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First Authorts Treface

The idea for this Lattle i2nual was conceived in kay 1970 -
very shortly after I first played the game with the Wew =zngland
Wargamers association., I had become completely hooked on Column
Line and Square tut felt that my learning of the zame was hamper-
ed by the way the rules were written. In fect the 2d edition of
CIS wes written by different people writing separate parts and
different portions were written at different times during the evo-
lution of the game. The result is difficult to use as a2 textbook
and almost impossible to use as 2 quick table top reference. So
it became my gozl to present CLS in a wey that is easier to learn
and e2sy to check rules during play.

I began writing the Battle lienual in the summer of 1971,
Immediately after a first draft of 2 few chapters was complete
I contacted the games most knowledgeable authority, Fred Vietmeyer.
Then there began a long extensive correspondence between Fred
and myself with Fred tlrelessly correcting nmy errors. The
battle rianual is the result of almost iwo years of such effort.

Thanks are due first to my co-author Fred Vietmeyer who
not only corrected the work but made many consiructive criticisms
and suggestions and without whom the Battle hanual would be
inaccurate and not authoritative, Secondly I am indebted to the
members of the Led Cuiressier particulary Steve and Russ
larknan, E4 Reichlein, Randy Linke, Steve Payne, John Collins,
and £ill sartlett who all read and used drafts and made
valuable suggestions. Cf course I owe mzny thanks to ny wife
Claudia and our kids who tolerated many hours of daddy's -self
imposed isolation. Also deserving of mention are some of my
fellow £Z-52 crew members who with good humor let me take over
the desn in our cramped crew quarters during two long overseas
tours, Ly Air Force roomates at various times included Capt.
Sob Priest, It, Dave Chicei, Capt. Allan Sabanosh, Lt, Don
surns, Lt. uheldon layer, Lt. La*ry Grannis, and Airman Jack
Sabins, T

Finally to all CIS players here's ny wish: pay you have
many hours of enjoyable wargamlnc and muy you alwaeys roll 6's
for sm2ll arms and 1's for C.E. :

Judson T, Baunan

June 73
Yuoa City, Calif,
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‘tallizing zor over & decade now with tens of thousands of model ™
s

Second Author's Freface

The concept of “Column Line and Square" has Leen crys-
b}

soldiers used in hundreds of tzble top games in citles 21l over

the U.5.A. 2nd now even in [urone.

The zeme was nut together using the engineering method I
lezrned at Furdue, i.e., tekinz isoizted blocks of research
information and game theory and ceveloping them into & pattern

. which is functional,

This "Eattle Menuel" is ube latest of 2 series of *ules
write ups, the latest previous was the 24 =dition of “Column,
Iine and Square". rreviously the rules were writtea in a
legelistic siyle of the “warp" pattern (actually a textile

tern).

Imagine that the actual gene prover is a sguare paich of

‘red thet exists in my mind only, and is as traditiczmally now

played on the tatle top - and that white arrows are crossing this
patch in horizontal parallel lines similar to 2 scolwent extrac-
tion process in chemical engineering. This is the originzl “warp"
patiern which was written by me in the *irst zditiem, outlining the
game by describing the major catagories such as terrein, nelee,

and morzle and llstlng the standard pattern for the normal situa-
tions. Then exceptions were noted. '

The Second Edltlon continued this process as the game
gathered more adherents; again each historical builging block
was checked and balanced (unbalanced equality) so that it
continued the thread in a coherent strain to the original thene
of creating a n-nlature xavoleonlc world - like enterlnt a tinme

“machine,

This pattern is fine for the Table Tov General who is looking
at the game set-up from 2 hill top a2nd wants tc see zeneralized.
patterns of nmovenent, fire, etc, and takes note of tiw excepiions
inherent in each game's separate game conditions, Hmwever for the
novice player who merches onto the table iop world of “Column, Line
and Square', wide eyed with the dread of lurking dangers, it might
be simpler at least initially to get the Lapoleonic zmivate's
view of what he can or cannot do with his own little unit, without
worrying atout what other units can or cannot do, thzt he is not
involved with, *Battle Menual" is written with this #n mind, it
is the "woof" approzch, taking that scme squere paich of red but
putting vertical yellow parallel arrows through it. The drea
covered 1s the sazne and nothing is advertently left wmat.



Rather than use a legalistic game rules approach, “sattle
banual" is written as 2 "military field manual" which again 1 am
~ aquainted with due to my iorld War :I and subsequent experience in
the infantry and military government in iurope and which, of course,
- suited my then novice co-author bvetter. o .

With the *“Warp and Woof" concept in mind, I wish to thank the
contributors to “'Column Line and Square' upon which “Zattle iianual”
is based, anong which are: 3Iruce ‘'Duke" Seifried; the late Hobert
P. Cory, Th,D; Lt. Col. Louis L. sloom, U.S.i.C.k.; Theodore J.
Haskell; Lt. Col. ¥ugh ¥. rneynolds, Jr., U.S. Army;Reserve; and
David P, kort. i |
. . 1

Concerning the “Organization of Forces" section, my specizl
thanks to Ted Easkell for his contribution of the soldier sketches,
EQ Strauss and Dave iort for their contribution of drafting skills
on the diagrems and to Jack Scruby in whose hagazine "Table Top
malk" I had previously shown some of the information.

Fred H. Viétméyer
. ey 73
Port Vayne, Indiana
" Address 211 rules inquiries to:
Fred H. Vietmeyer

3204 Tonawanda Ct
Fort Wayne, Ind. 46805
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IITRCDUCTICH
Chapter 1. Overall Description of the Game

_ Column, Line and Square (CLS) is a2 table top wargame played-
with military miniatures of 30, 25, or 20 mm scale. It simu-
lates land warfare of the Napoleonic era from 1808 to 1815, Sim-
ultaneous movement is achieved by prewritten orders or map mark-
ing. Table top movement is executed by direct measurement with
tape or ruler rather than by counting off on a hexagonal or
square grid, ' : :

CIS gives a comprehensive coverage of the myriad possible
tactical details of the Napoleonic period. The rules provide for
weather conditions, effect of numerous terrzin features, battile--
field obstacles, varied tactical doctrine, organization, and
unit size according to nationality.

The game is intended to be played with painted figures ref-
lecting the colorful uniforms worn in Napoleonic times. iost
players prefer historically accurate painted units but CIS can
be played with cardboard counters, unpainted plastic figures, or
other improvizations., The figures are fastened onto stands
(movement trays) for play. e - -

CIS is very flexible in the number of players which can play.
At one extreme a pair of aficionados can fight out a brigade size
affeir on a kitchen table, Just as eauily as far as the rules

.are concerned, fifteen or twenty players can face each other a-,

long a 7 X 24-foot table and battle out a simulated Waterloo to
find out if they cculd have changed the course” of history., ' Some
buffs even play CIS solo. However the t pical game is probably
one played on 2 5 X 9-foot ping-pong size table with two to four
players on a side, o . . ‘ '

Another merit of CIS is that in spite of considerable compl-
exity the greenest novice may participate right from the start.
in fact in the authors' view that is the best and most enjoyable
way to learn CLS; play under supervision, read this manual, and
rlay again, alternating until you can handle the mechanics by
yourself, See Chapter 32 for a more detailed discussion of how
to learn CIS.

 How to use this jianual

_ Two Catagories of Questions,: The Column, Lime and Square
Batile 2nual is intended primarily as an immediate table top
reference for the player. Its organization is designed as a
quick finder system. The overwhelming majority of questions
which arise during play can be divided into two catagories:

el
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(1) procedures of play, such as how to measure small arms fire,
or, {2) unit capabilities, "o hussars fire small arms?" for

example,

Unl» Capabilities Guestions. If & question arises such as
*“How many operations can srench Chasseurs a Cheval ‘perform?" 7Fhe
player merely notes that Chasseurs 2 Cheval are Light Horse and
goes to Chapter 20. In it he checks iiovement and Cperaiions on
page 20-1. There he finds "i maxinum of two overaiions per turn
are permitted in messed formation." <This example represents the
unit capability anproach one works from unit to circumstance to

‘ rule.

