s Leader Rating. The factors also influence the speed of
issue orders using Initiative. Over-use of pjayer uses these points to pay for orders heacceptance.
initiative invites the “loose cannon” rule  produces. Orders cost points dependingon ~ 10.1b Order Costs. Players write
which could causea disaster, so use tneijr structure and delivery method. Write orders using Command Points. Each army
initiative sparingly, and never as asubstitute the order on scratch paper (the order sheetcommander possess a certain number of
for the regular order system. and record it on the order log (a sheet of Command Points based on his leader rating
10.0c HQ Units. HQ units share |ined notebook paper). The player calculateswhich are given on the Command Point
characteristics of markers and combat units.the arrival turn, according to the distance Table. Order costs appear on the Order
They have the same movement fromthe army commander to the receiving Costs Chart. Determine an order’s cost by
characteristics as leaders, do not count forcorps HQ, and records it on the order log. the point total of its selections from the two
stacking, have no combat ability (they are on the arrival turn, he checks the order for categories (Method and Type). Each
not capable of being fired upon orintaking acceptance. Once accepted, the order iscategory must have only one selection. The
step losses), and remain unaffected byjmplemented the instant the corps full allocation of Command Points is
morale results (HQs inastack whichretreats commander re-enters his HQ’s hex. Leadersavailable each turn. Command Points
can do so with it at the owning player's jthout HQs (such as divisional leaders) cannot be saved from turn to turn and are
discretion). They never check morale on jjmplement orders instantly upon wasted if unused. Order costs must be
their own. HQs which are overrun (have zcceptance. payable with the player’s remaining
enemy units enter their hex) are not 10.1a Order Structure—Type and  Command Points. A player can write any
destroyed, but displace to the nearestpethod. Each order must be classified as number of orders in a turn provided he has
friendly stack. In the following turn, the gjtherAttack or Non-Attack. An Attack  sufficient Command Points available.
displaced HQ's entire command must grderis one requiring movementto, into, or 10.1cOrder Format and Writing. Write
execute an Emergency Corps Retreat anthround areas of enemy control or tacit your orders in any manner with which you
do a Straggler Check. (Emergency Corps control (e.g. a gap) EVEN IF it will NOT  are comfortable and understand. The order’s
Retreatloes notapply to Army HQ units.)  require combat. An Attack ordeallows  written content can be as detailed, or as
HQ movement s dependent on their corps’ offensive combat. A Non-Attack order is  brief, as desired provided the player can
orders. HQs cannot move without orders to gne that does not fit the conditions of an interpret his own orders. On the order log,
move. If a corps has orders, the HQ can attack order anddoes notallow for  all orders must have an order number (their
movefreelywithin them—orders covering  offensive combat. Be sure to remember line on the order log) and information giving
the HQ itself ar@otnecessary. Army HQs  10.1h: Actions which do notrequire orders. the sender, receiver, order type and time
are not constrained by orders. Method refers to the order’s physical sent. Attack orders also require a start time
structure, i.e. either written or oral and to be or signal, a general movement direction or
10.1 Orders delivered either by an aide or in person. All path, and areasonable limitto the operation.
Orders are the command system’s game orders are written on paper, but the The player can skip writing the start time or
heart. Players prepare orders as instructiongplayer can choose to issue “oral” orders sosignal for such orders—if no such specific
to the corps as to what they are to do. Anas to expend fewer Command Points. detail exists in the order, the order must
order isnot a hex by hex movementrecord. Players canassemble their orders as desiredyegin immediately upon acceptance and
Its wording is the same as that of historical as long as they assign each of the abovemplementation. “Open-ended orders”
orders. (Attack west!) are not allowed: they are too
vague.
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10.1d Order Records. Record orders  D6. Each requires a successful roll on one4 0.2 Initiative
on the Order Log (lined notebook paper). die to remove. Remove the delay on a roll
The Order Log’s function is to remind the equal to or greater than the number of the
player when to check for acceptance and todelay. Once the delay is lifted, the order is
give a concise listing of that order’'s accepted. handles initiative orders like any other,
acceptance variables. The order log should Distortion. Distorted orders are except that they do not cost Command
be a well-organized and efficient order completely misunderstood and are Points to create, do not need to be delivered,
record which can tell at a glance what eliminated. and are automatically accepted. Corps
orders are accepted, delayed, canceled, or 10.1gFollowing Orders. It cannot be leadersmust make a trip to their HQ to
are on the way. overstated that orders must be followed aSjmplement these orders as well. In the case

10.1e0Order Delivery. Orders can be originally intended, even though game ¢ |o0se cannon, the enemy player moves
delivered by an aide orin person. In-person circumstances may change. These represeng, o corps leader into the HQ's hex, so that
delivery can only occur if the sender and wartime orders in a society influenced by 5 ¢oot dragging occurs.
receiver are in the same hex. In-personnotions of glory and honor which seem
orders are received the same turn they arequaint today. Players should never rethink
sent. For orders to be delivered by an aide,their orders to find loopholes which allow s5,es new ones.
do the following. Calculate the number of themto “get away with” something. Orders 10.2b Initiative orders must be
movement points a leader would expend can be followed with a modified degree of ¢,1owed like any other order.
traveling between the sender and theenthusiasm (so as to avoid disaster), but 10.2¢ Only Wing, Corps, and
receiver's corps HQ. Divide this number their intention, scope, or original purpose piyisional leaders can use initiative. The
by 10 and round up any fractions. The should not be altered. Players unable tOArmy Commander can only issue formal
result is the number of turns the order will cope with the responsibility and honesty ,.qarc Furthermore, in one turn, only one
take in transit. Add this number of turns to this rule requires should play without these |oqer carattempt to get initiative for a
the current turn to determine the time the command rules.

Unless specifically prohibited, leaders
can use initiative to cancel existing orders
and/or acquire new orders. The player

10.2aA leader’s successful initiative
roll simultaneously cancels old orders and

given formation. Therefore, if a divisional

order will arrive and record it on the order 10.1h Actions which do not require leader rolls for initiative, the corps

log. orders. Many game functions do notrequire, ~;mmander can roll only for histher
10.1f Order Acceptance. Acceptance  or need be mentioned in, orders. These areyivisions. If the Corps Commander rolls

is a measure of how quickly the receiving 1. Officer movement and functions first, divisional commanders under him

leader reacts to the new orders. Upon 2. Fire, Close Combat, Straggler -snnot roll at all.

receipt, orders may be accepted, delayedRecovery, and Rally 10.2d Getting Initiative. First,

for a period, or distorted. 3. Artillery functions determine the number bfitiative Pointsa
The Acceptancgrocesds as follows: 4. Movement, facing and formation

. . S leader has available. IPs equal the Leader’s
Using the Acceptance Table, calculate the functionsnot requiring the movement of a Rating + any Anti-Initiative Ratings which

Acceptance Number according to the line corps HQ affectthatleader. Use this total to determine
above the table. Use this Acceptance 5. Cavalry Charges (regular or | nichcolumnto use onthe Initiative Table.
Number to determine the table column Reaction) Roll two dice as an 11..66 roll. The table
used.Roll two dice as an 11..66 roll. The 6. Skirmisher release, movement, and
resultis the order's acceptance state; recordreattachment.

this on the order log. Note that even if the

order is instantly accepted, it does not Note: Once a corps HQ is in position,
becomemplementedand usable until the it is literally “bolted to the ground” and  |oaders can be given anti-initiative ratings
receiving corps commander touches basecannot be moved without new orders, i ihe game rules to limit initiative use. If
in his HQ'’s hex. initiative, or an emergency retreat. HQS qna are given, the assumed value for all

canmove along freely during the execution |aaders is 0. A leader's anti-initiatives
Do not make the Acceptance Table dice of an attack order or other orders which omain in effect even if he becomes a

roll for an order until the order is delivered. require movement—but are again bolted to casualty (his replacement “inheriets” it) or
the ground when those orders are fuffilled. g ¢ map.

Delay. A delayed order is subject to _ 10.2fInitiative-Based Orders. Initiative
some foot-dragging or preparation before 10.1i Pre-Set Orders. These orders only bypasses the normal acceptance
action. Once delayed, an order becomesrepresent the commander’s initial plan of procedure. Players must still record and
accepted by rolling one die per turn. The action for the battle. They are not required, faithfully follow initiative-based orders.
phasing player makes this “Delay Reduction but an excellent player could win the battle | oaqers can assign themselves Divisional
Roll” during subsequent Command Phaseswith these orders alone. The player writes gais in this way. Initiative cannot be used
starting on the turafter the Acceptance andlogsthese orders before the game beging; issue orders which have not yet arrived
Table produces the delay result. and can make any number of them without . \\hich are in a delay status—only for
Alternatively, initiative or the receipt of regard to Command Points. These orderSjiterent orders. An “iron-clad” rule to
anotherglifferentorder can canceladelayed are accepted before the game begins. Most.,yer all potential variations on this theme
order. The receipt of any new order scenarios give historical pre-set orders
(accepted or delayeddutomatically players can use to recreate the actual
cancelsany pending orders (D4, D5, D6), battle—these can be used as is or modified
but leaves a previously accepted order inbefore play as players desire.
place until the new one is accepted. Three
types of delay are possible: D4, D5, and

result will classify the roll as No Effect,

Initiative or Loose Cannon. If a leader

becomes a*“loose cannon,” see 10.2g below.
10.2eAnti-initiative. Corps and army

would be impossible to write, and players
are advised to lookinto the rule’s “spirit” as

opposedtoits literal interpretation. A player
must sometimes look into himself to

determine the purpose of the order he
desires.
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Example:Order Logging and Acceptance
The player made the following entry into his Order Log:

Order Number
1

Arrival Time
10:00

ReceiverSender Type Method
Davout Grouchy Attack AW

Status

This order will arrive at Davout’s HQ at 10:00, from Grouchy, and is an aide-written Attack order. Such an order costs 1AdBaints
to write.

Inthe New Order Acceptance Segment of the 10:00 turn, the player notes that order number one arrives and can be cloegktadder
Davout is rated a 4 and Grouchy is a 1. The dice roll on the Acceptance Table will be made on the 3 column. Two dice®re rolle
of 25 gives a result of D5. The player marks “D5” under the status column for order number 1.

In the next turn’s Delay Reduction Phase, the player rolls one die for this order. He rolls a 6 which means the delaydthscbdeamd
the order is accepted. The “D5” under status is erased and an “A” for accepted is written in. As the first thing during rhdYavoer

makes a quick trip to move through his HQ’s hex and implements the newly accepted order. Davout's command can nowaxecute this

10.2g Loose Cannon. The “Loose
Cannon” concept recreates the historical
tendency to avoid excessive initiative.
Whenever a leader rolls for initiative and
the resultfalls into the Loose Cannonrange,

he becomes a Loose Cannon. Upon the

leader's becoming a loose cannon, the
owning player must notify his opponent of
the fact. The opposing player now issues an
order to the affected force for them to move
for one turnin the direction of his choosing.
The owning player conducts the actual
movement, but must follow the orderissued

by the enemy. This order cancels any orders

the force might have had. The movement

can be an attack, retreat, or any other type

of activity. The owning player must follow
this order with a reasonable amount of
gusto. This does not mean the command
must wreck itself in futile Close Combats,
etc., only that a reasonable amount of force
be applied in execution. The opposing
playercannotorder the unit to attack other
friendly units.

Example:Getting Initiative

Let's say Ney wants to get initiative. He hj
a rating of 2 which gives him 2 initiativj
points. Napoleon has an anti-initiative of -
1 which reduces the initiative points to aj1.
To get initiative, Ney must roll an 65 or §6
on two dice. If he manages to roll a 21 pr

s

D

the 1 column of the second table by cro
indexing 3 divisions in corps with O wrecked
divisions. Since the leaderis a 3, the secqnd
table tells him that he must roll a 3 or moie
'to pass. He does this handily.

ES-
10.3 Corps Attack
Stoppage

Corps Attack Stoppage represents a
attack’s failure in the attacking
commander’s mind. He is, much more tha
the player, reluctant to push the attack t
the last man.

10.3aFor any command executing an
Attack order, beginning with the Command
Phase following the first turn in which any
attacking units were fired on by infantry or
artillery from two hexes or less, or charged
by cavalry; the command must make
Corps Attack Stoppage check. A playe
cannevervoluntarily fail a Corps Attack
Stoppage roll.

Several turns of blood bath later, we firld
the same corps with all three of its divisions
wrecked and the corps commander on his
way to discover the miracles of Napoleorjic
medicine. Thistime thefirsttable generates
a column 4 for the corps (3 wreckg
divisions, plus 1 for the commander, crog
indexed with 3 divisions in the corps).

q

The second table generates arequired d
roll of 11 or more (Column 4, the new cory
commander is a 1), which the player fail
Had this roll been required at night, h
would have had to roll no less than a 14

two dice—in other words, he wouldn't sta
fa chance.

