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“A NEAR RUN THING”

THIRD EDITION (REVISED) 

JUNE 2010


With apologies to OMS, BAM, DF, PB and everyone else I have built on; and thanks to JOH, NB, EH, NA and SB for their comments and ideas.
I 
Scales

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

· 1 gun = 3 or 4 pieces.

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


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

· 1 move = 20 minutes.
II
Definitions

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


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


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



- 
Where historically accurate troops who have a high opinion of their own ability, coupled with weak command and control, and are thus prone to charging are classed as “impetuous.”  Examples include Russian guard infantry at Austerlitz, Mamalukes and some British Cavalary.  Units which suffer a hit lose their impetuous status at the end of the phase in which the hit is suffered.

· “Heavy” cavalry are Carabiniers, Cuirassiers, Garde du Corps, Horse Grenadiers and similar types; or dragoons on large horses.

· “Well mounted” cavalry are those that either historically took particular care of their mounts, such as Saxons or KGL, or units at the very start of a campaign before the condition of their mounts deteriorated, (usually this happened very quickly on campaign.) The horses of well mounted units have better stamina and are less prone to becoming “blown.”. 

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

12 artillery pieces (three guns).



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

3-4 pieces (one gun).



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



or 2 pieces (one gun) .
· Formations
-
Line : 



                
	
	
	
	



This represents a two or three deep line.


-
Reinforced Line:

	
	
	

	
	
	



This represents a four or five deep line.


-
Column and Masse
	

	
	
	



This represents a column of companies, one or two companies wide depending upon how your figures are based.

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

March Column is shown by placing cotton wool “dust” behind the unit.  The narrow frontage and great depth of march column cannot be properly represented using bases, but the characteristics of the formation are reflected in the movement and combat rules.
-
Square:

	

	
	

	
	
	

	
	
	



The “Square” may be an oblong or square.


-
Skirmish:

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	






This represents a skirmish line, when bases are separated sideways, as shown above, or can represent a “cloud” of skirmishers to two bases deep as shown below.

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	





Since the “cloud” is moving internally, (although this may not be shown on the table,) it may fire with its full strength at targets to its front.


-
Disordered units are shown by staggering the formation 


and reversing one base.






III
Units


A unit’s strength and cohesion is expressed as the number of “hits” it can take. The concept of “hits” goes well beyond casualties and includes disruption of command and temporary disorganization caused by losses. Thus an average unit that has taken two hits is half way to losing combat effectiveness but that does not mean that it has taken anything like 50% casualties.


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




Units are affected by hits as follows:

·     Units that have lost half their hits are “uneasy” and cost + 1 pip to advance.
· Units that start their phase with only have one hit left are “unsteady” and cost + 1 pip to hold or they will withdraw one move.  They cannot advance.  Units in hard cover need not withdraw but they "go to ground" and may be not fire unless the pip is paid. Units lying down do not need to withdraw, but they may not stand up unless the pip is paid.

·     Units that lose all their hits are removed if they are inferior or bad troops; or if the last hit was received due to a melee or morale result; or if the last hit was received from fire and they are in square. Average or better units that receive their last hit from fire when not in square ignore the hit but instead are “shattered” and withdraw one move and become disordered.


      Units can recover hits if the brigade regroups.




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



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

IV
Order and Morale States



In addition to being uneasy, unsteady or shattered due to losses, units may be in the following states of order and morale:

· Good Order: The unit is well formed in close order, or in a cohesive skirmish line, and will respond to orders. Units in good order can also be impetuous, withdrawing and blown.

· Disordered: The unit has suffered a temporary loss of order. Its actions are limited and it is vulnerable in this condition. It may regain good order in a move if subject to command, (pips are paid.) Disordered units may also be impetuous, withdrawing and blown.

· Impetuous: The unit has better morale than command and control. They may be in good order but are prone to overconfidence. Casualties soon change this outlook.

· Withdrawing: Due to casualties or a morale failure the unit must move away from the enemy but otherwise remains under control.

· Routing: Due to casualties or a morale failure the unit has lost all cohesion. It will move away from the enemy at a faster pace and continue to do so unless rallied. Routing will affect the morale of friends nearby.

· Blown: Cavalry units that have routed or pursued and exhausted their horses.

V
Higher Organisation  


Historical Organisations



Use historical organizations of corps, divisions, brigades and regiments.


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


In some orders of battle a divisional commander may also be a brigade commander.  Clumsy organizations such as early Spanish divisions, can be modeled by having fewer, if any, brigades.


In the 18th Century, and as late as Vimero, brigades were usually attached direct to the army commander with no intervening divisional command.

Unattached Units


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


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


Initiative



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


Command

· Move ADCs.

· Declare any divisions that are making pre-planned attacks or moves from reserve, any brigades that are regrouping, any brigades or units being given “hold” or “screen” orders, and any unattached brigades being attached to divisions, or units being attached to a brigade.
· Corps Commanders throw a D6 for each divisional commander and allocate these in a pre-determined order. 
· Adjust D6s to determine number of divisional command pips.

