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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 is 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 player ™

performs his own.

"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 'Empereur ! is a series of simulation games simulating the

battles fought during the Napoleonic Era in Eurdpetween 1805

and 1815.

Seven games have been already published:

* Auerstaedt 1806, Davout versus Brunswick, Socomérdas

¢ Hanau 1813, Napoleon versus de Wrede, Socomephsliti

e Eckmuhl 1809, Davout versus the Archduke CharleBamwaria,
Azure Wish Editions

e Friedland 1807, Napoleon versus Benningsen, AzunshW
Editions

« Austerlitz 1805, the battle of the three Emperdtsure Wish
Editions.

¢ Leipzig 1813, the battle of Nations, Pratzen Ed#io

e Le Retour de 'Empereur, four games of the 1815 pzdgn:
Ligny, Quatre Bras, Wavre and Waterloo.

Hopefully more will follow:

e« Three Battles of 1813, including Vitoria (Wellingtoversus
Joseph) , The Katzbach (MacDonald versus Blucher,Hanau
(Napoléon versus an Austro-Bavarian army)

¢ Reissues of Austerlitz, Auerstaedt and Friedlanane single
game on 1805-1807.

« Wagram, Essling and the reissue of Eckmihl in glsigame on
1809.

¢ And we hope many others...

This version 3.2 implements many comments in grejuiding the
version 3.1 and more recent precisions.

Thanks to Stéphane Magnan for his careful readfngoth French
and English version, to Thierry Seguy and Oliviexfdbvre for
compiling comments from the forums Consimworld &tichtegikon,
and to Kip Trexel for checking the translation.



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 advandedpravails when
they contradict the standard rules. The playersacgee 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 to be irwtbag chapter,
or incomplete. But after you have read the wholelook, you will
understand these paragraphs, which are summariesules
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 batteapaqut 6
guns).

II-Game Sequence

Each phase must be over before the following phesebegin. 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 om 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
Vapolesn

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 playacirep
the first player and vice versa.

Note: During his turn, the player is called attackand his opponent
is called the defender whatever the tactical Sitnat

IlI-Game Components

I .1-The combat units (Fig.1)
They represent the various fighting formations,oaposed 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 ghevesirrent 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 [4iidddddddsdddiil]
In « Bataille » (line) In té(élégnn
Cavalry i8] 4484 i
Unlimbered Limbered
Artillery m m
-ldentification: regiment number or abbreviation. The

identification is completed by a colored numberletter (corps,
army, etc). Additionally, each counter has a uniber, to help the
players find the unit on the loss sheet. For exantple 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 naumber is
printed. Cavalry cannot fight by fire. As an examee IV-6
Tirailleurs.

-Firepower:this value depends on the unit type. Cavalry loaen

-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. Theoweriterrain types
have different movement costs. See the terrairctetfeart.

- 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 ortittamstances
and the terrain. Round up each half.
For example 5/2 = 2 1/2, rounded to 3.

Il .2-Leader counters

Morale bonus

Combat bonus Initiative
Movement
T
{g} sertranc Obedience

3 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 mamhgalues.
These values are:

- the combat bonus (left);

- the morale bonus (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" aalve leader to act
on his own, without orders, while obedience is &edcwhen he
receives a new order (advanced rules xsge).

I .3-Markers
You can find also two types of markers:

- Square markers: placed back of an infantry umit 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 .ufiite number is
the game turn during which the unit was disorgahidéney are also
used to indicate the presence of voltigeurs iratheanced rules.
Note: These markers can also be used to show timberuof 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.

Reserve and random events are not available iry éoagtle. Some
battles may also have additional counters as exguain the special
rules.

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

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.

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

The terrain type used is the one covering the rtgjof the hex. For
example a single tree in a clear hex is playeddikéear hex.

1 .6-Play Aids

There are several player aids at the end of theidp®les, they can
be freely copied.

- Each player has an Army sheet, to keep trackefdsses. Losses
are recorded by checking boxes, starting with thletmost. 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 #m Formations
Table.

[V-Combat Formations

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

voluntarily, other due to external factors like tkerrain or the

combat results (disorganized).

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

"The bt of War consiots iu deploying his troope o they are everywhene at
the oame time. Deploying the troope io the neal /it of War." apoleon

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

4



- 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 isfantry 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 s 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 curreimly

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

IvV.1) Infantry in Line Formation

- The exposed side of the
counter is the side with a line
unit symbol on the long side.

- This unit symbol faces an
hex junction, the small sides
of the counters are along
hexsides.

- Use the reduced movement
allowance printed on this
side.

- Can stack with artillery,

limbered or unlimbered,

provided the units have at

Front Front

Flank
jueld4

43- 11-1- 3 li

Back Back

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 attackedhfa flank or rear
hex.

Note: Flank and rear attacks are describedlinr6 (with the notable
exceptions of mixed order and protected flank).

IvV.2) Infantry in Column Formation
- The exposed side of the counter is the side witlit symbol on

the short side.
- Whendefendingthe unit has a three-hex front.

- When attacking by
fire or by melee, the unit
has a one-hex fronThe
other two hexes are
front hexes, but they
cannot be used for the
attacks, either by fire or
melee.

- Movement can be
executed through the
hex facing the unit
symbol only.

- Changing facing costs
1 PM per 60°, except for
the first change, before

Front

Front \ Melee & Fire Front

_b NP 43- 11-1- 3 1i

8 6

Flank
Jqueld

Back

or after it crosses the hexside.

- 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 \

- 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

3li
=
fa
bt
et
>
p

43- 11-1

Ml

486

Front

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

Exceptions an infantry unit does not adopt general ordeit i
disorganized (sel .5).

IvV.4) Infantry in Square Formation

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

- Use the Line side of the counter, and place arsgmarker along
the back of the unit counter.

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

- The movement allowance 1smMP.

- Use the printed melee value against attackingloav



- Halve the printed melee value when defendingresjanfantry. If a
square is attacked both by infantry and cavalrg tefending
infantry is halved and the cavalry melee value@uced to 1.

- A square cannot initiate melee.

- The firepower is the
line firepower
modified by -2, but
with a minimum of 1.

- The morale is
modified by +2
against cavalry.

-The square may
include an unlimbered
or limbered artillery
unit in mixed order
(seelX.6).

- Other infantry or
artillery  units may
move through a square
while in a different
formation, but they cannot stop there except ifitfie the square.

- As opposed to other games, cavalry cannot emtéreat where an
enemy infantry square is.

Front Front

73
5 2

o«

Front
Juol4

3 8 4
Radidadaddddaiadh]

Front

Front

Iv.5) Disorganized Infantry

This is a formation for
game purposes, but
actually it is the state the
unit is in after it loses
cohesion, and until it
recovers its cohesion
after some time.

- Use the column side of
the counter.

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

- The six adjacent hexes
are front hexes (no flank,
no rear).

- Upon its disorganization, the unit immediatelyreats 2 hexes (see
VIIL.9).

- A disorganized unit cannot attack in melee, batih defend.

- Use the column movement allowance, but the mowneran only
be executed towards the lines of communication (3®6.
Disorganized units are allowed but not requiredntove in the
movement phase, but may be required in the ralhsph

- The firepower and the melee value 4re

- Use the column morale with-2 modifier.

- If a disorganized unit suffers a second disorz@ion, it is
eliminated for good.

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

Front

IV.6) Tirailleurs

Note: this rule has been openly criticized becaiisallows the
deployment of whole units. It has therefore beendiffed by
allowing almost every unit to deploy a light compaf voltigeurs,

but the light infantry battalions can not totallgpdoy this way. As
the rule is different, it was placed in the “optibnules” section. We
encourage the players to use it after they feelfedable with the
standard rules.

Front

Flank
27-1-1- 3 le
queld

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 ialear, farm or difficult terrain

(where there is no mandatory formation) and somegtiin 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 fatiom, the

counter is moved one half hex. This operation issnmovement. It

is just a change of formation. No opportunity fire countercharge

can take place except if the unit makes severahdtipn changes to

make a lateral move.

- There are three front hexes, two flank hexesthree rear hexes.

- Fire: at 1 hex range with the full firepower ged on the line side
at2 hex range with a firepower modifieg -2 with a

minimum of 1.

- Offensive and defensive fire range: 2 hexes.

- Opportunity fire range: 1 hex.

- Light infantry (with a fire range 2) can fire #itis range only in

tirailleurs formation. In any other formation, itlaves 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, \i®le unit is

disorganized.

