Army Lists

In Victory of the Ages you’ll need to have a force to use. To choose a force you’ll need t decide which country you’d like to use and what options within that army you’d like to have to reflect how you want to play this is pretty unlimited but you must first cover the basic requirements.

1. Maximum of one General

Except for larger game when you may need to use multiply forces.

2. Minimum of two Line Battalions and any other minimum choices

Such as one light artillery battery for a Russian army

Other than these minimum requirements there is no limit to what you have other than for each line battalion you can have a divisional choice and for every basic option in the core or divisional list you can have the elite version of that choice i.e. you need to purchase Grenadiers as a core choice before you can buy the elite version first. Unless otherwise stated
(Elites are clearly indicated during the list)

Each unit type has clear layout

· Firstly they have the description of what the unit is. 
· Whether they are a core, elite or divisional choice within the army list

· A points cost for the different size of the unit as well as possible upgrades and their points.
· And a skill and motivation rating for use during the game on things such as morale and combat.

· They also will have any special rules listed below them to tell you what special rule they are affected by.

Special Characters

ALL abilities are only useable if the character is on the Board.

Upgrades for Generals or Adjutants (will be stated) this is on top of the original cost of the general. And these characters gain the skill, motivation and any special rules of their chosen empire’s General/adjutants. Unless otherwise stated
Other generic special rules only apply to units they join were necessary 

Attachments

These companies or batteries are in addition to the number of companies in the Battalion you have bought. They therefore increase the size and so motivation tests are affected as more may need to be killed to reach 50% level etc.

Sample army list

General 100pts

3 company line battalion 130pts (steady)

+ Grenadier company 50pts
+ Light infantry company 75pts
(Makes a total of 10 stands 6 line, 2 light, 2 grenadier as well as a Officer)

3 company line battalion 130pts (steady)

(Minimum required)

485pts

Special Rules
Variable quality Infantry

a. Troops can be selected as they appear in the lists for their given price and they are Regular troops.

b. Raw troops can be used instead of the steady regulars at -15pts per Company in the Battalion, these unit gain benefits of the unit’s special rules but they’re skill rating is reduced to Conscript as their poorly trained and are affected by Poorly equipped.

Raw troops cannot have artillery attached to them.

Experienced Infantry*

c. Elite troops can be an upgrade for any line unit at a cost of +20pts per company in the Battalion and allows them to increase their motivation or skill by one. 

*Applies to all Line units except Prussian Reserve and Austrian Reserve Infantry

Any choices on what level of infantry you decide must be clearly noted for reference.

Possibly with unit cards?? Or indicating it on your battle roster in brackets.

Column Charge: battalions can assault when in column formation.

Massed Batteries: artillery can be grouped into larger batteries containing at least one full battery in it i.e. one full and one half can be combined. (This can be different types). They must fire at same target but gain +1 to hit.

Élan: If the general is killed within 16” no motivation check is required to continue 

fighting.

Light Infantry
Well experienced light infantry know how to skirmish and draw enemies out of position. As a result when they are shot at instead of taking hits they can fall back 4” (this must be declared before the range is measured) and if not in range the shots are wasted. They may also deploy 4” apart in loose formation and have a 360 degree LOS
Cossacks: Must pass a motivation check at the beginning of each turn otherwise they must move at full distance (but not double) towards the nearest visible Cavalry unit. If there is no visible unit they move straight forward (if the move moves them into contact they count as Charging regardless of Initiative).
Spread out Batteries: Full artillery batteries can be split and placed in different parts of the battlefield to help give support all over the field. They still count as a battery for brigade motivation.

Rifles: Some light infantry companies have the new rifled rifles allowing them to hit better +1 to hit.

Indiscipline

These troops were eager, notorious drinkers and full hardy. Often causing the lose of control and a sudden un-ordered charges. Troops must pass a skill test if there is an enemy unit within assault range else they charge.