· Test Morale for routers.  Regroup brigades if declared.
· Move and attach brigadiers to units of their brigades; and move and attach higher commanders to brigades.

· Detach brigadiers and higher commanders from units and brigades.

Interactive Movement

· Mover declares charges and multiple moves to contact.
· Mover makes multiple moves.  Non-mover may fire long range artillery at multiple movers which are eligible targets.
· Non-mover responds to units making multiple moves to contact by making permitted counter-moves, formation changes, or opportunity charges.
· Test morale for charges.  Then test morale for charge responses if necessary.
· Make charge and response moves.  Test morale for impetuous charges.
· Mover makes other single moves.

· Non-mover tests for and makes opportunity charges. Mover responds to opportunity charges.

Fire 

· Non-mover fires. Move back movers who were charging or making multiple moves that were halted by fire.

· Mover fires.  Move back skirmishers who lost a fire fight.

Melee

· Conduct melees in order chosen by mover.   Complete each melee, including morale tests, continuations of melee and outcome moves, before moving on to the next melee.

Generals

· Test for risk to generals from fire and melee losses.


The non-mover now becomes the mover and conducts his phase in the same manner.

VII
Command and Control (see QRS)


General Concept



The difficulties of command and control, and what Clausewitz termed “the friction of war”, are replicated by limiting the amount of actions that a division can undertake to the adjusted score of a dice, referred to as “pips”. The chain of command runs from corps to division, to brigade, to unit. Dice are allocated at corps level, adjusted at division level and pips are spent at brigade and unit level. If subordinate formations are within a reasonable command distance of their superiors then command and control is more efficient and friction can be reduced.


Orders



Specific orders are not usually required as the general intentions of the commander will be covered by his dice allocation. However special orders may be given which allow a corps, division, brigade or unit to carry out a limited task with more certainty. These special orders are “Pre-Planned Attack”, “Move from Reserve” and “Hold or Screen”.


Dice Allocation


 At the start of the game each corps commander designates the order of priority in which his divisions will receive the pip dice that he throws each turn, in terms of first highest, second highest, third highest and so on. Two or more divisions can be designated to share the average, (round down,) of their pip dice. For example in a corps of four divisions the designation could be: one division receives the highest dice, two divisions average the second and third highest, and the fourth division gets the lowest.


If divisional commanders are more than 20” from their corps commander they receive the pip dice that they are allocated but then re-throw it. If the new score is higher than the original score they use the original score. If the new score is equal to or lower than the original score then they use the new score. 



Before throwing the pip dice in any turn the corps commander can change the dice allocation and states the new order of priority. Such a change in plan may cause uncertainty and command dislocation so a –1 is deducted from all but one of the dice after they are thrown. The corps commander chooses which dice not to deduct from at his discretion except that he cannot deduct from a dice already scoring 1. The new dice allocation takes immediate effect and remains so until the corps commander chooses to change it again.



Where brigades are commanded by the army commander direct, with no intervening divisional commanders, the army commander throws one dice for every four brigades in the army, round up. The sum of all the dice is totaled, and then adjusted as per the QRS to give a final pip total. The army commander then allocates pips to brigades in the normal way except that he must allocate at least one pip to each brigade within command radius and, as far as possible, two pips to each brigade out of command radius, before further additional pips may be allocated to any brigade.


Pre-Planned Attack



This represents the “opening of the ball” where one, or several, divisions in a corps makes an attack that has been planned in advance, where the chance to give detailed instructions and perhaps reconnoiter the ground reduces the friction of war for a short time. A pre-planned attack lasts for two turns because after 40 minutes we assume that the friction of war will override any advantages of preparation. Casualties will increase this friction. D’Erlon’s attack at Waterloo is a classic example of a pre-planned attack.



The following conditions must be met to launch a pre-planned attack:

· This must be a pre-determined set piece battle, not a meeting engagement.

· This is one of the first four turns of the battle. 

· The division commander is within command radius of his corps commander.

· No unit in the division can have moved more than 20” from its position at the start of the game.


Not all divisions in a corps need to start their pre-planned attack on the same turn. For instance an echelon attack could be mounted with one division jumping off on the second turn, one on the third and one on the fourth.


To execute a pre-planned attack the corps commander specifies the line of march for all of the brigades in the division for the next two turns. They cannot deviate from this line of march except to react to previously unseen enemy. Instead of throwing dice the corps commander simply allocates dice scores to each division participating in the pre-planned attack as follows:

· On the first turn of the attack the division designated by the corps commander to receive the highest dice receives a score of “6”. The other participating divisions receive a score of “5” each.

· On the second turn of the attack the division designated by the corps commander to receive the highest dice receives a score of “5”. The other participating divisions receive a score of “4” each. However if any unit in the division suffered casualties on the first turn of the attack throw the dice for that division. If the new score is 4 to 6 the division receives a “4”. If the new score is a 1 to 3 the division receives the new score.

· If the corps commander has averaged the highest dice scores of his divisions, every division receives a “5” on the first turn of the attack and a “4” on the second.

