Foreword

"Vive 'Empereur!" is a series of
simulation games using a standatr
rules system and a set of exclusiv
rules specific to each battle. Thes
particular rules include an
historical commentary and the
victory conditions for each
scenario.

The aim of this system is to refigh
at the regimental scale the
numerous battles fought during th
Napoleonic Era in Europe,
between 1805 and 1815. It uses
map on which the players move
counters representing the comb:
units involved in these battles. Thi
movement and fighting of these
units are controlled by various
charts and some die rolls. Th
game is performed by the
succession of game turns divide
into player turns and phases. Eac
player performs his whole playe
turn before the other playel
performs his own.

Didier ROUY

STANDARD RULES

Third edition

Viee ¢ Z—/;(/e/%«/‘ /

"In war, the commander is the only man
who understands the importance of some
elements, and he is the only man who can,
with his will and his awareness, vanquish
and overcome the difficulties.

With few exceptions, victory goes to the
more numerous army. The Art of War
consists in concentrating more troops on
the point where the attack will take place.
If your army is less numerous than your
enemy, move it in such a surprising way
that his corps will be isolated when you
attack them. Plan your maneuvers so
whenever you meet the enemy, you will
have your whole army against single
divisions. This is how a weaker army will
win all its battles. This is how you will
always be stronger than him on all the
battlefields."

Napoleon
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Vive I'Empereur ! is a series of simulation games simulating the

battles fought during the Napoleonic Era in Eurdpetween 1805
and 1815.
Five games have been already published:

Auerstaedt 1806, Davout versus Brunswick, Socond@idhs
Hanau 1813, Napoleon versus de Wrede, Socomephasliti
Eckmuhl 1809, Davout versus the Archduke CharleBawmaria,
Azure Wish Editions

Friedland 1807, Napoleon versus Benningsen, AzurshW
Editions

Austerlitz 1805, the battle of the three Emperdtzure Wish
Editions.

Hopefully more will follow:

Leipzig 1813, the battle of Nations, Pratzen Edtio
Vitoria 1813, Wellington versus Joseph, Pratzeniu$



STANDARD GAME

I-Introduction

Each game can be played in several ways, eitheigusnly the
standard rules for a simpler game, or using bo¢hsttandard and
advanced rules. In the latter case, the advandedprevail when
they contradict the standard rules. The playersacmee to use none,
some or all advanced rules.

There is a third set of rules, known as specifiesuThey apply to
one game, and each game of the series has its @wef specific
rules. The standard and advanced rules apply tgaaiies of the
series.

Some rule paragraphs may seem at first explainethénwrong
chapter, or incomplete. But after you have readwhele rulebook,
you will understand these paragraphs, which arensanies of rules
explained farther in the rulebook. We urge youdad the rulebook
at least twice, to fully understand the rules.

Approximate scale

*1 counter = 1 infantry or cavalry regiment oagillery
batteries.

* 1 hexagon = about 250 meters.

* 1 game turn = 30 minutes.

*1 loss step = 300 men or one artillery battealpaqut 6
guns).

Main changes from the second edition

-IV-B: cavalry formations

-IV-12: calculation of the artillery firepower

-VII-6 and VII-7: Line of sight and the ridge heasis effects
-IX-2: Cavalry charge movements

-IX-6: square formations

II-Game Sequence

Each phase must be over before the following phasebegin. The
other player can participate only during the defendire phase or
sometimes to form square, to countercharge or tofonme
opportunity fire.

At the end of the two player turns, the marker oa turn record is
moved to the next box on the turn track.

"The 4t of Wan co a simple ant, aund a perfouning art. There o nothing
webalous; everything o dictated by common tense, there o wo ideology."
Hapoleon

1-First player turn.
- Cavalry charges.
- Regular movement.
- Second player defensive fire.
- Offensive fire.
- Melee phase.
- Rally phase.
2-Second player turn.

Same sequence as above, with the second playeacirep
the first player and vice versa.

Note: During his turn, the player is called attaclend his opponent
is called the defender whatever the tactical sitnat

III-Game Components

I .1-The combat units (Fig.1)
They represent the various fighting formations,opposed to the
leader counters and game markers.

Figure 1
Fire value Unit type
Identification
o Unit number
Division

Nation

Movement allowance

Melee value Morale

Steps

Each counter has two sides, the exposed side shevesirrent unit's
formation:

- line or column for infantry and cavalry.

- limbered or unlimbered for artillery.

If in line or unlimbered, the unit is read “horizafly”; if in column
or limbered, the unit is read “vertically”.

Moreover, various symbols and values are printethem:

-Unit Type:
In line In column
Infantry [iiiidsisssssidaid ﬁfiﬁ
In « Bataille » (line) In f%‘élé‘énn
Cavalry %%%% %%%%
i

Limbered

1

Unlimbered

Artillery




-ldentification: regiment number or abbreviation. The
identification is completed by a colored numberletter (corps,
army, etc). Additionally, each counter has a unitber, to help the
players find the unit on the loss sheet. For exatple 024 unit will
appear on the 24th line of the loss sheet.

-Fire Range5 to 7 hexes for artillery, 2 for light infantgnly in
skirmish formation. Always 1 for infantry when noumber is
printed. Cavalry cannot fight by fire. As an exammee IV-6
skirmishers.

-Firepower:This value depends on the unit type. Cavalry lwamen

-Melee valuethis value represents the ability of each unifight
at close range. It is multiplied by the number t&fps to determine
the melee strength.

-Number of Stepseach step represents about 300 men or 6 guns.

The number of steps represents the initial streafythe unit.

-Movement Allowance:number of movement pointsvg for
short) a unit can use every time it moves. Theowariterrain types
have different movement costs. See the terrairctedteart.

- Morale: this value represents the staying power of a before
breaking. At the start of the game, this value gaheranges from 6
to 11.

The melee and fire values can vary depending oritbtamstances
and the terrain. Round up each half.
For example 5/2 =2 1/2, rounded to 3.

I .2-Leader counters

Morale bonus

Combat bonus Initiative
Movement
A
b3 + 4
s%t Bertrand
‘i., . Obedience

IV Corps

Front Back

A leader counter represents not only the leadesdliimbut also his
staff, his aides, and all his retinue.

The counter shows the leader's name and three mangalues.
These values are:

- the combat value (left);

- the morale value (middle);

- the movement allowance (right).

The first two values are die roll modifiers, thetlane is a standard
movement allowance.

On the reverse side, there are two other valué@g&tine on the top
and obedience on the bottom. The "initiative" akkaive leader to act
on his own, without orders (advanced rules,sée).

1 .3-Markers

You can find also two types of markers:

- Square markers: placed back to an infantry unit square
formation. Use the line side of the infantry countso the two
counters will really represent a square. See ampbaat 1V-4.

- Numeric markers: placed across disorganized .unite number is
the game turn during which the unit was disorgahiZéney are also
used to indicate the presence of voltigeurs iratheanced rules.
Note: These markers can also be used to show tiberuof step
losses (see optiowil -8).

I .4-Other Counters

- Dummies: decoys are used to lure the bad guy.

- Reserve: reserve counters are used to hide anidskeep them
behind the front line.

- Random Events: these counters are drawn duriaggétme (see
advanced rulxin).

Reserve and random events are not available ity &eadtle.

I .5-Maps
The maps represent the battlefield. They are divioke hexagons
(called "hexes" for short), and counters are plaoethem.

Each hex contains a terrain type. Some terrain esn such as
ridges and streams also exist between hexes, dlergides. The
summary of terrain types used for a particularl®agt given in the
play aids.

Here is an abbreviated list of terrain types; thlvaatages are
respective to the defender:

- Clear (normal terrain)

- Difficult: melee +

- Brush: fire +

- Forest / Woods: fire and melee ++

- Town / Village: fire, melee and morale ++

- House / Farm: fire and melee +

- Castle / Abbey: fire, melee and morale +++

- Gully: melee +

- Marsh: melee +

- Slope: melee + (if defender on the high ground)
- Stream: melee +

- River: cannot cross

- Road: movement +++

- Path: movement +

- Bridge: crossing a River, Stream or Gully is aiéal.
- Ford: same as Bridge, but with a lower capacity.

Note: Not all terrains exist on the same battldfiel

For clarity's sake, there are two categories ofewedys: "rivers”,
that is the rivers and the major streams, whicmaotie crossed;
and "streams", that is the brooks and the min@asts, which can
be crossed with some restrictions.

The terrain used in the rules is the one coveliireggmajority of the
hex. For example a single tree in a clear hex ayqu like a clear
hex.



I .6-Play Aids

There are several player aids at the end of thei@eles, they can
be freely copied.

- Each player has an Army sheet, to keep trackefidsses. Losses
are recorded by checking boxes, starting with tfletmost. A unit's
remaining strength is the number of unchecked hoxes

- A sheet with the Terrain Effects Chart. These@# apply to the
movement, the formation, the fire and the melee.

- A sheet with the Fire Table, the Melee Table #mel Formations
Table.

[V-Combat Formations

Each unit type can enter a number of formationspes@f them

voluntarily, other due to external factors like ttexrain or the

combat results (disorganized).

Formations are the heart of the game system, tetgrmline each
unit's movement and combat capabilities. The game designed so
the players will easily and instantly see a urgtisrent formation.

"The 4t of War consiote in deploying lis troope to they are everywhere at
the same time. Deploying the troops co the neal »#it of War." Mapolecn

Iv.0-Formations
Each unit can have only one combat formation ata,tbut it can
change formation during the course of a game.

- Infantry:

- line (best when firing)

- column (best when meleeing)

- square (when facing cavalry)

- general order (mandatory in a town, forest, brasd
castle)

- disorganized (after a failed morale check, othasresult
of combat)

- skirmishers: only for light infantry, that isfamtry with a
printed range 2.

- Artillery:
- limbered (to move)
- unlimbered (to fire)
- disorganized

- Cavalry:
- column (usual formation for movement)
- line (“en bataille” during a charge)
- general order (town, forest, brush or castle)
- disorganized

The formation greatly influences the exposed siu the facing of
the counter. The front of a unit is marked withotoced line.

In most cases, a counter always has its small sideg the opposite
hexsides, no matter which formation it is curremly

IvV.A-Infantry
Here is the complete list of formations the infgrdan use, and their
effects.

Iv.1) Infantry in Line Formation

- The exposed side of the counter is the side aitihe unit symbol

on the long side.

Front Front - This unit symbol faces
an hex junction, the
small sides of the

IFTYTTRRRIRRTIY counters are along
~ | = A - | hexsides.

3 °3 2| -Use the reduced
S ~ | movement allowance
Q 2 4 8 4 printed on this side.

- Can stack with
artillery, limbered or
unlimbered, provided

Back Back the units have at least
two common front

hexes.

- Fire range id _hex(including light infantry).

- When attacking or defending through the fronte tlke printed
melee value. It is reduced by half when attackethfa flank or rear
hex.

Note: Flank and rear attacks are describediin6 (with the notable
exceptions of mixed order and protected flank).

Iv.2) Infantry in Column Formation

Front - The exposed side of the
Front \ Melee & Fire / Front | counter is the side with a
; YTV girélé symbol on the short
= sdad - When defending the
< unit has a three-hex
1 front.
- When attacking by
2 fire or by melee, the unit
= 4 8 6 I has a one-hex fronfThe
% 5 other two hexes are front
x hexes, but they cannot
Back be used for the attacks,
either by fire or melee.

- Movement can be
executed through the hex facing the unit symboy.onl
- Use the full movement allowance printed on tliie s
- Themeleevalue is modified by+1 whenattacking but not when
defending.
- Can stack with artillery, limbered or unlimbergdovided the units
have at least two common front hexes.
- Themeleevalue is reduced by half (round up) when attadkewh
a flank or rear hex.
Note: Flank and rear attacks are describedlin6 (with the notable
exceptions of mixed order and protected flank).



Iv.3) Infantry in General Order

Front \

h

- This  formation is
mandatory in atown,
castle, brushor wood
hex.

- Use the column side of
the counter.

- The six adjacent hexes
are front hexes.

- The firepower is 1.

- Use the printed melee
value for attack and
defense

- Town and castle only:
morale checks called by
combat results (fire and

Front

Front

melee) are ignored.
- Can stack with limbered artillery in a town ordst hex (on a road
in this case).

Exceptions an infantry does not adopt general order if it is

disorganized (sew -5).

IvV.4) Infantry in Square Formation

Front -This formation is

allowed only in clear,

farm  or difficult

terrain (where there is no

mandatory formation).

- Use the Line side of the

counter, and place a

square marker along the

back of the unit counter.

T - The six adjacent hexes
are front hexes (no flank,

no rear).

- The movement

allowance isl MP.

- Use the printed melee value against attackinglcav

- Halve the printed melee value when defendingresjanfantry. If a

square is attacked both by infantry and cavalrg trefending

infantry is halved and the cavalry melee value@uced to 1.

- A square cannot initiate melee.

- The firepower is the line firepower modified B2, but with a

minimum of 1.

- The morale is modified b¥2 against cavalry.

- The square may include an unlimbered or limbemitery unit in

mixed order (se&-6).

Front
uoi4

Lbdbe43 1I-1- 3 i

=
i
)
-
)
-
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)
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Front Front

Iv.5) Disorganized Infantry

This is a formation for game purposes, but actuiallyas the state
the unit was in after it lost cohesion, and untivould recover its
cohesion only after some time.

- Use the column side of the counter.

- Place a numeric mark@crossthe unit counter. Use the current
game turn number.

- The six adjacent hexes are front hexes (no flaokear).

- Upon its disorganization, the unit immediatelireats 2 hexes (see
VIIlL.9).

Front \

- A disorganized unit
cannot attack in melee,
but it can defend.

- Use the column
movement allowance,
but the movement can
only be executed
towards the lines of
communication (see
XV).

- The firepower and the
melee value arg.

- Use the column morale
with a-2 modifier.

- If a disorganized unit
suffers a second
disorganization, it is eliminated for good (exceptiwhen the army
is demoralized, seéll).

- Cannot stack with a good order unit (that is, ather formation).

Front

Front

IvV.6) Tirailleurs

Note: this rule has been openly criticized becaiisallows the
deployment of whole units. It has been thereafeaptly transformed
by allowing almost every unit to deploy a light qoamy of
voltigeurs but the light infantry battalions cart natally deploy this
way. As the rule is delicate to use it was placedhie “optional
rules” section. We encourage the players to usatdér they feel
comfortable with the standard rules.

Flank
Jqueld

Back Back

Back

Only light infantry can use this formation. Light infantry are
infantry units with a printed range 2.

- This formation is allowed only inlear, farm or difficult terrain
(where there is no mandatory formation) and sonegim marshes
according to the special rules.

- Use the "line" side of the counter, and placeritan hexside, to
cover two hexes.