Jaeger: The elite light infantry of continental forces made up of marksmen, hunters and very experienced soldiers and as a result have +1 ROF.

Toffs: Incompetent officers, with money rather than skill were common however some were actually good soldiers. Units lead by Toffs must roll a D6 at the start of the game on a 1 they suffer -1 to motivation tests, 2-5 act as normal and on a 6 the unit gains +1 to motivation rolls.

Foreign Officers: Most of the officers speak a different language than the troops; to change formation requires a skill check.

Military Discipline: Troops have been hard drilled and taught to be efficient. Motivation checks can be re-rolled but not Fallback rolls.

Oblique formation: Lots of regular combat training allows the unit to fight in an abnormal formation when in combat has allowed the full fighting prowess of the battalion be realized +1 to hit in combat.

Scum: Being motivated to survive and being brought up in a tough, fighting place troops can re-roll motivation checks in combat only.

Poorly equipped: Having little good equipment and no funding to have better training troops suffer from shoddy rifles and poor accuracy. Units do not receive any bonuses for Line formation.

Commander falling: To the soldiers their officer seems invincible so seeing him die shakes their confidence when a Battalion CO dies the battalion must take a motivation roll.
Detach: Some nations believed in a different tactic than other when it came to Grenadiers and Light infantry organisation. Preferring to have concentrated units rather than having them spread out among units, unless that is required.

Units with this special rule can give any number of whole companies to other units of Infantry. If they add an officer then they must keep at least one company as part of that Battalion. (May detach to Line Battalions, max one company of each type may be added to Line Battalions i.e. one Light and one Grenadier)
Double Line

These units can fire in 2 lines. A battalion that didn’t move can use this ability; it allows the front stands to add +1 ROF if another stand in that unit is directly behind and in contact. This is on top of other modifiers.
Marshall: these were the highest most skilled commander of the day and were not use to suffering defeat.

Characters with this skill can once per game can modify a single dice roll by 1. This can only be during the game not before and cannot affect reserve, weather etc rolls. It will affect Motivation, combat, shooting, armour saves, skill tests, fall back roll.
Shrapnel

The British developed an exploding shell which was used frequently in the British army to help in their tactics of firing at enemy formation rather than counter battery fire. Cannons can fire up to 16” with a +1 ROF for solid shot. 
Under Powered Artillery: The artillery is less powerful than its counterparts version it subtracts 1 from both sets of ROF.

Reforms: Massive radical changes helped modernise outdate tactics and training to a better quality. Troops can re–roll skill checks except in Combat.
Stubborn

These units are renowned for being resolute under pressure even if their officers are not. Units can use their unmodified motivation value for all morale tests instead of a modified test.

Poor Generals: A lot of Officers of this period were appauling soldiers most notably the Prince of Orange. Their inability to command cost a huge lose of life or defeat. Battalions gain no benefits whilst within their command range (8” unless stated) or units joined by them.
Imperial Guard/Royal Guard: the elite of the armed force or body guards of the emperor. They are renowned for their courage and stoicism. Allows motivation and skill checks to be re-rolled. 

Light Medium Cavalry*
Horse Chasseurs, Light Dragoons, Chevauxlegers etc
Act as light Cavalry but can shoot and only have 1 attack except for units with the Cossack rule.
They cannot have attached artillery.

*Note Only Medium Cavalry have the ability to shoot amongst the other cavalry options normally

Imperial France

HQ:

Brigadier General and Adjutant 100pts                                         Steady Veteran

· Column charge

· Élan

· Napoleon Bonaparte + 100pts

· Michel Ney + 90pts /+ 55pts

· Nicholas Soult + 50pts

· Emmanuel Grouchy + 70pts
· Louis Davout +60pts 

Core Battalions:

2+ Line Battalions                                                                               Steady Trained
Officer +