Move from Reserve


A move from reserve allows a previously uncommitted division or divisions to be moved from a reserve position to a new position. This is a relatively straightforward manouvre with little chance of friction provided that does not bring them into immediate contact with the enemy, although that position may be one from which they can attack the enemy in following turns.  Soult’s march up the Pratzen at Austerlitz, and Packenham’s advance at Salamanca, are good examples of a move from reserve.



The following conditions must be met to move from reserve:

· The division commander is within command radius of his corps commander.

· No unit in the division can have moved more than 20” from its position at the start of the game.

· No unit in the division can be within 10” of an enemy.


To execute a move from reserve the corps commander specifies the line of march for all of the brigades in the division to a given destination. That destination can be any distance away and it may take several turns for the division to be able to reach that point. However the destination cannot be within 10” of the enemy, nor can the route to it be within 10” of the enemy at any point. The divisions cannot deviate from this line of march except to react to previously unseen enemy. Instead of throwing dice the corps commander simply allocates a score of “4” to each division participating in the move from reserve until:

· the lead brigade of the division has reached the destination; or

· any unit of the division suffer casualties; or

· any unit of the division starts a turn within 10” of the enemy.

Hold or Screen


If a commander wishes a brigade or unit to undertake a defensive role he can declare them to have “hold” orders for formed units and “screen” orders for skirmishers. This allows them to operate effectively further away from the commander.


Brigades or units with hold or screen orders cannot move closer to the enemy than the position that they were in when they received the orders, except that they may declare a charge, or countercharge, or opportunity charge from these positions but they may not, voluntarily, pursue after those charges. 


Command Radii

To be in command:

· Divisional commanders must be within 20” of their corps commander. 

· Brigade commanders must be within 10” of their divisional commanders, or army commander if there is no intervening divisional commander.

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

· Units in a brigade must either have some part of their base inside the “command box” centred on the brigade commander; or be in march column and within 3” of another unit of the same brigade that is in a “chain” of march columns one of which is within 3” of the brigade commander.
· Brigades and units with hold or screen orders double the normal command radius to 20”.

ADCs


Corps and Army Commanders can have a varying number of ADCs that represent the armies command and control structure, the effectiveness of its staff work, and the general’s predeliction and ability to affect events at the front. Inert generals and those in armies with poor command and control will have no ADCs. Active generals in armies with good command and control could have two or three ADCs. The rest will be in-between.

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

Pip Expenditure


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


Command pips are expended as shown on the QRS.  Note that all units in brigade command may move or reform disorder for one pip, not one pip for each unit.  Units out of brigade command wishing to move or reform, and all units that are paying to overcome uneasy or unsteady effects, or are regrouping, or are trying to rally, pay individually.
Effects of death and replacement of generals.


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


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



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

Regrouping



“Regrouping” is a method of reducing the number of hits on a unit by means of rallying stragglers, replenishing ammunition and internal reorganization. It is conducted as follows:

· If a divisional general nominates a brigade or brigades to be regrouping he may use up to three of his pips to regroup units.

· To regroup a unit must be more than 10” from all formed enemy; cannot have any enemy skirmishers within 10” with no friends in between; and cannot have been under artillery fire in its last turn, even if this fire failed to have any effect. The unit does not have to be within the brigade command box but does have to be within 10” of either its own brigadier or divisional general.

· Each pip expended removes one hit on a unit. Inferior or bad units may regroup one hit per turn. Average and veteran units may regroup two hits per turn. Elite units may regroup three hits per turn.

· The first pip expended on the unit for regrouping also recovers its disorder, if any.

· Regrouping units may not move this turn but may change face or formation.

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


Own Move Options


During its own movement phase a unit may :

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

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

· Recover disorder.

· Enter or leave buildings or hard cover.

· Make another move required by a morale or combat result. 
Each of the actions above count as one move.  Pips to make these actions are expended as shown on the QRS.  Units in brigade command do not have to carry out the same action.  For instance in a brigade one battalion may reform, one may change formation and one move, all for the brigade’s one pip expenditure.


Multiple Moves


All units except those that start the turn within 4” of known enemy, and artillery moving by prolong, may make multiple moves by expending further pips.

A unit may make as many multiple moves in a turn as it has pips available except that a unit may only make two moves in march column in any turn. Limbered artillery attached to a brigade may move at the same speed as the brigade providing that the total distance moved does not exceed that of the two allowed march moves.


A unit that is making multiple moves that end within 4” of known enemy is said to be “making multiple moves to contact.”  This costs an additional pip and can trigger response moves or changes of formation from the non-mover.


A multiple move to contact can end in a charge.  In this case the charge is declared.  Sufficient pips are paid for the multiple moves, including the charge.  The unit is moved to the point at which the charge would start, (this may be outside the 4” threshold for multiple moves to contact.)  Here the non-mover makes his response to the move to contact.  The morale test to charge is taken counting for support and friendly routs only units of the same brigade moving with the charger, or other friends at this location who have not yet moved.  If the morale test is failed the pips for the aborted charge move and for the multiple move to contact are both lost.  If the morale test is successful the non-mover makes his charge response.