Note when a unit enters or leaves the tirailleurs fation, the
counter is moved one half hex. This operation issnmovement. It
is just a change of formation. No opportunity fore countercharge

6



can take place except if the unit makes severahdtion changes to
make a lateral move.
- There are three front hexes, two flank hexesthrek rear hexes.
- Fire:  * 1-hex range with the full firepower prédt on the line
side

* 2-hex range with a firepower modified by -2 with
minimum of 1
- Offensive and defensive fire range: 2 hexes.
- Opportunity fire range: 1 hex.
- A light infantry (with a fire range 2) can fire this range only in
tirailleurs formation. In any other formation, itaves like a normal
infantry with a range 1.
- Even if just one "half-unit" (that is, what is ame of the two
hexes) is disorganized because of the result ajnabat that took
place in one hex only, or for any other reason, ®le unit is
disorganized.
- Melee against tirailleurs is resolved as if thrét was defending
both hexes.
-The melee value is reduced by half (round up) ewvery
circumstance.
Note: Flank and rear attacks are describediin6 (with the notable
exception of protected flank).
- Every fire attack against a unit in tirailleuss made with a -1 to
the dice.
- Everything else is similar to the line formatigseelv-1).

Iv.B-Cavalry
Here is the complete list of formations the cavalap use, and their
effects.

IV.7) Cavalry in Line (“en bataille®)

- Facing is similar to
Front Front infantry in line

formation.

-Every charge or

countercharge can be
performed only in line.
The formation change
does not cost any MP.
The unit uses this
formation  after the
countercharge  morale
check is resolved or at
the beginning of the
charge phase. The line
formation is  never

Flank
Jqueld

Back Back

allowed when using normal movement.

- Reverts to column formation or general order fation when the
charge combat is resolved.

- Some terrain is forbidden: crossing a river, giag into a castle,
gully or marsh.

- The melee value is reduced to 1 when attackisguare, brush, a
town, a wood, or if the cavalry attacks from theseain types.

- The melee value is halved when countercharged &aear / flank
hex.

Note: Flank and rear attacks are describediin6 (with the notable
exception of protected flank).

Iv.8) Cavalry in Column

Front \

- Facing is similar to

column infantry.

- This formation is

mandatory in the two
following cases:

* the unit is not moving

*the unit uses normal
movement.

- The melee value is
halved (round up) when
attacked from a rear /
flank hex.

Note: Flank and rear
attacks are described in
VIII -6 (with the notable

exception of protected

Front

Melee

Front

Flank
queld

flank).

Iv.9) Cavalry in General Order

- Mandatory in town,
Front \ Front wood, brush and
castle.

- Use the column side of
the counter.
- The six adjacent hexes
are front hexes (not
flank, no rear).
- The melee value is 1
when the cavalry defends
(no possible attack in
general order).
- No morale check due to
fire or melee while in a
town or castle hex.
- This formation ignandatoryin the following cases:
*when the unit occupies a town, brush, castle obdvhex and is
not moving
* during normal movement as soon as the unit erdees of these
terrain types, and until it leaves these terrapesy
Exceptions
- if the cavalry is disorganized.
- if the cavalry charges or countercharges: it ubedine formation
for the duration of the

Front \

-

04- G-

\& %1((

Front

charge, with a melee
value of 1 (seéx-1). Front
Iv.10) Disorganized
Cavalry

This is a formation for
game purposes, but
actually it was the state
the unit was in after it
lost cohesion, and until
the unit would recover.

- Use the column side of!
the counter.

Front




- Place a numeric marke@crossthe unit counter. Use the current
game turn number.

- The six adjacent hexes are front hexes (no flaokear).

- Upon its disorganization, the unit immediatelyreats2 hexes
(seevill .9).

- Cannot charge.

- Use the column movement allowance, but movemerdllowed
only toward the lines of communication (s€e).

- The melee value i.

- Use the column morale with-2& modifier.

- If a disorganized unit suffers a second disom@ion, it is
eliminated for good (exception when the army is detized, see
Xli).

- Cannot stack with a good order unit (that is, ather formation).

A cavalry unit carvoluntarily adopt a disorganized state(see
VI-5). The decision is immediate, the codDigP.
Specialin this case, only, the marker is the previous'sunumber.

Iv.C-Artillery
Here is the complete list of formations the artiflecan use, and
their effects.

Iv.11) Limbered Artillery

Front \

Front - Mandatory intown. In
this case it has a front,
flank and rear like in
clear terrain.

- Movement not allowed
in forest, brush, or
marsh, except through a
road.

- Facing is similar to
column infantry.

- Fire is not allowed
while limbered.

- The melee value is the
printed value when
defending, but attacking

Movement

Front

Flank
Jueld

Back

is not allowed.
- No morale check due to fire or melee while imart hex.

IV.12) Unlimbered Artillery

- This formation is
allowed only in clear,
farm  or difficult
terrain (where there is no
mandatory formation).

= T | -Facing is similar to
= S | infantry in line
x~ "
formation.
- Same thing for the

front hexes.
- Movement0 MP unless

the unit changes
formation. If the artillery
changes from

unlimbered to limbered, the formation change ces2Ps, and is
subtracted from the limbered movement allowance \&€3). If an
artillery has 5viPs while limbered, it can change from unlimbered to
limbered, and then executes B movement. The same applies if
the artillery becomes disorganized, except thanmbgement cost is

0 MP.

- Can pivot 60° per turn for free.

- Range dependant fire value

The fire value decreases with the distance of dhget. Subtract the
number of free hexes from the firing artillery toettarget, with a
final minimum of 1 whatever the distance up toteximum range.

For example, if the target is three hexes away r(ihtg hexes
between them), then the fire value will be 6-2=#eT4" column

will be used on the fire table (if no other modifagpplies). A unit 7

hexes away (maximum range of some units) will kiacked at 6-
6=0, therefore final value of 1

Exception Two batteries with one loss each combine thed &t

long range. According to the rule they have a firele of 1+1 =2.
In this case the final value is 1, to avoid twofHasdtteries firing

better than one full battery

The fire value can be decreased by terrain anbefltattery takes
losses (see VII-1).

- Opportunity fire range i2 hexesonly, no matter what is the
printed range.

- Melee: attack is not allowed, but the artillegncdefend with the
normal rules.

- Rear attack: seelll -6, and especially the exception that applies to
unlimbered artilleries.

- Artillery and Squares: see square (8e6).

Iv.13) Disorganized

Artillery

- Place a numeric marker
acrossthe unit counter.
Use the current game turn

number.
- Upon its disorganization,
the unit immediately

retreats 2 hexes (see

VIl .9) except if optional
rule Xvi-3 is in effect.

- Use the printed morale
with a-2 modifier.

- Use the limbered

Front

movement allowance, but
movement is allowed only toward the lines of comination (see
XV).
- Cannot attack with melee or fire.
- Automatically eliminated if attacked in melee egt is stacked
with a disorganized infantry. In that case it inaged for the melee
but suffers the result of the infantry
- If a disorganized unit suffers a second disorzmion, it is
eliminated for good (exception when the army is deatized, see
XI).
- Cannot stack with a good order unit (that is, ather formation).

8



Historical Note the artillery units' density was lower than the
cavalry’s and the infantry's. Therefore, we sugdbat you apply
optional rulexvi-2.

V-Stacking

Several units can occupy the same hex, but they ohey some
conditions. A player cannot examine the enemy stackly the
upper unit.

v.1-Stacking Limits

A single hex can contain:

- either up tdlO step=of artillery and infantry
- or up to7 stepsof cavalry.

These limits are in effect at all instants, inchgliduring movement.
If a unit must retreat into an hex where overstagkivould occur,
the whole stack is disorganized. If the stack isaay disorganized,
it executes an additional one or two hexes retsesyIll -9.

v.2-Stacking Prohibitions

If a cavalry unit must enter an hex occupied Myfantry or
artillery, or vice versa (for example during a retreat motte two
stacks are immediately disorganized, and bothaegdexes.

If a stack is already disorganized, it executesdditional 1- or 2-
hex retreat (se¥lll-9). At the end of the movement, the prohibition
against stacking cavalry with other must be adhévednd this can
cause the player to execute as many addition@atstas necessary.

v.3-Stacking & Combat

When several units are stacked:

- Only the top unit can fire.

- A stack can attack only one hex, it cannot dpliattack several
hexes.

- All the units in the stack take part in melegacekt and defense
alike.

Exceptions

- If a unit's melee value is zero, it does not tpke in melee, but it
suffers the combat results D, D1 and E. If a medegiires a morale
test, the first unit with a positive melee valudtwé stack checks.

- An unlimbered artillery attacked through the reaes not fight
(see the end oflil -6).

v.4-Stacking & Losses
The step losses are applied to the top unit.

Exceptions
- During melee, if the top unit has a zero meldeejathe losses are

applied to the unit underneath.

- If the top unit is completely eliminated andliktstep loss result is
not totally fulfilled, the remaining losses are hgg to the next

combat unit, and so on. And this next unit will exte the morale

check, if any is required.

v.5-Stacking & Morale Checks

If a morale check is required, the unit stackedtiam executes this
check. If it succeeds, the whole stack holds. éf tist fails, the unit
underneath executes a morale check modified bgn@ so on.

Note the concept "stacked on top, therefore in framftist an easy
way to explain why only the top unit checks moraitel fires. If the
stack is fired upon from a rear hex, the lossesstiteapplied to the
top unit.

v.6-Stacking & Opportunity Fire

if a unit leaves the hex arekits to the rear, leaving other units in
the hex, it is still subject to opportunity firep matter where this fire
comes from. The static top unit does not screemtbeing unit, the
triggering event is simplgxiting the hex(seevil-5). If this fire
triggers a morale test, the entire stack perfotrbec¢ause thhexis
the target.

v.7-Stacking & Facing

At the end of the movement phase, units stacked togethemsthd
the same formation must have a common facing.

If several units are stacked together but withedéht formations,
they can have different facings, but they must etetrleastwo
front hexes This is called tixed order".

Front hexes and flank / rear hexes are determintdrespect to the
whole stack, not individual units. If an adjaceeklis a front hex for
one unit, it is a front hex for all the units inettack (the first unit
"covers" the other units).

Example: mixed order. The top infantry is in lire fire and the
bottom infantry is in column to get its melee vatoedified by +1.
Both units have two front hexes which are also tfilwexes for the
other unit. Because of mixed order, the infantrline formation has
three front hexes if attacked, and the column haspossible front
hexes for fire and melee, the two hexes that ave fibnt hexes for
the line.

Exception
- An infantry in square formation cannot stack wéth infantry in

any other formation.
- Skirmishers can stack only with other skirmishers

If two units end any phase stacked together butithit compatible
facings, both execute a morale check. This can drapp a
movement has been interrupted by a counterchangdf, @ unit
retreats before combat. If both morale checks sd;cthe player
must change the facing of one unit to obey the rule
Note: this case is checked only at the end of a@ha

v.8-Disorganized Unit & Other Formation

A disorganized unit cannot be stacked with othemfttions, except
during aretreat, and in this case, the good order unit checks
morale. Nevertheless, the disorganized unit castet in the hex,
and it continues the retreat until it enters arilabble empty hex.

v.9-Stacking: who is up, who is down

The player can change the order of his units itaaksduring his
movement or charge phase only (exception, artilleoving down
upon infantry square formation, see IX.6). Thesangfes are free.



VI-Movement and Terrain Effects

During his movement phase, a player can move @thesor none of
his units, spending movement poinksP§) according to formation
and terrain (see the Terrain Effect Table, in tag pids).

"The At of War consiots in the following: with a less wumenous auny, you
concentrate mone toops than your ewemy ou the point where you attack, ot o
the point where you ane attacked. But this art camnot be learned in the looks,
or acguined a¢ a habit, it (o a way of acting which o the proper genius for
wan." Hapoleon

vi.1-General Case

Movement is not mandatory. UnusstPs cannot be transferred to
other units, nor accumulated to be used in a swiesddurn. Each
turn a unit can use its full movement allowance.

Exception if a cavalry executed or attempted to executhage
during the charge phase prior to the regular mowerphase, it
cannot execute a voluntary movement during the mewve: phase.

The number ofPs a unit can spend is indicated on the exposed face

of the counter (exception, a square has 1 MP). Epamnt MP is
subtracted from the new movement allowance. If tloenber of
spent MPs is now higher than the exposed face (whmiumn goes
to line for example), then the unit stops.

An infantry or artillery unit can enter an hex op®d by friendly
units provided there is no overstacking (seg). The same applies
to the cavalry, which can cross an hex occupiettibgdly cavalry.
A disorganized unit cannot voluntarily cross an kdere there is a
"good order" friendly unit (except during a retresdev-1).

A unit can not enter an hex occupied by an enenity Arleader is
not an unit.

vI.2-Entering an Hex

Depending on its formation, a unit can, or caneater any adjacent
hex:

- Line: the unit can enter one of the 2 front hex.

- Column limbered the unit can enter the central front hex (the

hex where attack and fire is allowed).
- Square general orderdisorganized the unit can enter any
adjacent hex.

The MP cost when entering the hex is a function of theate type.

See the Terrain Effect Table in the player aidsn&ames, there is
an additional cost to cross the hexside: gullygastr, going uphill,
etc.

Example: a column infantry hasMPs. It enters a clear hex (@P),
another clear terrain uphill, crossing a ridge (1=2 MPs), and
ends its movement by entering a forest1gs). The total movement
cost is BVIPs.

vi.3-Formation Change
A voluntary change of formation is executed whitaysg in the
hex, and costs

* 1 MP for infantry,

* 2 MPsfor cavalry or artillery.
But amandatory change of formation requires MP expenditure
(from or to disorganized, from or to general ord@®isorganization
and rally cost noaP.

Column/ Line

When a unit switches formation from column to litlee two line
front hexes must be among the three column froréeThe same
is true for changes from line to column.

Limbered / Unlimbered

An unlimbered artillery has BIP. Yet, it can change to limbered. Its
movement allowance is the limbered movement all@eamvith 2
MPs already spent by the formation change. Duringrandtion
change, the orientation of the new formation is fre

Example: an artillery starts the movement phaseéminéred. The
movement allowance on its limbered side i@Fs. It can limber by
spending 21Ps, and then move with the remaininyBs.

Light Infantry (with a 2-hex fire range)

Light infantry can adopt all the formations aval@tio regular
infantry. It can adopt an additional formation, ®kishers, which
allows firing at a 2-hex range (see6).

The counter is placed on the line side, and acaoskexside. The
unit occupies both hexes.

Note: this formation change does not trigger opputy fire (or

countercharge).

vi.4-Facing Change

- A unit spendd MP for each 60° facing change.

There are two exceptions:

- unlimbered artillery can change facing 60° pen tat no cost if this
is its only move.

- column cavalry or infantry units, as well as liened artillery: the
first 60° facing change before or after enteringeav hex is free. A
column unit can use this free facing change at gtest of its
movement, and then each time it enters a new hex.

Special Cases:

- A 180° countermarch cosBsMPS in any formation.

- A rearward move without facing change nor formatichange
costsl MP plus the normal terrain cost.

Note: this does not apply to formations with sierft hexes: general
order, square and disorganized.
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- The cost of facing change of charging cavalrgagered in chapter
IX.

vi.5-Deliberate Disorganization of the cavalry

A cavalry unit can voluntarily adopt a disorganiztdte agny time

- during its turn

- or during its opponent charge phase and moveptege when an
enemy unit enters or starts a charge in an adjdsent

This decision must be immediately taken when treasion occurs.
Its cost iSO MP.

The unit must retreat two hexes (setll-9 for the retreat
precedences).

A numeric marker is placed across the unit. Usepif@vious turn
number.

