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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
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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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‘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.,
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Nisht T '

The night turn represents the co1pre351on of the night hours
into one turn. Juring it 21l units regardless of type, are 2llowed
" one 36-inch move. Units which nove during the 1-g"y tumn nay te-
subject to path deflection. If a unit mares move than 50% of iis
novement oif & road, a die is cast with the following results.

Die zesult - - ' ' !

i
i

No unit nay advance closer to the eneamy than its oma forward lines,
unless the die throw forces-it, : -

- L
200re ‘
|
1 . Unit's path is deflected 4 inches left per foot moved.
2 “ T .. 2 t - 'l v ', e -
3,4 No path deflection. _ [ o
Init*'s path is deflected 2 inches rishtiper foot noved.
Z 7 g IP
] ] I Y . 6 H 1+ i 1. . N

’ Dracoon rrocedures

Dismounting. If the mounted unit is in line foraation the
dismounted (fcot) stands zre placed, touching, in lize, to the front,

rear or either side facing away from the horses. If the horses are
in column, the fouot stands are placed on either side but may te

in column facing front or rear, or in line facing away from the
horses. liovement of the dismounted dragoons on thet turn is measured
from the horse stands. Dismounting is prohibited if there is no
space for the foot stands, but this is decided on a stand by stand

- basis,

Horse Holder. Cne Tigure per stand remains with the horses
while the dragoons operate on foot. This figure is the one at the
Tight end of the stand, All the other figzures on the horse stand
may be marked by a ring type casualty marker to show the locz=iion of
the holder. The horse holder may be hit by fire if the stand can
be hit and may also be melee if the horse stand is cemtacted by
an oppcsing unit. He may not fire, If the holder is killed by
fire or meles, the whole stand is removed and the horses are con-
sidered lost.

lountirz, To mount, the foot stand nust touch the horse stand,
The dragoons mav nove to the horse stand, mount, them move nounted

-on one turn. Zui they may not move mounted on that turn if the horse

stand made any novement before nountins,
Sinultaneous i.ovement., For purmoses of T'esolv::r sinultanecus
movenent nounting or dismounting is a change of formation,
!
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Jasualiies. Wten the squadron separates the losses are
countcd agasinst tae dismounted Figurves, Whien it rejeins, both
horse holder casualtiles and dismounted dra*oon casu?ltles are

aoplied io the mounted squadron,
Dragoons Leading Horses. ©oLregonas m2y lead t

i horoes
Se

he
" ‘through ¢ sone terruin features such as woods and hedze In these
cases, the dragoons disnount and the foot stend lead he wey
r movereat

folloved by the horse stand with horse holder. (¥o
retes see Ch 24,
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Chapter 7, Facing, Chanzing Torxmetion, 2nd Sinultaneity

j‘ hanu,nngorﬂau;on

. There ars three facing operations: left 1"‘a.ce(,}r-
and aveut Tace which rotate the stands 90° left, $0° =
180° resnpectively. ‘he stands are always rearrenged so thai the
centroid o the formetion remzins stationary, (see ¥ig. 7-1,

vhe formation may be rearranged about any given company,
excent that no stand may be placed closer to the enemy than the
ey stand, ‘he key stand is the lead stand in movement or the
stand alrezdy closest to the enemy. Detached units beyond 6
inches do not participaie in ;ornat‘on changes or facings,
3ee Figs. 7-2, 7-3, 7-4, and 7-5) lJote that stand facing
(rotation) mey be a vart of & formation change, out does Tiot

*W
cost an additional operatlon.,
~ e

T

s

Simultaneity

The simultaneity rules are required to establish unit
contact points and who-gets-there-first on the table top. an
equivelence between movement a2nd facing or chenge of formation

operations is used. 3ix inches of novement of any unit 'takes
the same time" as a formation chenge or facing. ieither opera-
tion nor firing affects the movement allowances. Firing reguires
no novement time, '
.1, *orm2tion changes and facings take 6 inches of move-~
nent. ‘

2. During the first part of the movement in the General
i.ovement Step, 211 units nove & inches if they have a movement
order, ubv1ously, they may make a shorter move if so ordered.

3. The remainder of the movement is taken with the verious
units noving prosortional increments until contact is established.
The proportion used is based on the ratios of the units' mnovement
allowances,

Zxample. Light Yorse moves 24 inches in line and Line Infan-
try 12 inches in road column., In the first part of movement both
units nove 6 inches. iow the infantry has 6 inches remzining and
the light horse i€. However, the ratio of movement allowances is
24;12 = 2:1. So the light horse is moved 2 inches for every inch
the infantry is nmoved. After the infantry completes the remaining
6 inches, the light horse will have 6 to go if contact has not al-
ready been established. The light horse pleyer then completes his
nmove. (For charzing units and provisionzl orders see Ch &) '

Forced Merches. <ihe doubled sveed 1s used to resolve sinul-
teneous movement, excect for the first & inches of the forced march
Wnich takes the sanme time as other 5-inch movenents or operations,
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Shapter 8,  Charge Zrocedures

|
-t

Definition§

- Cherme. 4 charge is zn aitacking move, stecified as 2
charge, which is iniended to resul: in 2 nelee. any unit pay be
ordered to charge, unless its state[{e.z., 7all Beck 2;]or location
(e.5., in woods] prevents it. Zach unit hes 2 specified maximum
charze distance. {Zee Unit Gapabilities) Contazct for melee nust
e recched within the charge distance or the specizl distance is.
not a2llowed. An ordered charge nust be cenpleted if legzlly vossible.
Atteck, an atteck is a2 move intended to rasult in 2 melee,
which for any reason cannot te 2z charge. Crdinerily, the attacker
receives no melee dice increment. (See iussars and :ussizn heavy
root Guexds for exceptions) in zttack results from 2n ordered
nove into contact where 2 charze was not specified; or from an
ordered charge which due to circumstances loses its nelee dice
increment. ' -

Charze QOrders’

Sharzes nust be ordered, The target point, or target unit
or vath nust be specified, otherwise the charzing unit nust go
stralzht ahead, Breaizthroughs must be ordered in order for the
unit to receive the treakthrough privilege. Certain condi-
tionel charge orders can be made, They are discussed under Cic,

v

O

Sinultazneous Stand Movement

Each nlayer who has ordered = charge must anncunce the fact
at the beginning of General i.ovement. rronortional movement of
stands is employed to determine the contact points of all units
moving into contact. (See Simultaneity ch 7)

The First 5 Inches of the Charge, The charging unit is mov-
ed 6 inches and ell other units make their first & inches of rove-

‘ment or perforn 2 facing or change of formetion overatlion, at

this point the player must cease a charze nove which cannct lezelly
be completed. e mey now leave his unit there or he mey sutsiitute
a normal nove retaining the »ath specified in ais charge order.
At the end of the first 4 inches of the charge, opponents whose
units nove Charge if Charged (Cil) orders activeie those orders, .
(See CiC telow)
srovortional iiovement. After the first & inches, 21l units

2re noved proportionally to their maxinum novement allowances until
the contect point is established., {(See Simulteneity Ch 7 <

_ For exanmple, consider a Hussar Squadron charging an infantry
tattalion which is in column on z road, The Hussaxd bave a 2L-incn
charge move and +he infentry 2 12-inch road column nove.

’
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‘he Zusszrs move 2 incnes for every inch of the infantxy. .:;
1. The Zussars advence & inches and the infanixy O inches
toward the Husscrs, ,
2. The players estimete (or neasure) the distaznce vetween

ctheir units. DSuppose it is 17 inches. 7The Fussars are moved 10

inches and the infaniry 5 inches (Helf the Hussar :ovement),

wow they are only 2 inches apart so the players estimate the point
2/3 of the way from the Zussars to the infaniry and establish tkre
contact position. Siands are moved into contact at ihis point.

. - o - . ! - s \
Charges or ilovement to Contact Less than & Inches {Freezins)

There 2re two limitations on this situziion. “he JiC wnit
is not 2llowed 2 charge melee dice increnent znd no defending
(target) unit may make a2 formetion change or facing. of course,
the target unit may make 2 movenent, ‘

Conditional Charge Orders and rrocedures

|
b
A

Charge if Charged (CiC). This order may ove given to an
eligivle unit in addition to 2 regular set of overations. (e.g.,
Advence 6 inches, Fire. or GIC) The CiC unit reverts to the
2iC ordexr iI i{ Tecones the target of a charge or attzck. o unit
ray be ordered to voth charge a2nd ciC,

CiC Procedure. iafter the first & inches of movement, nlavers

of charging units decide whether or not they can complete thelir ' .
ordered CHETEES, Cityers who can, announce tnesr tar ets. The 0il gu:}
T T1] Tevert To his C10

unit player 21 this noment wi .20 _order and do one
of four things, .

) - 1. If he has moved 6 inches, he continues proporiional move-
ment toward the cherger into melee contact. If the distance between
at the start of novement was & fo 12 inches, nelee contzct is estab-
lished exactly midway between the unit's start vpoints, (The first

6 inches of 211 units movemeni is “at the same speed":) -oth

units get their melee dice increments if otherwise eligitle,

2, IT the CiC unit was stationary, he immediately noves ihe
initial 6 inches toward the charger as if both units had noved
their initial 6 inches sinultaneously. If not yet in contact, ooth
charger and CiC units are moved proportioaally into contact. .gain
contact is established at the midway point if separaiion wes between
6 and 12 inches initially, -

3+ If the CiC unit has perforned another operation at the
beginning of General iovenent, like facing or changing fornation, o,
then the charging unit is noved a second 6 inches, The CiC unit
responds now with his first O-inch movement towerd the charzer,

followed by proporiiocnal movement into melee contact, ‘The chargers

first 6 inches and the Cil's formatiorn change are considered %o
“take the saae tine' and the il response vegins after that, The

-’
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6 %o 12-inch severation rule is now applied o the relative
position 2t the end of the formatlon change. _ ’

ly, “hen urits cre less than ¢ inches apert zt the start of
novement or 2t the end of the CiC's formation change, taen the CiC
unit is not moved 2t 211 znd does not get a cnarge melee dice incre-
nen<. o ) _
5. Cther situations involving change cf forrmtion or facing
operations are to be worked out assuming +hose operziions zre equiva-
lent %o % inches of novenent of the opzosing unit, :

Distances separating units zre measured 2long the pain of
travel and, thersfore, are not necessaril) straizht line distances.
’ charse if Charged to Support the 3/73 -atizlion (cic,s,3/73).
his oxder is aciiveted oy & chorge against the 3/73 Lattalion and
S

Ly

"~

+rected in other respecis just like the CiC above.
Sharse if Charged the Brealtthrougn of the 1/0% Squadron.
(cic,BT,1/59) This order requires the unit to charge any unit
which destroys the 1/69 by melee and tegins a breaithrough.

Charge destrictions

b1

Charme Disiznce Bui No Dice Increment. In scme cases the
distance is cllowed out not tne nelee dice increnemt. o

1., I the charging unit passes into woods or water.

. 2. If the unit veing attacked stands within & inches behind
a hedge, narrow oridge, strean fence, or vworks,

3. If the unit teing attacked is in a house or other con-

struction. : ' :
: L, cavalry charging behind infaniry or a unii charging oehind
en attacking unit. .

5, Tuo or more cavelry units with line charge capaoility
only, for four or nore raniks (By definition 2 columm at the melee
contact position. The exception is Culrassiers and other heavy
cavelry with column chaxge increments., They may cherge ‘oehind
cavalzry which have only line cherge increments and neither's charge
increnents are affected, ’

6., In the ccse where the charzge is made across impedimenta
the novenmenti penalty is applied to the cherge distexce.

¥n Charge Move or Dice Increment., 1In some cases neither
charge nove distance nor melee dice increment 1is 21lawed.,

1, I a unit hes retreated voluntarily or imwoluntarily on
the previous turn o= the uniti has not rallied after an involuntary
retreat, . . :
2. I a unit attacks fron within #1% or denser woods. Hus-
sars, nowever, may aittack out of woods in skirnisher formation and
receive a nelee dice incresient if the target is anocther skirmisher
formation. (See Ch 23) .

3, - if cavalry attacks across 2 plowed field.
L, Cavelry units which have a line charge cnly attack.

-
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Ao
S : in column. : )
oo : 5. in Weather Condition & (502t Ground).
N 4. €Cavelry units may charge at nlgh only along roads and
' sireeis.
. 7. Formations of 1 or 2 fizures,

Brealktarough (See Ch 1C) ~ 1

- [ \

Hassed Units Corntacting Infantry Siirmishers in %he Coen

Wy nassed unit which cherges, zitacks or adVﬂnces (toward

sy

the enermy) intc contzct with a sidirnishing infantry unit in the
oven autonatically desireys every siand centacted withoui any melee
dieing or premelee ncrale checks. ihe advencing wnit's novement

stops only upon contact with 2 nmassed unit or at theé end of its
ordered movement. This rule applies even if tne slidirmishing
infantry were attaclking. The siirmishers nay fire small arns at
the massed unit using une contect nosition to determine screening
They may bte prevented from firing if the unii has rifles whica
were fired on the previous turn or if the cecnizel is a oot melee.

Cther Contacts in Skirmisher Formetion.

1, 1If skirmishing infantry are in the woods {#l% or denser
or swenps) a normal melee ensues regerdless of the opponents

R T formation.
<“j . 2, If the skirmishing unit is cevalry, a normnel melee ensues
) .regardless of opponents formation or whether in osen or wooded terrain.

3. Hussars receive a +1 nelee dice increment when in skirmisher
formation and the opponents ére also in skirmisher formetion, regerd-
less of the terrain,

Premature Halting of the Charge

4 charging unit before it reaches its intenced target will
e stonped.OJ contact with another enemy unit., I7 the enemy uni t
is then destroyed by small arms fire, the cnarze is completed a
the interferinz unit had not existed.

L~
-

liiscellaneous Charze iestrictions

i. Artillerymen, rocket troops, and train rey not crarge,
2. No unit mey charge onto the tatle toz.

L
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Chapter 9. 5mall irms Fire (.usket, Carbine, and Rifle)

[

Volley Fire Frocedures

1, Select target units for 21l volleys to te fired and
check azimuth and range, S :

2. Count number of figures in unit Zfiring.

3. 201l one die.

4, &djust die score oy anolylnf increments for terrain and
characteristics of unit firing. Lultiply the adjusted score by
the number of figures firing and divide by uen. The result is the
nunber of casualties in the target unit. sIractional scores of 7 or

‘larger are whole kills. Lesser fractions have no effect.

5. The target unit player marks casualties on target units
distrivuting then as he wishes, except he takes casuzlties from the
front row first until it is eliminated.

6. Xow the opponent fires 21l his small arms as deserived
above, Fire is assumed to Te simultaneous and all figures hit on
this turn mey fire on this turn, 'The exceptions to simultanecus _

fire are Superior Weapons Fire and Pa2ss Through 1v"J.rsa. (See later
in this Chapter.)

7. If the front stand (or standS) of a moving formation are
elininated bty small arms fire, then the remaining stands may be
pushed Torward in their place if sufficient movement allowance remains,
In this case, movement distance is checked for each stand.

General Zules of Small Arms Tire

Iest Operation. Small arms fire is always the last operation
of 2 turn. Aven for Fire and Charge and I'ire and.Fall back fire is
resolved after the movement.
Volley Fire Unit. The unit for volley fire is the cattalion
(squadron), company, or platoon in the case of a single stand of elites.
danzge and Azimuth, Range and azimuth are measured from any
point on the front edge of the firing stand. Range and azimuth are
checked by compan
skirmisher fire, or two single rank stands of the same unit
cuching back to front, the measurement of range and azimuth from
the front'stand counts for the rear one. The permitted field of fire
is shewn in Fig 9-1, In CIS azimuth is defined as the angular direc-
tion measured in the plene of the table top.

Weapons.,

1. =nifles. s2nge 18 inches. Fire only every other turm.
2ifle units may not fire on the turm aft:r neleeing, Only Sritish
rifles are equipped with this weapon.

2, ruskets, dange 12 inches, Fire every turn. ill units in
CIS which are permitted to fire small arms,flre muskets unless specified
otherwise.

3. Cartines. Hange 9 inches. Fire every turn. Light Horse
and Hussars fire carbines. .
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'jf' . Visivility. Units within renge and azimuth of the firing unit
may not ve fired upon if they are not visible to the firer, excevt
as noted below. However, units visivle to one unit are conSidered -
visitle to 211 uaiis un tlat side. Guerilles are 2 further exception
to the visibility rule. (See Ch 32 for Guerilla rules) Ctherwise.
visibility is restricted as follows:

Mormal visitility 36t

Weather #3 : 24" (Except Hussars which are 36")

Weather #5 12+ '
. Weather i#2 o visibility yhrouan smoke.,
1f the observed unit is in #1% or denser woods, in & tnicket hedge,
behind any hedge, if it is night or the unit is in a building, then
tithe visibility is 6 inches. !

s

Scouts. Scouting units or figures must survzve Tass-through- AJ
fire to be eligible to observe enemy units for
*iring 1n the -lind. 4 player may fire vollejs ln-tne—bllnd
toward the susvected location of enemy units hidden by woods, snoke,
or fog, etc. In this case the firer may only hit stands within
range and which lie straight ahead of the firing stands.

Rain. Small arms may not fire during rain unless the unit is
in 2 rocofed construction. However, during lisht rain, small arms
dice scores are adjusted -2. (See Weather Frocedures Ch 14)

errain only the iirst two ranks of
- \_ a massed formation may fire. Small arms fire only penetrates two “—\\
-\ | ranks deep into the target. However, if the third rank is raised
1"} one contour, it may also fire and be hit. If the third renk is of

{#}/  ‘-K a different unit than the front two, it may not fire but may still
= "be hit, If the second rank stand does not touch the front rank
] stand, it is screened by the front stand and may not fire nor be
T hit through it.- Third and later ranks of a formetion, not
necessarily of the same unit, firing up into the second or higher
floor of a house may also fire at and be hit from the upper floors.
Flanking Fire. Flanking fire is scored two flles deep on ‘—4

the target unit as illustrated in Fig. 9-2.

nfilade. Enfilading flre may only be claimed by a2 unit fir-
ing in volley. To claim enfilade, the firer must de able to lay a
line from the front center point of the firing stend through both
sides of the +arget stand and have range beyond the far side. The
firer gets ¢n extra die for enfilade and casualties are extracted
up to the range of the weapon. (See Fig., 9-3) Fire from houses
loop-holed or windowed constructions can not ve enfilade. Infantry
squares m2y not be enfiladed but the Austrian Zataillonmasse may,

- Screens. A screen stops small arms and canister fire., When
one stand 1ies in the way of another's line of fire, it forms &
screen. OScreening stands nay be of any arm, infantry, cavalry,
manned artillery, or even menned wagons. Stands in skirnisher
fornation one rank deep form a2 screen if there is a §-inch or
smaller gap between them., Also houses and other such costacles

- ~ —
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ST : -form.screens. Prctection from screening'is determined by the indi-

P vidual figure. If a figure can be “seen", it can be hit.
g . If the gap between friendly screening stands is large enough,

volleys may be fired through it. If the front edge of‘the firigg

stand, maintaining its orientation, can be pagged through the gap

in the direction of fire, the stand may Lire & VOlIey.

= K cavalry Skirmisher 1inec making melee comtact in #2 or denmser

woods does not screen ranks behind. (See Figs. 9-6, 9~7, and 9-8
n weather condition #1, a pall of SHOKe exists over

the entire battlefield and remains in place throughout the game day.

In condition #2, the smoke remains until the end of the turn after

firing. No visibility is allowed through the smoke. In other

weather conditions, the smoke disperses and has no effect.

Small Arms Dice Score Adjustments ' , % ‘—\

- Dice scores are reduced for different types of cover, terrain
and condition of the firing unit. They are raised for the eliteness
of the unit and lowered for militia status. i

——r

Circumstance Adjustment
’ : 1. Target stand hit enfilade. | Use an extra
- o o _ ' S , die
: ' 2. Target behind abatis. : 0
P 3. Target stand is one or more contours uphlll -1
. or is in a massed formation in #1% Woods.
3;) . , 4. Target stand is:
- a. within 2 inches behind a rock hedge,
E -fence, or a single contour.
b. a massed formation in #2 or denser -2

woods or a skirmisher formation is #1li Woods (or
denser) :
€. in the open and firing stand in open
but on opposite sides of area of woods (#1l% or demser).
d. in a swamp.
5. Target stand is:
2. in a building, trench, or sap.

b. within 2 inches behind works or spec- =3
ial stone wall. (Works protect only on the side
they are located.)
6. Target stand is on but behind the parapet
of a castle or defensive city wall. (Prctection is =5
-1 from inside the castle or city wall.) ' '
7. Target stand is within 4 inches behind No hits may
2 or more contours. (See Fig. 9-8) - : : ; be scored.
8. [ﬁlrlng stand in a FB-1 state;] : -1
9. Firing stand in Light Rain, and not 9

under a roofed construction.




Circumsiance ' idjustment
10, |Pirxing stend in FB-2 state] =3 ' .
11, PFzring stend in routed state or in rain, No smell arms fire
allcwed, '

The circunstances to 2pply ithe conteur adjustuient are illiustrated
in Mz, 9-5. enge is reduced for all small arms to ¢ inches in
#l4 or denser woods, ZIliteness incremenis are contzihed in the
Unit Capabilities Chaviers, : :

Apolying Dice Score ..djustaents., Upward adjustuents for
eliteness and downward adjustments for militia staius, fall back
condition, or rain are alweys apnlied. 8ut onlv ‘ e
the zpnlicable terrain incremenis is used.  Foz volley
single die score is a2djusted bui f iemds vol
tne douvle dice score is adjusted.