Artillery units that make multiple moves may not fire in their own phase.


Except for artillery attached to a brigade moving at the same speed as the brigade, a unit that does not move the full distance allowed for, by terrain and its own formation, as a multiple move may make no further multiple moves that phase.
Disordered Movement.


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

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

· Opportunity charge.

· Respond to an enemy charge by evading; countercharging; or forming an emergency square; if appropriate.

· Change formation or facing to respond to an enemy making multiple moves to contact.

· Make another move required by a morale or combat result.



An infantry unit responding to enemy infantry making multiple moves to contact may make a pip-free: formation change; or change of facing by a 180° turn; or change of facing by wheeling up to its normal move.

An infantry unit responding to enemy cavalry making multiple moves to contact may only attempt to form emergency square.

A cavalry unit responding to enemy infantry or cavalry making multiple moves to contact may make a pip-free: formation change; or change of facing by a 180° turn; or change of facing by wheeling up to its normal move.



Artillery responding to infantry or cavalry making multiple moves may make a pip-free formation change.  If unlimbered the artillery may limber.  If limbered horse and field artillery may unlimber and fire.  “Bad” quality or position batteries may unlimber but not fire.  Note that this rule makes all deployed artillery with their flanks “in the air” vulnerable as they cannot change face to meet the flank threat.  Their best option is to limber and evade.

The pip-free formation or facing change does not preclude a subsequent countercharge or other charge responses such as evades, except that infantry only have the one chance of forming emergency square.

Changes in direction:

· Infantry may retrograde at their normal move speed for the terrain.  Retrograding cavalry and limbered or prolonged artillery deduct 1/2 move.  Retrograding units can end up facing towards or away from their original facing.

· Infantry and cavalry of average class and better may advance at a 450 oblique at 1/2 speed normal move speed for the terrain.

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


Skirmishers


Skirmishers may either be :

· Whole units of trained light troops; or

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



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



Skirmishers which suffer a hit from non-skirmish fire, or which suffer a hit from other skirmishers without inflicting a hit back, fall back 3”. If a skirmish line is firing in its own moving part of the turn and its opponents fall back due to fire, the moving skirmishes may follow up by up to 3”. Ad hoc skirmish lines always fall back directly on, and if necessary through, their parent units. 


Terrain Restrictions:

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

· To deploy on foot into buildings takes a whole move for a unit starting next to the buildings.  This disorders the unit which simulates the disorganization and lack of control experienced in these circumstances.  This disorder may be recovered in the normal manner in following turns.
· Units that involuntarily leave buildings, because of a morale or combat result, form up in any formation, with their front to the buildings, but become disordered.

· Units that leave buildings of their own accord form up in good order in any formation with the rear of the unit touching one face of the building. They may make no further move that turn. 
· Infantry and cavalry may move through buildings in skirmish, column or march column. Artillery may only move through buildings in march column.

· Other terrain effects are specified at the beginning of the game, using the woods effects as a rule of thumb baseline.
Unexpected Terrain


Wargames terrain is put on the table for all to see, and has set properties. Thus armchair commanders can easily take account of terrain and act to maximize or minimize its effects. In real life some terrain effects, although not variable, were often unexpected. This problem is all the more important when units are charging to contact where terrain effects that would, in normal circumstances, only prove a minor hindrance, prove to be decisive in the hurly-burly of a charge. For example the mud stalling some, but by no means all, cavalry charges at Pultusk; the ravine disordering the British cavalry at Talavera; the ledge stopping the Portuguese attack on the Arapiles at Salamanca; and even the “sunken road” disordering the French cuirassiers at Waterloo, are all good examples of situations where professional officers surveyed the ground, decided it was suitable to charge over, and then “came a cropper.”

To simulate this effect, if the scenario permits, one or both players should be given items of “unexpected” terrain. The effects of this terrain are specified by the scenario instructions, which may also limit the locations where the terrain can be placed. Once an opponent declares a charge, or an advance to contact with a charge, a player with unexpected terrain may place it anywhere on the charge or advance to contact route. He throws a dice and with a score of 3,4,5or 6 successfully places the terrain. On a score of 1 or 2 the unexpected terrain is handed over to the opponent who may attempt to place it if he receives a charge later. If successfully placed, the unexpected terrain affects the charging units immediately. 


Only one piece of unexpected terrain may be placed in front of any one charging unit, but if there are several charging units, and several pieces of unexpected terrain, they may all be placed against different units.


Unexpected terrain may not be placed on any ground that a unit has already successfully charged over in the battle.


Deploying Artillery:



Artillery has five possible options in a turn: move, unlimber, limber, change face or fire:

· Only unlimbered artillery may move by prolong.  Prolonged artillery may not fire in the same phase of the turn.  The prolong may include a wheel.
· Horse artillery may move, or limber and move, or move and unlimber and then fire, or unlimber and prolong, for one pip.

· Field artillery may move, or limber and move, or move and unlimber but not fire in their own phase, or unlimber and then fire, or unlimber and prolong for one pip.
· To change face other than by prolonging, artillery limber, pivot in place, and then unlimber.  Field artillery may change face but not fire in that phase.  Horse artillery may change face and fire.  In both cases the artillery unit counts as having been limbered if shot at.