This exception applies to deliberate disorganiratialy, not to any
other disorganization. The cavalry will be ablecteck its rally as
soon as the next turn.

After this deliberate disorganization, the enemyt mmay continue
its move or charge if it has any MP left.

vI.6-Terrain Effects on Movement

To cross abridge a good order unit (exception: cavalry charge)
must adopt the column formation (limbered for &tif) and if
necessary pay the formation changes. No formation change is
necessary for disorganized units crossing a stagaarbridge.

A streamcan be crossed in any formation but the extra st
shown in the terrain chart of the special rulesheDtspecial rules
may apply.

In a town, brush or wood hex, a good order infantry or a non
charging good order cavalry must use the gened#roiormation
(remember: free formation change). Disorganizedtsumio not
change formation.

In a town, an artillery can only be limbered oradganized. It can
cross a brush or wood hex only by using road mowemshile
limbered or disorganized.

vI.7-Road

To be eligible for road movement, infantry and dgwvanust be in
column or disorganized. Likewise, artillery must l@bered or
disorganized.

When moving on a road, a unit sperddsiP only per hex (the road
cancels streams, forests, etc). As long as thesteyts on the road,
no formation change is required (this is an exceptd rulevi-5).

Movement Bonus

A unit has an additiona? MPs in a turn if it executes its whole
movement on a road.

Infantry / Cavalry

If the unit leaves the road while in a town, forestbrush hex, it
immediately changes to general order (spending)0

If the unit stops in a road hex within the townudir or wood, the
owning player must choose one of the two possisliteither adopt
the general order formation, or stay in column @ toad. In this
case the unit is marked with a blank counter utldaves the terrain
(the only purpose of this counter is to remind pleyers the unit is

on the road). If any morale check is required, & ianthis situation
is automatically disorganized.

Artillery:
An artillery can cross a wood or a brush hex onlyrdiad. In town,

artillery can be limbered or disorganized, othernfations are
forbidden.

If the artillery stops in a road hex within the $inuor the wood, it is
marked with a blank counter until it leaves therdir (the only
purpose of this marker is to remind the playersati#lery is on the
road). If any morale check is required, the amyliss automatically
disorganized.

v1.8-Cavalry Withdrawal

This movement is available only to good order cagvahot
performing a charge. It can retrehtor 2 hexesas soon as an
enemy unit enters an adjacent hex.

Exception It cannot retreat if charged by an enemy cavalryf
disorganized.

A cavalry unit can execute several retreats dutirgsame enemy
movement phase if several withdrawal occasions atigring the
enemy movement phase. Or it can retreat one timd an
countercharge another time, ske7, or become disorganized as
described in VI.5.

To retreatcheck moralefirst, with no modifiers.

- If the morale check succeeds, the counter islatisg 1 or 2
hexesin the direction opposite to the enemy unit trigog this
special movement. The withdrawing cavalry staysitin current
formation if it is compatible with the terrain. Tinethe enemy unit
can continue its move. This ;ove;ent can triggeyasunity fire.

If the cavalry is attacked again by the same uniindg) the same
movement phase, it can withdraw again, without kimgcmorale.

- If the morale checKails, the cavalry is disorganized, with the
usual results (seelll -9, including a 2-hex retreat). The enemy unit
can move into the vacated hex and continue its mene

VIl-Fire

Infantry and artillery units (not cavalry) can opime against enemy
units within range. This can happen at several $iooa during a
turn. First, the enemy can use opportunity fire mhie phasing
player moves units, under some conditions. Therindwefensive
fire phase, he executes the bulk of his fire ata@lsually against
units about to attack him). And then, the phasilaygr can execute
his own fire attacks, during the offensive fire pha

"Wilitary sccence condiote in §indt computing all the probabilitics. and then,
luate precisely, with a wearly mathematical method, what is the share of
chance. .. Chance &b a mystery for lowly minds, and it becomes a real thing

vil .1-Firepower
This is theuppernumber on the left-hand side of the counters.
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Firepower

- Infantry firepower is aconstant It does not vary with the
remaining number of steps.

- Artillery firepower ishalved (round up) when an artillery loses
one of its two steps.

Example: a battery with a firepower 5 or 6 has o8lif reduced to
one step.

Note: some artilleries have 3 steps. In this csey use a special
rule, which is written among the special rulestfar battle.

- The firepower can be modified by other factoh& tinit formation
and the surrounding terrain. In some cases, ievan be reduced to
0, and the unit therefore cannot fire.

Historical note it may seem odd that the firepower is not
proportional to the number of remaining steps. Bhén arrayed in

a line formation, the frontage of a regiment wagemenore than 400
men. So, even if the regiment is reduced to thispower, the
firepower is the same as initially. Exceptions aowg two-rank
units like the British will be added in the speaiales.

VIl .2-Range

This is the maximum distance from the firer to theget within
which fire is possible.

Remember that a unit can fire only through its frdfor column
infantry, only the central front hex is used, ru side front hexes.

During defensiveandoffensivefire:

* 1 hexfor regular infantry, and for light infantry nat tirailleurs
* 2 hexedor light infantry in tirailleurs

* 5 to 7 hexedor unlimbered artillery (see the fire tables).

Note: the farther an artillery fires, the less @éfit its fire attack is
(unless several artilleries fire together).

During opportunityfire:

* 1 hex for regular infantry, and for light infantry whater its
formation

Zone of fire
(from 5 to 7 hexes depending on range)

Zone of opportunity fire

* 2 hexedfor unlimbered artillery.

Vil .3-Fire

First compute the total modified firepower (withyamodifiers due
to the terrain or the formation), and then rollie d

If several units fire into the same hex (includingfantry and
artillery firing together), they must combine théiirepower into a
single one, and the die is rolled only once.

Then, read the result on the fire table:

- a# result is the number &stepsthe target loses. Any step loss
induces an immediate morale check (gge9).

-a* result means that the target loses no steps, tbohecks
morale immediately.

Exception a unit in atown or castle hex does not check morale
when fired upon.

vl .4-Offensive / Defensive Fire

Each unit can fire twice:

- once during the defensive fire phase (during éhemy player's
turn)

- once during the offensive fire phase (duringpteger's own turn)
That is, twice per game turn.

VIl .5-Opportunity Fire

A unit (infantry or artillery) can execute "oppanity fire" each time
a unitleavesan hex into which the friendly unit can fire.

- Infantry: anyfront hex for a line and thenelee front hex for a
column (seav-A).

- Unlimbered artillery: any hex within tHfgont area, and within a
2-hexrange (no matter what is the real range of thieas).

Opportunity fire combat is not available when theemy unit just
changes facing or adopts a new formation whileistain the hex.
The enemy unit has feavethe hex to trigger opportunity fire.

The enemy unit iimmediatelyfired upon in the vacated hex, with
the corresponding formation and facing, not themfation and
facing within the entered hex. Likewise, if disangaed, the 2-hex
retreat starts from the vacated hex, not the ethiees (se&/Ill -9).

Remember that, if several units can fire on theestarget, they add

their modified firepower together, and only one ogpnity fire
attack is resolved per hex
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The unit exits X and enters Y. A can fire into e¢anise
the unitis leaving X. Then the unit leaves Y. i@ a
second time, and B can fire for the first time.sTfre is
resolved in hex Y.

Each time an infantry or artillery gets an occasionexecute an
opportunity fire attack, it is allowed to fire. Titeeis no limit to the
number of fire attacks the unit can execute, initamd to the
offensive and defensive fires.

If the opportunity fire is triggered by a disorgaed unit doing a
retreat move, the unit that took part in the comivatich
disorganized the retreating unit (either fire cotiramelee combat)
cannot execute opportunity fire. Moreover, no unitolved in a
melee that turn (either this melee, a melee redob&fore in this
melee phase or a melee to be resolved after batyalim the same
melee phase) can make an opportunity fire.

Special Cases
- Retreating unit does not check morale if it is fired upon dagyri
its retreat.

- If several unitsmove stackedogether during the "dangerous”
part of the movement, onigne opportunity firds executed, and
losses are applied to the top unit (except if da@stroyed, see-4).

But this is done only if the units are stacked thge during the
move. If they move separately, even if the patlesthe same, there
are two or more opportunity fires.

- If an enemy unit or stack crosseaveral hexesinder the fire of
the same unit, it is subject to opportunity firee@ach heit leaves.

- If an enemy unit, stackednder another enemy unit, leaves the
hex, it is subject to opportunity fire upon leavitig hex. Only this
unit is the target of the fire attack (se).

VIl .6-Line of Sight for Artillery and Skirmishers

The line of sight represents what a unit can seerxthe adjacent
hexes. Without a line of sight, a unit cannot fire.

The line of sight is checked from the firing hegnter to the target
hexcenter.

VIl .7-Blocking Terrains

The line of sight cannot cross the following hexegen partially

crossing):

- a wood, brush, castle or town hex;

- a ridge hexside;

- an hex occupied by any unit (leaders are notsuniote that the
line of sight is blocked if it crosses the hex wh#re unit is, not just
if it crosses the unit counter.

But fire is possible from these hexes or to thesseh, with

modifiers in some cases.

Note: a gully never blocks lines of sight.

A ridge line is located on the hexside, even if the artwork duss
exactly follow the hexside. It blocks fire, except:

- if the firing unit is adjacent to the ridge liremd up that ridge.

- or if the target is adjacent to the ridge lineg aip that ridge.

A line of sight going down a ridge then up a ridgea target located
up is not blocked, except if other blocking tersaare on the way
(even if they are down the ridge).

Note in some cases, the line of sight is drawn
along a hexside. The line of sight is clear if at
least one of the two hexes does not block the
line of sight.

Example: fire attacks #1, 2 and 3 are allowed
(#3 is adjacent to the ridge and up), #4 is
forbidden as it crosses the previous ridge, #5 is
forbidden because the target is down, #6 is
allowed for the same reason as 3, #7 is
forbidden because the target is down, #8 and 9
are allowed as no ridge is crossed, and #10 is
allowed as difficult terrain is not blocking.

VIl .8-Losses

Losses are recorded on each playdss
Sheet by checking the boxes starting from the
right. To ease this recording, each counter has a
regimentnameand a sequentisiumber
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Option: The players can choose to use the numeric mairkgiesad
of checking the boxes on the sheet. They put the hoarker across
andunder the counter.

A Piece of Advice This option is a good way to show which
artilleries have geduced size

VIl .9-Morale Check

A successful morale check has no effect. But @daihorale results
in:

- the target unit igdisorganized (if previously disorganized, the
unit is eliminated)

-the target unit retreatdwo hexes towards the
communications (seélll -9 melee).

lines of

If the fire result eliminates the last step of dt,uthhe morale check is
executed by the unit underneath (if such a unisteki but without
the negative for being stacked under a unit thsit failed a morale
check..

Even if, because of the morale check, the hex tateal by the
elimination or the retreat of the target unit, fligng unit(s) cannot
occupy the hex.

Note: advance after combat is possible only foremelombat.

VIl .10-Fire Against a Square
The die is modified byt1 if the target is in square formation, no
matter from whom the fire comes.

VIlI-Melee

During his melee phase, a player can attack omeooe enemy units
with adjacent friendly units. The higher the meledue or the step
strength, the more powerful the attack. For infantcolumn
formation is ideal for melee.

Cavalry is especially powerful when charging, excapainst an
infantry square.

"The #it of Wan doce not condist in elabonate maneuvens, dimple ones ane
better: all you neally weed o common cense... This io like a fiotfight: the
more you give, the better. .." apoleon

Vil .1-General Case

Each enemy unit can be attackedceper melee phase, even if it
retreated after combat, ending its retreat in agradimit's front. But a
unit can be attacked Iseveraknits in a single combat.

Exception a retreating unit can trigger a countercharge.

Melee is never mandatory. The phasing player decideether he
will attack or not.

Vil .2-Stacks and Melee

An attacking stack cannot be split to attack défarhexes. If a stack
attacks, every unit that can attack takes patiémtelee.

Likewise, a defending stack cannot be split. laelted, it must be
attacked as a whole.

Moreover, a unit cannot attack two hexes in a simgklee.

viil .3-Melee Value
The melee value is printed under the fire value.

Themelee valuean be modified:

- Attacker: the formation and the defender's taran modify the
attacker's melee value. See the Formation TablethadTerrain
Effects Table in the play aids.

- Defender: his formation and terrain can modifg thelee value.
The attacker's terrain is irrelevant (exceptiorarging cavalry from
woods, town, brush).

The melee value is used to compute the unitalee strength
used to resolve the combat (sag-4).

If an attacking unit's modified melee valueQsthis unit does not
take part in the melee, and it suffers no losses.

If a defending unit's modified melee valueQisit is ignored for the
combat resolution, but it suffers the retreatspdjanizations and
eliminations nevertheless.

Vil .4-Melee Strength

For each combat, the attacker and the defender wentpeir melee
strengths, bymultiplying each unitsmodified melee valueby
the unit's curreniumber of steps and adding together the results.
That means that the melee strength decreases asithiakes losses.

Example: A unit's melee value is 2, and it curneriths 5 steps
remaining. Its melee strength is therefore 10 8).x

viil .5-Attack Hexes

A unit can attack with melee combat only ifitont hexes

- one of the2 front hexesfor a line infantry / charging cavalry

- one of the3 front hexesfor skirmishers

- the central font hex for a column infantry (no attack is allowed
through the lateral front hexes). Cavalry can tiatck in column.

- any one of the6 adjacent hexesfor an infantry / cavalry in
general order.

Remember that disorganized units and artillery oamattack during
the melee phase, but they can defend.

Vill .6-Flank / Rear Attack

A unit attacked from a rear or flank hex has itslasevalue
reduced by half rounded up. And if anorale checks required,
it is modified:

- by -2 for a flank attack;

- by -3 for a rear attack.

Even if only one unit attacks from the rear or flaek, the modifiers
are applied.

Exceptions
- Mixed Order flank / rear attack does not apply if any defeigdi
unit is attacked from front hexes only (3£€).

- Protected Flank

If a friendly unit X is attacked by an enemy unithfough the flank
or the rear, its flank or rear can be "protectddy iis itself in the
front of a friendly unit Z*.

In this case, the flank / rear negatives do notyapp
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* except if Z is a limbered
artillery, or a disorganized unit
(whatever its type).

Unlimbered Artillery

- Artillery alone: if attacked
from a flank or rear hex, the
combat result applies to the
defending artillery only. Any0 or 1 result (with or without *) is
replaced byD. All other combat results are applied normally.

Example: the combat ratio is 4 vs. 1, and the dikis 1. The melee
table gives a 1/1* result, but it is replaced 0fbthe result had been
0/D1, it would have been applied without change.

- Artillery stacked with infantry: if the artillenjis stacked with
infantry and is attacked through its rear or flantk,does not
participate in the melee. But if the infantry issaliganized or
eliminated, the artillery suffers the same adverssults. The
infantry unit takes the first loss.

Vil .7-Melee Prohibitions

Some units cannot attack in melee:

- disorganized units

- units with a melee value modified to zero (beeaokthe terrain,
for example)

- Infantry in square formation

- Cavalry in column or general order

- artilleries

Note: these units can still defend if attacked #les.

Viil .8-Melee Combat

The attackerdivides his melee strength by the defender's melee

strength to get a combat ratio. This ratio is aveyunded in favor
of the defender.