). Skirmisher Fire

1. Light Infentry, Light Guard, Light ilorse, llussars, and
some single figure stands such as sa»pers or zuerillas may Tire as
skirnishers, Also Light Infantry, and Light Guard in constructions
. other then worls may fire as skirnishers regerdless of their
- formztion. :

2. After tarzet selectlion, for each figure if desired, azinuth
and range are checked from the stand face as for velley fire, Ioie
that terget selection mey Gte made before ezch dice roll and need not
oe done all 2% once as for volley fire. : :
' 3. Two dice are rolled for each figure. The double dice
scoze. is adjusted Jor the fall back state, nilitiz siatus, and
terrain but ndT ior eliteness. ZIesulting scores oz 7 or larger
cause casuzlties.

L, Casualties are extracted according to the wey in which
the firer chose his targets. He xills specific fizures if he tar-
geted specific figures, The target stand pleyer extracis czsuzlties
in any pattern of his choice from a stand if only tke siand wes
specilied.

S. Enfilade fire cannot te clainmed.

——

Superior Weanons Fix

Superior weapons fire occurs for units with gifferent range
weapons which come within range of one another during 2 nmove. The
unit with tha longer range weapons fires First, the casucliies axe
extracted(and < 12 necessary, cefore the sherter ranse
weapons are lired, SUjZerior Weapons iire 1s an exzeniion io the
rule of simultaneous fire because figures i:illed ty longer ranze
wezpons do not get to fire. The hiercrchy of ranges is:
© . 1. Cenister loads of 12 pound and larger foot suns., {(24)




-g:———f 2. Canister loads of Medium Foot Artillery, (18")

l
I
L

3. Rifle fire, (18")

L, Canister loads for horse artillery, Prolong guns, and
howitzers. (15")
5, Muskets. (12v)
' . 6, Carbines. (9")

7. Bows. (6") ) L

8, Thrown Grenades., (i1 1/16") When allowed in game conditions

tion #1, through smoke in weather condition #2, nor for weapons 1
through 4 in fog., However, superior weapons fire can be obtained
in the foregoing conditions by using advanced figures or units which
spot the target unit at the maximum range and relay location to the
firing unit under the one-see-all-see visibility rule.

If the front stand (or stands) of a moving formation are en-
tirely eliminated, then the following stands (2 ranks deep as usual)
may fire if within range at the end of movement,

Superior weapons fire is not allowed at night, in weather condi-

" Pass Through Fire . ‘ o j

Eligibility of Firer. A firing unit in order to. claim pass
through fire mey not have performed more than a formation change,
facing, or movement of 6 inches,

Target Unit. The target unit must come uithin range during
its move and stop in cover or in a screened spot still within
range of the firer, or it must pass through range and stop out of
range, or it must pass through range and enter a melee,

: Procedure,  When the foregoing conditions are met, the firer
may claim pass through fire and score hits on the target unit as
if it did not have the protection of the position at the end of
movement, Casualties are removed from the target unit and C,E.
checked, if necessary, before it is allowed to fire, another
exception to simultaneocus fire., (See Fig., 9-4)

- Special Rules. Pass through fire is not allowed in weather
condition #1 or at night. The target undergoing pass through fire
may be enfiladed, If the target unit passes through cover, such
as woods, before reaching its final position the pass through fire
is not reduced by the cover, -

"Fire and Fall Back

Fire and Fall Back is a special order, Firing of small arms
is allowed if the target unit is within range 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, the dlrection of fall back is rearward
+ 45°. (See Note below) :

)
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Fire and Charge

Fire and Charge is a special order which may be performed if

" an attacking infantry unit is within musket range of the target at

the beginning and the end of the movement, The attacker loses 3

* inches off his charge movement allowance when in column, Screen-

ing and small arms fire casualtles are resolved during the Small
Arms Fire Step. (See Note below) ‘ .

Notes If the target unit is artlllery, the artillery
movement that turn is used to determine if it was within range
at the beginning of movement, : :
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- but is being attacked. All of the def

Chapter 10. Melee Procedures

Starting a Melee

.. Melees occur when opposing units' stands contact on the table
top. Units which charge into contact are allowed their charge melee
dice increments. With Lwo-cxceptions, attackIng units do mot receive
2 melee dice increment. Units which accidentally run into each other
cause a moot meléee where neither unit gets a melee dice increment nor

are they allowed premelee small arms fire. (For exceptions see Ch's
19 and 23.)

[f;emelee Morale'Chetgl

Procedure. After contact has been established and small arms '
fire casualties have been extracted and C.E. checked, if required,
a premelee morale check is conducted. Both.sides role one die. The

. respective die scores are multiplied by the number of figures each
- side has involved and the resulting products compared. The player

with the lower product must check mo¥ale for all his involved units.
Involvement. Involvement is determined differently for attacker

and defender. Any unit which charges or attacks is an attacker
and is involved. A defender is any unit which is not attacking,
its within 6 inches
Qf melee contact d, except fo uar
and skirmishers. There may be an attacker and a defender, two
attackers, or a moot melee.

czttacker Checks. If an attacking player must check morale,
he musSt check each diffezent tvpe cavalry unit separately Up tQ
historical regimental size. For example: The attacker has 3
squaarons Or ﬁight horse operating as one unit and a column of 2
squadrons of cuirassiers operating as one unit. He may then make
two morale checks, one for the light horse and one for the cuirassiers.
Units of two or more squadrons must be from the same historical
regiment to be allowed a single morale check, otherwise morale is

checked by the squadron. In any case, he may check by squadron.
Attacking infantry is always checked De battalion or smaller

efer ' 1 1 heck morale of -

" every involved unit with a part of a stand within 6 inches of the
melee contact point, it he goes the premelee morale check. Cavalry
unit organization as listed for the attacker applies to the defenders

check as well.]
Moot Melee. For a moot melee both sides use defender rules

to test for involvement.
,@asults of the Check.| If the units pass the morale check, then

~ the players proceed to the melee dice throws(and morale checkgzs‘lf

a checking player's unit must retreat then his oppenent may take casual-
ties from him. A[?B—l or FR-2lallows an opposed throw and a rout an
unopposed throwi] (See Ch 11)
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'casualties to bte extracted from the loser's unit.

Melee-Casualties

Melee casualties are determined from the difference between-
the adjusted dice scores of both players as follows.

1. One player rolls two dice, adds the charge melee dice
increment if any, and/d: positional or terrain increment to. his
score. This result is his adjusted score.

2. His opponent rolls two dice and adds his increments.
_ 3. The difference is divided by the losers welee vulnerability.
(See Unit Capabilities Chapters) ' ;

4. All fractions are dropped and the result is the number of

5. The loser selects casualties from figures of the stand in
contact. B - : |

. Melee Involvement. Other involved defender units take casual-

ties after the first contacted unit is wiped out. The closest unit
is next. (But see Ending Melee below.) However, nearby skirmishers -
and_infantrv.squares are not involved and do not feed into the melee.

When separately c arging units of one side or both sides entar .the
same melee, casualties are extracted in an alternating sequenée. The
sequence is decided by the attacker in an attacker-defender situation
or if not by the winner of another opposed dice throw between the
opponents. :

ielee Moralé Checké]

The melee is terminated in one of three ways: One unit is
destroyed, one unit fails a morale check and retreats, or one player
withdraws his unit-by a voluntary retreat. (See Ch 11 for voluntary

‘retreats)

to their normal movement alldwance.

Breakthroughé

Eligibility. Any charging or attacking unit which: (1) had

a breakthrough order (BT), (2) wins the melee, and (3) has some
movement allowance remaining, may, at the players option, break-
through. S
Procedure. The breakthrough unit may face and/or change
formation and charge or attack into a new melee. It must go
through the pre-melee morale check for each new melee. There
is no limit to the number of new melees, only the total distance
traveled that turn is limited. :

' Attacking Units. Breakthroughs by these units are limited

10-2
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{f"f—7Charging Units. These units receive an extra 50% charge
movement allowance called a Breakthrough Bonus. So long-as they
‘win the melees, they may charge successive.largal units until
their total distance trav i
" allowance. The breakthrough unlt gets its charg ice increment
for melee contacts within the o e but

or. contacts within the bonus dlstance. S
Weather Condition 6. reakthrough bonus is allewed.

Cavalry Swerve Around an Infantry Square

Lancers or Cossacks with lances may charge or attack and then
continuously melee a square. All other cavalry must swerve or fall
back unless the square is broken by the 1n1t1al melee toss. (A
square is broken if it is reduced below
attalion.) After the initial toss and morale chec required,
the player of the non-lancer cavalry must roll one die for each unit.

Die Score Result :
1,2 Swerve Left {
3,4 Fall Back 1 o
5,6 Swerve Right i |

-Swerve Path. The swerve path extends to the full length of
the cavalry unit's charge distance and maintains approximately the
original direction once the square is passed. Cavalry units unable
to swerve due to no remaining charge distance allowance, fall back
% inch. _ ‘

Post Swerve Firing. Stands in.the square which have not fired
that turn may fire small arms and are allowed pass—through-fire on
the swerving cavalry. Other previously masked, unfired units, may
also fire on the swerving cavalry.

Opposed Throw. After the swerve or fall back the square's
player takes an opposed throw against each swerving wmit. (see

Ch 11 for opposed throws.) _
' Swerves Blocked by Friendly Units. If a swerve is blocked by
friendlies or an unpassable obstacle tne cavalry player continues
‘to roll the die until ‘he obtains a legal swerve or fall back. If
both swerves and the fall back are blocked, then the wnit routs to
the rear. In this case, the square's player takes aa unopposed

throw against the cavalry. (See Ch 11 for unopposed throw)

Swerve Blocked by Enemy. If the die throw results in a swerve
into an enemy unit then a regular melee results but the swerving
cavalry loses its charge melee dice adjustment and may not break-
through if it wins.

‘Multibattalion quare. An infantry battalion which retreats out
of a square due to a bad morale check[ér C.E. rout,[or fails to
arrive in its ordered position in the square, leaves a hole where
its stands should have been. EE'C E. FB-2 allows closing up of the
remalnlng stands;J Swerve rules still apply to contacts on the

10-3
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- the above side positionms.

. /ﬂe but charging or attacking units may eater through the & ;zolej

. and contact the remaining stands enfilade and cavalry swerve rules
do not apply there.
Cavalry Contacts Square and Other Enemy Unit. If this occurs

melee the other unit.

- the cavalry swerves or falls back if possible. If deces not stay to -

Austrian Bataillonsmasse

This double column formation is treated as a square on its
front face. Cavalry contacting the Rataillonsmasse enfilade swerve
as usual but are allowed the extra enfilade melee die on the first
toss. The Batailonsmasse is broken, like other squares, when it
drops below 16 figures and loses its special cavalry repelling ability.
Bataillonsmasse Charges Cavalry. If the Bataillonsmasse charges
a standing non-lancer cavalry formation the cavalry must give way.
After the first melee throw the cavalry (Assuming the square is still
unbroken) retreat % inch, and the batalllonsmasse player gets an
opposed throw against the cavalry.

ﬁnfilade

'To obtain the extra enfllade die on the flrst melee toss, the
charging unit must contact the target unit so that:

1. A straight line may be drawn perpendicularly from the
front center of the chargers stand through both sides of the defenders'
stand, or

2. The charger contacts the target unit stand to the rear of

Note: A charging unit which is itself hit, enfllace‘;s not allowed
‘the charge melee dice increment against the enfilading unit.

—
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'”5\7-- : Chargé and Melee Dice Score Adjustment

~r Circumstance

1. Charging unit contacts defender
enfilade.

2. Attacking uphill contacting
defender within 4" of contour. .
3. (a) Swerving cavalry, (b) charging
across impedimenta, {(c) charging
across a fence, normal hedge,
narrow bridge, or works and
contacting defender within 4"
or (d) charging across or into
water. -
4., Attacker outside meleeing troops
in #1% Woods. '
5. (a) Defender within 2" behind
A a normal hedge, fence, rocks,
‘ or works*, or (b) defender

- within #2 or Denser Woods
\‘ . °  and attacker outside (c¢) Infan-
— \' ot try attacking infantry in a
(;, . - hedgerow. .
RN i . 6.  Attacker outside and defender

in comstruction** (other than
- .. works), in a sap, or behind a
special stone wall.
7. (a) Attacker crosses rocks
~ ' contacting defender beyond 2",
(b) Both attacker énd defendet
in #1)% or #2 Woods™, (ccht-
tacker is heavy cavalry = on
any portion of a 4 contour or
higher hill (d) attacker and
deferider in swamp or marsh.
8. (a) Cavalry attacking infantry
both in #3 or Dengsr Woods, or
(b) heavy cavalry ~ and lancers
in #1% Woods. '
9. Attacker on plank crossing .
. trench or pit.
10. (a) Attacker on ladder crossing
' trench or pit. (b) attacker
climbing out of trench, (c)
defender behind castle wall
attacker on ladder.
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_( Charge and Melee Dlice Score Adjustment (Cont'd)

Circumstance , Effect Effect Attacker
' : on Ch on Ch Dice
Dist. Inc. Adj.

11. (a) Defender behind abatis, (b) .
attacker is cavalry and defender ' No Melee Allowed
is in a hedgerow. f

Note: Terrain penalties are applied teo movement allowance whether :
charge distance is allowed or not.

Key: - No effect
L  Attacker loses special charge distance allowance or
, loses charge melee dice increment.
* Units behind works, hedges, rocks or fences are not
' protected from the rear. : !
** If a building has more than one floor 50% or more of
' the garrison must be on the street floor. Troops on -
upper floors are considered to be on the street floor
for melee. v
¢ When skirmishing cavalry contact infantry in #2 or
_ denser woods, the second rank is involved in the melee.
¢¢ Heavy cavalry are unarmored and armored cuirassiers.

Note: Many of the above call for loss of the charge distance, also
(i.e., no charge allowed). For charge distance restrictions see
Ch 8. For a summary of all charge adjustments see App II.
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Chapter 1l1. Retreat and Raily Procedures
e s ——
Morale Retreats

. Morale Check Unit. The morale check unit is usually the

" ‘basic unit, that is, morale is checked by infantry battalion, cav-
alry squadron, or artillery battery. Exceptions are cavalry oper-
ating in multisquadron units up to historical full regiments which
may be checked as a single unit. British marines, Austrian light
infantry divisions, and similar small units which may be purchased
and operated independently are checked as a2 unit. Like wise,
detached units such as hussar companies operating independently
as skirmishers, or an infantry company in a house, or an infan-
try company out of sight or more than 6 inches away from its

- parent battalion are checked separately. Finally, detached

single figures such aslcommanders,lsap_gersi train, efc. are
checked separately. )

, -(iﬁen Required. "Units must check morale in several. circumstances.
' Premelee and melee morale checks have been menticmed in Ch 10.
Frequently, morale check is also required when a unit is passed,
within 6 inches, by another which is routing for any reason or
falling back due to bad morale. . (See Fig. 11-1) However, units in
constructions (e.g., houses, works) do not check morale for nearby
retreats. Also, no unit need check for a retreating unit which
was in skifﬁsherMpass
through any other unit. Tnce proximity (within & inches) of elite
battalions affects line infantry morale rating, the elite are .
checked before the line units. Troops in constrmtions check morale
only wWhen meleed. |
Artillery. For artillery retreat procedurzs see Ch 4.

L Procedure. To check morale of any unit its player throws
two dice and compares the score to the morale dice table for that
type unit. (See Unit Capabilities) The result will be Stand,
Fall Back 1, Fall Back 2, or Rout,]

(%tand. The unit continues unaffected,

[ Fall Back 1. (FB-1) The unit is moved away from the enemy
in a straight line, one full move according to the formation it is
in. (Squares use a line move distance) The unit faces the enemy.
If the FB-l is the result of a melee or premelee morale chack, the
opponent is allowed an opposed throw. An opposed throw is a con-
ventional melee throw except casualties are only sstracted from the
retreating unit. Scores against the stand unit ame ignored.
Units not in melee which FB~1 do not lose any casmmlties.

Units ending a turn in a FB-1l state remain fim FB-1 for omne

turn and may not advance toward the enemy while im the FB-1 state.

Units which must be moved off the table for a fall back are
considered destroyed{]
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[Yolley fire increment for the FB-l state is -1—]
Fall Back 2. (FB-2) Same as FB-1 except the distance is 2
moves, and the volley fire increment is -3, Also, if the FB-2
unit is intantry facing Hussars, the Hussars' player may take an
.unoppcsed throw. (For unopposed throw see Rout below) _

Rout. A routing unit is moved back three full moves and its
- stands face in various directions but away from the enemy. If the.
rout is the result of a premelee or melee morale check, the opponent
1s allowed arn unopposed throw, that is, his entire ad;usted dice
score_causes casualties.]

Routed units may not fire weapons or advance toward the enemy
from the moment of the rout until after they have been rallied.
Routed units are de d if o
Units which must move off the table to ‘accomplish’ the rout are
automatically destroyed. [:If uard is a to 'a unit which
routs, the guard falls back 3 but 1s in EHEW?BiiuéfiEéwaherwisei:]

Retreat Rules

Retreat Path. The player whose unit falls back or routs must
immediately determine his retreat path. The path selected is always
away from the enemy and within 45 of a reference line. When in
melee contact that line is the perpendlculah to the front face of
the enemy stand. When not in contact, the reference line connects
the nearest point of the retreater to the nearest corner of the
enemy unit causing the retreat. When no particular enemy unit
instigates the retreat the line is constructed from the nearest
point of the retreater to the nearest point of the closest enemy
unit. Once this path has been established by the immediate com-
mander of the retreating unit, all friendly units with a part
‘lying within 6 inches of the retreating massed unit’s path must
check morale. Exceptions are noted above under Whem Required.

(See Figs. 1l1-1 and 11-2)

Blocking a Retreat. Units whose retreat path is blocked by -
other friendly units oblige the blocking units to check morale.

If the blocking unit Stands, a[?B 1 of FB- 2]un1t stops its retreat
upon contact with the blocking unit. A routing unit may not be
blocked, it passes through like a skirmisher formatiom, but the
unit passed must still check morale and will lose its.charge
increment.

Block:d by a Charging Unit. If the retreating unit was charg-
ing and the blocking unit was charging behind it, the retreating
-unit will lose its charge melee dice increment while the blocking
unit retains it. :

Enemy Unit Blocks Retreat. In this case the retreating unit
is automatically destroyed. To pass to the rear, the gap between
unpassable obstacles or blocking units must be at leazst 2 inches

larger than the retreating unit's stand width.

A
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VN : ’ _ Terrain and Obstacles. For all morale retreats, all terrain
BN : penalties such as those for impedimenta, woods, swamps, fording,

‘ and so on are applied to the retreat distance. However, for C.E.
retreats no such penalties are applied. If the retreater must
move off a cliff, into an unfordable stream, or other deadly haz-
ard, the unit is automa:ically destroyed. If however, the retreater
moves to an unpassable obstacle such as an unclimbable wall, ‘it
is dissolved and lost for the game. A retreat path less than the
‘width of the retreating unit prevents its passage.

[Both Sides Retreat. If both opposing units in melee must

FB-1 or FB-2 opposed throws are taken against both:l
' [Final Dice Throw. On the dice throw which destroys the last
enemy stand in the melee, the winner does not check morale:]

Attacks Against Retreated Units. '

1. FB-1, or FB-2 Units. If a unit falls back due to morale
and is attacked on the retreat turn or—any later turn before rallying
~is complete, it requires another morale check. It must at least
"FB-1 if in a FB-l state or FB-2 if in a FB-2 state. However, it
may FB-2 or Rout if so indicated by the morale dice score. The

attacker takes an cpposed or unopposed throw according to which -
‘retreat is made. One full turn without melee is required to :
rally the unit back to full powers. . : '

o o 2. Routed Units. Routed units are completely destroyed if

- meleed by cavalry. If meleed by infantry, they rout again with the
winner taking an unopposed throw.

“>r . Voluntary Retreat

An attacker (or charging unit) may voluntarily retreat from a

- melee any time. Alsolf a_defender may voluntarily retreat if he has

not moved that turn. [ Any time after the first palos LQgs fhe retreater
rolls an additlonal morale cmeck and if the unit passes it may fall.
back one move and zacg the gnemz.] If an attacker makes a vquntary

retreat, the defender is allowed anm opposed throw. Next turn, it may
take any action except the charge or attack. The turn after, full
pOWers are Testored. ORIy One voluntary retreat per unit is allowed
per turn and an infantry square may not voluntarily retreat.

Rallying

Routed Units. On a turn following a morale rout the unit
may be rallied. A flag (Command Stand) or the command figure
representing a player whose game rank is field grade or higher
and who commands more than one basic unit, is required to rally
a routed unit. The routed unit may move toward the flag or command

© figure but it may not move closer to the enemy to do so. One turn
without melee is required to rally. Rallied units have full powers
restored.after the rallying turn. '

Morale Fall Back Units. Units which fail morale check and
£a1l back one or two moves do not have to be rallied by a flag or
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command figure. However, they must remain one full turn in the
fall back state without melee or movement toward the enemy before
full capabilities are restored. Cossacks do not have to remain
in a FB~l state but return to full capability immediately on the
next turn. . _ , : : :

Combat Effectiveness Retreats

: When Checked. Combat Effectiveness (C.E.) must be checked for
any battalion, squadron, militia battery or other designated C.E.
unit which falls to % or less of its original strength by means of
"~ fire (Small arms, artillery, and explosive charges). A unit which
is charging or attacking is checked for C.E. at or below 1/3 strength.
Units 1in constructions or forts (including works) do not chec WK,
Melee Losses. To require a C.E. check the unit must be reduced
by fire, but if a unit already reduced below the C.E. check point by
melee is reduced one or more figures by fire, a C.E. check is required.
C.E. -Checks During the Turn. C.E. is checked if required
after each instance of artillery fire, small arms fire, or explosion
or fire (e.g., burning house). A check is made after each level of
superior weapons fire and for pass through fire before the rest of
small arms fire, if applicable. The results of the C.E. check are °
carried out before other fire or steps take place.
' One Check. Each unit need only check C.E. once during a game.