Inferior or Bad class artillery, or “position” batteries may only perform one of these options, i.e. they may move, unlimber or limber for one pip, but if they unlimber or prolong they may not fire in their own phase.  Thus they will take two moves, or, if able, have to use multiple moves, to change face.



Unlimbering artillery may face in any direction.

 
Passage of Lines:

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

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

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

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

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

· All troops may move through abandoned artillery.

· Units in the buildings of towns may be moved through by other friendly units moving through the town without entering its buildings providing the moving unit clears the buildings completely.
· Columns of infantry and cavalry, and limbered artillery, can move through friendly skirmishers.  The skirmishers move to the sides of the column to get out of the way. Skirmishers “squeezed out” in this manner fire as a unit one size smaller than their own size. 


Charges and Evades:

· To charge either the brigade commander, or at least one unit in the brigade, (including an ad hoc skirmish screen,) must be able to see the target, even if the charging unit cannot. The chargers cannot be in march column or inside buildings, or be disordered, unsteady, shattered or routing. 

· Any formed infantry may charge skirmish cavalry, or formed cavalry in the flank or rear. veteran and Elite formed infantry may charge formed cavalry in the front.

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

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

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

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

· Chargers whose target evades or rallies back may:

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

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

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

· If an evading unit uncovers another unit that would be hit by the chargers pursuing the evaders, the uncovered unit responds as if it were the target of the charge, evading or taking any morale tests as necessary. 
· Evaders responding to a charge by enemy who made a multiple move to contact have the option of evading with an additional 1D6.

Opportunity charges:

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

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

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


Squares:

· Squares may not charge.

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

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

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

Battalion Masse or Column Seree:

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

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


Commanders
·     During the command phase brigade commanders may make one pip free move to attach themselves to any unit in their brigade that is in command at the beginning of the brigadier’s move. Higher commanders may make one pip-free move to attach themselves to any brigade, by ending in the brigade’s command box.

· Brigadiers move for the same pip expenditure as their units providing that they begin and end a move with units of their own brigade in their brigade box. Higher commanders attached to brigades move for the same pip as the brigade.

· Brigadiers and higher commanders moving in other circumstances pay pips. They may make multiple moves by paying the pip cost. Brigade and divisional commanders pay pips in the normal manner. Corps commanders deduct these pips from any pip dice before they allocate them to their divisions. Army commanders deduct the number of pips moved from each Corps commander.  This reflects the dislocation of command caused to the whole army by major movements of the Headquarters.


Withdrawals

· Units withdraw either because: they have only one hit left at the beginning of their own move and a pip is not paid to keep them in place; or because of a morale or combat result; or because they are average or better troops, not in square, who are withdrawing because they would otherwise have lost their last remaining hit from fire.  

· Withdrawing units move back immediately the cause occurs, making a normal move deducting for the retrograde, and end up facing the enemy which caused the withdraw.  Withdrawing cavalry may rally back instead.

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

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

Routs


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

Rally Back


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

IX
Firing and Melee Tables (see QRS)

Table Results :



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



No. = dice score needed for one hit.



NE = fire never has any effect.



E  = fire or melee always eliminates target.


Dice Adjustments:



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



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

Arcs of Fire:

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

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

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

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


Zones of Fire:

· Skirmishers stop the fire of other skirmishers.

· Musketry and canister fire will have normal effect against skirmishers and also at any unit behind the skirmishers deducting for pass through fire.  Use the same initial dice score for both targets.

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

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

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


Firing at Charges:

· Infantry charging more than 1” and cavalry charging more than 3” may be fired at by their target and other enemy in arc and range.  If the firer is a unit that has been uncovered by friendly evaders these distances are doubled to allow the evaders to clear the firer’s front.
· If the charging unit is initially covered by skirmishers the firer first fires at the skimishers. If these receive a hit, and thus have to fall back, the charging unit is then fired at counting full effect. If the skirmishers do not have to fall back then the chargers are fired at deducting for pass through fire. In both cases use the same initial dice score for both targets.

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


If a unit making multiple moves is an eligible target for a non-moving artillery unit at both long and canister ranges, the artillery may fire at both ranges.  Both fires must be at the same target.


If a unit making multiple moves is an eligible long range target for a non-moving artillery unit at some point in one of the multiple moves, but would not be an eligible target at the end of the multiple moves, the artillery may opt to fire at it at before it becomes ineligible.  But the artillery may not then fire in its normal fire phase.


The long range fire is adjudicated at the end of any one of the movers multiple moves of the non-movers choice so that the firer can take the maximum advantage of any terrain or formation benefits that may apply.  The canister fire is adjudicated in the normal fire phase.


If an artillery unit has unlimbered as its pip-free formation change in response to multiple moves to contact it may not fire twice at the target and only fires at canister range.

Cavalry Firing:



Cavalry may only fire if :

· Light cavalry in skirmish order

· Dismounted and in hard or soft cover.