Procedure:

Make this check on the Corps Attack
Stoppage Table. Cross index the number
wrecked divisions in the corps against the
total number of divisions currently in it 10.3b Results of Corps Attack

(i.e.,countattacheddivisions). Thgiginal - gyonnage Checks. If its commander passes

corps commander, if killed, wounded, or e check, the corps continues to attack. If
reassigned to a higher command during theyg tails, the corps must stop the attack and
game, counts as an additional wrecked 55it new orders. The owning player must
division. This number indicates the next retreat the corps HQ a minimum of 6 hexes

table column. Cross index 7th's number g, its current location. After this retreat,
with the current corps leader’s rating. The o corps HQ cannot move again until it
number then found is the minimum roll on receives new orders or executes an

two dice needed to pass the check. emergency retreat. Regardless of whether

less, he becomes a loose cannon.

In another situation, assume Ney blows 1i|5
roll (he rolls a 63). St. Hilaire, one of hip
division commanders, now wants to ge
initiative for his division. However
according to 10.2c, St. Hilaire is unable {o
try this turn (since Ney tried for the entife
corps) and must wait until next turn. If we
assume the player tries St. Hilaire on tha
turn, and he blows it, the player would Ipg
unable to use Ney to get initiative for $t
Hilaire's division.

t

the corps HQ retreats, all the corps’ units
must move to at least three hexes from alll
enemy units at the end of the turn during
which the Attack Stoppage occurs. The
Corps units begin to functionormally
after these initial conditions are met.
10.3clf wing formations exist in the
game, check the game rules for any special
conditions which apply Corps Attack

. Stoppage to these command structures.
Checking the Corps Attack Stoppage Table,

the player determines that he must roll ¢n

Example: Corps Attack Stoppag
Procedure

After its first turn in combat with infantr
or artillery at two hexes, an attacking cor
must check for stoppage. The corps hag 3
divisions and none of them are wreckegd.
The corps commander is fine. He is ratg¢d
asa3.
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10.3dDivisions of a corps operating

; . 2 Brigade Note thata given bri
on the map before the arrival of their corps Army P DivgB m?fée%?xgwfznmg%a i
HQ make Corps Attack Stoppage checks Commander e 1 Brigade 2y o the orps H).
normally except that corps size is ‘ Division " pi/’g

Commander B

i i ivisi \ i ; Note orders are notissued
TR R o RS
g T L e T R | ccepted by the cops
10.3eDivisions acting on Divisional o e
Goals or which do not have corps affiliation lgg)s Corps
must roll as outlined in 10.3d, as a corps Arty . Corps
ot 3 Brigade  Art
consisting of one wrecked or not wrecked DiVA -~ y
division. Any Corps Attack Stoppage by ———> Atorwithin 8 MP's of Corps HQ. 1 Brigadsg

the parent corps has no effect on divisions e ALor vithin 4 WP’ of Corps s 7 DIVA
acting on Divisional Goals—they continue Divsion Commander. - Commander c DIVISI%n A
R Commander may be anywhere on the Map, COommander

their attack and roll Separately' but he must enter his HQ's hex before ahy - (Stacked with one of his brigades)

newly accepted orders (incl. initiative) can R

be implemented. be .
10.4 Emergency 2 Brigade
Ret t Command Radii—This is the correct way to interpret Div A

etrea the relationships between the parts

Without orders or initiative, a corps or
wing can execute an “emergency retreat.”
The formation must be under a threat of radius of their division commander and/or division commanders of their corps—even
being surrounded or destroyedr a corps HQ, inwhich case they can move andif on a Divisional Goal. If the artillery
command might have an emergency retreatfight as desired as long as they do not meets one or both of these requirements, it
forcedon it by having its HQ overrun. The violate the spirit of the current corps orders. is within command radius and functions
judgment of when this is appropriate is in The second is the use of Divisional Goals normally.
the owning player’'s hands (except in the which frees units from command radius.
latter case). Units doing so immediately 10.5a Command Radius. Check C. Command Radius and Order
acceptorderstoretreatone turn’smovementcommand radius at the beginning of the Acceptance. When a corps implements
to the rear—that is, the corps HQ must Movement Phase. No unit can move orders, divisions and other corps units
retreat from 6 to 14 MPs, with other units intentionally (with the exceptions noted within the HQ's radius must immediately
following asthey are able. The exactnumber below) outside this range. Calculate actuponthe orderswhichthe corpsreceived.
of MPs retreated by the HQ is inthe owning command radius distances in leader If a division is out on a Divisional Goal or
player’s hands; other units need only move movement points. In counting movement is coming on as a reinforcement, it must
S0 as to remain within command radius— points, use only those hexes a friendly maintain its current orders until it is within
which might mean little or no retreat for leader could move through. The points the Command Radius of its Corps HQ—
some units. The player can use (or not use)involved depend on the echelon of unless the orders are changed using
roads, etc. as he wishes. Remember, thicommand involved. Units that are expected initiative or an order is accepted from the
retreat is a controlled command everutt to be within command radius, but are not, Army Commander.

a rout. Upon completion of this one turn’s must expend all their available movement

movement, the formationvgithout orders:  points to reenter radius each turn until they 10.5bDivisional Goals. A Divisional
any it had (accepted or in delay) when the do so. Goalisanorderto conduct atask or mission
retreat was called are lost. Further A.Brigadeto Division Radius. Brigades  given a division (or cavalry brigade) which
Emergency Retreats can be conducted ifmust always be at or within 4 MPs of their allows it to function beyond normal
the formation’s safety is again threatened. division commander. For a brigade with command radius.

The same emergency corps retreat rulesExtensions, only one hex of the brigade A unit following a Divisional Goal is
and conditions also apply to independent line need be within range. exempt from normal command radius
units or those under Divisional Goals. B. Division Leaders, Artillery Units to (distance to corps HQ for divisions, distance

Allinfantry units withintheretreating Corps HQ Radius. At a range of 8 MPs or to division commander for cavalry
formationmust roll on the Straggler Table less from their corps HQ, these units and brigades).
at the conclusion of the move. Cavalry their subordinates function normally. The Division, corps, wing, and army
units are exempt from this requirement. command radius can extend a maximum commanders can assign Divisional Goals.
The direction of an emergency corps distance of 8 MPs between a corps HQ to aCommanders can assign goals to their
retreatis not affected by the standard retreatdivisional leader anthena further 4 MPs  cavalry brigades or artillery units. You can
rule (5.2) since itis a voluntary movement. to a brigade from that division leader—this assign goals when the appropriate leader
also applies to artillery units of the same (i.e. one that is in the unit's chain of
Army HQs are exempt from Emergency corps as the division commander. Units command) stacks with the division

Retreat. need not be within any required range from commander (or actual unit, in the case of a
the army HQ. cavalry brigade or artillery unit). Divisional
10.5 Below Corps Goals are usually assigned using initiative.

Important: Artillery units in a corps are in  The army commander, however, can send
Command a“‘_’ contro'_ the proper command radius if they can them directly to a division commander like
Two methods exist for controlling 506 g MPs back to the Corps HER if ~ any other order. A division’s own

units below the corps level. First, units oy can trace the 4 MPs back to one of thecommandecan*“self-assign” a Divisional
must generally remain within the command
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Goal using initiative. Lastly, Divisional

accepted by the corps from the army

commander.
Divisional Goals created by initiative

Cavalry units can exit command radius “Skirmish” formation.
Goals can be assigned as a part of ordersluring their movement to a charge.

11.0 Formations

Cavalry has one voluntary formation,
their “Combat” formation. Cavalry also has
an involuntary Blown status.

Artillery can be limbered or unlimbered.

are automatically accepted when given and Cqmbat units can adppt one of se_veral
can be acted onimmediately. Those sent agormatlons, each with its own uniqu
orders from the army commander must advantgges and drav_vbacks._ Infantry ha
undergo normal order acceptance. Goalsthree different form_atlt_)ns of its own and
sentas orderstoindividual cavalry brigades can also detach Skirmishers. ArtlIIery_ha i
or artillery units use a receiver rating of 2. two. Cavalry has one voluntary formation

Jotdown Divisional Goals so they can ?ut 'St. aIsoBlsubJeEt tg an |3\/Holunr':ary
be properly followed. ormation—Blown. Leaders and HQs hav

A Divisional Goal must be followed ° particular formation. No L.mit can ever
until: have more than one formation at a time.
Voluntary formation change occurs only
during the Movement Phase.

11.0a Formation change costs,
movement allowances, and terrain
movement costs are different for various
formations. The Movement Chart gives the
specifics. When units have different
movement allowances in different
formations, count expended points
proportionally.

Routed units have no formation at all.

Columns: Note that French Infarjtry
always uses Mixed Column Formation af its
column and other nations always use regular
column. This difference affects Firepoywer
and target mods only, both types of colimn
move the same.

S

11.2 Effects on

Movement & Facing

Each formation type has its own
Movement Allowance on the Movement
Chart. Line formations cannot use bridges,
but can use fords. Units in Column, Skirmish,
or Limbered formations and all cavalry can
use bridges at no additional cost. Unlimbered
batteries and units in Square cannot move,
and can expend MPs only to change formation
or facing.

A) the division reenters command
radius and the player wishes to remove the
Divisional Goal and revert back to normal
corps orders,

B) the Divisional Goal is changed by
initiative,

C) the division is issued another
Divisional Goal by an appropriate source,

OR . L
D) the division fails an attack stoppagel : , When a unit changes formation, it must
check. Example: Proportional Movement Costs| do so with the same facing (Exceptions,

An infantry unit moves along in columph Limbering and Unlimbering Artillery can

formation (which has an MA of 8) expending freely rotate facing 180 degrees atno additional
five MPs as it does so. It then changes|toMP cost, also see 11.6e).
Line (which costs another MP). This unjt

has expended 6 MPs of its 8 (leaving 2or 4 4 .3 Effects on Fire
25%). In its new formation, it has a MA qf
.Combat

5.25% of 5is 1.25which roundsto 1, sot
Certain formations cannot conduct fire

unit has one MP remaining in its ne  canno \duct 1l
formation. combat and others are limited in their abilities
to do so. These restrictions are given on the

11.0bMost formations are shown by Formation Effects Chart.

the side of the unit counter facing up
(Column vs. Line, Limbered vs. 11.4 Effects on Morale
Asrecorded on the Morale Table, certain

Units attacking under Divisional
Goals must always check for Corps
Attack Stoppage as “corps of one
division” with the divisional commander
counting as a corps commander would if
he becomes a casualty.

Artillery units can be given
independent Divisional Goals OR they car
“tag along” with any division of their corps
which has Divisional Goals of its own.

10.5dndependent and Detached Units.
Certain units in the game are listed as
“independent.” Independent units are never
bound by radius restrictions, and never
need ordersDetached unitspn the other
hand, have their status determined by the
player. A player can detach divisions to the
control of other corps. The army
commandemust issue arorder to the
owning corps commander to detach a
division (with instructions about which
corps the division will become assigned
to). Once detached, these units function
normally as part of the new corps to which
they are assigned. Generally, only divisions
can be detached and they must be detache
as a whole. Cavalry brigades can be
detached from their parent divisions and
reassigned.

10.5dCavalry Charges and Command -
Radii. Cavalry Charges are exempt from 11.1 Available
command radius restrictions. Note that this Formations To create a Skirmisher, place a Skirmish unit
is adifference frominfantry Close Combat, Infantry units can adoptLine, Column, in the same hex as the releasing unit (at the
where attacking units are required to remain gng Square formations. Infantry can detachbottom of the stack), and “X" off one
within radius restrictions at all times. skirmishers. Skirmish units are always in Skirmisher Box. Once placed, the Skirmish

unit can move freely with its remaining MA.
Skirmisher release does not cost MPs.

v

Unlimbered, Cavalry Combat Formation
vs. Blown, etc.). Some formations require formations receive morale modifiers.
an additional marker to designate them. All
units under such a marker (such as Square)
are in that formation.
11.0c National Effects. There are a

number of “National effects” listed among
the various Charts & Tables. Specifically,
these are the French and Non-French
versions of Skirmisher and Column
formations. These are meant to bring out
the superiority of French tactical doctrine.

11.5 Skirmishers

Infantry units in any formation
can release skirmishers. Routed
and DG'd unitscannot release
Skirmishers. Exceptwhen routed,
Skirmishers arealways in ‘Skirmish’
formation. Skirmisher morales are given on
the Generic Morale Values Chart (French
. . . S .~ Skirmishers are Bs, all others are Cs).
A further Increase in th_ls_detall IS I'Ste_d "N Skirmishers have a full-strength and reduced-

7.0b, regarding the mixing of f(_)rmatlons_ strength side.

etween a parentandits Extensions, andin™= 1) 5-pejeasing Skirmishers. Units with
1_1'5h’ where French Skirmisher doctrine unmarked boxes on their loss charts under
gives some advantages. “Skirmisher” canrelease Skirmishers. Release
Skirmishers during the Movement Phase.
Some units have more than one Skirmish box.