- Melee against tirailleurs is resolved as if th@t 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 tirailleussrhade 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 cavalay 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, givag 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 farear/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

Front

Melee Front

- Anson\
D r—

o v .
% @%% *the unit uses normal
A‘Q movement.
W - Changing facing costs

1 PM per 60°, except
for the first change,
before or after it crosses
the hexside.

- The melee value is
halved (round up) when
attacked from a

Flank
w w
00
=
(@)

jueld

@
Q
(9]
=

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

IvV.9) Cavalry in General Order

- Mandatory intown, wood brush andcastle.

- Use the column side of the counter.

- The six adjacent hexes are front hexes (not flankear).

- The melee value is 1 when the cavalry defendgpssible attack
in general order).

- No morale check due to fire or melee while iman or castle hex.

- This  formation is
mandatory in the
following cases:

* when the unit occupies
a town, brush, castle or
wood hex and is not
moving

* during normal
movement as soon as
the unit enters one of
these terrain types, and

until it leaves these
terrain types.
Exceptions
-if the cavalry is

disorganized.
- if the cavalry charges or countercharges: it ukedine formation
for the duration of the charge, with a melee vafi¢ (seaX.1).

Iv.10) Disorganized Cavalry

game purposes, but
actually it is the state the
unit is in after it loses
cohesion, and until the
unit recovers.

- Use the column side of
the counter.

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

- The six adjacent hexes
are front hexes (no flank,
no rear).

- Upon disorganization,
the unit immediately retreat&s hexegseeviii .9).

- Cannot charge.

- Use the column movement allowance, but movemerdallowed
only toward the lines of communication (see).

- The melee value ib.

- Use the column morale with-2 modifier.

- If a disorganized unit suffers a second disorzmtion, it is
eliminated for good (exception when the army is dalized, see
XI).

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

\ This is a formation for

A cavalry unit canvoluntarily adopt a disorganized state(see
VI.5). The decision is immediate, the coddigIP.
Special in 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

- 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.

EW}E - Changing facing costs
' 1 MP per 60°, except for
the first change, before
or after it crosses the
hexside.

- Facing is similar to
column infantry.

- Fire is not allowed

Front

Movement

Front Front

O
o1
Sueld

Flank

while limbered.

- The melee value is the printed value when defemdiut attacking
is not allowed.

- No morale check due to fire or melee while imart hex.

IV.12) Unlimbered Artillery

- This formation is

Front Front .

allowed only in clear,
farm or difficult
terrain (where there is
no mandatory

= ;_" formation).

= S | -Facing is similar to
infantry in line
formation.

-Same thing for the
front hexes.

-Movement O MP
unless the unit changes
formation. If the artillery
changes from unlimbered to limbered, the formatibange cost is 2
MPs, and is subtracted from the limbered movementalhce (see
VI.3). If an artillery has 3ps while limbered, it can change from
unlimbered to limbered, and then executes MP3movement. The
same applies if the artillery becomes disorganizedtept that the
movement cost is BIP.

- Can pivot 60° per turn for free.

Back Back

- Range dependant fire value

The fire value decreases with the distance ofahget. Subtract the
number of hexes between the firing artillery and thrget, with a
final minimum of 1 whatever the distance up totieximum range.

For example, if the target is three hexes away r{ibtg hexes

between them), then the fire value will be 6-2=AeT4" column

will be used on the fire table (if no other modifapplies). 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 theé &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 twofHadtteries firing
better than one full battery

The fire value can be decreased by terrain anbefliattery 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 (5€6).

Iv.13) Disorganized Artillery

\ Front

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

- Upon its
disorganization, the unit
immediately retreats2
hexes (see VII.9)
except if optional rule
XVI.3 is in effect.

- Use the printed morale

Front Front | ith a-2 modifier.
-Use the limbered
movement allowance,
but movement is allowed only toward the lines ofmeoaunication

(seexv).

- Cannot attack with melee or fire.

- Automatically eliminated if attacked in melee ept if 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 disorzmtion, it is
eliminated for good.

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

Historical Note the artillery units' density was lower than the
cavalry’s and the infantry's. Therefore, we sugdkat 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 stepof artillery and infantry
- or up to7 stepsof cavalry.



These limits are in effect at all instances, inaigd during
movement. If a unit must retreat into an hex wheverstacking
would occur, the whole stack is disorganized. & #itack is already
disorganized, it executes an additional one or themes retreat, see
VIIL.9.

v.2-Stacking Prohibitions

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

If a stack is already disorganized, it executeadditional 1 or 2 hex
retreat (seevill.9). At the end of the movement, the prohibition
against stacking cavalry with other types of unitsst be adhered to,
and this can cause the player to execute as matitjcal retreats
as 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 tpket 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. Then this next unit wikexte the morale
check, if any is required.

- In the rare case where the top unit is artillang the fire comes
from the flank or the rear, the guns are ignored #re infantry
under the artillery takes the losses. (Exceptiaotgeted flank as
explained in VIII-6, in that case the artillery &skthe losses and
checks for morale if needed).

v.5-Stacking & Morale Checks

If a morale check is required, the unit stackedtam executes this
check. If it succeeds, the whole stack holds. éf tdst 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 moratel 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 screemtbging unit, the
triggering event is simplgxiting the hex(seevil.5). If this fire

triggers a morale test, the entire stack perfotrbgdause 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 determinéd respect to the
whole stack, not individual units. If an adjacesklis 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 tffuexes 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 ae 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 butnithit compatible
facings, both execute a morale check. This can drapih a
movement has been interrupted by a counterchangdf, @ unit
retreats before combat. If both morale checks md;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 a retreat, or a voluntary move toward its line of
communication, and in this case, the good orderairécks morale.
Nevertheless, the disorganized unit cannot stathénhex, and it
continues the retreat until it enters an availaety hex. A unit in
good order can move through a disorganized unitjttzannot stop
there. Order and disorder cannot coexist on theedsen at the end
of the movement phase. Exception, optional rulariliery retreat.

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@ihesor none of
his units, spending movement poinksP§) according to formation
and terrain (see the Terrain Effect Table, in tag pids).

"The 4t of Warn consists in the jollowing: with a lecs wumerous auny, you
concentrate mone toops than youn enemy o the foiut where you attack, or ou
the poiut where you are attacked. But thie art cannot be learned in the books.,
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or acguined as a habit, it (& a way of acting whick i the froper geuius for
war." Mapoleon

vi1.1-General Case

Movement is not mandatory. Unus&tPs 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 mowtrphase, it
cannot execute a voluntary movement during the mewve phase.

A unit must finish its movement before the nexttucan move
(exception, combined charges see IX.5). A pile mtsucan move
together, their movement allowance is the allowanicthe slowest
unit.

The number of1Ps a unit can spend is indicated on the exposed face

of the counter (exception, a square has 1 MPréntains in square.
Otherwise see below). Each spent MP is subtractad the new

movement allowance. If the number of spent MP®i8 higher than

the exposed face (when a column goes to line famgke), then the
unit stops. Regarding squares, the unit may useM® to change to
another formation; this 1 MP is subtracted from #hilowance

indicated on the new face of the counter. This MR ot be used to
move and then change formation, only change foonatien move
with the new movement allowance. A unit with 0 M#t Icannot

change formation (exception, unlimbered batteryunt must have
enough MP to enter a hex, even if it is its onlymthat turn.

An infantry or artillery unit can enter an hex opd by friendly
units provided there is no overstacking (se&). 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 retresgev.1).

A unit can not enter an hex occupied by an enenily 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 hexes.

- 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: gullyeastr, 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 whitaygg in the
hex, and costs

* 1 MP for infantry,

* 2 MPs for cavalry or artillery.
But amandatory change of formation requires MP expenditure
(from or to disorganized, from or to general ord@®ijsorganization
and rally cost noviP. All the formation changes of cavalry are
always mandatory (even going “en bataille” to cleyrgherefore
free.

Column/Line

When a unit switches formation from column to limecluding a
cavalry going from column to “en bataille”, the twoe front hexes
must be among the three column front hexes. Thee sartrue 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@@anvith 2
MPs already spent by the formation change. Duringorandtion
change, the orientation of the new formation ig fre

Example: an artillery starts the movement phasdémingred. The
movement allowance on its limbered side Ps. 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, diileurs, which

allows firing at a 2 hex range (ske6).

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° pentat 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 enteringesv hex is free. A
column unit can use this free facing change at gtet of its
movement,
and then
each time it
enters a new
hex.
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Special Cases:

- A 180° countermarch cosBsMPSsin any formation.

- A rearward move without a facing change or foioratchange
costsl MP plus the normal terrain cost.

Note: this does not apply to formations with siarfr hexes: general
order, square and disorganized.

- 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 disorganiztate agny time
- during its turn

- or during its opponent’s charge phase and moveplease when
an enemy unit enters or starts a charge in an etjfex.