· 1 Company      80pts

· 2 Companies 100pts

· 3 Companies 130pts

· Column Charge

· Élan

· Variable Quality 

· Include 1 Company of Grenadiers +65pts          Steady Veteran

· Include 1 Light Company +65pts                         Steady Trained
· Élan

· Column Charge

· Attach 1 Battery of Light Artillery  + 85pts        Steady Trained
· Attach ½ Battery of Light Artillery + 50pts      Steady Trained
· Élan

0-1 Grenadier Battalion                                                                     Steady Veteran

Officer +

· 1 Company,    130pts
· 2 Companies, 150pts
· 3 Companies, 200pts
· Column Charge

· Élan 

· Include 1 Light Company +100pts                       Steady Trained
· Column Charge

· Élan

· Attach 1 Battery of Light Artillery +135pts        Steady Trained
· Attach ½ Battery of Light Artillery +85pts       Steady Trained
· Élan

0-2 Light Infantry Battalions,                                                           Steady Veteran

Officer +

· 1 Company,    100pts

· 2 Companies, 130pts

· 3 Companies, 150pts

· Élan

· Light Infantry

0-4 Light Artillery Batteries                                                               Steady Veteran

· Full Battery 125pts
· ½ Battery      75pts
· Massed Batteries

· Élan

Elite Battalions:

0-1 Grenadier Battalion,                                                                     Fearless Veteran

Officer +

· 1 Company    130pts
· 2 Companies 150pts
· 3 Companies 200pts
· Upgrade to Imperial Guard +100pts*
· Column Charge

· Élan 
· Imperial/ Royal Guard*
· Include 1 Light Company +135pts                                 Steady Trained
· Élan

· Column Charge

· Attach 1 Battery of Light Artillery +135pts                   Steady Trained
· Attach ½ Battery of Light Artillery +85pts                  Steady Trained
· Élan

0-1 Medium Cavalry Troop*                                                                 Steady Veteran

· 1 Squadron   130pts
· 2 Squadrons 165pts
· 3 Squadrons 200pts
· Upgrade to Imperial Guard +100pts 

· Élan

· Imperial/ Royal Guard*
· Attach 1 Horse Artillery Battery  + 85pts                      Steady Veteran

· Attach ½ Horse Artillery Battery + 60pts                    Steady Veteran

· Élan

0-1 Heavy Cavalry Troop*                                                                    Fearless Veteran

· 1 Squadron   240pts
· 2 Squadrons 275pts
· 3 Squadrons 300pts
· Upgrade to Imperial Guard +100pts 

· Élan

*One or the Other.

Division Support:

 Light Cavalry Troop                                                                             Steady Veteran

· 1 Squadrons,   85pts
· 2 Squadrons, 100pts
· 3 Squadrons, 125pts
· Upgrade to have Lances +50pts*
· Élan
· Lances*
· Upgrade for free to Horse Chasseurs** (cannot have lances)

· Light Medium Cavalry**
· Attach 1 Horse Artillery Battery + 75pts                    Steady Veteran
· Attach ½ Horse Artillery Battery + 35pts                 Steady Veteran
· Élan

Medium Cavalry Troop                                                                       Steady Veteran

· 1 Squadron,   130pts
· 2 Squadrons, 165pts
· 3 Squadrons, 200pts
· Élan

· Attach 1 Horse Artillery Battery  +  95pts                  Steady Veteran

· Attach ½ Horse Artillery Battery + 40pts                 Steady Veteran

· Élan

Heavy Cavalry Troop                                                                         Fearless Veteran

· 1 Squadron,   240pts
· 2 Squadrons, 275pts
· 3 Squadrons, 300pts
· Élan

Heavy Artillery Battery,                                                                       Steady Veteran

· Full Battery 235pts
· ½ Battery    165pts
· Upgrade battery to howitzers +135pts
· Massed Batteries

· Élan

Napoleon Bonaparte (General) 
Artillery Officer- A French army commanded by Napoleon can have an additional Light Artillery Battery but must have a minimum of one. One Battery can be upgraded to “My Beautiful Daughters” for free giving them +1 ROF for Solid shot.
Le Emperor- Their must be a unit of Imperial Guard included in an army commanded by Napoleon , All units can re-roll motivation check within 12” and skill checks within 6”. If he is killed or removed from play then all French units on the field must pass a motivation test to continue at -1.
Louis Davout (General) 