Procedures questions. The alternative type question centers
about a procedure. Suppose after deciding the defending player
must make the pre-melee morale check he wonders what defending
units must check morale. He looks in Chapter 10. lielee Procedures

- and finds on page 10-1 "Pre-iielee .iorale Check." In the third

paragraph he finds...The defending player must check the morale

of each unit which has a part of a stand within 6 irches of the
melee contact point. In this typ@ question he works from procedure
to circumstance to rule. :

ioderate familiarity with the manual will allow T ;or very rapid
rules finding and a great reduction of veroal battles to the advan-

_ tage of the warzamer,

The kianual as a Textbook. The second function of the Battle
Menual is to act as a2 home study text. Larlier versions of CIS
rules were written down as they were decided upon. It was a good
form to trace the evoluticn of CLS but a terribly frustrating
form to anyone wanting 2 quick authoritative answer or anyone
trying to brush up on '"What Eussars can do" or "How to conduct 2.
melee." A great deal of attention has been given to insuring
adequate explanatory detail for the games' students.,
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Chapter 2. Saclkzround

CIS has evolved over a long period from about 1958 to this
vriting in 1972, It vegen with independent players each experi-
menting with his own rules., But Fred Vietmeyer's drean of &
Mapoleonic miniatures warfere world drew torether these players’
and spariipluszed what eventually becane the Midwestern Nanoleonic
Warganers Sonfederaiion. It was the leadership of Fred Vietneyer
and his assoclates that produced Jolumn, Line and Sguare. it
least within the United States it is probably the nost widely
and extensively played ‘apoleoric miniatures sare, Currently
Vietneyer corresponds with about 100 versons of which many ind-
ividuals represent entire clubs., Groups are spread from Calif-
ornia o Massachusetts. 'hus every rule has veen widely and .
thoroughly tested, which is another of the game's;special rnerits,

Yechnically the bvasis for sinmulating orzanization znd fire-
vower is .ome figure casting per 20 actual historical men and
1 carnon casting for § actuzl zuns {approximately z vattery),

.

The un Zes are based cn tables of organization as modified

H

EY
[%]
.‘I

: si
. . o . o . . .
by typlcal field sirenzths emphasizing the start of the campaigns

when units were newly recruited. Careful atteniion has been

Ziven to whai the btasic units of different nations were trained to
do in combtat,  This veriance in tactical doctrine gives KRapoleonic
werfare its special flavor., “he organization of all wapoleonic
era armies changed significantly one or more times during the 20
year peried {1795 to 1815 inclusive)., CLS best reflects the period
of 1808 through 113 when tactical doctrine was most divergent,
but is reasonably accurate-up through 1815. 4s a tactical sinula-
tion it is sufficiently accurate to cover wapoleon's entire career
as a commander from 1796 onward. However the battalion level
organization of the major Zuropean powers incl ding the French
underwent radical changes before 1808 and therefore CLo does not
reflect the organization of the earlier times,

The CLS distance simulation is based on one inch of table )
top cqualling ten yards of. actual terrain. Howewver this is modi-
fied by a concent of collapsing time and distance to accomnodate
longer range weapons and behind the lines novement. On the other
hand melee procedure stretches out the time scale so what act-
u2lly occarred in 2 few seconds to thousznds of soldiers is sinu-
lated by one player in several minutes. .

in ﬁ}actice there is no particular relation Detween the turn
and a precise period of +ime., ‘the gane is “dalanmed”, that is
the relationshins anmonz fire, movement and other mit capabili-
ties ueen to wort out avout right, 7Tactical vlunders seen to

2-1
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vproduce the appropriate disasters and tactically sound plans work

out aovout as well as one would expect. In practice, if one thinks
of a turn revpresenting one hour of real time the results seen
ronsistent. :

CLS is a tactical game where units as small as a light infan-
try platoon or a sapper squad are revresented, However, with a few
additional rules it can ve used a2s the tactical nhase of a campaigm
cr strategic gare,

Rationale for rZules

The following represent 2 sampling of the reasons behind
some of the typical CL3 rules., iarzamers desiring further ex-
planations should write rred Vieimeyer. _

,omth cffectiveness, It i1s supposed that a,unlt which has
sustained heavy casualties, 50% for IS, nay be rendered ins effec-~
tive due to the grave reduction in size. The siiuation is check-
ed by a die roll. If the unit stands or continues to fight, it
may be thought that the officers and men elected to die to the
last man rather than retreat, If they fall back two moves, the
officers elected to pull the unit out of action rather thzn see
it decimated. A rout is considered to be 2 retreat that could
not be controlled by the officers or the troops just saw too many
corrades die and were overcome ty panic, .

2ritish +1 Wdley Fire Increment., The British were the only
1nfantry to train extensively with live ammunition and battle re-
norts of the era reflect their superior volley fire capability,

Coloring of hrtlllery Sticks. The alternating red and white
segments on the artillery sticks represent the vounces and the
ground roll.of ball shot, Cbviously, the ball only tock casual-

ties from the ground up to head height, Thersfore, the white is the

portion of the ball's flight above the soldiers heads. The centers
of the two short red segments represent the impact points for the
beginning of the first and second bounces. The final long red
portion revresents the roll out until the ball is 001nP too slow
to cause casualties, : :

-

Low Ball, The “low ball" firing simulates z nunber of tech-
niques and gun charges., To begin with, it represents the case
where the ball shot wes a2imed at the ground fairly close to the
cannon which resulted in the vall's entire pzth being close to or
on the ground, But it also includes low charge ricochet fire and
all manner of irregular loads such as D_dpeShOu, bar shot, chain
shot, double shot, scrar iron and so on. ¥eed in nind the effect

-l
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of a whole battery is being simulated by one cannor model.

Cavalry Swerve Around an Infantry Square, istorically

- cavalry had grave difficulty charging into a well formed

infantry square. The infantry would rest their musket butts
against the ground with bayonets outward., Thus charging

‘cavalry were presented with a wall of bristling spikes to

impale their horses or themselves upon. In practice the horses
usually balked. Lancers are permitted to continue to melee
the square because the lance was longer than the bayoneted

. musket, _ _ :

Hules deference

Ny

The Battle lhanual presents the rules as given in "Column,
Line and Square," 2d Edition published by the Midwestern Napol-

- eonic Wargamers Confederation (Cut of print). It includes all

"Reviewed Referee Rulings" and other clarifications as of
Cctober 1972, Deviations from these are unintentional,




L - - Chapter 3. How to Take Your Turn

Although CIS is a simultaneous move game the mechanlcs of
play call for a precise sequence of steps. The turn is divided
into 6 major steps. They are:

1. idark haps or iWrite Orders.

2. Artillery Fire.

a, Horse artillery movement if vefore firlng._

b. Training of weapons, hand pushes, and artillery
firing including ball shot, rockets, howitzer and canister ex-
cept "Held Cenister." l

c. Horse artillery movement if after firing,

3. General lovement including infantry and cavalry charges '
and limbering, unlimbering or movement of foot artillery.

L, Sapper Charges Explode. o

5, Small Arms Fire and "Held Canister.” ’

6. ielee, Includes morale retreats, cavalry swerves and
‘melee, Each melee is carried out to the first breakthrough or
‘other termination. Then uncovered fire, breakthroughs, and new

_ melees repeating the cycle until all melee provoked actions have
g been completed.
- \ S After each step which causes casualties due to fire or ex-
' plosion a unit C.E..check is made if required., (See Combat
7 \ Effectiveness Retreats Ch 11)
~ o 4{ Announcing the Steps
- . The host, umpire or commanders-in-chief should announce
the beginning of each step after he has determined that all
players have completed the last.
i#‘ Moves Contrary to Orders

Sach player is required to carry out what he has marxed on
the map or written in his orders. Iio revisions or modifications
are allowed after artillery has commenced. In general failure to
write down an order for a unit means the unit stands but may fire.
An operation taken incorrectly should be retracted and corrected.
If an inccrrect operation or action is not detected it becomes
uncontestable after the next step has begun. If 2 player fails
to take an action actually ordered the result stands after the
beginning of the next step. -

General iiovement
Players should take care not to spoil the simmitaneous
movement feature of the game and cz2ll out for oppements to
‘declare their charges at the beginning of General hovement so
. : that the first 6é-inches rule, and proportional movement rules
f:) - .. can be correctly applled.