This decision must be immediately taken when th@sion occurs.
Its cost iSO MP.

The unit must retreat two hexes (s&@l.9 for the retreat
precedence).

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

This exception applies to deliberate disorganizataly, 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.

vl1.6-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 staraarbridge.

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 mowmehile
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 additiona2 MPs in a turn if it executes its whole
movement on a road. Technically this bonus candeel by a unit

that melees a hex outside of the road, as longsiayis on the road
for its movement.

Infantry/Cavalry

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

If the unit stops in a road hex within the townusir or wood, the
owning player must choose one of the two possisliteither adopt
the general order formation, or stay in column lo& toad. In this
case the unit is marked with a blank counter uniiaves the terrain
(the only purpose of this counter is to remind pleeyers 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 disorganizedther formations 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 cgvahot
performing a charge. It can retrehtor 2 hexesas soon as an
enemy unit enters an adjacent hex (not if the enestayts its
movement in 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 atisgring 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. Tiethe enemy unit
can continue its move. This movement can trigggoaooinity 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 mhke phasing
player moves units, under some conditions. Therindwefensive
fire phase, he executes the bulk of his fire ataglsually against
units about to attack him). And then, the phasilaygr can execute
his own fire attacks, during the offensive fire pha
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"Wilitany occence condiste in findt computing all the frobabilitics. and then,
evaluate precisely. with a wearly mathematical method, what io the dhare of
chance. .. (hance i a mystery for lowly minde, and it becomes a real thing
for euperion men. .. " Napoleon

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

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 of 5 or 6 hadyo3 if reduced
to one step.

Note: some artilleries have 3 steps. In this ctsey use a special
rule, which is explained in the special rules fog battle.

- The firepower can be modified by other factoh& tinit formation
and the surrounding terrain. In some cases, itevan 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. Bhen arrayed in

a line formation, the frontage of a regiment wagenenore than 400
men. So, even if the regiment is reduced to thisipower, the
firepower is the same as initially. This includestrank units like
the British.

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, rat 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).

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

Zone of opportunity fire

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

During opportunityfire:

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

* 2 hexedor 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 number, and the die is rolled only once. Erget of the fire
is an hex, not a unit from a pile. All the units time pile can be
involved, because even if only the top unit takeslosses, the other
can be involved (if extra losses are required dinéftop unit misses
a morale check).

Then, read the result on the fire table:

- a# result is the number stepsthe target loses. Any step loss
induces an immediate morale check (gee9).

-a* result means that the target loses no steps, tbaheécks
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 tifgont area, and within a
2-hexrange (no matter what is the real range of thtleat).

Opportunity fire combat is not available when theemy unit just

changes facing or adopts a new formation whileistain the hex.

The enemy unit has tleave the hex to trigger opportunity fire.
Melee in itself does not trigger opportunity fiely certain moves
after combat.

The enemy unit iimmediatelyfired upon in the vacated hex, with
the corresponding formation and facing, not themfation and
facing within the entered hex. This fire therefarecurs after the
formation and facing change, but before the movenigkewise, if
disorganized, the 2 hex retreat starts from theateschex, not the
entered hex (sedll .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. Tieis 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 during its retreat.

-If several units move stackedtogether
during the "dangerous" part of the movemer
only one opportunity fireis executed, and
losses are applied to the top unit (except if it
destroyed, se€.4).

But this is done only if the units are stack
together during the move. If they mow
separately, even if the paths are the same, th
are two or more opportunity fires.

-If an enemy unit or stack crosseeveral
hexesunder the fire of the same unit, it is subje
to opportunity fire ineach hext leaves.

- If an enemy unit, stackeghder another enemy
unit, leaves the hex, it is subject to opportuni
fire upon leaving the hex. Only this unit is th
target of the fire attack (s&e5b).

VIl .6-Line of Sight for Artillery and
Skirmishers

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

The line of sight is checked from the firing hegnter to the target
hex center. A line of sight passing exactly between the frant
the flank is considered front. If it passes exabyween flank and
rear it is considered flank.

VIl .7-Blocking Terrains

The line of sight cannot cross the following hexegen partially
crossing):

- awood, brush, castle or town hex; Swamps arfitdlif terrain DO
NOT block the line of sight.

- 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. These terrainsbdoeking even if the
firer is up one or even two levels, as these terchianges of levels
were typically minor change of elevation, not mauins.

But fire is possible from these blocking hexesmthtese hexes, 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 duoss
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 tereaare on the way
(even if they are down the ridge).

Note in some cases, the line of sight is drawn alohgxside. The
line of sight is clear if at least one of the twexhs does not block
the line of sight.

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

VIl .8-Losses

Losses are recorded on each playkdss Sheetby checking the
boxes starting from the right. To ease this recaydieach counter
has a regimemameand a sequenti@umber

Option: The players can choose to use the numeric maikgtead
of checking the boxes on the sheet. They put the hoarker across
andunder the counter.

Hint: This option is a good way to show which artibsrihave a
reduced size

VIl .9-Morale Check

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

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

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

lines of

Morale is modified is the fire is coming from tHarfk or the back of
the target, as explained in VII1.6.

If the fire result eliminates the last step of d,uthe 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 tatea 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 co common tense... This co like a fistfight: 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 patieémtelee.

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

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

Vil .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. All these modifier® cumulative,
except as indicated on the Terrain Chart.

- 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 (sar.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 valuelisit is ignored for the
combat resolution, but it suffers the retreatspjanizations 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 currentumber 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

Vil .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

- thecentral front hex for a column infantry (no attack is allowed
through the lateral front hexes). Cavalry can tiatck in column.
- any one of th& adjacent hexedor an infantry in general order.

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

Vil .6-Flank/Rear Attack (melee and fire)

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;
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- by -3 for a rear attack.

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

The attack must clearly come from the flank or feathe modifiers
to apply, sometimes a fire from 2, 4 or 6 hexesyagamn be on a line
(from hex center to hex center) passing exactlyeen a flank hex
and a front hex, or between a flank hex and amear In that case
the modifier the most favorable to the defendeliapp

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

- Protected Flank

If a friendly unit X is attacked by an enemy unitifough 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 not apply

* 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 Ofbthe 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 as in this ctése artillery is simply
ignored for losses purposes.

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.

Vil .8-Melee Combat

The attackerdivides his melee strength by the defender's melee
strength to get a combat ratio. This ratio is alsvegunded 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 [ira the
combat, se&.2

- D: Disorganization and 2 hexes retreat

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

- E: Elimination of all units in the target hex.

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

Note that a unit already disorganized which suffers ar1 result
is eliminated.

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

Example 1: an infantry in line formation with nesto(7 steps, melee
value 2, melee strength 14) and a column infanitly two losses (7
- 2 = 5 steps, value 2 + column modifier 1, totaeagth 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 favortted 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 -1lchase of the
defender's terrain which is forest. The melee vatd, and the
melee strength is 4 (4 x 1).

vill .9-Disorganization and Retreat

If a combat result includes a disorganization (I, br failed morale
check), the involved unit(s) must retréathexesin the direction
opposite to the attack. If there is a choice inghth of retreat, this
retreat must be executed through empty hexes towsrdine of

communication, then through hexes occupied by dfienunits

toward the line of communication. If no such hexaisilable, the
unit retreated into any other empty hex or into atier 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 hexaspaed 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 froreief 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 thasehin other words,
the retreating unit cannot be fired upon by the tit repulsed it.

Retreating through enemy-occupied hexes if forbidden enemy
leader is not a unit. Attacking empty hexes, hopnget 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 stoj).
this case, the unit can retr@me additional hex
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A unit thatleaves the mapwhile disorganized cannot come back.
It counts as aeliminated unit for victory points purpose, except if
the special rules indicate that units can exitrtieg through dine

of communicatior{seexv).

Vil .10-Advance After Combat

If the hex isvacated(all the defenders have been disorganized and

have retreated), one or several attacking unitsazaupy it. This
movement is optional. A defender may choose netdwance if the
attack hex is vacated.

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 &mtHuring this
phase (except in the case of a victorious cavalayge, se¢x.4).

IX-Cavalry Charges

Cavalry has a considerable melee strength whergicigarThe 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' movementaaBethat the
rules that apply to the charges and counterchatgetain many
exceptions to the other rules.

"Do uot attack the frouts of enemy positions when you can attack thecr
Ylantss. " Napoleon

IX.1-General Case

To attack cavalry must charge. This move is performed dutive

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. Changing
formation in line must obey the rule on orientat{dh.3)

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 stateishavunits will

attempt to charge, but he does not state which gnemits are
targeted. The charging cavalries may not be disizgd. Charges
do not need to be all declared at once. Playersieaitle during the
charge phase if charges are actually started ar @otthe other
hand, a declared charge must be performed, asiloesdrelow.