Basic C.E. Unit

. The basic units which check are usually infantry battalions,
cavalry squadrons, and militia batteries. Cavalry operating in
multisquadron size units up to historical full regiments may check
as one unit. Attached player figures are part of the C.E. unit as
are command stands. Exceptions are multibattalicn formations
where the battalion remains the C.E. check unit. Units detached
into building do not count as part of the "original strength.”
When multisquadron cavalry formations break up to maneuver in
smaller units the smaller units become the C.E. unit. If recombined,
the C.E. count reverts to the reformed unit. (See Provisional Unit
pg 5-1 for C.E. effect on that unit)

C.E. Check Procedure

To perform a C.E. check, one die is rolled for each unit.

Score Result

1,2 Unit Stands. Will not check C.E. again. Will be
permitted to fight until last figure is dead.

3,4 _ Fall Back 2. Movement is the same as for a morale

FB-2 except no terrain penalties are applied and
passed units do not have to check morale.
5,6 -Rout. Units routs off the table. By-passed units
must check morale. Unit is lost and may not be rallied.

116
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cations to the required die score for results. C.E. retreat procedures

After FB-2

|

g

Note: See the individual Unit Capabilities Chapfers for modifi-

given here apply to militia artillery except as listed in Ch 4.

—_

jcheyer is farther. The unit then remains there in a morale type
FB-2 state until a provisional unit can be formed. A unit with a
TB-2 which carries it off the table is destroyed. (See Ch 5 for

Provisional Units.)

e




-_Chapter.12. Marking Maps or Writing Orders

‘ Generall

The first step of each turn is for each field commander to _
mark his side's map or write orders for his units. All operations
and other actions of the units must be ordered, except small arms
and artillery fire. However, artillery's "Held Canister' must be
ordered. In this text "ordered" means that the action was marked
on the map or an order was written.

Once play for the turn has begun, (with step 2 Artillery Fir-

’ ing) orders may not be changed. All ordered actions must be

carried out if they are legal. Units which receive no orders must
stand but may fire as noted above. Units with illegal orders must
stand. , :

There is no time limit for writing orders but one may be set

'_in the game conditions. For example: Orders writing starts simul-

taneously for both sides and no player or side has a right to be

. in the room alome. The first side finished may call time on the

opponents. Then the opponents have exactly 5 minutes to complete
orders and the side calling time may not make any changes in their
own orders. ~ '

Map marking is preferable to writing orders since movement by
arrows on a map is much less ambiguous than a verbal explanationm.
However, since maps of suitable scale require special facilities
to reproduce, written orders are frequently used. Orders can be
made clearer if a small diagram of the intended movement is drawn.

Suggested symbols for map marking or orders writing are
later in this chapter. Acceptance of abbreviations and
symbols is up to the group playing but in any case, they should
be clear and unambiguous.

. Orders Requireﬁents

Unit Designation. Obviously, the unit's type and numbering
or name must be noted. ‘
Movement. Direction or path and distance or objective must

_be stated.

, Charges. The direction or path is specified or.else the tar-
get unit named. To be eligible for the breakthrough bonus, Break-
through (BT) must be ordered. : o

Formation and Facing. The unit's formation at set-on must
be specified and all subsequent changes and facings. Formation
changes and facings which require a key company or stand must
have that key noted.. .
- Firing. Only artillery's Held Canister need be specified.
Fall Back or Fire and Fall Back. The distance must be noted.
Charge if Charged to Support. A specific unit to be supported

nay be listed.

12-1
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Forming a Multibattalion Square. Each battalien may be ordered
into position independently so the resulting formation is a square or

‘each battalion may receive the order "Form Square with..." followed

by a list of the other uaits in the square.
Sapper Orders. All sapper activities must be ordered. The
location and facing of the works, bridge, etc. must be noted. :
 Detachment and Merging. Detachment, attachment, and the forma-.
tion of a provisional unit must be ordered. Prov151onal units,

once formed, are ordered as one unit.

Rallging ‘The unit being rallied and the officer figure, if
applicable, or command stand doing the rallying must be so ordered,

Special Actions. Infantry may perform special actions in
which case they are ordered. For example: Enter house,; remove
abatis, lay plank across trench, etc. ' o

Special Operations

In many cases, the rules do not specify whether an action
constitutes an operation or not. For example, infantry climbing
a ladder to scale a wail. 1In these cases, it is the game de51gners
respon51bility to write a rule to cover the instance. :

e

- Map Marking and Orders Abbreviations

Here are a list of abbreviations which you may find useful for

i writlng orders or marking maps.

Formation of Change of Formation.

LNL (Form) 1 rank ) SQ (Form) square
LN2 (Form) 2 ranks SK (Form) as skirmishers
~ LN3 ‘(Form) 3 ranks UM Unlimber
-COL (Form) single column LIM Limber
' COL2 (Form) double column MLF Move, Limber, Fire for Hs Aty
: : FLM Fire, Limber, Move, for Hs Aty
Facing.
- Lf Teft Face (90° rotation)
- Af . About Face (188 rotation)
L_»Rf Pight Face (90" rotation)
Movement.
M 9" ' Move 9 inches
W o Wheel ° . : ;
_ RW 45 Right Wheel 45 ,
CH Charge
CH+BT Charge and Breakthrough
A - Attack

-~
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e - CH+BT,
~i;“\ Life Gds
- Cic
F+FB3"
FB
F+CH
Fire.
HC

Charge the Life Guards and Breakthrough.

Charge if Charged

Charge any unit which charges the 3/40.

charged to support the 3/40)

'~ Fire and Fall Back 3 inches

Fall Back
Fire and Charge.

Hold Canister

Sapper Operatiomns.

B WKS Build Breastworks
Set Ch Set Charge

Sample Map Moves and Written Orders.

Map Marking Written Order
- with diagram.
9"v l__l/ .. ‘_ Mglf
P ;
5
. s : Mé,,T
e | . sQ.
_— - éH+BT along
l—\—‘ﬁ CH + BT > road
.\_—-——//
G . Det 4th Co |
;2.T et M house, ent]
th/
s COL M 12"
con

e

B WKS

(Charge if

~— v osmammen

Méanihg

Move 9 inchés along
path as shown. ° :

Move 6" forward and
form Square

Charge down road
and breakthrough.

Detach 4th Co which
moves to house and
enters.

Battalion forms column
and moves 12" on road

Sapper builds segment
of works facing as
shown

-t
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Chapter 13. Sappers

Formations Permitted

Equivalent Names and Purchase Points.

_ Line sappers cost 3 points per figure and guard 4. They are
variously designated as sappers, engineers, pioneers, and ganie
in different armies. All these units are regarded as sappers.
The number of sappers permitted on a side may be limited by the game
desgigner.

>

Sappers operaté as individual stands but may be massed, Mas-
sed sappers are permitted colummn, line, oblique, square, and may
break down into skirmisher formatiom.

Movement and Operations

Sappers usually operate in single skirmisher stands in which

case they have a maximum of three operations per turn. They are

any unlike three of Move, Face or Change Formation, and Fire.

Any building or constructing takes the whole turn. Sappers may not

move, fire, or melee on any turn they build, set charges, or light

grenades. Massed sappers are allowed two unlike operations per turn.
Basic Movement Allowances.

Formation Line Column Line Column Road - Skirmisher
: Charge Charge Col Overland Road

Distance 6" g" 9" 12" 12" g 12"

Effect of Terrain on Movement. Effect of terrain on move-

‘ment depends on formation (See Ch 6).

Small Arms Fire

Sappers fire muskets with a +1 volley fire adjustment. Musket
fire is adjusted as depicted in Ch 9. :

Operating Artillery

Sapﬁers may operate artillery. The sapper is the equal of the

- artilleryman in all artillery operation.

Charge and Melee Dice Adjustments

Massed sappers have the same adjustments as Gremadiers.. (See

. Ch's 17 and 10.) Melee vulnerability is 2 for line amd 3 for Guard

and armored sappers. Individual sappers in the open are treated
like infantry skirmishers if attacked, that is, they are automatically
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wiped out by an attacking massed unit but may fire muskets prior
to contact. (See Ch 10 for melee procedures and dice adjustments
and Ch 8 for Massed Units Contacting Infantry Skirmishers in the

Open.) :

Mbrale Cast Reéults

Double Dice Score . Result . i
_ ‘ ] .
5 or larger Stand Note: See Ch 11 for proced-
4 FB-1 ures. E
3 - FB-2 ; ‘ :
2 . Rout : ‘

C.E. Check

Massed sappers have the same C.E. check proéedﬁre and die
score adjustments as line infantry. (See Ch's 15 and 11 for
adjustments and procedures.) Skirmisher sappers do not check C.E.

Sapper Charges

Procedure. Sappers may set charges to destroy houses, bridges,
fortifications, etc. Setting of charges must be announced, but .
not pointed out by the player whose sappers are setting them. N

- Sapper chargss go off the turn after set during the Sapper Charges

Explode Step. Any unit may snuff out a sapper charge by contacting
it. Snuffing does not have to be ordered; the player snuffing sim-
ply declares the fact. .
' " Effects of Sapper charges. The sapper charge burst circle is
4 inches in diameter. All constructions and equipment are destroyed
and all troops and horses killed within the burst; they are not
subject to saving throws. A sapper charge may be used to blow a
hole in the wall of a building or other conmstruction. This is
called a breech and infantry may enter through it. The game designer
must specify if walls are not breechable.

Supply of Charges. Each sapper figure starts out with onme

. charge per game day. Extra charges may be carried by a supply

wagon or arcillery caisson. The sapper must move to and stop
at the wagon to get another charge.

Bridges

Sapper may build bridges. The number of turnms required is

- determined by rolling two dice and dividing the score by the number

of sappers working. A fraction left over requires a whole turn.
The game designer may use a similar rule or any other one of his

-own devising for other such large projects.

~

13-2

{

\



O~

!
: ‘ |
NUMBER INDICATES
" . TURMN AFTER SETTING.
' AREA :15 BURNED oUT
AT END OF GENERAL
MOVEMENT STEF.

|
4 .

; . o - 5 ToTaL
L - | WiDTH

WiNnp DiRECTION

STARTING

b Po1uT
D g .
) . : FIRE GROwS 2 INCHES PER TURN DOWNWIND, INC-
' "REAS\NG ITS TOTAL WIDTH 2 INCHES PER TURN.
FIRE STOPSs WHEN 1T RUNS OUT OF WOODS,
PBurniNne WooODS
Fiae. 13-1
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. by the sapper Charges Explode Step are killed.

i
!
i
i
!
i
}
!

Setting Fires

- Sappers may set fire to woods and other combustible objects.
Fires are also staried by two howitzer hits or a rocket hit.

Woods on Fire. Only in weather condition #2 may woods be
burned. The fire destroys a square 2 inches on a side on the turn
after setting. Then the fire spreads downwind 2 iaches per turn and
grows wider 2 inches per turn. (See Fig. 13-1)

Buildings and Other Flammable Comstructions. Flammable build-
ings and constructions burn down on the turn after set. However,
the game designer must specify the flammability of constructions
other than wooden houses. :

Smoke. Smoke extends downwind in weather condition #2. . It
drifts 12 inches and stays in place for the three turns after the
fire is set. No visibility through the smoke is ailowed. In other
weather conditions it goes straight up or disperses and does not
affect visibility. i

Casualties. Figures remaining in burning woods. or buildings

it
Siege Rules o i
, _ i

Defensive constructions and grenades are not allowed unless

the game designer invokes them in the game conditions. He may

invoke both by declaring that "Siege Rules" are in effect.

"Siege Rules" also include permission to purchase siege guns and

mortars. '

Defensive Constructions

When allowed in the game conditions, the sapper may also:

1. Build a 3-inch segment of works, abatis, saps, trench,
or a flooded pit.

2. Mine (Tunnel) 1 inch per sapper per turn.

3. Remove one 3-inch segment of abatis per tmrn, per sapper.

‘Players whose sappers are constructing works, abatis, trenches,

pits, or saps must point out and announce that fact during the turn.
Sapper constructions are considered complete at the zmd of the turn
and a model of the item is placed on the table withim I inch of the
sapper. Units receive no protection or other effect from items under
construction during the turn.

Grenades

When permitted by the designer in the game comdiitions sap-
pers may light and throw grenades. Throwing range iz 1 1/16 inches
with a 2-inch diameter burst circle. A die is throwe for each fig-
ure in the burst. Die throws of 4, 5, and 6 kill figunres. The
horse artillery effects table is used for effects on ebjects. The
grenade must be lighted on the turn before it is thrown. To light,
the sapper must not move, fire, melee, or get killed. Grenades may .
be snuffed out on the turn they are lighted by any oggosing unit.

13-4
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- Chapter l4., Miscellaneous Procedures f

- Entering the Table

. 1. A player entering his troops onto. the table must, prior
to map marking, inform any opposing player who has troops within
12 inches of the entry point. He must tell his opponent the num-
ber of entering troops, whether there is any cavalry but not the
identity of the units.

2. Troops entering at a road or specified entry point may
not be blocked by placing opposing units near that point.

3. No unit entering the table penetrating 9 inches or less
from the edge, may be charged or attacked on the entering turnm.

4. No unit may charge onto the table.

5. Contact betwesen entering units and enemy unit will
cause a moot melee.

|

. {

Capture occurs when the artillery or wagon créw are all dead

‘and the capturers' stand with iive figures is touching. Possession
is effective immediately upon completion of the turn. The captured
cannon and/or limbers (wagons, etc.) may be used if appropriately
manned. The ammunition supply consists of whatever rounds remain
from the original players firing. The game designer may call for

r Capture of Artillery, Wagons, and Other Equipment

‘ a C.E. point award for capture of artillery.

I Removal of Fquipment

1. Cannon, limbers, and other equipment are removed from
the table when destroyed by fire or explosion as noted elsewhere.
2. A cannon or limber may be removed by the player in

possession if its companion piece has already been destroyed.

. Ammunition Resupply

Cannon ammunition is resupplied overnight if the game includes
a night turn. '

Commander Killed

off the Eable eing attached tc a unit which retreats off
the table, then all units under his commana must check morale. —

Divulging C.E. Units

\\‘.-‘¥A.p1ayer must divulge his C.E. unit upon his opponents

14-1
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request. This condition is especially important for cavalry which
may operate in multisquadron formations and Austrian Light Infantry
- operating in divisions of two companies.

Weather Roll

If a weather roll has been specified in the game conditioms,
after the troop rosters are set, but before set-om, the host will
roll one die for weather determination. A 1, 2, 3, or 4 prescribes
perfect weather; no modification of the rules is required. A roll
of 5 or 6 requires an additional roll to determine the weather con-
dition and affect on the rules. The die score with the corresponding
weather conditions and effects on rules follow.

1. Bright Windiess Day. No gunsmoke dispersicn. Smoke from
fire goes straight up. No CiC orders or other conditional moves
and no pass through fire are allowed. Charges are continued to the
end of normal movement if contact cannot be made. (No stop at 6 inches)

2. Light Wind. Cast one more die: 1, 2 wind from north;

3, 4 wind from west; 5 wind from south; 6 wind fren east. " Smoke

from fires drifts 12 inches downwind and stays for 3 full turns.

Smoke from small arms fire stays in place until end of following

turn. There is no visibility through smoke, however, defenders

get to fire small arms before melee as usual. No pass through fire
or superior weapens fire is permitted unless the target can be seen.
The conditional Charge if Charged type order is only allowed if the
defender can see the attacker over 6 inches away. During night moves,
night visibility rules supersede smoke rules. Woods may be burned

in a light wind.

- 3. Dark Hazy Windy Day (Summer) or Falllng Saow (Winter).
Reduced visibility to 24 inches for all units except line Hussars
which have 36-inch visibility. Any massed formatiom or skirmisher -
screen, screens troops behind from being seen.

4. Rain. Procedure: Before each turn, the host will cast one
die. A score of 1,2, 3, or 4 gives perfect weather. A score of
5 starts Light Rain and 6 Rain. After Light Rain has started the
next 6 will cause Rain. Rain continues until the hest casts another
(2d) 6. Then the rain stops and the ground is sofr as in.weather
condition 6. When a third 6 is cast the ground becomes hard.

Effects of Rain. In Light Rain small arms fire outside of
roofed constructions requires a -2 increment. No other effects
occur. In Rain small arms may not be fired outside of roofed
constructions. After After Rain water (rivers, swamps, etc.) is
impassabie. For hard ground the water obstacles become passable
again. ‘

‘ >. Fog. Game starts in fog. Visibility within the fog is
12 inches. Units raised one or more contours above the table level
have a normal 36-inch visibility into other raised areas, but only
12 inches into fogged areas. Host casts one die each turn after the
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first. The fog dissipates upon a cast of 6.

6. Soft Ground. No cavalry charge move distance or melee
dice increment. No breakthrough bonus. Artillery moves % max.
distance off roads. Artillery high ball stops at the center of the-
second red segment. Ths howitzer burst. circle is reduced to 2 °
inches in diameter. ' :

'

Searching Guerillas i

t
!

Troops within 6 inches of a civilian figure at the end of
General Movement may request that the civilian figures come to
the troops to be searched. The non-guerilla civilians must report
to the troops. Refusal constitutes positive indentification as
a guerilla. The guerilla may instead report to the military unit
in which case a melee automatically ensues when the guerilla stand
touches the military. It is a moot melee. Civilian figures must
continue to obey the last order given them until given another by a
military unit.

Firing on Civilians

Civilians used as shields may be fired upon and killed with
no adverse effect on the firer. However, in other circumstances
if a civilian figure is killed accidentally or intentionally the
opponent of the killer gets a free guerilla figure which may enter
at any point cn the edge of the table on the following turn.

Unit or Figure Leaving Table Top

(Any unit or figure which leaves the table top voluntarily or
otherwise is automatically lost for the remainder of the game.

Free Artillery Shot for Interference

This interference rule applies unless it is modified by the

 designer in the game conditions. Small arms targetimg, retreat

paths, charge and breakthrough decisions and all such tactical
decisions shculd be left to the immediate player commander of the
unit in question. During steps 2 through 5 interference, helpful
suggestions and sc on from the other players or evem from the
player's owr commander can be penalized by allowing the interferers
opponent a free artillery shot during the Artillery Fire Step of
the next turun. .

a
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PART II. UNIT CAPABILITIES
Chapter 15. Line Infantry

EQgivalent Names and Purchase Points

Nationality Unit Name. No Figs. Unit Purchase
: Points
Austria Fusilier Bn 60 60
Britain Foot or Line Bn 33 33
France Ligne Bn 36 36%*
Prussia Musketeer Bn 32 32¢ -
Russia Musketeer Bn or : ﬁ
Infantry Bn 20 - 20¢¢

* Includes regimental command stand of 3 figures. Most
British regiments fielded only one battalion. in a theater of war.

Fencibles and King's German Legion (KGL) are rated as line infantry.

** Includes Voltigeur and Grenadier companies at ome point
per figure when a full regiment is purchased. The 3 figure command
stand is purchased for 3 points with the whole reg't.

¢ One Prussian Fusilier battalion may be purchased at one
point per figure for every regiment (2 Bn) of Musketeers. (See Ch 16
for Fus111er battalions)

¢¢ Also includes grenadiers and schutzen at one point per
figure. For every line musketeer regiment (2 Bn) purchased, one
line Jaeger battalion may be purchased for one point per figure.
Also each Brigade (2 Reg'ts of musketeers) is allowed an extra
combined grenadier battalion at one point per figure.

Formations Permitted

Formations permitted, llne infantry are column, llne, square,
oblique, and ordre mixte. Battalions which contain light infantry
such as French Voltigeurs and British Light Companies, can detach
and operate them as light infantry. Austrian Fusilier battalioms
may fcrm square or may for into a double cclumn called a “bataiilon-
masse' which. is treated as a square for repelling cavalry. However,
the bataillonmasse fires forward only and may be enfiladed by small
arms fire just as a regular double column. (See Ch 10 for further
details on the Bataillonmasse)

Movement and Operations‘

A maximum of two operations per turn are permitted. They are -
any unlike pair of Face or Change Formaticn, Mcve, or Fire. Russian
line infantry may make only one operation per turn but retain that
one operation when other infantry are reduced to one by terrain. (e.g.,
woods) .




Basic Movement Allowances

s Formation Line Line Col Col Road
' E Charge Charge Col

Distance - 6" 9" 9" 12" 12"

Effect of Térrain on Movement. (See Ch 6)

Sﬁall Arms Fire

i

!.

| i n
Fire is by volley except that light infantry detached from

the parent line battalion may fire as skirmishers when in skirmisher

formatiorn. ’
Small Arms Die Score Adjustments for Eliteness '

|
: - o ! .
" Type Unit . _ Adjustment Per Cast
1., Elites in British line battalioms. _ +2

2. Elites in other nations' line battalions R 5 |

and center companies of British line battalioms. '
Elites are grenadiers and light infantry. Line infantzy

‘ behind breastworks and other formal fortifications may have their

\_ stands conform the line of the works and still fire volleys.
\ (See Ch 9 for terrain and other situational adjustments to the die
- . score.) ’ '

Charge and Melee Dice Score Adjustments

i -Circumstance ) - Attacker Die
: Score Adjustment
1. French or Prussian column charge. +1
, 2. Line charge and other natione column 0
charge. ‘
Cﬁ 15-2




Melee vulnerability of line infantry is 1. Vulnerability of
C‘* attached guards or grenadiers remains that of their type. The
X vulnerability, charge increment, and morale of the command stand
figures is the same as the rest of the unit except for some national-
ities. In British, French and Bavarian line infantry regiments,
the command stand figures have the characteristics of grenadiers.
(For terrain dice increments see Ch. 10)

Morale Cast Results

T™wo dice score Result

7 or larger Stand
6 FB-1
5 FB=2

4 or lower Rout

Morale Dice Score Adjustments.

Circumstance Dice Score
Adjustment
1. British Kilted Highlanders with grenadiers +2
attached.
2. British Kilted Highlanders Without attached +1

grenadiers,other line units with attached grenadiers,
or other line units within © inches of a guard or
- grenadier unit which’"does not fall back that turn.
( : 3, Iine units without attached guards or grenadiers -1
" but a guard or grenadier unit within 6 inches falls
back or routs that turn.