X
X
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Design NoteThe strength of aunitdevotqd Charges)—the charging cavalry must then movement requirementto be “bottom when
to skirmishers has already been taken putchange its target hex to that hex (it dose notadvancing” or “top when retreating” if they
of it. Essentially, the skirmisher box itsglf matter if this hex is further than the normal desire and feel comfortable with the
represents these men. That way, release otharge limits (three hexes) but does  definitions.

a units skirmishers does not move a unit matter if the terrain precludes cavalry B) Changing Stack Position.
closerto becoming wrecked simply becatisecharges—in that case, the charging playerSkirmishers can freely change their stacking
it exercised its training. can select any hex adjacent to the original position from the top to the bottom of their

target hex as the target of the charge). Suctstack during the friendly Movement Phase,
11.5b Skirmisher Restrictions. aretreatends the Skirmish unit's movementbut are restricted in their ability to move
Skirmish units can never move further than if it occurs during the players Movement from the bottom to the top. A Skirmisher
2 hexes away from a friendly unit (which Phase. cannotchange from the bottom of its stack
need not be the Skirmisher’'s origina to the top when adjacent to one or more
parent). Should a Skirmisher end up outside Design Note The ability of Skirmisherstp enemy units.
this range (through morale results), it mugt retreat one hex in an attempt to “out rur}” C) Effect of Position on Fires. Only
move back within range during the nex{ acavalry charge allows them the chance to Skirmishers at the top of their stack can use
friendly Movement Phase. Skirmishers ar¢ dive into a hex protected by terrain or unjts their Fire Points. Skirmishers at the bottom
unhindered by Command Radius limits| capable of forming square. They need this of a hex can only fire if there is no non-
Skirmishers can never conduct a Closg ability if safety is close—otherwise itis tpo Skirmisher infantry units in their hex OR

Combat attack unless stacked with a nonj-easy to dice them up. the infantry which is there has only a C Fire
Skirmish infantry unit. (See also 11.5h fo Level to use. While occupying the top
Specialized Skirmisher restrictions.) If a Skirmisher is not alone in the hex, position of their stack, the Skirmishers can

but is stacked with other unit types, all be the onlyinfantry to fire from their
Important: Skirmisher firegannotgenerate  defending units must accept the Close stack. EXCEPTIONSErench infantry in

the flank/rear fire and morale modifiers Combat or Cavalry Charge normally. Column can fire in addition to any
themselves. In other words, to acquire the Skirmishersintheir hex. Als8kirmishers
benefits of a “flank shot,” a non-Skirmish 11.5fSkirmishers on top of a stack of can firein addition to other infantry units

unit must provide the actual flank fires. non-Skirmish units. If a player places any in their hex if theyoccupy a walled farm,
Skirmishers atop a stack of other units, the town, or Redoubt hex

11.5cSkirmisherLosses. Skirmishers  following apply: D) Position and Close Combats or
take only casualty losses from the Fire A hex containing Skirmishers never Cavalry Charges. At the instant a Close

Table. They never suffer stragglers. If a receive the Fire Table column shift modifier Combat’s or Cavalry Charge’s target hex
Skirmisher takes a step loss, flip the counterfor Skirmishers unless the hex contains combat is to be resolved, move any
over to its reduced strength side. If already only Skirmishers. Skirmishers in either the attacking or
reduced, eliminate it. The top non-Skirmisher, non-artillery defending stacks to the bottom of their
11.5dRecovering Skirmishers. At the unit in the hex takes any required straggler respective stacks. While Skirmishers might
end of any friendly Movement Phase, a losses and makes the hex’s morale checknot be able to fire (according to rule C),
unit can recover any Full-Strength The owning player distributes the required they do count for Odds Table strength
Skirmisher stacked with it, provided the casualties between the units present in thedetermination regardless of their position
recovering unit has at least one markedhex. (See also 11.5h for Specialized in their stack.
Skirmisher box. Reduced Strength Skirmisher stacking rules.)
Skirmishers cannot be recovered directly— 11.5g Combining Skirmisher Units. 11.6 Squares
they must combine with another Reduced Skirmishers can freely combine and break Infantry units form squares to
Strength Skirmisher first (so as to become down at any time during the Movement sz | protect themselves against
Full Strength). Phase, with no movement point penalty. |x X cavalry.
On recovery, remove the Skirmish Two reduced Skirmishers combine into a | Xm0
unit and erase the mark in the unit’'s full strength unit, and one full strength
Skirmisher box. Skirmisher b_rea_ks down into two reduced Square. Only infantry units in Line,
11.5€eRetreat Before Close Combat or strength Skirmishers. In all cases, the Column, or Extension can form Square.
Cavalry Charge. Skirmish units which are affected units must be in the same hex. G and Routed units cannot form Square.
not stacked with other unit typeanretreat 11.5hSpecial Skirmisher Restrictions. Cavalry may neither form square nor shelter
before Close Combat. Retreat is not The following special restrictions control ;, another unit's square. Artillery and
required. When the Phasing player movesthe use of Skirmishers with respect t0 gyirmishers cannot form square, but can
adjacent to a Skirmisher, he announces hisstacking: shelter inside a square in their hex.
intention to Close Combat and enters the A) Stack Positioning. A Skirmisher £y tansions form square independently of
Skirmisher’s hex normally, paying the +2 can only be at the very top of its stack OR iair parent. When the stack’s top unit
MP cost. The Skirmisher canthenretreat 1the very bottom. When released, successfully forms square, all infantry units
hex. The Skirmisher can retreat into any Skirmishers begin stacked at the bottom of ;, he stack enter square.
adjacent hex which is neither enemy their stack. While moving, Skirmishers 11.6bHow to form Square. Units can
occupied, nor the one from which the enemy always enter each new hex as the bottomg,, Square when either targeted by an
unit entered. A Skirmisher can make any unit and can only restack if rule B allows .16 unced Cavalry Charge (regular or
number of these retreats in a phase. them. (The concepts of top and bottom Reaction), whenever enemy cavalry moves
Skirmishers can also retreamte hex  applyonly in hexes that contain other, non-
to escape from a Cavalry Charge (regular skirmisher units.)Optional: Players can
or Reaction: see 15.2g for Reaction refine the “always go to the bottom”

11.6a Units which may form

at or within 3 hexes (given a clear LOS)
even if a charge is not declared AND/OR
during regular movement as a normal
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12.3 Effects on

formation change. In the case of Square O The following have all around frontal
formation changes not during regular Combat facing (facing of counter still shows center hexside
movement, each hexmakes aSquare Check ~ One A fire level OR one full strength  for movement purposes):
independently—the top “Square capable” (or two reduced strength) Skirmish unit
unitmakes a check accordingto 8.5. SquareAND 5 Gun Points can fire out of one hex Skirmishers (when not stacked with other unit
formation changes occurring as part of a (given the additional rules about types), Any units (not routed) invealled farm,
unit’'s regular movement do not require a Skirmishers in 11.5h part C). Also, the town, or Redoubt hex, andSquares
Square Check, but are instead handled likemaximum number of Fire Points that can
any other normal formation change. be generated bigfantry from a single hex O The following have all around flank/rear
11.6c Squares and Morale Results. is the value given for an A fire level (in facing (facing of counter still shows center hexside
Squares ignore any one-hex retreat resultotherwords, B+C cannot be greater than A for movement purposes):
applied to them. Squares must execute two-due to unit frontage). This total includes all
hex retreats normally, and must change hexsides through which fire takes place. Limbered artillery , andRouted units.
from Square to Column formation when The same limit applies to Close Combats.
they do so. If an Extension is forced to Only the hex’s top unit is the target of fire O The following have no facing antb not
retreat, it “drags” its parent normally (or combat (Exception: artillery units can pay the facing change MP costs:
vice-versa.) Any unit so “dragged” leaves engage enemy artillery selectively
Square, enters Column, and becomes DG regardless of the target’s positionin astack.) Leaders (including HQs), and AlMarkers
11.6d Units protected in Squares. The top target unit provides any applicable

When a hex forms square, all Skirmisher modifiers to the fire combat for the target 13.0bApply the flank fire modifiers to the
and artillery units in the hex are protected stack. Fire and Morale Tables if at least one non-
by that square. Skirmishers drop to the Cavalry can affect combat with up to  Skirmisher attacking unit has its fire entering via
bottom of the hex’s stack. Protected artillery an AB strength. a flank or rear herr along the hexside dividing
fires normally, butis considered to be inthe front from the flank/rear hexes.

Square. Skirmishers fire as per the 12.4 Effects on Morale

restrictions in 11.5h. The top non-artillery, non-Skirmisher 13.1 Changing Facing

11.6e AJ—M ing Back from Square. unit (if any) in a stack provides the morale 13.1aGeneral. All units (even Skirmishers)
When a unit returns to Line or Column ¢, that stack’s Morale Checks. If no such must pay 1 MP per hexside of facing change (see
formation from Square, it can be placed in it occupies the hex, use the actual topexceptions in 13.1b and 13.1d). Facing can be
any facing position after the formation nit The top unit is also the basis for the altered at will at the end of any required retreat
change cost is paid—with no additional yqqorted morale modifiers affecting the with no MP cost. Otherwise, facing can only be
facing change MP costs to do so. stack. Stacks can have but one morale statehanged by expending the necessary number of
. marked with amorale marker atop it. When MPs (EXCEPTION: See the Road Movement
12.0 Stacklng units in different morale states stack at the rule in 13.2c) during the friendly Movement Phase.
Stacking is placing more than one unit €nd of movement, or anytime during a
in a hex. Stacking limits are enforced at the retreat, they adopt the worst morale state of
end of any phase containing movement or the new stack—this rulgoesnot apply to Frontal Eire Arc of Unit
retreats and at the instant of a Close Combafmomentary stacks created during
or Cavalry Charge resolution. Units may movement.
temporarily over-stack during their
movement. Stacking is enforced for each 12.5 Effects of Over-
side independently during the conduct_of Stacking
Close Combat and Cavalry Charges, i.e.

hsid tack up to the stacking limit When discovered, an over-stacked hex
ceach side can stack uptothe stackinglimitS;s - treated as follows: The stack

Note that fires along the
boundary between the front
and the Flank/Rear hexes,
say from hex A or B, are
considered to be Flank/Reaf
shots.

Unit as Firer

in the hex. ; )
automatically becomes DG'd. If already _ , _
1 e A shot is determined to be either
. e DG'd, itis routed. Overstacked hexes mugt Frontal or Flank/Rear depending on
1 2 1 Restrlctlons on A i . the hexside crossed to enter the hex )
= be broken up in the next available friendly accordsing to this diagram. Unit as Target
Stac klng Movement Phase- ROUted units may move Facing_, Frontal and Flank Hexes for three hex facing units when facin

No more than three A fire levels and ©ne hex to accomplish this. Repeat as 2hesde:
10 gun points, plus one full strength Needed. Frontal Fire
Skirmisher can be in a hex at one time. (See

also 11.5h for Specialized Skirmisher 1 3.0 Facing

handling rules.) All units must be aligned so as to

“face” a hexside or hex corner. All units in
12.2 Effects on a hexmust face the same hexside. Facing
Movement defines the stack’s front and Flank/Rear.
13.0aFormation affects facing in the

f0”OW|ng Way31 A shot is determined to be either
0 The following have the standard frontal or Flank/Rear depending on

the hexside crossed to enter the hex
aCing: accordsing to this diagram.

Unit as Firer

Units may move as a stack as long as
each unit's movement allowance and points
spent remain independent of others in the
stack. Stacking and unstacking have no

effect on movement or MP costs. Stacks ) o ) Facing, Frontal and Flank Hexes for three hex facing units when facin
. . Line, Column, Skirmishers (when stacked with a hexcorrer.
can be rearranged at any time during a

) other unit types)Cavalry (Combat Formation
player's Movement Phase. and Blown), andUnlimbered artillery .
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Given the needed MPs, a stack can re-face g
number of hexsides in one hex. EXCEPTION
Units of both players executing a Close Comb
or a Cavalry Charge can readjust facing free
at the end of that action.

13.1b Artillery Special Rules. At the

moment of formation change, Artillery can

freely change facing 180 degrees witho
additional MP costs. Furthermore, unlimbers
artillery can expend MPs to change facing.

Ut
d

13.1cHexside vs. Hex Corner. A unit can

In the Shaded hexes, no Morale
Check is required to launch a
Reaction Charge.

In the White hexes, a Morale
Check must be passed before a
Reaction Charge can occur.