The unit executes a normal
restrictions:

- Only two 60° orientation changes can be perforfioedhe 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, entering a village or a wood kexgts 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 edge 2 MPs, to go
down 2 MPs also.

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

- A charging cavalry can pass through non chargdingndly
cavalries as long as the stacking limit is respkcte

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

- A charging unit does not need a clear line ohsim order to
charge (remember, the turn is 30 minutes, long ginda receive an
order for charging from the CO who is a few hexkeaal and can
see the target).

movement with the falhgw

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

A leader can charge with the cavalry if it is seakfrom 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 war@¥. course, a
cavalry in line formation has two front hexes, aah attack either.
The charging player may wait for the melee phasstdte which hex
he attacks. It is the defender's task to guesshniix is targeted...
However, the cavalry can attack one hex, the adheven 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 cawvélhyhave the
previous game turn number (s&#.5 and optional rul&vi.4).

A charge ends only by a melee, losing a morale kcliefter a loss
due to fire for example) or by voluntarily becomidigorganized at
any time. Once a unit starts a chargeaitnot voluntarily stop it.

If it fails to make contact, it must disorganizdwttary. Exception;
if the target has been vacated due to other cainsesle failure
after fire for example), then disorganization ist moandatory,
cavalry simply comes back to its column face if melee occurs.
More generally, if the charge movement stops valtly; the
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cavalry is disordered. If it stops for other reasoas if there is no
target left, then the disorganization is optional.

Note there is no morale check requirement to chargeg® certain
irregular or Cossack units as stated in the spegias. This morale
check exists only for countercharges, be&.

IX.3-Charge Combat Resolution

All charge combats are resolved during thelee phase The

cavalry fights with the usual procedure, with &létmodifiers that
apply (value reduced to 1 when attacking a squaregxample).

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, the caealmes back to its
column face or can choose to become voluntarilgrgesnized. This
can happen when the defenders retreated aftee arfid its morale
check.

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

Remember that aalready disorganizednit which gets &'D"
result is eliminated.

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

IX.4-Charge Exploitation

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

- a disorganized unit retreats 2 hexes {g¢e9);

- the cavalry can enter the combat hex, changarigstation by 60°
if needed, and then initiate another melee if a@ngnunit is now
immediately in its front. The change of orientatisrimited to 60°,
if the enemy retreats to a non-reachable hex ikare exploitation.

- If the new enemy unit is infantry, it can formgusre before the
cavalry enters the adjacent hex. If the infantryrned see it no
square attempt is possible.

- The new enemy unit can be already engaged ineweith another
attack, the exploiting cavalry can simply join tbiker attack.

- At the end of the exploitation melee, the cavalay enter the new
empty hex, but there is no further exploitation.

IX.5-Combined Charges

The charging player can declare a "combined chargti' several
cavalry units from different hexes. These cavaldesnot have to
meet on a single hex as long as they attack the samet. This rule
allows cavalries to fight together if counterchatgelhen the
cavalries can move and fight as a whole. Units db mave to
declare a combined charge in order to melee togetiee same
target. The combined charge is only to avoid uoisntercharging
one at a time small cavalry units that want to ciomltheir strength.

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) evmfore the cavalry
makes a single move.

An infantry not in square during a charge can suffene
additional steploss. When the melee is resolved, any resthier
than Oimplies an additional step loss. In the rare caskere 2
losses are required, the top unit takes them both.

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

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

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

- 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 cayails 3 hexes away
but is seen only at 2 hexes, the last will be dsethe morale check.

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

Artillery in the square

Players can freely move artillery units up or da¥we pile during the
square formation change, but cannot change théegartformation.
Artillery retains its orientation, it does not ha@ehexes 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 héw, artillery will take
at least one step loss whatever the melee redwdtattillery 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 islf.

- unlimbered, stackedinderthe infantry: it can only take part in
melee and does not fire, but it benefits from tBemorale 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 (s&e5). If all the units in
the hex fail, they remain in place and wait for thelee result before
retreating. If a single unit passes the morale Ichn® others retreat
and do not wait for the cavalry melee. This avdidsing units both
in disorder and in square on the same hex.

IX.7-Countercharge

An enemy cavalry can attempt to countercharge. €his happen
during the charge, movement and melee phases.igtischarge
"without movement", available only to the enemy cavalry.
However it could happen during player A's turn ituait from B
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retreats after a melee and passes in front of acharging cavalry
belonging to A.

Exception : a cavalry that is being already charged chose not to
countercharge, cannot countercharge another enemypassing in
its front, as it is already “engaged” with the ficharge.

If a unit enters one of thront hexes of an enemy cavalry unit,
this cavalry can attempt to countercharge. It miirst 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 peesltnay apply, see
IX-1. Then, itimmediately engageghe 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 adjacetiisdnfantry.

A stack of cavalry units can also counterchargeresunit, pending
all the units pass their morale check. Only thesuthat pass can
countercharge. If the top unit fails its morale ahethe unit under
will check at -2 as for a regular morale check.

The countercharge is resolved like any other mel@ae

countercharged unit can fire normally, providedt ihds facing the
right way, and then the melee is resolved.

Several units can countercharge at the same theg;dan combine
their melee value for a single melee.

All the wunits currently stacked with the moving unare

countercharged, even if some of them were not irlin the
charge.

Note: beware of combined charges! (Pe&)

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 coclmeged). Its
actions are over for this turn, which means fos friesent turn. It is
free to move or charge at its next turn.

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

Some remarks

- A cavalry which failed its countercharge attempit still be able
to attempt other countercharges if a new posgibéiises or any
other allowed action.

- 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.

- A cavalry can initiate an unlimited number of otercharges per
turn (but only once per action triggering a coucht@rge), whatever
the result of previous countercharges.

Each unit has a morale basic value, usually ir7ttee11 range. This
value has no connection with the unit's step, mate fire values.
There are many times when a unit is required tclcheorale, to
know whether it will keep its cohesion. A failuresults in
disorganization and an early retreat. The unit widve to be
"rallied" to recover its fighting spirit, and berayed in a combat
formation

"Pu war, three guarters i a guestion of mornale; the tedt of otrenglh o only
oue guanter." apoleon

x.1-Causes

Morale is checked:

- each time a unit ifired upon andsuffers a * result, or one or
more losses Exception: the unit has just been disorganized, is
fired upon during its retreat. In this case, thé does not check 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, rotiwo 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 retiidds special case
applies to failed rally attempts. In this case, rifteeat 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).
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* The attack or fire direction

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

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

* Another morale check failuria the same hex: if a unit has just
failed a morale check, the morale of the unit stacknderneath is

modified by -2. If this one fails, the unit stacked underneath is

modified by 4, and so on.

* Lossesif a unit has lost several steps, the moraleigeted. If

the players have opted to use the decreasing $treognters, they
use the morale printed on the counter currentjyiay. If they prefer
using only the original counter, they refer to thowing table to

determine the morale negatives, which depends emtiginal step
strength and the current step strength.

strength | 7+ | 6| 5| 4| 3| 2| 1
9 - A1) -2)-2)-2
8 - -1y 12 -2
7 - -1 12 -2
6 - -[-1]-1]1
5 - -[-1f-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 strength®fsteps or lessever
have their morale modified because of losses.

Note: some elite units may have a slower moraleredse, as
indicated on the army loss charts.

* The army morale (demoralization or Desperate |¢vels
described section XII below.

XI-Rally

During the rally phase, the player can attemptty 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 choosiig 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 wll proper
modifiers, including the2 modifier for being disorganized.

A rally check is voluntary. Each turn, the owninayer 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 "disorgamil" marker is
removed, and the owning player can choose any atlcfermation
for the unit, taking into account the terrain thmt is in.

X1.4-Failure

If the rally die roll fails, the unit retreateso hexes

- toward a line of communication

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

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

X1.5-Disorganized Units Stacking

It may happen that units disorganized during diffierturns are
stacked together. If a unit is reorganized and atieer is still
disorganized, the disorganized unit must retreati@tional hexes,
even if it is in a wood or in a town. The reasorthist a good order
unit cannot stack with a disorganized unit.

XIlI-Army Morale

"The outeome of a battle io the nesult of an cnstaut. of a thought. We close cn
with various ma 0. we mingle, we fight for dome time, a moral fine
lighte, and the smalleot reserve frevadls. " Hapoleon

When a given level of losses and disorganizatiorashed, an army
can become "demoralized" and then “desperate”oimesscenarios,
demoralization applies to army corps separatektead of applying
to the army as a whole.

Every turn, the players add the number of loss&entaand the
number of disorganized units and compare this tetdh the
demoralization and desperate levels. These thréshane given in
the special rules for the battle.

