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ON TO WATERLOO!
A Napoleonic variant by Chris Todd of the On To Richmond wargame rules 
Remember...
“No set of rules are perfect; the last person with a perfect set of rules was crucified.”
GENERAL ORGANISATION

The basic unit in the ON TO WATERLOO (OTW) game system is the brigade for both infantry and cavalry; for artillery it is the battery.

INFANTRY:
Infantry consists of either Light Infantry (with 1 or 2 figures) or Infantry (with 2 figures) mounted on a 25 mm by 25 mm base; this represents one stand and each stand represents about 300 infantry. On average, 6 stands make an infantry brigade with several brigades making an infantry division. (Note: Players can use WRG based figures with no need to change bases; but remember that two figures make one stand in On To Waterloo).
CAVALRY:
Cavalry consists of either Light Cavalry or Battle Cavalry (with 1 figure) mounted on a 30mm wide by 35mm deep base; this represents one stand and each stand represents about 200 cavalry. On average, 4 to 6 stands make a cavalry brigade with several cavalry brigades make a cavalry division. (Note: Players can use WRG based figures with no need to change bases; but remember one WRG stand represents two stands in On To Waterloo).
The terms Light cavalry and Battle cavalry refer to how compact the formation of cavalry was, what types of mounts they used, the equipment they used, etc.

Light cavalry was mainly meant for scouting in the Napoleonic period, but was often used for skirmishing on the battlefield. All Light cavalry are armed with carbines except brigades armed with a lance (because you can’t use both at the same time).
Battle Cavalry is broken down into two main types: Medium cavalry and Heavy cavalry. Because of all the different names given to brigades in the period, it can be hard to tell the difference between the two so this is only a guide. Medium cavalry is made up of Dragoons. Heavy cavalry is made up of Cuirassiers, Carabineers, Dragoon Guards, etc. Dragoons were armed with a short barrelled musket and this is treated as an infantry musket not as carbine when firing (they were originally mounted infantry). Heavy cavalry usually carried a carbine.

ARTILLERY:
Artillery consists of one gun figure and two crew figures mounted on a 50 mm wide by 50 mm deep base; this represents a half battery; two figures on a 50 mm wide by 25 mm deep base behind the half battery represents a (full) battery thus:
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A full battery represents about 12 guns. Limber teams are optional; limbers are based on a 30 mm wide by 35 mm deep base. On average there is only one gun battery per infantry division. (Note: Players can use WRG based figures with no need to change). There are four classes of guns and one type of rockets used in the On To Waterloo rules and they are:

Light Foot artillery: Consists of the small 3 to 4 pounder guns and any horse artillery using foot artillery limbers. Also includes the small regimental pieces that were little used by anyone after about 1809.
Medium Foot artillery: Consists of 6 to 9 pounder guns with foot artillery limbers. Most artillery used in the Napoleonic period fell into this category.
Heavy Foot artillery: Consists of the larger 10 to 12 pounder guns with foot artillery limbers. Heavy guns were normally kept in a reserve somewhere and were distributed throughout the corps as required.
Horse artillery: Consists of 4 to 8 pounder guns with horse artillery limbers.      

Rockets: Consists of the light to medium sized rockets which were used in small numbers by the British, Austrian and Indian armies. Only one rocket detachment is allowed per Corps. They must be attached to an existing battery. Mount one launcher and two crew figures on a 35 mm wide by 50 mm deep base which is then placed next to an artillery battery giving that battery three stands instead of the normal two thus:
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Rockets can only fire once per shooting phase and must fire at the same target as the artillery. The rocket stand must be the first stand removed as a casualty.

COMMANDERS:
Commanders consist of Corps commanders and Division commanders, and they are mounted on a 30 mm wide by 35 mm deep base. The command stand represents not only the particular commander himself but also his staff. A Corps has one only Corps Commander and several Division commanders. (Note: Players can use WRG based figures with no need to change bases).
The ON TO WATERLOO ARMY LISTS provide many details on armies used during the Napoleonic period.
BRIGADE QUALITY and COMBAT VALUES (CV)
All infantry brigades, cavalry brigades, batteries (a type of brigade) and commanders must be given a quality rating. A brigade’s quality may be rated as Green, Regular, Veteran or Elite; leaders vary from really bad (Poltroon) to Exceptional. The army lists provide brigade quality ratings, combat values, etc, and also include the quality ratings for selected commanders.
Alternately, players may use the following tables that are designed to produce some variance by chance:
FRENCH (up to 1813) and BRITISH
	Commanders
	
	
	Infantry*
	
	
	Cavalry
	
	

	DICE
	RT
	MP
	DICE
	RT
	CV
	DICE
	RT
	CV

	0
	Poltroon
	1
	0
	Green
	3
	0 to 3
	Regular
	5

	1 or 2
	Cautious
	2
	1 to 4
	Regular
	4
	4 to 6
	Veteran
	6

	3 to 5
	Aggressive
	3
	5 to 7
	Veteran
	5
	7 to 9
	Elite
	7

	6 or 7
	Firebrand
	4
	8 or 9
	Elite
	6
	
	
	

	8 or 9
	Exceptional
	5
	
	
	
	
	
	



* = Light infantry brigades add +1 to the dice roll

FRENCH (from 1813 on) and OTHER NATIONS
	Commanders
	
	
	Infantry*
	
	
	Cavalry
	
	

	DICE
	RT
	MP
	DICE
	RT
	CV
	DICE
	RT
	CV

	0 or 1
	Poltroon
	1
	0 or 1
	Green
	3
	0 to 3
	Green
	4

	2 or 3
	Cautious
	2
	2 to 5
	Regular
	4
	4 to 6
	Regular
	5

	4 to 6
	Aggressive
	3
	6 to 8
	Veteran
	5
	7 or 8
	Veteran
	6

	7 or 8
	Firebrand
	4
	9
	Elite
	6
	9
	Elite
	7

	9
	Exceptional
	5
	
	
	
	
	
	


* = Light infantry brigades add +1 to the dice roll

Artillery: All artillery, whether French, British or otherwise is given a CV of 6 and are all classed as Veteran. (Optional: Players may roll on the appropriate infantry table above for their artillery with a +1 to the dice roll).

OPERATIONS

Brigades and commanders move, react, etc, etc, by using operations. The operations are:

COMMANDERS: Active Player only:
1. Use all or part of his movement to remove morale markers
2. Use all or part of his movement to try and rally a routed brigade
3. Take command of a brigade (he now moves and fights with the brigade until next activation)            

4. Leave a brigade and do any of the above

INFANTRY: Active Player:
1. Move full distance and fire initial volley (or vice versa)

2. Move half distance and fire (or vice versa)

3. Rifles can either move or fire (except for initial volley)

4. Change formation and move half distance (or vice versa)
5. Change formation and fire (or vice versa) 
6. Declare charges and do CV tests for results
INFANTRY: Inactive player: (* = Requires a CV test)
1. Fire a volley if charged (and within the 90 degree firing arc)

2. Test to fire at an enemy brigade moving across your volley zone* (except for initial volley)

3. Try to form a hasty square and fire (against a cavalry charge)*
4. Try to form a hasty line and fire (against an infantry charge)*
CAVALRY: Active Player:
1. Move full distance and fire initial volley (or vice versa)

2. Move half distance and fire (or vice versa)

3. Change formation and move half distance (or vice versa)
4. Declare charges and do CV tests for results
5. Test to convert a charge into a feint charge (against infantry in square only)

CAVALRY: Inactive player: (* = Requires a CV test)
1. Fire a volley if charged (and remain stationary)
2. Test to counter-charge*

3. Test to charge an enemy brigade moving across your front*  
4. Attempt to form a hasty line*

ARTILLERY: Active Player:
Horse artillery and Light foot artillery
1. Move full distance, unlimber and fire

2. Fire, then limber and move half distance

3. Limber up and move full distance                       

4. Pivot once and fire                                  

5. Fire once and then do a CV test to fire a second shot

6. Prolong move 2”

Medium Foot artillery

1. Move full distance, unlimber and fire initial shot
2. Limber and move half distance (or vice versa)            
3. Fire and limber up (or vice versa)                               


4. Pivot once (but cannot fire)                                                
 

5. Fire once and then do a CV test to fire a second shot
6. Prolong move 1½”                                                      


Heavy Foot artillery

1. Move full distance and unlimber

2. Limber and move half distance (or visa versa)
3. Fire and limber up (or visa versa)
4. Pivot once (but cannot fire)
5. Fire once and then do a CV test to fire a second shot
6. Prolong move 1”
ARTILLERY: Inactive player: (* = Requires a CV test)
Foot artillery
1. Fire at a brigade charging your battery (within the 90 degree firing arc)*    

2. Test to fire at an enemy brigade moving across your front (only one shot per try)*

Horse artillery
1. Fire at a brigade charging your battery* (can pivot to face and fire one shot only)

2. Test to fire at an enemy brigade moving across your front (only one shot per try)*

3. Test to try a hasty limber and move full move distance*

THE SEQUENCE OF PLAY

The order that brigades are used in is determined by either the card system or the dice system. The players must agree which system they are using for the game before the game.
THE CARD SYSTEM:
1. Firstly, brigade combat values (CV’s) are determined and corps and division commander ratings are determined. Each brigade and each battery must then be assigned to a division commander; that division commander is given a card; the Corps commander and any reserve divisions will also have a card.

2. All cards are shuffled together and placed in a single deck. When a division’s card is turned up, all the brigades and supporting arms of that division move, fire, melee, etc, etc, but only after removing any morale markers that the brigades may have on them.

3. After the last card is turned up, that is the end of the full game Turn.

4. Repeat from Step 2.
THE DICE SYSTEM:
1. Firstly, brigade combat values (CV’s) are determined and corps and division commander ratings are determined. Each brigade and each battery must then be assigned to a division commander.

2. Now roll 1D6 for the corps commander, for each division commander and for any reserve divisions.                                                          
3. Starting from 1 to 6, that is the order of priority (1 first to 6 last); players that find they are tied roll again when it is their turn.
4. After the last dice, that is the end of the full game Turn.
5. Repeat from step 2.
BRIGADE FORMATIONS
A brigade’s move distance is dependent upon the formation that the brigade is in at the START of the move. Brigades may have the following formations:
Infantry Brigades                        

Cavalry Brigades
1. Line                            
 

1. Line
2. Reinforced Line                            

2. Skirmish Line
3. Skirmish Screen



3. March Column
4. Square
5. Hasty Line
6. Skirmish Line (Light infantry only)

7. Attack Column

8. March Column
Artillery
1. Limbered
2. Firing Line

3. Protected Line
4. Redoubt
5. Grand Battery

INFANTRY FORMATIONS

Line:
A line formation consists of stands side by side next to each other. It was also the standard formation for firing mass musket fire (volleys). Cavalry attacking a line receive a +2 combat modifier on the melee table.
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A brigade can change facing twice in one turn; therefore they are able to move sideways and also to retire (e.g. right turn; move 6” then left turn to face the same direction).
A brigade can also incline twice in one turn; the brigade advances forward and moves sideways at the same time (an incline is at 45 degrees to the left or right).