Reaction Charge Zone of a Cavalry Unit.

change from a hexside to a hex corner facing at

no Movement Point cost (provided the hex

corner is at one of the two ends of the hexside

the unit is currently facing). It costs 1 MP to

switch from a hex cornerfacing to either hexside .

facing attached to that hex corner.
13.1d About Face. A unit (any type or

formation) can rotate 180 degrees at the cost o
1 MP. See also 13.1b which allows artillery, at
the instant of formation change, to do this for

free.

13.2 Effects on

Movement and Combat
13.2aUnits can normally movenly into

Units can never start or end road
units must face a hexside.

is occurring within a hex (as in Close

units are trying to enter a Close Combat or
a Cavalry Charge target hex. The movement
or formation change activities of a unitand
its Extensions generate Opportunity fire
separately.
15.1cUnits are fired upon with the

facing and formation they have at the instant
the fire is generated—before OR after
formation change whichever the firer
prefers. Furthermore, a withdrawing unit
can avoid presenting its rear as a target
when pulling back out of a zone by applying
the “double the MPs” cost to move via a

movement when facing a hex corner, suchnon-center front hexside (see 13.2a).

Otherwise, the exit attempt will cause a

13.2dExceptinthe case where combat flank-shot as well!

15.1d Only those guns whose Close

Combator Cavalry Charge resolution), units Fire Zone is being violated can fire—but a

fan only fire through their frontal hexsides.

14.0 Zones of
Control

gun can fire any number of times based on
what zone violations occur. Resolve the
fire normally—to include Morale Checks.
Moving stacks which become DG'd or
Routed execute their required retreat and

No unit in this series has a Zone of mustceasanovement for the phase—even

Control. There are no effects, special fires,

if they had MPs remaining. If these units

or restrictions of any type for being adjacent were attempting to change formation, the

to enemy units. See also Opportunity Fire,

hexes through their center-front hexside (i.e. 15.0.
the hex directly above the counter’s top side

when it faces a hexside). A unit facing a hex 1

corner can move into either frontal hex as ___ -
desired. A stack could move into anon-center- Fir@ & Reaction
front hexside (no facing change is allowed

when doing this) but the hex’s MP cost i

S

5.0 Opportunity

Charges

doubled (e.g. a hex normally costing 1 MP 15.1 Opportunity Fire

would cost 2 MPs to enter). Retreats are not

15.1aEach artillery unit has a “Close

formation change still occurs.

15.1eOpportunity Fire has no effect
on a unit’'s ability to fire in a later Fire
Phase.

15.1fUnits executing required retreats
never trigger opportunity fire. Only
voluntary movement out of a Close Fire
Zone (etc.) generates these fires.

15.1g Square formation during a
Cavalry Charge or Reaction Charge

affected by the facing of the stack and a stackFire Zone” that consists of those hexes in sequencevill generate Opportunity fires.

can freely reface at the end of a retreat.
13.2bA unit or stackcannotmove into a

the unit’s fire arc which arat or within 3
hexes Naturally, the establishment of a

If this occurs, momentarily interrupt the
charge sequence, execute the Opportunity

hex in which it does not have the MPs neededClose Fire Zone hex requires that facing, fire, then follow through with the charge’s
to reface the same direction as the rest of theformation and Line of Sight allow fires.
units there. Either the player must reface the

final stack so as to make sure all units face theunit attempts texit a “Close Fire Zone”
same way, or he cannot finish building the OR attempts to change formatiwaithin a
stack in one phase—he will have to wait until Close Fire Zone, the artillery units making
he has enough MPs to move into the hex andup that Zone can fire at the violating unit o

reface properly.
13.2cWhen moving along a roaignore

facing change costs. When the unit finishesImportant: These fires occur when a unit
moving along aroad (either because itis finishedattempts to move (or chargm)t of a Close

completion.

15.1bWhenever amoving or charging

stack.

Design Note If you set all this up so that it
works right, the poor slobs trying to form
Square will get sliced by artillery fires
(with the Square target modifiers...) andl
then be shattered by the coming cavalry-
welcome to the world of Napoleoni
combined arms!

moving or it is to beginning off-road Fire Zone—NOT movementfrom one hex
movement), automatically face the unitdirectly to anothewithin a given Close Fire Zone.
forward along the road down which it was Formation change attemptithin a Close
moving with its center frontal hexside being Fire Zone incur Opportunity Fire.

the next road hex it would be able to move into Involuntary retreats are exempt from these

15.1h Facing change, alone, never
generates Opportunity fires.

15.2 Reaction Charges

15.2aReaction Charges occur when

while moving along the road. In the case of fires entirely. Movementoutof LOS within  units (including moving units, charging
road junctions, this may mean the player hasa Close Fire Zone is also counted ascavalry, retreating units, etc.) attempt to
his choice of facings. This automatic facing “exiting” the zone for this purpose.
change occurs without cost and the unit can

then expend MPs to change facing further or

already facing along the road.

to

leave the “Reaction Charge Zone” of un-
Blown enemy Cavalry. Thd&keaction

Resolve these fires as they happen.Charge Zonef a cavalry unit includes all
continue to move as the player desires. When &Resolve the firelseforethe stackis allowed hexes 1 to 3 hexes from the unit which are

stack first enters a road hex, it must spend MP<go leave the Close Fire Zonelmefore the
toreface along the road in the direction it wants formation change is completed. Fires are cavalry’s hex. A reaction charge can occur
to move to take advantage of the above, if notgenerated normally even if the moving (at the charging player's discretion)

in any directionAND in the LOS of the

whenever an enemy unit attempts to exit
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any of these hexefs (wh;]ether trc]) Ieavehthe 15.2f Facing changrj]e, alone, never 16.2 Terrain Effects on
zone OR to move from hex to hex within generates a Reaction Charge.

it). Execute the Reaction Charge in the hex 15.2g Cavalry which conducts a Movement

the unit is attempting to leave—not in its Reaction Charge vs. a Skirmisher unitwhich As per the Movement Chart, each hex
destination. However, regardless of the retreats as per 11.5e is placed back into its2nd hexside feature in the game costs a
number of applicable hexes triggering original hex and isiot blown. A cavalry ~ Va&rying number of movement points. A
Reaction Charges exited during a Cavalry unit can execute any number of Reaction M0ViNg unit must pay the total cost unless
Charge executionpnly one hexof the  Charges of this sort in a single phase and!SiNg the “one hex movement” exception
charge which fulfills the above can trigger never become blown because of them. ' 16.1e. . )

a Reaction Charge. (In other words, a | 16523'? I'I“OV_'”gtrl:n't Cadn’ Useﬂ:o_la_ﬂs
Cavalry Charge canonly haseeReacton  46.0 Movement only when Tollowing the road's path. The

Charge made against it duringits runin.) A . unit pays the road movement cost and
Reaction Chargecannot be launched During each Movement Phase, the ignoresother featuresin the hex or hexside

against an enemy Reaction Charge. phasing player can move his units. Each crossed.
15.2bUnits and leaders which wishto UNit c&n move as many or as few hexes as  16.2bA hexside feature that must be
conduct a Reaction Charge together mustdesired within the unit’s movement crossed addsits costto that of the hex being

be stacked togetherwhenthetriggeroccurs.auowalnce and other restrictions. entered.

The Reaction Charging stack must passa,, . . 16.2c Units cannot enter or cross
Morale Check (normal result or better, roceaure: prohibited hexes or hexsides. Units forced

using the top Reaction Charging unit's Move each unitindividually or as part to do so are destroyed.
morale) ifitis to conduct a Reaction Charge °fStackmaintainingitsrunningmovement  16.2dForest hexes affect movement
outside its frontal arc. No such Morale POINt allowance as it expends movement if they contain forest symbols any part of
Check is required if the Reaction Charge is PN Movement mustfoliowacontiguous the hex.
in the stack’s frontal arc. path through the hex grid. Units may move 16.2€A unit crossing a hexside which
15.2cAll other regular Cavalry Charge in any direction or set of directions, _but is both an elevation change and a S|0pe. or
rules apply to Reaction Charges as well— MUSt always be in only one hex at a time. extreme slope pays the movement point
including the full Cavalry Charge Procedure . cost of the most expensive of these features.
(24.1) (with the exception of Recall 16.1 How to Move Units  They are not cumulative.
attempts—Reaction charges cannot be 16.1aDuring his Movement Phase, a 16.2fTree Borders ha_ve no effect on
recalled). The facing restrictions for charges player can move all, some, or none of his movement costs. They exist only for LOS
are loosened up so that every hex in theunits as desired. purposes.
Normal Charge Zone can have a Reaction 16.1b Use Movement Points to L
Charge applied against it. calculate movement. Each unit expends16.3 Restrictions on
15.2d Opportunity Fires (15.1¢an movement points for egch hex entered or Movement
be applied against a Reaction Charge.  hexside crossed according to the Movement
15.2e After resolving a Reaction Chart. Keep a running total of movement
Charge, the originally moving unit can points a unit expends while moving. If a
continue to move or charge (if able to do unit's movement allowance changes
so) with any remaining MPs it might have. according toformation, calculate movement
The resolution of the charge does not expendpoint expenditures proportionally and round
any of the moving unit's MA—except that fractions of .5 or more up, round fractions
points might need to be expended to changeof .49 or less down.
formation back from Square... 16.1c Each unit has a Movement
Allowance (MA), based on unit type and
Important: While the execution of a formation, given on the Movement Chart.
Reaction Charge uses the full Cavalry This is the number of movement points
Charge Procedure (as per 15.2c), theavailable to the unit in one phase. -
foIIOV\%ng is true: The(ReaEtion Char)ging EXCEPTION: Cavalry units can expend 1 6'4_Re|“f°rce_ments_
Cavalrymust become blown at the end of their entire MA and still complete a three Reinforcements arrive at the time and
the procedure, but if the target is regularly hex Cavalry Charge. entry area listed in the arrival schedule
charging cavalry, the target becomes blown 16.1d Movement allowances are during the player's Movement Phase.
only if it has a morale result of DG (or completely independent of each other and Players cannot delay, ignore, or redirect
worse) applied to it because of the Reactionexpenditures of one unit do not affect others. _relnforcemen_ts inany way. They canarrive
Charge—otherwise, the original charge Movement points and allowances cannot !N any formation.
continues. Note that even during the be transferred from unitto unitor saved for ~ Move reinforcements onto the map as
resolution of a Reaction Charge against afuture use. if they were in along column extending off
charging cavalry target, the Reaction 16.1eA unit starting the movement the map from the entry hex out.
Cavalry is the “attacker.” The original phase with movement points but having Should an entry hex be blocked by
charging cavalry becomes the “attacker” insufficient MPs to enteanyadjacent hex ~ €nemy units, reinforcements enter
once more after the conclusion of the canalways movenehex. This move must —according to 1.1e.
Reaction Charge—provided the charge did not be into or through prohibitive terrain,
not end. or into a Close Combat.

16.3a Units may not enter enemy-
occupied hexes except to resolve Close
Combats or Cavalry Charges.

16.3bOnly friendly units may move
during the friendly Movement Phase.
Enemy units could be forced to retreat as a
combat result or might conduct a Reaction
Charge; this is not movemeper seand is
resolved immediately.

16.3cSee 13.2 for the effects of Facing
on Movement.
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17.0 Extensions

“Extension” enables large infantry unit
to bring more firepower to bear by deployir]
battalions into adjacent hexes. Extensi
markersliterally move out from their paren
unit (or back again). Extensions behaxactly
as any other combat ueixcepthat at the end

of every phase they must be adjacent to thei
parent with their arrow identifying the parent.

—_|] 17.0aExtensions have the sam
S facing, formation, movement
- morale, rally, combat ability and

target characteristics of any othg

unit. An Extension has the sam
Morale Rating and Wrecked status as its parg
As long as both players understand whi
Extension belongs to which parent, the “arrg
restriction” does not affect the facing of g
Extensionin any way

17.0bExtensions musthave the sal

formation as the parent (exception: each art¥
of a multiple hex unit can indpendently be |n
Square). Extensions are created with the same

ai

facing and remaining MA as the parent,

few extended line possibilities—all of these are legal.
hese are not all the possible ones, only some food for thought.

AB/1

thereafter keep track of these itenms

independently.

17.0c Generate Extensions at any time
during the Movement Phase and do so within ‘ ‘
the parent's hex—it is up to the Extension to Separate an Extension from its parent, the

17.2b When two-hex retreat results

have enough MPs remaining to be able toUnit's non-retreating portion (to include all

move out from that hex.

17.1 Restrictions on

Extensions
Only infantry units with at least a B fire

units in that stackinust also displace far
enough (usually one hex) to maintain

losses, the brigade can use the extra MPs.