Adjustments to C.E. Check Die Score

The die score is improved by one point (i.e., a 5
becomes a 4) if:

1. The unit is Russian infantry, or

2. The personal command figure of a player with game rank
of field grade or higher and who commands at least two basic
units is attached.

11)Above adjustments are not additive. (See C.E. Check Procedures

Ch. _
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Chapter 16. Light Infantry

Equivalent Names and Purchase Points

Nationality Unit Name No Figs. Tnit Purchase

: : - Points
Austria Jaeger Bn 36 72%
Britain Light Infantry Bn 44 88%*

Rifle Ba 24 48%%%
France - Légere Bn . 36 72¢
Prussia Jaeger Bn 24 48

Fusilier Bn 24 48¢¢
Russia Jaeger Bn 16 16¢ce

Jaeger-Grenadier Bn 16 - 328

* May be purchased and operated in divisions of two
companies. ’

** Includes command stand of 4 figures. :

*%* Some Rifle battalions had 10 companies and therefore,
cost 60 points. (Example: 5/60 Rifles) - i

¢ Includes Carabinier and elite Voltigeur at 2 points
per figure. : : v

¢¢ Prussian Fusiliers may be purchased at one point per figure
if one battalion is purchased for every full line regiment (2 Bn).

¢¢¢ Jaeger battalions cost 1 point per figure when purchased

- with one line regiment (2 Bn) but cost 2 points per figure otherwise.

$ Jaeger-Grenmadier battalionms may only be purchased with 2
permanent grenadier regiment (2 Bn). For every Regiment of grenadiers
one battalion of Jaeger-Grenadiers may be purchaseé for 2 points
per figure. They operate as light infantry. . '

All rules which apply to light infantry apply to light com-
panies detached from parent line battalions. Dismounted dragoons
act as light infantry. Dismounted American Indians act as French
elite Voltigeurs.

Formations Permitted

Light infantry may form column, line, square, oblique, ordre
mixte, and skirmisher, except Russian line Jaegers which may not
deploy as skirmisher. However, elite companies of Russian Jaegers
may skirmish.

Movement and Operationms

A maximum of three operations are permitted per turn. They
are Face or Change Formation, Move, or Fire.
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Basic Movement Allowance.

o

- i
- ey

Formaticn Line Line Col Col Road Skirmisher
. Charge Charge Col .
Max. Distance 6" 9"- g"  12¢ 8" 12"

Effect of Terrain on Movement. Effects depend on formation.
See Ch 6 for effects on massed or skirmisher formatioms.

Exceptions to these penalties are French Légere Voltigeurs
arnd Russian Schutzen-Jaegers which are not impeded and move at full

. speed through #5 Woods, #6 or #7 Swamps and passing contours uphill.

Small Arms Fire

Volley Fire. Light infantry in massed formation fire volleys,
with an increment of +1 per cast. British light infantry in a line
battalion get a +2 increment. Dice score adjustments as listed in
Ch 9 for volley 211 apply. . . .

Skirmisher Fire. Skirmisher fire is described in Ch 9.

Charge and Melee Dice Score Adjustments:

'light company have a melee vulnerability of 2. Melee vulnerability
- of command figures in the units mentioned above are also 2. '

" All melee dice score adjustments for light infantry are the
same as those for line infantry. (See Ch's 10 and 15) Melee vul-
nerability is 1, except for some elites. French light infantry » '
Carabinier, Russian Jaeger-Grenadiers, and the British Fusilier

vz

Morale Cast Results

Double Dice Scofe Result

6 or larger Stand Notes: Morale cast results are

5 FB-1 not adjusted for the presence or
4 FB-2 attachment of elites. The French
3o0r 2 Rout Carabinier, Russian Jaeger-Grenadiers,

and British Fusilier )
Lights have a Grenadier morale rating. This rating applies when these
figures are detached and considered separately for morale checks.

Adjustments to C.E. Check Die Score

Same as for line infantry. See Ch 15 for adjustments and
Ch 11 for procedures. :

British Rifles

Rifles are fired only every other turn. British Rifle
units are allowed one forced march per game day. (See Ch 6)

16-2
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Chapter 17. Grenadiers-:

Equivalent Names and Purchase Points

Nationality Unit Name No Figs. Unit Purchase
e : Points

Austria Grenadier Bn* 24 48
Britain Fusilier Bn** 33 : 66

- Marine Co. ¢ ¢
France Grenadiers *% *%
Prussia Grenadier Bn* -32 : 64
Russia . Grenadier Bn¥* 20 40

*  Austrian and Prussian line grenadiers are converged
battalions from their parent line infantry battalions.- Two
companies of grenadiers may be purchased for 1 point per figure
for every 2 Bn line infantry regiment; otherwise they cost
2 points per figure. _

** A player may also .converge grenadiers from line infantry
regiments if the converged unit existed historically. (See NAO)

¢ British Marines cost 2 points per figure and are purchased
and operated in 3-figure companies or larger units up to line
battalion size. They have British line infantry organization.

Formations Permitted

Formations permitted, grenadiers are column, Yine, oblique,
ordre mixte, and square. British Fusilier light companies may
detach and assume skirmisher formation. Austrian grenadiers may
assume the "Bataillonsmasse" formation. (See Ch 15 and 10 for the
characteristics of the Bataillonsmasse.) ' ' :

Movement and Operations

A maximum of two operations are permitted per turn. They

- are any unlike pair of Face or Change Formation, Move, and Fire.

Basic Movement Allowance. Movement allowances zre the same
as line infantry. (See Ch 15) Hungarian grenadiers are allowed
one forced march per game day.

Effect of Terrain on Movement. {See Ch 6)

Small Arms Fire.

Small arms fire is by volley. A4ll volley fire rules which
apply to line infantry apply to grenadiers, except the volley fire
increment is +1. An exception is grenadiers in a British line
battalion which have an increment of +2. (See Ch 9 for Small Arms
Dice Score Adjustments)
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Charge and ﬁelee Dice Adjustments

Circumstance : - Attacker Dice A

' ' Score Adjustment
1. French or Prussian column charge. 42 ’
2. Line charge of all nationalities and +1

the column charge of all nationalities except
French or Prussian.

‘Grenadier melee vulnerablllty is 2. Other dice adjustments
are in Ch 10.

- i

Morale Cast Results ' o

Double Dice Score Result

5 or larger " Stand Note: No adjustment is made for
4 . FB~1 the presence or attachment of
3 FB-2 Guards.
2 . . Rout

Adjﬁstments to C.E. Check Die Score

The die score is improved by one point (i.e., a 5 becomes a

1. The unit is Austrian (German) Grenadiers.

2. The unit is Oudinot's (French) converged grenadiers.
3. The unit has attached the personal command figure of a
player with game rank of at least field grade who commands at
least two basic units. -

(See Ch 11 for procedures)
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s ' Chapter 18. Light Guard Infantry

- g Equivalent Names and Purchase Points - S T
Nationality Unit Name No Figs.  Unit Purchase
: Points ‘

France Light Guard Bn* 36% 108
Guard Marine Crew 6 - 118

Prussia Guard Fusilier Bn 32 : 9% .
= : Guard Jaeger Bn. - 24 172
Guard Schutzen Bn 24 E 72

- Russia Guard Jaeger Bn 24 - 72
Guard Marine Bn 24 : 72
Finland Jaeger Bn 24 - 72

* The 36 figures represent a common organization for a
Light Guard infantry battalion with a 4-figure regimental command
stand. However, there are several possible organizational patterns.
The designations Young Guard and 01d Guard represented a seniority
system rather than tactical training and some of both Young and 014
Guard units were trained as Light Guard. See NAO to determine
which French Imperial Guard Units have light guard capability.

Notes: British Heavy Foot Guard Light Companies are rated as
‘Light Guard. Dismounted Guard Dragoons operate as Light Guard.

Formations Permitted

:'. . ,.‘/ : - . ’ . ) A .
Q*“\ Formations permitted are column, line, square, oblique,
ordre mixte, and skirmisher. '

Movement and Operations

A maximum of three operations are permitted per turn. They
are Face or Change Formation, Move, and Fire.

Basic Movement Allowance. The movement allowances are the
same as for Light Infantry. (See Ch 16) Light Guard units are allowed
one forced march per game day. :

Effect of Terrain on Movement. {See Ch 6)

Small Arms Fire

Volley Fire. Light Guard Infantry in massed formation fire
volleys with an increment of +1 per cast. Dice score adjustments
as listed in Ch 9 for volley fire all apply.

Skirmisher Fire. Skirmisher fire is described in Ch 9.




7

Charge and Melee Dice Score Adjustments

///_\‘

Circumstance Attacker Dice
Score Adjustment

1. TFrench and Prussian column charge. +2

2., ILine charge of all nationalities +1

and the column charge of all nationalities

except French or Prussian,
Melee vulnerability is 2. See Ch 10 for further melee dice

score adjustments.

Morale Cast Results

Double Dice Score Result

4 or larger Stand Note: This morale table
3 FB-1 applies to guard units.
2 FB-2

Adjustments to C.E. Check Die Score

In two cases the die score is improved by one point (i.e., &

5 becomes a 4):
1, The sides' commander-in-chief who has game rank of at 1east

general is present on the table,or

2. The personal command figure of a player of at least
field grade game rank and who commands at least two basic units is
attached.

See Ch 11 for procedure.
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Chapter 19. Heavy Guard infantry

EquiValent Names and Purchase Points

Nationality Unit Name No Figs. Unit Purchase
e : Points.
Britain Foot Guards 44 132
France Grenadiers a Pied 36% 108
Chasseurs a Pied 36%* 108
Fusilier Grenadiers 2%3* 81
Prussia Guard Grenadiers. 32 96
Russia _ Imperial Guard 24¢ 72

* The battalion's figure count includes a 4-man command
stand. The second battalion has 32 figures.

%% This battalion's figures include a 3-man command stand.
The second and third battalions have 24 figures. ;

¢ Some Imperial Guard units are rated as Light Guard. (See-
Ch 18 for capabilities.) The Russians advanced regular line units
to Guard status for outstanding field performance.. For example:
the Pavlov Grenadiers became Heavy Guard Infantry after 1813.
For specific Guard units see NAO. o '

Formations Permitted

Formations permitted, heavy guard infantry are column, line,
oblique, ordre mixte, and square. Units which contain light infantry
companies such as British Foot Guards may detach them and operate
them as Light Guard Infantry.

Movement and Operations

A maximum of two operations per turn are permitted. They are
any unlike pair of Face or Change Formation, Move, and Fire.
Basic Movement Allowances.

Fofmation Line Line Col Road Col

Charge Col Charge

Distance 6" ,.9" g" . 18" 12"

. A1l guard units may perform one forced march per game day.
Effect of Terrain on Movement. (See Ch 6)

S/




Small Arms Fire

Fire is by volley and all small arms dice score adJustments

- in Ch 9 apply. Volley fire dice increment is +2.

Charge and Melee Dice Score Adjustments

Circumstance ' Attacker Dice

Score Adjustment
l. French and Prussian column charge. +3
2. Line charge of all nationalities and +2

column charge of all nationalltles except French
or Prussian. :
3. Russian Heavy Guard in any formation but not +1
in a charge.
Other increments are covered in Ch 10. Melee vulnerability 3.

Morale Cast Results

Double che Score Result

4 or larger Stand
3. - FB-1
2 ¥B-2

Adjustments to C.E. Check Die Score

In two cases the die score is 1mproved by one p01nt (i. e., a 5
becomes a 4):
1. The side's commander-in-chief, who has game rapk of at least

general, is present on the table, or

- 2. The personal command figure of a player of at least field

grade game rank and who commands at least two basic units is attached.

(See Ch 11 for procedures)
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(ft;- : Chaéter 20. Light Horse

Qg, : Names and Purchase Points
Nationality Unit Name - No Figs. Unit Purchase-
, » Points .
Austria Chevauleger Sq 6 C 12
British Light Dragoon Sq* 4 : .8
France Chasseur & Cheval Sq 10 20
Russia Chasseur a Cheval Sq : :
(konno ieguerski) 8 ' 16

* Light Dragoons do not operate dismounted. Some British
units carrying the name Light Dragoon were.actually Hussars.

Formations Permitted

The formations permitted are column, line, ohlique, and
skirmisher. . o H .
o . -

Movement and Operations }

A maximum of two unlike operations per turn are permitted in
- massed formation. Three are permitted if movement takes place in
skirmisher formation. The possible operations are Face or Change
Formation, Move, and Fire. 7 : T
Basic Movement Allowances. '

) Formation " Line Line Col Recad  Skirmisher
o Charge ' Col L
Distance 24" . 24" 24" 36" 24" -

_ Effect of Terrain on Movement. (See Ch 6é for effects on massed
or skirmisher cavalry formationms.)

Small Arms Fire

Small arms fire dice scores are adjvsted as noted in Ch 9.
Fire by Light Horse is diced as volley oR skirmisher fire depending
on the formation. The volley fire increment is 0. Light Horse
fire carbines with a range of 9 inches.

1
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Fire Prior to Melee. Light Horse melee ability is greatly
reduced if they fire their carbines before melee contact with a
massed unit. o

Case 1. If the Light Horse are imn a massed formation, the
charging unit takes an opposed throw and the Light Borse Fall Back 1.
They remain in a morale FB-1 state for the next turn. . :

Case 2. I1f the Light Horse are in skirmisher formation, all
the stands contacted by the charging unit are autcmatically destroyed.

' Case 3. If they are in skirmisher formation and are attacked
by skirmishing infantry, they retain their melee vulnerability of
2 and melee the infantry. - '

oab
. t’yr

Charge and Melee Dice Score Adjustments

Circumstances ' Attacker Dice
_ Score Adjustment
1. Line charge. . | +2

2. Attacking in column, irn skirmisher 0

~ formation, or in non-charging melee.

Notes: When defending infantry is in a thicket hedge, no melee
is allowed. .When in woods, if the cavalry comtacts the infantry while
the infantry is changing formation, (is frozen) no negative increment
is applied to the cavalry. Light Horse melee vulmerability is 2.
Light Horse may not melee infantry squares after the first melee
dice throw unless the square is broken. (See Ch 10.)

Morale Cast Results

" Double Dice Score Result o
' Note: When elite companies
6 or larger Stand of French line Chasseurs &
5 FB-1 Cheval are present in 50 %
4 o FB-2 strength or more in a squadron, -
3, or 2 Rout the morale dice score is raised
one point for that Sq.

Adjustments to C.E. Check Die Scofe

T

The die score is improved 1 point (i.e., a3 bécémes a 4) when
the personal command figure of a player of game ramk of at least
field grade who commands at least two basic units is attached.
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e, Chapter 21. Lancers

Equivalent Names and Purchase Points

Nationality Unit Name No Figs. Unit Purchase °
) Points
Austria Uhlans : 6 12
France Chevauleger 10 20
, Lanciers
Prussia Uhlans 6 12

Russia Uhlans : 8 16"

Formations Permitted Lancers
The formations permitted are columm,’ line and oblique.

Movement and Operations

i
A maximum of two unlike operations per turm are permitted.
They are a pair of Face or Change Formation, or Ebve.‘
Basic Movement Allowzance.

Formation Line Line Col Road
' Charge - Col

Distance 18" 24" 24" 36"

Effect of Terrain on Movement. Lancers operate as massed
cavalry only, and are subject to all the same restrictions as
Light Horse in massed formation. (See Ch 6) Lancars may jump
Fences, Normal Hedges, Trenches, and Works. '

é. : -
M e
e g

i

Small Arms Fire

Lancers do not fire small arms.

Charge and Melee Dice Score Adjustments

Circumstance ' ~ Attacker Dice

: - - ~ Score Adjustment
1. "Initial melee cast of Line charge or attack. Use 3 dice

2. All casts for a line charge +2

3. Attacking in column or non-charging mele=. 0

Lancers may continuously melee an infantry sgmare. A lancer
may claim both the extra dice for lances and enfilzie and use 4 dice
on the first melee toss. Melee vulnerability is 2. (See Ch 10 for
other adjustments) '

- | o - | S



Morale Cast Results

Qb,- Morale cast results are the same as for Light Horse. (See Ch 20)

- Adjustments to C.E. Check Die Score

The adjustments are the same as for Light Horse. (See Ch's
20 and 11)

~ e s e o
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Chapter 22. Cossacks

Purchase Points

-

Units : Nc Figs. Unit Purchase

. Points o
Cossack Company (Non-Guard) 2 3
Guard Cossack Company : 2 -6

Non-Guard Cossacks operate in regiments of 6 Co's .and Guard
Cossacks in regiments of 8 Co's and both have a comnand stand.
The player with Russian forces may purchase Non-Guard Cossacks to
exceed the 1:4 cavalry to infantry ratio without being required
to inform his opponent. However he may not.exceed the 1:3 ratio
in any case.

Formations Perﬁitted

‘ |
Cossacks are permitted column, line, oblique, 'and skirmisher

formation. When operating as skirmishers, single stands may operate

independently.

Mo#ement and Operations

A maximum of two unlike operations per turn are permitted in
massed formation. Three are permitted if movement takes place in
skirmisher formation. The possible operations are Face or Change
Formation or Move. :

Basic Movement Allowances.

Formation Line Line Col Road Skirmisher
' Lance No Lance Col
Distance 18" 24" 24" 38" g4m

Effect of Terrain on Movement. The effects on movement depend

or formation. (See Ch 6)

Small Arms Fire

Cossacks do not fire small arms.

22-1
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Charge and.Melee Dice Score Adjustments

Circumstance

1. First melee toss with lances in massed
formation

2. Line charge -

3. Skirmisher or non—charging melee or!
melee in #1), #2, or #3 Woods. :

4. Melee in #4 Voods.

All the other melee dice adjustments liste

Attacker Dice Score
Adjustment.
Non~Guard Guard

Use 3 Dice

i-l _ +2
|

I e 0
|

.

~2 -1

d in Ch 10, which do

not conflict with this chapter apply. Cossacks with lances may

continuously melee an infantry square. Their me
2. . .

Morale Cast Results

Double Dice Score Result

7 or larger . Stand Note: Coss
6 FB-1 . capability
5 : FB-2 turn and ma

4 or lower Rout after a FBb-

Adjustments to C.E. Check Die Score

The basic table is one point worse for Cos
Die Score Result
1 Stand Note: Die score is

2,3 FB-2 - (1.e., & 4 becomes
4,5,6 Rout figure cf a player

lee vulnerability is

acks return to full
immediately on next
y attack enemy units
1.

sacks.

improved by 1 point
a 3) when the command
of game rank of least

field grade, who commands at least 2

basic units is atta
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'Chapter 23. Eussars : o

Equivalent Names and Purchase Points

Nationality Unit Name ' No Figs. Unit Purchase
_— ' Points '
Austria lussaren : 6 15
Britain Light Dragoons (Hussars)* & 10
France lussards ' 10 25
Prussia Hussaren 6 15
Russia Gousari : g ! 20

' L _
*  British Hussar Reg'ts carried the title of Light Dragoonms.

|

Formations Permitted - |

The Formations permitted are column, line, obliqﬁe, and skirm-
isher. When operating as skirmishers, single stands (companies) may
operate independently. '

'Movement and Operations

In massed formation a maximum of two unlike operations per
turn are permitted. Three are permitted if movement takes place
in skirmisher formation. The operations are Face or Change Formation,
Move, and Fire.
- Basic Movement Allowances

Formation Line Line . Col Road Skirmisher
’ Charge ) Col :
Distance 24" 24" 24" 36" 24"

Effect of Terrain on Movement. The effects depend on formation.
"(See Ch 6)

Small Arms Fire

Hussars fire carbines with a 9-inch range. They fire in
volley or as skirmishers, depending on their formation. The volley
fire incremernt is 0. Dice score adjustments are in Ch 9.

Fire Prior to Melee. The effect is the same as for Light Horse.
(See Ch .20)

Visibility

Hussars may see 36 inches in weather condition #3.
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Charge and HMelee Dice Adjustments

Circumstance Attacker Dice
Score Adjustment
l., Iine charge +2
2. Skirmisher attack in woods or open +1
terrain with enemy in skirmisher formation
3. Attacking in column, target unit not in 0

skirmisher formation,but Hussers skirmishing, and
a non-charging melee.

Hussers take an unopposed throw for melee casualties if
opposing infantry falls back 2. Hussars may not melee infantry
squares after the first cast unless the square is broken. (See
swerve rule Ch 10) Melee vulnerability is 2. See Ch 10 for
other applicable dice score adjustments. Also, the note for
cavalry concerning contact during a formation change applies.
(See Ch 20)

Morale Cast Results

Double Dice Score Result

5 or larger Stand Note; When the elite companies
FB-1 of French Hussars are presant in
3 FB-2 50% strength or more in a squadron
2 Rout the morale dice score is raised one

point for that squadron.

Adjustments to C.E. Check Die Score

The adjustments and procedures are the same as for ILight Horse.
(See Ch 20 and 11) :
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Chapter 24. Dragoons

Names and Purchase Points

Naﬁionality Unit Name NO'Figs, Unit Purchase

Points -
Austria Dragoner Sq 6 12 -
Britain Dragoon Sq 6 12
France Dragon Sq 10 - 20
* Prussia . Dragoner Sq 6 12
Russia Dragounski Sq g 16

‘Note: Guard Drégoons cost 3% points per figure.

Formations Permitted

Mounted dragoons are permitted column, line, and oblique.
Dismounted dragoons are permitted all the formations of Light
Infantry. (See Ch 16) T

Mounted. Mounted dragoons may perform a maximum of two unlike
operations per turn.  The permissible operations are Face or Change
Formation, aund Move. )

Mounting-Dismounting. If Mounting or Dismounting takes place
during a turn a maximum of three operations is allowed. They are
any unlike three of Move (on foot) , Mount, Dismount, Move (on horse-
back), and Fire. Fire must be dismounted and be the last operation
when used. '

Dismounted. Dismounted dragoons act as Light Infantry with
all their capabilities. (See Ch 16) When dismounted one figure
Per company stays with the horses. This figure and the horses with
him may move at dismounted speed. Dragoons may always move dis-

Movement and Operations

mounted leading their horses. (See Dragoon Procedures Ch 6)

Basic Movement Allowances.