When the demoralization level and then the despeiatel are
reached, the army (or corps) morale starts col@pdghs it includes
the number of disorganized units, crossing thel leam be reversible
if units are rallied.

Xl .1-Demoralization Threshold and Effects

Demoralization occurs when the army (or corps) t@aches half of
its total possible losses. Some elite corps may elzeluded,
depending on the special rules.

When the army iglemoralizedeach unit has its morale modified
by -1.

When the army islemoralizedeach unit in good order with at least
one step loss immediately checks morale, incluthigy-1 modifier.
This test is a one time thing, if the corps recevgood morale
(because it rallies units) and then become agaimodaized, there is
no morale check, only the -1 modifier.
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Xl .2-Desperate Threshold and Effects

Desperate occurs when the army (or corps) totathesa a level
indicated in the special rules, typically dependiny its average
morale.

When the army iglesperateeach unit has its morale permanently

modified by-2.

When the army islesperateeach unit (in good order, even with no
loss) immediately checks morale, including thisn@difier.

When a unit in a desperate corps is disorganiZzedan trigger a
"chain reaction":

- every adjacent good order unit belonging to deste corps must
immediately check morale

- the same applies to such units adjacent to tiex2etreat path.

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

Xlll-Reinforcements

They enter the map during the movement phase, ynf@mation

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

If the entry hex is a road or a trail, a unit eimgrafter the first one
subtracts one MP, the next one 2 MP, and so os;sihiulates the
units on the road leading to the map.

In some cases, reinforcements are placed on thedmegtly to a

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

XIV-Leaders

Each player has one leader per army corps, plu®oseveral army
commander (usually Napoleon, for the French player)

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

"4 warrion madt have as much character sthength ac intelligence, Men with
cutelligence but wo character strength ane the wondt: it co better to have much
XIv.1-The Various Leaders

Usually, each leader commands an army corps. Uinitshis

command have the number or the abbreviation otthps on their
counters.

Each player has also one or several army commaratedsusually a

supreme commander, who leads the whole army. Thay c

command and influence any unit belonging to thae.sin some
cases, there is an intermediate level in the cbicommand (for
example, wing leaders in the Russian army).

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

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 commandér the supreme
leader).

XIv .2-Values

The leader counters show three numerical valuessd kialues 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. During a movement phase, a lezatemove by
himself or join a pile. In any case he cannot speme than his
movement allowance by doing so. If he starts shakith cavalry,

he can join the charge but will not be able to magain at the
movement phase.

xIv.3-Combat Value Effects

The combat bonus applies oeleeonly. 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 leadenmands. The
army commander bonus applies to any unit belontgirtys army, if
the player opts to use the supreme commander éhstethe corps
commander.

Using the combat modifier is an option, and theyglacan choose
not to use the leader (except in rare circumstavizen the modifier
is negative). The player has to clearly declareube 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. Whefemiging, Oudinot
subtracts 1 from the attacker's die roll.

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

Historical Note Napoleon

His combat bonus i§1" only. This is a deliberate result of the
game design, because Napoleon is the commandéiehand 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 tetasked with. This
bonus is algebraically added to the stacked unhsnwchecking
morale.

This bonus is added only to the units the leademmands.
Exception; if a corps commander is stacked wititsufiom another
corps, the maximum value he can use for these isnit$, instead of
the real value, except if his value is 0. In thasecthe final modifier
is 0.

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

Remember that an unmodifid@ is always a failure.

Example: Napoleon has a 6 morale bonus!
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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). Ratlother single die to
check for casualty, @ eliminates the leader.

- the stack in the same hex is eliminated. Rolltlagosingle die, &
die roll eliminates the leader.

- If they are alone in an hex, and an enemy uné#rsrthe hex, roll a
die. A6 eliminates the leader. Otherwise, he is shiftednt@djacent
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 maynediately
become demoralized depending on the special riileaal game.

Beware losing a leader costs victory points. Losing theny
commander is a good recipe for a major defeat.

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

XIV .6-Substitute Leaders

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

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: caimbonus +0,
morale bonus +1, movement allowance W@s. When playing
advanced rules, the initiative and obedience vaune.

If the substitute leader is killed himself, anotleibstitute 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 géenes, the
lines of communication are the main retreat pathte units.

Each game will state the lines of communicationtffigr armies.

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

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& fiame becomes
richer and richer through the players' input.

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

Beware the new modifiers (die roll, combat values, eic® not

printed on the charts.

"The overall commander followes hic own experience ov lhic Tactics,
//J“,a&%e/«/ WWU&WW&‘WJW% /4

XVI-Optional Rules

xvi.1-Voltigeurs

If this rule is used, do not use the tirailleursniation as described
in IV.6. Almost every infantry unit can deploy vigeurs. They are
implemented by using numerical markers (used fassds, or
specific markers provided in future games) deployeen adjacent
hex. This hex must be free of any unit and in thantf of the
deploying unit. These voltigeurs are deployed like infantry, and
therefore have two front hexes. A line infantry dolumn or in
general order can deploy one voltigeur, a lineritrfain line two,
the light infantry (called light, jagers, chasseuenz, rifle, Iégére,
usually all units with a printed range of 2) carpldy three. A
disorganized unit, a unit in square, or a militiaitu(militia,
Archduke Charles Legion, Landwehr) cannot deploy. ah unit
cannot deploy more voltigeurs than the number séds step they
have left. These markers are part of the mothet, timty do not
subtract losses when they are deployed, and thigysimulate the
presence of voltigeurs.

- They can be deployed in any terrain where the en@nt is
allowed.

- They are deployed in an hex where the motheraamitfire, except
for light infantry where they are deployed in amljagent 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 phase wolimtary when
a friendly or enemy unit enters the hex where thiégeur is. A unit
can deploy voltigeurs once during his movement @hasd once at
the end of his rally phase.

- A voltigeur unit fires on an adjacent front hektiwa 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.
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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

- 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 igaeltir hex, they
trigger an opportunity fire if they enter from affit hex, then the
voltigeurs are reintegrated. Exception: if the mifg enters preceded
by its voltigeur, then the two voltigeurs from opfie sides
annihilate each other and no opportunity fire frtma voltigeurs is
performed.

- When an enemy cavalry enters an hex adjacentvtitigeur, the
voltigeur is simply reintegrated with no fire.

- Practically, the movement of the mother unit &dm first, then the
voltigeurs follow and are set around. If any oppnity fires occur
their precise position is set hex by hex. They @b tnigger an
opportunity fire by themselves. They cannot becitd in any way.
- With the exceptions stated above, they are natsidered as
"units".

xVvi.2-Artillery Losses

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

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

System A - half losses:

Each time an artillery is fired upon by enemy &ati, its losses are
tallied ashalf-losses The first time the fire table (not the melee
table) indicates there is a step loss, the arjilbarffers only one-half
step loss, and a single bar, not a cross, is d@awa square on the
loss sheet. The artillery values are affected inmMay by this half-
loss. Half-losses trigger a normal morale check.

The next time the artillery suffers a half-lossp#er bar is drawn
on the same square, which gives a complete crdss. time, the
artillery suffers all the adverse effects of haviogt 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 thdilmry provides half
the total fire value or more. Use the fire valuedified by terrain,
distance, and any other madifier for this compotati

System B - Random Losses

Each time an enemy atrtillery fires on a friendlyillery, 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 artiltdrecks 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.

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 mayyralormally.

- other units in the hex act as if the artillengdHaft 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. This includes an atill alone in
melee. If it gets disordered where it is, anchd attacker can enter
the hex, then the artillery is eliminated as itslaet retreat.

- 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 maitient, but also

the most difficult to control, because from timetime the horses
had something to say about all this. Hence posdiffieulties!

So, to simulate more skill when you use your cavdiere are some
additional rules.

Light Cavalry (green cavalry symbol): Cavalry units with a
movement allowance of 1éF more are light cavalry. These units
do not need to pass a morale check to retreat éefombat (see
VI.8). This automatic movement can be repeated ay tiaes as
necessary.

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

Remember that withdrawal before combat is not abwf the
attacking unit is light or heavy cavalry (see8).

Line cavalry (green or grey cavalry symbol): cavalry unit with a
movement allowance of 9. They must make a moradelcto 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
cavalry. They can change direction only once pargé movement.
When heavy cavalry charges, its melee value is firodby +1,
except when charging against heavy cavalry (ewerkstl 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 couthtzrge are

22



authorized. Having charged does not prevent cavabny making
any defensive action, including countercharging.
This rule does not apply to countercharge.