· Dismounted dragoons.

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


Columns and Masse Firing:



Columns and battalion masse may only fire if:

· It is the enemy’s phase, or

· they did not move in their own phase.


Firing into Melees:

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

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

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


Enfilade fire is more effective because the target is usually deeper when enfiladed and because the disruption is greater when a unit is fired upon from a possibly unexpected direction to which it cannot return fire. See the diagram under melees to determine if the fire comes from flank or rear. Units suffer enfilade fire as follows:

· Formed troops are enfiladed if they take fire from a flank or rear.

· Skirmishers and artillery are enfiladed if they take fire from the rear. Where a part of the firing unit is to the flank of the target, and a part to its rear, count the fire as being in the rear if at least half the firers are in this aspect.

· March columns are enfiladed by fire from any direction, even the front.

XI
Charge Responses

Infantry charged by infantry :

· Take morale test if line in the open charged by column.
· Otherwise fire and fight.

Infantry charged by cavalry :

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

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

Artillery

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

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

· 
Unlimbered artillery fire and fight.

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


Cavalry charged by cavalry:

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

· Otherwise counter charge 2” or half distance to enemy.
Formed cavalry charged by infantry:

· If charged in the flank, rally back disordered.

· If charged in the rear, make an evade move away from the charge and become disordered.

· If charged in the front, take a morale test. If they pass they may fire a volley and counter charge 1”, or may counter charge 2” or half distance to enemy. If they fail they rally back disordered.


Skirmish Infantry charged :

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

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

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


Skirmish cavalry charged:

· Evade if wished. Move 2D6 + 4” back. 

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

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


Skirmishers or evading limbered artillery or gunners on foot who do not out-distance chargers take one hit and are routed.

Skirmishers or evading limbered artillery who are evading enemy who made multiple moves to contact may choose to add 1D6 to their evade move.  They make this choice before the die are cast.

Disordered Charged by Formed.


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


(
Must evade if skirmishers.


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


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


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

XII
Melees


Winning and Losing :

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

· A unit which suffers as many hits as it inflicts draws the melee.  It becomes disordered if it has suffered a hit.  It takes a morale test.  If the result is “fight on” it may not advance or pursue but cavalry may rally back.  In cavalry vs cavalry melees the attacker states if he is rallying back first.  If both sides “fight on” continue the melee, repeating the process in the same phase until one side loses or rallies back, before moving on to the next melee.
· A unit which suffers more hits than it inflicts loses the melee.  It becomes disordered and takes a morale test.
· Squares fighting cavalry treat “withdraw” as a “fight on” result. 
Multiple Melees:

As far as possible units of both sides should be paired off into individual melees front to front. Permitted exceptions are:



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

	
	
	

	
	
	

	
	
	

	
	
	


	
	
	
	





Given that players may be using different basing conventions a rule of thumb is that large units can be charged by three columns, normal units by two columns, and small units by one column. A normal line fights back as two small units if contacted by two columns. A large unit fights back as three small units if contacted by three columns, or as one small unit and one normal unit if contacted by two columns.



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

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	





The overlapped unit fights back normally and any hits it makes are equally divided between its opponents. If an odd number of hits are  inflicted dice to see which opponent suffers the most.



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

	
	
	
	

	
	
	
	

	











	
	
	





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

	
	
	
	


	

	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	




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

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


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

	
	
	
	
	
	




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

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

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


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

Flank and Rear Melees :

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


	



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

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

The Effects of Cavalry Formations in Melee.


Cavalry units represent several squadrons each of which are capable of rapid independent movement. This is difficult to represent in this figure scale but the ability of cavalry to exploit a breakthrough or to turn an open flank is the key to their effectiveness in melee. To simulate this whether cavalry in melee use the CAV COL or CAV LINE column in melee depends upon both their own formation and the formation of their opponents as explained below.

Cavalry Versus Infantry Lines.


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

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


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


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

Cavalry Lines Versus Cavalry Columns


If the frontage of a charging or countercharging cavalry line overlaps an enemy cavalry column by at least one base, or two figures, use the CAV LINE column. If the line is not moving; or it is a normal sized unit fighting two cavalry columns or a large sized unit fighting three cavalry columns; or it does not overlap the column, it fights using the CAV COL column.

March Columns

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

· A march column which is meleed by formed cavalry:

-
Is destroyed if infantry or foot artillery.

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

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

-
Is destroyed if foot artillery.

-
Suffers two hits and routs if infantry. 

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



Advances after Combat and Pursuits:

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

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

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

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

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

· Pursuers who fight a second melee and win, dice for pursuit as normal except that a “pursue” result becomes a halt result.
XIII 
Disorder, Blown and Morale (see QRS)


Becoming Disordered


Units become disordered when:

· They move into buildings.

· They suffer one hit in a melee.
· Cavalry “rally back disordered.”

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

· They suffer two hits from fire in one move.
· They are average or better troops, not in square, who are withdrawing because they would otherwise have lost their last remaining hit from fire.  

· As a result of a morale test.

· They change direction in a charge.