Wheeling is the only other way you can move a line. (Wheeling is done just like opening a door; one side is fixed and you take the measurement from the other side to be moved)

Note: Players can try and combine the above manoeuvrers in which case you must do a CV test. Pass: no problems; you may combine. Fail: the brigade becomes disordered and may only move half distance.
Note: When charging you cannot wheel, incline or do a change of facing. However, you will find during the game that brigades in line formation may need to adjust slightly when charging; therefore at the start of the charge, a brigade in line formation can wheel up to 1” in order to face the enemy it wishes to contact.
A brigade in line formation can also adopt a formation called refusing the flank. This is done by having the outside stands face the flanks therefore extending the brigade’s vision against flank and rear attacks. 
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For shooting, the brigade cannot be enfiladed, but in melee it reduces the number of stands that can fight; the stands turned to the flank don’t count when attacked frontally (from the main volley zone).

Reinforced Line:
This formation is adopted when space is a problem due to either terrain or other brigades. All the rules for a Line apply to a reinforced line.
A reinforced line can only be used as a last resort (so you must try to reform into a standard formation as soon as possible). To form a reinforced line, simply place stands 2” behind the line on a 2 to 1 ratio. All stands still count for melee.
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Skirmish screen:
All infantry brigades have a light company (1 stand) which can be used to form a protective screen out in front of (or to the side of) the brigade. Infantry brigades lose the ability to form a screen once the brigade is reduced to three stands or less. Every formation except a square can have a screen.
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The light company is placed 1” away from the brigade. All movement measurements are taken from the main body. The screen can be placed out or pulled back (not both) at any time in a brigade’s turn. When charging (or charged) the light company automatically moves back to the main body.

Firing is as normal but only with the screen and not with main body unless either the target or screens are at different heights. Smalls arms can only target the screen (as above). Artillery can fire either at the screen or at the main body. The light company has a 90 degree arc of fire to the front. Only canister and small arms fire can cause the loss of the light company; otherwise treat as morale marker.
Morale markers received by the screen can only be removed by pulling the screen back to the main brigade for one turn. 
Note: Players may want to have one stand (light company) divided into two small stands (one figure per stand) to represent the screen.

Squares:
Squares are the best defence against cavalry attacks because it doubles an infantry brigade’s CV (except if disordered).
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Squares have all round vision. In its Turn, a brigade can elect to either form up into a square or move out of a square. A square can move 1” but must pass a CV test each time.

When responding to a cavalry charge, a brigade can attempt to form a hasty square in which case you must do a CV test using the modifiers below:

Infantry brigades get to add 2 to their CV before modifiers

Modifiers:
With Skirmish screen +1

Disordered            +1
In Line                      +1        
In attack column   –2

In Column                 -1        
Cavalry charging from under halfway +1

In Reinforced line       -1

Moving in square  +2

Pass: Forms a (solid) square and get double CV

Fail: Forms a hasty square and receives a disordered marker

Firing from a square can only be done in each stand’s volley zone. When firing as a response to a charge, all stands can fire except if in protective line then only in each stand’s volley zone.
Morale markers can be removed as normal, but when rolling on the morale table ignore all mandatory advances and the half move back.
Melee results: squares never get a bonus move, and if they lose the combat, they only retreat if they lose two or more stands; otherwise they just receive a morale marker and an exhaustion marker.
Hasty Line:
Lines are the best defence against infantry attacks. When responding to a charge by an infantry brigade, and your brigade is in column formation, square or in a line not facing the attacker (you must be able to react) then you can attempt to form a Hasty Line. Hasty Lines can also be used by cavalry. To try to form a hasty line you must first pass a CV test:
Modifiers:
With Skirmish screen        +1
Disordered                                   +1       
In Line                             +2    
In attack column or square           –2

In Column                        –3    
Infantry charging under halfway  +1

In Reinforced line             +1 
Pass: Form a Line and can also fire at the chargers

Fail: Form a Hasty Line and receive a disordered marker and fire

A brigade forms a hasty line using the closest stand as the centre of the hasty line.
Skirmish line:
Only Light Infantry brigades can use Skirmish Line formation. 

The skirmish line is formed by having all the stands no more than 1” apart and in no fixed formation. Terrain does not affect a skirmish line (except water hazards). Skirmish lines have all round vision. All stands have a 90 degree arc of fire to the front and rear; firing is as normal. Only artillery can fire through a skirmish line. Small arms must target the skirmish line unless there is a height difference.
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Morale markers can be removed as normal, but if rolling on the morale table, ignore all mandatory advances.
A skirmish line cannot charge and cannot be enfiladed. If charged by infantry a skirmish line can either pull-back 8” only losing stands that have been over-run by the attacker, or receive the charge as normal but they will count as disordered in the melee phase. If charged by cavalry a skirmish line must pull-back 16” (receiving an exhaustion marker and a disordered marker). If the cavalry still makes contact, then you only lose the stands that have been over-run by the attacker.
A skirmish line occupying woods or buildings do not have to pull-back when charged and are not classified as disordered in the melee. You only require one stand in woods or a building to qualify; those outside will pull-back to the stationary stand and only the stationary stand can fire at the chargers. Melee is as normal.        
Attack column:

An attack column formation consists of 2 or 3 stands abreast and must have a minimum depth of two stands. This is the standard formation for infantry advancing into contact (melee) with the enemy. An attack column adds +1 to the brigade’s CV on the melee table.
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An attack column can wheel, incline and do two changes of facings during its turn. To combine the above movements you must pass a CV test (see above). When charging you cannot wheel, incline or do a change of facing.

Note: When charging you cannot wheel, incline or do a change of facing. However, brigades in attack column may adjust slightly when charging by wheeling up to 2” in order to face the enemy it wishes to contact.

March Column:

March column formation consists of one stand behind the other and allows for more rapid movement across bridges, along roads and the like. 
A brigade must be in this formation to get the road bonus. However, a brigade in this formation cannot move into contact with any enemy, and if contacted by the enemy, fights with a zero multiplier.
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A brigade moving in this formation can “snake” around obstacles if required. (Note: Players with WRG basing may have to use a marker as a reminder that the brigade is in march column)

CAVALRY FORMATIONS                
Cavalry Line:
Cavalry lines were used for both attack and defence. A cavalry line must be a minimum of 2 stands wide (or 1 WRG stand) to be classified as a line. All the rules for moving an infantry line apply to the cavalry line. Also, when testing to charge cavalry in line add +2 to their CV value (except for reaction tests).
Cavalry charging in line are able to do a wheel of upto 45 degrees first. Measurement for the charge is started before the wheel. Cavalry in line formation may try to counter-charge any declared charges by other brigades (only in the front 90 degree arc) by passing a CV test. Brigades moving across the front and in charge distance of your cavalry may be charged (only directly ahead) by passing a CV test.

Cavalry skirmish line:
Only light cavalry (that is, Hussars, Chasseurs and Cossacks) can use this formation. The rules for the infantry skirmish lines apply to cavalry skirmish lines except as noted below.

The cavalry stands may be upto 2” apart. Both artillery and small arms must target the skirmish line unless there is a height difference (see Blocking line of Sight).
When charged by infantry, a cavalry skirmish line will fire its carbines then pull-back 16”. When charged by cavalry, a cavalry skirmish line can pull-back upto two moves (36”) or just enough so that they don’t end up in melee. A skirmish line can only charge when the enemy presents a flank or rear, and the brigade must pass a CV test to charge. They will form into line formation upon contact for the melee.
Cavalry skirmish lines are not allowed into buildings or water hazards. When a cavalry skirmish line is occupying a wood, they do not have to pull-back when charged by cavalry. They are not classified as disordered in the melee, but against infantry they are classified as disordered.
Note: Because cavalry skirmish lines block line of sight, any brigades exposed by the pull-back may be forced to react to the chargers. Therefore, any action that requires you to pass a CV test has a +2 added to the dice roll.

Cavalry march column:


All the rules for an infantry march column apply to cavalry march columns.

Note: Players using WRG based figures may have to use a marker to remind them that it is in a march column is stead of a line.

Dismounting and Re-mounting Dragoons (Optional)
Through uncommon during the Napoleonic period, dismounting was still practiced by Dragoons; thus, if a player wishes to dismount his dragoons he can. At the start of his turn, the brigade must pass a CV test.

Pass: the brigade may do one of the actions below:
· Change formation (mount or dismount), move half distance and fire its initial volley
· Change formation (mount or dismount) and fire

· Change formation (mount or dismount) and move half distance
Fail: The brigade becomes disordered and can do nothing except fire its initial volley this Turn. 

The formation adopted when dismounting is an infantry reinforced line on a 2 to 1 ratio (see infantry formations page 6). Thus, a cavalry brigade of six stands dismounting would be replaced by four infantry stands in the front rank and with two cavalry stands behind. Once dismounted, the brigade acts as an infantry brigade until the brigade re-mounts. The formation adopted when re-mounting is a cavalry line with each stand of infantry converting back to cavalry.
While dismounted, the dragoons could lose their mounts. If the rear rank takes any casualties or if the brigade is in square (the mounts are in the centre) and it breaks the brigade’s mounts will be lost. 
If the brigade is forced to do a morale test, the modified results of the Morale table are thus:
Retire……..Get to mount free then do as per table

Retreat……Get to mount free then do as per table

Rout……....Lose mounts then do as per table
Note: In melee, the horse holders do not fight. If the front rank loses the melee and moves back 6”the brigade gets to mount for free; if 12” or more, the mounts are lost and the brigade remains dismounted for the rest of the game.
ARTILLERY FORMATIONS

Limbering guns is the only means of moving the guns around the battlefield. To represent the guns in limber, players may choose to both use a marker and turn the stand around, or to use a model of a limber and turn the stand around.
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                    Flank (                     ( = crew figure
Limbering and unlimbering can be done as part of your firing actions. All the rules for an infantry march column apply to limbered artillery. Roads are the only way artillery can move through woods or cross water obstacles. 
All casualties only affect the gun and not the limber. When charged in this formation the artillery will react by pulling-back one move just like a skirmish line using limbered artillery movement rates.
Firing line:
A firing line is shown by removing the limbered marker (or placing the limber 2” behind the guns) and pointing the guns in the direction you wish to fire. (Optional: You can remove the limber off the board). Movement in firing line formation is then restricted to just pivoting on the spot or prolonging.
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All guns have a 90 degree arc of fire to the front. By not doing any other actions but firing the artillery can try to fire a second shot (but must pass a CV test first).
When charged by infantry, the artillery gets one canister shot and then must pass a CV test to fire a second canister shot. When charged by cavalry the artillery gets one shot at the halfway point and a second shot with canister (two shots in all).
Morale markers can be removed as normal or you may roll on the morale table but ignore all mandatary advances. An artillery battery only takes two causalities before it is removed from play. Unless formed up as a grand battery, all artillery batteries must be kept at least ½” apart.
Protected line:
A gun in firing line may seek the protection of an infantry square against a cavalry charge. You are limited to no more than one gun per square, and the square must be touching the artillery in some way to get the benefits.
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     ( = gun crew figure; * = this stand cannot fire at chargers but still counts in the melee

When charged by cavalry, the artillery can get upto three shots; the first shot will be at the halfway point; the second shot will be with canister; then the player can try to fire a third shot by passing a CV test. After firing at the chargers, the artillery crew then withdraws “into” the square for protection; the gun crew does not count in any way for melee.

The artillery is lost if the square breaks whilst the crews are withdrawn. Because the artillery is “attached” to the square it will block the volley zone therefore reducing the number of infantry stands which can fire. Vision is also restricted by the artillery.

Redoubts:
A redoubt is a purpose built defensive position for an artillery firing line. All the rules for a firing line apply except as noted below.

Once in a redoubt, the artillery cannot move out of a redoubt. Pivoting is restricted to a 180 degree arc from your initial set up and the guns cannot face to the rear. The artillery still only has a 90 degree arc of fire. A redoubt cannot be part of a protected line. If at any time morale or melee results force the guns out of the redoubt then they are lost and removed from play. When no guns are left in a redoubt only infantry and cavalry can occupy it.