A die is rolled, possibly modified by a leader &eat with the
attacker or the defender.

The combat result from tHdelee Tableis applied immediately.

- 0 or 1: number of step losses.

-*: immediate morale check for the stack that tookt fra the
combat, sex-2

- D: Disorganization and 2 hexes retreat

- D1: Disorganization, one step loss and 2 hexes tetrea

- E: Elimination.

The first result applies to the attacker, the sdcoesult to the
defender (A /D).

Notethat a unit already disorganized which suffers ard1 result
is eliminated.

Exception a unit in town or in a castle does not check reoifahe
melee result is *.

Example 1: an infantry in line formation with nas$(7 steps, melee
value 2, melee strength 14) and a column infanitk two losses (7
- 2 = 5 steps, value 2 + column modifier 1, totaweagth 5 x 3 = 15)

attack a unit in line formation with no loss (6 fste value 2, total
12). The combat ratio is 29 : 12, rounded in fawbthe defender to
2:1.

Example 2: a 4-step infantry in general order (@wh) attacks an
adjacent forest hex. Its basic melee value is & ot modified by
the attacker's terrain, but it is modified by -1chase of the
defender's terrain which is forest. The melee vatd, and the
melee strength is 4 (4 x 1).

Vil .9-Disorganization and Retreat

If a combat result includes a disorganization (I, br failed morale
check), the involved unit(s) must retréahexes This retreat must
be executed, by decreasing priority:

1) towardsthe lines of communication, through empty hexes.

2) towards the lines of communication, through Iseaecupied by
friendly units.

3) into any other empty hex.

4) into any other hex occupied by a friendly unit.

Note: if all surrounding hexes are impassable @ngnroccupied,
the disorganized unit cannot retreat, and is ekaid instead.

If the retreat path crosses one or several hexaspiad byfriendly
units, these units mustnmediately check moralainless they
are already disorganized. Stacking limits must leeyed (ex:
automatic disorganization if infantry retreats owawalry). Seev
Stacking.

If the retreat path crosses one or several froréehef enemy units,
the retreating units may be fired upon by the enemiys, using the
rules of opportunity fire (seeVil-5). But the fire cannot be
executed by units that take part in a melee thésehin other words,
the retreating unit cannot be fired upon by the tht repulsed it.

Retreating through enemy-occupied hexes if forbidden enemy
leader is not a unit. Attacking empty hexes, hopinget an advance
after combat for free is also forbidden.

The retreat movement length is two hexes only, sml@n
impossibility occurge.g. terrain where the unit cannot sto).
this case, the unit can retreme additional hex

A unit thatleaves the mapwhile disorganized cannot come back.
It counts as aeliminated unit for victory points purpose, unless it
exited the map throughlene of communicatioriseexv).

Vil .10-Advance After Combat

If the hex isvacated(all the defenders have been disorganized and
have retreated), one or several attacking unitocauopy it.

The advancing units can neither change formatiote@s the terrain
requires another formation) nor facing, and theystmobey the
stacking rules. The attacking units can go no fmtturing this
phase (except in the case of a victorious cavdlayge, seéx-4).
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IX-Cavalry Charges

Cavalry has a considerable melee strength whergiciigarThe only
response against it is the square formation (fdéanitny) or the
countercharge (for cavalry). However, charging diflexy's front is
not advisable.

Charges occur before the other units' movementaiaBethat the
rules that apply to the charges and counterchatgetain many
exceptions to the other rules.

"Do wot attack the frouts of ewemy fositions when you can attack theor
Ylants. " Napoleon

IX.1-General Case

To attack cavalry must charge. This move is performed dutie

charge phase. To make a regular move (with no ctjiitha cavalry
moves during the movement phase. The units havarfpymed a
move (or a charge with no move) during the chargasp cannot
make a regular move during the movement phase. chaeging

units will melee during the melee phase (excepttmuntercharges,
which are resolved immediately).

The cavalry's formation for regular move is theucoh (or general
order if need be). The cavalry's formation for arge is always the
line. There is no cost to change formation for argh.

To defend a cavalry unit may opt to stay in column or gaher
order formation, or it may attempt a counterchadiging the
opponent's movement or charge phases. In this taselefending
cavalry becomes for a few moments the attackenalf also choose
to become disorganized, or retreat (if attackethfantry only).

IX.2-Charge Movement

During his charge phase, the active player stateishaunits will

attempt to charge, but he does not state which gnemits are
targeted. The charging cavalries may not be disdzgd.

The unit executes a normal movement with the faihgw
restrictions:

- Only two 60° orientation changes can be perforfoedhe whole
charge move.

- Each of this orientation change costs 2 MPs.

- Each unit can change 60° only once per hex.

- There is no free orientation change (only ingutar move).

- During a charge, to enter a village or a wood hegts 6 MPs,
brush 4 MPs, difficult terrain or a farm 2 MPs.

- If the unit starts its move in such a terrairpays this cost first.

- To cross astream costs 6 MPs, to climb Hdge 2 MPs, to go
down 2 MPs also.

- In a wood, brush, or town, the cavalry change$atmation to line
for the charge. The same happens for a countereharg

- A charging cavalry cannot crosggally or amarsh, and cannot
enter acastleor crosdfortified walls.

Each charge is resolved separately. Yet, if seveaahlries are
stacked at the beginning of the charge phase, @y charge
together. Cavalries can also come from differexebeprovided the
player states he will attempt a "combined charge&ik-5).

A leader can charge with the cavalry if it is sedkfrom the
beginning. In that case it will not be allowed tova further during
the regular movement phase.

If, during the movement, the cavalry happens to ibethe
neighborhood of aenemy cavalryfacing the right direction, this
enemy cavalry may immediately attemptcauntercharge by
checking morale.

If the destination hex contains at least enfantry , the defender
may attempt to form square (morale checkize).

When a charging cavalry moves, the owning playerstate which
hex the cavalry will attack if, and when, he wan@¥. course, a
cavalry in line formation has two front hexes, arah attack either.
The charging player may wait for the melee phasgtdte which hex
he attacks. It is the defender's task to guesshniimix is targeted...
However, the cavalry can attack one hex, the alhe&ven none by
choosing to become disorganized, not both hexes.

A charging cavalry mayoluntarily become disorganizedat
any time, (including after the combat, to be alldwe retreat 2
hexes). The game turn marker placed on the cavélhyhave the
previous game turn number (s&#-5 and optional rulxvi-4).

A charge ends only by a melee, losing a morale icliefter a loss
due to fire for example) or by voluntarily becomidigorganized at
any time. Once a unit starts a chargeaihnot voluntarily stop it.
If it fails to make contact, it must disorganizdwtary.

Note there is no morale check requirement to chargés morale
check exists only for countercharges, beé.

IX.3-Charge Combat Resolution

All charge combats are resolved during tmelee phase The

cavalry fights with the usual procedure, with &létmodifiers that
apply (value reduced to 1 when attacking a squareexample).
Exception: a countercharge is resolved immediatepon its

declaration (se&-7).

If the target of the charge contains no enemy (amibnly markers or
leaders), the melee is considered over. This capdrawhen the
defenders retreated after a fire and its moralelche

When applying the combat results, an infantry tegey a charge
loses 1 additional step except if insquareor general order
formation, or if the result wad step losgseelX-6).

Remember that aalready disorganizednit which gets dD"
result is eliminated.

At the end of the melee phase, every cavalry uniblved in a
charge reverts to the column formation (or generdeér if within a
town, forest or brush), obeying the rule about itfgowith at least
two front hexes in common", se&e7.

IX.4-Charge Exploitation

If, when the combat is resolved, the target unitlisrganized (D
combat result or failed morale check) or eliminated

- a disorganized unit retreats 2 hexes {4&e9);

- the cavalry can enter the combat hex, changarigstation by 60
if needed, and then the first retreat hex or amadjt hex (in case
the attacked unit was eliminated); the change déntation is
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limited to 60°, if the enemy retreats in a non-redale hex there is
no exploitation.

- if the first retreat hex contains a unit (whichshto check morale
immediately, see&-2), the cavalry can charge this new unit if the
morale check was successful. If this unit is infgntt can form
square before the cavalry enters the adjacent lfigke infantry
cannot see itm no square attempt is possible.

IX.5-Combined Charges

The charging player can declare a "combined charggi' several
cavalry units from different hexes. These cavalrmesst meet when
charging. This rule allows cavalries to fight tdgst if
countercharged. Then the cavalries can move ahtidiga whole.

If the cavalries follow different paths during thrvement, they are
no longer considered as combined.

IX.6-Square

An infantry can be in square formation at the stathe charge, or it
can attempt to form square at any moment duringliaege (except
if disorganized or if the cavalry is adjacent) evmsiore the cavalry
makes a single move.

An infantry not in square during a charge can suffene
additional steploss. When the melee is resolved, any resther
than Oimplies an additional step loss.

Example: 0 still is 0, 1 becomes 2, D becomes O1b&omes D2.

To attempt to form square, the defender execute®eale check
with all the usual modifiers, except the -2 forrgpattacked from a
rear / flank hex (the troops from the last rankalsvlooked behind
from time to time, the contrary would be surprisingnd the square
was formed, no matter where the order was issumd)frMoreover,
the morale check is modified by the distance frdra tharging
cavalry:

- If this distance is 3 hexes or more, a bonus apflies.

- If this distance is 2 hexes, no modifier applies.

- If the cavalry is adjacent to the target, no squattempt can be
made, the infantry must stand the melee unchanged.

The line of sight might be important. If the cayais 3 hexes away
but is seen only at 2 hexes, the last will be deethe morale check.

If the morale check succeedshe infantry immediately adopts
the square formation. Other infantries (stacked eumeiath)
automatically adopt this formation too.

Artillery in the square

Players can freely move artillery units up or daiwva pile during the
square formation change, but cannot change théegartformation.
Artillery retains its orientation, it does not haGehexes of front as
the square has.

- limbered artillery in the pile: it is protecteg the square, no matter
what its position in the stack is;

- unlimbered, stackedn the infantry: it can use only half of its fire
value against cavalry (both in opportunity fire aedular defensive
fire), and if the cavalry actually melees the héx, artillery will take
at least one step loss whatever the melee redwtattillery has no
+2 morale bonus for being stacked with a squarejftaitacked by
cavalry, this cavalry melee value is still redudedl due to the
presence of the protective square. If the squarattscked by
infantry only, the fire value of the artillery ialf.

- unlimbered, stackedinderthe infantry: it can only take part in
melee and does not fire, but it benefits from tBamorale bonus.

If the morale check fails the infantry is disorganized, but does
not retreat now. It will retreat when the chargenbat is resolved,
unless it is eliminated during this combat...

If several infantries are stacked together, theutoip checks morale.
If successful, the whole stack adopts the squaradton. If it fails,
it becomes disorganized, and the second unit insthek checks
morale with a2 modifier to form square (see5). If all the units in
the hex fail, they remain in place and await foe tinelee result
before retreating. If a single unit passes the taarheck, the others
retreat and do not wait for the cavalry melee. Tdusids having
units both in disorder and in square on the same he

IX.7-Countercharge

An enemy cavalry, even being charged, can attempt t
countercharge. This can happen during the chargeement and
melee phases. This is a charge "without movementijlable only

to the enemy cavalry. However it could happen dumphayer A's
turn if a unit from B retreats after a melee andsea in front of a
non charging cavalry belonging to A.

If a unit enters one of thront hexes of an enemy cavalry unit,
this cavalry can attempt to countercharge. It miist check
morale:

- If the morale checkails, nothing happens and the countercharged
unit may go on.

-If the morale checksucceeds the countercharging cavalry
changes to line formation, but some terrain pegmlthay apply, see
IX-1. Then, itimmediately engageshe enemy in melee without
moving. The countercharging cavalry is the attacker the
resolution of the countercharge only.

If an infantry is countercharged, it cannot attertgptform square
before the melee as the cavalry is now adjacetfhiisdnfantry.

The countercharge is resolved like any other mel@&be
countercharged unit can fire normally, providect tihds facing the
right way, and then the melee is resolved.

All the wunits currently stacked with the moving unare
countercharged, even if some of them were not irewlin the
charge.

Note: beware of combined charges! (ped)

After the combat resolution

- The countercharging cavalry does not move (noaade after
combat), and reverts to the formation before thentercharge.

- No matter the combat result, the counterchargessthe active
unit's movement.

- The charging cavalry reverts to column or genecatler
(depending on the terrain where it has been cotimieged). Its
actions are over for this turn.

- But an infantry, even if countercharged, can gegin melee
during the next melee phase (advance after coralazdipived).

Some remarks

- A cavalry which failed its countercharge atteml still be able
to attempt other countercharges if a new possibdiises or any
other allowed action.
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- If several cavalry units are stacked togethed &rsome of them
fail the countercharge morale check, they are igthaduring the
countercharge combat resolution. But they will hawee check
morale, if the countercharging cavalries were djanized during
the combat.

Each unit has a morale basic value, usually in7t#id range. This
value has no connection with the unit's step, matek fire values.
There are many times when a unit is required talkchrorale, to
know whether it will keep its cohesion. A failuresults in a
disorganization and an early retreat. The unit viidve to be
"rallied" to recover its fighting spirit, and berayed in a combat
formation

"Yu war, thee quartere s a guestion of monale: the test of strength io only
owe guanter." Vlapoleon

x.1-Causes

Morale is checked:

- each time a unit ifired upon andsuffers one or more losses
Exception: the unit has just been disorganized, ianfired upon
during its retreat. In this case, the unit doesaack its morale. It
just loses a few more steps;

- meleeresult, when the table yields a "*";

-a good order unit is occupying an hex through cihia
disorganized unit retreats.

- a cavalry attempts @ountercharge (but failure does not result in
a disorganization);

- an infantry attempts téorm square during a cavalry charge or
countercharge.

- a disorganized unit attempts to rally.

X.2-Morale Check
To check morale, roliwo diceand add both.

If the result idower than or equal tothe morale value, the check
succeeds. If the result ggeater than the morale, the unit becomes

disorganized or stays disorganized (depending on the cases

above), and must retretvo hexes(beware of opportunity fire).
SeeViil-9.

Note: there is a special case for the 2-hex retidst special case
applies to failed rally attempts. In this case, riieeat can be toward
a close forest or town, s&&-4.

X.3-Automatic Success and Automatic Failure
No matter the dice roll modifiers:

- a naturaR is always a success;

- a naturall2 is always a failure.

x.4-Modifiers

All modifiers are cumulative. The morale is modifiey:

* Formation

- if the unit is disorganized?2

- if the unit is infantry in square formation, atkad by cavalry only:
+2.

* Adjacent unitsif the unit attempts to rally (sed-2) in an hex
adjacent to an enemy unitt.

* A leader + morale bonusof the leader (middle value on his
counter).

* The attack or fire direction

- if the unit is attacked or fired upon througHank hexside:2.

- if the unit is attacked or fired upon throughrearhexside:3.
Exceptions: protected flanks, or when attemptinfptan square, see
IX-6.

* Another morale check failuri@ the same hex: if a unit has just
failed a morale check, the morale of the unit stdckinderneath is
modified by-2.