Little Napoleon- With his skill only being matched by Napoleon he was a brilliant Marshal but he wasn’t heeded. Davout may choose the scenario or once per game decide to choose whether to have the Initiative or not

Marshall
Emmanuel Grouchy (General) 
Cavalry Officer- Cavalry in an army commanded by Grouchy gains +1 to skill checks plus an army containing Grouchy must contain a Medium unit of Cavalry.

Strict Orders- One to follow orders rather than initiative caused the defeat of Napoleon at Waterloo. Grouchy is at -1 to any pre game rolls inc deciding who the attacker/defender is.

Marshall
Michel Ney (General) (Adjutant if Napoleon Present) 

Bravest of the Brave- Once per game a unit of Cavalry or Infantry joined by Ney can make an extra move before the start of their turn this can out of Initiative sequence. They count as moving for shooting purposes and if that turn they assault they suffer the usual effects as well as counting as moving at the double. (This rule ignores the usual rules for assaulting and moving at the double, which is not allowed)

Commander Falling

Marshall
Nicholas Soult (General) 
Technical Skill- One unit in an army commanded by Soult will be allowed after deployment to be repositioned to another legal position.

Marshall
Prussia

HQ:

Brigadier General and Adjutant 75pts                                      Steady Trained

· Military Discipline

· Gebhard von Blucher +65pts*
· Friederich von Bulow  +45pts

Fearless Veteran*

Core Battalions:

2+ Line Battalion                                                                           Steady Trained

Officer +

· 1 Company      80pts

· 2 Companies 100pts

· 3 Companies 130pts

· Include Extra Line company +50pts
· Military Discipline

· Oblique Formation

· Include 1 Company of Grenadiers +85pts           Steady Trained
· Include 1 Light Company +75pts                           Steady Trained

· Military Discipline

1+Reserve Battalion                                                                       Steady Conscript
Officer +

· 1 Company      60pts

· 2 Companies   80pts

· 3 Companies 100pts

· Include extra Line company +30pts

· Military Discipline

· Oblique Formation

0-1 Grenadier Battalion                                                                   Steady Veteran

Officer +

· 1 Company,    130pts
· 2 Companies, 150pts
· 3 Companies, 200pts
· Military Discipline

· Include 1 Light Company +100pts                             Steady Trained

· Military Discipline

· Attach 1 Battery of Light Artillery +100pts              Steady Trained

· Attach ½ Battery of Light Artillery +65pts              Steady Trained

· Military Discipline

0-3 Light Infantry Battalions,                                                          Steady Trained

Officer +

· 2 Company,    150pts

· 3 Companies, 200pts

· 4 Companies, 250pts

· Military Discipline
· Variable Quality 

0-6 Light Artillery Batteries                                                             Steady Trained

· Full Battery 125pts
· ½ Battery      75pts
· Military Discipline

Elite Battalions:

0-2 Light Infantry Battalions,                                                           Steady Trained

Officer +

· 2 Company,    200pts
· 3 Companies, 230pts
· 4 Companies, 250pts
· Upgrade Battalion to Jaegers +100pts* 
· Military Discipline

· Jaegers*

Only if upgraded*

Division Support:

Light Cavalry Troop                                                                              Steady Trained

· 1 Squadrons,   50pts
· 2 Squadrons,   70pts
· 3 Squadrons, 100pts
· Military Discipline

· Upgrade to Uhlans +50pts*

· Lances*

· Attach 1 Horse Artillery Battery  +80pts                      Steady Trained

· Attach ½ Horse Artillery Battery +50pts                     Steady Trained
· Military Discipline

Medium Cavalry Troop                                                                          Steady Trained