· They are contacted by withdrawers, or interpenetrated by routers, who are of an equal or higher morale class than their own.
· They are impetuous and fail a morale test after charging home.
Recovering Disorder



To recover disorder units must not be under musketry fire, unless they are in hard cover. They pay the necessary pip cost. They may not move but may change face or formation.


Blown



Cavalry that have pursued or routed have exhausted their horses and are blown. Place a blown horse marker with the unit. Well mounted units ignore the first cause for being blown, but become blown the second time they rout or pursue. Blown cavalry suffer a combat disadvantage against other cavalry. They may not pursue. Blown status can only be removed by resting after the battle.


When to Test Morale



Units test morale immediately the cause arises. 


When testing for charges the attacker chooses the order of tests except that all units out of command must test before any units in command test.  Once a unit successfully charges its opponent tests for its response (if necessary) before moving on to any other charge tests. An infantry line that is charged by multiple columns tests morale for each column, with any failure affecting the whole unit.



Impetuous troops do not need to test morale to charge.  However on contact they take a morale test with no adjustments.  If they fail they become disordered before they fight.  This represents the unit charging too early in its enthusiasm and losing its cohesion before contact.



If several units of the same cavalry brigade have to take a “cav win melee” test, a unit with the brigadier attached must test first.  If this unit fails the test and pursues all other units in the brigade that have to take the test automatically fail and pursue.


Support

Units have full support if:

· There are friendly good order units within 3” of both flanks.

· There are friendly good order units within 3” of one flank and rear.
· They are French or French allied, and are part of a brigade or division column of battalions consisting of at least three foot battalions or cavalry regiments in successive lines each not more than 2” apart.


Units have no support if: 

· They have no good order friends within 3”.

·   There have good order enemy on their own flank or rear within the enemy’s normal move with no good order friends in-between. In this situation possible “full support” given by friends to the other flank or rear, or from being in a brigade or divisional column does not count 
XIV
Generals

Joining Units



Brigade commanders may join any unit in their brigade.



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



See QRS for risk to generals from fire or melee.


Generals contacted by enemy



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

Effect of hits on generals

If a general is hit dice again :



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



34
-
General is badly wounded and removed from play.



56
-
General is killed and removed from play.


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


Personalities 

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

· Adding or subtracting to pip dice

· Adding or subtracting to morale effects

· Adding or subtracting to the C in C’s initiative
No subtractions can reduce any dice score to below 1.

XV
National Characteristics 
·     Slow Manoeuvres: British before 1800, Austrians and Prussians before 1809, and Russians and Spanish before 1813 add +1 pip before they can make three or more multiple moves, (ie the 1st move costs 1 pip, the second 1 pip, (total 2,) the third, 1pip +1 pip, (total 4,) the fourth 1 pip, (total 5,) and so on.

·   British

· Steady Infantry: +1 to morale when infantry line facing column.
· Rash Cavalry: -2 from morale when cavalry, (except KGL,) testing for “CAV WIN MELEE”.
· Infantry Rate of Fire: Average British infantry receive a +1 when firing. Veteran or elite British infantry receive no extra addition, it is already accounted for in their status.

· Shrapnel: Throw one dice. On a score of 1-4 the spherical case has not been fused properly and has no effect. On a score of 5 or 6 the fuse has been properly set, now throw again using the “ART CAN” effect and normal modifiers. (This makes shrapnel more effective than roundshot against dense or dispersed targets but less effective against linear targets, and reflects Wellington’s mixed opinions of the ammunition.)

· Rockets: Throw one dice. A score of 6 hits at long range, 5 or 6 at short range. A unit hit by rockets suffers one hit and is disordered. (Again, I’m siding with the Peer’s view of the weapon’s effectiveness.)

· Lying Down: From Argaum to Waterloo Wellington often had his infantry lie down under artillery bombardment. Other British commanders used this tactic too, but continental armies rarely did. The advantages of lying down are that it reduces the target to enemy artillery, and makes it harder for troops to fall back. The disadvantage is that some troops may not want to stand back up again! To simulate this, from 1803 units under British command, including foreigners or native troops, may lie down and stand up for a pip free move at the beginning of a turn, i.e. they cannot move and lie down, but may stand up and move. Show this by using a suitable marker. Troops lying down count a –1 to long range artillery fire. Units will stand up if any enemy approaches within 4” of them or declares a charge on them. When units stand up, either at the beginning of the turn, or because of enemy proximity, they take a morale test with British regulars adding +1. If they fail the test they stand up, but become disordered. If they are standing up at the beginning of the turn they may recover that disorder in the normal way by paying a pip and not moving.

· French

· Cavalry Shooting: +1 to volley and countercharge response for Lt Cav and carabineer.
· Rapid movement and Elan: Average or better French units before 1813 do not pay the +1 pip for a multiple move to contact.

· Column Shock: The use of column as an attack formation by French armies in the Revolutionary War was unsettling to their more conservative enemies and the novelty of the tactic may have had much to do with its effectiveness. This novelty wore off in the Napoleonic period and the difficulties of making a column attack were often demonstrated. The standard rules reflect the later situation, so, before 1803 deduct –1 for infantry facing a column attack.