.Chapter &, Artillery

SESTICH I. General Procedures

Movenent and Operations

Cperations Permitied, Artillexry may nerforn the following
overations: Move, Linber Unlirber, and Firc. Horse artillery
nay perforn three oneratlons ana foot artll;e?y two coerations per
tum, In any case, no two operations mey be alike. The actions of

hand nush and facing
1k

r trzinint the weapon are consider
e Firinz overation. Guns may be trained up to 180 degrees.

d pare of

Movement. The path may curve any amount and the gun may face
in any direction at the end. For the sequence, Move-Unlimber, the
move distance is measured from the front face of -the horse-limber

stand to the front of the artillery stand,
ber-tove, the distance is measured from the

For the sequence, Lin-
front of the a*tlllery

stand to the front of the linmber stand., The limbered condition is

- indicated by placing the rear edge of the artillery stand ageinst

the rear edge of the limber stand. an artillezx plede may not e

limvered and moved on a turn which starts with the. gun and 11noer

stand not touchlng.

wffect of Terrain on Movement,*¥
- Circumstance

1. Ascending each contour.

2. Individual trees in #1 %ioods.

3. Moving in #1% iioods.,

L, #2 Voods or denser or swanmp.*

5« ©Off roads during weather

. condition 6,

6. Goving on Very Rough Hills,

7. Fences, Hedges, Works, Trenches,
Saps, and Pits,

8. Small buildings and other
constructions.

Distance Adjustment
_lu-

Go Around

9 -,.1H

5 Speed, 3 Hand push,

%o lowest c¢ontour bonus.
Movement not allowed.,

Restricted to % max.
dist.

lay not cross

May not enter except as

specified in ganme
conditions,

- % DMy be placed in #2 through #4 Woods at set-on but not in
swarp., Must travel on roads through #2 or denser woods and SWamps.
¥t Artillery receives a greater movement allowance when oper-
ating on the lowest contour. The lowest contour is defired as level
oven ground where the artillery does not pass across & river, stirean, -

or throuuh a. swanp, etc.

S
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Manning, The minirum figures for movenment cf an artillery ii!-
nlece are two men and one horse, However, two nen alene may hand
sush the zun., Ariillery with only one Horse is limited to nalf
distance, If tie artillecy horse tean is renlaced by two cavalry
horses, moverent is also halved, The nininun for firing is two
artillerynen or sapver fisures, They must be within 1 inch of the
varrel or nounted on the cannon stand, Fizures within 4 inches on
gge turn may, con the next turn, nmove #o Lhe -un and rove and,/or
fire 1 - _ )

When Operations May Be Performed. Foot artillery ray firs
any load during the Artillery Pire Step, but Held Canister is fired

' only during the Small Arms Fire Siep. It must be limbered, uniim-

oered, or moved during the General Movemeni Sten. For this reason,

the order Unlinber and Fire cannct de perforred for foot artillery.

Horse Artillery also fires any load durinz the ‘Artillery Fire 3tep

and H.C. during Small Arms Pire, but r2y move during the urtlllery

Fire Sten or during Ceneral Movement as the plaver pe%1res. All

artille: except prolonz runs, nust unlimpe : £ Y

‘vefore novinz. ! y

Horse ‘rtillery One*atlons. Horse artillery ﬁa"-Lake three:
operations per turn, it may: (1) Move, Unlimoer, -and Fire,

(2) Tire, Ilrber, and Move, (3) Unlinmoer, Fire, an ;.Limber and

'2dd a hand push to any of the above, OF course, horse artillexry

may take fewer than three operations, ,

, Forced Marches, Guard artillery may perform one forced
march per game day. The forced march has a doutle movement allow- o
ance, ZX=ligibility for the bonus mnovement, for being on the lowest !”;9
contour, is determined sevarately for each of the two aliowances, i
Cther terrzin effects are applied as given above. The artillery

- 1is allowed a free limbering and facinzg to begin and an unlimbering
at the end of the forced march, \

Prussian Frolong Cun

The prolong gun is pulled by its gun crew and may be ordered
to make a Prolong Move and Fire, or Fire and Prolons tove during

the Artillery Fire Step. It may also move during the General ..ove-
nent Ster and fire Held Canister during the Small Arms Fire Step.
if hitched to horses, it is moved according to the rules for a foot
gun. {See Mediun Foot A*tlllery and Irolong Gun in SEC 11)

* Firing Ball (High Ball)

1. The player declares his aiming point,

2. Then with the white end of the stick touchins thke nuzzle,
he lavs the artillery stick on 2 line connecting the gun muzzle to
the aining point. The line of fire must clear 2ll friendly troops
unless the gun is raised one or mors contours adove tle 1niervening

. o
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the 3, L nark under the red end.

4, de rolls one die,

stick away from the muzzle the aﬂproprlate distance.

"ﬁl . es. The line of sight must lie within L5 of the line
. . of sEzﬁt-of The barrel as measured from the muzzle. - -

3. The windage bar is placed perpendicular to the stick with -

5. The sticlk is now layed'so that the white end touches the
nuzzle and the red end lies over the die score on the vaxr,
range increase due to contour height is now added ty moving the

xny

"6, All living perts of figures, 1nclud1n~ horses tails,
which lie direcily under any red part of the stick are casualties
and are narked inmediately. All horse hits cause 2 casualty for

rider and horgse znd all rider nits also kill the horse.,

Hits on

non-livi rts such as rnuskets, swords, lances, etc. are not

caaualties.
’ -

- 7. If as a *esult of uhe wlndage ¢e:1ectlon, the oall
shot carries over friendly troops no special penalty is invoked,

\ However, _rlenaly troops hit this wey lose casualties as 1n 6 above.

T % ).'iring> Low Ball

\Qﬁ} - | the stick is aimed as in High Ball above.

B D S

‘not exceed the canlster dice score,

\ woods not 2t all,

;t 2all Hits on Inanimate Cbjects

™ 1. The white end of the stick is placed at the muzzle

2. 2ange increments are added as for High 5all,
: °

4, Di lled gs T anister, Casualiies talen

and

: 3. Ho deflection is applied; and casualties are taken for
any living parts under the first white portlon of the stick.

me.y

5e  Low Lall penetrates #2 ‘oods only 3 inches and denser

Procedure. Once a2 ball hit occurs, a die is cast and the
appropriate artillery Zffects Table entered to decide niss, damage
or destruction. (See App II} A hits record is kept for targets
which require more than one hit to destroy. Casualiy markers may
be used for this, C(bjects destroyed by ball hits are removed from
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~canister may be fired durlnﬁfthe AT

¥ne table. Destroyed buildings and walls become rutble; whereas,
fernces, hedges, works, abvatis, cannon, limbers and wagons once
destrcyed are renoved and have no further effect,

Screening. Obgects witich are damaged or destroyed stop the
ball, iissed ctjects do not, so .targets oeyond cnen rnust be asses-

. g s . - a
.sea for damage until the ball is stopped or reaches the end of the

artillery stick. (See Artillery Effects Tables App II)

Cannon, Limbers, and Wagons, 5all hits on cannon, limbers,
or wazon stands do not count unless the cannon, limber or wagon
model itself is hiz, , N

Ball Stops in wWater., High ©all shot stous as soon as it
touches water, i.e., lakes, streams and swamps, etc. High ball
touches ground (water) at the nidpoint of the first two red sez~
ments and at the veginning of the last long red ‘Segnent, - Low ball
is not stopped by water. l :

-Cannon daised 7 Contours, Cannon raised 7 or more contours
above the target will have their ball shot, including Unicorn vall,
stop at the center of the second red segment,

. Soft Ground, In case of soft ground (weather Condition 6)
high all shots stop at the middle of-the second red segment.
Hight. Ball shot either high or low, may not be fired at
night, unless, the designer specifies sucb as in the case of a night
borbardment of a town under siege,