Formation Line Line ‘Col Road Dismounted Leading

Charge : Col Horses . . '
Distance 12" 18" 18" 2am ppv

Effect of Terrain on Movement. When mounted all the effects
as listed in Ch 20 for massed units apply. Dismounted Dragoon units
may lead their horses through woods and swamps as follows.

#1135 or #1 Woods. Full Speed.
#2 through #4 Woods and Very Rough Hills. Ealf Speed.




Swall Arms Fire | | - o
Dragoons fire muskets (Range 12") when dismounted only. All
rules which apply to Light Infantry small arms fire apply to dis--
mounted Dragoons. (See Ch's 9, 16 and 19) :
Charge and Melee Dice Score Adjustments
Circumstance (Mounted) i A Attacker Dice
) Score Adjustment
1. Line charge. . +3
2. Column charge, attack, or non-charge melee. _ 0
‘ See Ch 10 for other dice score adjustments. Dragoon melee
vulnerability is 3. Mounted Dragoons may not melee an infantry
square after the first toss unless the square is brokem. Dis-
mounted Dragoons charge and melee as Light infantry. (See Ch's
‘16 and 10) :
Morale Cast Results
- The results are the same as for Lighﬁ Borse. (See Ch 20)
Adjustments to C.E. Check Die Score
The adjustments and procedures are the same-as for Light o ;”u‘

Horse. (See Ch 20 and Ch 11) L : E _ e
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N " Chapter 25. -Unarmored Cuirassiers

Unit Names and Purchase Points

Nationality Unit Name '~ Mo Figs. Unit Purchase
e ' Points

Britain Life Guards*, Horse Guards* 6 21

France . Grenadiers & Cheval* ' 10 35

- - Carabinier before 1810. 10 25

Prussia Kurassiers before 1814. .6 .15

Russia Kyrassi, most before 1813, i8 20

*  Guard Units. See NAO for further line and guard unarmored
cuirassiers. Line units cost 2% points per figure and guard units
3% points per figure. o
Formations Permitted '

The permitted formations are column, line, and oblique.

Movement and Operations

|
\ . A maximum of two operations per turn are permitted. The possible

B .\ ‘ operations are Face or Change Formation and Move.
-\ ' Basic Movement Allowances.
P » , : -
(;, = Formation Line Line Col Col - Road
' : ‘ Charge Charge Col
‘Distance 12" . 18" 18" 18" 24"

Effect of Terrain on Movement. The effects are the same as
for massed Light Horse except unarmored cuirassiers may not jump
- fences, normal hedges, and trenches. (See Ch 6)

Small Arms Fire
Unarm~red cuirassiers do not fire small arms.

Charge and Melee Dice Adjustments

Circumstance . ' Attacker Dice

' B Score Adjustment
1. Column charge or line charge _ +4
2. Attack or non-charge melee. : 0

See Ck 10 for other adjustments. Unarmored Cuirassiers
. may not melee an infantry square unless it is broken on the first

L
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_ melee toss. Unarmored Cuirassiers have a melee vulnerability of é}

They do not receive the charge distance or increment when traveling
on any portion of a four contour or higher hill.

Morale Cést Results

Double Dice Score Result
5 or larger' Stand Note: Guard units use the
4 FB-1 Guard Cavalry results table.
3 FB-2 .
2 : Rout -

Adjustments to C.E. Check Die Score

The adjustments are the same as for Light Horse. See Ch's
20 and 11 for adjustments and procedures. !

|
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Chapter 26. Cuirassiers

Names and Purchase Points

Nationality Unit Name No Figs. Unit Purchase
o ' ' ‘Points '
Austria Kurassier 6 18
France Cuirassier and
Carabinier after 1810 - 10 30
Prussia Kurassier after 1814 6 18
Russia Kyrasi after 1812 8 24

Formations Permitted

Formations permitted Cuirassiers are column, line and oblique.

Movement and Operations

Cuirassiers are permitted two operations per turn. They are
any unlike pair of Face or Change Formation and Move.
Basic Movement Allowances.

Formation Line Line Col Col Road

_ Charge ‘ Charge Col
Distance 12" ig" 18" 18" 25"

Effect of Terrain on Movement. The effects are the same as
for massed Light Horse except Cuirassiers may not jump fences,
normal hedges, and trenches. (See Ch 6)

Small Arms Fire

Cuirassiers do not fire small arms. Cuirassiers are imper-
vious to small arms beyond 6 inches. Austrian Cuirassiers are
small arms proof only in the forward 180  arc of the stand.
Cnirassiers are not protected against canister.

R

Charge and Melee Dice Adjustments

Circumstance Attacker Dice

Score Adjustment
1. Column or line charge. +4
2. Attack or non-charge melee. 0

See Ch 10 for other adjustments. Cuirassiers may not melee

26-1
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infantry squares after the first melee cast unless the square is
broken. Melee vulnerablllty is 4. Fer Austrian Cuirassiers attacked
in the rear 180° of the stand, the vulnerability is 3. Cuirassiers
do not receive the charge distance or increment when travellng or

any position of a four contour or higher hill.

~

Morale Cast Results

i
The results are the same as for unarmored cuirassiers. (See
Ch 25) - )

Adjustments to C.E. Check Die Score

AdJustments and procedures are the same as for Light Horse.
(See Ch's 20 and 11)

e m A e
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Chapter 27. Guard Cavalry

Most Guard cavalry units cost one point more per figure than

‘other units of the same type. However, Guard dragoons cost 3% points

per figure and Guard Cossacks 3 points per figure. All such units
use the Guard morale results table and C.E. Check table. In all
other respects guard units perform according to their type.

Forced Marches

All guard units are allowed one forced march per game day.

Guard Morale Cast Results

Double Dice Score Result
4 or larger Stand

3 FB-1

.2 FB-2

Adjustments to C.E. Check Die Score

In two cases the die score is improved by one point (i.e., a
5 becomes a 4).

1. The figure representing the side's commander~in-chief, who
has game rank of at least general (any grade of general), is present'
on the table, or

2. The personal command figure of a player of at least fleld
grade game rank and who commands at least two basic units is
attached. (See Ch 11 for procedures)




PR S

e

Purchase Cost and Unit Names

Militia infantry and cavalry cost % point

' Chapter 28. Militia Infantry and Cavalry

than line units of the same type.

Type

Points per Figure
of Militia

Ordinary Infantry
Light Infantry or.
Grenadiers

- Light Horse and Dragoons

X

1
1}

Some unit names and their types are:

Nation

Austria

Britain

France

Prussia

Russia

Line

Landwehr

Frei Corps
Isle of Skye
Militia
National Guard

Landwehr

Light Infantry

Grenzers
Freiwilliger
Jaeger

less per figure

Chasseurs de Montagne

Freiwilligér Jaeger

zu Fusz -

Militia, Chasseurs,
and Foot Cossacks ...

*  See <h 22,
The gewe designer must specify if militia units are to be

forbidden otherwise, they are allowed.

Cavalry

Landwehr
Dragoons.

" Honor Guérd,

Light Cavalry,
Garde de

Paris Dragoons
Freiwilliger
Jaeger zu
Pferd,
Landwehr
Lancers
Cossacks¥*,
Kalmucks,
Bashkirs

In any case the player

may not purchase more line militia = battalions than line infantry

regiments.
Grenz.

Formations, Movement and Operations

American militia woodsmen are rated the same as Austrian

Militia infantry and cavalry units are allowed all the formations
and movement and number of operations of their type.
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Effect of Terrain on Mbvement. The gffects are the same as

"for their type.

Small Arms Fire.

Militia units fire in volley or as skirmishers according to '
formation. However, all small arms fire dice scores are adjusted
~l. An exception is Austrian Grenz which do not suffer the
adjustment when in skirmisher formation. Other adjustments for
terrain and situation are applied as usual. (See Ch 9)

Charge and Melee Dice Score Adjustments

All militia infantry and cévalry melee dice scores are
adjusted -1 for militia status besides the usual adjustments for
their type and for terrain and situation. (See Ch 10)

© Morale Cast Results

Militia units have morale results at one point higher than
the score for regular units of their type. :

Double Dice Militis Militia Light Militia

Score Line Inf. Inf. or Lt. Cav. Grenadiers
8 or larger Stand Stand - Std

7 FB-1 Stand Std

6 . FB-2 FB-1 Std

5 Rout FB-2 - - FB-1

4 Rout . Rout . ‘FB-2
3 or lower Rout Rout - Rout

C.E.'Check.

Die Score = Result

1 Stand
2,3 FB-2
4,5,6 Rout off table

Adjustments. The die score is improved by one point (i.e., a
4 becomes a 3) if: :

1. The unit is Russian infantry, or

2. The personal command figure of a player of game rank of at
least field grade who commands at least two basic wmits is attached.

The effects of Russian nationality and commamd figure
attachment are not additive. ,
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Chapter 29. Miscellaneoﬁs_Figures and Equipment
Commanders )

Each player is required to be represented on the table top
by a command figure. These cost no purchase points but do add to
the army C.E. count.

Movement. Commanders move as skirmishers.

Overland On Road

Dismounted 9" 12"
Mounted no Cuir. 24" 36" \
Mounted with Cuir. 18" v 24"

Hitting the Commander. ' .

Ball, Bombshell, and Rocket. When a commander is hit by high
ball, low ball, bombshell, or rocket a two dice cast of 12 is requir-
ed to "kill" the figure. .

Canister and Small Arms. If the range is less than 6 inches,
the commander figure is killed under the same rules as other figures.
1f r 6 inches, th e die is cast. Scores of 1, 2, 3, or 4 have

no effect and O or € kill the fiEure. Ncte, the culrassier figures
are invulnerable to small arms over inches away.

When attached to a unit, the command figure is the last figure
to be killed by small armm nister, or mel€e in the rormatiom.
Melee Vainerability. , e

Dismounted without Cuirass

Dismounted with Cuirass

Mounted without Cuirass

Mounted with -Cuirass i
If attacked or charged in the open, the command figure may melee.
It is not wiped out like an infantry skirmisher.

SHLWL PN

Morale. Same as Guard. (See Ch's 19 or 27) However, pre-
sence or attachment of a command figure does not affect a unit's
morale. : :

C.E. Check. The command figure of a plaver whose game rank
is at leact field grade and who commands at least two basic gn;;é
improyes -the C.E. check die score by one point, {i.e., a 5 becomes
a 4) for aay unit to which it is attached. A command figure so
utilized may be detached any turn after the check.

Guard units C.E. check score is also improved if the side's
commander-in-chief, who has at least general rank is still present.

Note that the effects on the C.E. check score of attaching a
player's commaad figure, c¢r of Russian nationality, or guard status
are not additive.

Stopping a Fall Back. If a commander _scores a good morale
check, it aetts lik re It Apdewill stop a massed ugit's
FB-1 or FB-2. ' The commander is then attached to the fall back
unit.

. n———
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Guerillas

" purchase is allowed if the game designer so specifies.

|

Guerillas cost 5 points each. Up to 2 accompanying civilians

per guerilla may be purchased for.no additional points. Guerilla’
\ -

Movement. Guerillas operate independently and are allowed
three operations per turn. They may operate as dragoons. For
example, they may move on foot, mount, and move on horseback, but
they still maintain the longer mounted movement allowance.

. Overland On Road Leading Horse

On Foot 12" 18" 2"
Mounted 24" 36" vee

The Effects of Terrain on Movement. Guerillas are unimpeded
by any woods, hills or swamps. : -

Small Arms Fire. Guerillas fire muskets as skirmishers but
dismounted only. Dice score adjustments in Ch 9 apply.

Melee. Guerilla melee vulnerability is l. They do not
operate in masse and so do mot charge. : B

Morale. The double dice score of 7 or higher, they Stand and
on a 6 or less they Rout. ’ _

Sapper Capability. The guerilla chief, like a sapper, may
build works and other constructions, set fires, and set charges.
Other guerillas may set fire to combustible structures and stores
and woods in weather condition #2. All guerillas may spike cannon.

Observation. Opposing units observed by one side's guerillas
are not considered observed by all units uatil that guerilla
physically moves to and touches a friendly army unit. For off the
table action, observation by guerillas is the same as for other

army units.

British Staff Officer

Cost is 2 points per figure. Moves up to 30 inches per turn
overland in skirmisher fashicn or 36 inches on a road. Terrain
adjustments to movement are the same as for skirmishing Light
Horse. (See Ch 6) 7 .

Command Stand Figures

Formation Position. Command must be within 4 ranks of the
front of the massed formation. :
' Movement. Separate regimental command stands move as skirm-
ishers and may move through a massed unit.
Small Arms Fire. Separate regimental command stands, such as
the French and British line infantry have, do not fire. Command
group figures (Officer, muscian, standard bearer, pikeman, etc.)

29-2




/

within the first company of a battalion do fire small arms. In the
case of the command stand of a Tyrolean Jaeger battalion, the three
man stand is considered to be part of the first company so its
‘figures fire small arms. Other similar cases may be decided the _
Same way. _ -
Melee. The command stand figures of British, French, and
Bavarian line infantry regiments have the charge increment and
melee vulnerability of their grenadiers. However, they do not
raise their unit s morale like a grenadier company. Characteristics
of other unit's command stands are the same as the center companies.
Exceptions are noted in NAO. Command stands are exempt from the
‘requirement to pick casualties from the stand in melee contact.

—

Wagons

Movement allowance overland is 12 inches per turn. A wagon
is allowed two operations per turn. Operations are Load, Move,
and Unload. To move a wagon, one train or sapper flgure is required.
and two horses for full movement. One horse gives half speed.

Wagon capacity and allowed cargoes must be decided by the game
~ designer. The designer may sPec1fy a purchase p01nt cost; otherwise,
they are free.

Assault Boats

Assault boats cost no purchase points unless the designer
specifies a value. Assault boats move 6 inches per turn on water.
They are allowed two operations per turn. The operations are any
unlike pair of Load, Move, and Unload. There is no requirement
for a launching or beaching operation. These are a part of
movement. A boat holds up to 10 figures, plus a sapper, train,
sailer or marine to operate it. The game designer may specify
that an assault boat carries an artillery piece and crew or limber
and horses, etc. Units may not fire from assault boats.

' Observation Ballecons

The game designer must state whether they are allowed and the
purchase cost, if any. The ballon may carry two men (Sappers) and’
two grenades. It rises 6 inches per turn and if untethered drifts
downwind 12 inches per turn.

Train

Purchase cost is 3 points per figure with no particular
organization required.

Movement and Operations. As sklrmishers, they may per-
form up to three unlike operations per turn. They are allowed
Face or Change Formation, Move, and Fire. Train may operate
wagons and assault boats.
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Basic Movement Allowancgs are 9 inches overlaad and 12 inches
on a road. The adjustments are the same as for Light Infantry.

(See Ch 6) _
Small Arms Fire. Train may fire muskets as skirmishers.-

vAllrdice score adjustments in Ch 9 apply.

Charge and Melee. Train do not charge, but may attack as
skirmishers. (See Ch 10 for skirmisher attack) Melee vulnerability
is 1. Train operating wagons are not considered skirmishers and
are not automatically wiped out by a charging massed unit but
melee as a massed formation. ,

- Morale and C.E. Train morale rating is the same as line
infantry except that the proximity of elites is no help. The C.E.
check does not apply.

Bashkirs

_ o

These Russian units cost 1k points per figure and have the
formations and organization of Cossacks. Like Cossacks, the pur-
chase of Bashkirs by the Russian player does not have to be _
announced when the 1:4 cavalry infantry ratio is exceeded. (See
Ch 22) . :
Movement and Operations. A maximum of two unlike operations
per turn are permitted in massed formation and three are permitted
if movement takes place in skirmisher formation. The operaticns
are Face and/or Change Formation, Move, and Fire. :

Basic Movement Allowances.

Formation "~ Line Col Road Skirmishér
: _ ' Col '
- Distance 18" 8" 30" 18"

Effect of terrain on movement is the same as for Light Horse.
(See Ch 6) _

Small Arms Fire. Bashkirs fire arrows with a 6-inch range.
They fire as skirmishers, regardless of actual formation, twice a
turn during small arms fire. A double dice score of 10 or better
is required for a hit. The dice scores are adjusted as noted in
Ch 9. Rain has no effect on arrow firing. Bashkirs are impervious
to arrows. . ' - o

Charge and Melee. The melee dice score is adjusted -1 for
any charge, attack, or non-charging melee in open terrain or any
melee in #1}%, 2, and 3 Woods. It's adjusted -2 in #4 Woods. Melee
vulnerability is 3. Bashkirs may not coniinuously melee infantry
squares. All the adjustments listed in Ch 10 apply, except those
which conflict with the above. : :

Yorale and C.E. Morale cast and C.E. cast results are the
same as for Cossacks. (See Ch's 22 and 11) '

-,
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.Chapter 30. Organizing and HéSting a Garne

Introduction

Column, Line and Square lends itself easily to club play with
10 or even more players on a side. The suggestions for game hosting,’
organization and design are intended for club play with 3 to 10
players on a side. Smaller games are set up more simply.

Who Does What

CLS requires some advanced preparation even for a small game.
Usually a2 club will meet and parcel out responsibilities. Things
which should be decided in advance are: _

1. Who will be the host? And where the game will be played.

2. What is the date and time to start and stop?

3. VWhe will command opposing armies? Many clubs rotate com=-
manders. Sometimes who will be on the opposing sides is also decided.
Some clubs have permanent French and Allied factiomns.

4. Who will design the game and when should the maps and game
conditions be distributed. For some clubs, the host is always the
designer. Opposing sides should have the game conditions and maps
in their possession well before game day. The bigger the game, the
more ‘advanced notice is required. Customary notice varies from one
week to three months.

5. Who will bring the figures and hardware?

6. . Whether and when meals will be served by the host and any
compensatory "forage fee'" may be decided at this meeting.

*  Game Design

‘ The task of game design may be performed by one person or by
a committee. One approach is to have one experienced player desigrn
and host the game. But to reduce the complaints about a biased set
up, the design is submitted to the opposing commanders for revision
and approval before publication.

Another method is to have one person design the game without
knowing which players will attack and which will defemd. Attacker
and defender roles are assigned by dice throw (card draw, etc.)
after the design is complete. Many variations are possible.

CLS is designed to be played without an umpire, but having
an impartial non-playing umpire allows many fascinating variations
in game conditions, including secret march-on conditiemns. Also
this way greater historical sirmulation is possible.

Commanders

The player commanding a side has several responsibilities.
In some respects he has duties which compare to an actual army commander.
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1. He chooses forces within the limits imposed by CLS rules

-and the game conditions.

2. He organizes his players assigning thEu Divisions and
Brigades, etc.
3. Ee makes up a battle plan a351gn1ng objectives and respon51-

- .bilities to the players.

4. He may conduct a staff meeting several days before the
battle to brief and discuss his plan with his players.

5. Be calculates his army's C.E. at set-on and when required
thereafter. (For Army C.E. see Ch 31)

6. He plans the set-on position for all of hls units or sees
that it is done. Completing a force set-on plan before the game
day is very important to the smooth running of tke game. It will
save you and your opponent an hour or more if both have a set-on
plan complete before game day.

7. During Orders Writing the commander-in-chief directs or
advises his subordinate players to any degree of detail he wishes.
However, after the Artillery Fire Step has begum, he must limit him-
self to settling rule disputes. He must not direct charge decisioms, -
small arms target selection, or retreat path selection.

Force Selection Rules

1. The infantry-cavalry ratio must be at least 4:1. But up
to 3:1 is permitted if allowed in the game conditions. Possession
of more cavalry than the 4:1 ratio permits, must be stated to the
oppornent before the game starts, in those cases where it is allowed.
The infantry-cavalry ratio is computed exclusive of command figures,
and artillerymen. Sappers are included in the "infantry" count.
An exception is Russian non-guard, irregular cavalxy such as Cessacks -
which can be purchased up to the 3:1 ratio without notifying the
opponent. .
3. Purchase Points per figure by unit type.

Type Unit ‘ ’ Purchase Points
Per Figure

‘kl-‘

Ordinary Militia Infantry*
Line Infantry " 1

Cossacks, Bashkirs, Militia Light Horse, Millitia
Light Infantry, Militia Grenadiers, and Militia Tappers. 14

Light Infantry, Grenadiers, Light Horse, Lamers,

Dragoons, and separate commanders and staff offirers
not representing players. p 2%%
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-~ ) Type -Unit ' : : Purchase Points
s . - Per Figure
; Hussars, Line Unarmored Cuirassiers. . ' 2k

Cuirassiers, Sappers, Train, Heavy and Light

Per Cannon

Guard Infantry, Light Guard Cavalry. - 3
Guard Unarmored Cuirassiers, Guard Dragoons. i, 3%
Armored Guard Cuirassiers i 4
Type Artillery .. | % Purchase Poundage
|
i

—_ All sizes of Horse Artillery, 6, 8, 9, and 10

pd Foot Guns, a Rocket Battery, Prussian Prolong Gun. 6 pd
12 pd Field Guns, Howitzers, Mortars¢, Swedish

Horse Howitzers, and Unicorne Howitzers. 12 pd
Siege Guns.¢ : " 18 pd

*  Ordinary militia infantry purchased for % point count as
% point in Army C.E. ° -

** Grenadiers and Light infantry can be frequently purchased
for one point per figure. See Special Purchase conditions by nation~

™ \ ality below and the individual unit capabilities chapters.

v ) ¢ Purchase of Mortars and Siege Guns are permitted only when
\ specified in the game conditions. May be specified as a part of

B the “Siege Rules". o .

-

Special Purchase Conditions

Militia.

The number of ordinary militia infantry battalions (i.e., Line
.or Light) on a side may not exceed the number of regular line infantry
regiments.

Sailors.

1. Sailors are purchased at 1% points per figure, are rated
as militia Light Infantry, and have no particular organization.