* Lossesif a unit has lost several steps, the moraleigeled. If
the players have opted to use the decreasing #treognters, they
use the morale printed on the counter currentiylay. If they prefer
using only the original counter, they refer to thowing table to
determine the morale malus, which depends on tiginat step
strength and the current step strength.

strength | 7+| 6| 5| 4| 3| 2| 1
9 - [-1]-1) 1) -2]-2(-2
8 - -1 1) -1)-2(-2
7 - - -1 -1]-2] -2
6 - -1-1]-1]-1
5 - --1] -1
4 - -1 -1

Left column: original step strength
Top line: current step strength.

"-": no effect
"-1": morale modified by -1
"-2": morale modified by -2

Note: units with an original step strengthfsteps or lessever
have their morale modified because of losses.

XI-Rally

During the rally phase, the player can attempttly his previously
disorganized units with morale checks.

xI.1-Eligible Units

A unit staysdisorganizedor at leasttwo full turns before the
first rally attempt. Exception: a cavalry choosing become
disordered, see VI-5.

In other words, a unit can be rallied only if thember on its
marker is 2 lower than the current turn number.

Example, during turn 8, the player will attempt reorganize the
units with markers numbered 6 or less.

xI.2-Rally Check
Each eligible disorganized unit can check moralgh wall proper
modifiers, including the2 modifier for being disorganized.
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A rally check is voluntary. Each turn, the ownintayer chooses
which units will check, on a unit-per-unit basis.

Example, during turn 5, the player will attempt reorganize the
units with 1, 2 or 3 markers.

XI.3-Success

If the rally die roll is successful, the "disorgami" marker is
removed, and the owning player can choose any atloiermation
for the unit, taking into account the terrain thmet s in.

XI.4-Failure

If the rally die roll fails, the unit retreatevo hexes

- toward a line of communication

- or toward a town hex or a wood hex within two &é&xin any
direction.

If the unit is already in #own or foresthex, it is not required to
retreat for failure of a rally attempt.

xI.5-Disorganized Units Stacking

It may happen that units disorganized during défiférturns are
stacked together. If a unit is reorganized and dtieer is still
disorganized, this second unit must retreat 2 suidit hexes, even if
it is in a wood or in a town. The reason is thagomd order unit
cannot stack with a disorganized unit.

XII-Army Morale

When a given level of losses is reached, an army be
"demoralized". In some scenarios, demoralizatiopliap to army
corps separately, instead of applying to the arsng whole.

This threshold is given in the special rules fa battle.

When the demoralization level is reached, the afjmy corps)
morale collapses immediately and until the enchefgame.

"The cuteome of a battle is the neult of an custant. of a thought. We close
with vard . we mingle, we fight for dome time, a moral fire
Uights, aud the smallest resewse prevadle, " Napol

XIl.1-The "Chain Reaction" Effect
When the army islemoralizedeach unit with at least one step loss
has its morale permanently modified 12/

When a unit in a demoralized corps is disorganitetin trigger a
"chain reaction™:

- every adjacent good order unit belonging to a atatized corps
mustimmediately check morale

- the same applies to such units adjacent to thex2etreat path.

If these morale checks fail, the correspondingsuaie themselves
disorganized, they retreat 2 hexes, and they aurcaother units to
check morale.

Xl .2-Stragglers

A disorganized and demoralized unit that suffersotlaer
disorganization result is no longer eliminated. Bt victory
purposes, the opponent gets thetory pointsas if this unit were
destroyed. Mark the unit on the Army sheet and addecond
demoralization marker on the unit.

The unit retreats towards the lines of communicatiath its full
movement allowance. It does not stop upon entexit@yvn hex or a
wood hex. If this movement is not possible, the imeliminated.

Historical note this rule represents the chaos created by routed
units when an army's morale was broken. Although uhit is no
longer an efficient unit and can no longer be usealcombat, it still

has effect on the battle, by hindering the retoédtiendly units, and
spreading panic on the rear...

Xlll-Reinforcements

They enter the map during the movement phase, ynfamation

and order the owning player desires, and they wgrt &t once. If
the entry hex is occupied by an enemy unit, red€orents enter in
the nearest empty hex on the map edge.

In some cases, reinforcements are placed on thedmnegtly to a

location as they become available (or released feoneserve for
example). If an enemy unit enters in an hex adjamethis location,
the reinforcements are immediately placed and achally.

XIV-Leaders

Each player has one leader per army corps, plasmay commander
(usually Napoleon, for the French player).

Leaders provide benefits to the units they areksthavith, although
they are not combat units themselves.

" warmiior must have as much character strength as intelligence. Men with
intelligence but wo character otrength ane the wondl; it o better to have much

XIv.1-The Various Leaders

Usually, each leader commands an army corps. Uinitshis
command have the number or the abbreviation ottimps on their
counters.

Each player has also a supreme commander, who teadshole
army. He can command and influence any unit befantp his side.
In some cases, there is an intermediate level & dhain of
command (for example, wing leaders in the Russianya

Leaders have no firepower, and no melee value. Teegyot count
for stacking, and they are never in a specific fation. Anytime the
word "unit" is used, this does not include the krad

Leaders influence combats and morale checks. Hraéleaders are
stacked with a unit, the owning player chooses Wwheader will
influence the unit (for example a corps commandeér the supreme
leader).

XIv .2-Values

The leader counters show three numerical valuessdkalues are:
- the combat bonus (left);

- the morale bonus (center);

- the movement allowance (right).

The first two values are added to the die roll, thst one is a
standard movement allowance. Use infantry costsnwimeving
leader counters.
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xIv.3-Combat Value Effects

The combat bonus applies moeleeonly. Fire is never modified by
a leader.

The melee value is added to the die roll when ¢laelér attacks and
it is subtracted when the leader defends.

This bonus is added only to the units the leadenmsands. The
army commander bonus applies to any unit belontgirtys army, if
the player opts to use the supreme commander ¢thstethe corps
commander.

Using the combat modifier is an option, and they@lacan choose
not to use the leader (except in rare circumstaviten the modifier
is negative...). The player has to clearly decthesuse of the leader
before rolling the die.

Example: Oudinot attacks with a unit. His combatueais +1,
therefore he adds 1 to the attack die roll. Whefewiging, Oudinot
subtracts 1 from the attacker's die roll.

Example (special case): the King of Prussia hag aombat value.
If he attacks, the die roll is modified by -1, aifiche defends, the
attacker's die roll is modified by +1.

Historical Note Napoleon

His combat bonus i81" only. This is a deliberate result of the
game design, because Napoleon is the commandéighand the
sovereign. Therefore, he had to be careful abautifei and he had
to stand away from the fighting.

XIv .4-Morale Effects

A leader provides a morale bonus to any unit retasked with. This
bonus is algebraically added to the stacked unhsnwchecking
morale.

This bonus is added only to the units the leadermands. Hozever,
if a corps commander is stacked with units fromtheocorps, the
maximum value he can use for these units is +leausof the real
value.

The army commander can apply his bonus to anyheidnging to
his army, instead of the corps commander's borosjded the units
are stacked with the army commander.

Remember that an unmodifid@ is always a failure.

Example: Napoleon has a 6 morale bonus!

XIv .5-Elimination

A leader can be eliminated if:

- the leader is stacked with a unit that lo2ear 3 stepsin a single
fire attack (2 or 3 result on the fire table). Ralsingle die to check
for casualty, & eliminates the leader.

- the stack in the same hex is eliminateds die roll eliminates the
leader.

- If they are alone in an hex, and an enemy un#rsrthe hex, roll a
die. A6 eliminates the leader. Otherwise, he is shiftedrnt@adjacent
hex.

- Special: if a leader is totally surrounded byrageaunits and is the
lone survivor of a fight, &, 5 or 6 eliminates the leader. If he
survives, he is placed on any hex two hexes away.

If several elimination cases occur simultaneouséyeral die rolls
are executed. These tests are executed beforedtsethat apply to
the units, such as morale checks.

If the army commander is eliminated, his army imratsdy
becomes demoralized.

Beware losing a leader costs victory points... Losing thrmy
commander is a good recipe to get a major defeat.

If Napoleondies in the battle, the French player immediateses
the game. This result is far worse than a majoitamyl defeat,
because that means the end of the greatest efiies# times and of
a glorious legend...

XIV .6-Substitute Leaders

If a leader is killed, a new one appears at the sfahe next game
turn, stacked with a unit belonging to the leadedsps. Suppose
that a division general or an aide assumes the @rm

The leader counter is used, reverse side up tacethe players that
the historical general has been killed. This revesgle shows the
initiative value. The new leader's values are: catlonus 0, morale
bonus +1, movement allowance MPs. When playing advanced
rules, the initiative and obedience values are 2.

If the substitute leader is killed himself, anotrseibstitute leader
appears the next turn with the same procedure.

XV-Lines of Communication

The lines of communication were the backbone ofAtray. This is
where supply and reinforcements came from. In g&enes, the
lines of communication are the main retreat pattite units.

Each game will state the lines of communicationtffigrarmies.

If a unit leaves the mapthrough a line of communication, it
providesno victory pointto the enemy, except specified otherwise
in the game special rules.
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ADVANCED RULES

Once they master the standard game, the playerswaay to use a

more realistic rules system, to grasp more accuyatee complexity

of the battles of the Napoleonic Era. These newsrare optional, of

course, and players can modify them as they se® §ilame becomes
richer and richer through the players' input.

On a more practical side, the players agree béifiergame on which
advanced rules they will use: none, one, someloBame advanced
rules are rather simple, other are more difficoltapply, such as
command and control.

Beware the new modifiers (die roll, combat values, edcd not

printed on the charts.

"The overall commander follows hic omn experience on his Tactics.,
bnowledge of the lighern principles of war can be acquired ouly thuough

XVI-Optional Rules

xvi.1-Voltigeurs

If this rule is used, do not use the tirailleursnfiation as described
in IV-6. Every infantry unit can deploy voltigeursThey are
implemented by using numerical markers (used fssds) deployed
in an adjacent hex. This hex must be free of antyand in the front
of the deploying unit. These voltigeurs are deptbylike line
infantry, and therefore have two front hexes. Aelimfantry in
column or in general order can deploy one voltigauline infantry
in line two, the light infantry (called light, jage chasseurs, grenz,
rifle, légere) can deploy three. A disorganized,umiunit in square,
or a militia unit (militia, Archiduke Charles Legip Landwehr)
cannot deploy any. These markers are part of thihenainit, they
do not subtract losses when they are deployed, ¢héy simulate
the presence of voltigeurs.

- They can be deployed in any terrain where the enmnt is
allowed.

- They are deployed in an hex where the motheraaritfire, except
for light infantry where they are deployed in amjagent hex.

- Only the upper unit of the stack can deploy galtirs.

- They do not block the line of sight.

- To deploy and reintegrate voltigeurs does not emy MP. This
action is voluntary during the movement phasenwgoluntary when
a friendly or enemy unit enters the hex where thlégeur is. A unit
can deploy voltigeurs once during his movement ghasd once at
the end of his rally phase.

- A voltigeur unit fires on an adjacent front heithwa fire power of
1. This value is not modified, can not be addedrtother voltigeur
fire, but one (only) can be added to a regular fire

- Fire on a unit beyond a voltigeur is made witmemative of 1,
except if this value was already one. In this dase not modified.
Several voltigeurs on the path decrease only heZfinal fire value.
As a reminder, the line of sight is not blocked.

- Voltigeurs can not stack with enemy units.

- They can never be adjacent to an enemy cavalty un

- Two voltigeurs from opposite sides annihilateleather.

- A friendly voltigeur stacked on a unit is simpignored. It is

reintegrated if still stacked at the end of the eroent phase.

- When an enemy infantry or artillery enters a igeltr hex, they
trigger an opportunity fire if they enter from affit hex, then the
voltigeurs are reintegrated.

- When an enemy cavalry enters an hex adjacenvtdtigeur, he is
simply reintegrated with no fire.

- Practically, the movement of the mother-unit isdm first, then the
voltigeurs follows and are set around. If any opynaity fires occur
their precise position is set hex by hex. They ad tnigger an

opportunity fire by themselves. They cannot beckttd in any way.

- With the exceptions stated above, they are natsidered as
"units".

xvi.2-Artillery Losses

Artillery fire did not have the same effect where ttarget was
infantry in close order or when it was a lone katjl battery, with a
much lower number of men. Moreover, artillery wagaged in a
single line, which is why ricochet fire achievedimiag.

This optional rule exists in two flavors: A or Blapers can choose
either before the start of the game.

System A - half losses:

Each time an artillery is fired upon by enemy bati, its losses are
tallied ashalf-losses The first time the fire table (not the melee
table) indicates there is a step loss, the anikerffers only one-half
step loss, and a single bar, not a cross, is dawa square on the
loss sheet. The artillery values are affected inMag by this half-
loss.

The next time the artillery suffers a half-lossptmer bar is drawn
on the same square, which gives a complete crdss. time, the
artillery suffers all the adverse effects of haviost a step.

If the artillery is stacked on infantry:

- the first step loss is applied to the artilleapnd therefore only one
half applies)

- the remaining step losses, if any, are appliethéoinfantry as full
step losses.

The morale check is executed by the artillery.

If the fire attack is @ombined attackby infantry (or skirmishers)
and artillery, the half-loss rule applies if theillry provides half
the total fire value or more. Use the fire valuedified by terrain,
distance, and any other modifier for this compotati

System B - Random Losses

Each time an enemy artillery fires on a friendifillery, the
following applies:

- if the artillery is alone in the hex, roll a die-3 the loss is effective,
4-6 the loss is ignored. In all cases, the artilidrecks morale.

- if the result is 2 or 3 losses required, a dieoited for each step
loss required.

- if the artillery is stacked on an infantry unioll a die for the first
step loss. 1-3 the loss is effective, 4-6 the lisssgnored. The
remaining step losses, if any, are applied tonfaniry. The artillery
checks morale.
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If the attack is acombined fire attack, use the same rule as in
system A.

xvi.3-Artillery Retreat

A limbered artillery retreats normally if disorganized.

If an unlimbered artillery is disorganized, it does not execute a

retreat, but it stays in the hex. The player putsra number marker
across the counter, but does not retreat the counte

- an artillery disorganized in this fashion mayyraormally.

- other units in the hex act as if the artilleryHaeft the hex, they do
not take the presence of the artillery into account

- but if the enemy enters the hex, the artilleryaistomatically
eliminated, with no combat.

- During the movement phase of the following tutre artillery can
retreat as a regular disorganized unit does (usdirtibered side of
the counter).

XVl .4-Cavalry

During the Napoleonic Era, this arm was the mdtieft, but also
the most difficult to control, because from timetime the horses
had something to say about all this. Hence some ¢drdifficulties!
So, to simulate more skill when you use your caydiere are some
additional rules.

Light Cavalry (green cavalry symbol): Cavalry units with a
movement allowance of 1ér more are light cavalry. These units
do not need to pass a morale check to retreatdefonbat (sewl-

8). This automatic movement can be repeated as riamgs as
necessary.

They can change direction three times instead @fetywer charge
movement. They receive 41 die roll modifier whenmeleeing
againsdisorganizedinits.

Remember that withdrawal before combat is not albwf the
attacking unit is a cavalry, light or heavy (s&e8).

Line cavalry (green or grey cavalry symbol): cavalry unit with a
movement allowance of 9. They must make a moratelcto retreat
before combat. They can change direction twice pkarge
movement. They receivetdl in melee against light cavalry.