Cover, Cover protects against bomoshell and ball untll the
cover Zwall, fence, hedge, works, etc.) is destroyed, However,
ball shot fired within 2 inches of a normal hedge gees through
without damaging ‘the hedge. In the case of a howitzer, casual-
ties are taken beyond the cover, within the radius of the howitzer
purst. Ball hits take casualties behind fences, svecial stone

walls, and hedges on the turn of destruction, and the ball continues
- on as indicated by the artillery stick, However, btall hits on

works stop on the destructicn turn and take no casualties veyond
the works,. :

Zall Shot Penetrating Woods, High 5all penetrates #2
woods only 3 inches and #3 ¥oods not at all. To check penetra-
tion of #1% lioods, 'a die is rolled and with scores of 1 2, or 3
the oall penet*ates 6 inches and stops, with 4, §, or % uhe pall
travels full distance, :all may be firad out of #1% ioods up %o
6 inches without penalty. Foxr gretter distances *he result must

be diced as indicated above,
High 3uildings and Tress, These items are hit by high ball

in the smalil white segnents of the artillery stick,

Artillery Tiring Canister

‘ihen Fired and Crders,

———
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be specifically ordersd. However, '"Held Canister" (H;C.}‘is fired
only during tie Srall arms rFire Step and must be specifically order-
ed, In any case, fire may ve withheld and the wlthheld load has

"no effect on the loading {for the next turn.

#iring rrocedure. 7o fire canister the player lays the

.aéproprlate canister pattern down so that the -square end is over

the target and the triangular end is at the nuzzle. (ilternatively,
the pattern may be measured out with a protractor and ruler.} Two
or more dice are rolled depending on gun capabllluy. {See app I)
The dice score total is the maximum number of casualties. These
are extracted by the target unit player starting from the closest

siang and WOTLINE &wey ITOm The gun,
T Tanister E?fects.

1. r4"la.n1f'1ng Fire applies except the penetration depth of the
files is as listed for the particuler cannon, (See Fig. 9-2)
2. Using extra dice for enfilade does not apply, but taking
casualties to the full range of the pattern does, | (See Fig. 9-3)
3. Screening applies. (See Fig. 9-6)
© ok, 8Small Arms Fire die score adjustments for terrain numbers

: 3, 4, 5,6 2nd 7 apnly, but they are applied to each dle of the

canister dice roll. (See Ch 9) j
5. Superior weapons fire applies., (See Ch 9)
6. Pass through fire applies. '(See rlg. 9-4)
7. Canister penetrates #1, #13, #2 and #3 %oods and all

swanps to the full depth of the pattern. It penetrates #4 and

#5 Woods up to € inches.
8. Cenister range is increased like ball shot h
each contour above the tarset. ange 1s added at the muzggg.
Canister cannot ve fired over a screen of friendly
troops whether the gun is raised or not. However, casualties ma

be_taken behind an enemy screen if the cannon is one or more

SONTOUTS EReVEEad boTh TR Screenod and The Screen aTe on th

same contour, GCasualtlies are Still TaReT ?ron Tront 10 rear ex-
_ n _from the screen until it is ellnlnated tﬁen taE;ng

scgreened unit. (See Fig. 9-7)
10, Canister is screened by contours like small arms.
11. Canister does not damage hedges nor does the hedge affect
the pattern.

12, Canister n2y not be fired if tae pattern includes frlendly
trooos.

 Vistbillty

s for snall arns, cannon may e fired at invisible targets.,
(See Ch 9 for visibility rules) ror ball shot, casuzlties are
extracted accdrding to the number of ranks or files penetrated,
alternating 2 1, 2, 1, ete. Alternatively, the target unit may

-t
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Se revealed (placed on the table) and casualties taken in the
usual way, ' ‘ :

Concealment

Artillery concealed from opponents due to visibility rules
1s revealed on the firing turn. (Revealed means that the cannon
casting is placed on the tabtle.) If the cannon fires during the
Artillery rire Step, it must be revealed immediately after 2a
Horse Artillery rovement 3efore.Firing., If it is to fire Held
Canister, it must be revealed immediately after 2c Horse Artillery -
lovement If After Firing. Howitzer firing bombshell is not sub-
Jject to this rule,

Jgrkmmunition Location

Apmunition is in the limber unless otherwise o&dereg, It
ammunition is in the limber, e _Jlimber stand must touch the cannon
 stand in order to fire. LT the ammunition is ordered to be on the
cannon stand, The Timber deces.not have to touch the cannon stand to
permit i1ring. Lne location of the ammunition on the cannon stand
nuSt B¢ Specified exactly (eg. Trail chest or Gunner at left rear).
Ball hits on these parts of the stands are rolled for, the Avopropriate

Effects Table entered using the loaded cannon, item, and hit results
assessed accordingly. : : : o :

- X Interchangeability of Ammunition

Ammunition for each type is interchangeable with all other
weapons of the same type. The types are: (13 Horse Artillery,
(2) Fedium Foot Artillery, (3) 12 Pounder, (4) Howitzer,
(53'Swedish Horse Howitzer, (6) Unicorn Howitzer, (7) Prolong
Gun, and (8) Rocket. _ , . R

\ Artillerymen

liovement., Free of the stand, artillerymen move as skirm-
ishers up to 9 inches overland and 12 on a road,
Small Arms Fire. Artillery men may fire muskets as skirm-
ishers if they do not fire a cannon that turn, N
(C.E. Check. The €.E. Check is required for militia gunners
only (See SEC 111)]] '
ielee and lorale. The line artilleryman's melee vulnerability
is 1. [Forale cast results are the same as for Light Infantry,
(See Ch'16)] Guard artillerymen have 2 wulnerability of 2 and,
l of course, Guard Horale. Artillerymen do not charge., OCff the stand,

e
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X Horse Artillery (2 to & pound Horse Guns)

!

. r’;;;;;;fartl;le*ymen are treated as infantry sL*rnishers 4n the

take their

‘event of nelee. (See SEC, I)
letreats, Artillerymen who fall oack[g or 2 nové;)

- guns with them, routing gunners ‘do not. The last artilleryman to

die due to melee or Iire may perform one oOr more destructive actions
if so ordered by the gun's player. These actions are: spike

the cannon, destroy the ammuniticen, destroy the limver (calsson) and
ki1l the horses. zdcuting gunners nay not perform any destruction,

Destructions nust be ordered tefore the next step of the turm.

A spiked gun may not be fired for the rest of the game day, but

may ve repaired overnisht.

SBECTIC: II. Canabilities, Purchase and Specizl Frocedures

Guard Ax uillefy. Guard Artillery batteries cost 25 purchase
points in addition to their respective poundage. All other capa-
bilities are the same, except the guard artillery battery may
verforn & fored march and have guard merale.

Purchase Cost. 6 pounds each, '

Ball Shot Range, 30 inches + 1 inch per contour above the
ta«. bet . v

3all and Canister liax, Height, Fires over 2d contour abcve
its own, ; :
Canister: Use two dice and take casualties two ranks (files)

deen,

Ammunition Supvoly. 7 ball and 2 canister rounds per game day.
hovement, hoving as skirmishers, (See SEC. I)

Road hové Road liove Overland Overland Hand Push Hand Push -

Lowest Move Hove S Lowest *
Contour* Lowest Contour*
' Contour*
C.pen 18:: ' 27n . 12n 18n 1" 2n
Gnd :
#112. 1 8n 2711 6n 6u %u _é_u
“Yoods o

* . See Note vage 4-1 :
* Horse Guns are permitted 3 operations per turn. (See app II
for effects of fire)
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Mediun Foot Artillery (6, 8, 2, and 10 nounder Tield Guns)

Purchase Cost., & pounds
all Shot.Range. 20 inches + 1 inch per contour above the

ball and Canister M2x, Height. Fires over icp of 4+h contour
above its own. _ '
Canister. Use three dice and take casuzlties three ranks
files) deep. )
Ammunition Supply. 7 ball and 2 canister rounds per game day,
lovement and Operztions., o ’

fload lMove Roéd llove Cverland - QOverland Hand Push Hand Fush

" Lowest Move Move . _Lowest
Contour Lowest Contour
Contour
Jpen 12¢ ' 15 &v 9 oA ' A
Gnd _ = . L : A
C#E 12 o 15e o 3w 3" R U

nedlum Foot Artillery is permitted two operations ver turn.
(See 4pp II for effects of fire, and SEC I for procedures)

-12-Pounder Field Gun

Purchase Cost. 12 pomnds ,

Ball Shot denge. 42 inches + 1 inch ver contour above the
target, ‘
Ball and Canister Max. Height. Fires over top of 6th contour

above its own.