2. Sailor gunners cost 2% points per figure and operate as
line gunners within constructions but ocperate as millitia gunners
outside. :

Austriaz. _ -

1. A player may purchase Tyrolean Jaegers or €renz units in
2-company divisions. :

2. For every 450 points of pure Austrians, the player may
purchase an extra 6 pds of artillery for 25 points. :

»
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. Guard.

, 3. He may purchase 2 Co's of grenadiers at 1 point per figure
for every 2 Bn-line infantry reg't. When 2 reg'ts are purchased,
these Co's may be brigaded into a 4-company grenadier Bn.
4. The grenadier Bms may zlso be organized amd operated as
6-company units. R :
o 5. Some Grenz Bns had 6 Schutzen and 1 Scharfschutzen Co.
The Scharfschutzen are elites and are rated as regular Light Infantry.
Britain. - » :
1. Line and Light infantry are purchased as l-Bn reg'ts
with the regimental command stand included. The grenadier and

light companies of the line Bn are included at 1 point per figure.

2. Marines may be purchased in 3-figure Co's for 2 points
per figure. They are rated as grenadiers.

3. Except for the first Bn purchased, the number of Green
Rifle Bn's may not exceed the number of Foot Guard and Light Infan-
try Bn's combined. However, for each Line infantry Battalion (Not
Highlander) purchased, one extra Company of Rifles may be purchased.

4. Kings German Legion (KGL) are equivalent to their British
counter parts and count as "pure British" when purchased.

France. - . _ o

1. When the complete 3~Bn line infantry reg't is purchased
the Voltigeur and Gremadier Co's and command stand are included at
1 point per figure. Otherwise the elites cost 2 points per figure.

- 2. Purchase of Light Infantry (Legere) Bn's facludes the

elite Voltigeurs and Carabiniers at 2 points per figuwre.

3. Oudinot elites include Grenadiers and Voltigeurs from the -
line infantry Bn's and Voltigeurs and Carabiniers from the Legere
Bn's. These are organized into 24-figure BA's and 2-Bn reg'ts or
3-Bn demibrigades. In either case, include a 3-figure command stand.
After the first converged elite unit, every Oudinot elite Bn must be
matched by a French Guard Bn. The first such Guard Ba must be Light,

Prussia. :

1. The player may purchase one Fusilier Bn at I point per

- figure for every full Musketeer reg't. A full reg't includes 2 Co's

of grenadiers at 1 point per figure. When 2 reg'ts awe purchased, -
the grenadiers may be brigaded into a 4-company grermadtier Bn.

2. For the first grenadier Bn purchased under Condition 2
above, the player may purchase a prolong gun at 25 pofnts. When
the 5th such grenadier Bn is purchased another prolomg gun may be
purchased at 25 points. However, this rule only applies if the

" Prussian player purchases no 12-pdrs or howitzers.

Russia.

1. Non-Guard irregular cavalry (e.g., Cossacks) may be
purchased in excess of the 1l:4 cavalry-infantry ratio without
notifying the opponent, but purchase may not exceed tke 1:3 ratio.

2. May purchase one line Jaeger Bn at 1 point ger figure
for every 2 Bn's of Musketeers. '

-

-
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3. One combined grenadier Bn (18 figs.) may be purchased for
1 point per figure for each brigade consisting cf 2 Re6 ‘TS of musket-

eers plus a jaeger reg't. _
4. One Jaeger-Grenadier Bn may be purchased amr 2pemts per
figure for each permanent 2-Bn grenadier reg't.

An Example of Force Selection

The Allowance is 300 purchase points of French uniT$ with 6 pds
of artillery. A 25% C.E. breakpoint is given. The commander chooses
a horse gun for 6 pds and then he chooses:

- Figs. | povets
1 Reg't Llne Inﬁantry (3Bn) 111 X 1 = ¢
1 Bo Light Guard with command
stand (L Bn) 36 x 3 = /08
' 147 o 219
Unit - ' Figs. pomts
- 2 Squadrons Lancers (2 sq) 20 X 2 = %0
1 Squadron Cuirassiers (1 Sq) 10 X 3 - 30
_ _ 30 _ 70
3 Sapper's R " . 3 % 3 = 9
1 Horse Gun ~ (1 Bty) 4 6 pds
1 Command Figure : : 1 | v :
Grand Totails g - 185 29% . 6 pds

Total TotAL PUR— Arty.
i Figures chese prg
Infantry-Cavalry ratio 150/30 = 5 This is QK, THF C.E.
point is 257 so 185 X .25 = 46.25 figs. Victory cowdmoug:will
have to be met before his force goes below 47 figures,

- Bosting

The designer must coordinate the win conditions wiTHithe
host, since they determine when play must stop. & TYPicAL:club
game schedu.e might go as follows: :

Muster 9:00 am

First Move..10:00 am

Lunch . 12:00 to 1:00 pm

Finish - 5:00 pm or end of 6th move, or fulfill ment cf
victory conditiomns, whichevea comes first.

Dinner 5:30 pm
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both meals.

!

. | v
Club buwinecc aiter dinner. Forage fee $2.50 per person for SR
P >

Remember that hunger and fatigue are great provokers of argu-

ments. On the other hand don't try to serve a gourmet meal; war—
.gamers come for the game. Most hosts do quite adequately with

szndwich lunches and spaghetti or hamburger dinners.
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Chapter 31. Game Design

Introduction

. - Many of the items listed here are required for specification
by the designer, others are suggestions. In general, the designer
should not create any tactical rules which are contrary to this
manual. However, there are endless possibilities in game design

and this discussion is not intended as a limitation on what may
be specified.

Table Layout

The designer must specify all terrain features. They include
but are not limited to, contours, buildings, trees, woods, hedges,
(unspecified hedges are considered normal hedges) swamps, rivers,
lakes, bridges, fortifications, etec. Special characteristics not
listed in the rules are designated such as, movement penalties for
fording a stream. ‘ Lo

Other items which are not terrain features, but should also be
specified are: set-on lines for the forces, troop march on points,
and reserve areas if any. v i

Table Size

Table size depends on several interrelated factors: number
of players per side, number of figures called for in game, how
much space you have and so on.

Width. In general, playing across a table much smaller than

4 feet is not satisfactory. There is too little’maneuVering room

and 12-pd field artillery can easily fire off the table from its
set-on position. A width greater than 6 feet makes it difficult
to measure movement for units at the center of the table.

Height. Table height assumes that players are standing dur-
ing play. A height of 32 or 33 inches is comfortable for most
people.

Length. The length of your table establishes the number of
players you can easily handle. You should aliow 30 to 36 inches
of table edge for each tactical player. Ping-pong tables, which
are 3 X 9 feet,. convert nicely to wargaming and provide 9 feet of
front line permitting 3 players on a side or 4 per side if the
front line bends to use the table ends,

Table size limits the number of figures (or poimts) you can
handle. Using 75 points per foot per side as a maximum troop den-
sity, we can see that a Ping-pong table can accommodate an attacker
force of about 675 points or roughly 450 figures. :

On the other hand the number of available figures establishes
how much table terrain you can occupy. For example, using 50

B



figures per foot per side; obviously, 200 figures will use up
about 4 feet of front line. A rule of thumb for estimating
the number of figures in a game is 1.5 p01nts per figure.

Sample Spec1f1cat10ns

Building Capacities. Small buildlngs (houses, small barms,
etc.) hold up to 10 figures. Large buildings (churches, large

barns, large manor houses, etc.) hold up to 20 figures.

Water Obstacles. Specify fording penalty by type unit. For
example: -3 inches infantry, —6 inches cavalry, unfordable to
artillery and wagoms. |

Bridges and Roads. Specify larger or smaller capacity if
different from standard one column width. For example° Foot
bridge passes infantry only, max. 20 figures per turn, costs 6
inches of movement to cross, no charge move or increment allowed
for units crossing. Another example: Wide highway, pass double
column, all arms at road column speed.

Constructions Other than Standard. Several items must be
specified, if not covered in rules: (1) Troop capacity, (2) Small
arms fire protection, (3) Melee protection, (4) What units may. .
enter besides infantry, i.e., cavalry, artillery, wagons and what
is their mobility once inside, (5) Effect of artillery ball and
howitzer shell hits including flammability. Give how many hits are
required to destroy and how many casualties will be caused per

‘hit before destruction and so on in the manner of the artillery

effects tables in App II.

Other rules may be required by the partlcular 51tuat10n, e.g.
wall scaling rules, tunnel passage limitations movement within a
fortress, etc.

Opposing Forces

The deSlgner must specify the troops purchase points and pounds
of artillery allowed on each side. He also usually designates the
nationalities permitted on each side and whether militia units will
be forbidden or guerillas will be allowed. Rules of thumb are:

1. 75 points per side per foot of front lime. .

2. 6 pounds of artillery per 250 points on z side.

3. Puarchase point ratio 4 attacker to 3 defemder. Artillery
poundage is set to the same ratio.

The 4:3 ratio is reasonable for a battle on relatively equal
terrain with no special fortifications for the defemder. If the .
defenders position is stronger with formal fortifications or by
being in a town behind a river, for example, a more even game is

created by raising the ratio.
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Siege Rules. There is a particular collection of options
primarily having to do with sapper procedures and artillery pur-
chase which are called Siege Rules. When the game designer declares
Siege Rules in effect, the following options are activated. Sappers
may construct flooded pits, trenches, saps, abatis, works, and _
may dig tunnels (mines). Sappers may throw grenades. Siege guns,
mortars, and observation balloons may be purchased.

Victory Conditions

There are basically two approaches to determining the winner.
In either case, the designer should choose in conjunction with the
host, the game ending conditions. For example, the game ends, which-
ever of the following occurs first.

1. € turns have been played.

2. 5:00 pm : i

3. One or both armies go below C.E. f

4. The attacker captures the objective. ?

Army C.E. Before discussing the two approaches to determining

”_a victor, we must define Army C.E. An Army's C.E. is calculated

from its live figure count and any C.E. terrain points it has
accumulated. First a record is made at set-on of the exact number
of figures on the side. During the game, an accounting is continually
made of how many figures remain alive. The fraction made by dividing
the current count by the original count is the army C.E. This
number is usually expressed as a percentage. The current count is
modified, for determining the victor, by adding or subtracting C.E.
terrain gained or lost by that side. ,
C.E. Terrain and Objectives. The designer, to establish log~
ical objectives on the table top, designates certain features as
C.E. objectives or terrain. The C.E. points gained (or lost) by
a side for taking an objective or capturing a piece of terrain are
applied to the live troop count in determining the victor. For
example, the designer specifies that holding a certain hill top
counts 50 C.E. points for the attacker. So if the attacker holds
that hill top at the game's end his C.E. is calculated by adding
50 points to his figure count. It is especially valuable to _
designate C.E. terrain for the attacker but it may be established
for the defender as well. : -
Examples of C.E. Terrain and Objectives. Here are some ideas
for C.E. terrain or objectives.
1. Attacker occupies hill gains 50 points. v
2. Attacker captures the 3-house town gaining 50 points for
the whole town or 15 points for each house held if he doesn't hold
all of them at game end. : '
3. Defender loses possession of road intersection losing
100 points. ' L
4. Attacker gains 2 points for every "live" figure he marches.
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‘ off the table on a particular road. The figures marched off are
o still kept in the total troop count, the C.E. points are a bonus.
Lo : 5. Holding of the hill gains 150 points for either side.
6. Capture of artillery is worth 25 p01nts per gun and 15
p01nts per limber.
7. Side holding farm house gains 20 p01nts per turn held.
The terms hold, occupy, or capture should be defined by the
designer. For example: Capture. For an army to capture a terrain
feature it must be occupied with one or more figures and no enemy
figures are on it.

Victory by Objective (C.E. Break Point)

Design. In this type game design a geographical objective is
designated. Victory is achieved by attaining that objective. There
are no C.E. objectives or C.E. terrain, but an army C.E. break point
is established. It is suggested that the designer use 50% with 800
or more figures on both sides at game start and 33 1/3% if less.

Procedure. If the objective is not attained sooner or later
casualties will drive one or both armies below C.E. At the end of
the step which an army is below C.E., the commander rolls one die.

" Die Scére Results
1,2 Army stands and continues fighting.
R L 3,4 -~ Army conducts an orderly retreat from the field
. ' - with no pursuit.
- 5,6 Army retreats with a cautious pursu1t.

" If both sides are castlng a die, then a 3,4 beats a 5,6; the
victor holding the field and the loser conducts a retreat in good
order. Ties are broken by repeated opposed dice throws.

Victory by the Cdefficient of Victory Method

A C.E. point is also established but with a different rule.

No. Figures on Recommended

Both Sides C.E. Point
Large Game 1800 and up 50%
Medium Game 800 to 1799 33 1/3% or 50%
Small Game 400 to 799 25 or 33 1/3%
Very Small Game 100 to 399 v 25%

Of course, the designer specifies purchase points not the number of
figures so he may choose the C.E. point based on the rule of thumb
©of 150 purchase points per. 100 figures. For example, suppose the .
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- . attacker has 1200 points and the defender 900 a total of 2100

(T, o points. At 1.5 points per figure, we could estimate 1400 figures.
) ' The designer should choose 33 1/3 or 50%.

_ When one side or both go below C.E., or game time is up, or
the specified number of moves have been completed, or any game end-
ing condition has been met, both sides compute their respective

% C.E.'s including the effect of terrain objectives. Then the
ratio of the higher % C.E. over the lower is computed with the
results evaluated as follows. :

to <1.15 a draw

1.0
1.15 to <1.30 a minor victory
1.30 to <1.50 a victory with a clean
withdrawal. _
1.5 to <2.00 a decisive victory.
2.00 and up an overwhelming victory
' the loser routs.
The formula is: (?Oefficient - - (Larger % C.E.)
of Victory (Smaller % C.E.)
(Total No. Figs.) (Terrain or Objectives\
 Where (% C.E.) = Remaining * C.E. Points }
o . o (Total number of figures at set-on)

Note: Ordinary militia infantry purchased for % point count
is % point per figure in Army C.E.

- Weather

The game designer may specify the weather for the game or he
may leave it to 'a dice throw. (See weather Ch 14) 1t may be
especially desireable for a historic recreation to specify the weather
such as the fog at Austerlitz. ' '

Some Options

There is no limit to the entertaining gimmicks which can be .
dreamed up to enhance interest or simulate some pecwliar histor-
jcal situation. Here are some examples. '

- March on Conditions. Attacker must march om all of his forces
on at least two of the three designated roads. No less than 30%
of his purchase points may enter on any omne road. Forces must be
preselected and roads specified and listed in a sealled envelope
which is given to the defender prior to the defender's set-om.
The defender may open the envelope only after completion of the
second move. Attacking forces must complete march em by the end of
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the second move. ' : : ,

The sealed envelope idea is convenient any time the designer
wishes a side to decide the location of off-table forces before
seeing the opponents set-on. It can be used for locating reserve
units for example. .
~_ Casting for Terrain Severity. This idea can be thought of as
a simulation of poor maps. At game start the host casts one die
for each terrain feature so noted. _ L
i
Map Designation Cast Terrain Type Established for Game.

\

#1 Open Woods: i
#2 Semi-Dense Woods
#3 Cense Woods
#4 Very Dense Woods ‘!
.« #5 Very, Very Dense Woods
Swamps ‘

Woods

UL WA

Map Designation . Cast Terrain Type Established for Game.
Hill contour high

contours high

contours high

contours high

contours high, a rough hill

AL S W -
AW W

) contours high, a very rough hill. | . g?
Map Designation Cast Terrain Type Established for Game.
Houses 1,2,3 Stucco (wood) house and wood (thatch)
- .. roof.
4 Stone house with wood roof.
.5 Stucco house and tile (stone) roof.
-6 Stone house and tile or slate roof.

Note: Front door always faces street. If amnother door is on
the house model, its facing may be cast for.

Map La2signation Cast Terrain Type Established for Game..

Rivers, Streams
Lakes

Dry or frozen

Mud. Same as plowed field

-6" except at fords#

-6" at fords, impassable elsewhere*
Severe Swamp

Impassable. Fords met passable

PN

* VNo firing while in water in any -6" penalty area.

The game designer is realiy only limited by his own imagination.
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- Chapter 32. Starting Out in Column, lee and Square Wérgaming

The quickest way to learn CLS is to play it w1th a club where
there are many experienced players and alternate playing sessions
with manual study. But many wargamers intrigued by "Column, Line
and Square"” can't do this, so we recommend the following procedure. .

First of all start out by playing with a bare table top.
Assume good weather and a set-on line for both sides. Try maneu-
vering line infantry only and go through exercises pitting one
battalion against another in small arms fire, charge and melee
procedures. Study just Chapters 3, 5 through 12 and 15 initially

-until they are familiar in these simple situatioms. Then gradually

branch out. You might add a 8-pd field gun to your infantry, follow-
ed a game or two later by a cavalry unit. Read up on each new
unit as you add it in. After you have employed all three on flat
terrain, throw some hill contours. and-some #2 Woods onto the table
top. Next you may add a wooden house or two. o

Early in the learning process you'll have to mark maps or

‘write orders. To write up orders is easier at first than map

marking for the obvious reason, that no map need be reproduced.
However, map marking with large maps and acetate overlays is less

‘ambiguous than written orders. In fact, good orders writers

frequently make little diagrams with the written order. ,
You really don't need an cpponent for bare table top excer-
cises, but sooner or later you'll probably want one so you may as
well start learning CLS with your favorite friendly wargame
enemy. (Solo CLS is possible and preferred by a small mlnority )
In the beginning maps and other formal preparations aren't
needed, but as you add terrain complications and the opposing
forces get bigger, you'll want to plan your engagements. Also as

" soon as you and your buddy have most of the main points dowm,

you'll probably want to expand the group. CLS is easily adapted
to group play and there is no problem with playing with two on

one side and one on the other.

Introducing a Neophyte

When you invite a neophyte over to play with yowr group,
don't let him just observe. Most novices chink they aught to
start that way, but it's more fun for the player and Be'll learn
quicker if you simply assign him a line infantry battalion on his
first encounter. To begin with, write orders for his unit so he
only has to carry them out. Make sure he reasures kis own moves,
moves his stands, makes formation changes, and rolls khis own small
arms and melee dice. Do this for one or more games depending on

"his rate of learning. Then have him write his own omders except

you tell him what to write. In subsequent games, yom increase his
respounsibility in terms of number of units and his irdependence

-
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in writing orders. While the'foregoing table top training is
going on, loan him your copy of the Battle Manual or better still
get him to buy his own for study. Study, play, study is the most

"effecient approach.

An effective teaching technique for an experienced player
opposing a neophyte is to use the homor system. The experienced
player writes his orders secretly, then the student explains his
move verbally without a written order. This talk through can be
easily corrected by the experienced player.

‘Improvising Pieces

One author played his first CLS excercise with cardboard
markers but this loses a great deal of the charm of a miniatures
game. If you have no Napoleonic figures painted up, you can use
plastic figures on balsa or linoleum stands. Don't worry about
the figures not being all Napoleonic. Use any infantry figures
you wish and you can mark the edges of the stands or tops of the
helmets to distinguish unit nationality and they will serve
‘adequately while you and your group gradually paimt up your
armies. The difference in ball shot casualties using the smaller
HO scale figures is not very large, and will ‘not spoil the game
balance. : o
Another improvisation can be tried while you're building
your army of pretty painted Prussians. Use rubber cement and
temporarily mount unpainted or partly painted figures on stands
for the duration of the game. . :

r’e'-‘-' ;
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. Appendix I. Hardware

The -following hardware items are either required (r) or
‘desireable (d) for play. The game can be played without camister.
patterns by measurement with protractor and rule, but such measure-.
ment is cumbersame and patterns are very easily made. All dimen-
sions are in inches. : o ‘

. : i
Artillery Sticks b

Paint shaded portions red, the rest white. Usefwarp freevbirch
dowell or metal rod for all sticks.

2 to 6 pound Horse Artillery. (r) Use 1/4 inch dia dowell.
. T : '

| c— - | VITAVITIY. \ AT SRR T A i R A |
he—— 15 e P !
' 5 . : \ 1 . N
< ' i3 '_ A
' i - ;
e 204 .

Rt - 22 - 2t

i . o .

> 237 ———

—~< 30 >

"6 to 10 pound Medium Foot Artillery. (z) Use 3/8 inch dia

- dowell. ‘ .

r ) 2N | A 1777 sl ez}




12 pound Field Gun. (r) Use 1/2 inch dowell.

£ - ; AR AN 72777 W e Fa xS

! P !

— 2=
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) e e 29 e - ,._l ’ i
.1 S e = !
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Windage Bar. (r) Use scrap 1/4 or 3/8 dia dowell. Label
with numerals and mark with rings as shown.

_ I [2 3]« s @]
e .'
. i 2 l 1
l-t—-——'3 - — ' ]
- i LR 6 ————— e
(:) - _ Canister Patterns
' Number Number of files .
of dice or ranks deep to
cast. extract casual-
ties.
Horse Artillery. (d) 2 v 2
15 >
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3  Canister Patterns

Medium Foot Artillery. (d)

—7
4 :

i J

2

12 pounder Field Cun. (d)

S S

- \_ A
T \ to
g
o i

Howitzer. (d)

Number
of dice
cast.

Number of files
or ranks deep to
extract casual-

ties.
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Howitzer Grid. (d) This handy grid can be marked on a piece
of clear plastic. : : S .

_ Green die score To Gun ¢-Red die score
' __{azimuth)€>l 2 3,4 5 6 1 (range)
! |
47 o
oy
o3
[ . A -nr_ 5 !
U
1 | 6
.' -ﬁli'—)- H :
3 - ; i
< 4-‘— " :
2 ;
6 -~

Burst Circles. (d) Two, 3 and 4-inch diameter burst circles
for howitzer and sapper charge bursts can be marked on clear plastic.