18.0cTo gain a second set of three
MPs, roll on the Straggler Table again. No
unit may gain more than this total of six
MPs by Forced Marching.

19.0 Line of Sight
(LOS)

Line of Sight (LOS) determines
whether two units can see one another. In
response to player feedback, the LOS rules
presented here are both very simple and
very abstract. For that reason, if you prefer
a more detailed LOS rule, feel free to
embellish these rules as desired.

19.1 General Rule

The map’s hexes are color coded by
elevation level. A hex’s level represents
the hex’s center elevation. Determine LOS
from one hex’s center to that of another.
Features under this line could block LOS;
features not under it will not. The elevation
of a hexside is midway between that of the
hexes it connects, if they are different.

19.2 Determining LOS—

Three Cases

19.2aCase 1: Always UnBlocked. If all
terrain between the firer and target hexes is
at thesame or lowerelevations than the

displaced unit has its morale state worsenedfor Shadows (19.2c) are not met—then the

by one level. The Extension cannot “circle”
the parent to avoid causing displacement.

level can generate Extensions. Skirmish, Artillery under the unit forced to displace

Cavalry, and Artillery units cannot do so.

has no effect on this requirement. Artillery

Large units can generate two Extensions. Noin the displacing unit's original hex must
unit can ever have more than two. ExtensionLimber and displace with the rest of the
markers can never extend or stack with otherstack.

Extensions. Fire levels must be evenly divided

17.2cAfter subtracting losses, apply

between the parent and any Extensions—withany required reduction in fire levels to the
any excess in the parent’s hex. No Extensionunit as a whole, and divide remaining fire
marker may ever exist without at least a C fire levels evenly among the parent and its Order to see a lower hex (or the inverse).
level. With the exception of Squares, Extensions. Ifthe unitnolongerhasenough Note that the elevation level musbp to

Extensions must have the same formation asstrength to support the Extensions it has, & lower level (than the obstacle, that is)

the parent.

17.2 Effects of
Extensions

17.2aMorale results affect only the unit

eliminate one or more Extensions until the
unit can support the remainder.

18.0 Forced March

Forced March is a method of

LOS is UnBlocked.

19.2b Case 2: Always Blocked. If any
terrain between the firer and target hexes is
at ahigher elevation than the higher of the
two, then the LOS is Blocked.

19.2cCase 3: LOS Shadows. This case
only exists when the conditions in the
diagram on page 16 are met. It is the case
which occurs when a high endpoint attempts
to pear over an intervening obstacle in

between the obstacle and the high end point
for these conditions to exist. If these
conditions exist, use the effects listed in
19.2d. Otherwise the LOS is UnBlocked.
19.2d Effects of Shadows. Each
obstacle gives a LOS Shadow of three

or Extension actually checking morale. If any increasing unit speeds; the cost is in hexes. If the lower end point hex is at or
part of an extended unit is routed, the entire additional stragglers.

unit must collapse into the parent’s hex and the

18.080nly infantry in column and not

within three hexes of the obstacle (count
hexes begining with the first hefter the

entire stack is routed. When Extensions areDG’d or Routed can Force March. Units gpstacle which would be the first hex of
reabsorbed, follow the usual rules regarding must follow roads for the entire Movement gjevation drop connected to the obstacle—
stacking of units with different morale states Phase in which they use this rule.

(see 12.4).

18.0b For one set of three (3) extra
movement points, make one roll on the
Straggler Table. After taking any straggler

as per the Shadows Diagram, below), then
that hex is within the Shadow and the LOS
is Blocked (regardless of the direction of

the LOS).
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Shadow in effect (if any) as indicated in these cross-sections.

« Each stack represents one hex.

« Each Verticle Box represents one level.

« Cross-hatched Lines represent hexes in Shadow from an observer in the far left hex.

« “X” indicates actual obstacle hexes. this fire point total along the Fire Table’s top and
Where no Shadow is indicated, there is none. Remember, these are represenative examplgs of the modify it based on the Combat Table Modifiers list
gtf)intg(-:log:{gr:ﬁtstagv\(’)g\h/e%fimples which work. The three hex Shadow distance may only have a portion (total all modiﬁerg)eforeapplying them). The net

« Note the effect of ridges rising out of Shadows. modifier adjusts the Fire Table column used, not

the dice roll. The table is restricted to the columns
shown—fires shifted beyond the table are resolved

ﬁﬁ; I ;ﬁﬁ; ; ﬁﬁ; ;ﬁﬁﬁﬁ on the last available column. Resolve the fire

e e L B e combat on the resulting column. Roll two dice. The

— « — « « _cross-index between this colum_n and the dice roll

= == X = = = is the combat result. Execute this result and make

uuuk‘l&‘t&k&k uuuk‘i\‘JuL\i\ any required Morale checks.

EmE—— e Detailed Procedure Steps:

e — 1. Total the Fire Points applied to the target

e A %, using the Small Arms and/or Artillery range tables.

— « — « 2. Find the Fire Table’s column containing

— H‘ﬁh ‘ - - = the resulting fire point total. Modify this column

e | | | | o e | | || | = according to any applicable Fire Table modifiers.

RN A 3. Roll two dice as an 11..66 roll.

E—— — X N 4. Determine the result by cross-indexing the

e = dice roll with the final column.

e AW 5. Mark the unit's Loss Chart for losses or

Line of Sight—When Shadows are in effect and how to apply them stragglers incurred.
6.Onaroll ob5 or 66 one leader in the target

Design NoteThisis an admitted simplificatiorh. 19.3dUnits can always fire into or out stack must be killed. No leader is killed if there are

none in the hex; randomly determine the casualty
if there is more than one leader present in the hex.
7. Make any required Morale Check on the
Morale Table. Execute the result.
8. Change the target’s fire level, if necessary,
based on casualties and stragglers incurred.

Players can make use of the two endpgintof—but not through—Forest, Orchard,
elevations, the obstacle elevation, and theand Town/Village/Walled Farm hexes.
distances involved to generate a more accufate 19.3eUnitsthem-selves add 1/2 to the
Shadow distance. The above is an easy-tofuséevel of their hex and hexsides.
approximation, but given different elevatipn 19.3fUnits always have an unblocked
differences and assorted distances it might beLOS into adjacent hexes.

too small or large for a specific circumstange.

20.1 Fire Points

19.3 Effects and 19'4_' _v_ls_lb_lllty Fire points represent the volume of fire
Visibility is given onthe Turn Record  generated. Determine a unit's fire points using the

Restrictions Track. Itisin effectfor thattum only andis - gma| Arms and Artillery Fire Point Tables located
19.3aL OSiis always either blocked or not. the maximum range in hexes any LOS canuith the Fire Table. Total the points for all units

Blocked LOSs do not allow fire combat to extend. If no number is given, visibility is firing at a given target.

occur between the endpoint hexes. Unblockedunlimited. Visibility numbers are inclusive:

) ! e ) o Disorganized units fire at half strength. Halve
LOSs allow fire combat in both directions. LOS a five hex visibility allows rangesg to and

the total fire points of all disorganized firers and

has no other effects. including five hexes. round therrdown.
19.3bUnits are always considered to be at
the unmodified “ground” level. Modifications 20.0 Fire combat 20.2 Restrictions on Fire

(as per 19.3c) only affect potential LOS
blockages.
19.3cCertain terrain features add 1/2 to Phases and can be initiated durin 20.2aYou can split fire from a hex into as
the hex’s level. These are Forest, Vineyard, 9 many targets as desired provided no more than one
Orchard, Walled Farm, and Town/Village hexes. movement by Close_ Combats, Cava_lry A level (Or one full-strength Skirmisher), and 5
Inthe case of forest or orchard, the symbol itseIfChargeS’ orOpport_unlty Fires. In your F_|re gun points fire out of each hex.
must lie under the LOS trace. Town/Village and _Phgs_e, you can fire any of your units, 20.2bEach of a unit’s fire levels can fire only
Walled Farm hexes add if the LOS crosmes |nd|\{|dually or in groups, as permltt_ed by once per Fire Phase. Any number of eligible units
part of the hex (including its hexsides). Thesetheflre combat, range, formation, unittype, can fire in one phase. There is no limit on the
do not add to the unit elevations in a hex. morale, and LOS rules. number of units or fire levels that can engage one
Individual buildings and other minor features hex, given 20.2a above. Units which fire in the
of historical interest never affect LOS. . . - resolution of Close Combats or Cavalry Charges
. For each “?“ge‘ hex, identify all firing can fire normally in the regular Fire Phases as well.
”T"ts- On the Fire Point Tables (abo"? _the 20.2c Units can fire freely out to their
F|r_e, Table), cross reference eQCh f'f'“g maximum range, given LOS and visibility. The
unit's current fire level or gun points with max range is 1 hex for small arms and 8 hexes for
the range to the target using the table artillery.
appl?cable_to the uni_t’_s form_ation to find 20.2dA given hex can be targeted upigce
the fire pointseach firing unit generates in one fire phase—once against its artillery (if any)

|nd_|V|d_u§lIIy. Total the fire points for all 54 5nce against the top non-artillery unit (if any).
units firing onto the same target. Locate

Fire combat recreates battle between Combat
opposing units. Fire occurs during the Fire

Procedure:
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20.2eUnits can split their fires into
more than one combat, but splitting mus
occur along fire level and gun point lines
For instance, an A could split fire as twd
B’s.

20.2f Resolve fractional fire point
values on the “Less than 1” column even i
they would technically round to zero. Fireq
of zero fire pointsifefore rounding) have
no effect.

20.2gArtillery units can selectively
target artillery units regardless of the
target’s position in its stack.

t

Important: Artillery which selectively fires
upon enemy artillery (which is not on the
top of its stack) has its fire poirtslved.

20.3 Terrain Effects on

Fire Combat

20.3aThose terrain types affecting
combat are shown on the Combat Tabl
Modifiers list.

20.3b A single line of the Combat
Table Modifiers list can apply only once
per combat.

20.3cA slope affects a combatadl
fires in that combat cross slope hexsides.
any fire comes into the target hex via a nor
slope hexside, do not apply the slope benef
This rule also applies to extreme slopeq
sunken road hexsides, and redoubts.

2

f

t.

20.4 Combat Results

After determining the fire points and
applying modifiers, roll two dice (11..66
roll) to determine the combat result.

20.4aMorale Checks. Certain results
call for a Morale Check only (no casualties
or stragglers). Roll on the Morale Table fo
the top unit. “Up One” or “Up Two”
specifies additional Morale Table shift

Example:Use of Fire Points and the Fire
Table

casualties and stragglers, the unit is
wrecked. Mark a line through the unit's

In this first example, two Infantr
brigades in line are firing from two separa
hexes at the same target at range 1. All
than the A fire level, so the fire can
calculated as two As firing at range 1.

The Small Arms Chart tells us that 4

identification on the Loss Chaahd mark
one of the Division’s squares.

20.6bWhen all the squares to the left
infantry brigades have a strength greatger of a division’s wrecked line are marked,

identification on the chart.

e thedivisioniswrecked. Circle the division’s

A at range 1 provides 2 fire points, or
total of 4 for the two firers. Identify the

fire point column on the Fire Table. Rea
down the list of Fire Table Modifiers—
Regular Firers and determine if any appl
None of the modifiers apply. On the
column, the firing player rolls two dice an
gets a 46 which gives d; (1)" result. He

records one casualty and one straggler

his Loss Chart, and makes a Morale Che
That ends this fire combat.

n
a
il

d
Y.
4
ol

DIf
CK

Inthe second example, a French playef
is firing the following: From hex #1, an A
in line formation atrange one; from hex #p,
an A in column and 4 gun points (any tyq
atrange 1; from hex#3, a battery of 5 heg
gun points at range 6; and from hex #4
battery of 5 light gun points at range 8. Tl
player gets the following fire points fgr
each of these: 2, 6, 1, and 1/2 respectivgl
for a total of 9 1/2 or 10 (after rounding).
This places the initial Fire Table column at
the 10 column.

In this case, however, one of the firg
has a flank shot. This adds +3 to the fi
combat. The combat is resolved on the
column.

The player rolls 2 dice getting an 6%.
The result is a 3, (2)", giving three
casualties and 2 stragglers. The playj
then moves on to conduct the Morale Ché
against the stack, ending this fire comb

e
vV
g

y

=

B

=5

At

required.

20.4bStragglerLosses. Some combat
results give step losses due to stragglers
Apply these only to units which can incur
stragglers (namely infantry units). Record
these on the Loss Charts.

20.4c Step Losses. Some combat

results give hard casualty step losses. Thesg <« is the number of gun points destroyed

losses are permanent and (except for
artillery losses) must be recorded on the
Loss Charts.