Canister. Use four dice and take casualties four ranks
(files) deep. .
annunition Supply. 7 b2ll and 2 canister rounds ver game day,
lhiovement and Cperations, Sane as iediun Foot iLrtillery,
(See App II for efiects of fire)

Howitzers

Purchese Cost. 12 pounds., T
Eomb Shell Range. 36 inches 4 1 inch per contour above target.
fex, Heisht Bomb Shell, Fires over any obstacle.
Burst Circle, Burst circle is 3 inches in dizameter, excent
British Jowitzers which are 4 inches. : :
samunition Suvply. Use 5 bomb shell and 1 canister round
per gsene day. _
. Cenister. Use five dice and tale casualties five ranis
(files) deep. ‘

b
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qﬁ“ Piring Trocedure. Howitzer shell fire is conducted by esti-
mating the range to the target, declaring the line of sight (by
designating the sizht point if necessary; then measuring the dist-

.} ance with a tane measure from the nuzzle along the line toward or

"through the sighting point. The windage bar is used twice with a

~ ' ranse and 2 windaze cast. For the range roll, the 3, 4 mark is

placed 2t the measured spot with the 1 mark toward the gun. The
windage var is then apnlied to the resulting point, perpendicular
to the line of sight and the burst location determined by & second
die roll. The fate of troops and other items within the burst
is decided by 2 further dice or die roll as indicated in the How-
itzer £f%cts Table Appendix II. All howitzer bursts are limited
2 2-inch dianmeter circle in soft ground as in Weather Condition
6. Howitzers may not be fired at night unless the game designer
specifies,
_ tlternate Firing Procedure. One alternmate method uses a grid.
(See App II) The spot measured becomes the center for the howitzer
grid, One red and one green dice are rolled. The dice score indi-
cates the grid coordinates to place the burst circle,.
iiovement. Howitzers are moved as liedium Foot Artillery
except for Swedish Horse Howitzers which move as horse arflllery.
(See App II for effects of flre)

Lortars

Purchase Cost 12 pounds. Purchase of mortars is only
allowed when specified in the game conditions, kortars move
according to the rules for Siege Guns and fire according to the
rules for Howitzers. They have a 4-inch burst circle. lHortars
have 6 bomb shells per game dzy, but do not fire canister.

Prolomg Gun . - | )

Amnmunition, ball range, max, obstacle height, and canister
characteristics are the same as for Horse Artillery.
' Prolong i.ovement and Overations. '

Road llove Road liove Overland Overland

Lowest Move love
Contour Lowest
Contour -
Upen Gnd 9" 12% 6 gn
#1% voeds 9° 12" 3 3m

_ The prolong gun is allowed 2 overations per turn when oper-
ated as 2 prolong gun. Uhen hitched to a horse team it is operated

(has same movement and operations) as Hedium Foot Artillery.




pifects of Fire. The effects of fire azre the same as for
Horse ;rtillery. (3ee App II for effectis)

Roc et Zatleries

¢, Purchase Cost. Cost & pounds., ¢nly Sritish: hkve roctk et
- batteries,

Movement and Coerations. Xocket batteries are 2llowed three
operations per turn. : ' L P
’ !

Troops Dismounted
Leading Pacl liorses

pa

Cverland Cn Zoa

Open Gnd 18~ . 24 » 12t S E

Zffect of Terrain on iovement. W hen mounted, all effecis
are as listed for massed cavalry in Ch 6., Dismounted, leadi ng
horses they move at full speed through #1% and #1 Weods and at
half speed through #2, 3 and & \ocods., See SECI for procedures.

Rate of Fire and Ammuniticn Supoly. May fire wp to 6 sheafs
(rounds) ger turn and is Supblie With 18 rounds Der game Gzy.
(3ee ‘App II for effects)

Cperations. Hocket batterles are allowed three operations Uer
turn. They may liove, Set-up, and Fire; Fire, Pack-ug, znd ..ove; or
Set-up, Fire, and Pack—un. They conduct these operations during
-the Artillery rire Step analogously to Horse Artillery. iiote that
rocket batteries may be moved lile dismounted dragoons with the
rocketeers leading the pack horsns. They fire up to & sheafs
(rounds) per turn, | _ ] : T -

Wirin~ The flrlng player merely declares his target or lin
of 51ght then rolls itwo dice and enters the Deflection Table. \See
App II for Deflection and iffects) Once the rocket vath has been
determined and distance measured with 2 tape, the effeect of nassing
‘near or hitting units or objectis is dete:nlned by adcitional dice
rolls as indicated in Appendix II. .

Siege Cuns

Purchase Cost., 18 pounds. Purchase of Siege Gms is not
allowed unless specified in the game conditions.

3ell Shaot Range. 48 inches + 1 inch per contour above the
target. For ball firing use 12-pdr artillery stick afiding 6 inches
~at the muzzle, o

Canister., Use 12-ndr vattern with L dice taelking ﬂasualties
4 ranks (files) deep.
Ball and Canister Max., Height. Fires over-6th conitour abvove
its ond. e :

4-10
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Amnmunitions Supply. 5 ball and 1 canister round per game day.

novement and Uperations. The Siege Gun is aliowed up to 2
operations per zeme day. The allowed operations and sequences are
the sane as for redium Foot Artillery.

" Road Kove Hand Fush ilote:  Io off rozd movement is allowed.

3" : ln

Effects of Fire. Effects are listed in App II. Procedures
are the same as for lkedium Foot Artillery, except as noted above,

Swedish Horse Howitzer

Purchase cost is 12 pounds. Shell range is 30 inches + 1
inch per contour above target. Amnnunition is the same as for
regular howitzers., Iiovement, operations, and canister character-

istics are the same as for Horse irtillery. For burst effects
use 2 3-inch diameter circle and the Howitzer Effects Table.

Unicorne Howitzer (Licorne) S g'

‘This special Russian weapon costs 12 pounds. Unicorne shell
range is 42 inches + 1 inch per contour above the target. It
may fire bomb shell over any obstacle. It uses howitzer cenister
pattern, dice, and effects, its ammunition supply is 5 rounds
of shell and one of canister, and moves as hedium Foot Artillery.

Firing Procedures. Range estimation and declaring the line
of sight are handled in the same way as other howitzers. However,
the range is measured off on the 12-pounder artillery stick and
one die is rolled for windage deflection. The shell explodes at
the estimated distance, but like a ball shot causes casualties in
the red areas of the stick prior to the burst, The deduction for
ranges shorter than the stick is taken from the white end. The
burst casualties are determined in the same way as the regular
howitzer, but the turst circle is 2 inches

=11
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SECTICH III. Kilitia Artillery .

N

surchase Cost and Tyges

Cost is 3 nounds ver gun (3attery). Cnly kHedium Foot and
Horse Artillery may be purchased., FPurchase is limited by total
purchase points allotied to the side as follows: 1000 to -099
up to 2 vatteries may be purchased, 2000 to 299% pernits &4
batteries, and so on adding 2 batteries for each additionzl
1000 points, Of course, militia artillery nay be forbidden by

the zane conditions.

Cperations and movement

[filitia batteries are allowed one less operation per turn
than regular units. However, all ball and canister effects axe
the same as their type. Ilovement allowences are the same as their
tyve, excevt that nilitia artillery gets no s:ec1al lowest contour
movement . (See SECTICH I.) =

Firing

_Generally, prior to firing a die is rolled to determine if

'the?gun crew loaded the gun for firing that turn., A score of 1,

2, 3, or & allows firing. A score of 5 or & requires a wait of
one turn., Cn the turn after the 5 or 6 score, the gun is loaded

 without a further die roll., If the gun was already unlimbered on -”‘F

set-on, the die roll is not required for the first turn firing fen
Likewise on the first turn after a nloht turn, a gun, if un:;nbered
is considered locaded.