GRAND BATTERIES
A grand battery is made up of two or more artillery batteries acting as one large battery. The artillery forming a grand battery MUST be from the same division; an exception to this is that the reserve artillery may combine with divisional guns to form a grand battery.

At the start of the division’s turn, all the batteries must be together (that is, in base to base contact, either limbered or unlimbered). It then costs the divisional commander one MP (morale point) to organise the batteries into a single artillery brigade; the single brigade is now called a grand battery.
Alternately, at the start of the reserve artillery’s turn, it must be in base to base contact with the division guns it is to join (either limbered or unlimbered). It then costs 1 MP (morale point) from either the Corps or division commander to organise the batteries in to a single brigade. The reserve artillery card is then removed from the deck. The single brigade is now operating with the new division as a grand battery.   
To divide the grand battery up again requires the divisional commander to move into contact with the grand battery and then sending the individual brigades off in their different ways. The reserve artillery can do this with either Corps or division commander. Commanders then simply replace the card back in the deck for next Turn. (Casualty removal may also cause the collapse of the battery). It will cost 1 MP each time you form a grand battery.

Grand battery operations:
Once formed, the grand battery operates as a single brigade (it must stay together). It may perform all operations as per the type of guns in the brigade; movement will be as per the slowest gun type.

The stands can be fired at individual targets as normal, but when firing at the same target they all receive a bonus –1 to the dice roll. (As the guns all fire at the same time the target modifiers remain the same). For simplicity, grand batteries are classified as veteran and have a CV of 6.

A grand battery is fired at as per normal except that you need to cause one morale marker per gun before the brigade is classified as disordered and required to do a morale check; thus, morale markers can accumulate on a grand battery. Whenever there is a choice of guns (i.e. limbered or unlimbered) the firer can nominate the target, remembering that you can’t shoot through an artillery line. When it comes to removing casualties, the owning player can spread those casualties from anywhere in the brigade.
Example: The French player has formed a grand battery by combining the Horse artillery and the Reserve artillery (heavy foot artillery). The distance the grand battery can move is restricted to the slowest brigade but the horse artillery can still move, unlimber and fire even though the heavy artillery would still be limbered. The Turn starts with the British player firing at the grand battery; he has a choice of targets and shoots at the limbered artillery inflicting one casualty. This forces the French player to choose between the horse artillery and the heavy artillery; he chooses to lose a stand from the horse artillery. In the next turn the British player manages another hit on the battery. The French player must now decide on either losing the horse artillery and the grand battery rating (and thus no morale check), or losing a stand from the heavy guns and doing a morale check having lost two stands. After rolling very badly on the morale table, the grand battery is forced to withdraw two line moves (retreat 12”).
Prolonging artillery:
There will come a time in the game when you find your firing line is just out of range or arc of the enemy. So instead of limbering up and moving, the crews can push the guns forward between 1” to 2” (depending upon the type of guns). If the adjustment will still leave you out of range then you must limber up. Prolonging artillery can wheel.
MANOEUVRING ON THE TABLE

Brigades manoeuvre on the table thus:

Changing formation:
All changes of formation occur before movement, and cost the brigade half of its movement allowance.

Changes of facing:
Right and left turns, about-turns and inclines are all forms of changes of facing which help you move brigades around the table. You can only change face twice in your movement phase for free. You must finish in the formation that you started moving in.
Changes of direction:
Wheeling and pivoting are the only ways that you can change direction with a brigade (except for about-face).    

Wheeling: Infantry and cavalry brigades can do as many wheels in a turn as their movement allowance will allow; cavalry in line can do one upto 45 degree wheel before charging.

Pivoting: Artillery and infantry can pivot once per turn. Infantry brigades must pass a CV test before they try to pivot. If they pass then rotate the brigade about its centre point; the brigade cannot move, etc, any further. If they fail they finish the move and are classified as disordered.

Disrupting terrain:
Brigades moving into or through woods, crossing hill slopes or crossing fords roll a D10; the result is then modified for brigade type and its formation.

Disrupting terrain number:  
Modifiers:
Hill…………........….
0         

Veteran…...…
 -1
Attack Col ... -1
Ford………….......…
1           
Regular…..….
 -2
Line.............. -2


Woods.………......…
2       

Green…….….
 -3

Streams ……......…...
3           
Cavalry……...
 -1

Other obstacles…......
0               
Artillery….….
 -2 (cannot enter woods)

If the resulting modified roll is higher than the number listed below for the type of terrain, then the brigade may move normally; otherwise, the brigade moves at half speed. On the following turn, however, the brigade is considered to have paid the penalty for crossing that terrain (with the exception of woods, which must be diced each turn).

Notes: Brigades in skirmish formation ignore all disrupting terrain except for water hazards (not fords). Artillery cannot move through woods except along roads. Light cavalry can pass through a wood on a charge but battle cavalry cannot charge through woods. Brigades attempting formation changes as a response (reacting) must pass the test to adopt the formation they wish to be in; otherwise they stay in their current formation and are classified as disordered. Visibility into woods is limited to 3”; the brigade also needs to be with in 1” of the edge of the woods to shoot out or be shot at.

Other obstacle types:
When most gamers set up a battlefield, they often decide not to put on all those little obstacles that can litter the battlefield, but if you decide to do so, here are some guidelines.

At any time a brigade crosses an obstacle (e.g. a fence) deduct 1” off the brigade’s movement. When charging with a brigade, if you are forced to cross an obstacle (e.g. a fence) before reaching the target (ignored if you are defending the obstacle) the chargers must pass a test otherwise they will become disordered. Obstacles can also have other effects on brigades which are listed below. 

Fences (are easily broken down or jumped over):
· Infantry only check if charging

· Cavalry only check if charging

· Artillery must check when moving
Hedges (harder to break down but can be jumped over):
· Infantry must check if moving or if charging
· Cavalry only check if charging

· Artillery must check if moving (if forced to rout through a hedge the artillery is lost)
Walls (Difficult to break down and jump over):
· Infantry must check if moving or if charging

· Cavalry must check if moving or if charging
· Artillery cannot cross (if forced to rout through a wall the artillery is lost)
Gates allow easy movement if the brigade is in march column or if limbered.
Skirmishes are the only brigades that can be split up over several different terrain types; all other brigades must adopt a formation that will place them either completely in or completely out of the terrain (except on hills or when in march columns).
Notes: When shooting at a brigade in mixed terrain types, the firing player may choose which stands to target. 
Isolation:
Light infantry can spread out too far and become isolated. Isolation takes effect when a stand or stands of light infantry are separated by 2” or more from the light brigade’s command stand. The command stand can act as normal, but for any morale tests, count the isolated stands as “casualties”. 
Further, the isolated stands:

1. Must remain stationery 

2. Will defend the terrain feature that they are in (firing and melee)
3. Morale tests count the isolated stands as “casualties”. They ignore all mandatory forward movement, but if forced to retire, the isolated stands are removed as casualties
4. If the brigade’s command stand can get to an isolated stand (i.e. they are less than 2” away from each other) the stand will no longer be isolated
5. If the brigade’s command stand has been lost, then a division commander can join the brigade to appoint a new commander. This takes all of his actions for the Turn; the brigade will then act as normal
Double-time Move:
A brigade may double-time (make an extended move) only if it is in march column and does not enter or move through any disruptive terrain during its move. Artillery brigades are only permitted to make one double-time move per game.
A brigade that double-times more than once during the game must roll a D10 for the second and each subsequent double-time that it does so. If suffering from exhaustion the brigade gets a –1 to the dice roll. If the number rolled is less than or equal to the number of times that the brigade has double-timed previously, then the brigade loses one stand before completing the move and also receives an exhaustion marker.

Special Moves:
Infantry and cavalry brigades may make special moves at any time unless suffering from exhaustion. A D10 is rolled and the full amount of the roll is added to the brigade’s full normal movement allowance unless the brigade is moving into contact with the enemy.
In order to use special movement, a brigade may not move through any disruptive terrain (except skirmish lines), change formation or fire (except for initial volleys).
If a special move is used in an attempt to contact an enemy brigade, then the brigade making the move must contact the enemy brigade or else it will receive an exhaustion marker and a disordered marker. A brigade may make as many special moves during the game as desired. However, artillery can only make one special move per game.

Interpenetration:
Only friendly brigades can interpenetrate each other. Cavalry cannot interpenetrate anyone. During movement, a line may move through another parallel line without penalty. A column or attack column will disorganise any friendly line through which it moves giving them a disordered marker. At no time can any brigade move through an attack column. Also:
1. Skirmish lines do not affect any formations

2. Limbered artillery will affect all formations that it moves through except skirmish lines
3. Unlimbered artillery is treated as per a line
4. If after movement both brigades still overlap then they will both be disordered
5. Routing brigades will disorder any formation that they pass through
Charging:
Before testing to charge, a brigade must be able to see the target. All brigades have a 180 degree arc of visibility to the front in the direction they are facing measured from the front of the stand. Flank and rear chargers do not need to test except for cavalry skirmish lines. 

All infantry brigades (except skirmish lines) can charge. They can only charge in the direction they are facing (i.e. straight ahead). Infantry brigades may wheel up to 1” (in line) or upto 2” (in attack column) at the start of their charge (see Infantry Formations).

All cavalry brigades can charge, but unlike the infantry, they can perform a wheel of upto 45 degrees at the start of the charge. Skirmishing cavalry can only charge the flank or the rear of an enemy brigade and only then by passing a CV test.

Chargers may be declared at any time during the division’s Turn as long as the brigade has not already moved or fired. The player first nominates the brigade he wishes to charge with, and then declares the target to be charged. The brigade must then pass a CV test to charge; if it fails the test, move the brigade to the halfway point and deploy (but it can still fire). Brigades that test to charge within 6” of the enemy ignore the move to the halfway point and simply remain stationary; they can still deploy and fire.

The inactive player may now try to attempt reactions but only if the chargers are in the brigade’s visibility arc. The inactive player can react to a flank charge (depending on visibility, etc) but not react to a charge from the rear.

Some brigades can receive a bonus when testing to charge; cavalry receive +2 to their CV; Corps and division commanders within 12” affect the die roll thus: Exceptional -2; Firebrand -1; Poltroon +1; all brigades within 12” of the Corps commander must use the Corps commander’s rating.

Because the distance that a brigade can move in a charge is fixed (as per the movement table) players may use a special move to contact the enemy. You must tell the inactive player that you are using a special move before the dice throw for the additional distance for the brigade. If you still fail to make contact with the brigade, then the brigade failing to contact receives an exhaustion marker and a disordered marker.

Once all of the testing is done, move the brigade in to contact. The inactive player then does all his reaction firing for being charged. Resolve the melee.

Counter-Charging:
The inactive player may (as a reaction to a cavalry charge) try to counter-charge. Only cavalry can counter-charge, and may only counter-charge other cavalry. The brigade must be within a 45 degree arc to react and also within charge distance. The inactive player must pass a CV test. Corps and divisional commanders within 12” will affect die roll: Exceptional –2; Firebrand -1; Poltroon +1.
If the brigade passes the test it will meet the chargers at the halfway point; both brigades are then classified as charging. Resolve the melee. If the brigade fails the test it will deploy in to line and fire at the chargers. Resolve the melee.

Note: You cannot use a special move in conjunction with a counter-charge because of this; the brigades may not meet exactly at the halfway point.