Heavy Cavalry (grey cavalry symbol):

Cavalry units with a movement allowance of 8 orslese heavy
cavalries. They can change direction only once pharge
movement. When heavy cavalry charges, its melagevial modified
by +1, except when charging against heavy cavalry (estanked
with light cavalry).

Charge: No cavalry unit can charge during two succestives. A
cavalry that has charged during the current turstrapend th@ext
turn without charging, but normal movement and couthizrge are
authorized. Having charged does not prevent cavabiy making
any defensive action, including countercharging.

This rule does not apply to countercharge.

Cavalry Retreat: when the charge is over, whatever the result,

light or heavy cavalry can becomdisorganized (see VI-5
deliberatedisorganization).

It must retreat toward the lines of communicatidhe length of the
retreat can be

- 2 hexes

- or the number of remaining movement points (@stie).

Example: a light cavalry (18Ps) uses #1Ps during a charge. After
the charge combat, no matter the result, it can paddhe
disorganized formation and retreat with up tves.

XvI.5-Rout

Rout can be used by the players who think thatdikerganization

of a unit already disorganized does not mean itsimhtion, but its

rout. The rout makes rally more difficult, and atkés into account
the stragglers who clutter the rear.

A unit already disorganizeduffering a new disorganization result
(either a fire result or a melee result, but netféling a rally morale
check) becomerouted.

Its marker is replaced biwvo markers equal to the current turn
numberplus 2

Example: a disorganized unit suffers another dismigation result
during turn 4. This unit receives two "6" markeltswill be able to
rally no sooner than turn 8.

The unit retreats with itathole movement allowandewards its
lines of communications, and it will do the samehetime it fails a
rally morale check.

Other effects

- Its morale is lowered by3-

- Its fire value i0.

- Its melee value 6.

- Its front covers the six adjacent hexes.

- If an enemy unit enters one of the six front leexae routed unit
retreats with its whole movement towards the line$
communication. Failing that, its retreats on amefhex. If this fails
too, the unit is eliminated.

A routed unit that passes through a non routed"gointaminates
this unit; that is, the other unit becomes immedjatrouted also,
without any morale check. The opposite is truea ifinit in any
morale status passes through the hex occupiedrbytad unit, the
first unit is routed too.

When rallied, a routed unit becomes in good orgest like a
disorganized unit. There is no intermediate disoigEd status.

XVl .6-Morale in town and in a castle.

If one thinks a unit in town or on a castle is fmwerful because it
never tests its morale, apply the following:

- A unit in town has a morale bonus of 2, with axmaum of 11. It

normally checks when it takes losses or after aemeWith this

bonus of 2.

- A unit in a castle as a morale bonus of 3, withaximum of 11. It
normally checks when it takes losses or after aemelith this

bonus of 3.
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XVI.7-Troops reintegration.

A unit in good order, out of fire range of an enemmit, with a

leader on it, that did not move during a movemehase, that
already took losses, can try to recover one losmga rally phase.
It must pass a morale check (adding the leaderd)douecover one
step. If more steps have to be recovered, it clowiothe same
procedure the following turns.

A unit totally eliminated cannot recover losses.

xvI.8-Modulated demoralization.

For a corps-based demoralization, to avoid the gutayknowing
exactly when it will occur, the following processused.

When the demoralization level -5 is reached, ttayeal rolls two
dice and adds this value to the normal value - @ives the new
threshold of demoralization. For example, for alexf 30 the player
rolls when it reaches 25. If it rolls a 6, the 8ireld will be 31. For a
9, it will be 34, and so on.

XVII-Command and Control

There are 4 levels of optional rules about command control,
with increasing realism and complexity. Before tfaene starts, the
players agree which level they use. Using a gieeellimplies using
the lower levels also. For example, if the playemsose the second
level, that means they will use the rules from fitet and second
levels. If they choose the fourth level, they usk all the command
and control rules.

"Wilitary genins o a gift from God, but the firet guality of an overall
commander co steadfastuess and the will to win at all costs." apolesn

xvii .1-First Level: Leaders
Use all standard rules from chapxay .

Additional optionwhen a leader is eliminated.

When a leader is eliminated, roll the die a sedaond.

- 1 to 5: this is the number of game turns thedeadnnot act.

- 6: the leader is killed or severely wounded. Bl®ut of the game
for good.

If the leader is wounded, the victory points forediminated leader
still apply, even if the leader returns to the lefittld a few turns
later. But they do not apply the second time tlaglée is eliminated.

Xvil .2-Second Level: Command Radius

Eachunit must be withir6 hexesfrom its commander (corps, army
or wing). The unit must draw a 6-hex path withony @nemy unit.
The terrain cost is irrelevant, only impassabledseare forbidden.

Leaders themselves must be withihO hexesfrom their own
superior commander to be allowed to move. Beingoduwiommand
prevents only the leader from moving. Yet, the sifégnd possibly
the subordinate leaders he commands) can moveidpbthey stay
within 6 hexes (or 10 hexes for the subordinatddes).

An overall commander does not bother about thid, @an always
move and lead.

Out of command units cannot voluntarily exit thieéx, except if the
movement they plan can bring them within their cander's
radius. But they can

- change facing, adopt a new formation, fire oreagl

- advance after combat;

- (for cavalry) charge into adjacent hexes (likeauntercharge),
countercharge or withdraw before combat (¢e8).

During the first turn, all the units are under coamd.

xvii .3-Third Level: Tactical Orders
This level can be played only if each player trugssopponent and
plays a tenacious yet honest game...

With this level, the army commander sends secrdersrto his
subordinates. These leaders must lead their umitsey will execute
the army commander's plan. These orders are semtid®g (use
numerical markers to represent them). $eg-5.

When using this rule, eader no longer needs to be within 10
hexes from his superior to move.

Thearmy commander's movement allowance 8 MPS only. He
gets back his whole movement allowance if the aisrdemoralized
or if half his corps (round up) have a retreat ortfethis case, he no
longer has to lead, and he can gallop to any pladies...

When the aide reaches his destination, roll a @liehieck that the

general will obey the order, se®l -6. If the test is successful, the
order is applied the next game turn. Each timereige receives an

order, this order cancels the previous one.

If the army commander is stacked with his subordinate, the order
is immediately transmitted and automatically obeywal die roll is
made. The order is put in effect the next turn.

Tactical Orders are:

- Attack: the leader must engage at least one third afdnisl order
units (round up). Artilleries and reserve unitse(s€X) are not taken
into account for this computation. Engaged unitstmove at least
4 hexestoward the enemy, and if possible, attack it (vite or
melee, as the owning player sees fit).

Exceptions

- artillery can move and fight freely:

- disorganized infantry and cavalry do not counewlcomputing the
1/3 fraction;

-in a Guard corps, the cavalry and the artillean de engaged
separately.

Special casea cavalry corps can freely switch from an attaader
to a march order, or vice-versa, at any time.

- March: the units of the corps can move only ¢Golumn or
general order formation (limbered for artillerfyo attack (fire or
melee) is allowed, only opportunity fire is possibUnits cannot
voluntarily be disorganized.

The owning player can choos&e unit, no moren the corps, and
act freely with this unit. This can be a differemit each turn.

Units cannot exit the map.
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The corps commander can switch to aitack or defenseorder
freely, without checking initiative and without peties. Once such
a decision is taken, the new order is fully in effe

Special casen cavalry corps can freely switch from a marctieor
to an attack order, or vice-versa, at any time.

- Defense the leader can move onB hexesper turn laterally but
only one hex toward his line of communcation, aecchnnot move
closer to the enemy lines of communication.

As soon as the defense order is in effect, thegplmust draw a line
on his position, which is thi@rward limit of his defense area.
This line is drawn 1 hex in front of the most fordiaunits (looking
toward the enemy lines of communication), and edddmeyond the
leftmost and rightmost units of the corps.

The units belonging to the corps cannot cross lthes (including
during advance after combat).

- Withdrawal : the leader must withdra@ or 3 hexegno more,
no less), toward his lines of communication.

At leastone halfthe number of units belonging to the corps (round

down) must do the same, if the withdrawal moveniepbssible.
The units can act and fight without limits, prowidthe conditions
above are fulfilled.

- Retreat: every unit in the corps must move in column (leréd
for artillery) or disorganized. They must moatleast 3 hexeper
turn toward the lines of communication, if possidio attack (fire
or melee) is allowed, only opportunity fire is pikés.

The corps commander can chod®&® unitsin the corps, and act
freely with these units. They can be different sigiach turn.

This is the only order allowing units to exit theym seevill -9.

- Reserve this order can be used only at the start of aegam
Movement is allowed, but the units must stay dtexes or more
from the nearest enemy unilo attack (fire or melee) is allowed,
only opportunity fire is possible.

The player can replace this order by a defenser@atiany time,
without any die roll and without any penalty. Ornbés decision is
taken, the new order is fully in effect.

When the corps commander receives an order (atdefense,
march, etc), and after a delay (given in the sdepathe units are
considered more apt to fight than the other uhiésjing no combat
fatigue. They have #1 bonusin eachmeleecombat they execute
for 3 turns(this turn and the next two turns).

Note: this bonus applies only if all friendly unitsvolved in this
combat are "new" units.

Cavalry Corps:
A cavalry corps is rather autonomous: it can switcim an attack
order to a march order (or vice-versa) at any time.

Special Cases
- If the chain of command includes a wing commartziieen the

army commander and the corps commander, the ordst lbe sent
from the army commander to the wing commander, taed from
the wing commander to the corps commander. Spdetider rules
are given for each scenario.

- At the start of the game, each leader has afelinitder. The
owning player can choose any order, except if $igecotherwise in
the scenario.

- Units with a "Reserve" marker" (s&x-1) have the same bonus as
units with a reserve order, if they discard theiarker after the
specified delay (see reserve order).

Army Commanders Order Capabilities

French:3 orders per turn

Russian and Austriad: order per turn

Prussian:l order per turn in 1807 or befor2,orders per turn after
1807

English:2 orders per turn

These values can vary with the battle. See thaapeies.

Only the army commander can send new orders. A edmgmander
(if any) can never send a new order. On the ofidey;, 8e can decide
to send to all his corps an order that was senfjustr one of his
corps. All corps will receive the same order.

General Retreat Order

The army commander can send a retreat order tmids, no matter
how many corps are present and how much his omfeakility is.
These orders are sent directly to the corps comerandven if there
are wing commanders. Of course, the army commaratesend no
other order this turn.

Notes

- These distances are in straight line, exceptdidridden terrain. To
zigzag does not fulfill the requirement of a maoedaimovement.

- An out of command unit complies with rule XVII-2&ot to its
leader's orders.

- A disorganized unit obeys the rules V-5, IV-101'¢¢13 and is not
considered part of the corps as far as the oraersaancerned.

XVl .4-Fourth Level: Written Orders

Please read the warning for the third level rul@his system is the
most elaborate, but also the most difficult to pda “interpret".

The system is essentially the same as level 3, thithfollowing

change: additional information are written in a é&dormat order

after the standard order on the leader sheet.

Each order contains two elements:

- a tactic (like in the third level)

- and an objective (place, direction or enemy, vatssibly a time
limit), and any useful information.

Written Orders:

- Tactic (attack, march, defense, withdrawal, &k& the third level
command and control rules;

- Objective, which can be a place, a directionroeaemy (division
or corps), with optional additional information dila time limit, or a
start hour;

- secondary order, if the primary order succeeds;

- secondary order, if the primary order fails;

- a primary or secondary order can include addiiczonditions,
about places, timetables or other units' actions.
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A leader must execute his primary order for atti@sontinuous
turns. Then, starting with the fourth turn, he is all@m® consider
his endeavor failed and to fall back to his secopdader. There is
no penalty to change the order in this case.

Note: if a leader wants to disregard the order &g teceived and
adopt another one, he must check initiative ¢eee-7) and he gets
a morale penalty.

Example:

- attack village XXX;

- then defend in XXX, and wait for AAA corps toupgcthe ridge, or

attack YYY if the ridge if already controlled;

- else withdraw to ZZZ.

Comment: if, after 3 turns have elapsed, XXX istith enemy hands,
the leader can consider during the 4th turn thad tittack failed,

and he can withdraw to ZZZ.

Example

- defend forest EEE;

- else withdraw to TTT

Comment: there is no success secondary order, lsectie primary
order is a defense order.

Special Cases

- If a primary order is fulfilled, and the corpsshao secondary order
for a successful primary order, the corps acts &s brder were a
defense order, until it receives a new one.

- The same happens if for any reason an order bexdmelevant
(e.g. attack an already eliminated enemy, or amgnehich fled off
the map).

Don't Do That

Written orders must be as clear as possible, wihher too many
not too few details. For example, do not write osddéike the
following:

- Attack the 24th Line (this order is too narrotargets a regiment,
and what will the corps do when the regiment imiglated?);

- Attack and annihilate 1l Corps (must include fisgi else the
friendly corps will have to pursue the enemy cdfswithdraws or
routs, even if such a pursuit is tactically unsgund

- Defend where you are ("where you are" can vdrynits become
disorganized and have to retreat farther and fgrthe

xvil .5-Aides And Order Transmission

This rule applies only to the level 3 and 4 Command Control
rules.

Orders are sent using aides, which appear on the asanumeric
counters. An aide starts his movement from the acompmander's
hex, and moves toward the recipient of the order.

An aide has 42 MPs movement allowance per turn. He must spend
all his MPs and end his movement as near as possible from the
recipient leader.

An aide spendsviPs like a column cavalry, while obeying the
following rule:

- he must always benore than 2 hexes awdsom the nearest
enemy unit

- except if the leader is within 5 hexes, in whitdse the aide is
allowed to be one hex away from the nearest enenity u

When the aide reaches the leader to which the asdeent, this
leader checks obedience to ensure the order wasectyr
transmitted (received, interpreted and understseeVil -6).

Allied Armies

Some allied armies had a more rigid chain of cominaith "wing
leaders" commanding several corps. In this caseaitle must first
reach the proper wing general, and the next tuntirmaes toward
the corps commander.

Note: this rule usually applies to the Russian Army

Intercepting An Order

If an enemy units moves within 2 hexes from a filignaide, the

enemy player immediately moves this aide beyonsl digtance, to
an adjacent hex. Then the enemy unit can contiteuendovement.

This movement can be executed more than once geraaid per

turn if necessary.

Note: an aide does not constitute a valid targeetiemy can attack.
With the game scale, it would not be realistic.

XVii .6-Obeying Orders

This rule applies only to the level 3 and 4 Command Control
rules.

This rule shows how quickly the various leaders Moput their
commander's orders in effect.

The obedience value is indicated on the back df ésader counter
This value typically ranges from 3 to 5. The averaglue for each
army is:

France (and its allies}

Coallition: 3

Depending on the simulated battle, this value @y by +/-1, when
using Play Options.

When the leader receives a new order, he mustndobadience
check. The order is "accepted" if the die rollasd than or equal to
the leader's obedience.

* Success
- the previous order is still in effect for thiguN);
- the new order is put in effect the next turn (N+1

* Failure:

- the previous order is still in effect for thisrnu(N) and the next
(N+1);

- a "delay check" is executed the next turn (N+1).