Crew Augmentation and Replacement

The crew cannot be augmented, but dead figures may be re-

placed, Kilitia morale is maintained until 3 or 4 gumners fig-

ures have been replaced. Then the unit achieves a normal artillery
norale dice rating. The die roll to determine loading and the
reduced number of operations allowed are maintained regardless of

' replacements,

Korale Cast Results

Double Dice Score Result

7 or larger Stand Note: ©See BECTICY I, for artillery
. F3-1 fall back and rout precedures,

.5 . FB-2

4 or smaller Rout

iz . )




-kui Die Score .Result
1 Stend . - S

2,3 -2
4,5,6 Rout off Table

Adjustments. The die score is improved by one point (i.eay
'a Lt vecomes a 3) if the personal command figure of a plzyer of
game rank, of at least field grade, who commands at least two
basic units, is attached. ;

(3ee SECTION I. for artillery fall back and rout procedures.

]

as well as Ch 11) - i

>
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Chapter 5. Units and Formations

prm—

4 General : o " T j

: ‘Movements, facings, formations' changes, C.E. and merale

" checks are ordered or made by certain basic units. - The units
are usually infantry battalions, cavalry squadroms and artillery
batteries. The exceptions are some specified troops which operate
in smaller units, or other troops such as sappers which do not
usually operate in massed formations and, therafore, are ordered by
the individual stand. ' '

Units
Basic Unit. The basic unit is the Battalion, squadron, or

battery in its historical constituency as defined in the "Napol-
eonic Army Crganization" (NAO) part of this book.

AR
F‘? ~ Converged Unit. A converged unit is formed from stands *—7
detached from several other parent units. For example, a con- - -
verged French Voltigeur battalion can be formed by detaching
Voltigeur companies from their parent line infantry battalions.
The converged unit may not be smaller than 507 nor larger than
150% of the size of the same type basic unit.. Im the Voltigeur
example, the converged unit may not be less than 1& figures nor
more than 54 because the basic French Light Infantry battalion
has 36 figures. (Voltigeurs operate as light infamtry) Units
must be either historical (See NAO) or the parent battalions
must also be purchased. _ =

?L Provisional Unit. A provisional unit.is foxmgd during the <‘\‘\
game by merging two or more units[ﬁhich have fallem below C.E.

and as a result are in a FB-2 state.] These units must be of
compatible type, i.e., cavalry with cavalry or infantry with
infantry. [élso a provisional unit may be formed from weakened
units before they reach C.EZ] The resulting unit mest be as large
as 50% of the original basic unit. To form a provisional unit,

a flag (Command Stand) or a players personal commamd figure must
be attached during the rallying turn. [fhe provisiemal unit auto-
matically routs off the table if reduced to * or less of new units
strength by firé}]

—

.

Attachment. Small units such as companies ar platoons, indi-
vidual command figures, command stands, or sappers may be attached
to a larger unit-End become part of that unit for G‘;..E‘J_’cl.hecks, morale
checks, and orders;] Examples: : -

1. A mounted command figure of field grade ar better (Major

" or above) is attached to a cavalry unit[improving that unit's C.E.
results-tableZ] (See Unit Capabilities) [The C.E. count is raised
1 figure, the C.E. die check score is improved ome point, and
morale results are unaffected3 '

o
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O . 2. A command stand is attached to a cavalry squadron mak- e Y
~ ing it a "Command Squadron", @us increasing that mait's C.E. count. - 4
Y No other effects occur.

3. 'Iwo sappers are attached to an artillery battery, thereby,
. .requiring the opponent to kill 5 figures to stop flrlng rather
‘than 3. No other effects occur.

: 4. Independent regimental command stands must be attached

to some battalion or squadron, but are usually attached to the
first battalion of squadron of the regiment unless oerdered other-
wise, @heir figure count is added to the unit C.E. ccun_g

: Attached unit stands must, touch the basic to be considered
attached. HowevVers.if ENe URIt 1S in SKirMISNer. ToImaty on, ;He * REFERS TO

attached stand need only be within 6 inches of another stand. THE vt
L S ) ' THAT will

Detachment. Companies, occasionally platocms, may be operated AscEIvVE ™wWE
separately from their parent units in special circmstances. | AComown.

l. An infantry company or platoon may be detached to occupy
a construction. [’fihe parent unit's C.E. is reduced accordngly
ancgmora.;.e checks are independent.
‘ 2. Elite companies such as grenadlers or light infantry may
always be detached from line infantry to operate imdependently.
Line units detaching all their grenadiers more tham 6 inches awvay
lose the moral improvement due to them,Eut reta:.n them for C.E.
count. C. _are converged
into a new battalion or attached to anotner unlt. (See Morale

C_\ - . Checks Ch lIS B QaTACHED.,

¢THNMDS

P . - 3. Detached units which are in a constructisr, or more than unﬂ;‘u’utl— E
\) ’ 6 inches away, or are out of sight of the parent umit due to an Ve uﬂ“;‘
b . . WCREASE
~ _ obstac]‘.e require separate morale checks. When a szgarate morale f’,‘f’;w A
- check is not required a detached elite company has the morale rating n prreats

morALE

of its parent.
4, [i)etachment to form a converged unit reduces the pazent
unit's C.E. count.
etached units are ordered separately
6. Detachment is not an operatiom.

Other Unit Sizes. Some troops were historicalllly operated in
smaller units. _ : '

1. The Austrian division (with a small "d") is a two company
unit formed from a light infantry battalion. Austrian divisions
may be purchased as di‘visions[and have the correspomifing C.E. count.
The Austrian light infantry battalion is allowed to Break down into
divisions during a turn and reform on another. [In #fis case, each
division maintains its own independent C.E. count.][When reformed,
the C.E. count is again based on the original streamgth of the whole
battalion.| It is also permissable to move as skirmishers and then
reform in new divisions so as to charge particular divisions with
all the casualties.

: 2. Cavalry unit players have the option of operating their
cavalry in multisquadron units up to historical regimental size.




O

In addition, the player, by so ordering, may break his cavalry down
into independent squadronsfﬁhich then become the C.E. and morale
check units.

3. Some units such as British Marines historlcally operated
as independent companles and so may be purchased and operated as

such.

: 4.‘ Multibattalion squares and other multibattalion formations |
do_not affect the Tequired morale and C.E. checks oFf the constituent

battalions. T —

k,The Formations : ' : E

The p0551b1e formations are Column, Line, Square, Oblique,
Ordre Mixte, and Skirmisher. All infantry units may form Column,
Line, Oblique, Ordre Mixte, and Square. Cavalry units may form
Column, Line, and Oblique. Light Infantry, Light Guard, Light
Horse, Hussars, and Cossacks may form as skirmishers. (See Unit
CapabilitieS)

Column. There are two column formations, single and double. .
Either must be at ledst four ranks deep or it becomes’ a 1ine by
definition. A road column is a formationm no more than 5 figures
wide and may be less than four ranks deep. (See Fig. 5-1)

Line. The line formation is three or less ranks deep.