Charging an enemy moving across your front:
The inactive player can (as a reaction to a brigade moving across the front of his brigade) try to charge (if in charge distance). Only cavalry can do this including skirmish cavalry. The front of a brigade is defined as the width of the brigade in the direction it is facing out to its charge move distance. The inactive player must pass a CV test. Corps and division commanders within 12” will affect the die roll; Exceptional –2; Firebrand –1; Poltroon +1.   

If the brigade passes the test it will charge into the moving brigade. Visibility may affect what reactions the brigade charged can perform as this will depend on the brigade and the type of formation it is in. The active player now does his reaction tests, firing at the chargers if possible. Resolve the melee.

If the brigade fails to pass the test, the active player will continue moving the brigade. The inactive player can still test if another brigade moves across the front of the brigade. 

Feint Charge:
If an infantry brigade has formed a square as a reaction to a cavalry charge, the cavalry can try to halt the charge at the halfway point by passing a CV test. Corps and division commanders within 12” will affect the die roll; Exceptional –2; Firebrand –1; Poltroon +1
If successful the cavalry brigade stops at the halfway point (it feint charged). If it failed it continues on with the charge. Cavalry cannot attempt to feint charge if they started their charge within 12” of the enemy.
Note: It’s best if the active player declares all his charges first then works through each reaction test that the inactive player wants to perform.   

Charging brigades that can evade:
This can happen when charging skirmishers and limbered artillery. 
After passing a CV test to charge the inactive player (as a reaction) may be forced to evade by pulling back the brigade a required distance. This may expose other brigades that the charger can still contact as normal. The inactive player does his reactions. (Because skirmishing cavalry block line of sight, a brigade exposed gets a +2 added to the die roll for any reaction tests due to the surprise factor). Resolve the melee.
Once the evading brigade has moved the required distance, the brigade charging may still find itself short of the target in which case the player has the option to pursue the skirmishers. First the chargers receive an exhaustion marker and a disordered marker; this is because you failed to make contact.
For a pursuit move, the player must now roll a D10 which is then added onto the brigade’s move for a second time hoping to make contact. If you make contact, each skirmish stand which you touch will be eliminated (that is, it is over-run). Failing to make contact again causes the chargers to loose one stand and the chargers receive a morale marker.
REACTIONS
The inactive player just doesn’t sit there; he may be able to react to the active player’s operations thus:

INFANTRY:
1) If charged, the brigade may fire a volley:
You can only fire at the chargers if they make contact. Work out shooting modifiers as usual then roll the dice.
2) The brigade may fire a volley at an enemy brigade moving across its volley zone:
You must do a CV test; you do not have to test for initial volleys.
Pass: Work out shooting modifiers as usual then roll the dice. The active player then continues his movement. The brigade cannot try to shoot again at another enemy target moving across its volley zone until next Turn. 

Fail: Nothing happens and the active player continuous his movement. The brigade may try to fire each time an enemy target crosses his volley zone.
3) The brigade may attempt to form a hasty square and fire if charged by cavalry:
You must do a CV test (See: Squares on page 7)

Pass: The brigade forms a square and can fire at the chargers if they make contact. 

Fail: The brigade forms a disordered square and can fire at the chargers if they make contact.

4) The brigade may attempt to form a hasty line and fire if charged by infantry:
A brigade in column that is charged frontally may attempt to form a hasty line. A brigade may attempt to form a hasty line from any formation as a reaction to being flank charged (though the enemy must still be visible to react). 
A hasty line will form up on the closest stand to the chargers, however, if the brigade is unable to form a hasty line due to limited space, enemy brigades or prohibiting terrain, then that brigade cannot react in the first place. You must pass a CV test. 
Pass: The brigade forms a line and can fire at the chargers if they make contact.

Fail: The brigade forms a disordered line and can fire at chargers if they make contact. 

Example:
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Direction of Charger C (
Charger A is in the vision arc and therefore you can react by doing actions 1 or 3. Charger B is moving across the volley zone so the only action you can perform is 2. Charger C is behind the vision arc and so the brigade cannot react, but if part of any stand of the charging brigade is in the vision arc, then the brigade could react by doing actions 3 or 4. The hasty line will form up facing the chargers with the centre of the line being were the light infantry stand is now.
Note: Morale markers (green) override normal disordered markers (blue) so even if you pass a CV test, you are still classified as disordered.
SKIRMISHING INFANTRY:
1) If charged by infantry:
The brigade pulls-back 8” (and it may also fire its initial volley), or, it fires once and receives the charge. Remember, if the brigade is not in a terrain feature then it is classified as disordered for melee. 

2) If charged by cavalry:
The brigade pulls-back 16” and receives a disordered marker and an exhaustion marker. However, if the brigade is in a terrain feature, then it can fire and receive the charge.
CAVALRY:
1) May remain stationary and fire a volley if charged:
The brigade may only fire at the chargers if the chargers make contact. Work out shooting modifiers as usual then roll the dice.

2) Test to counter-charge:
See counter-charging (page 17). You cannot counter-charge a counter-charger.
3) Test to charge an enemy brigade moving across your front:
See charging an enemy moving across your front (page 18)
4) Form a hasty line:
See forming a hasty line (in the infantry actions above)
SKIRMISHING CAVALRY:
1) If charged by infantry:
The brigade may fire its carbines and then pull-back 18”, or, the brigade may fire its carbines and receive the charge. Remember you will be classified as disordered for melee.
2) If charged by cavalry:
The brigade may pull-back upto 36”, or, the brigade may fire its carbines and receive the charge. Remember, unless in a terrain feature you are classified as disordered for melee. If the skirmish cavalry elects to pull-back, then the chargers may elect to pursue.
HORSE ARTILLERY AND LIGHT ARTILLERY:
1) May fire at the brigade charging it (if in arc):
All the rules for medium and heavy guns apply (see below). Further, if the target is outside of the firing arc you and can react (but must be inside the vision arc) the artillery may pivot to face the chargers and fire one shot upon contact.

2) Attempt to fire at a brigade moving across its front:
All the rules for medium and heavy guns apply (see below).
3) Attempt a hasty limber and full move (for horse artillery only):
Horse artillery may attempt to get the guns out of trouble by limbering them up and then moving off. You must pass a CV test.

Pass: The artillery is now limbered and moved 12” away. If the artillery still has its special move left it can use it now to increase the distance of the move.
Fail: The artillery remains in the same position. It can fire one shot at the chargers upon contact (and if in arc). For both shooting and melee it is classified as disordered.
4) Limbered horse artillery must evade:
Light foot artillery and light horse artillery evade 9” and medium horse artillery evades 12”. If the artillery still has its special move left then it may use it now to increase the distance of the pull-back.

MEDIUM ARTILLERY AND HEAVY ARTILLERY:
1) May fire at the brigade charging it (if in arc):
If charged by infantry: The artillery may fire the first shot at the halfway point, then CV test to fire a second shot upon contact. 

If charged by cavalry: The artillery may fire the first shot at the halfway point then the second shot will be canister. When in protected line formation the artillery can try to fire a third shot by passing a CV test (see protected line formation). 

2) Attempt to fire at a brigade moving across its front:
You must pass a CV test to fire (except for the battery’s initial salvo).

Pass: Work out shooting modifiers as usual then roll the dice (no second shots). The active player then continues his movement. The artillery cannot try to shoot again at an enemy target moving across its front until next Turn.

Fail: Nothing happens and the active player continuous his movement. The artillery may try to fire again at other brigades moving across its front.

3) Limbered medium or heavy artillery must evade:
Medium artillery evades 9” and heavy artillery evades 12”. If the artillery still has its special move left then it may use it now to increase the distance of the pull-back.

Note: A red marker can be used as a reminder that the unit can’t fire out of sequence (except if charged) again until next turn and this also applies to units with a halt result (see page 42).
THE BONUS MOVE
Brigades that win a melee by 26 points or more may receive a bonus move by passing a morale test. However, if the winning difference is 76 points or more then the brigade automatically gets a bonus move.

When a brigade receives a bonus move, it can perform any of the actions listed (as per a brigade of their type) on pages 3 and 4 as though it was starting a new Turn, remembering however that the brigade is exhausted. The only limitation is that after fighting the first line of a reinforced line, any bonus movement must be used to attack the second line.

Results of the morale test:
Roll on the morale table using all the modifiers as normal. Any result of Deploy and below: treat as Deploy, but the brigade remains disordered. Results of Deploy and above: the brigade gets its bonus move and so can do any of its listed actions. 
British Cavalry (not KGL) and any irregular cavalry were all ways difficult to control on the battlefield, so when rolling for a bonus move, they treat any results of half a move advance and above as a revenge move.
Note: When a cavalry brigade mounts or dismounts as a bonus move, then the formation that the troops were previously in is maintained.

COMMANDERS
A Corps commander and his Division commanders are referred to as commanders. All commanders have a movement rate of 24” and they ignore all terrain penalties except for water hazards (which they can cross by treating them as veteran cavalry). Otherwise, treat commanders as a skirmish cavalry (such as when evading).

Every commander in the game is given a rating (e.g. Firebrand, etc) which is diced for at the start of the game. This rating is then used as required by the brigades under his command when testing to charge, etc, and in the melee phase (as long as the division commander is within 12”).

A commander can only affect the brigades in his division however the Corps commander affects all brigades within 12”. Where there is an overlap of command, the player must always use the Corps commander’s rating.
	Rating
	Testing to Charge

Dice Modifier
	In Melee Modifier

Attacker
	In Melee Modifier

Defender

	Poltroon
	+1
	Nil
	Nil

	Cautious
	Nil
	Nil
	+1

	Aggressive
	-1*
	+1*
	Nil

	Firebrand
	-1
	+1
	Nil

	Exceptional
	-2
	+1
	+1


            

* = Only applies if attached to a brigade
Each commander also receives a number of morale passes which can be used to remove morale markers from any brigade under his command. Upon activation, the commander figure simply moves in to contact with a brigade, and instead of rolling on the morale table, the player crosses off one morale pass and removes the morale marker from the brigade. Because of his movement rate, the commander can visit any number of brigades in his turn. A brigade that has had a commander’s morale pass used on it cannot advance towards the enemy, but it can still fire, do formation changes, retire, etc.

Commander Casualties:

There are four ways that a commander figure can be removed as a casualty:
1. By being attached to a brigade that receives a “Kill” result or receives a morale “hit” from either artillery or small arms fire. If so, the owning player rolls a D10:
	Dice throw
	Result

	0
	Command figure is killed

	1 to 9
	No effect


2. By being attached to a brigade that is in melee. At the end of the melee, the owning player rolls a D10:
	Dice throw
	Result

	0 to 3
	Command figure is killed

	4 to 9
	No effect


3. Whenever a moving enemy brigade forces the command figure to evade (move). The commander figure will only become a casualty if caught.    

4. When attempting to rally a brigade a commander can become a casualty on the result of rout (use the melee table above) or he is “delayed” by being swept away with the brigade.

Note: Should a commander become a casualty (not delayed), his command will operate for one turn without a commander, and then a new commander may be diced for as was done at the start of the game. Morale passes already used by the previous commander count against the new commander’s total, thus a new commander may find that all of his morale passes have already been used up.

Attaching Brigades:
In the army lists players will note that a Corps is divided into Divisions and that the reserve artillery and any reserve divisions operate under their own card. This can make it difficult to co-ordinate attacks, so the Corps commander or the reserve division commander can detach brigades from the reserve and attach them to other divisions. It costs one MP (morale pass) per brigade that you wish to transfer from the reserve and attach to another division; once attached, the brigade now belongs to that division and will then act under that division’s card for the remainder of the game.