Delay Check this check depends in no way on the leader's
obedience value or any other value.
1-4 Success: the new order is put in effect the next (N+2)
Delay in the execution: same as above, but with omore
delay turn (N+3)
Aide lost (or killed): the general never receivbe order; the
previous order is still in effect...

Rememberif the army commander and the leader to which the
order is sent are in the same hex, the order anattcally accepted.
There is neither an obedience check nor delay ¢hibekorder is in
effect the next turn.
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Example: the army commander sends a new order toorps
commander during turn 2. The aide leaves the aromrmander's
hex and reaches the leader's hex the same turih (/@&tvpPs, the
aide runs fast).

The corps commander executes an obedience checkhablea
obedience value equal to 3. If he succeeds, theravdl be in effect
at the start of turn 3.

Unfortunately, the obedience check fails. Duringnt8, the corps
commander will try this time a delay check. On 1b& check will
succeed, and the order will be put in effect dutimgn 4. On 5, the
order will have a notable delay, and will be ineeff during turn 5
only. On 6, the aide lost his way and never fouhd torps
commander!

Note: if there is a wing commander, senior to thgps commander,
the aide will have to reach the wing commanderhwib check).
Then, during turn 3, the aide will leave the wingmenander and
reach the corps commander. The obedience checkakdl place at
this time. This route reflects the slowness of ortl@nsmissions in
some coalition armies...

XVII . 7-Initiative

This rule applies only to the level 3 and 4 Command Control
rules.

A corps commander can decide to act according t dvin
initiative, instead of obeying the order receivadni the army
commander. He executes iaitiative check

If the leader acts so, his units will have a mopsaalty, and he will
have some problems if he fails.

Whatever the result of the check, the effects taite place the next
turn.

On the leader counter and on his card, there isiiative value.

- geniusb

- good:4

- average3

- bad:2

Depending on the simulated battle, this value @y tay +/-1, when
using Play Options.

When a leader decides to modify his tactic, hesralldie, and the
new order is applied if the die roll is lower than equal to the
initiative value.

* Success

- the previous tactic is still in effect for thisrh (N);

- the new tactic is put in effect the next turn (;+

- all units in the leader's command have a -1 mneonalgative during
the next turn only (N+1).

* Failure:

- the previous tactic is still in effect...;

- all units in the leader's command have a -2 meonalgative during
the next turn only (N+1).

Historical Note negatives represent the leader's hesitation and

confusion, as well as those of his subordinates.

Note: a wing commander cannot use his initiativalter the order
of a subordinate corps commander.

xvii .8-Order Check

Use this rule with the level 4 Command and Contdes (or
possibly level 3).

An order is never revealed to the enemy excefbteifdpponent feels
he is being cheated, having noticed for examplettimactions of a
given corps seem rather awkward, and thereforentradiction to a
written order of any kind. In this case, the ownpigyer must reveal
the order to his opponent, and he can ask for tter@f any enemy
corps he chooses (this will prevent systematic aishonest
challenges).

A common agreement or an initiative check can salwg problem.
Of course, we recommend that you act faithfullyysa will enjoy
playing the game.

XVIII-Strategic Deployment

This optional rule allows an alternate battle s@t-é battle did not
start with both sides agreeing on their respectse&t-up. The
deployment was the result of small scale combatsbgs,

withdrawals, occupations of key positions, etc. Ahen the full

scale battle would start. Most simulation gamesrtstgith this

resulting situation.

We suggest here that you simulate the various gties preceding
the real battle in a abbreviated way, so each aoognmander will
more or less decide how his army will be arrayeadlie battle.

Note: this is a generic rule. It is highly dependem the game
battlefield, and so it can be altered in each sfiegame.

"De ot do what the enemy wants you to do, mainly because he wants you to
do this. Auoid deploging your army in a batdlefield he buows, and avoid at
all coote a lattlefield he has {ortified and where le lbao eutrenched. "
Nlapoleon

xviil .1-Dividing the map
The players mentally divide the map into 16 ideadtiquares (4 by
4) of equal sizes. But this can vary with the simtedl battle.

Each player takes in his hand the commander caibtdonging to
the infantry corps that were present at the sthrthe historical
battle. He leaves the army commander and the gasammanders.

xviil .2-Entry of the Infantry Corps

The first player places one infantry corps leadminter face down
on the map, in one of the four square adjacenigartapedge. The
other player does the same. Then, in alternanay, plut another
counter on the mapedge, or they move an alreadseptdeader to
an adjacent square (diagonal moves are not allovpedyided this
square is not enemy-occupied.

This procedure lasts while a player has to placéhermap a leader
who is present on the battlefield in the game get-u

Limit: during this phase, the stacking limit is 2 infgntorps per
square.

xviil .3-Entry of the Cavalry Corps
A cavalry corps can deploy and move with an infastrps.
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Note: the cavalry corps are not tallied when chegkihe 2-corps
stacking limit.

XViil .4-Unit Deployment

When one player decides that the deployment siritsthe strategic
deployment ends, and the combat units are placttkiareas which
correspond to the square their leaders occupy.

First, the leaders are placed face-up on the nesoaé map. Then,
alternatively (or simultaneously if the players egy, each player
places a unit in the hex where its commander id, f@executes a
movement, with the full movement allowance, and afpwed
formation. He must obey the following limits:

- the combat unit must stay within the area thatesponds to the
square on the small map;

- the combat unit must not move within 3 hexesrof enemy unit;

- combat is not allowed, of course.

Note: units can be placed under a reserve marksoas as they
enter play.

xviil .5-Starting the Battle

When the deployment is over, the proper battle lmzgin, with the
standard rules.

The corps (infantry and cavalry) that have not degdl arrive as
reinforcements, except if specified otherwise i@ sbenario rules.

This system allows variations on the historicatiget while staying
within reasonable limits.

XIX-Time Limits and Penalties

The real time available to a general to act and ateés seldom
simulated in the wargames, yet it was a factor myibattles.

This optional rule can be played after one or tveangs. You should
use an hourglass.

"Loss of time co a neal prollem n war. The neasons put forward to explain
the Jadlunce ane always bad oucs, fon the weal neason i the delay. " Hapoleon

xix .1-Allowed Time

Each player has a limited time to execute his marmhase. This
time limit varies with the game and is written metbattle special
rules.

Yet, this time does not include the time requiredekecute the
enemy's reactions (opportunity fire, counterchamysd square
formation). Counting time is halted when such reas are
resolved.

XIX .2-Penalty

If a player uses more time than his time limit, watits belonging to
the corps have their morale lowered 4lyfor each30 secondsf
excess time (round up). This penalty lasts un#l skart of the next
game turn.

XIX .3-Demoralization
A demoralized army has no time left!

The allowed time for a demoralized army or corpsl%s seconds
only, no matter what is written in the game spenidés. Then the

morale penalty is1 for each1l5 secondof excess time. This
penalty is recomputed each turn.

Remember that units belonging to a demoralized aanty with at
least one step loss already have a -2 morale rn(edexll)

Every player with a demoralized army will feel whadnic looks
like...

XX-Fog of War: Dummies and Reserve

The game system was designed to allow the plageradily get the
information they need when reading the counterayiRf the game
is streamlined, to the expense of the fog of wacabse the enemy
player also knows what are the characteristics atréngths of the
units he faces.

XX.1-Reserve

Each player can designate as reserve up to 2 peitorps. He

places a Reserve counter on these units.

Note that most corps have 1 or 2 reserve courniteer corps have
none, but the scenario special rules state thaetlverps use the
reserve counters of another corps. Each army has ah army

reserve counter, which can be used on any unitngeig to any

corps. Sometimes, there are even wing reserve emynthich can

of course be used on units belonging to the proJiey.

At the start of the game, the reserve countersetreip 1 or 2 hexes
behind their corps' set-up area. The same appliethé army
counter, which is deployed 1 or 2 hexes behindcamgs.

A reserve counter is removed as soon as an eneingnave within
2 hexes of this reserve unit, and the real ungseaposed. Note that
other units can screen the reserve units (usen@ef sight rules).

XX.2-Dummies

One or more decoys can be set up on the map, nodeal units or
under reserve counters. Of course, the opponent naisbe told
where the decoys are. Decoys are removed whenateegxposed
(melee combat or step loss).

The player can get new decoys by drawing the "deewvgnt (#7).
He must keep it secret, and play it discreetly.

XXl-Interactive game

This game variant adds more interaction, more utaieties and
more thrill to the game.

Each player activates one corps during a given tiiét, and then
his opponent activates one corps, and play rettorihe first player.
This optional rule can be played after one or tveangs. You should
use an hourglass.

"You mainly need common cense. This o the reaton why the generals make
mistakbes: they try to act with panacthe..." apol

XXI.1-Alternate Activation
The player with the more corps commanders activatescorps (the
commander and the combat units). Once he has plajeithese
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units, the other player does the same, and thigeseg lasts until
there is no longer any unactivated corps.

A player can decline activating a corps if his ne@mbf unactivated
corps is lower than his opponent's.

If the number of corps to activate is the samelfoth sides, the
French player chooses who will begin the game turn.

The army commander can be activated at the same dsnany
corps, as the owning player sees fit.

A wing commander can be activated at the same disnany corps
he commands.

Out of command units (if they exist) are played.las

XXI.2-Game Sequence
The game sequence for this optional rule is ratimilar to the
standard one:
1-First activated corps turn (first player).
- Cavalry charges.
- Regular movement.
- Second player defensive fire.
- Offensive fire.
- Melee phase.
- Rally phase.
2-Second activated corps turn (second player).
Same sequence as above, with the second playeacirep
the first player and vice versa.
3-Third activated corps turn (first player).
Same sequence as above.
And so on.

Note: the attacker is the player to whom the atvaorps belongs,
and his opponent is the defender for the duratibrthe corps
activation. Then, during the next activation, thkes are swapped.

XX1.3-Time Limit

A player has a finite time limit to move the actis units. This time
limit is given in the battle special rules.

If the player reaches his time limit, he immediatgtiops playing the
current corps' units, and he activates anotherscorp

Yet, time counting is halted when executing thengyie reactions
(opportunity fire, countercharge and square foromgti

Exception: the player can spend more time thawelth but he gets
a morale penalty, as explained in the advanced'fitee Limit",
seexIX.

XXI.4-Last Activated Leader

No corps can be activated twice in a row. Notatlg, last activated
corps in one turn cannot be the first activategpsaturing the next
turn.

xX1.5-Cavalry Corps

A player can activate a cavalry corps and anotbgosc(infantry or
another cavalry corps) at the same time, in a jagtivation. There
is no penalty to do so.

Both corps are played together, and they can frestgcute
combined attack. The player has a higher time lithan when
activating a single corps (see the scenario spadis).

XX1.6-Cross-Attached Units

When activating a corps, the player can activateta® units
belonging to other corps, and temporarily crosaehtt to the
activated corps. This allows executing combinedckt with other
corps.

Of course, these units will not be activated whegirtregular parent
corps is activated.

XXII-Random Events

Chance and the lack of situation awareness hadeatgmportance
in the outcome of the battles. To add more intai@she game, the
players can use the random event chits, each orleeaf having a
name and a number. At the start of the game, tblese are put in
two opague containers such as mugs, one per side.

XXl .1-Drawing Events

Each player draws a number of chits at the stath@®fyame, and he
draws more during the game. These numbers are divethe

scenario special rules. For each drawn chit, tlayepl reads the
generic event table below. He is free to use onaare event at any
time during any turn, unless specified otherwise tlire event
description.

When an event is played, the player puts the chékhinto the
container, so the chit can be drawn a second time&ven a third
time, during the game.

Note: in some battles, some events are not availdbther can
appear several times in the same battle.

XXl .2-Playing an Event

Each player can play an event at any time, uniessified otherwise
in the event description, and the same unit caefiteinom several
events.

Exception Playing the same event twice for the same unitas
allowed. For example, a single artillery unit cahanse two "Rolling
Fire".

XXl .3-List of Events

1 Elan: (Inf, Cav) the infantry / cavalry unit receives & melee
value bonus.

2 Fire Volley: (Inf) the infantry unit receives a +1 fire value
bonus.

3 Rolling Fire: (Art) the artillery unit receives a +2 die roll
bonus when resolving the fire attack.

4 Military Feat: the unit can execute a second morale check if
the first failed.

5 Fatigue: (during the enemy turn) an enemy unit has its
movement allowance modified by -1 if in line forneet, or by -

2 if in column formation. Can be played startinghnthe 6th
game turn.

6 Telescopethis event allows the player to know how many real
units are under a corps reserve counter or an aessgrve
counter (remove all decoys).

7 Decoy:the player receives all his decoy counters.
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8 Light Charge: (Cav) the player chooses one of two
possibilities: 1) the enemy (except guard) gets merale check
negative when attempting to form square, or 2)tligavalry
receives a +2 movement allowance bonus when chiargin

9 Heavy Charge: (Cav) the player chooses one of the two
possibilities: 1) the enemy (except guard) gets merale check
negative when attempting to form square, or 2) afheavalry
is immune to any negative when charging a square.

10 Forced March: a unit has its movement allowance modified
by +1 if in line formation, or by +2 if in colummfmation.

11 Interarm: (Inf, Cav) the friendly unit receives a +1 die roll
bonus when resolving fire or melee if the enemfpishas been)
attacked by a unit of another type (Inf, Cav, Afithe bonus is
+2 if the enemy unit is attacked by the 3 unit gpe

12 Reaction:(during the enemy turn) a friendly unit attackeaifr
the flank or the rear can pivot to face the attacke

13 Staff Officer: (advanced rules) the player chooses one of two
possibilities: 1) one general has a +1 obedieneeali bonus, or
2) a unit, in command or out of command, can mawe fight
freely no matter what is its current order.

14 Maneuver: the unit can change its facing and formation by
spending just MP.

15 Bravery: the unit gets a +1 die roll bonus when checking
morale.

16 Rally: a disorganized unit gets a rally check with a +& il
bonus and no negative of any kind. Can be playednst
moment!

17 Fright: the enemy unit (except guard) gets a -1 die rajatige
when checking morale.

18 Initiative: (advanced rules) the player chooses one of the two
possibilities: 1) one general has a +1 bonus thigadie roll, or
2) he can play two corps in a row (if the interaetgame rules
apply, see&xl).

19 Pursuit: (Cav) can be played only if the enemy army (or an
enemy corps) is demoralized. A light cavalry ha2amelee die
roll bonus, or a heavy cavalry has a +1 meleedalidonus.

20 Intuition: (during the enemy movement phase, and applying to
a unit within 3 hexes from the enemy) a unit carven® hexes.

It can change facing, but it cannot voluntarily mpa formation
(formation change required by the terrain is alldw& his event
cannot apply to an unlimbered battery.

21 Counterattack: (during the enemy turn) instead of being
attacked in melee, a unit counterattacks with aielroll bonus.

It cannot use defensive fire.
Exception: infantry cannot counterattack when ghdrby
cavalry.

22 Tactics: (Inf, Cav) +1 die roll bonus when resolving fire or
melee.

23 Guard: 2 units (except guard) within 3 hexes of a friendly
guard unit (se&/Il-6 line of sight) get a +1 morale bonus this
turn. This bonus is +2 if this guard unit has &eacduring this
turn or the previous turn.

This even cannot apply if any guard unit has been
disorganized since the start of the game.