. An easy improvisation is to just cut out paper disks of the correct
size. '

Casualty Markers (d)

Although no specified item is required under the rules to mark
casualties, the traditional method is to lay a toothpick on the stand
to divide the casualties from the live troops. Casualties are count-
ed from ths front left corner of the stand working right across the
front row and then across the back row. Alternatively, you may
purchase a huandred or so of %-inch diameter nylon curtain rings which
can be found in most stores selling sewing supplies. The smooth *
light rings do not scratech the point and are easily remgved. Gum-
med reinforcement rings for ring binder paper are cheaper, but
don't last so long and are occasionally troublesome to remove.

¢
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Miscellaneous Purchased Hardware (d)

i
i
|
!
i

"You should provide about as many cheap 12-inch plastic rulers
as you have players. These are used to measure infantry movement
and musket fire. Tape measures are needed to measure movement
over 12 inches and howitzer ranges. Tape measures are easier to
handle than yard sticks and iess likely to damage soldiers. A
weak return spring is desireable to avoid dragging the zero-end
claw across a table full of little painted people. One tape
measure for every three players works out about right.

It's handy to have a clipboard for each player. However,
buying clipboards for all your opponents can get expensive, so
you should try to persuade your group to buy their own.

-
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APPENDIX II. SUMMARY SHEETS .
General

This appendix is the only source of information on artillery
- effects, but all the other summary sheets contain information ex-
tracted from unit capabilities and procedures chapters. These
charts are not always comprehensive and exceptions may be found in
the unit capabilities chapters. These summary sheets are intended
to be reproduced as wall charts for the game room.,

1
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Unit Capability Summary '

"Line ILn Ch Col Col Road SK Ln Ch Col Ch Vul Volley

Ch Col Inc Inc Inc
Lo Inf 6 9 9 12 12 ... o0 0% 1 0%%
Lt Inf 6 9 9 12 18 12 o0 0* 1 +1%%
i
Gren 6 - 9 9 12 12 ... 41 +HE 2 4177
Lt Gd 6 9 9 12 18 12 +1 +1%% 2 4]
Hv Gd 6 § 9 12 18 ... +2§ +2¢ 3 42
LeHBs 2% 26 26 ... 36 2% +#2 0 2 0
Lanc 18 24 2% ... 36 ... +28% f 0 2
t
Coss 18/24 ... 2% ... 36 24 ~1% | 0 2 ..
¢¢ oo L
Huss 26 26 2% ... 36 2 +2¢ ! 0 2 0.
Drgn 2 12 18 18 ... 2% ... 43 03
Umd Cufr 12 18 18 18 26 ... + 4+ 3 ...
Cuir 12 18 18 18 24 ... +4 +i 4
} ' . Other Contours Lowest Contour _
- - - '~ Over- Hd Over- Hd Line &d
- Rd land Psh Rd land Psh Vul Vul -
Hs Aty 18 12 1 2 18 2 1 2
Other 12 6. 1 15 9 2 1 2
.. Aty . |
‘" - Sappers 12 9 ... 12 9 ... 2 3 _ +1 Ln/+2 Gd
: ) , Vulnerability
Overland On Road Dsmtd Dsmtd Mtd Mtd
Mtd Mtd td Mtd - w/o w/ wlo w/
, ‘Dsmtd w/Cuir w/oCuir Dsmtd w/Cuir w/oCuir Cuir Cuir Cuir Cuir
Cmdrs 9 . 18 24 12 24 3% 2 3 3 4
ok 41 - French and  ¢¢ With lance/without lém.ce.
. k%42 - Prussian $ Bussian Hv Gd have +1 imn all non~charge melees.
¢ +3 only. $$ Lancers and massed cossacks with lances get 3

: _ dice on the first meliee toss. Guard
Cossacks are +2.

»@ Hussars have +l melee inc when meleeing as skirmfishers against
" skirmishers. (Skirmisher melee) '
%4 Dismounted dragecons act as Lt Inf. Dismounted leading horses, move
12" /turn. _ : ‘
%% - British line +1, British elite in line battalioms +2.
II-2
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Ln Inf
Lt Inf
Greﬁ

Lt Gd) _
CAv 6D ¢~
Hv Gd -
Lt Hs
Lanc
Coss ¢
Huss
ﬁrgn
Unnd Cuir

Cuir

Hs Aty
Other

Aty
Sappers

Cmdrs

Std
Std

Std

std

std
Std
std
std
std

Std

- Std

std

Unit-Capability Summary (Cont'd)

6

FB-1

Std
Std
Std
Std
Std
FB-1
- std
Std
Std

Std

Std
Std

Std

Std

FB-2

FB-1

Std

- Std

FB-1

FB-2

Std

-FB-1

Std

Std

FB-1

std

Std

Morale Dice Score
5 4

Rout
FB-2

FB-1
Std

FB-2
FB-2

‘Rout

FB-1

FB-2
 FB-1

FB-1

FB-2
FB-2

FB-1

Std

3

Rout
Rout

FB-2

FB-1

Rout

Rout

Rout

FB-2

Rout

FB-2

Rout

Rout

FB-2

FB-1

2 ¢ DItE
Rout v
Roqt

Rout.
FB-2

Rout

Rout

Rout

Rout

Rout

Rout

Rout

Rout

FB-2"

¥, All Guard Units in NAO have this morale table
¥ % Cossacks return to full capability on the turn after a FB~
‘Guard Cossacks have Guard morale.

Note: This page is intended as part of the same wall chart
as the previous page.

-
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Movement Adjuétments Summary
(See page 1I-5 for key and notes.}

Terrain Item - Massed Skirm. Massed Skirm. Vehicles
_ © Inf Inf Cav Cav
#1 Woods ) o 0 o’ 0 o’
8 : 9 '
#13s Woods 0 0 0 0 %
~ #2 Woods e 02' 0 NP 0 NP
#3 Woods oy 0 NP 0 NP
#4 Woods L 0 NP E NP
#5 Woods : NA L NA NA NA
#6 Swamp b b NA 3 NA
#7 Marsh o3 Y3y s . MA
- 8. Vater GCl  Gcl Gcl  6cl Gel
9. Plowed Fields 0o 0 ) i 0
10. Contours (Passing) -1 -1 -1 -1 -1
each one,uphill) o 7
11. Impedimenta -3 ) -6 0 -6
12. Rubble a3 a3 -3 3 -3
13. Normal Hedges -1 0 g Jp NP
14. Thicket Hedges -6 -6 NA NA NA
15. Abatis NP NP NP NP NP
16. Fences (Wood & . GC2 GC2 JP J2 NP
Stone) - .
17. Trenches (See Note 5) JP GCl NP
18. Pits (See Note 6) NP i NP
19. Works (Breastworks) GC2 GC2 Gc2 . L2 GC2
20. City or Castle Walls (Scale by NP b NP
‘ ladder)
- 21, Buildings " (Enter at door) (See Note 11)
' 10 10

22. Special Stome Walls GC2 Gc2 . NP NP - NP

11-4
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C

NP

| NA

GCl

GC2

10.

11.

Motes to ) |
Movement Adjustments Summary

"~ No Pass. May not pass through or across. However, artillery
Yy P

and massed cavalry may be placed in #2 thru #4
Woods on set-on.

Not Allowed. Unit nmot allowed in, nor may it pass through or
across this type terrain.

Game Conditions. Rule or movement penalty as stated in the game
' conditions.

No penalty unless stated in game conditions.
!
Jump. nght Horse, Lancers, Cossacks, and Hussars nay Jump
but other cavalry may not cross.

:I

Half Speed 1f any formation change causes a stand to pass

" through or stop around a tree that turn.

Half speed if any formation change that turn. No penalty for
facing. §o)\ p@ fori. . S’mi;)t to) ¢ Full wewtingnf fliow

Pl smeed FA oThea Pyt s 3M _ o
Impedimenta 1ncludes artlllery pieces, limbers and wagons.

No penalty for elite French Legere Voltlgeurs, or Russian
Schutzen-Jagers. :

Infantry climb in on one turn, out the next or cross by ladder
or plank.,

Cross by ladder or plank only.

Vehicles and massed cavalry may pass between but not through
individual trees.

Full speed in single co1umn, 3 inches per turn in all other
formations.

Light Horse, Lancers, Cossacks, and Hussars full speed 1n sin-
gle column, % speed in other formatioas. Other cavalry %
speed in all formatioms. : '

- Penalty for high walls same as c1ty walls unless specified

dlfferently in the game conditionms.

 No entry unless specified in game conditioms.

 II-5-




Summary Bf Small Arms Fire
Dice Score Adjustments

i
|
|
b
L
|
i
i

Adjustment

Y

i

Firing into a targef enfilade.

IT-6

Use two dice

[,

Target Unit Protection
Abatis, behind ! . Q
Breastworks (Works) unit within 2 inches behind. ‘ -3
Castle Wall, behind s
Castle Wall, firer inside castle -1
Contour, behind one (within 2 inches) | ‘-2-
Contours. within 4 inches behind 2 or more :No Hits
Fence, stone or wood within 2 inches béhind ! ;2
Hedge, normal or thicket within 2 inches‘behind g - -2
Housé, inside stone or wood E _3~’
Sap, inr | ;3
Swamp, in normal or marsh =2
Trench, in~ =3
Wall, behind special stone within 2 inches -3
Woods, within #2 or denser -2

' Woods, massed unit within #1%‘ -1

' Woods, skirmisher unit within #1% -2
Firing Unit Condition
FB-1 State -1
FB-2 State -3

_ iight Rain (Weather #4) but not under roof -2 .
Rain (Weather #4) but not under roof No Firing



Summary of Terrain‘Effécts on Charge -and Melee

A .
(;} _ Terrain Festure : _ Effect Effect Attacker
) : : ' on Ch on Ch Dice
Dist Dice Adj
Inc.
Abatis, defender behind ‘ Cannot No melee allowed
: . ' cross ,
Bridge (narrow), charging across and - L 0
contacting defender within 4" .
-Construction (house), defender _ L -3
inside**
Contcurs, charging uphill contacting _ _ -1
defender within 4" ‘
Contours (4 contour or higher hill) L L 0
heavy cavalry on _
Enfilade, attacker contacts defender C - T - Use extra
' o ~dice on
. - lst toss
Fence (wood or stone), defender with- - L 0
in 4" behind* ' o .
Fence (wood or stone), defender with- _ L -2
in 2" behind* : : s
Hedge (normal), defender within 4" -1 0
behind* ' : 7 . '
Hedge (normal), defender within 2" - L -2
behind* _ : :
Hedge (thicket), defender within - o -2

or behind*
Hedge (thicket), cavalry attacks

defender in or behind* T No melee alloved

Impedimenta, attacker crosses : - L 0
Marsh (severe swamp) defender is in L L 0
‘ - Pit, attacker crosses on plank L L -4
Pit, attacker crosses on ladder » L L . -5
Rocks, (rocky fields), attacker _
crosses contacting defender » L L- 0
beyond 2"#*
Rocks, defender within 2" behind* - L -2
Rubble (from demolished wall) ' ,
- L 0
attacker crosses
Saps, defender is in _ - L -3
Swamp (normal) defender is in - L L 0

I1-7
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Summary of Terrain Effects'on-Charge and Melee (Cont'd)
Terrain Feature _ - Effect Effect Attacker
: on Ch omn Ch Dice
Dist Dice = Adj

P ' Inc;
Trench, attacker climbing out of L L =5
Trench, attacker crosses on plank L L -4
Trench, attacker crosses on ladder L L =5
' Wall (special stone), defender is - L ~ -3
behind* , e
Water (stream, etc.), attacker - L 0
crosses or goes into
WOODS ‘
#1%, defender in, attacker outside - - L. -1
#1%, lancer or heavy cavalfy in L - L =2
#1% or #2, both attacker and defender L L ) 0
in¢
#2 (or denser), defender in, attacker
; - - L -2
outside : o
#3 (or demser), cavalry attacking .1 -2
- infantry both in¢ _ : : _ '
Works, defender within 4" behind* -+ L 0
Works, defender within 2" behind* C- L -2
KEY: - No effec:.(However, all terrain movement adjustments
' apply.) , o .
L Attacker loses charge bonus distance, if any;'or is

not allowed the normal charge dice increment.

Note: Terrain penalties are applied to movement allowance whether
charge distance is allowed or not.

* Units behind works, hedges, rocks, fences or special
stone walls are not protected from the rear.

%k If a building has more than one floor, 50% or more of
the garrison must be on %he street floor. Troops on
upper floors are considered to be om the street floor
for melee.

¢ When skirmishing cavalry contact infantry in #2 or
denser woods the second rank is invelved in the melee.

Vv
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Item

.Facing

Retreat
Distance

Melee
Throw

Small
Arms Fire
penalties

Movement
Next turn

Rallying

Melee

RETREAT SUMMARY TABLE

Voluntary Retreat
(FB-1)

Stds face enemy

Stds back
1 moves

Enemy takes
opposed throw
(1f in melee)

No small arms
penalties

May advance but
not charge or
attack on next
turn.

Not required

Normal melee
capability.

Involuntary Retreat
(FB-1 or FB-2) .

Stds face enemy

Stds back 1
or 2 moves

Enemy takes
opposed throw
(if in melee)

FB-1 is -1 and
FB-2 is -3 on
small arms until
rallied.

May not advance
until ralliedf

Must rally for one
- turn without melee.
No player or flag
required for rally.

Retreats auto-
matically upon
contact before ral-
lying complete.

II-9

Rout

" Stds face away

from enemy in
 random directions.

1 :
\'Stds back

{3 moves.

gEnemy takes

wunopposed throw
i(if in melee)

|
May not fire
until rallied.

May not advance
until rallied.

Needs flag or
player commander
to rally, must
rally for one
turn without
melee contact.

Routs again if
contacted by
enemy unit,.




CAVALRY SWERVE AROUNﬁ_INFANTRY SQUARE"

~ After first melee dice throw, provided the square 1s not
. broken, the player will throw one die for a non-lancer cavalry unit.

Die Score Result Note: Swérving unit moves
full distance and stops. If
1,2 Swerve Left further melee results from swerve,
3,4 : FB-1 swerving unit loses charge incre-
5,6 Swerve Right ment. Swerving unit with no
remaining movement allowance retreats % inch.
< Notes: ’ |
!
l. HBussars take an unopposed throw against FB-2 infantry.
2. Units routing from cavalry are automatically destroyed.

- 3. Player commander must be of field grade (Major) or better
' and command .at least 2 basic units.

o o -0




o : ' ARTTLLERY EFFECTS TABLE

C;J Weapon 3" Segment Fence Special Stone Breastworks -
. ' (Wood or Stone) Wall (Works) or
. Hedge or Abatis ' ...} Redoubt
Horse Aty" (1,2,3) = Dumg (1,2,3,4) = bug | (1,2,3,4) = Dmg
. . (4,5,6) or 2 Dmgs | (5,6) or 2 Dmgs.: (5,6) or 2 Dmgs
I = Ds = Ds L. =Ds
Med Ft Aty ‘ [ : i
12# F1d Gen® | 1 Hit Ds (1,2,3) = Dmg |
’ i (4,5,6) |
Dmgs =.Ds
)
Howitzer : (1) = NE b )
(2,3,4,5,6) = ' L
Ds
¥ Y
Siege Gun 1 Bit Ds - —— e D
{ —

Other Artillery with Same Effects

N - - ,1. Also hits by rockets, prolong guns, and grenades.
2. Ball hits of unicorne howitzers. '
3. Also mortars (4" dia burst), unicorne howitzers (2" dia
burst), and Swedish Horse Howitzers (3" dia burst). British howitzers
have 4" dia burst and other regular howitzers 3" dia.

" Results Code

After howitzer range and windage dice have been rolled and
after ball chot windage has been determined, another die roll is
made for effects and this table entered. The results are indicated
by the code. The key is below:

NE Yo Effect Example: (4,5,6) or 2 Dmg.

: = Ds
Symbols I's Destroyed Means that die scores of 4,5,6
Dmg Damage damages destroy the item.

Note: This page intended as part of a wall c¢hart including pages
II-12. and II-13.

KEY from previous page continued.

* However -1" per contour is applied as for ordinary movement.
Q?t> . . **  Heavy cavalry are armored or unarmored Cuirassiers. '
& .
II-11
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ARTILLERY EFFECTS TABLE (Cont'd)

| Wood | Stone | Cannon or ' Supply Wagon Gun, Limber,

House 'House | Limber without|without or wagon with
‘ : : ammo ‘ammo - ' ammo or explo-
| S S _ sives
: ; i :
Hs |5 hits* 10 hits* | (1,2,3) = NE (1,2,3) = Ne - (1,2,3) = NE
Aty =Ds. =Ds (4,5)*% = Dmg ' (4)¢ = Dmg . =)
' ‘ (6) or 3 Dmgs :(5,6) or 3 Dmgs: (4,5,6)¢ = Ds
. ; . =,Ds i __=Ds:
T o : L i
Med ' . Y : I { i

'e o
12# | 3 hits* 5 hits* : : , , | f
#Ds - = Ds ; : Lo !

| | s
How '$8 i$5 : : )
N l
: ! :
v ¥ s
A_ |
sg |———— > T
T | e e
1 N Y Yy N

* . Casualties to figures in houses.
Casualties Casualties
on lst hit on each

later hit ] _ '
Horse Aty 0 1 Note: All figures remaining
Med Ft Aty 0 2 in a house are killed when it
12# F1d Gn - 0 3 is destroyed by an artillery
Howitzer -0 4 hit.
Siege Gun All killed -

%% Damaged artillery pieces: One figure killed and no movement

or firing for next two turns. Must be repaired to be fired.

¢ Damaged wagon: No movement for next 2 turns. Must be repaired
before movcment. '

¢¢ Explodes with effect of sapper charge. Burst circle is 4" in dia.
All constructions and equipment are destroyed and all troops and horses
are killed.

$ All troops and cannon on board boat are lost.

$$ Two hits set wooden house or wooden roof of stome house on fire.

% Woods are set on fire in weather condition 2. {See Ch 13)

Z% Ball chot does not stop.

II-12
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ARTILLERY EFFECTS TABLE (Cont'd)

. | Assault Tree Man or horse
. Boat figure in
i open. 7%Z
|Bs 1 hit Ds § 1 hit Ds 1 hit Ds
! Aty ¢ ' ball ball doesn't
; stops stop
i i | L
' Med : !
r USRI R |
12¢ ?
v . I
How (2,3,4,5,6) (1) = NE
= NE (2,3,4,5,6)
(1)%Z = Ds =Ds
Sg 1 hit Ds 1 hit Ds
ball ball doesn't
\4 stops stop

IT- 13
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ROCKET EFFECIS TABLE

Aiming

" Deflections are measured perpendicularly fight or left of the
- line of sight f:om a point 6 inches in front of the rocket tube.

Double _ ' ; Range
Dice Score Deflection - ' : ; (Inches)
) i _

2 Rocket explodes in tube. Tube destroyed. cee

. Throw one die for each figure or object
within a l-inch radius: A 1 is a kill or

a destroy. o
3 . ' 18
11 Deflected 6 inches left, low grazing. | 1 66
' l
4 - P . .3 24
10 Dgflected 6 .inches right, low grazing. 60.
-5 _ e » 30
9 Deflected 3 inches right, high arc. 54
) g } Deflected 3 inchés left, high arc.” Zg
7 On target low grazing. - i*ﬂ- 82
.12 Rocket reverses. Roll dice again for deflec- .
' tion. (Only scores 3 through 1l count) ' The
deflection is now measured from the rear of the
tube along the original line of sight.
1. Grazing low shots take casualties within I inch either

side of the measured path. When a grazing shot encounters a
structure it stops and hit is scored. Die throws for each figure,
al is a kill.

2. Impact point. Casualties occur within a 2-inch diameter
burst circl:. Roll one die per affected figure. Each 1 is a kill.
Hits on objects have same effect as Horse Artillery Ball shot.

Low grazing shots which are stopped short of their max. range by an
obstacle,burst on impact.

3. Deubles. Check morale of any unit passed over (high arc)
through (low grazing), or with stands having any part within a
l-inch radius of the impact or path.

-4,  Pires. Rocket will start on fire any combmstlble object
within 1 inch of the impact point.

o
:ﬂm
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APPENDIX ITI. STAND SIZES

Stand sizes are not rigidly prescribed for CLS and may be
varied slightly to accommodate differing casting sizes or awkward
flag configurations. On the other hand some clubs prefer the precise
stand sizes so that everyones troops fit nicely together in the
table top formations,or to avoid arguments about artillery casualties.
All stands are multables of the single figure sizes listed below.

l., 30 mm Scale Figures. These sizes are typical of the
ones used by the Midwest Napoleonic Wargamers Confederation.,

a. Bach infantry figure is given a space 5/8 inches
wide by 1 inch deep.

b. Bach cavalry figure uses a space 7/8 1nches wide
by 2 1/16 inches deep.

¢. Artillery cannon and limber stands are all 2 1/8
inches wide,with lengths as follows.

Cannon stand ILength Limber stand length
Horse Artillery 2 1/1e" 2 9/16e™ (2-horse team)
8 to 10 pd field gun 2 3/4 ® 29/l (" )
12 pd and larger 3 3/4 n 3 3/4 " (4=horse team)
Howitzer ' 2 3/4 " 323/4m (0" )

2., 2bmm Scale Figures.
L. Infantry. P=inch wide by 3/4inch deep
2. Cavalry. 5/8 inch wide by 1% inches deep
3. Artillery. All stands are 1% inches wide

Itenm Length
Horse Gun or Howitzer A
6=-10 pd Field Guns ) A
12 pd or larger Field Guns - %M

2 horse limber 1l 7/8"

3, 20 mm (ho) Scale Figures. Use 25mm scale stand sizes.

Mounting the Figures. We advise sturdy mounting. Epoxy glue
will hold a metal Tigure to a wooden stand nicely.

A useful point to observe in mounting infantry, is to point
all the muskets to the left so that they lie between the figures om
the stand in front. Such stands are much easier to form into col-
umn on the table top.

ITI-1




APPENDIX IV. NAPOLEONIC ARMY ORGANIZATION

This abbreviated organizational table covers the major powers.
When used with accurate painting guides it is sufficient to occupy
a wargame club for many years in building up Napoleonic Wargame
Armies. For information on other countries or more detail on the
major powers read NAO when it is published. (Copyright, Fred H.

