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Errata 
Engineers

This ability allows the unit to build fortifications and scale fortifications, Roll D3 for each unit with this ability this is the number of 6” trenches than your troops can deploy in or fortify artillery stands. Use the Flames of war rules for being dug in. I.e. need fire power test to kill
However Artillery who are dug in now have a 90 degree L.O.S

Add this unit to all armies under Elite
Engineers 





 Steady Trained
Officer+

· 1 Company 100pts

· 2 Companies 150pts

· 3 Companies 200pts
· Engineers
British Engineers+ Scum
Russian Engineers+ Stubborn
French Engineers+ Élan
Prussian Engineers+ Military Discipline
Austrian Engineers+ Officer falling, Foreign Officer

Suggestions found by other players to improve your gaming


Light infantry are based on small FoW stands. This helps when you want to use your attachment light infantry to provide a skirmish screen, they cover more of your Line battalion and it looks better. 
The points for the light infantry were worked out with the help of a computer engineer who took into account that now they were twice as many stands in a company for combat and firing. 
Conscript double CWC points plus 10% 
Trained double CWC points plus 15% 
Veteran double CWC points plus 20% 

I also changed the number of stands to a cavalry squadron. Like infantry regiments cavalry regiments when on campaign were very rarely up to full strength so I using France as the datum I worked out the squadrons strengths. 
French heavy and medium cavalry regiment, use 4 figures per large stands and 3 stands to a squadron. 
French Light cavalry regiment use 3 figures to a large stand and 4 stands to a squadron. 
Austria uses the French basing system. 
Bavaria and other nations with smaller regiments use 2 stands of 4 figures per squadron for heavy and medium cavalry and 3 stands of 3 figures for Light cavalry. 
Russian regiments use 2 stands of 4 figures per squadron for heavy and medium cavalry and 3 stands of 3 figures for Light cavalry. 

Points were also changed to reflect the bigger unit. 

The other thing I did was I increase the size of the company for Austria and Russia from 2 stands to 3 stands as these two nations had larger battalions than most other nations and reduce to British company from 2 stands to 1 stand but with the British instead of ‘buy’ 1 company you must take them in multiple of 2 companies ie 2, 4 or 6. 

Expresidente, my army is also Austrian and the playing field is level depending on your generalship. 

Terrain: 

Battles can often be won by just the deployment of troops and the use of terrain to help your battle plan. In The Thin Red Line terrain also has an important part in the outcome of games. 

Terrain offers 2 effects to armies during a battle 
1. Troops wishing to move through terrain suffer from having to slow down their advance to clamber over difficult ground and find away thorough thick forest to reach the enemy. 
2. Terrain can offer cover and protection for advancing troops and can mask possible movement from enemy troops for surprise attacks. 

There are three categories of terrain that units can encounter: Open-country, Rough Terrain and Impassable 

Open country 
Terrain that is rated as open country is basically level and gentle enough so that troops can cross it without much difficulty. It could be grassy or barren fields, expanses of firmly packed desert or farmland. 

Rough Terrain 
This terrain will limit the speed which cavalry and artillery can move. Rough terrain is likely to cause artillery to ‘bog down’ getting stuck in the mud or trapped on an obstruction. Rough terrain is rated as either difficult going or very difficult going. 

Difficult going 
Artillery attempting to move through this terrain must slow down or risk getting stuck. Obstacles such as shallow ditches, low walls and hedges are also difficult going. 

Very difficult going 
Buildings, swamp and dense woodlands are all very difficult going, as are obstacles such as banked hedge rows, drainage ditches and streams. 
Foot soldiers in Line or Loose formations simply scramble around or over obstacles. 

Impassable terrain 
Some terrain is just so difficult it is impossible to cross, such as deep rivers, fetid swamps or cliffs. Impassable terrain stops all movement. 

Linear obstacles 
Some terrain features like hedges, walls and streams form a line running from one point to another. A unit can be on one side or the other but never actually in them. 
Low walls and fences do not block line of sight and non skirmishing units behind these can be shot at using the shooting rules. Firer must be able to trace LoS to centre of targeted stand. 
Hedges, hedgerows and high walls block line of sight. 
Rivers are impassable unless by bridge or ford. Firer receives a +1 to hit against troops crossing as they are vulnerable. Troops moving over rivers via bridge must be in column formation. 
Fords are passable sections of rivers or streams and slow down movement for artillery. Artillery move at half rate. 
Infantry crossing at a ford must do so in column formation. Firer receives a +1 to hit against troops crossing as they are vulnerable. 

Area Terrain 
Terrain that occupies a large area on the table such as woodland swamps or snow is often represented by area terrain. Troops traversing through area terrain such as woodlands suffer from Disorientation. Troops positioned (hidden) in woodlands are not ‘disorientated’ until they move. 

Infantry moving through Rough Terrain 
Unlike artillery and cavalry, troops on foot can go just about anywhere. They can cross almost any obstacle and make their way through all but the most impassable terrain. Infantry companies in Line or Loose formations never become bogged down and do not need to take bogging checks regardless of the terrain encountered. They generally move at the same rate on roads, over open country and rough terrain. Units can not move at the double in Rough Terrain. Troops not in ‘Loose Formation’ become disorientated when moving through Rough Terrain. 