· 1 Squadron,   100pts
· 2 Squadrons, 140pts
· 3 Squadrons, 180pts
· Military Discipline

· Attach 1 Horse Artillery Battery +100pts                     Steady Trained

· Attach ½ Horse Artillery Battery + 65pts                    Steady Trained

· Military Discipline

Heavy Cavalry Troop                                                                             Fearless Trained

· 1 Squadron,   180pts
· 2 Squadrons, 225pts
· 3 Squadrons, 250pts
· Military Discipline

· Upgrade to Elite Uhlans +130pts*  

· Cossacks*

· Lances*

Heavy Artillery Battery,                                                                          Steady Trained

· Full Battery 280pts
· ½ Battery    225pts
· Upgrade battery to howitzers +150pts
· Military Discipline

Gebhard von Blucher (General) 
Hatred-Blucher hated the French and loved spilling their blood. Against French armies Prussians troops become Fearless but do not benefit from Military Discipline as the battles normally become a bloodbath rabble. 

Determined- Bucher was determined in whatever he did even through injury and old age. Blucher never has to pass a motivation test personally. And Prussian units do not suffer from being outnumbered in motivation tests.

Psychotic- His mental health was questioned during his later career as being mad or just pure hatred. If Prussian troops are within 8” of Blucher they must advance every turn and if in range they must assault the enemy. 

Friederich von Bulow (General)
Liepzig Veteran – Having lead the Prussian through the carnage that was Leipzig he clearly had some skill and gained masses of respect. He also had an infectious talent for developing new ways of fighting. Units lead by Friedrich count as Fearless and also suffer from Reforms. 
Respected – Troops liked Friederich for his care for their lives and his un-aristocratic views of war. Troops within 8” gain additional +1 motivation for fallbacks
Austria

HQ:

Brigadier General and Adjutant 50pts                                 Steady Trained

· Poor General*
· Commander Falling

· Foreign Officer

· Archduke Charles + 80pts

· Karl Schwarzenberg + 40pts
*Only applies to basic General’s
Core Battalions:

2+ Line Battalions                                                                             Steady Trained

Officer +

· 2 Company      60pts

· 3 Companies   80pts

· 4 Companies 130pts

· Foreign Officer

· Commander Falling

1+Reserve Battalions                                                                       Steady Conscript

Officer +

· 2 Company      60pts

· 3 Companies   80pts

· 4 Companies 100pts

· Foreign Officer

· Commander Falling

0-*Grenzers Battalion                                                                       Steady Trained
Officer +

· 1 Company    100pts

· 2 Companies 120pts

· 3 Companies 150pts

· Stubborn

· Poorly equipped

Attach Light Infantry Company + free                          Steady Veteran
· Jaegers
*May have one for each Light Infantry Battalion or Line Battalion
0-4 Light Infantry Battalions,                                                             Steady Veteran
· 1 Company,        75pts

· 2 Company,     100pts

· 3 Companies,  130pts

· 4 Companies,  150pts

· Commander Falling

· Detach 
· Attach Officer +10pts*

· Foreign Officer*

0-3 Grenadier Battalion                                                                      Steady Trained
· 1 Company,      90pts

· 2 Company,    130pts
· 3 Companies, 150pts
· 4 Companies, 200pts
· Commander Falling

· Detach

· Attach Officer for +10pts*

· Foreign Officer*

· Attach 1 Battery of Light Artillery +100pts                Steady Veteran
· Attach ½ Battery of Light Artillery +75pts                Steady Veteran
· Under Powered Artillery
0-6 Light Artillery Batteries                                                               Steady Veteran
· Full Battery 100pts
· ½ Battery      55pts
· Under Powered Artillery
Elite Battalions:

0-2 Light Infantry Battalion,                                                             Steady Veteran

Officer +

· 2 Company,    100pts
· 3 Companies, 130pts
· 4 Companies, 150pts
· Upgrade Battalion to Jaeger +100pts*
· Foreign Officer

· Commander Falling

· Jaeger*

* Only if Upgraded.