Opportunity charge: light cavalry can perform an opportunity
charge 2 hexes away. The procedure is identicaldountercharge,
but only if the cavalry is oriented so it can aduaneet the
attacking cavalry before it meets its original &rgAfter the morale
check for countercharging, the unit advances onetbward the
charging unit, which advances one hex. At that piia opportunity
charge is resolved as a 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 (@ste).

Example: a light cavalry (1MPs) uses 41Ps 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 thatdtkerganization
of a unit already disorganized does not mean itsihtion, but its
rout. The rout makes rally more difficult, and dkes 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 notf&dling a rally morale
check) becomesouted.

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

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

The unit retreats with itethole movement allowanaewards 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 i6.

- It moves normally but only toward its lines ofnramunications.

- Its front covers the six adjacent hexes.

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

A routed unit that passes through a non routed"aointaminates
this unit; that is, the other unit becomes immediatouted also,
without any morale check. The opposite is trueaifinit in any

morale status passes through the hex occupiedrbytaed unit, the
first unit is routed too.

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

XVl .6-Morale in town, fortified farm 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 aeeeWith this
bonus of 2.

- A unit in a fortified farm or a castle as a meralonus of 3, with a
maximum of 11. It normally checks when it takesskss or after a
melee, with this bonus of 3.

XVI.7-Troops reintegration.

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

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

A unit totally eliminated cannot recover losses.

XvI.8-Modulated demoralization.

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

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

xv1.9-Fatigue.

Warning: this very experimental rule can be verynptex. It has
been tested several times, but may not work ireesdrsituations.
Please be flexible, and let us know if you expertraay problem.

Fatigue is a new parameter, at the corps levet, rtitekes a corps
engaged for too long more fragile and less efficuring the day.
Corps that moves and/or engages units in meleemadate fatigue
points. Complete rest decreases this level. Fatigiseconsequences
on the morale.

At the beginning of each turn:

- A corps which units move more than half of theiovement
allowance (round up) gets a fatigue point. Add Ihe level of a
numerical marker set under the leader counter. ilraaving on a
road less than half its movement allowance getsl aviP bonus
only. Disorganized units moves are not involvethis rule.

- A corps which a unit attacks in melee gets 1gfai points.
Artilleries and cavalries from infantry corps dotmount. Artilleries
from cavalry corps do not count. Being the targefire or melee
including opportunity fire does not count.

- A corps which no unit moves at all and no uniegaged in melee
during this turn recovers one fatigue point.

- A corps which no unit moves and no unit can bedfiupon
recovers two points.

When 5 fatigue points are accumulated, the markemd&er the
leader is replaced by a marker 1 on the top ofdhder. This is the
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morale drop for all units of his corps. If the cergtarts recovering,
the marker 1 is replaced by a marker 4 under, arwhs If the corps
fatigue keeps increasing, new markers 1 to 5 aeepl under, then
the 1 on the top is replaced by a marker 2 afteeVs fatigue points.
This system is therefore a base 5 system.

Consequences:

1-4 fatigue points: no effect.

5 points (marker 1 on the leader): all units frdra torps (including
cavalry and artillery) have a morale decreased.by 1

10 points (marker 2): all units from the corps éaa morale
decreased by 2.

15 points (marker 3):
decreased by 3.

20 points (marker 4):
decreased by 4.

all units from the corps éaa morale

all units from the corps éax morale

One army leader (one per side per battle) can eragirovisional
corps (use an order marker) with units from a singdrps, which
can be engaged without its parent corps suffeniam ffatigue (for
example, Legrand at Austerlitz, Duhesme at Waterloo
Wittgenstein's cavalry at Leipzig). This can be damnly once per
battle per side.

Cavalry units can be excluded from this rule if tayers also use
the rules XVI-4 above.

XVII-Command and Control

There are 5 levels of optional rules about command control,
with increasing realism and complexity. Before ¢fagne 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.

"Wilitary genins o a gift from God, but the firet guality of an overall
commander (s eteadfastness and the will to win at all costs." Hapoleon

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 sedand.

- 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 not passhrough any
enemy unit. The terrain cost is irrelevant, onlypassable hexes are
forbidden.

To be in command or not is decided at the beginmfgthe
movement phase. Out of command units can be idehtifith an
appropriate marker; they remain out of commandafothe turn.

Leaders themselves must be withidO hexesfrom their own
superior commander to be allowed to move. Beingoduwiommand
prevents only the leader from moving except byatiite as follows.
Leaders out of the radius of a commander can mgvelting for

initiative. If the die roll is equal or under thealder’s initiative value,
he can move up to half his movement rating this.tifrthe die roll
is over the value, he cannot move at all. This teabe checked
every turn. Whatever the status of their leadeg thits (and
possibly the subordinate leaders he commands) came iprovided
they stay within 6 hexes (or 10 hexes for the siibate leaders).

Obviously independent units, detached from therepicorps, in
the range of another leader are typically attadioethat leader for
the duration of the scenario, except if stated roitse.

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

Out of command units cannot voluntarily exit thbax, except if
they attempt to come back within their commandegslius.

Exception: disorganized units will move toward thdine of

communication if they voluntarily move during theowement
phase.

Out of command units can

- change facing, adopt a new formation, fire oreagl

- advance after combat;

- (for cavalry) charge into adjacent hexes (likeauntercharge),
countercharge or withdraw before combat (ge8).

During the first turn, all units are under command.

xvil .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.

The army commander's movement allowance isalf of his
normal movement allowance (round up)only. He gets back
his whole movement allowance if the army is denipeal or if half
of his corps (round up) have a retreat order. im¢hse, he no longer
has to lead, and he can gallop to any place hs.like

When the aide reaches his destination, roll a alieheck that the
general will obey the order, se&Il1.6. If the test is successful, the
order is applied the next game turn. Each timereige receives an
order it 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.

24



Tactical Orders are:

- Attack: the leader must engage at least one third afdwsl order
units (round up). Atrtilleries are not taken intocaont for this
computation. Engaged units must move at Idakexesoward the
enemy, and if possible, attack (with fire or melaes, the owning
player sees fit).

Exceptions

- artillery can move and fight freely:

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

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

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

-March: the units of the corps can move only dolumn or
general order formation (limbered for artillerfNo 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 differemiit each turn.

Units cannot exit the map.

The corps commander can switch to atack or defenseorder
freely, without checking initiative and without pties. Once such
a decision is taken, the new order is fully in effe

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

All corps entering the battlefield have a free Mamrder. Their
destination must be specified once the leaderettrps enters the
map.

- Defense the leader can move on® hexesper turn laterally but
only one hex toward his line of communication, &edcannot 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 eddemeyond the
leftmost and rightmost units of the corps.

The units belonging to the corps cannot cross lthis (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 movemsmissible.
The units can act and fight without limits, prowidthe conditions
above are fulfilled.

- Retreat: every unit in the corps must move in column (lerdxd
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 pités.

The corps commander can chods&® 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 seé/1il .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 unitlo attack (fire or melee) is allowed,
only opportunity fire is possible.

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

When the corps commander receives an order (at@defense,
march, etc), the units are considered more apgta than the other
units, having no combat fatigue. They havelabonusto the die in
eachmeleecombat they execute f& 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 switdm an attack
order to a march order (or vice-versa) at any time.

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

army commander and the corps commander, the ordst Ipe sent
from the army commander to the wing commander, taed from
the wing commander to the corps commander. Spde#ider rules
are given for each scenario.

- At the start of the game, each leader has amalirotder, freely
allocated by the players. The owning player canoskoany order,
except if specified otherwise in the scenario.

- Corps without a valid order (either because trevipus order is
fulfilled and has no other order, or the order éslanger valid for
example a target destination is now occupied byetiemy) adopts a
defense order. No corps can be without an order.

Army Commanders Order Capabilities

French:3 orders per turn

Russia, Austria or Swedeh: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 thaalpetes.

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 senfustr 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 nor what his order dlityab. These
orders are sent directly to the corps commandeen & there are
wing commanders. Of course, the army commandersesud no
other order this turn.

Notes

- Movement distances are in straight line, except fbrbidden
terrain. To zigzag does not fulfill the requiremerita mandatory
movement.
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- An out of command unit complies with rule XVIl.2ot to its
leader's orders.

- A disorganized unit obeys the rules V.5, IV.10¢r13 and is not
considered part of the corps as far as the ordersancerned.

- During the night, order generation, aides movemerder
delivery and obedience checks are normal.

xvil .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 phangl "interpret".

The system is essentially the same as level 3, thwithfollowing
change: additional information is written in a frémmat order after
the standard order.

Each order may contain several elements, includitactic (like in

the third level) and/or an objective (place, diattor enemy, with

possibly a time limit), a combination of these urdihg a succession
of tactics and objectives, as well as any usefigrmation.