20.4dLeader Losses. On a roll of 55
or 66, one leader in the target hex (if any)
must become a casualty. If more than one

20.5 Step Losses

Record infantry and cavalry step losse$
on the Loss Charts. Mark off these losses g
they occur and adjustfire levels accordingly]
Artillery units have no loss charts, but
instead use gun point markers under th
unit counter. For artillery, a given casualtyj

Brigade A [

Example:Use of Loss Charts

The following example shows the use
Loss charts. Below is an example brigal
and division set of Loss Chart boxes. At f

of
e
uill

strength, the brigade is an A fire level unjt.
Brigade A0 B [T Cm
Division [

After a turn of combat, the brigade tak
one casualty and one straggler. This
marked as:

Brigade AL
Division [T

B [ ClD

Note that the casualty (the cross) is plag
to the left, the straggler (the bar) is placg
to the right. The brigade is now a B fi

level unit and should be marked as such:F)n

the game map. In the following turn, t
brigade suffers another casualty. This
marked as:

B [TIM  CID

Brigade A O
Division [T

Note that the casualty forces the stragg
to shift to the right. The combination
casualties and stragglers touches t

brigade’s wrecked mark. The brigade |i
know wrecked and a box is to be marked

the division’s set, which causes the divisi
to become wrecked as well. This is sho)
as:

B D cm

player as to the wrecked condition of th
unit.

bS
is

ed
d

e
is

er

| The additional marks are made to alert the

is

20.6 Marking Losses
and Stragglers

Each brigade has a row on the Loss
Chart. Mark casualties with X’s and

leader is present in the target hex, select thestragglers with /'s. Keep casualties to the

unlucky one at random.

left of stragglers. Remember, only infantry
units lose steps to stragglers—other unit
types ignore these losses.

20.6aWhen all the squares to the left
of the “wrecked mark” are filled with

21.0 Stragglers

Stragglers are troops temporarily lost

from their units through combat stress a
exertion.

nd

Unlike permanent battle

casualties, stragglers can be recovered to

rebuild a unit’s strength.
21.0aIMPORTANT: OnlyInfantry

units suffer straggler losses. Artillery,
Cavalry, and Skirmisher units never suffer
loss due to stragglers. When a stack uses a
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top unit which is not susceptible to stragglers

take the straggler losses called for in the result
21.0b Stragglers incurred during a

by the recovery of stragglers. Divisions

eventually un-wreck their division.

A wrecked brigade differs from other

Cavalry Charge resolution are recorded asunits in that additional modifiers apply to

permanent casualties.

21.1 The Straggler

Table

The Straggler Table is only used for
Forced March attempts and Emergency Corp
Retreats—the Fire and Morale Tables inflict

their own straggler losses directly and do not movement. Units desiring to conduct Close
require a roll on this table. To use the table, Combat move adjacent to their target,
make one modified roll on one die for each expend two MPs plus the target hex’s cost,
unitaccording to its morale. Mark any straggler enter that hex, and then resolve the combat

losses.

21.2 Straggler Recovery

Units can attempt to recover stragglers
on any turn. Units that fulfill the following
conditions can attempt to do so:

a. The unit is at least 4 hexes away from
all enemy units. At night, two hexes is
sufficient.

b. The unit must have a morale state of
normal or Blood Lust.

c. The unit must be within command
radius. Divisional Goals do not negate this
requirement.

d. The unit must both be capable of losing

stragglers and have lost one or more of them.

e. The unit has not expended any MPs in
the current turn.

f. The unit has not fired or been fired
upon.

Eliminated units can re-enter play through
straggler recovery. Roll for recovery and if the
unit returns to play, place it in any hex which
fulfills the above..

Procedure:

Roll on the Straggler Recovery Table
using the row applicable to the unit's morale
rating. Erase recovered stragglers from the
loss chart.

Brigades may only recover stragglers

they themselves have lost. Stragglers cannoin BL or Normal Morale. They must enter

be combined between brigades.

22.0 Wrecked
Brigades and
Divisions

Losses (casualty and straggler) can cause

a unit to reach or surpass its Loss Chart’s
wrecked limit. A unit can become un-wrecked

it. Wrecked brigades cannot make
Cavalry Charge Attacks (Reaction or
regular). Wrecked divisions affect Corps
Attack Stoppage.

23.0 Close Combat

Close Combat is combined fire and

as follows.

Procedure:

A) Attacker enters the enemy occupied
hex at the cost of movement into the hex

plus an additional 2 MP cost.

B) Defender Fires, apply losses and
stragglers to the attacking units. Make no
Morale Checks now and ignore morale

modifiers from the Fire Table result.
C) Attacker Fires, apply losses and

stragglers to the defending units. Make no
Morale Checks now and ignore morale

modifiers from the Fire Table result.

D) Attacker Checks Morale, if required
to retreat combat ends.

E) Defender checks morale, if required
to retreat combat ends.

F) Use the Odds Table if the above

does not end the combat. The loser from

this table must retreat one hex.

One side or the other will always end

up alone in the hex. Regardless of any

remaining MPs, the Attacking unit must
cease movement after conducting a Clos

Combat. Retreats caused by Close Comba

do not expend movement points.

23.1 Restrictions

23.1d Any number of Close Combats
to absorb casualties in a fire combat result, thebecome wrecked because of wrecked unitscan be inflicted upon a defending hex or unit
topmostinfantry unitin the stack (if any) must in them. Recovery of brigades can during a phase. The defender must accept
Close Combat attacks (Exception: see 11.5¢).
23.1eResolve eacBilose Combat before
conducting other movement. Units wishing
to conduct a Close Combat together must start
the phase stacked together (except for leaders,

who can come from anywhere).

23.1fNo unit can patrticipate in a Close
Combat unless it is actually in the combat's

hex.

23.1gCalculate stacking and fire limits

for each side separately.

23.1h Calculate fire points in Clos
Combats using the “Close Combat” range
the Firepower Tables.
23.1i When the attacker enters Clo
Combatthrough aunit’s rear or flank hexsid

e
on

se
es,

the defender fires with an additional modifier.

23.1jUnit size greater than “AA” has n

Table.

[0]

additional effect on the Close Combat Odds

23.1k If the attacker must retreat, the
first retreat hex must be the one from which
the attack began. The defender’s first retreat

hex must be opposite the attacker's entry
point, or as close as possible given any enemy

units or prohibited terrain.

procedure eliminates the defending units,
attacker musstill conduct his Morale Chec
(with the Close Combat modifiers).

23.1mBL units are notequiredto make
Close Combat attacks.

23.1LIffire combatinthe Close Combat

the
k

23.1nUnits in column can conduct Close

that the attacking colungannotfire and will

Combat into an enemy hex by attack across a
bridge. Resolve the combat normally, except

automatically lose the combat should the Odds

edefender’s morale check occurs normally

Close Combat after the completion of t
combat.

Table be used. Even though the attacker
doesn't fire during the combat resolution, the

23.10Both the attacker and defender can
}reely adjust the facing of units involved in a

he

A unit canonly conductone Close
Combat in a given phase given thg
conditions below.

23.1aAttacking unitamust be either

their target hex via the attacking stack’q
center frontal hexside.

23.1b Attackers cannot violate
command radius (including the target hex)
Close Combats cannot be conducted int
hexes which have a terrain MP cost of “all”
(butsee 23.1nregarding the use of bridgeg
23.1cClose Combat attackers canno
be Cavalry, Artillery, or consist entirely of
Skirmish units. Wrecked infantry units can
conduct Close Combat.

Example:Close Combat Sequence
This example narrates a Close Combat]
showthe procedure. The details of fire com
and morale checks have been omitted.

The attacker announces the Close Com
pays the defender’s hex movement point
plus two, and enters the defender’s hex.
Skirmishers in either stack drop to the bott
D of their respective stacks. The Defender fi
first, then the Attacker. While the attacker
unable to bring any artillery along, th
defender can use his (assuming it
unlimbered). The losses and stragglers
marked on both side’s Loss Charts as e
side fires. The attacker then checks his mor

pat

bat,
Cost
\ny
bm
fes
S

D

is
hre
hch
ple.
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If he is forced to retreat, the combat ends apd Charges) can also occur during the enemy’scan decide to attack that hex as well (even if it
there are no other effects—the defender eyerMovement Phase. contains the original target unit). Place the
manages to avoid the Morale Table. Charging Cavalry into that hex. The whole
00O In the following rules, the term attacking stack must “Follow-on Attack”
Assuming the attacker survives his morgle “Cavalry Charge” refers tboth regular  together—they cannot split up. The attacking
check, the defender must check morale. If hg iCavalry Charges as well as Reaction stack can have its stacking order altered before

forced to retreat, the combat ends and the Charges. making the Follow-on AttaclRepeatthe steps
attacking units can continue to move. While OO Remember, Cavalry units do not from E throughG again against the desired
that attacking unit can no longer Close Combpt suffer Straggler losses. hex, if step F is again successful, repeat the
(this or any other defender), other units of that Follow-on Attack process, which can be done
side are free to Close Combat this hex as well.Cavalry Charge Procedure: up tothreetimes. Ifthe charging player chooses
A) Attacker announces charging stack not to continue the attack, go to step |
Now let's assume the defender also survivesand target hex. automatically.
The combat is completed using the Odds Talple. B) Units in or adjacent to the target 1) Cavalry units involved in a Cavalry

Convert the unit strength for each side usifg hex can attempt to form Square as desired.Charge (as attacker (in any case) or defender (if
the Point Value Chart, keeping in mind that Ifthetargethex’s stack mustretreatbecausea DG or worse morale result occurs)) must
strength over the AAfire levelisirrelevant, arjd of a failed Morale Check, shift the Target become blown and withdraw 6 to 12 hexes
determine the odds. Roll one die on the talplehex of the charge automatically to the new (owning player’s choice of distance).

making any applicable die roll modifiers. The hex (ignore distance issues).

Odds Table result will generate a winner arjd C) Recall Attempt: If the charging 24.1aBlown, Wrecked, or Cavalry in a
a loser. Execute the result. The loser from theplayer decides to attempt to call off the morale state other than Blood Lust or Normal
Odds Table result must retreat one hex. charge, he can attempt to do so at this pointcannot initiate Cavalry Charges.
using the Recall Attempt Table. If 24.1b All chargesmust be one, two, or
24.0 cavalry successful, end the charge and go tolstep three hexeslong—inclusive of the target hex—
otherwise the charge continues with step atthe time the charge is announced (the charge’s

Unlike its cousin 50 years later in

— . L D. length can increase due to retreats made by the

B ?\T:polgonr]\ﬁ:”(?;/r;lrycv:/\gsl avp\)/;gnt D) Move th_e_ charging cavalry one target and these extra !en_gths are allowed) and

B s combat arm. albeit one that was hex at a time until it _enters the target’s hex. be in one of t_he perm|SS|pIe charge forms as
) ’ . Execute any Reaction Charge that occursshowninthe diagram on this page. The charge’s

—:v_ fragile and easy to misuse. on the way before moving on—go to step E route and target haxust contain only hexes

A/—B/1 = Cavalry does not “fire” in the when an_d !f the Charging Cavalry makes it which costl MP to enter. During the actual

B normal sense. Cavalry attacks using to the orlglnal target hex. _ charge movement, the Cavalry cannot use roads

' E) First the defender rolls for fire orbridges. The hexes of a Cavalry Charged

Cavalry Charges: the mounted
equivalent of Close Combat. When using
cavalry defenders in addition to regular firers
use the Regular Fire Modifiers for the Fire

combat or cavalry attack. Apply losses. notbe withinthe cavalry unit's MA—a cavalry
Then the Attacker does the same againstunit can move its full MA andhen announce
' the defender. a charge. Cavalry unitannot move further
Table F) The Defending hex checks morale, afterthe charge’s completion (after the required
' . __if forced to retreat, execute the retreat andwithdrawal of 6 to 12 hexes) regardless of the
featul::;e(fiztgtejgoeﬁ?ﬁebxﬂsvrgii,nf‘(s:r;?;pt)tigigthe charge continues with step. number of MPs they have remaining (with the
. -~ Otherwise, go to ste@. exception of any Follow-On Attack, see the
iCSaZﬁgéo aDlgortr;]atlca_lly bec((j)(rjng DG|' I}‘fa unit G) The Attacking stack checks morale, Procedure above, step H).
y 0%, Iere IS No & ttional e e_ct. if forced to retreat, the charge ends. Go to 24.1cThere are two LOS conditions which
diffeétggﬁﬁiﬁgf%ég\%ﬂgges stepl. must both be fulfilled to conduct a Cavalry
' H) Follow-on Attack: If any enemy  Chargeénly requiremenB applies to Reaction

The class of a cava!ry _unlt is shown on the occupied hex is at or within 2 hexes of the Charges):
counter. These are indicated on the counter,

ith th bol Light . Charging Cavalry’s current hex (whose
with the same symbology as LIGht vs. Heavy 4o rain allows Cavalry charges), the attacker A) The Charging stackiust either have an
artillery (one or two triangles respectively) and

unblocked LOS to its target at the
have assorted movement, combat, and morale

i — beginning of the Movement PhasgR
modifiers and effects. For owners of the game = it rr?ust b(g able to move through a hex 4
Austerlitz, here are the Heavy Cavalry units & (= hexes from the intended target which
for that game (all others are considered Light): ,ﬁ> <T does have an unblocked LOS into the

e s In these “Cross-Grain” — target hex.
French: 1-1HC-C, 2-1HC-C, 3-1HC-C, 1-2HC- e e enaading, W

_ - . desired path from the i
C'_Z 2HC-C, 1c-IG two available. <“;D <C:I> <;[> B) An unblocked LOSnust also exist
Allled: 2b'de 3'Rgt1 112'1'CV <Ta’g5‘ & Facing is allowed to b tw th h i t k dth t t

8 | eterihe hox comr s he esn r(]ec r?:lrglng_s al(;_ andthe argde
— riate hexside. " exwhenthe charge itself is announced.
24.1 Cavalry Charges e

Cavalry Charges occur during the 24.1d The hexes between the
Movement Phase and can be integrated into the: charging stack and the combat hex must
MovementPhase atany time the player chooses|. Eermissiie Charoe Forme: these arthe ol paters o be empty of all units—friendly and
SpeC|a||Zed CaValry Charges (Reactlon well as any orientation of the form on the hex grid are all OK. enemy.
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24.1eTo charge as a stack, cavalry unit

must begin the phase stacked together.