(See Fig. 5-2)
' Oblique. The obllque formation may be slanted back to the
right or left but in any case the stands must all face in the

direction of march. They may be staggered ''by stands" so that
only the corners of the stands touch or "by ranks" so that each
company leads or lags it neighbor by one rank. \{See Fig. 5-3)

. Ordre Mixte. Ordre Mixte is a part line part column for-
mation made up of one or more battalionms. If made up®of more than
one battallon, each battalion must have some stand or stands at
the front of the formatlon. It moves at line formation speed.
(See Fig. 5-4) '

Multibattalion Columns. Any multibattalion fermation which
is at least 4 ranks deep on all files moves as a column.  Any
multibattalion formation which is 3 ranks (or less) deep any place
moves as a line. )

Squar:. The square is a four sided infantry formation with’
stands facing outward on all four sides. The minimum number of
figures to form a square from one battalion is 16, Stands should
be placed to obtain, as nearly as possible, equal numbers of fig-
ures on each side. Units in square may not move., The square has
special properties for repelling cavalry. (See Cavalry Swerve Around
Infantry Square Ch 6) The minimum number of figures to maintain
a multibattalion square is 16 times the number of comstituent
battalions. Units in square formation which drop below the




-minimum are considered to be in line formation for melee Eggngsgs
and cavalry may melee them accordingly. However the stan of a

broken square are not moved that turn. Once broken, the attack-
ing unit may receive the melee dice advantage for enfilade by
contacting a square fragment in the rear. Involuntarily retreat-
ing squares use the line movement allowance. (See Fig. 5-5)

Batalllonsmasse. Only Austrian line infantry and grenadier
battalions may assume the special characteristics of the batail-
lonsmasse. It is a double column formation with square like
cavalry repelling characteristics. (See Ch. 10)

Massed Formations. Massed or closed formations are those
where all stands touch one or more other stands. All of the above
formations are massed. Massed formations of basic units may not
be split to insert cannon or other items between the center
companies, However the battalion's elite companies (grenadiers
or lights) may be inserted at any position. Also formations may
not deviate from their rectangular block shape to conform to
hedges,river bends, or other natural curves. However, such
formations may be made to conform to the line of breastworks
or other formal fortifications. Elite companies in a battalion
(grenadiers or lights) may refuse a wing, i.e., may be placed
on the flank of a line firing outward toward the flank rather
than forward. Thus, the formation may not be enfiladed by fire
or melee on that flank.

Skirmisher Formation. ILight infantry, Iight Guard, Sappers,
seperate artillerymen and Iight Cavalry units specified in the
units capabilities chapters may operate in skirmisher formation.
Unlike other formations the individual stands do not touch each
other and individual stand facing may be random. (See Fig. 5-6)
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_Chapter 6. Movement

Before we discuss any further procedures, we must define the
term operation as used in CLS. -

An_Operation

The basic operations in CLS are Change Formation, Face,
Movement, and Fire. All units are rated as to whether they may
perform one, two, or three operatioms per turn. (See Unit Capa-
bilities) In addition there are many special operations which
may be ordered such as for infantry to Climb Ladders, or Sappers
to Set Charges. (See Ch 8) Some actions are not operations ch
as entering a house or light immmm“

may be part of a formation change, but does not cost an additional
operation, , 1

Limitations. No unit may fire more than once during a turn

nor may it move more than once. Also it may perform only one of

the Facing, Formation Change pair. However, dismountable dragoons
| may move both mounted and dismounted during a turn. (See Ch 23)

#\Movement of Massed Units

Infantry. Infantry units may move straight ahead or back,
~obtliquely, in a wheel, or may follow the bends and cornmers in a
road.

Cavalrx. Cavalry units may move straight ahead, in a curved
path, in a wheel, or may follow the bends or corners of a road.

Obligue Movement. An oblique move is one where the stands
constantly face in one direction while the movement is in a
straight line but at some angle (up to 450) to the facing.

Curved Movement. Cavalry stands moving along a curved path
must aLVaVS face tangent to the path. Path curvature is limited
‘to 90° per turn.

The Wheel. A wheel is a normal movement operation of a line
formatlon pivoted abou: either flank. The rotation or path curva-
ture may not exceed 45 for infantry or 90° for cavalry. The ex-
ception is e.ite companies in aun infantry battalion may- wheel 90 .
A wheel may be part of a movement or constitute the whole movement.

Road Column. The road column move is only allowed if the
unit is in road column formation and the head of the column is on
the road at the beginning of the turn, and the entire movement
takes place on the road. Such units follow all bends and corners
in the road keeping stands touching.

Fall Back. The Fall Back is a move of up to 3 inches to the
rear with the stands still fac1ng forward. Direction of movement
is rearward * 45

S
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- S Fire and Fall Back. Fire and Fall Back is a special order.

L Firing of small arms is allowed if the target unit is within range
C:) at the beginning and the end of movement. The fall back distance

. ' must be ordered and is limited to 3 inches. As usual firing occurs
during the Small Arms Fire Step,

. easuring Movement. Straight ahead or oblique movement may .
be measured from any point on the front of the formation to where
that point stops. Curved movement such as an infantry wheel or

a curved cavalry move is always measured along the arc made by

the corner of t oeg the farthest,,

Movement Orders. Movement may be ordered to a point (eg
Move to the Hedge) or for a specific distance. The distance is
alwvays measured on the table top. The point order may be taken

if within the unit's movement allowance. If too far, then the unit
~is moved its maximum distance allowance along the indicated path.
errain renalties. Terrain penalties are always applied to
the unit according to the location and path of its front center
point. For example, if .the front center point of a battalion's
lead company crosses a stream with a 3-inch penalty, the penalty
is applied to the battalion immediately. The fact that the rear
: companies in the column have not yet touched the stream does not
i matter. On the following turn those companies will continue with
' ~ the battalion having already paid the penalty.

Terrain penalties are additive. Units crossing a stream

_ -\ ..} (eg 3-imnch penalty) and going up a contour (l-inch penalty) are
. . penalized 4 inches. However, terrain penalties are always_a plied
la to the maximum distance. That is if tEe allowance is J inches,
‘fd) T EEE—E?EE?-EETTE-TE?—E-TEches, and the terrain pemalty is 1 inch.

- The resulting adjusted movement allowance is 9 - 1 = 8 and the
6-inch move is allowed.

In some cases the movement penalty may be dlfflcult to apply.

For example, suppose a unit has a 9-inch move order. After 9 inches
of movement it arrives in the center of a stream which has a 3-inch
‘penalty. Suppose further that a 6-inch move would be short of
entering the stream. 1In this case, the unit moves 9 inches and

the penalty is applied to the next turn's movement.

Effect of Terrain on Movement of Massed Infamtry.

#1 Woods. (Single Trees) No penalties unless a formation
change causes one or more stands to pass through cr stop around
a tree, thea subsequent movement is limited to hailf speed on that
turn. .

- #1% Voods. Full speed in single column. Other formatlons
move a maximum of 3 inches per turn. No limitatioms on facings
or formation changes.

#2 Woods. (Semi dense) Any formation ﬂhange reduces move-
ment that turn to % maximum distance. No penalty for facings.
The charge move is not allowed. ®RA 3T & feil gpecd . m \wﬂqLL Colom s
: 3% an ompee Felmartows




S

{v\

INFANTRY ' ComBINED
Weeers RighT  MovemenT AND WHEEL
B » 45v:u'

INFANTRY CoLumN Moves ComeineD OBLIGUE

Arouno CorNER on RoAD Movement AND WHEEL
oo
C\lojo
S\ elo
Oo B
d\Co
0oo v
. g _

ooo ay.
cool

Fic 6-2
Massep InFANTRY IN CurvED MovemenT

JT8

o4



S AP’ . #3 Woods. (Demse) All restrictions of #2 Woods apply plus:
o all movement is at % maximum distance, and infantry may perform
K,} | only one operation per turn.

#4 Woods. (Very Demse) Only facing of individual stands is
.allowed. Formation changes are prohibited. All other restrictions
of #3 Woods apply. :

#5 Woods. (Very, Very Dense) Formed infantry are not allowed.

6. Swamps. All movement is restricted to Y speed. No charges
are allowed.

7. Marshes. (Severe Swamps) All movement restrlcted to 1/3
speed. For a unit moving through a marsh a die is cast each turn
for each figure of every stand in the swamp to determine the num-
ber of figures lost. Each cast of a1l is a lost figure. (casualty)

8. Water. A unit crossing a body of water such as a stream
may not make a charge move. It suffers a movement penalty as
stated in the game conditioms. - |

9. Contours. Passing contours uphlll costs 1 inch per comn--
tour. Passing contours downhill has no effect. However, contours
designated as cliffs may not be climbed without ladders. -A unit
retreating off a cliff is destroyed. Unless specified by the game
designer, a cliff exists when a l-inch wide stand cannot be balanced
on the ledge formed by adjacent contours.