Written Orders:

- Tactic (attack, march, defense, withdrawal, ék& 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 adciioronditions,
about places, timetables or other units' actions.

- the order may also be a succession of clearatidits, like “move
to village X, fire on units XX, then deploy andastk”.

A leader must execute his primary orders for asti8acontinuous
turns. Then, starting with the fourth turn, he is all@m® consider
his endeavor failed and to fall back to his secopndader. 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 ¢¢e.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, lsecte 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 order were a
defense order, until it receives a new one.

- The same happens if for any reason an order bexadmelevant
(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, wélther too many
nor too few details. For example, do not write osldike the
following:

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

- Attack and annihilate 1l Corps (must include lisi else the
friendly corps will have to pursue the enemy cafpswithdraws 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

XVl .5-Aides and Order Transmission

This rule applies only to the level 3 and 4 Command Control
rules. Order generation, transmission and obedierieexks are
performed during the movement phase.

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

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. Aides are not limited in numhmly the number of
generated orders per turn is limited.

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

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

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

When the aide reaches the leader to which the asdeent, this
leader checks obedience to ensure the order wasectyr
transmitted (received, interpreted and understeedXVii.6). This
check is therefore performed during the movemerdasph upon
receipt of the order, and the order can be impléeaktthe following
turn.

Allied Armies

Some allied armies had a more rigid chain of cominaith "wing
leaders" commanding several corps. In this cageaitte 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 contituendvement.

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.
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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 loput their
commander's orders in effect.

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

France (and its allies}

Coalition: 3

When the leader receives a new order, he must dobadience
check. The order is "accepted" if the die rollésd 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 thisrmu(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)

5 Delay in the execution: same as above, but with pwore
delay turn (N+3)

6  Aide lost (or killed): the general never receivbé 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 @atically accepted.
There is neither an obedience check nor delay ¢hbekorder is in
effect the next turn.

Example: the army commander sends a new order toorps
commander during turn 2. The aide leaves the arommander's
hex and reaches the leader's hex the same turihh (i@tmPs, the
aide runs fast).

The corps commander executes an obedience checlhablean
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 a delay check. On 1-4, the cheitksucceed,
and the order will be put in effect during turn@n 5, the order will
have a notable delay, and will be in effect duringn 5 only. On 6,
the aide lost his way and never found the corpsncander!

Note: if there is a wing commander, senior to thgps commander,
the aide will have to reach the wing commanderHhwib 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 and to a certain extent to the level 2.

Atfter all orders are delivered and the obedien@xks performed, a
corps commander can decide to act according t@wis initiative,
instead of obeying the order received from the acmiymander or
the defense order generated by default as explamede special
cases in XVII-3. He executes dtitiative check

If the leader does so, his units will have a mopaealty (in levels 3
and 4), and he will have some problems if he fails.

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

On the leader counter and on his card, there isi@iative value.
- genius5

- good:4

- average3

- bad:2

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.

In level 2, initiative can be used by any leader @iurange of any
commander as explained in XVII.2. A successfuliatite check
allows the corps leader to move half of his movenadiowance for
this turn.

* 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 neonalgative 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 neonalgative during
the next turn only (N+1).

Historical Note negatives (including half moves of the leaders)
represent the leader's hesitation and confusioweliss 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 excefteifdpponent feels
he is being cheated, having noticed for examplettieactions of a
given corps seem rather awkward, and thereforemtradiction to a
written order of any kind. In this case, the ownplayer must reveal
the order to his opponent, and he can ask for ttier@f any enemy
corps he chooses (this will prevent systematic alishonest
challenges).

A common agreement or an initiative check can salwg problem.
Of course, we recommend that you act faithfullyysa will enjoy
playing the game.
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xvii .9-Fifth level: Pen, Paper, and ..that'’s all!

This new level is the most historical, as it isdzh®n free written
orders of which content is not regulated. It iscatee most complex
as it can let the players interpret free orders.

To be playable, the following rules are howeveefiect:

- Two first levels of the command and control syste

- Orders are transmitted with aides de camp as#ime speed than
for levels three and four.

- The number of orders is limited as in level three

- There is no check for obedience or initiative.

Players are free to implement orders or not, beit tommander can
relieve them if he wishes to do so. This systeairsady used in the
campaign system “The Flight of the Eagle” (PratZeditions);
orders are simply written on free paper. They stiantlude the
place, time and person issuing the order, the packrecipient of
the order, and the order to be followed. It carab&ague as “attack
straight ahead” or extremely detailed, this isahe players.

Message general format:

From.: To:

Day and time:

Onégén location: Destination location:
Wessage :

Twenty years of experience on the campaign systetitate that
this system works perfectly, and includes humametgs as bad
faith, poor writing, misunderstandings, and tri&aying this level
requires that the players understand the degrespmimunication
between them is limited to the written messageseixif they are
physically in the same hex on the map. Of coursgeguk receiving
the orders can NOT ask for verbal explanations ttey can ride to
their Boss and tallC’est la guerre...

Some perfectly historical examples.
1- Dispatch from Wellington to Colville on June 1815 :

To Major General the Hon. Sir C. Colville, G.C.B7th JUNE,
1815.

'The army retired this day from its position at @eaBras to its
present position in front of Waterloo.

‘The brigades of the 4th division at Braine le Cerate to retire at
daylight tomorrow morning upon Hal.

'Major General Colville must be guided by the iligrdnce he
receives of the enemy's movements in his marclatowtether he
moves by the direct route or by Enghien.

‘Prince Frederick of Orange is to occupy with higs the position
between Hal and Enghien, and is to defend it ag Empossible.
‘The army will probably continue in its position front of Waterloo
to-morrow.

‘Lieut. Colonel Torrens will inform Lieut. Gener8ir C. Colville of
the position and situation of the armies.

In this dispatch note the succession of positiders (do that!) and
conditional (if... then...).

Another example from June 15:

'The Prince of Orange is requested to collect ateNés the 2nd and
3rd divisions of the army of the Low Countries; astould that

point have been attacked this day, to move thelRsidion of British
infantry upon Nivelles as soon as collected.

"This movement is not to take place until it istegertain that the
enemy's attack is upon the right of the Prussianyarand the left of
the British army.

2- Order from Napoléon to Marmont, October 16, 18#ay of

Wachau.

As | will attack the Austrians, | think it is go@lyou cross Leipzig
and place yourself in reserve at half a leaguehef town, between
Leipzig and Liebertwolkwitz, in echelon. From thgmu can go to
Lindenau if the enemy makes a strong attack onpghist, which

sounds absurd to me. | will call you to me as sasn will see the
enemy forces and be sure he is attacking me. Kingtbu can

support Bertrand if, as unlikely as it looks, aresty army arrives
by the road from Halle.

Note how Napoleon gives several choices to Marmepending on
what happens. In fact, the whole army of SilesiaeunBlucher

arrived by the road to Halle, and Marmont chosstay there, which
lead to the battle of Mockern.

3- Orders to the Army from Napoleon, at Brunn, Deler 1, 1805,
eve of Austerlitz.

Order to Marshal Davout to gather his troops at tAdbey of
Raigern.

Order to Marshal Bernadotte to take Cafarelli’s i

Order to General Cafarelli to take the Grenadiepgisition

Order to the Grenadiers to move beyond the hilltfright of the
road

Order to the Suchet division and to the CafareNigsion to move to
the right of the road, at the level of the Santon

Order to the GHQ to move to the Hill.

4- Letter to Murat, November 6, 1805

You did not give me any news yesterday, and | leary this
morning at 8 am about the fight you had yesterd@u must write
to me twice or three times a day. If | had knowat the enemy was
there | would have reacted differently. Close tliet®t division to
the Grenadiers, and make these divisions to maogether. The
officer you sent me is so stupid that he couldexpiain anything to
me. | don’t know if the enemy retreated, if he etiithe number of
his guns, and the part of the Oudinot division thvas engaged.

Don't hesitate to use rich and formal languagesradtl that was 200
years ago... For example, in a 1815 campaign we glaye
Wellington sent the following message to Blucher:

My dear Field Marshal, | have just received newgair movement
toward Dinant. | hope and trust that you reconsitleis maneuver,
which | fear may well be a false movement. If thenEh are moving
against Charleroi, as it appears they are, marchingth your
Second Corps to join your Third at Dinant only widethe gap
between our two armies and may well expose haybaf army to
defeat by superior numbers of the more concentrBtedch. Should
Bonaparte push north to Charleroi and take the sroads there, he
will be squarely between us. Nor can you maneuvicterely
against his flank from Dinant, since the road netwdoes not allow
it and moving across the country would be slow difficult. My
own forces are scattered in their various cantontmeand it will
take at least two days to assemble a significartef@at Nivelles,
Quatre Bras, or Wavre. | earnestly beg you to adeisthe dangers
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of a hasty plunge into the midst of a more conegatt foe so far
from our effectual aid. Your reply will find my ldepiarters on the
road between Bruxelles and Mont St. Jean. Beliegeto be your
most humble and obedient servant, Wellington

XVIII-Strategic Deployment

This optional rule allows an alternate battle sgt-@ battle did not
start with both sides agreeing on their respecta-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 gamesrtstaith this

resulting situation.