24.1f Wrecked Cavalry units cannot

Charge.

24.1gCavalry units can ignore command
radius restrictions after announcing a charg
24.1h A hex or unit can be charged any

number of times in a phase.

24.1iNounitmay add its fires to a Cavalry
Charge combat resolution unless it is actuall
in the resolution hex. Combat in Cavalry

Charges occurs at Close Combat range.

24.1jRecord any straggler losses inflicted

by a Cavalry Charge’s resolution as casualt

instead. These include all stragglers from bot
the Morale and Fire Tables, including thos

resulting from Square Check attempts.

24.1kLeaders can accompany a charge.24.2 Blown Cavalry

Unlike Close Combat, leadensust start the
phase with the charging units to be able
participate.

24.1L When cavalry must execute

Morale Table result during a cavalry charge
resolution, execute that result first and then
conduct the 6 to 12 hex and become Blown

withdrawal.
24.1m Note that unless the attackin

cavalry falls out of the charge due to a Morale
Table result requiring a retreat, one follow-on pacomes

5 If no Reaction Charge occurs or the ope 25.1 Morale States
that does fails to give the charging cavalry Unlike morale ratingsmorale states
a DG or worse morale result, place the ronresent temporary conditions of confusion,
attacking cavalry into the target hex and fear or anger. A stack can have only one
exchange fires as one would in a cldse 456 state at a time. A morale state inflicted
p.combat. Have the defending hex check,, 5 stack affects all units in it. Place a Morale
morale followed by the attacking cavalfy warker atop a stack to show its morale state
morale check. (normal has no marker). Morale states are, in

order of increasingly poor performance:
y If the attacker succeeds, he can conduct up

to three Follow-On attacks against afy

o e Blood Lust—A temp-
hex at or within 2 of the original target.

orary state of high excitement.
igsAfter the Follow-on attack (if any), t
hattacking cavalry must withdraw a
e become Blown.

Normal—The unit’s

usual state.

'(?l . Shaken—Amildincrease
:§ﬁa)<eFJ in confusion and increased
Once committed, cavalry units caution.
to . . . A—
R | need time to regain their
ABI1 composure (one does need to S\ ) Disorganized—A partial
2 Bue be properly composed to bring @@ command breakdown.
to what would

dignity

otherwise be an unsightly brawl...) and ——

organization. Cavalry completinga Charge r
bed

as the attacker (regular or Reaction) or as
9 the defender (when a DG or worse Morale

result is inflicted on them) automatically _ s—
Blown. Cavalry which

Rout—A collapse of
command.

attack is allowed. That is even if the attacking successfully recalls from a charge ALSO

cavalry has become Shaken or wrecked.

becomes Blown. 25.1aEach morale state has its own effects,

Example:Cavalry Charge Sequence

This example narrates a Cavalry Charge
demonstrate the procedure involved. T
details of the fire combats, straggler chec
and morale checks have been omitted exd
where helpful to illustrate the effects of t
charge.

A stack of cavalry is moving along. At a poi
four hexes from an potential target, the movi
player announces his ability to spot a particul
hex (which allows him to think about chargin
that hex, but does not commit him to th
action). He continues to move the cavalry ur
he is in a possible charge location 3 hexes
less away from the target.

The moving player then announces a chaige

againstthe hex. The unitsinthat hex (and th
adjacent to it) can attempt to form square—|
chooses not to bother. The charging play
announces that he is not going to attempt
recall the charge.

The charging cavalry is moved one hex a
time toward the target (to give the defendi

ng
player a chanceto do his one Reaction Char ;e,25'o Morale

if he can). In this case, if a reaction charg
does occur, execute that charge immediat
at this point.

24.2a Converting to Blown Status. as given on the Morale Effects Table.

When a unit becomes Blown, flip the unit 25.1b Routed units cannot move
fo (so the Blown side is face-up), and retreat voluntarily during the Movement Phase. They
'® the unit 6 to 1Aexegnot movement points). must retreat, however, if they fail to rally (or if
KS This retreat cannot pass through or crossthe player chooses not to try to Rally them)
epfr'npassable hexes or hexsides. Bridges areduring the friendly Rally Phase and dess
€ usable. than 6 hexes from an enemy unit. Retreat the

24.2Db Restrictions on Blown Units. unit immediately until it is 6 or more hexes

Blown Cavalry cannot Charge, and has aaway from all enemy units. If a routed unit is
M different movement allowance. Blown unable to do so because of impassable terrain
'9 Cavalry cannot execute a Cavalry orenemy units, mark off all remaining strength
' Withdrawal. as casualties (not stragglers) and eliminate the
g 24.2c Recovery from Blown Status. unit. This “rout movement” is not inhibited by
a_t Blown cavalry units with anormal or command radius restrictions.
til hetter Morale State can attempt to recover

Of during the Rally Phase’s Cavalry Recovery 25.2 Morale Checks
Segment. Even Cavalry which became Make morale checks when called for by
Blown in the same turn as the Rally Phase o Fire Table, during the Close Combat

can attempt to recover. Only Phasing gqqyence, and during a Square Check. Follow

S .
jeecav_a_lry units may attempt recovery. s procedure for making the check (see 25.2¢
Individually roll one die for each Blown ¢, Biood Lust units):

Er unit on the Blown Recovery Table. If the
O nit recovers, flip it back to its non-Blown A. Find the unit's morale level on the
side. Otherwise, there is no effect and the Morale Table’s left side.

unit remains Blown.
a

B. Total all applicable modifiers.

C. Modify the row by the total modifier,
with “+” being up and “-” being down.
lywithstands the shock of combat. Each unit column along the modified row which contains
has a morale rating printed on it. This rating the dice roll and read up to the result.

is permanent and does not change during  E- Apply the column heading result.

the game. Units are rated A through E, from
best to worst.
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25.2aThe top non-Skirmisher, non-artillery
unit in a stack (if any) gives the stack’s morale
rating. Also if artillery units are selectively fired
upon in the hex, the top non-Skirmisher, non
artillery unitstill makes the morale check. 25.3 Retreats and
25.2b Artillery and Skirmisher units are
given morale ratings on the Generic Morale Moral_e St_ate
Values Chart. (Use these ratings only whenCombination
such units are alone in their hex.)
25.2cUnits that are irBlood Lustdo not

BN CMIO

Brigage A [
e

in hexes not movement points. If a unit

C. Remove all Shaken markers.

D. Convert all Disorganized stacks to
Shaken.

E. Roll for Routed units, if desired. Roll
one die for each stack; add the rating of any
one leader in the hex to this roll. On a five or
more, the stack becomes DG. Otherwise there
is no effect. If any remaining Routed stacks are

25.3aThe Morale Table givesretreats within 6 hexes of the enemy, retreat as in

25.1b.

make morale checks like other units. Instead,cannotretreatthe required hexes, due to the

roll two dice on the Blood Lust Morale Check enemy or terrain, the unit is automatically
Table. Theonly possible results are no effect Routed. (For units unable to execute

and removal of blood lust. No modifiers app
to this roll.

ly required Rout Movement, see 25.1b.)
25.3bAll units in a stack suffering a

25.2dRemove units destroyed due to the retreat must retreat the same number of
Morale Table result from play before executing hexes. The owning player can retreat the

any retreat.

25.2eAll losses from the Morale Table

stack as a whole or split it up as desired.
25.3cAt the end of its movement or

come in the form of stragglers, which are retreat (including momentary stacks

applicable only to infantry units (record these
casualties during Cavalry Charges).

asgeneratedvhile units move or retreat), a
stack adopts thworstmorale state in it. If

Example:Complete Fire Combat Procedure
What follows is a complete fire combat.

An A-stength non-French column firer takeg
shot at our brigade in square formation fro
range one. This is resolved on the 4 Fire Ta
column because of the applicable +3 modifi
An 12 is rolled which generates an Morg
Check result, requiring a morale check. O
brigade is a C morale unit and gets a +
modifier for being in Square. The B row is usg
(C row shifted up one) and a 56 is rolled. O|
brigade is now shaken. The Shaken is remg
in the owning player’s subsequent Rally Phal

Inthe next fire phase, the enemies of our brig
have become more numerous. A total of 7
points are applied against the brigade, now
line formation, which includes a flank shot. T
fire is resolved on the 10 column of the F
Table. The firing player rolls a 44 whic
generates &, (1) result. This generates tw
casualties and one straggler and is marked
follows:

B[N CMb

Brigade A [
e

such a stack then splits up, each portion of
the stack carries the new morale state with
it. Stacks cannot “sidestep” or displace out
of the way of retreating units, they must
a share the morale state of any units which
M retreat and end up stacked with them
ble (however momentarily).
. 25.3dIf a stack formed by a retreat
e exceeds the stacking limit, automatically
ur rout all units in the stack. The stack must
1 be broken up in the first Movement
ed Phase after it rallies to DG.
ur

ve25.4 Additive Effects

S€. Whenever a stack receives another
morale result, the effects accumulate as
A€o lows:

ire

n A.DG + DG =R

e B. DG + BL = Normal

e C.R+BL=SH

k D.SH+BL=BL

C;S E. On all other results, the stack is the

worse of the two if the morale states are
different (such as DG + SH = DGR
there is no additional effect if both morale

Additive effects never cause
additional retreat or straggler loss.

Note that the brigade and the division are npw

wrecked and that the brigade has a fire le
strength of B. The owning player moves to
Morale Table. This time he begins at the
morale row and makes the followin
adjustments: -3 for being a flank target and
for being a wrecked brigade of a wreck

division. Dropping 6 rows from the C row gives

the table’s bottom row. To top off what h

already been a very bad day, the player roll$ a

66 for his morale roll which gives a result

Routed, retreat 2, lose 4 SPs to stragglers. Thi

is marked as follows, destroying the unit.

° 25.5 Rally

C During the player’s Rally Phase, his
g units must attempt to rally if in any morale
3 state other than normal. Use this sequence
bd

b

A. Remove BL from all units not
adjacent to the enemy.
! B. Roll for remaining BLs on the
¢ Blood LustMorale Check Table and remov
sany BLs which fail the check.

AS

e

states are the same (as in SH + SH = SH).

Automatic if not adjacent to
enemy. Otherwise, make BL
Morale Check.

Normal

ﬁ Automatic
]

+ Automatic
o} el >
A

1

25.6 Elite Divisions

Certain divisions (marked on the Loss
Charts) aretElite divisions. Elite Divisions
receive a number of Morale Table benefits.
The player can use elite divisions as desired,
but they are subject to the following should
they become wrecked.

Each elite division has a morale value
assignedtoitinthe Gamerules. Ifthe division
is wreckedall Morale Checks made tany
friendly unit (including the elite division’s
units) have this morale value used as a Morale
Table Modifier. The morale values of all
wrecked elite divisions in an army are
cumulative.

26.0 Leaders

Leaders represent divisional
commanders and above. Leaders provide
centers for command and a morale benefit
for their stacks. Leaders move as any other
unit, but have no fire combat ability. Leaders,

Rally occurs along the arrows as

indicated during a player’s Rally Phase.