10. Impedimenta. Impedimenta cause a 3-inch movement penalty.
Impedimenta includes cannon, limbers, wagons, rubble from a breeched
.| or destroyed stone wall or other construction. A umit may not
. Vo charge through impedimenta. , o
NG . 11. Abatis. Abatis cannot be crossed. An infantry unit may
‘z:> )  remove any zbatis segment which its stands contact. During the

| turn of removal, the unit may not move, change formation or face,
- fire, or melee. :

12 Hedges (Normal Hedges). Hedges must be crossed within
+ 45 of the perpendicular. A movement penalty of 1 inch is applied.

13. Thicket Hedges (European Hedgerows). These are crossed
with a 6-inch penalty. Other hedge rules apply except that a unit
may stand in the ‘hedgerow. Stands whose front or rear edge touches
and lies parallel to the hedge are considered to be in the hedge.

14. Trenches and Saps. Trenches may be crossed by jumping in
at the end of movement and climbing out on the next turn. To
climb out # ladder is needed. It is an operation te place the
ladder and climb out. Just climbing out is also am operationm.
Alternatively, a plank(s) or ladder(s) may be used to cross the
trench. Ten figures per turn may cross (or climb) a ladder and
15 figures per turn may cross a plank. The game designer
should specify which units and under what limitatioms ladders or
planks are carried.

o 15. Pits. Pits are crossed by.plank or ladder as trenches
&_Eff the stands which jump or fall into a pit are lost. J

N P . -
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£, City, Castle, and Specizl Stone Walls, These wells must

ve scz2led ty ladder, Irocedure is the same as climbing out »f a
trench 2oove. Fux her details should be snecified Tty the zanme
designer. ,

~ 17, Buildings. Bu¢1 1ﬁ-s, houses and SlHlLaI constructions
ney he enterad when the stand touches the doc , - with some novement
allowance remaining. Entry does not constiitute &n o“e*b ion,

18. Flowed Tields, Plowed fields have no effect on infantry
movenent.

- 5kirnisher Movenent

General, The skirmisher move may be nade in zay direciion
relative to the initial stand fecing, tne novemnent patn ney have
any curvature, and the stands may face in any direction at the end
of the move. The skirmisher move is an overation wvut zoinz from a
messed formation to S:lrﬂl<her is.0Qt, nor is referming into a n2s-
sed unit an operation. (See Fig. 6—))

Measuring Skirmisher Movenent. Skirmisher movenent is mezsursd
separately for each stand. The measurement starts 2t the stand
corner nearest destination and the stand nove.enu stops with its
rost advenced corner at the measured point. (See ¥iz. 6-3)

Uffect of 'Werrain on Movement of Skirmisher Infantry.

1. Fl, #1373, #2, #3, and #& Woods move at full speed.

2.‘ #9 ¥oods and’:giowamns move at half speed.

3. #7 Marshes move &t 1/3 speed. The lost rule does
not apply. , ’

4, Water. Bodies of water (rivers, strezms, ponds, etc.)

cause penalties as stated in the game conditions,

" 5. Contcurs. Passing contours uphill costs I inch per con-
tour. Passing downhill has no effect. » -
' 6. Impedimenta cause no movement penalty,

7. Abatis. Seme as for massed infantry,
8. Xormal Hedges cause no penalty.
9. Thicket Hedges or Hedgerows cause a 6-inch penalty,
10. Trenches, Saps, Fits, City walls, Castle i«=2Ils, Specizal
Stone Walls, uildings, and Plowed Fields have the same effect on
skirmishing infantry as they do on massed units,

Effect of Terrain on Cavalry lovement

#1 Woods, (Single Trees) ¥o messed wnit may mess through
trees if any any “stand nust rass through 2 tree. Skirmisher formations
may pass unimpeded.

#1% Voods. Massed units nove 2t full speed in single columns
out at 5 speed in other massed formations, OSkirmisher formations
are uninpeded. No charge moves are allowed throuzh ar out of #1:
woods.,
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. { hills.

#2 Woods. (Semi-dense) No massed cavalry formation allowed,
movement as skirmishers only but at full speed. No charge move is
allowed through or out of the woods.

ift3 Woods. (Demse Woods) Same effect as #2 Woods.

- #4 Vioods. (Very Denmse Woods) Cavalry move as skirmishers

- only, movement allowance is halved, and no charge move through or

out of these woods is allowed.

#5 Woods. (Very, Very Dense Woods) No cavalry 1s allowed in
these woods.

#6 Swamps. Movement as skirmishers only and then up to half
max. distance. No charge movement is allowed. »

#7 Marshes. Movement in any formation up to 1/3 max. distance.
For each unit moving through a marsh, a die is cast each turn for
each figure of every stand in the marsh. Each cast of 1 is a lost
figure (casualty). |

8., Water. Cavalry crossing a body of water suchras a stream
or a pond may not make a charge movement. They suffer a movement
penalty as stated in the game condition.

9. Contours. Passing contours uphill costs 1 inch per contour.
Passing downhill has no effect. However, contours designated as

- ¢liffs may not be climbed. A cliff occurs where contours are less

than half the width of a 3-figure 1nfantry stand apart. Units re-
treating off a cliff are lost.

10. Rough Hills. Cavalry may not charge uphill. No charge
melee dice increment is allowed.

11. Very Rough Hills. No mounted cavalry may txavel on these

12. Impedimenta. Some impedimenta (Cannon, Limbers, and Wagons)
cause a 6-inch penalty to massed units. There is no pemalty for
skirmishing units. '

13. Abatis. Abatis cannot be crossed by cavalry. They may
be removed by infantry, sappers or destroyed by artillery or
explosive charges.

14. Fences, Normal Hedges, Trenches and Works. These items
may be jumped by Light Horse, Hussars, and Cossacks without move-
ment penalty. Other cavalry may not cross. (See Ch 10)

15. Pits and Thicket Hedges (Hedgerows). These items may not
be crossed by cavalry.

16. Rubble, Breeched City or Castle Walls, or Destroyed Stone
Walls. These items are crossed with a 3-inch penalty and no charge
move is allowed.

17. Plowed Fields. Cavalry is limited to half speed and no
charge movemeat is allowed.

18, Houses. Houses are not entered by cavalry, but larger
buildings such as barns or castles are. In all cases where it is to
be legal for horses or cavalry to enter constructlons it must be

\?ec1f1ed in the game condltlons. !
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Svecizl Considerations in wcovement

}
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'

2

‘Elockinzg ©ty Friendly Units., :assed units may not move
through other nassed uniis or skirmisher forrations. However,

- skirmishers may move throush massed or other skirmisher formetions.
In all other cases, Tormaticn changes, facings, and novenents
which are btlocked by friendly units must be adjusied. The con-
tact point for such 2 conflict is determined by the simultaneous
movenent technique. Then the conflict is resolved along these
lines.

1, First come first use, such as crossing a bridge.

2. vhorten movement to less than ordered.

3. ZRearrange stands in formetion but not so as to nove any
closer to the eneny.

L,- Allow only 2 partial facing. _ :

Entering a Building or Construction. Zntry is only through
a2 door on the model. To enter the unit must reach' the door and
have some movement allowance rem2ining to .enter. 3Zntering is not
an operation, ——— .

Znding Movement. liovement ends when: ; '

1, The ordered move is accomplished, i

2. The movement allowance is used up. (Cbjective move)

3. 4An enemy unit is contacted. Cf course, winning the melee
will allow a btreakthrough if the movement was a charge.

4, The unit is blocked by an obstzcle such as 2 house,
unscaleable wall, etc.

5 The unit is blocked by a friendly unit

6. The unit's player elects not to complete a charge after
the first 6 inches. (See Ch 8)

Forced [arches. Certain unlts, primarily Guard, snecifled in
the Units Capabilities Chapters are allowed to perform one forced
march per game day. The formation for the forced march is the
single column (road Column) and the movement allowance is double the
normal, Cverland it moves up to two column movements and on a
road a double road column move is allowed.

The unit performing a forced march is allowed a facing and a
formation change overation before moving, in order, to get into a
single column. (Lrtlllery is allowed a- limbering) The distance
is adjusted for terrain as for other movss, 4t the end of the
nove the unit is 2llowed nc other operations on uha* turn, except
that a:tlllery may unlimber,

i0 forced march may be ordered into contact with an enemy
formation based on enemy positions during map marking.,