24 Vive 'Empereur!: (French player only) the player can choose
any available event.

25 Surprise: if in a wood, brush or town hex, or on the high
ground of a ridge hexside, a unit can ambush aacad} enemy
unit.

The enemy unit checks morale with a -1 negativeuticessful,
nothing special happens. If the morale check fdils,enemy is
surprised. If attacking, it attacks with a -2 metbe roll malus.

If the enemy unit is defending, the friendly urtieaks with a +2

melee die roll bonus. In either case, failure @f sarprise morale
check does not disorganize the enemy unit.

26 Incompetencei(during the enemy turn) an enemy unit checks
morale with a -1 negative. If the check fails, itglee and fire
values are modified by -1 (but never less tharFa)lure of the
morale check does not disorganize the enemy unit.

27 Strategy: (advanced rules) the player chooses one of two
possibilities: 1) the opponent reveals the orderghge to a
corps, or 2) he chooses an additional 1-pointéattkion.

28 Ford: the player finds a ford across the river. The plagan
choose any river hex more than 3 hexes from anggbri
crossing the river.

29 Shadow of the Emperor(French player only) 2 enemy units
with a line of sight to Napoleon, and within 6 hexseeVii-6
Line of Sight) must check morale with a -2 malus.

Exception: the enemy Guard is immune to this event

30 Void: cancels any event played by the enemy.

XXIlI-Battle Options

In addition to the random events, each scenaricegia list of
"Battle Options" (about ten per side).

These options can alter the order of battle, tlstoxy conditions or
the course of the game. These options have molgentde on the
game than the random events.

Choosing an option allows balancing the game axd adriety to it.
An option can change the order of battle by addingemoving a
leader or a corps, or it can change the numberiatbry points
required to win, etc.

The options can be chosen by the players, or drawdomly and
kept secret.

These options do not alter the structure of theega#m option is
revealed when its effect is visible (for example,aalditional leader
is present), or at the end of the game if the effesecret.

There are two systems. System A allows the plaeishoose the
options they will use. With system B, options araveh randomly.
The players choose either system before startipiato

XXl .1-System A - Choosing the Strategic Options

Each player has 4-point allowance to choose one or more options
among the options available to his side.

Each option costfrom 1 to 3 pointsEach player chooses secretly
the options, within the 4-point allowance, and esithem on the
army commander's sheet. Each option can be chodgomce.

The list of options and their costs are given ia fitenario special
rules.

Example: Friedland

The French player has 4 points. He chooses opt®(il#point) and
option #6 (3 points). He writes them on Napoleshset.

The Russian player chooses two 2-point optionsvenitegs them on
Bennigsen's sheet.
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Then, each player reveals his options (usuallyhat start of the
game).

XXl .2-System B - Semi-Randomly Drawing the Strategic
Options

Each player secretly drawa options at the start of the game,
before the set-up. This option drawing uses a ap@cocedure, so
the drawn options can be checked at the end afahe.

First, each playesecretlychooses a numbdrom 1 to 10, and
writes it on his army commander's sheet. Then tlendh player
rolls two dice, and both players write the resuittbe proper place
on their army commander sheets. The opponent twidsdice, and
the result is written by the two players in theimg commander
sheet.

These steps are executed a second time, but terplaust secretly
choose another number.

Then, each player checks which options apply. Tinaber of the
option is found by cross-referencing the line cgpanding to the
secret number and the column corresponding toitieerdll.

If the two options have the same number, it appdiely once, but
the player gets 10 additionalPs to compensate.

Example: Battle of Friedland

The French player secretly chooses option #3 anibiop#6. He
writes them on Napoleon's sheet (Numbers 1 andlt®n, with the
Russian player looking, he rolls two dice and gét8oth players
write 7 as the first dice roll (roll 1 for Napolepand Enemyroll 1
for Bennigsen). The French player rolls once mard gets 11. Both
players write 11 as the second dice roll (roll 2 féapoleon, and
Enemyroll 2 for Bennigsen).

The actual result is:

- #3 and dice 7: option #3 (what the player hoped)

- #6 and dice 11: option #4

The Russian player chooses option and rolls the siimilarly.

At the end of the game, both players expose theechoumbers.
They can check that the options stated and playetidir opponent
were the real options.

secret # \ dice roll

213|141 5] 6] 7] 8 9 101112
#1 (10| 9 | 7| 5| 3| 1| 2| 4] 6] 8§ 10
#2 | 1| 9| 7| 5| 3| 2| 4 6 § 101
#3112 | 1] 9| 7| 5] 3| 4 6 8§ 102
#4 1 3 | 1) 9| 7| 5| 4| 6/ 8 102 | 3
#5114 | 3| 1| 9| 7] 5] 6/ 8 102 4
#6 | 5| 3| 1| 9( 7| 6| 8 102 | 4|5
#7 16 | 5] 3| 1| 9] 7| 8 102 | 4| 6
#3 | 7| 5] 3| 1| 9] 8/ 12| 4| 6| 7
#9 18| 7|1 5| 3| 1] 91 12| 4| 6| 8
#10( 9| 7| 5|1 3] 1] 102 ) 4] 6| 8] 9

AUTHOR'S NOTES

Didier Rouy
Foreword to the third edition

This new edition was transformed with two issuemind. The first
is a will to be as complete as possible. In fagh thampionships
and many games have lighted some points open ¢asdi®n, and in
that field the discussion during the game Kills ftve, and therefore
the game.

The second, | think the most important, is hisityidndeed, after
many games it happened that the balance betwedatiftbient types
of units was a little different from the historidzdttles. For example,
the power of the cavalry was a little too highwass the fire power
of the artillery. The later has been decreasedtla With these new
rules. The cavalry charges are now more stringaote difficult to
use, more realistic too: less powerful against vgosduares, towns,
but otherwise deadly in clear terrain. Going toaqus now related
to the distance of the charging cavalry, the farthis, the easier.

Finally, the tirailleurs were kept as they werengie to use even if
not totally historical, but a new set of voltigeudsployment was
added in the optional rules. As they are a littleky to use they
were set in the optional rules section. | do recemdnthe players to
use them.

Foreword to the second edition

This second edition is a game system nearly idant the first
edition but corrected, completed and extensivetyetd in order to
avoid, | hope, all traces of ambiguities and misrmthnding, a
factor highly prejudicial to the first edition. Mo thanks to the hard
work of a small team of enthusiasts, | hope the leitaystem is
finely tuned. However, | know that all the systewlsich intend to
be both playable and realistic never fail to besacks from both
hyper-players and hyper-historians who want toieermplayability
or realism at the expense of the other. | prefepush forward the
pure fun, at the expense of all polemics. So @ay enjoy armchair
warfare, which releases a powerful yet silent epexghich will
make you think of the great charges of History.

In this game system, the proper balance betweeyalplity and

realism was not easily obtained. The purists prafsystem similar
to the miniatures, with slow and complex rules,uiggg an umpire.
Moreover, the usual miniature scales does not allosimple and
fast battle reconstitution.

At the same time, the playability fans will findghsystem too much
cumbersome, with formations, morale and what net.them play
brigade-level or division-level games with lockingnes of control,
but their games will have nothing in common withstary, and will

all look similar after some time.

The regiment-level scale is the result of the trafidetween those
two attitudes. It is detailed enough to represeme tactical
formations and the various units, and at the saime imple
enough to set up a battle like Austerlitz or Fréedl without having
to deploy 1,500 counters.
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You do not have to be an expert on the Napoleom& ahd its
warfare to enjoy these games. You just have to nstated the basic
strengths and weaknesses of the armies of this fioeexample,
the Russian army has a powerful artillery, the Ehglarmy's

strength resides in its infantry firepower and ealand of course,
the French army has a very good morale and mob#iyyknowing

adequately his army, with its good and weak poeutsl by knowing
the rules, a player will become a good player. ffase who are
interested in History, | must explain some ruleng®ithat could
surprise some players.

For example, when a disorganized unit gets anatissrganized
result, why is it eliminated? Some could think tiia¢ additional
disorganization is just the same panic, only moreaad that the unit
would still be there on the battlefield. This mag/ toue, but most of
the time, the soldiers were so much beaten thgtwloalld run to the
rear, and nothing would rally them before the ehthe battle. Their
presence and their effects on the rear are sintllayethe army
demoralization rule. The unit has not just vanishieds there, but
totally unable to fight for the remainder of theyda

Others would be surprised by the artillery firepowehich can

generate two or three step losses per turn. Agtuakstep loss is not
three hundred soldiers killed in action, but sorimgtHike 50 dead,

150 wounded, and 100 fleeing to the rear. The reoedfect of

artillery was so powerful that long-range shots ldaerode a not yet
engaged unit, before this unit could deploy in lifeemation or

before it was charged. This morale effect, mostar@mt with 12-

pounders, was the result of having to receive withieing able to
give in return, which is hard on anyone's nerves.

As for the command and control system, especiaitl the level-3
rules, for playability's sake the orders are législ than they should
be. But you have to keep in mind that at this tim&lers were far
more rigid than in the game. A corps commander,nbrelered to
attack some position, would obey the order withengn thinking of
second-guessing the army commander. He could chdbee
formation which seemed proper to him, and hold semiés as a
corps reserve, but he would attack, without wondgrhat purpose
this attack would serve. To these consideratioms,i$t add that the
battlefield was usually covered with smoke, andt tha corps
commander could get an adequate view of the battefind the
enemy deployment, so he could not question theditaaliof his
order.

It is the army commander's responsibility, not therps

commander's, to ensure that there are enough essand that the
different corps maneuvers are properly synchroniZem make a
long story short, when an attack order was givemas executed,
period. There are cases when a commander actes amtiative, or

when orders were changed, but these cases arenekfreare. And

disobeying an order is almost unheard of.

More generally, morale is the main unit value iis thame system,
as it was on the real battlefields of this era.sT¥dlue reflects not
only the current state of mind of the basic soldigut also his
courage, his experience, the performance of hices§ and the
cohesion of his unit. This was how long a soldieuld stay in a
deafening noise, while seeing his comrades fafgrieene would flee
to the rear. We can understand why the unit with llest morale

would win the fight, and then the battle. The playmust keep this
notion in mind when playing, this will help themjeynthe game.

Building a model of the reality, without simply ogpg an existing
game system, is a very difficult art. | have useddjideas from
other systems when designing some elements ofules,rl don't
deny it. When a rule is an accurate and playabteilsition of the
reality, there is no shame reusing it. Other eldmame new, but
some of them were suggested to me by other plagrshe way,
many thanks to those who hunted me day and nighmpoove the
system; you know who you are. An incomplete listrafse people is
printed at the end of the present chapter.

The most difficult thing was finding a balance beem an accurate
simulation and playable rules. For example, duthmg Napoleonic
era, there were many more combat formations thatriteed in

these rules. For example, the infantry could useditiision column,

the company column, and many more. But the few #&bions

simulated there give an accurate feel of the imfamaneuvers,
without burdening the players with superfluous deta

| have decided to include Command and Control, wiscthe most
difficult element to simulate. This is the key ekmy which would

win or lose battles. Its influence can be feltratse three levels.

At the strategic level, this is translated by thesence and the
deployment of the army corps at the start of thdea

At the tactical level, this is built in the unitglues, especially the
morale value. The better the officers, the bettat the longer the
unit will fight.

The third level is the operational level, covereg the optional

Command and Control rules. This level is everythiregween the
army commander and the combat units: headquastf$,officers,

marshals, corps commanders, division commandecs, Téte first

level of the rules just puts them on the battlefidihe higher levels
simulate with increasing details the interactiom$ween them, the
army commander and the combat units. | hope thestethiules are
playable enough.

Anyhow, a game system is a set of guidelines. Taeyot cover all
the situations, especially the most unusual oned, taey cannot
hold the ultimate truth about all the military et®of this time. Any
rule is open to interpretation, and the game valtdme richer if the
players modify it. So | advise you not to hesit@tdoring new ideas
to this game, | will be delighted if you do. Oncena, let this game
system be a tool to give you the opportunity toyad fight, but
mainly to give you moments of pleasure.
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FIRE TABLE MELEE TABLE

Fire value combat ratio Atk/def
Dice[] 1 2 3 4 5 6 7+ dice| 1/2- 2/3 1/1 3/2 2/1 3/1 4/1+ | dice
1 *oow o |E|1|D1j1}JDjO)JDjO]J*1|1]*0]0]JoO|*0] O
2 * 1 1 1 |Ip1j1|D|O|D|O}*1|2}*0| 0O *0) 1 |*1|] 1
3 * 1 1 1 2 |[D|O]JD|1}*1)1]*0) 0O (*0]1|*1]1|D| 2
4 11 1 1 2 3 |D|1}*1|1}*0j 0O *0)21(*1]1 | DJO|D| 3
5 11 1 1 2 2 4 |*1)1]*0j0jJoO|*0)J1 *1J1|DJO|DJO|D| 4
6 | 1 1 1 1 2 2 3 5 |*0j0]JO0|*0)J1|*1J0 DJO|(DJO|DJO|D1 5
7 |1 1 1 2 2 3 3 6 |o|*0J1]*1J0o |/ DJO / DJO|DJO|D1JO|E] &
* : immediate morale check 7 1]/*1]1 | DjJoO|DJoO|DJO|DIJO[DIJO|E]) 7
# : step losses + morale check
Results Attacker/defender

Dice +1 if target is square infantry * : immediate morale check for the stack (not town / castle)

Dice -1 if target is skirmish 0 or 1:no orone step loss
D : disorganized + 2-hex retreat

Artillery fire value: D1 : disorganized + 1-step loss + 2-hex retreat

-1 per hex from firer to target E : eliminated

Minimum 1 up to

the maximum range Die roll modifiers

+? + attacking leader, - defending leader

Line of sight : from hex center
to hex center Cavalry charge : +1 step loss against inf

(except if square inf, or if unmodified result = 0 loss)

Artillery with one step loss :
value / 2 (round up)
Blocking terrains : Forest, town, castle, ridgeline, unit (friendly or enemy)
Ridgeline : except if firer or target on high ground and adjacent to ridge

ORMATIO AB

0 atio ange P Ps A 0 MP Ca O MP if general order or disorga ed
A R Movement Fire Melee Morale Rear/Flank
Column - - value +1 - 14 melee
Line - - - - 1% melee
Square 1 MP 1 Y if vs inf +2 vs Cav -
General Order - 1 - No MC in town/cast -
Disorganized to line of com. 1 Y -2 -
| Movement Fire Melee Morale Rear/flank
Battle - none Normal or 1* - 14 melee
Column - none Col value - 14 melee
General Order - none Col value or 1 | No MC in town/cast -
Disorganized to line of com. none 1 -2 -
| Movement Fire Melee Morale Rear/flank
Limbered - none No attack - -
Unlimbered none Normal No attack - Automatic D
Disorganized to line of com. none Eliminated -2 Eliminated

"to line of com" means toward the line of communication
*value 1 if versus square or versus various terrains

ale modifiers

+# Leader -2 Flank attack

+2 Square inf vs cav -3 Rear attack

-2 Disorganized -2 failed MC (unit stacked above)
-2 Demoralized -1 rallying while adjacent to enemy

Note : A 2 morale check is always a pass, a 12 always a miss

VIVE L'EMPEREUR!
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