Thus, the reserve division commander may find that he has no division left to command. If this happens, then the player can still use that commander as a replacement for commander causalities and also for rallying routing brigades. Remember he still operates when his card is activated.

Commanders Variety (Optional):
To give more variety to the commanders, players may try to see what sort of day they are having for even the best commanders had bad days (Napoleon at Waterloo). 
After dicing for the commander’s rating and noting the result on the play sheet, but before recording the number of morale passes, players can roll a D10:
	Dice throw
	Result

	0 to 4
	Having a good day; increase morale passes by 1

	5 to 9
	Having a bad day; decrease morale passes by 1


BATTLE-WORTHINESS
Infantry and Cavalry:
A time may come in the game where an infantry or cavalry brigade has been reduced to a single stand, but it has not suffered any adverse results on the morale table (that is, it has not routed). At this point the brigade’s battle-worthiness must be taken into account.

1. The stand will ignore all mandatory advances on the morale table (remember you still have lost five stands)
2. The stand can only use a bonus move to retire
3. The stand cannot charge
4. The stand must pass a CV test to advance towards a visible enemy
5. If charged the stand will react as per the rules for a skirmish line
6. When shot at treat the stand as a skirmish line
Note: A single stand can be used to replace casualties in other brigades (it joins another brigade). Simply move the single stand into contact with the brigade that you wish to reinforce and remove the single stand and replace it with a casualty stand from the original brigade. Infantry may replace casualties in both light and line infantry brigades, but cavalry can only replace casualties in similar brigades (e.g. light cavalry for light cavalry).

Artillery:
In the case of artillery (which has only two stands per battery) it will start to be affected when reduced to one stand (i.e. a half battery).

1. A half battery cannot fire a second shot in a normal turn

2. A half battery must pass a CV test to fire a second shot if charged
3. A half battery cannot fire third shot even when in protective line

4. A half battery when testing to fire at enemy moving across its front adds +2 to the dice roll
5. A half battery receives a +1 modifier when shooting
Note: You cannot replace/reinforce casualties in gun batteries.

BUILDINGS and STRUCTURES
One of the problems with terrain features such as buildings is getting the right scale and proportions. Something that looks in proportion with the figures is way out of scale when compared with the fact that each stand represents about 300 infantry. The old Airfix “La Haye Sainte” model is a good example of being the right size for the figures but the wrong size for the ground scale.

As most wargamers use terrain that can be used over several time periods (e.g. WW2, ACW) players may find it is easier not to have any buildings on the table top, or just ignore the fact that it is out of scale. In any case, here is a guide if buildings are to be used.

1. Only infantry and light infantry can enter a building.

2. Entering or leaving a building is classified as a change of formation.

3. Brigades inside a building receive a defence bonus when being shot at:
+3 for town buildings (three or more buildings within 12” of each other)
+2 for country buildings

4. Brigades inside a building are considered to have supported weapons and so receive a -1 on the small arms firing table

5. Only infantry can engage in melee with a brigade inside a building. The defending brigade is classified as in works and gets a +3 on the melee table. For melee results, a brigade inside a building is classified as in square.

6. Morale: brigades inside a building receive a +10 on the morale table. They ignore all mandatory advances and also retire and shaken.

7. Buildings can be destroyed in one of two ways: from artillery shooting at the brigade in the building or from catching fire. Each building on the tabletop must be given a rating for the number of damage points that it can take before it is destroyed. Simply roll a D10:
	Dice roll
	Type
	Damage points

	1 or 2
	Hovel
	2

	3 to 5
	Wooden
	4

	6 to 8
	Wood and stone
	6

	9 or 10
	Stone and masonry
	8



Dice roll modifiers: Town buildings………+1     Country buildings……-1

The building’s damage points will be reduced by one for each “kill” inflicted on the troops inside by artillery fire.
Catching Fire:
Fires can be started in buildings by artillery fire or from melee. Any time a “kill” is received by troops in a building there is a chance that a fire may be started. Rockets only require a morale “hit” to force a test. Simply roll a D10:

	Dice roll
	Result

	0 to 4
	The building catches fire

	5 to 9
	No effect



Dice modifiers: Hovel …...-2      Stone and masonry......+2

8. If a building catches fire, any troops therein get one turn to put out the fire by rolling an even number on a D10 (the fire is put out). However, on an odd number the fire takes hold and the troops must evacuate the building next turn. Once the fire has taken hold roll a D10; this will be the number of turns that building will burn. Each turn the building burns does one point of damage to the building. No-one can enter a building whilst it is burning.

9. Once a building has lost all of its damage points it collapses. Any brigade in a collapsing building will lose one stand and it must evacuate the building immediately. A collapsed building is then classified as disruptive terrain.

THE CV TEST
When a brigade is required to do a CV test, the player rolls a D10 and then adds or subtracts modifiers to give a final number. If that number is equal to or less then the CV of the brigade, then that brigade has passed test and the brigade can complete the task. If the number is greater than the CV of the brigade, the brigade has failed and therefore the brigade will suffer penalties.
The penalties for failing the CV test will vary depending on the reasons for the test. Some modifiers will increase your starting CV (e.g. infantry trying to form a hasty square get their CV increased by +2 before modifiers).   

The Coloured Markers:
To aid the players in remembering what state their brigades are in, several coloured markers are used and they are:
Blue
indicting the brigade is just disordered
Green
meaning brigade requires a morale test or a morale pass
Yellow
the brigade is exhausted
Players can use any coloured markers they want as long as both sides understand what each colour represents. 

Order of removal:
Upon activation of a division the player must attempt to remove all disordered markers (blue) first, then the morale markers (green) second, and exhaustion markers (yellow) last.

Disordered Marker (Blue): 
Disordered markers represent all the things on the battlefield that can affect a brigade but will not upset the overall morale of a brigade. 
There are several ways that a brigade can receive a disordered marker:

1. Whilst moving brigades in certain circumstances.
2. By failing some CV tests.                           
3. As a result of some results on the morale table.

Disordered markers are removed automatically from brigades at the start of that brigade’s next activation or by passing some reaction tests (e.g. hasty square).
Morale Marker (Green):
Morale markers represent all the things on the battlefield that can affect a brigade’s morale. There are several ways that a brigade can receive a morale marker:
1. From being shot at
2. From being involved in a melee
3. From having a routing brigade move through the brigade
Once a brigade receives a morale marker, then there are only two ways that a brigade can remove them, and this must be done at the start of the division’s activation before moving any brigades. They can be removed:
1. By a commander removing it by using one of his morale passes
2. By rolling on the morale table; this may force the brigade to act in ways that the player may find either helpful or not so helpful.       

All brigades that receive a morale marker are also classified as disordered, but you do not have to give them a blue marker.
Exhaustion markers (Yellow):
Exhaustion markers represent the results of the physical strain that brigades have to endure when on the battlefield; this reduces the combat value (CV) of the brigade. It does not affect a brigade’s ability to act as the player wishers, but it will affect how it performs those actions.  There are several ways that a brigade can receive a marker(s):
1. As a result of being involved in a melee.
2. As a result of some movement penalties (e.g. evading).             
3. As a result of some morale table results.

Infantry and foot artillery only ever carry one marker at a time; any extra markers they receive will be ignored. Cavalry and horse artillery can have two markers, but they can only ever carry a maximum of two markers at any time.
PENALTIES:
The penalties involved are:

Infantry: With one marker they have their CV reduced by one point.

Cavalry: With one marker they have their CV reduced by one point; with two markers their CV is halved (round up).
Artillery: Foot artillery has its CV reduced by one point; Horse artillery with one marker has its CV reduced by one point; with 2 markers its CV is halved (round up).
Rest and Recovery: 
Rest is the only way that a brigade can recover from the effects of exhaustion. To qualify for rest, a brigade must remain inactive and not receive any morale hits or “kill” results for a complete Turn; if so then this will remove one exhaustion marker. Exhaustion markers are removed as the last action of a division’s turn.
FIRING
There are two types of hits resulting from firing (shooting); a morale hit and/or a kill. A “morale hit” will disorganise a brigade and give it a morale marker. A “kill” results in the removal of one stand from the brigade that was hit as well as disordering the brigade and giving it a morale marker. A unit must fire at the closest target that is in firing arc.
Danger Zones:
Danger zones affect all artillery (rockets use the same bracket for the guns that they are attach to). Artillery cannot fire if any friends are within the close range bracket on the shooting table or if shooting over friends that are within 6” of the target.

Canister:
All artillery (not rockets) may fire canister. You cannot fire canister through or over any of your own brigades regardless of height differences. When shooting at skirmish lines or screens and you achieve a kill, your second shot can be at the unit behind.
Incendiaries:
Normally only used against buildings (see page 24 and page 28 for more details).

Artillery Fire:
Artillery fire is accomplished by measuring the range from the artillery to the target. This range determines the appropriate section of the artillery results table to be used. (Measure the range from the front of the closest artillery base to the closest point on the target).
A single D10 is then rolled and the result modified (see the artillery modifiers table). The modified die roll is then compared to the appropriate range section of the artillery results table to determine if the shot is a miss or if the target is hit doing just a morale marker or hit doing a stand and morale marker.
After firing its first shot, all artillery (except rockets) can try to fire a second shot by passing a CV test. The target must be the same target and the modifiers all stay the same. 

Inactive Player actions:
See page 19 to 21 for other actions.
Hits on Artillery:
When artillery is hit by either small arms fire or artillery fire, two “Kill” results must be obtained before the artillery brigade is eliminated. Morale markers can be removed by either rolling on the morale table or by using a commander’s morale pass. Batteries ignore all mandatory forward results.
After suffering one kill, the battery is reduced to a half battery, and for morale tests it is classified as losing one base (-5 on the morale table).
Starting Fires (Optional): Most fires that started on the battlefield in this period were started by accident.  Thus, when using artillery or in melee against brigades occupying terrain such as woods, wheat fields and hedges there will be a chance that a fire may start if a “kill” result is received by the troops occupying the terrain. Rockets only require a morale hit to cause a roll. Roll one D10:
	Dice 
	Result

	0 to 2
	The terrain catches fire

	3 to 9
	No effect


In a Wood: Once a fire starts in a wood, roll a D10; this is the number of turns that it will burn and be too hot and smoky to enter. All brigades in the wood must evacuate the wood next turn. When the fire finishes burning the wood is still disruptive terrain but it loses all other benefits from shooting, melee, and when rolling on the morale table. (My woods are represented on the tabletop by pieces of plywood in various shapes and sizes covered with railway model paper backed grass, and with trees that can be removed for easy troop movement. To represent a burnt out wood I just remove the trees).


In Wheat fields: Fires in fields are basically grass fires. Fields are normally surrounded by a fence or hedgerow.  All brigades must evacuate a field that is on fire until the start of the next game Turn which is when the fire burns out. Smoke will hinder any shooting that crosses the field creating a problem just as per an infantry skirmish line.

Setting hedges on fire: Hedges on fire are basically shrub fires and are confined to a small section in the length of the hedge line. All brigades must pull back 1” from the hedge in question until the next turn this being the amount of time it will burn; remove that section of hedge. 
Once the section has been removed it is now treated as open terrain therefore creating an opening in the hedge line. (My hedge sections are 1” wide and range between 3” to 9” long; they all qualify as a section. With models using fixed hedges players must use markers to note the burnt-out sections which will be 5” long.