Vietmeyer, 1972 used by permission. All rights reserved.) 6ppS of /,zﬁ/’/Mc’iz/
- . IR Y S Wafqs € € xRE _
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Line Infaﬁtry (Fusiliers). 10 figs/Co, 6 Co/Bn, 2 Bn/Reg't.
Command group of officer, standard bearer, drummer, sergeant and
musicians in lst Fusilier Co of Bm, 1/Bn. :

- e [ 2z
o pts ez P Grea

<

OOQCeICCoCE|CColE GGQO@'OOQ Copleee ],Fusilie,_.
~N o~ - ’\‘ ”~ - ~ \/
COOLSICCOCI|CCOCCICTo OO OOCT C Ol co's.

Light Infantry (Tyrolean Jaegers). 6 figs/Co,;6 Co/Bn. No reg'tl
org. Cmd gp:off, bugler, sgt in lst Co, 1/Bn.
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COQ[0OG[COCIOCElOCC[oe®] ] | :
COQ|COCICooiccoIcooiu o ) Co's. '

6£e‘w.2\€?25 "'/"“Fes C".K H’ i CH<H
ReGuABL M IhiTiH — FR€1 “”:PB> 72 pe
Grenadiers. 6 figs/Co., 4 Co/Bn. N reg'tl org. Cmd
Gp; off, std brr, drmr in lst Co, 1/Bn. 6 Co org. also permissible.

' | spiei eactt (2 coap “)
I A .‘I”t’ (A=
; = N g Grenadier  fop cuety A it
Co@oow|oorlPee
sieje](cle]e]¢lo]e)[o]ote]

3(‘-”"”""1 G- 71}3(;i e FGﬂ 3(’””,”‘
/F 6&4”")"1‘“” /L ?/'25%}'0‘4"’4’“”, 75 op-(~/ 3@?&6

Cavalry. 3 figs/Co, 2 Co/Sq, 8 Sq/Reg't. Comd Gp: off, std —

brr, & bugler on separate stand, 1/Reg't.
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Austria Cont'd

<\ﬁ h _ Artillery. 3, 6, and 12 pdr guns and howitzers.
< Britain |

, Line Infantry (T"oot) 3 figs/Co, 10 Co/Bn, 1 Bn/Reg't. Cmd
. Gpr off, std brr, and drmr on separate stand, 1/Reg't. Use piper’
in place of drmr for highland battalioms. '

i
\I .

COCIOCEICIDICLE -} Battalion Co's;.'
CTLCCE|CCTICCOl ; i
CCl| |9€@) |[COTF———  Grenjdier o
Light Co b - -—Cmd Std ;

|

. Light Infantry. 4 figs/Co, 10 Co/Bn, 1 Bn/Reg't,Cmd Gp:
off, std brr, bugler, and sgt on separate std, llReg t. Use .
plper in place of sgt for Highland light Bms.

| [BCooeleC 0eloGoel00 Celotae!
\" uccccoogcdoooccooooo
.\;_ - | ’ _ L ¢ échm Std

Rifles. 3 figs/Co, 8 Co/Bn. Norspecial‘-Reg,"t‘l org. Cmd Gp:
. off, bugler, sgt comstitutes lst Co, 1/Bn. Note 5/60 had 10 Co.

OCOlOCO[OCe[0e
sJele](ele]e}[e)e]e][ele]e

Guard Infantry. & figs/Co, 10 Co/Bm, 1 Bn/Reg't Cmd Gp: off,
2 std brrs (Kings color and regimental color), drmr. on separate stand,

1/Reg't.
OO0 CClOO CC|CCOC|CO o0 1
OO oI ODI0O0OoILo0 T ! Battalion Co's.
~ qr*r' : Yo
‘4\-\_’:‘.« = @éé® OQ OOk ~— Grenadier Co.
s " : .

L-nght Co Note split stand ——Cmd Std

Iv-2

oY
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Britain Cont'd :

SN

Volti- |OQ®|0CE

Heavy Cavalry. '3 fig/Co, 2 Co/Sq, 4 Sq/Reg’ t. Cmd Gp: off, std
brr, and bugler on separate stand, l/Reg't.

7

- Sqdn - Cmd Std o

iight Cavalry. 2 figs/Co, 2 Co/Sq, 4 Sq/Reg't. Cmd Gp: off
and bugler on separate stand, 1/Reg't. . o

A !

‘Sqgdn—~ Cmd Std-> -i

Aftillegz. 6 and 9 pdr field guns, howitzers and rocket
batteries. Use Hs Aty stand sizes for pack horse stand and rocket

tube stand.

France
Line Infantry. 6 flgs/Co, 6 Co/Bn, 3 Ba/Reg't.Cmd Gp: off,

std brr,and dmmr on separate std, l/Reg't.

OC’O;’ ‘O(_) CCE C)Q(D'. Grénadier
»owcooooo co-

'< — Cmd Std

eur Co. -
g SlelelOIele,

=4




o France Cont'd ' ‘
(:, Light Infantry. 6 fig/Co, 6 Co/Bn, 3 Bn/Reg't. Cmd Gp: off, s
= ', std brr, and bugler on separate stand, l/Reg't.

Chasseur Co's.
Volti~ ‘ . . Ca;abinicr
gexr Co. { [CCBICGICOGIOOE f\o@"O@H Co.
CLO[CCOICO oo C|COC|Co
<@ Gl — Cnd Std

'. .o o o i P e -~

-

Cuard Note. There were oiher gucrd unit organizations different’
from those listed here. Write F. Vietmeyer for information or see
NAQ when published. : ’

Young Guard. 8 fig/Co, 4 Co/Bum, 2 Bn/Reg't. ' Cmd Gp:off, std
" brr, drmr, and sgt on separate stand, 1/Reg't.

’ cocelcocofoocElocce
OO CCeoQ ol ool o
D e @ ok o L
¢, - . A Cud Std - 0D
. ‘. . ! » . . . .. ° . v ‘ . R
~ . 01d Guard. & fig/Co, 8 Co/Bn, 2 Bn/Reg't. Cmd Gp:off, std -

brr, drmr, and sgt on separate stand, 1/Reg't.

QUOBICCLEIOCTOICOCE
CQOQOOOCOLICOTO|ICCCO

.

Cavalry. 5 fig/Co, 2 Co/Sq, 4 Sq/keg't. Cmd Gp: off, std brr,
bugler, sgt, and one optional, 1/Reg't.

T IANEE

7
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France Cont'd ‘ : _
‘Artillery. 3, 4, 6, 8 and 12 pdrs plus howitzers. -

"Prussia’

. Line Infantry (Musketeers) 8 figs/Co, 4 Co/Bn, 2 Bn/Reg't.
Cmd Gp: off, std brr, drmr, and fifer in lst Co of Reg't, 1/Reg't.
2nd Bn no Cmd Gp, only sgt in lst Co.

l

!

OO M 20 C/Qu D0Q|&
C \

é}@%{ Musketeer Co's.
bbCf giyviisle sle]

Light Infantry (Fusiliers). 6 figs/Co, 4 CofBm, 1 Bn/Mhsketeer
Reg't. Cmd Gp:sgt only in ist Co, 1/Bn.

COBCORIOTEICOT]
]OQQCQCGpqud'

‘Light Infantry (Jaegers).' Same as Fusiliers.

Grenadiers. Same as Musketeers except no reg'tl org. 2 Co

taken from each musketeer reg't.  Has Cmd Gp of off, std brr, and

drmr in lst Co.
. b 4

‘Guard Grenadiers. Same as Musketeers except 2 Bn/Gd Reg't.

Guard Fusiliers. 8 figs/Co, 4 Co/Bn, 1 Bn/Gd Reg't.

SO0 OEICCCEICOOT

=
COOQICCCO|CCOC|OOOC

_ Line Cavalry. 3 fig/Co, 2 Co/Sq, 4 Co/Reg't.Cmd Gp: off
std brr, and bugler on separate stand, l/Reg't.

Sqdn Cmd Std

..-—--.
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Prussia Cont'd

Russia

D

Guard Cavalry. Same as line, except 5 Sq/Reg't. ' |

Artillery. 6 and 12 pd field gums, howitzers and 2 pd pro-

: 'long guns.

Line Infantry (Musketeers). 5 figs/Co, 4 Co/Bm, 3 Bn/Reg't.
Cmd Gp: off, std brr, drmr, fifer, and sgt, in Ist Co of Reg't,
1/Reg't. After 1811 all Musketeer Reg'ts were called Infantry Reg'ts.

CO00G0e66e]|

Grenadier | : ; o~ o~ ! - -+ = Musketeer
Sren _““,{CCOQ@OGOU®L, p

Schutzen ,~ Grenadier
Platoon— Platoon ——

ML e e e

Light Infantry (Jaegers). &4 figs/Co, 4 Co/?én, 3 Bn/Reg't.
Cmd Gp: sgt only in Jaeger-Grenadier Co. 1/Bn. ‘

S Schutzen-Jaeger Platoon

Jaeger” .' . | / L_——

_ o Jaeger-Grenadier Platoon
" Co's. N.’ OQ OGIOCICDI~ — Jaeg_e:-Grengdier Co. " %
[co 0[O0 ¢ |

Grenadiers (Fusilier Bms). 5 figs/Co, 4 Co/Bn, 3 Bn/Grenadier |
Reg't. Cmd Gp: off, std brr, drmr, fifer and sgt in 1st Co of Reg't,
1/Reg't. v

cooce|loce6e|)

Grenadier ?-OOOC’ @ OQO@@ (v,__\. —— Fusilier Co';.
} LN ‘

Co. ——~ - -

N,

Schutzen Platoon — Grenmadier
Platoon —--~




Russia Cont'd : ' ' . '

. Guard Infantry. 6 figs/Fusilier Co, 3 Co/Bn, 8 figs/Grenadier
Co, 1 Co/Bn, 3 Bn/Reg't. Cmd Gp:off, std brr, and drmr in lst Co of
Reg't, 1/Reg't. : ' : ’

s

Grenadier / "1OOCIC O@ sleIcileY X ..
Platoon —/ | ’190@ CQOC OOO.C‘O&‘ _ '

\.‘-'_‘,.., . _..J‘\ -

!

Schutzen
Platoon —  Grenadier Co. . Fusilier (;o's.

i

Line Cavalry.(and Gd Hussars, Gd Uhlans) 4 ffgs/Co, 2 Co/Sq,
5 Sq/Reg't. Cmd Gp: off, std brr, bugler, and sgt on separate stand,

. LT RTACER

\ Guard Dragoons and Gd Cuirassiers. Same as line, except
: 10 Sq/Reg'ct.

K Regular Cossacks. 2 fig/Co. 6 Co/Reg't. Cmd Gp: off and
bugler, 1/Reg't.

Guard Cossacks. Same as regular cossacks, except 8 Co/Reg't.

Artillery. 6 pdrs, howitzers, and unicorne howitzers.




‘Diagram Key and Abbreviations

& - Inf. Cav.

officer, off

sergeant, sgt

S

o ~ Corporal*

private

drummer, drmr

standard bearer, std brr

O
o @ O ®

bugler

&

@ | | £ifer*
*  optional figures, may be replaced by a private.:

o B

.{%33 | o S £

N .,’,/’
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APPENDIX V. MAP SYMBOLS AND ABBREVIATIONS
Here is a list of suggested map symbols and abb:eviations.

. -Unit Symbols

Symbol includes size, type, and indentification. It may also
indicate formation. For example: Co

Size: Il , a battalion

~ 1 51 Type:><, infantry

21 o
Identification, 2d battalion
Prass . lst Silesian regiment of Prussia.
Size Symbols ' Type Symbbls | Formation
- platoon 7 i'—-—"' " infantry J'J"_{ . Column
- L _ ;'_J
41—, company (Inf or 7 cavalry '
[ i cav) or battery < R '
T (Artillery) o S I
o _ . : o : Line
r—U—j battalion (Inf) r o ' foot artillery e
'l - squadron (Cav) ——e : RS
,—--Uij regiment ' '7 horse artillery -
: . - Gmime C Skirmisher

r~* brigade o
L : L E ' engineers, pion-

; —— eers, or sappers
2% . division

o

'g_;‘g_j corps _ @, single samnper fig.

———

The written unit designation is typically 1/3 Line which means lst
battalion, 3d regiment Line Infantry. Likewise for cavalry 5/6

~ Chevauleger is read as the Sth squadron of the 6th regiment of

Chavauleger (Light Horse).

Omissions. Nationality is usually omitted because the situation
makes the unit's nationality clear. = If not include it. Artillery
caliber (poundage) is usually included but regimental distinctions
omitted. Im CLS sappers should be individually marked. An A, B, C,
etc. system can be used. - : ' '
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Terrain Svmbols

£y

Rivers :?::T\:r“I’

, T

Bridge » ‘L-hL—L Reat
A

Ford | __;_JE;?Lf'

- O

Swamp (e T
-~
e
Orchard o Co
o C o
Ploved Fislds [} =
Hedge CCC

Poor ‘dirt) road .- -~ T >~
- . -

Road \__———/
\__,/
Buildings c
' Wee D
V-2

. ) ‘9‘412
&y

Arrow indicates flow direction.
Fording penalties may be marked
on map or in game conditionms.

|

Fording penalty must be specified.
| l
t

Lakes are considered unfordable

- unless specified otherwise.
- i

For CLS swamp should be marked
as normal swamp or as a marsh.

This is a #1 woods with each green
spot being a single tree.

!

Type woods must be specified.

This is a normal hedge, unless

- a hedgerow is specified.

A special road should have its
bonuses specified.

Road column bonus applies.

For CLS building capacity in num-

ber of figures must be specified
along with type structure, wood or
stone.
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" Terrain Symbols Cont'd

Church (7\}
) e _

—'—j.'- (%3
School : rtj
. I G .
b—‘1‘“.0.-’
Fortification -
redoubt, or -
breastworks. .
Contours

level.

For CLS the height is given in the

number of contours above the zero
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APPENDIX VI. GLOSSARY OF TERMS AND ABBREVIATIONS

Abatis, A defensive barrier of felled trees with branches removed

- except those facing the enemy which are cut to sharp points.

Action, Any thing CLS troops may be ordered to do.. All operations -
are actions but only certain actions are operations.

Artifact, Term used in the 2d edition to indicate the symbolic
character of the figures and their stands particularly that they
are not simple scale representations.

Azimuth, Angular direction measured in the horizontal plane. (On
the table top)

Bashkirs, Russian lrregular cavalry who wore chain mail body armor “
and fired arrows.

Bn, Battalion. An infantry unit having 4 to 10 companies.

Bt, Battery. The battery in CLS is a cannon model representing

~about 8 cannons. However, "battery" is not a Napoleonic term.

Bistorically, artillery was organized in units with 2 to 14 cannon
and were generally called companies.

Canlster, Musket balls in a thin metal can fired by artillery. When
fired the balls scattered giving a shotgun like effect. ‘

Carabinier, 1. In the BM, a term applied to one elite company of a
French Legere battalion. Other nations also used this term. See NAO.
2. A French elite heavy cavalry unit which wore the cuirass after 1809.

Carbine, A short barrelled musket usually carried by cavalry. (In

" CLS a musketoon is also rated as a carbine.) -

C.E., Combat Effectiveness. (See Ch 11)

Charge, i. An attacking movement where the attacker moves at high
speed into melee contact. (See Ch 8) 2. An explosive charge.
3. vt, To insert propellent charge and shot into a cannon; 1oad.

Chasseur, (Fr. huntsman) Center companies of French Legere battalions
were called chasseurs. The Chasseurs a Pied were am 0ld Guard infan-
try unit.

Chasseurs a Cheval, (Fr. mounted huntsmen) French light horse.

Chevauleger, (Fr. llght horse) Light horse type cavalry.

~ CLS, Column Line and. Square.'

. VI-1




Constructiohs, In CLS buildiﬁgé and formal fortifications. Breast-
works have different tactical properties from other fortifications.

Cossacks, Russian irregular light cavalry not well disciplined but
excellent in recomnaissance and harrassing roles. Frequently armed

:} with a lance.

Cuirassiers, Heavy cavalry units which wore breast and back plate
armor called a cuirass. %

Dragoons, Soldiers which fight as infantry dismounted or cavalry
mounted. _ = ' - ! :
Elite, In CLS troops marked by special training ot experience, gen-
‘erally, formed into companies within line units. (For example, in a
British line infantry battalion the elites are the light and grenadier
companies. : Cod :

Field Artillery, Usually horse drawn cannon up to 12 pd caliber and
6%-inch howitzers, designed to be mobile enough to accompany the
army on march. Contrast the larger and/or less mobile weapons of
the siege train, and fortress or naval cannon. ’

File, A row of soldiers facing one way,. front to back., See ramk.

Flag,lTerm used in the 2d edition to signify regimental or bat-
talion colors. Capabilities of a "flag" are listed under "command
stand.”" 3See Ch 29, | '

Fusilier, Infantryman, Frénch and Austrian line infantry were
called fusiliers but British and Russian fusiliers were elites
rated as grenadiers in CLS and Prussian fusiliers are rated as
light infantry.

Grapeshot, Large ball shot contained in a net sack. Similar in
effect to canister except longer range and narrower in pattern.
Simulated by "low ball" in CLS.

Green Ri“les, British rifle units so named for their green uniform
coats.

Grenadiers, Veteran soldiers chosed for their ability usually

- formed ioto separate companies within line infantry battalions

Grenadiers perform line infantry operations but have greater skill,

. discipline and morale.

Crenze, (Ger. border) The Austrians raised local militia units in
the border provinces facing the Turks and Italians which are, there-
fore, called Grenzers.

: 4'9’1.':1‘.
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- Guard, Guard units were usually the most experienced, well trained,

gutsiest soldiers a nation could find. Usually, they achieved their
special status by superior battlefield performance either as units
or as individuals. (See NAO for Guard units.)

Heavy Cavaliy, Beavy cavalry was literaily heavy using!large horses
and riders chosen for size and strength. In CLS armored & unarmored
cuirassiers are heavy cavalry. ‘

i

High Ball, CLS term for artillery ball fired at the usual elevation
angle. Contrast Low Ball. (See Ch 4)

Horse Artillery, Although all field artillery was horse drawn (Prolong
Guns excepted), the gunners for some units were mounted or rode on ‘
limbers or carts, and these very mobile batteries are called horse
artillery. ,

Host, The person at whose house the game is played'or who arranges
for a playing room. 1In the 2d edition of CLS, the host combined the
functions of hosting and game design. 4 ..

Involvement, A CLS term concerning the status of units near the
melee contact point. (See Ch 10 Melee Procedures)

Jaeger, (Ger. huntsman) Light infantry. (Also spelled jager and
yager)

Lancer, Light cavalry which carried a long lance employed in the
charge muck like the medleval armored knight.

Legere, (Fr. light) Term applled.to light infantry units.

Light Cavalry, Cavalry troopers chosen for smaller size and bravado.
In CLS, light horse, lancers, cossacks and hussars are light cavalry.

Limber, The detachable front end of a gun carraige hitched directly
to the horse team. It consisted of two wheels, am axle, and a pole,
and sometimes carried an ammunition chest. The capmon trail was
raised and attached to the limber so together they formed a four-
wheeled vehicle. 1In CLS, the limber sympolizes the mon-firing
portion of the battery, including the normal ammumition supply.

Line, Historically the "battle line" of regular infantry units.
In CLS, the regular non-elite infantry. Also wsed to distinguish
non-guard non-militia units as in line hussars or line grenadiers.

Low Ball, See pg 2-2

. Massed, In the Battle Manual a formation is massed when the indi-

vidual soldiers are in straight ranks and files close together with
typically 5 feet from center to center. (Contrast skirmisher)

VIi-3
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~ Melee, Hand to hand combat with bayonets, swords, lances, and small

. 1is not effective. , , _ -

- to the first turn. :

o4
-y

arms, etc. but in CLS also including close range firing.

Militia, Local citizenery traimed to operate the same as their

"equivalent line counterparts but represented a much lower state cof

training.

: ) \ :
Musket, A smooth bore, muzzle loading, (and in Napoleons time)
flintlock type weapon. Used by nearly all infantry in Napoleonic
times. i
i
{
Musketeer, Infantryman.
— , , ! , _
NAO, Napoleonic Army Organization. A brief appendix on the organization
of the major powers is furnished. A much more comprehensive and
detailed book of that title is expected to be published soon by
Co-author F. Vietmeyer. :

Operation, A éLS term. See pg 6-1.

pd, pdr., Pound or Pounder. Caliber of Napoleonic artillery was
measured in the weight of the irom ball shot by the weapon. A 12-
pdr fired an irom ball weighing about 12 pounds.

Range, In CLS (Battle Manual) the distance beyond which the-wgapon

Rank, 1. Military grade, or 2. row of soldiers shoulder to shoulder
facing one way. (See file) '

Rifle, A muzzle loading, flintlock weapon, with a rifled (spiral
grooved) barrel. Rifles were much more accurate and kad 2 longer
range than the musket but took longer to load. Only tke English
Baker rifle was really successful.

- Saps, Deep trenches used in a formal assault on a fortificatiom.

Usually dug in a series of parallels successively closer to the
fort connected by zig-zag trenches. They allowed the troops a
protected advince very close to the fortress before am assualt.,

Schutzen, (Ger. marksman) Sometimes used to describe actual

marksman, but ofter just light infantry were so desigmated. Also
scharfschutzen (Ger. sharpshooters). SR

Set-on, Initial arrangement of the stands on the table top prior

Skirmisher, A loose open formation of irregular lines with no
particular separation distance. (Contrast massed) -

VI-4 | | ' -




Sq., Squadron. A cavalry unit usually of two companies.
Voltigeur, (Fr., vaulter) 1. The light infantry companies in a
Ffenc% Iine battalion, 2. one of the elite companies of the
legere infantrie, or 3. particular series of Young Guard Units.

Works, DBreastworks. A low wall, frequently of earth, for
protection against small arms and cannon fire.
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