· Russian

· Stubborness: Infantry ignore the withdraw requirement for unsteady units, (“it was not enough to kill the Russian…you still had to knock him over.”)
· Poor Musketry and Emphasis on the Bayonet: Average quality, non-skirmishing, Russian Infantry receive a –1 when firing and a +1 in melee, (“the bullet is a crazy bitch, but the bayonet is a good lad.”)

-
Artillery rigidity: +1 command pip to limber or unlimber artillery even if in brigade command.
-
Cossacks: Treat Cossacks as one morale class higher than their nominal class when in skirmish order, and one morale class lower when in close order.  

XVI
Capturing Guns

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

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

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



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



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

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

· Regimental artillery is represented by one model 3-4 pdr gun attached for the duration of the game to one of the battalions of the regiment.  The artillery add no hit strength points to the battalion they are attached to. 

· Regimental artillery moves as field artillery, except if it is not in base edge contact with part of its parent unit it must pay a pip for movement even if it is in brigade command. If the parent unit moves into contact with an enemy the artillery halt at the beginning of the last move before contact.

· Regimental artillery must fire at the same target that its parent unit is firing at. If however, the parent has no targets in range the regimental artillery must fire at the nearest target directly to the front of its parent.  If there is no such unit directly to its parent’s front it does not fire.
· To fire, regimental artillery will use the same unadjusted dice score as their parent unit, if that is firing, if not they will throw their own dice. They count dice modifiers for “firing”, but not for “troop type” or “size”. At ART LONG they need a “6” to cause one hit on infantry in the open. They have no effect on other targets at this range.  At ART CAN range they need a “5 or “6” to cause one hit on any target, except skirmishers or hard cover against which they have no effect.

· Regimental artillery fires at enemy charging its parent unit in the normal way. They have no effect on the defending battalion other than to extend its frontage. When determining if an infantry line is overlapped by cavalry include regimental artillery as part of the infantry line if appropriate. If the parent unit forms square, temporarily remove the attached artillery.  Replace it when the unit comes out of square.
· Regimental artillery is lost if :





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

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

· the parent unit suffers a withdraw result in a melee,

· the parent unit is routed, or
· the gun is contacted in the flank or rear by enemy; or is contacted to the front by enemy when it is not adjacent to friends who are also facing the same enemy.
XVIII Battle Casualties and Recovery


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


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

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

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


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

A blown cavalry unit that has four hours rest, and adequate water and fodder, is refreshed and loses the blown penalty.

XIX
Battlefield Paraphernalia


Since one of the primary aims of a figures game is to look nice, the use of battlefield paraphernalia such as limbers and baggage is encouraged, but not penalized if not used.  For instance, personally I provide limbers for horse artillery but not for field artillery but do not count any ill-effects against the field artillery.  Other items of paraphernalia can give advantages as follows, (feel free to add your own):

· Reserve artillery ammunition caissons.  If placed behind a battery at the start of the game they add +1 to long range fire to reflect a higher rate of fire in sustained bombardment.  This +1 is lost if the battery moves, (the caissons are pre-positioned for a long range bombardment,) or if the battery throws a 1 or a 2 on any fire dice, (the additional ammunition is expended and the battery returns to its normal, slower rate of fire.)

· Ambulances (notably De Larrey’s.)  If an ambulance is attached to a regrouping brigade one hit a move may be removed in addition to those removed due to pip expenditure.

· Morale boosters, such as French military bands belting out the “pas de charge” fit to raise a dead man; a lone Scots piper playing Jacobite reels under a blasted elm tree; Orthodox priests displaying icons to Russians; and Catholic priests exhorting Spaniards against the Anti-Christ, add +1 to the morale of friendly units within 2”. Normally no army should have more than one morale booster.

· Baggage.  A wagon representing a brigade’s baggage increases the brigade’s hit points by 10%, (round up.) This is lost if the baggage routs. Baggage
does not have to be kept within brigade command, it will normally be in a baggage park to the rear.




Battlefield paraphernalia is moved at field artillery rates by the normal expenditure of command pips. It routs if it is shot at, or if enemy approach within 6”.

XX
Points Values


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


Infantry units

-
1 point per hit.







+1 if regimental artillery unit is attached.







+1 if “Trained Light”






+1 Average British infantry.


Cavalry units

-
1-1/2 points per hit.







+2 if HV Car.







+1 if Lancers.







+1 if “Trained Light”







+1 if armoured.






+1 if well mounted.


Foot Artillery

-
2 points per hit.







-2 if 3 – 4 lber.







+2 if 12 lber.


Horse Artillery 
-
3 points per hit.







-3 if 3 – 4 lber

Baggage


-
1 point per hit.


Caisons


-    2 points each

Other Battlefield
-
 Free


Paraphernalia
 


ADC 

-
 
4 points each.


Brigade Cdr
-

8 points each.

Division Cdr
-

15 points each.







-5 if Division Cdr also commands a brigade.


Corps Cdr
-

20 points each.