Division Support:

Light Cavalry Troop                                                                             Un Steady Veteran

· 1 Squadron,     50pts

· 2 Squadrons,   85pts

· 3 Squadrons, 100pts

· Foreign Officer

· Cossack
1+ Light Cavalry Troop                                                                         Steady Trained
· 1 Squadron,     50pts
· 2 Squadrons,   85pts
· 3 Squadrons, 100pts
· Foreign Officer

· Indiscipline
· Upgrade to Chevauxlegers for free ( cannot have lances)*
· Light Medium Cavalry*

· Upgrade to Uhlans +50pts**
· Lances**
· Attach 1 Horse Artillery Battery  +80pts                    Steady Veteran
· Attach ½ Horse Artillery Battery +50pts                   Steady Veteran
Medium Cavalry Troop,                                                                       Steady Trained

· 1 Squadron,   100pts
· 2 Squadrons, 135pts
· 3 Squadrons, 160pts
· Foreign Officers

· Indiscipline

· Attach 1 Horse Artillery Battery  + 80pts                    Steady Veteran
· Attach ½ Horse Artillery Battery + 50pts                   Steady Veteran
Heavy Cavalry Troop                                                                            Steady Veteran
· 1 Squadron,   195pts
· 2 Squadrons, 225pts
· 3 Squadrons, 250pts
· Upgrade to Elite Uhlans +130pts* 

· Foreign Officer

· Indiscipline

· Lances*

Heavy Artillery Battery,                                                                       Steady Veteran
· Full Battery 250pts
· ½ Battery    200pts
· Upgrade battery to howitzers +150

· Under Powered Artillery
Archduke Charles (General) 
Austria’s Best- Units under his command know he is the best that they have to offer and he can at least compete with Napoleon. All Units gain additional +1 to Motivation as long as Charles is alive and within 16”

Commander Falling

Reforms

Karl Schwarzenberg (General) 
Plagued by ill health- Suffer from illness’s all the time and eventually dieing from a stroke it severely hampered his time fighting. After turn 4 of each game roll a D6 on a roll of a 1 he has taken ill and can no longer be used. Replace him with a regular general for the rest of the game.

Austria's leading soldier-The only Austrian to beat Napoleon he obviously had some talent. He can choose who has the first turn even if the scenario says who goes first. Troops under his command (within 8”) take great encouragement from his skill that against the French they receive +1 to Motivation and +2 if Napoleon is present, only if Karl is on the Field.

Reforms

Russia

HQ:

Divisional General and Adjutant 40pts                              Steady Trained

· Commander Falling

· Tsar Alexander + 75pts

· Mikhail Barclay de Tolly + 55pts

Core Brigade:

2+ Line Brigade                                                                               Steady Trained
Officer +

· 2 Company    100pts

· 4 Companies 150pts

· 6 Companies 200pts

· Include 2 extra line companies +30pts each

· Commander Falling

· Stubborn

· Attach 1 Grenadier and 1 Light Infantry company +100pts
· Commander Falling

· Stubborn

0-3 Light Infantry Brigade,                                                             Steady Trained

Officer +

· 2 Company,    100pts
· 4 Companies, 150pts
· 6 Companies, 200pts
· Commander Falling

0-1 Grenadier Brigade                                                                      Steady Trained

Officer +

· 2 Company,    130pts

· 4 Companies, 150pts

· 6 Companies, 200pts

· Commander Falling

· Stubborn

· Include up to 2 Light Company +60pts each           Steady Trained

· Commander Falling

· Attach 1 Battery of Light Artillery     +65pts              Steady Trained

· Attach ½ Battery of Light Artillery  +35pts              Steady Trained

· Commander Falling

1-6 Light Artillery Batteries                                                              Steady Trained

· 1 Battery          80pts

· ½  Battery      40pts

· Massed Batteries

Elite Battalions:

0-1 Grenadier Brigade                                                                        Steady Trained

Officer +

· 2 Company,    130pts
· 4 Companies, 150pts
· 6 Companies, 200pts
· Commander Falling

· Stubborn

· Upgrade to Imperial Guard +150pts*
· Imperial/Royal Guard*
· Include 1 Light Company +100pts                               Steady Trained

· Commander Falling

· Attach 1 Battery of Light Artillery    + 80pts                Steady Trained

· Attach ½ Battery of Light Artillery + 40pts                Steady Trained

· Commander Falling

0-1 Medium Cavalry Troop**                                                              Steady Trained

· 1 Squadron,   135pts
· 2 Squadrons, 160pts
· 3 Squadrons, 180pts
· Upgrade to Imperial Guard +150pts*
· Imperial/Royal Guard*
· Attach 1 Horse Artillery Battery  + 60pts                  Steady Trained

· Attach ½ Horse Artillery Battery + 40pts                Steady Trained

0-1 Heavy Cavalry Troop**                                                                 Steady Veterans

· 1 Squadron,   230pts
· 2 Squadrons, 260pts
· 3 Squadrons, 280pts
· Upgrade to Imperial Guard +150pts*
· Imperial/Royal Guard*
** One or the other

Division Support:

Light Cavalry Troop                                                                             Steady Trained

· 1 Squadrons,  50pts
· 2 Squadrons,  70pts
· 3 Squadrons, 100pts
· Upgrade to Chasseur for free ( cannot have lances)*
· Light Medium Cavalry*

· Upgrade to Uhlans +50pts*

· Lances*

· Attach 1 Horse Artillery Battery  +60pts                   Steady Trained

· Attach ½ Horse Artillery Battery +40pts                 Steady Trained

Cossack Cavalry Troop                                                                 Un Steady Veterans

· 1 Squadrons,   50pts
· 2 Squadrons,   85pts
· 3 Squadrons, 125pts
· Lances

· Cossacks
· Light Medium Cavalry
Medium Cavalry Troop,                                                                      Steady Trained

· 1 Squadron,   115pts
· 2 Squadrons, 150pts

· 3 Squadrons, 180pts
· Attach 1 Horse Artillery Battery  + 60pts                  Steady Trained

· Attach ½ Horse Artillery Battery + 40pts                Steady Trained

Heavy Cavalry Troop                                                                          Steady Veterans

· 1 Squadron,   200pts
· 2 Squadrons, 250pts
· 3 Squadrons, 280pts
· Upgrade to Elite Uhlans +130pts*  

· Lances*

Heavy Artillery Battery,                                                                      Steady Trained

· 1 Batteries 200pts
· ½ Battery   100pts
· Upgrade battery to howitzers +100pts
· Massed Batteries

Tsar Alexander (General) 
Tsar of Russia- To the common man seeing their tsar fighting with them is a sight to behold and gives a great lift. All Russian troops within 16” can re-roll motivation and skill within 8”

Commander Falling

Mikhail Barclay de Tolly (General) 
Calculated Caution- Being caution and methodical in his work saved the Russian army in the 1812 invasion to fight again and eventually beat Napoleon back- de Tolly will always be the defender in scenarios but can choose who goes first.

Technical Skill- One unit in an army commanded by de Tolly will be allowed after deployment to be repositioned to another legal position

Britain

HQ:

Brigadier General and Adjutant 80pts                                        Steady Veteran
· Toffs

· Duke of Wellington + 100pts

· Thomas Picton + 40pts

Core Battalions:

2+ Line Battalions                                                                            Steady Trained

Officer +

· 1 Company     75pts

· 2 Companies 100pts

· 3 Companies 130pts

· Scum 

· Double Line

· Toffs 

· Upgrade to Irish Battalion +30pts *
· (Oblique formation, Double Line, Toffs)*    Steady Trained

· Upgrade to Scottish Battalion +40pts** 

· (Stubborn, Double Line,)**                                  Steady Veterans                                  
· Include 1 Company of Grenadiers +100pts             Steady Veterans
· Scum 