Firing Artillery at Skirmishers:
Artillery can only target infantry skirmish lines or infantry screens at canister range. Cavalry skirmish lines are the exception in that they can be targeted at any range. Artillery may fire over infantry skirmish lines and screens (but not through cavalry skirmish lines) at targets beyond. Modifiers will apply to every skirmish line or screen (friend or foe) that is crossed.

Remember Danger Zones.

Hills and Artillery: 
Artillery located on higher terrain than the target subtracts 4” from the range to target (except for firing canister).  Artillery located on lower terrain than the target adds 4” to the range to the target (except for firing canister). 
For each level above the target the firer only takes into account skirmish lines on the same level as the artillery and those within 6” of the target brigade.

Example: Artillery on a higher level.
	Artillery is on ...
	Target is ...

	Ground Level
	All skirmisher lines

	Level 1
	6” in front of target

	Level 2
	5” in front of target

	Level 3
	4” in front of target

	Level 4
	3” in front of target


	Level 4
	Gun(

	            Level 3
	Gun(
	

	                   Level 2
	Gun(

	                          Level 1
	Gun(
	
	Danger Zone 6”**

	                         Ground level
	Gun(
	**
	
	Li
	Li
	Li
	Li
	Li
	Target

	
	Danger Zone

Close Range
	
	6”
	5”
	4”
	3”
	



     For level 1 to level 4  [……….Range to target  -4 inches............….]                                                     

The artillery on ground level can shoot over the light infantry skirmish lines (Li) when shooting at the target. Because the firing line crosses all 5 skirmish lines they will all count for modifiers on the firing table, but if a friendly brigade was in either danger zone the artillery could not fire.

The artillery on level 1 can shoot over the light infantry skirmish lines when shooting at the target. Because of the height difference you only have to count the skirmish lines that are up to 6” in front of the target. But if a friendly brigade was in either danger zone the artillery could not fire.

The guns on the other levels follow the same procedure as above, but with each rise in level the number of light infantry that can affect the modifiers will also decrease but the danger zones never decrease.

Example: Artillery located on lower level.
	Target is on ...
	Artillery is ...

	Ground Level
	All skirmisher lines

	Level 1
	6” in front of target

	Level 2
	5” in front of target

	Level 3
	4” in front of target

	Level 4
	3” in front of target


	Level 4
	Target

	            Level 3
	Target
	

	                   Level 2
	Target

	                          Level 1
	Target

	                         Ground level
	Target
	Li
	
	Li
	
	
	
	(Gun

	
	Danger Zone

6”
	
	Danger Zone

Close Range
	



      For level 1 to level 4      [………………Range to target  +4”…….]          

The Gun on ground level can shoot over the light infantry skirmish lines (Li) when shooting at the target. Because the firing line crosses both skirmish lines they will all count for modifiers on the firing table. But if a friendly brigade was in either danger zone the guns could not fire.

With the target on level 1 the gun can shoot over the light infantry skirmish lines when shooting at the target. Because of the height difference you only have to count the skirmish lines that are up to 6” in front of the target. But if a friendly brigade was in either danger zone the guns could not fire.

With the Target on the other levels use the same procedure as above, but with each rise in level the number of light infantry that can affect the modifiers will also decrease but the danger zones never decrease.

Line of Sight (LOS):
You can only shoot at a target that is visible. Infantry skirmish lines do not block line of sight, but they do hinder your view when trying to shoot over them (See skirmishers page 28). All other brigades block line of sight. Terrain features can also affect line of sight. Things that block line of sight will also create a dead zone.
Dead Zones:
This is an area of ground behind everything that blocks line of sight. The amount of ground in this area will decrease with each rise in level. Brigades in dead ground are hidden from view and there fore they cannot be seen or targeted.

Note: This table is only a guide to aid players.

	        View from            
Obstacle
	Ground
	Level 1
	Level 2
	Level 3
	Level 4

	Infantry
	BLS
	NE
	NE
	NE
	NE

	Cavalry
	BLS
	DZ 4”
	NE
	NE
	NE

	Building
	BLS
	DZ 7”
	DZ 6”
	DZ 5”
	DZ 4”

	Woods
	BLS
	DZ 7”
	DZ 6”
	DZ 5”
	DZ 4”

	Level 1
	Fs
	CL
	Rs 1”
	Rs 2”
	Rs 3”

	Level 2
	Fs
	Fs
	CL
	Rs 1”
	Rs 2”

	Level 3
	Fs
	Fs
	Fs
	CL
	Rs 1”

	Level 4
	Fs
	Fs
	Fs
	Fs
	CL

	River
	DZ
	DZ
	DZ
	DZ
	DZ

	Hedges/Walls
	NE
	NE
	NE
	NE
	NE


BLS: Blocks line of sight
NE: No effect on line of sight
DZ: Dead zone

DZ 4”: Dead Zone and the number of inches of dead ground


                 Gun-
Cavalry brigade


                                 From the guns position the cavalry will create a dead zone of 4”.

Fs: Forward slopes: Using the view from the observer, divide the hill in half; the closest half is a forward slope.  


                                            

                Guns (
                The guns have a clear line of sight to all brigades in that        
                half, except other things may block line of sight.


Rs: Reverse slopes: Using the view from the observer, divide the hill in half; the back half is a reverse slope. In the above example every thing behind the reverse slope is hidden from view. Remember the hill also blocks line of sight.
Rs 1”: Reverse slope and the number of inches: Because of the increase in height you will be able to see part of the reverse slope. After working out the forward and reverse slopes, it is a just a matter of increasing the forward slope by that many inches therefore exposing more of the reverse slope. If the increase reaches the ground then all the slope is exposed, otherwise it is still dead ground.

Rivers: This refers to all terrain that creates a depression. Other examples are sunken roads, dry river beds, etc. Brigades in the depression can only see out 2” into the open ground, and if on the open ground you have to be with 2” to look in.

                                               2”                            2”                

                                Dead zone                                                         Dead zone

                               Ground                              Ground

                                                       River

CL: Clear: The observer is not penalised by the forward slope rule as this will expose all of the forward slope and also all parts of the reserve slope that are of the same level excluding areas that block line of sight.

                                                                     < Fs  Rs>                       






                                                                   Level 2                

                                                                                                  Level 3

The guns can now see the reserve slop as it is the same level, but the other levels will still block line of sight to some areas of the hill. Remember that you still can not see anything below level 1 behind the hill. (This works well with hills made by stacking flat pieces of Styrofoam together with each level smaller in shape and size)
Hills: Only if with 6” otherwise treat as a dead zone. Levels 1 and 2; the river bank will create a dead zone when viewing from those levels; other levels suffer no effects and vice versa.

                           {…….6”……}

                  Level 2 
                  Level 1              
                               Ground                              Ground

                                                       River            

                        Dead Zones
Note: When trying to work out dead ground always work to the base of the stand not the figures (because of the scale being used).

Artillery Movement:
	Artillery
	Prolong
	Limbered
	Roads
	Double-time

	Light Foot
	2”
	9”
	20”
	24”

	Foot
	1½”
	9”
	20”
	24”

	Heavy Foot 
	1”
	6”
	16”
	Can’t

	Horse
	2”
	12”
	24”
	30”


Prolong: Only when in firing line (see Page 12).

Limbered: This is the normal cross-country speed (see Page 11).

Roads: You must start and stay on the road for all your movement to get the full benefit, otherwise just use the limbered speed doubled. 
When starting from open ground use the limbered speed and when in contact with the road you double the remaining unused limbered speed.
E.g. A foot battery starting 4” away from the road will then get to travel 10” along the road. When starting on the road, use the limbered speed doubled and then when leaving the road use the remaining limbered speed as normal.
E.g. A foot battery starting on the road moves 8” (that is 4” doubled) then leaves the road and moves 5” on open ground.

Double-time: You must start and stay on the road for all your movement to get the full benefit (see Page 16).
Special moves: Only once per game (see Page 16).

Disrupting terrain: Penalties (see Pages 14 to 15).

          
ARTILLERY FIRING TABLE:
 MEDIUM FOOT                        HEAVY FOOT                           LIGHT FOOT & HORSE

	Range
	Stand
	Morale

	C to 8”
	0 to 6
	7 to 9

	0 to 12”
	0 to 4
	5 to 9

	12 to 24”
	0 or 1
	2 to 7

	24 to 30”
	0
	1 or 2

	30”+
	--
	0

	Range
	Stand
	Morale

	C to 4”
	0 to 6
	7 to 9

	0 to 8”
	0 to 4
	5 to 9

	8 to 16”
	0 to 1
	2 to 7

	16 to 20”
	0
	1 or 2

	20”+
	--
	0

	Range
	Stand
	Morale

	C to 6”
	0 to 6
	7 to 9

	0 to 10”
	0 to 4
	5 to 9

	10 to 20”
	0 or 1
	2 to 7

	20 to 25”
	0
	1 or 2

	25”+
	--
	0


ROCKETS       

	Range
	Stand
	Morale

	0-30”
	0
	1 or 2

	30”+
	--
	0


Range: There are five range bands reading from top to bottom plus the distance in inches they cover. The bands are canister range (C to) and for round shot, close, medium range, long range and extreme ranges. Rockets have two ranges; normal range and extreme range.

Stand: This shows the required number you need before modifiers to cause the target to lose a stand.

Morale: This shows the required number you need before modifiers to cause the target to receive only a morale marker.

             Artillery target modifiers:
    Terrain effects:                                        Target Brigade:                                              

    In works or behind walls…………
+3      In column……………….………
 -2

    In town houses…………………
+3      In square…...…………………
 -2  

    In country house…………………
+2     Disorganized……………….……
 -1

    In sunken road……………...…
+3     At Artillery firing line…………...
+1

    In woods or behind hedges………
+1     At Cavalry skirmish line………...
+2

    On hill add 4” to range                             At mounted under 10”…… ……...
 -2

    Partially enfilade…………………
 -1     At skirmish screen [Canister only].
+2

    Enfilade…………………………
 -2     At skirmish line [Canister only]…..
+1


Modifiers – firing brigade:
              Disorganised……………………………..
+2        

              Grand battery……………………………...
 -1 (all firing at same target)

              Half Battery………………………………
+1 (except rockets)
              For each screen that you shoot through…...
+1       
              For each skirmish line you shoot through…
+1                                                                      

              On a hill subtract 4” from range

Artillery firing arcs:


                               Arc of fire 90 degrees
Extreme Range
   


             Canister

                          Close Range      Medium Range         Long Range
                                                                                                      Volley zone

Note: Artillery can fire at any target that is visible and in arc. The artillery can try to react to any enemy brigade that moves across its volley zone.

Enfilade:                 

          Brigade 1 


A                                                                               Brigade 2
    Partial

           Enfilade                      direction of advance(
                                                                                                               C

                B
Enfilade

                                                                                                               D

Brigade 1: Gets partial enfilade because the majority of the brigade is between arrows (A and B) and it is also angled to face.
Brigade 2: Gets full enfilade because it’s at right angles to the enemy and has crossed both arrows (C and D) and has up to 1/3 of the brigade behind arrow C; otherwise it’s only a partial enfilade.
Note: Squares and Attack Columns cannot be enfiladed (or partial enfiladed) because they have the same depth no mater which side you face them.

March Columns C and D travelling in the direction of the arrow (above) will suffer partial and full enfilades only from those angles. You can only get partial enfilade on a brigade with a refused flank.

Initial salvo:
This represents the clean state that the guns are in at the start of a battle. Black powder had a habit of blocking the firing port; that then needs to be cleaned regularly, reducing the efficiency of the artillery.