We suggest here that you simulate the various &ties preceding
the real battle in an abbreviated way, so each acmymander will
more or less decide how his army will be arrayadlie battle.

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

"De wot do what the enemy wants you to do, mainly because e wants you to
do this. Huoid deploying your army in a battlefield lic buows. and avoid at
all costs a lartlefield he hao {ortified aund where le hae entreached.”
Hapoleon

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

Each player takes in his hand the commander caibtonging to
the infantry corps that were present at the stérthe historical
battle. He leaves the army commander and the gasaimmanders.

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 squares adjacehistonap edge. The
other player does the same. Then alternating, ey another

counter on the map edge, or they move an alreagept leader to
an adjacent square (diagonal moves are not allovpedyided this

square is not enemy-occupied.

This procedure lasts as long as a player has &fdadbe placed
who is present on the battlefield in the game get-u

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

xviil .3-Entry of the Cavalry Corps

A cavalry corps can deploy and move with an infacbrps.

Note: the cavalry corps are not tallied when chaegithe 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 e, each player
places a unit in the hex where its commander id, f@executes a

movement, with the full movement allowance, and atpwed
formation. He must obey the following limits:

- the combat unit must stay within the area thatesponds to the
square of deployment;

- the combat unit must not move within 3 hexesrof anemy 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 lwagin, with the
standard rules.

The corps (infantry and cavalry) that have not depd arrive as
reinforcements, except if specified otherwise ia skhenario 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 ate&s seldom
simulated in wargames, yet it was a factor duriagtles.

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

"Lose of time o a neal problem in war. The reatons put forward to explacn
the failunes ane always bad oues, for the neal neason i the detay. " Mapoleon

xix.1-Allowed Time

Each player has a limited time to execute his margmhase. 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, counterchamyed square
formation). Counting time is halted when such reas are
resolved.

XIX .2-Penalty

If a player uses more time than his time limit, atits belonging to
the corps have their morale lowered 4yfor each30 secondsf
excess time (round up). This penalty lasts unsl start of the next
game turn.

Xix.3-Desparate Army
A desperate army has no time left!

The allowed time for a desperate army or corpbisdconds only,
no matter what is written in the game special ruldgen the morale
penalty is-1 for eachl5 second®f excess time. This penalty is
recomputed each turn.

Remember that units belonging to a desperate antywith at least
one step loss already have a -2 morale negatie(ge

Every player with a desperate army will feel whanig looks like...
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XX-Interactive game

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

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

"You mainly weed common sense. This cs the neadon why the generale make
mistakses; they try to act with panacthe..." apoleon

xXI.1-Alternate Activation

The player with the more corps commanders activatescorps (the
commander and the combat units). Once he has playeithese
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 nembf unactivated
corps is lower than his opponent's.

If the number of corps to activate is the sameboth 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 rattimmilar 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 playacirep
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.

XXI.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 tharwelth but he gets
a morale penalty, as explained in the advanced'fitae Limit",
seexIX.

XXI.4-Last Activated Leader

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

XXI.5-Cavalry Corps

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

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

XXI.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 combinedc&s with other
corps.

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

Note: sections on Battle Options, Randomized EveamdsDummies
and Reserves were removed from the present vedfidime rules.
Most of these topics are now largely covered ingpecial rules of
each battle and several advanced rules.
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AUTHOR'S NOTES

Didier Rouy
Foreword to the present edition 3.2

The release of the Battle of Leipzig raised mangstjons. Some
minor clarifications were added everywhere in thespnt version of
the rules. Most are self-explanatory, some ardyreakful.

The most intense debate focused on command andbtdrlayers

with the most experience in “counters and hexeshemfeel more
comfortable with a rigid set of rules telling themecisely what they
can and cannot do. On the other hand, players mitte experience
with miniatures may think that simple and indicatitbehaviors”

(more than orders per se) are preferable. Somettheee can be
misunderstandings when “please attack this poSitivess to be

translated in a precise succession of rigid ordemarch there,

deploy and fire using a defend order, soften trergnposition then
switch to attack mode and charge) while historkcadwledge shows
that “please attack this position” in fact implia these individual

orders together and that the player is free towlsgever set up and
sequence events he thinks are the best to eventally out the

order.

In fact, experience shows that command and comt®|the most
“human” part of the game, and as such it is thestndaifficult to
simulate. The limitless variety of historical ordexrs can be found in
the published dispatches from both sides, andxtrerae variety of
situations they are supposed to cover, are a clyal¢hat can be
addressed in two different directions: rigidity a@neledom. The first
four levels in the command and control system psepdere tend to
be more and more rigid, while the fifth one is dilg based on
experience acquired with the campaign system thghtFbf the
Eagle and gives more freedom not only to give ardbut also to
execute them. It works perfectly if players canmatually talk
during the game (as in all the campaign games)players around a
table obviously have information on what happenthatother end
of the table. That bias is unavoidable with anylexf command and
control in any event. Players are of course frettdhis fifth level
and come back anytime to a more rigid system.

This fifth level is the closest to History, but iielies on other
important elements (demoralization by corps, pddsitof alternate

corps activation, fog of war) already covered ie tlules to fully
simulate a wide array of situations. Importantlly,these rules are
optional, and the increasing complexity introdudeg multiple

advanced and optional rules might harm the mairitsgithis game
system, which is “simplicity and fun”.

Finally, as players tend to forget it, here is,iagthe foreword of
the advanced and optional ruleéSnce they master the standard
game, the players may want to use a more realigtes system, to
grasp more accurately the complexity of the battlefs the
Napoleonic Era. These new rules are optional, ofirse, and
players can modify them as they see fit. A gamenbes richer and
richer through the players' input

New tests performed for the 1815 quadruple gameidironew
comments and clarification, thus completing thissian 3.2.

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 highlighted some points op@istaission,
and in that field the discussion during the ganiks khe fun, 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 vepsduares, 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.
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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 L o JlE 1|b1 1]D oO}JD O0]*1 1]*0 0]J0 *0] O
2 * 101 1 |b1 1D O|D O}|*1 1|*0 0|0 *0|1 *1] 1
3 * 1 1 1 2 |D O0O|D 1(|*1 1|0 0]J0 *0j1 *1|1 D| 2
4 11 1 1 2 3 |bpb 1|*1 1|*0 00 *0y1 *1|1 D|O D| 3
5 11 1 1 2 2 4 1*1 1|]*0 0jo0 *0j1 *111 D|J]O D|O D| 4
6 [ 1 1 1 1 2 2 3 5|*0 0]J]0O *0j1 *1]0 DJ]O D|JO DJ|JO D1] 5
7 |11 1 2 2 3 3 6 |0 *0]1 *1j0 DJ|JO DJO DJjoO D1J0 E| s
* : immediate morale check 7 1 *11]1 D|J]O0 DJO D|O D10 D10 E 7
# : step losses + morale check
Results  Attacker/defender
Dice +1 if target is square inf. * : immediate morale check for the stack (not town / castle)
Dice -1 if : target is skirmish 0 or 1: no or one 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 terrain : Forest, town, castle, ridgeline, unit (friendly or enemy)
Ridgeline : except if firer or target on high ground and adjacent to ridge
ORMATIO AB
ormatio ange P Ps A 0O MP Ca O MP It general order or disorga ed
A R Movement Fire Melee Morale Rear/Flank
Column - - value +1 - 2 melee
Line - - - - 2 melee
Square 1 MP 1 % if vs inf +2 vs Cav -
General Order - 1 - No MC in town/cast -
Disorganized to line of com. 1 ) -2 -
Movement Fire Melee Morale Rear/flank
Battle - none Normal or 1* - 2 melee
Column - none Col value - 2 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
1/2 means value is halved, not value is 1/2
*value 1 if versus square or versus various terrains
Morale modifiers
+# Leader -2 Flank attack
+2 Square inf vs cav -3 Rear attack
-2 Disorganized -2 failed MC (unit stacked above)
-1 Demoralized -1 rallying while adj. to enemy
-2 Desperate -# 1 or 2 depending on losses
Note : A 2 morale check is always a pass, a 12 always a miss
VIVE LEMPEREUR !
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