· Include 1 Light Company +75pts                               Steady Veterans
· Rifles

0-1 Light Infantry Battalions                                                          Steady Trained
Officer +

· 1 Company,    150pts
· 2 Companies, 180pts
· 3 Companies, 200pts
· Rifles

0-1 Grenadier Battalion                                                                   Steady Veterans
Officer +

· 1 Company,    130pts

· 2 Companies, 150pts

· 3 Companies, 200pts

· Scum 

· Stubborn

· Include 1 Light Company +200pts                            Fearless Trained

· Rifles

· Attach 1 Battery of Light Artillery  +100pts             Steady Trained

· Attach ½ Battery of Light Artillery + 60pts            Steady Trained
· Shrapnel 

0-4 Light Artillery Batteries                                                            Steady Trained

· Full Battery 125pts
· ½ Battery      75pts
· Spread out Batteries

· Shrapnel 

Elite Battalions:
0-1 Light Infantry Battalions                                                            Steady Veterans

Officer +

· 1 Company,    150pts

· 2 Companies, 180pts

· 3 Companies, 200pts

· Rifles

· Light Infantry

0-1 Heavy Cavalry Troop                                                                     Fearless Trained

· 1 Squadron,   240pts

· 2 Squadrons, 270pts

· 3 Squadrons, 300pts

· Upgrade to Lifeguards +100*

· Imperial/Royal Guard*
Division Support:

Light Cavalry Troop                                                                               Steady Trained

· 1 Squadrons,   80pts
· 2 Squadrons, 100pts
· 3 Squadrons, 125pts
· Upgrade to Light Dragoons for free*
· Light Medium Cavalry*

· Upgrade to lances +50pts**
· Lances**
· Indiscipline

· Attach 1 Horse Artillery Battery + 80pts                     Steady Trained

· Attach ½ Horse Artillery Battery +50pts
Medium Cavalry Troop,                                                                       Fearless Trained

· 1 Squadron,   135pts
· 2 Squadrons, 160pts
· 3 Squadrons, 200pts
· Indiscipline

· Attach 1 Horse Artillery Battery  + 80pts                    Fearless Trained

· Attach ½ Horse Artillery Battery + 50pts                   Fearless Trained

Heavy Cavalry Troop                                                                            Fearless Trained
· 1 Squadron,   240pts
· 2 Squadrons, 270pts
· 3 Squadrons, 300pts
0-2 Heavy Artillery Batteries,                                                             Steady Trained

· Full Battery 300pts
· ½ Battery    250pts
· Upgrade battery to howitzers +150pts
· Spread out Batteries
0-1 Rocket Artillery Battery                                                                 Un Steady Trained

· Full Battery 400pts
· ½ Battery    300pts
· Spread out Batteries

Duke of Wellington (General) 
Made in India- Arthur Wellesley made his name in India as well as learning his trade and fighting battles of manoeuvre and concentrated fire against overwhelming odds. An army lead by Wellington may negate the normal LOS rules for enemy skirmishers. But suffer -1 to hit. 
Also once during the game one unit of Cavalry or Infantry may make a free move this is done before anything else, the unit may then do its normal move afterwards with the rest of the army. (Wellington must be in command range to use this skill)
Military Discipline

Technical Skill- One unit in an army commanded by Wellington will be allowed after deployment to be repositioned to another legal position

Thomas Picton (General or Adjutant) 
3rd "Fighting" Division- A band of harsh fighting men lead by Picton himself- Any units led by Picton personally gain +1 to hit in combat but suffer from Commander Falling

Life long soldier- More concerned about being discharged he fought no matter what to prevent this happening. Picton must always be in the front of any unit he commands but receives a 6+ ward save. He also has 2 attacks.

ED- This army list has the errata updates included.

All new allied lists can be found via the appropriate Theatre of War doc, otherwise see old version.