MOVEMENT      

INFANTRY AND CAVALRY MOVEMENT
	BRIGADE
	LINE
	SKIRMISH

LINE
	COLUMN
	ROAD
	DOUBLE-

TIME

	Infantry
	6” 

	Can’t
	9”*/12”**
	16”
	20”

	Light

Infantry
	6”
	8”
	9”*/12”**
	16”
	20”

	Light

Cavalry
	16”/28”#
	18”
	24”
	28”
	34”

	Dismounted

Cavalry
	6”
	Can’t
	9”*/12”**
	16”
	20”

	Cavalry
	12”/24”#

	Can’t
	20”
	24”
	30”


 Special moves add +D10; * = Attack column; ** = March column; # = Charge range
Line:
Infantry: The amount of inches in one turn that a line can move (see Page 6)
Cavalry: The amount of inches in one turn that a line can move (see Page 10)
Charging: Infantry use their normal rate but cavalry use the second figure

Skirmish line:
Only availed to light infantry and light cavalry.
The amount of inches in one turn that a brigade can move (see page 8 and 10)
Column: The amount of inches in one turn that a brigade can move in an:
Infantry: 
Attack column (see Page 9).

                 
March column (see Page 9).

Cavalry: 
March column (see Page 10).
Roads:

Only brigades in column can benefit from road movement. You must start and stay on the road for all your movement to get the full benefit, otherwise just use the column speed doubled.  When starting from open ground use the column speed and when in contact with the road you double the remaining unused column speed.

E.g. an infantry brigade in attack column starting 4” away from the road will then get to travel 10” along the road. When starting on the road use the column speed doubled and then when leaving the road use the remaining column speed as normal.        

E.g. an infantry attack column starting on the road moves 8” (that is, 4” doubled) then leaves the road and moves 5” on open ground.
Double-Time:
You must start and stay in March Column for all your movement to get the full benefit (see Page 16).
Special Moves: All infantry and cavalry brigades can use one per turn (see Page 16)
Disrupting terrain: Penalties (see Page 14-15).            

SMALL ARMS FIRE      
This section covers the firing of carbines, rifles and muskets between brigades on the battlefield that are in range of the enemy and eligible to fire. 
The number of stands firing is determined for each brigade and this is divided into groups of six stands (brigades can still contain less than 6 stands and still fire). For each group of six (or brigade with less than 6) a D10 is rolled and the appropriate modifications are made from the Small Arms Modifiers Table. 

The modified result is compared on the Small Arms Effect Table, and the result applied to the target. Brigades of the same Division firing at the same target may group their firing stands into groups of six for this purpose. When counting up the groups of six always do it by allocating the smallest group to the largest group first.

Example: Two brigades from the same Division, one of 5 stands and other of 3 stands (eight stands in total) fire at the same target. They can be fired as one group of six (5+1) and one group of 2 (the remainder). 
When grouping brigades with different CV’s, you must use the CV of the group with the most stands, but when equal always use the highest CV.

Example: A brigade of 5 stands (Trained) and a group of 3 stands (Elite) fire at the same target. If firing in groups of 6, it would still be classed as trained, ignoring the firing modifier that the elite stand would get.

Active player’s actions: See Page 3 and 4.

Inactive player’s actions: See Page 18 to 21.

Initial Volleys: This represents that carbines, muskets and rifles are loaded at the start of a battle and therefore do not require the brigade to load before firing. This allows the brigade to do three operations in one turn instead of their normal two. Also as the inactive player it means you can perform some actions without the need to pass a CV test. (See player actions Page 3 and 4)
Firing volleys: If not firing an initial volley, the brigade can only perform two actions, this is because it’s difficult to move and load at the same time. (See player actions Page 3 and 4)
Rifles: Brigades armed with rifles are restricted to either moving or firing except when using the Initial Volley rule.

Woods: Brigades in woods receive a bonus of +1 on the Target Modifiers Table (see page 14 disrupting terrain).

Works: When a brigade is in breastworks, two ranks of troops may fire.

Supported weapons: A “supported” weapon fire bonus of +1 is given to brigades that can rest their weapons on a fence, a wall or an embankment.

Skirmishers: 
No brigade may fire through their own skirmish lines or screens, but you can fire over skirmish lines with no penalty when there is a height difference. You may ignore an enemy skirmish line to fire at the brigade behind only when there is a height difference, and then you have the choice of firing at either brigade. Skirmish lines can not be enfiladed or partially enfiladed.

Skirmish Casualties: See page 7 and 8.
Commander Casualties: See Page 22 and 23.
SMALL ARMS FIRING TABLES
Carbines:                               
Muskets:                                            
Rifles:
	Range
	Stand
	Morale

	0 to 3”
	0 to 2
	3 to 5

	3 to 6”
	---
	0 to 2

	6 to 9”
	---
	---

	Range
	Stand
	Morale

	0 to 3”
	0 to 4
	5 to 7

	3 to 6”
	0 to 2
	3 to 5

	6 to 9”
	---
	---

	Range
	Stand
	Morale

	0 to 3”
	0 to 4
	5 to 7

	3 to 6”
	0 to 3
	4 to 7

	6 to 9”
	0
	1 to 4


Range: There are three range bands reading from top to bottom plus the distance in inches that they cover; Close range, Medium range and Long range.

Stand: This shows the required number you need before modifiers to cause the target to lose a stand.

Morale: This shows the required number you need before modifiers to cause the target to receive only a morale marker.

Small arms target modifiers:

Terrain effects: 
In woods………........……….
+1              Behind hedge……….......
+1

In country house….........……
+2              Behind stone wall….…...
+2

In town house………......…...
+3

In sunken road………......…..
+2
In breastworks…………........
+2 (Trenches)

In hard cover…………......…
+3 (Bunkers)

Target Brigade: 

In column…………………
 -1    
Disorganized…………......…
 -1

In square……………………
 -2    
Partially enfiladed……....…..
 -1                                                                              

Mounted……………………
 -2     
Enfiladed………………....…
 -2       
Skirmish Screen…………….
+2

Skirmish Line………………
+1

Artillery firing Line……...…
+2

Small arms firing modifiers:

Green………..………
+1        
Disorganized……..…………
+2

Veteran……...………
 -1                 
With supported weapons....…
 -1

Elite…………………
 -2                  

Mounted…….………
+2

Fewer than 6 stands firing……......…
+1 per stand less than 6

Small Arms Volley Zones:
When firing small arms you have to work out if the enemy brigade is in the volley zone and the range band. Then how many of your stands in the brigade can fire at the enemy. The volley zone is the width of the brigade out to the range of the weapon, and with the loss of stands the volley zone width will decrease. You cannot shoot outside of the volley zone.
Example 1:


French
                    Volley Zone





                                 British Infantry brigade

Only stands 1 to 4 are in arc to fire at the French brigade. Stands 5 and 6 cannot fire at the French brigade but could fire at another target that is within the volley zone and arc.

Example 2:


A.




Stands 1 and 6 are refusing the flank and therefore have there own volley zone. But this has cut down the volley zone of the other 4 stands. You cannot be enfiladed in this formation but you can still suffer from partial enfilade (A).
Example 3:
 





Skirmish lines (see Page 8): Stands 1 to 3 have their normal arc of fire. Stands 4 and 5 have a restricted arc of fire. Stand 6 is only partially restricted.

HAND-TO-HAND COMBAT and MELEE

If a charging brigade closes to contact, both sides calculate the melee value of each brigade involved in the combat. The melee value is equal to the number of stands in combat times the brigade’s modified combat value times a positional multiplier.

Each side adds together melee values for all of the friendly troops involved in the melee and adds to this a roll of a D10. When you have multiple brigades in a melee, the active player can either:
a)  Work out the melee factors for each brigade plus modifiers, then add them all together to give you grand totals for friend and foe, or
b)  Break up the melee into favourable and unfavourable attacks.

For example:                                              

                                                                        X
                                    A          B           C

                                                                                          

                              Y
Brigade A = Veteran Light Cavalry (charging and also disordered)

Brigade B = Veteran Light Cavalry (charging)

Brigade C = Veteran Heavy Cavalry (charging)

Brigade X = Elite Lancers (counter charging)

Brigade Y= Regular Light Cavalry (stationary)

The values for A (16), B (32) and C (40) gives them a grand total of 88, and the values for X (198) and Y (30) gives them a grand total of 228. You will notice that if the active player picks option A. He has lost the melee before a dice is rolled. But if he uses option B, he gets one favourable combat with A and B (combined 48) versus Y (30) and one unfavourable combat C (40) verse X (198).

Note: When working out favourable and unfavourable combats remember that the brigades must be in contact with each other. In the example above it’s only brigade C that can do the unfavourable combat.
Winning and losing:
The side with the largest total is the “winner”; the difference in the totals determines the outcome (see the melee results table). If the melee total is the same for both sides after rolling the dice, each side will lose one stand and then you immediately roll the dice again until you get a winner.
Depth of Melee:

While melee is brigade on brigade, e.g. if a brigade is contacted the entire brigade fights. There are specific rules governing depth of formations; see favourable and unfavourable attacks Page 38.

        
Infantry attacking…………….....…….
Count upto 3 stands deep

        
Cavalry attacking…………….....…….
Count upto 2 stands deep


 Infantry defending……………....……
Count upto 2 stands deep

        
Cavalry defending……………....……
Count upto 1 stand deep

        
Artillery defending……………...……
Each half battery counts as one stand;





A full battery counts as two stands

Melee Bonuses: Both the attacker and defender get bonuses which will alter the CV values and can also multiply the total.
MELEE MODIFIERS:
Attacking Brigade is:                                          Defending Brigade is:
Disordered…………….....…
 -2 

Disordered………….....……
 -2

Is attacking down hill….....…
+2             
Up hill………………………
+2

Infantry in attack column.......
+1*            
In Breastworks………………+3

Cavalry in line…………..…..
+2*           
In sunken road………....……
+2

Medium cavalry……….....…
+1             
In Ford………………………
+2

Heavy cavalry………………
+2             
In Woods………………...…
+1

Lancers…………………..…
+2              
Behind Fence and wall…..…
+2

Cavalry VS square……….…
 -2              
In Square vs cavalry… Double CV*
Cavalry VS Infantry line……
+2

Has Commander attached….
+1*          

                           *Does not count if brigade is disordered
Divisional Commander’s Rating for ...
Attacking:                                                      Defending:
Aggressive……………….…
+1#                 
Cautious…………….....……
+1

Firebrand………………...…
+1                   
Exceptional…………........…
+1

Exceptional…………………
+1             

The commander must be with in 12” of the combat to get modifier. 
 # Only applies if attached to the brigade involved
Melee Multipliers:
Flank attack…………………............
Times 2 (enfilade)

Rear attack……………………….....
Times 3

Revenge attack……………………...
Times 1½ 

Melee Results:
After both players have totalled their respective modifiers they then both roll a D10 which is added to their scores. The side with the largest total is the winner; the difference in the totals determines the outcome.

	Melee Value Difference
	Winner 

Stands Lost 
	Loser

Stands Lost 

	0 to 25
	1
	1

	26 to 50
	1
	2

	51 to 75
	1
	3

	76 or more
	0
	3


Winning by 25 or less: The brigade receives an exhaustion marker, a disordered marker and a morale marker. The brigade must now do a morale check; a result of Halt and below is treated as Halt, but the brigade remains disordered. Any other results treat as Halt and loose the disordered marker.