Roll 5 or more on one di
Add Leader rating (if
stacked) to die.

e

Rally Diagram
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while not the target of fire combat, can (i.e. notin the same hex). If no such hex is designated by type and class; players should

become casualties when their hex receivesavailable, the repl appears where the leademake some kind of note of the kinds they

fire. A player could fire upon a hex was lost. make to avoid confusion.

containing only leaders in an attempt to 26.4dIf a leader’s stack is destroyed,

generate leader casualties. but he escapes unharmed, place him in theSuggestion:Face the numeric Gun Point
Leader units have a leader rating. Use nearest stack of his command. If no such marker toward the front of the unit top to

it for command, initiative, morale, and stack exists, remove the leader from play. show Light, back 180 degrees to show

rally.
26.4e If enemy units enter a hex
containing only leaders, those leaders

26.1 Effect on Stacking

Heavy (Heavy Points “lie down”). Also,
left can be used for Light-Horse and right
for Heavy-Horse.

Leaders do not count for stacking and automatically displace to the nearest stack

of their commands. Enemy units never
eliminate leaders by entering their hexes.

27.0 Artillery

There are two criteria to distinguish
artillery: Light vs. Heavy firepowerypes
and Foot vs. Horse mobiliiglasses

any number can occupy a hex.

26.2 Effect on

Movement
Leaders move as any unit. They have
no facing or formation.

26.3 Effect on Fire

Combat and Morale

Leaders have no effect on friendly fire
combat and do not have a fire combat
ability. Leaders do not suffer from morale
effects or make morale checks. smaller. Light guns are shown

26.3a Morale Table Effect. Use the  Wwith one white triangle with a red outline
leader rating in the checking hex as follows. and a grey box around the Gun Point
Only the mosseniorleader in the hex (by number. Heavy guns have ayellow triangle

Type:Lightvs. Heavy. This designation
only determines which Artillery
,'@ Fire Point Table to use. Heavy
4 guns are inthe 12 Lbr (or more)
MCorps || category. Light guns are

27.2 Losses

When the Fire Table calls for losses,
artillery units lose gun points as steps given
on the Fire Table. Place under the artillery
unita gun point marker equal to the number
of gun points remaining in the unit. Artillery
never loses strength to stragglers.

27.3 Fire Combat and
Artillery

Calculate gun points firing at a hex by
totaling the number of points firing from
each stack by type and applying the Artillery
Fire Point Table. Total the results from all
firing stacks to determine the final Fire
Point total.

rank, not rating) affects morale checks in addition to the white triangle and alsg
(owning player's choice when tied). No have their Gun Points encased in a blag
more than one leader ever affects one hexbox.
Modify the Morale Check bgdding(going
up) rows equal to the leader’s ratiminus
one.A zero leader gives a one ralown
modifier.

k

Class:Footvs.Horse. This designation
determines the unit's
movement characteristics.
Horse artillery has enough
mounts for the entire crew to

el
A4

Example: If three batteries of 3 Heavy gy
points each fire at a target 3 hexes awa
the resulting fire point total is 6. Twd
batteries of 4 Heavy gun points firing g
range 3 would be 4. Three Heavy gUu
points firing at range 4 and three Light gu
points at range 5 would total only 1 poin{.

>

55—+

M Corps ride, foot artillery does not.

Melas

26.4 Leader Losses ST
Horse artillery is marked on
and Replacement their counter with the horsehead, foot
When a hex containing one or atjllery is not.
more leaders receives enemy
Fﬁ fireanda55or66isrolled, one Beyond this level of detail, cannon are
leader in the hex becomes a gpstracted. Exact weapon and ammo
casualty. If more than one concerns have been factored into the
random. Remove leaders who become
casualties from play permanently. 27.1 Gun Points
Artillery units have a number of “gun
points” printed on them. Gun points are
completely interchangeable within their
Type and Class
The owning player can form detached
batteries of up to 5 gun points by using
detached markers and numeric gun point
Cmarkers (placed below the detached battery,
marker). Detachment and reattachment of
gun points does not cost MPs. These player-
made artillery units function as any other
and can reattach with any artillery unit of
the sametype andclass as long as the
resulting battery contains no more than 5
gun points. Detached Unit counters iaoé

26.4aReplace all leader losses
immediately. Replace Army
and Corps commanders with
their senior subordinate
(owning player’s choice in ties).

26.4b The backs of division
commanders are printed with their generic
replacements. Corps leaders have generi
backs. If you promote a division commander
to fill a vacancy, use the generic repl back
of the corps leader to fill the divisional
position.

26.4cWhen a division commander
becomes a casualty, the divisional repl
must appear in another stack of the division

27.4 Morale and
Artillery

Artillery must limber to retreat even
one hex. Limbering during a Close Combat
or Cavalry Charge requires a roll on the
Gun Loss Table The Gun Loss Table only
affects artillery.

28.0 Night

Night actions, while rare, did occur.
This series allows night actions but restricts
them.

28.0aTurns at night represent one
hour, instead of thirty minutes, giving away
half the night to sleep behind the player’s
back.

28.0bVisibility at night is always one
hex.

28.0cCavalry cannot charge at night.

28.0d Several tables have night
modifiers.
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2nd edition on the field of battle where the games and is handled in a way that eliminates the
- y occur. Extensions replace Extended Linesneed for Straggler Recover Markers. The 2 SP
DeS|gner s Notes (to eliminate the implied Line formation of minimum is gone—a unit with one straggler

These second edition revisions were madethe title). Non-French units can only adopt to recover can come back from the dead pile
based upon player feedback affarsterlitz one formation for a unit and its Extensions, (although | can’t say as to why anyone would
came out in 1993. Players expressed severaivhereas French units can mix and match—bother...)
common themes—generally the earlier (and this brings out a bit of the superior French The simultaneous fire system in
veryinvolved) cavalry charge and counterchargetactical doctrine. Infantry can change Close Combatand Cavalry Combatresolution
procedures were taken to task for being tooformation at any time during movement has been eliminated in favor of a defender
cumbersome in use; others suggested that theynot just before expending MPs), but might fires first system. Generally, this makes little
would prefer more detail in the cavalry units incur the wrath of Opportunity Fire in the actual difference, but it does keep players
themselves (specifically to differentiate between process. A hex can be hit any number of from wasting time deciding who will do their
light and heavy cavalry). Personally, | wanted times during a phase with Close Combat shots first and the fight to remember that so-
to streamline many of the systems in the first (as before), but a given attacking stack canand-so still fires as an AB. The “additional”
edition. | could see that the fire combat systemonly engage in one Close Combat per turn.morale checks for the defender in Close
could be tightened up, that the length of the Skirmisher and stack handling Combatare gone. Wrecked units can do Close
rules suffered from some wordiness, and rules (courtesy of John Lynch) show some Combats (these are better trained units than
numerous minor procedures could be eliminatedof the tactical issues involved in Skirmisher those inthe CWB, remember) and Odds Table
or streamlined. | shall try to address many of theuse. Skirmisher strength is “taken off the retreats are always one hex.

items where work was done, but certainly be top” of infantry units (so that they are no Lastly, supplyis nolongeraconcern
unable to address them alll. longer punished for exercising their doctrine for either small arms or artillery. We have yet

by moving closer to wrecked status when to uncover a Napoleonic battle where
Orders System Skirmishers are sent out). Skirmishers ammunition supply was a concern of anything

recover only if full strength to eliminate more than a strictly local level. While armies
you have seen in v1.0 and in B8VBseries. some manpower handling problems_. had to contingously forage for food off_t_he
The changes here are more cosmetic than Stacks no longer automatically Ia_nd,they habitually broughtthg ammunlt_lon
anything else (making Complex and Simple share Morale effects when onestackretreatSNnh_them needed for the entire campaign.
orders Attack and Non-Attack, for instance). | through another (they s_hare only when the Mal_<|ng play_ers keep track of ammur_utlon
deleted the Force Level of orders (everyone Iretreatlng stack ends its retreat) so as t_odurlng the S|_ngle day or so of battle did not
knew used max Eorce all the time and | could noclean up the Retreat rules. Because of thisseem worth it.

longer see the point of worrying about it). The change, the rules for rout through

Generally the Command system is as

new Initiative Table came about to give more diSPlacement were no longer needed.  Cavalry

variability between leaders of different caliber— _. Aside from the differentiation of
as well as to allow weaker leaders an evenFIr€ Combat & LOS cavalry into Heavy and Light, the significant
greater chance to become Loose Cannon. The most major change to the changetothe game’s cavalry isinwhereinthe

The largest change to the Command Fire Combat system is the elimination of TurnSequence charges occur. Instead of being
systemisn’treally a change at all—the optional the Straggler Table and check from the in their own phase, they now occur during
Defensive Orders rules are gone. | have seen toéombat routine. These have been integratedmovement. This allows a more fluid look a
many players get into too many wasteful into the new Fire Combat and Morale Napoleonic combined arms. Itis now possible
arguments with their opponents concerningwhatTables. Likewise the new Leader loss to assault enemy infantry with infantry Close
they could or could not do with a “defensive” method eliminates another potential die Combatand force themto break so thatcavalry
order for me to think that the rules were adding roll from the combat process. Fire point can storm down on the disrupted troops. Also
all that much to the game. The system wasvalues for the different formations have cavalry can be used to force the enemy into
originally designed to work with the “if you are been revised to take into account frontagessquare so that infantry and artillery can shred
within radius, do what you want” rule, and that and some nationality effects. Some will them.
is the way | think it plays best. Remember that note the lack of a British Two-Rank line One last point, for those looking for
a defensive order consists of something like table. The two-rank line will be dealt with  Lancer effects, these will be added on a battle
“move to Hill X and function withinradius”and separately in games which need that by battle basis as Lancer units large enough to

that will work fine. I'd rather see players spend formation. have an effect on the game are found.

their time playing than arguing over whether a Opportunity Fire and Reaction

“defensive force” is allowed to counterattack to Charges have been added to allow units toConclusion

retake the hill they were defending, etc. attack enemy units attempting to waltz I hope you enjoy this game as much as we

across their field of fire. Reaction Charges 4iq in playtesting. May many excellent

Movement, Facing and talst? a(ljlowed Ejh? ol(_th(:deu?r’:ercharge_ sg/)stem Napoleonic grand tactical engagements await
i 0 be dropped (as it did the same Job). ou in the future! Enjoy!

Formations AllLOS formulas and algorithms y oy

The Movement system itself is haye been dumped in favor of a much
unchanged, but things like facing change costssimplified abstract Shadow mechanic of
and hex-corner facing have been added. Roaghree cases. If you want more accurate LOS
column no longer exists as a formation cajculations, be my guest—but remember,

(Napoleonic roads were none too good—relative| 0S5 js generally unblocked (in all games)
to the flat ground around them—units moving more often than it should be.

along aroad are freed from some facing change Straggler recovery is every turn
costs, and units rarely entered actual road column
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Welcome to The Gamers and our
definition of Total Game Support !!!
We’re Here to Help!

1. Rules Help.

We are personally available to answer your rules questions, one on one, by phone most business days (and f
during off hours). If you come up with something during play, give us a ring. We will be able to give you the “off
interpretation of the rule in question and your input will help us in locating rules and phrases that cause players {
problems. (217) 896-2145

Don't hesitate! A personal explanation can do wonders. Besides, if you run into something that you and your opponer
agree on, | can play an impartial judge on a specific event. (These last are usually the most fun, too.)

2. On-Line Help.

E-mail can reach me at Rules@tgamers.com or Letters@tgamers.com. Check out our web site at www.tgan
and you can join our e-mail discussion group (The Gamers List) there.

3. Letters and Fax

We will be happy to answer your letter and Fax questions, too. We turn them around as soon as possible
next day at most). I'll Fax a response directly to the number you give. Mailed questions are answered in as much
| can think of (phone questions are easier to handle in that regard, as we get to go back and forth with you) and wirdo n
things like SASEs or Yes/No format.

Fax: (217) 896-2880

Write: The Gamers, Inc.
500 W. 4th Street
Homer, IL 61849

4. Your Input is Important!

While we attempt to maintain the continuity of our series rules—to eliminate repetitive rules learning—we do
them to develop further after publication. The rules remain stable, not static. Chances are the rules will be revisadet |
in the form newer editions. Moreover, Operations (our magazine) does offer options, additional rules, and clarifica
time goes on which will help refine the series. We do not publish games and then forget them! All of this refinement
depends heavily on the active participation of the players of our games and feedback is desired. What is more in
feedback has an effect on what we do and how we do it.

5. We Don’t Make Empty Promises, Either!
If you are new to The Gamers, but not new to wargaming, you are probably saying to yourself “Yeah, right. I'v

lied to by the best!” We can’t change things others have done. We can, however, live up to our own standards and f
Ask anyone who has dealt with us directly before, or try us on any of the above. We'll be happy to surprise you!

Welcome to the Best Kept Secret in
Wargaming!!!

a )

If we aren’t there, leave word on the answering machine and I'll get back to you as soon as | can. That's a promis.
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