Winning by 26 or more: The brigade receives an exhaustion marker, a disordered marker and a morale marker. The brigade must now do a morale check. A result of Deploy or less is treated as Deploy, but the brigade remains disordered. Any results above Deploy the brigade gets a bonus move (see page 21).

Winning by 76 or more: The brigade receives an exhaustion marker, a disordered marker and may have received a morale marker. If the brigade did not receive a morale marker, it automatically gets, a bonus move, if not it must now do a morale check. A result of Deploy or less is treated as Deploy, but the brigade remains disordered. Any results above Deploy the brigade gets a bonus move (see page 21).
Note: Cavalry versus a square need to remove 2 stands from the square to break the square otherwise the cavalry will retire 6” and receive an exhaustion marker and a morale marker.

Losing:
The losing brigade receives an exhaustion marker, a disordered marker and a morale marker. For each stand lost in the melee the brigade will move back 6”. For the first 6” it remains facing the winner; if 12” and over the brigade ends up facing away from the winner. 

Note: If a square suffers only one casualty, it does not fall back but still receives an exhaustion marker, a disordered marker and a morale marker.
MORALE
A brigade’s morale is affected by the causalities it has sustained from either shooting or melee. Before any brigade can move or fire any morale markers must first be removed.  This may be done by rolling 2D10’s and consulting the morale results table and adding or subtracting the modifiers, or by moving the division commander to the brigade and using one of his “morale passes” or by using a commander to rally a unit.
Morale Table Modifiers:

Per base lost ……..…......…
 -5

In works………….....
+15

Green……………..….........
 -5       

In Building.………...
+10

Veteran……………........…
+5              
In Woods………...…
+5

Elite ………………......…...
+10             
In Square…………...
+15   

All Light Cavalry…….........
+5             

If routed through…….....…
-15

Off board morale rolls.......     -5
A brigade may only make one morale check per turn (no matter how many times they received morale markers in the previous turn). Brigades with a morale marker will also count as being disordered for both melee and firing.
The commander may move from one brigade to another during the movement phase, removing as many morale markers as he has. Only the corps commander can remove morale markers from every division; every other commander can only remove markers from their own divisions. If an automatic pass from its commander is used, then the brigade cannot move aggressively toward the enemy but it may change formation, fire, retreat, or change facing.

Note: This is to simulate the difference between a brigade sorting itself out and the necessity of this being done by a division or corps commander.

MORALE TABLE
	Other Nations
	Die Roll
	French/British

	Rout
	00 to 04
	Rout

	Rout
	05 to 09
	Retreat

	Retreat
	10 to 14
	Retire

	Retreat
	15 to 19
	Retire

	Retire
	20 to 24
	Shaken

	Shaken
	25 to 34
	Halt

	Halt
	35 to 39
	Deploy

	Deploy
	40 to 44
	No effect

	No effect
	45 to 49
	No effect

	No effect
	50 to 54
	No effect

	No effect
	55 to 84
	Half Move Advance

	Half Move Advance
	85 to 89
	Advance

	Advance
	90 to 94
	Revenge

	Revenge
	95 to 99
	Revenge


Notes: Artillery will ignore all mandatory forward movement. Artillery treats shaken as Halt. Infantry in square will treat shaken and any mandatory forward movement as deploy. Infantry skirmish lines ignore all mandatory forward movement. Brigades in Works, Buildings or Woods ignore all mandatory forward movement. Any time a brigade receives shaken, retire, retreat or rout and has no formed enemy brigades (not skirmishes) within 24” may treat it as Halt.

MORALE RESULTS

As players read the following explanations you will notice that some results will force the brigades to do some strange things at times. This is because in these rules brigades act without the need for orders. So to introduce the problem of brigades acting on there own initiative (or misunderstanding orders from the commander) they have been incorporated into the morale table.
Rout: Withdraw 3 moves away from the enemy towards the nearest table edge
The brigade will move away from the enemy 3 full moves as per the movement table and for their troop type and formation. 
Artillery gets a free limber. The brigade stays in the same formation but facing away from the enemy. Squares will form attack columns. It will also receive a morale marker and an exhaustion marker. If whist withdrawing the three moves it is forced to move through friends it will force those friends to do an immediate morale check. A brigade with only one stand left will disintegrate; remove it from play.

Retreat: Withdraw 2 moves away from the enemy
The brigade will move away from the enemy 2 full moves as per the movement table and for their troop type and formation. 
Artillery gets a free limber. The brigade stays in the same formation but facing away from the enemy. Squares will form attack columns. It will also receive a disordered marker and an exhaustion marker. If whilst withdrawing the two moves it is forced to move through friends it will cause those friends to receive a morale marker.

Retire: Withdraw 1 move away from the enemy
The brigade will retire away from the enemy 1 full move as per the movement table and for their troop type and formation. 
Artillery gets a free limber. The brigade stays in the same formation but facing away from the enemy. Squares will form attack columns. It will also receive a disordered marker. If whilst withdrawing the one move it is forced to move through friends it may cause them to be disordered (see interpenetration on page 16).
Shaken: Withdraw half a move away from the enemy

The brigade will move away from the enemy half a move as per the movement table and for their troop type and formation. 
Artillery treats this as stand and do nothing. The brigade stays with the same facing and formation. Squares remaining stationary. The brigade cannot fire. If whilst withdrawing the half a move it is forced to move through friends it may cause them to be disordered (see interpenetration on page 16).

Halt: Stand and do nothing
The brigade CANNOT change formation, facing, fire or do any reaction shooting.
Deploy:
The brigade may change formation, change facing and fire but it cannot move.

No Effect:
The brigade can act normally.
Half Advance: Half advance move toward the enemy

The brigade will advance towards the enemy half a move as per the movement table and for their troop type and formation. Some brigades will ignore mandatory advances and so treat this as No Effect.  
The brigade cannot change formation or facing but may fire. If whilst advancing it contacts the enemy, the moving brigade is classified as having charged. Brigades in March column are not required to move into contact; instead they may act and move normally but towards the enemy. Cavalry do a normal move not a charge move.

Advance: Advance move toward the enemy
The brigade will advance towards the enemy one full move as per the movement table and for their troop type and formation. Some brigades will ignore mandatory advances and so treat this as No effect. 
The brigade cannot change formation or facing and can only fire its initial volley. If whilst advancing it contacts the enemy, the moving brigade is classified as having charged. Brigades in March column are not required to move into contact; instead they may act and move normally but towards the enemy. Cavalry do a half move not a charge move.

Revenge: Revenge move toward the enemy
The brigade will charge forward one full move as per the movement table and for their troop type and formation, plus they get an additional 9” added to their charge. Some brigades ignore mandatory advances so treat this as no effect. 
The brigade cannot change formation or facing and can only fire its initial volley. If whilst advancing it contacts the enemy, the moving brigade is classified as having charged; it also receives a bonus of a 1½ times multiplier for the melee. At the end of its move (if not in melee) the brigade will receive an exhaustion marker and a disordered marker. Brigades in March column are not required to move into contact; instead they may act and move normally but towards the enemy.
RALLYING
Instead of using a Morale Pass which stops a brigade from advancing towards the enemy, the player can try to rally a brigade by using a commander. Unlike Morale passes where a commander can visit several brigades in one turn, when attempting to rally a brigade you must attach the commander to the brigade. 
With the commander now attached to the brigade roll on the Morale Table; remember that what ever happens to the brigade on the table will also affect the commander.
Note: When using commanders (i.e. Corps Commander) the brigade may get a free move out of sequence. This is ok.
Rallying Modifiers: Add to morale table:
Commander attached…….........……
+10

Poltroon……………………........….
- 5

Aggressive or Firebrand…….........…
+5

Exceptional…………………........…
+10

BRIGADES FORCED OFF THE BOARD
There will come a time during a game when a brigade is forced off the board due to Morale rolls or enemy action. These brigades are not necessary lost for good, but may be able to return to the table.

If a brigade is forced off a flank then add one turn to allow the brigade to move back to its starting edge. If a brigade is forced off the enemy’s table edge then add two turns to allow it to move back to its starting edge. You can only start to recover and rebuild brigades when they are behind the starting edge.

Retreating brigades: Spend three turns off the board. In the first turn they recover one point of exhaustion. In the second turn roll on the rebuild table (advance rules only) or recover one point of exhaustion. In the third turn roll on the rebuild table (advance rules only). On the fourth turn the brigade is moved back onto the board.

Retiring brigades: Spend two turns off the board. In the first turn they recover one point of exhaustion. In the second turn roll on the rebuild table (advance rules only) or recover one point of exhaustion. On the third turn the brigade is moved back onto the board.

Shaken brigades: Spend one turn off the board. In the first turn they recover one point of exhaustion. On the second turn the brigade is moved back onto the board.

Brigades evading: Spend one turn off the board. In the first turn they recover one point of exhaustion. On the second turn the brigade is moved on to the board.

A brigade forced off the board by other reasons: There are two other reasons why a brigade may be forced to leave the table; from losing a melee or from routing. Now because these brigades are off the board whilst doing a Morale check, they will suffer an additional -5 penalty doing the morale check off table.
MORALE RESULTS (when off board):
Rout: The brigade disintegrates and is no longer in the game. Attached commanders must test as if they were in a Melee.
Pass: The commander is delayed 3 turns.

Fail: Roll for a new commander in 3 turns.

Retreat: Spend three turns off the board. 
In the first turn recover one point of exhaustion. In the second turn roll on the rebuild table (advance rules only) or recover one point of exhaustion. In the third turn roll on the rebuild table (advance rules only). On the fourth turn the brigade is moved back onto the board. Commanders become unattached and are delayed two turns.

Retire: Spend two turns off the board. 
In the first turn recover one point of exhaustion. In the second turn roll on the rebuild table (advance rules only) or recover one point of exhaustion. On the third turn the brigade is moved on to the board Commanders become unattached and are delayed one turn.

Shaken: Spend one turn off the board. 
In the first turn recover one point of exhaustion. On the second turn the brigade is moved on to the board. Commanders become unattached and get a full move on to the board.

Halt: As per Shaken.

Deploy: As per Shaken.

NE: When activated place the brigade on the edge of the table.

Half Advance: When activated the brigade gets a half move on to the table.

Advance: When activated the brigade gets a full move on to the table.

Revenge: When activated the brigade gets a full move plus 9” on to the table.

Note: If a brigade is forced off the flank, or the enemy’s table edge, they then will suffer a delay. Therefore treat half advance, advance, and revenge as if the brigade rolled NE.  

To bring a brigade back onto the board:
Brigades will appear on the table edge directly behind the Division commander or the Corps commander (player’s choice) but no more than 12” to the left or right of that point. They may enter in any formation. You cannot enter behind or to the flank of any enemy brigade and you cannot charge when re-entering the table.

FINALLY
Well that’s it; that’s On To Waterloo! With these rules I have tried to give you the feel of the Napoleonic period which is suitable for the beginner but is also enjoyable for the experienced wargamer.

I must first give a very big thank you to Robyn who whilst I have been living in the Napoleonic period has had to badger me to do those household chores.

I would also like to thank:

Geoffrey Taylor who helped play test the rules (and for generally putting up with me); Trevor Raymond who provided the Mini-Nap: Corps Guidelines and much inspiration; and the Novocastrian Battlegamers who gave me a place to go on a Sunday.
So to all you budding Napoleons out there I hope you have fun using these rules.

Best of luck on your way to Waterloo!
Chris Todd
On to Waterloo!
Please remember; it’s only a game; have fun. Sort out any problems with a dice throw.
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