Difficult Going 
Gun crews have even more trouble handling their guns across rough terrain. All gun crews must pass a bogging check to cross Rough Terrain. Difficult going is the bane of all artillery teams. All cavalry, artillery and infantry in column formations must slow down to keep unit cohesion. All cavalry, artillery and infantry in column formation reduce their movement rate by 2”. 
Artillery need to take a bogging check for crossing Difficult Going, roll a D6 die 
On a roll of 2+ the team continues moving without any problems. 
A roll of 1 means that the artillery team has Bogged Down and may not move any further until it is freed. 

Very Difficult Going 
While gunners can move their guns through some obstacles, they simply can’t move through very difficult going at all. All artillery may not attempt to cross ‘Very difficult going’ terrain. However, artillery may begin the game in ‘Very difficult going’ terrain - their crews having spent the time to haul them into position before the battle begins. Once there they cannot move since it will take just as many hours to haul them out again. 
All cavalry and infantry in column formation must slow down to keep unit cohesion. All cavalry and infantry in column formation reduce their movement rate by 2”. 
Cavalry needs to take a bogging check for crossing Very Difficult Going, roll a D6 die 
On a roll of 2+ the cavalry continues moving without any problems. 
A roll of 1 means that the cavalry has Bogged Down and may not move any further until it is freed. 

Cover: Cover comprises features such as walls, ditches, or other features that offer some form of real physical protection or hedges and woodlands which offer flimsy protection. 
To claim protection from linear cover that cover must lay between the target and firer, and the target must be within 1" of the cover. If the firer and the target are both within 1" of the cover it is effectively cancelled out. 
Troops at windows and doors count as behind cover from outside fire. 

Hidden units: Troops can be hidden in buildings, woodlands, behind linear obstacles, such as hedgerows and high walls, crop fields, and depressions in the ground such as gullies or sunken roads and fortifications. 
Visibility in the woodlands is limited to 5” because of the vegetation; troops inside the woodlands cannot be seen at all from outside unless they disclose their position by shooting. However, they can see just as far looking from the edge as they could in the open. The wood itself is of course visible, so can be fired on by artillery even if the presence of enemy troops is only suspected. 
Troops surprised by hidden troops become disorientated. 
Hidden troops are automatically located if a unit moves to within 1” of the cover that is hiding them. 

Hidden troops can be located by rolling a Skills Check if within 3” of a terrain feature that could hide troops. 


Quality D6 needed 
Conscript 5+ 
Trained 4+ 
Veteran 3+ 


Shooting from in-cover and from within woodlands: Soldiers who are behind cover are not restricted in what they can see or fire at. In woodlands visibility and all firing ranges are reduced to a maximum of 5". 

Hills are probably the most significant terrain feature on any battlefield, blocking the view of any battalion on lower ground while affording those atop them an enhanced view of the surrounding terrain. 

TERRAIN TABLE 
This table lists some of the more common types of terrain found on the battlefield of the world and how they are normally rated. 

Terrain Category Line of sight (LoS) 
Vegetation 
Field, grassland or steppe Open-country Does not block LoS 
Standing crops or open scrub Open-country Does not block LoS 
Woodlands: 
Thickets, Orchards, Olive groves or vineyards are features covering an area of 6”-12” x 6”-24” 
Difficult Blocks LoS 
Woods are larger features covering an area of 12” - 36” x 24” - 48” Very Difficult Blocks LoS 

Hedges, Walls and Embankments 
Hedges, walls or line of trees Difficult Blocks LoS 
A line of trees block line of sight for the observers unless they are within 4” of the trees. 
Banked hedgerows or Bocage Very difficult Blocks LoS 
Banked hedgerows or Bocage is impassable to infantry in column, all cavalry and artillery. 
Infantry in line formation reduce their movement rate by 2”. 
Hedgerows are so overgrown that battalions must start their movement adjacent to a Bocage hedgerow to cross it, and must stop their movement on reaching a Bocage or banked hedgerow. Battalion companies can not end a turn sitting on a hedgerow. They must be on one side or the other. 
Low embankment Difficult Blocks LoS 
Steep embankment Very Difficult Blocks LoS 

Rocks and Hills 
Rocky ground Difficult Does not block LoS 
Hills: 
Knolls are small features covering an area of not more than 12” x 12” and 1” – 2” high Open-country Blocks LoS 
Hillocks are features covering an area of 12” - 24” x 12” - 24” and 1” – 3” high Difficult Blocks LoS 
Hills are larger features covering an area of 12” - 36” x 24” - 48” and 1” – 3” high Very Difficult Blocks LoS 
Cliff Impassable Blocks LoS 

Sand, Snow and Mud 
Flat, hard desert Open-country Does not block LoS 
Firm sand or thin snow Open-country Does not block LoS 
Soft sand, dunes, deep snow or mud Difficult Does not block LoS 

Water features 
Marsh, bog, creek Difficult Does not block LoS 
Stream, drainage ditch, shallow river Very Difficult Does not block LoS 
Wadi, Balka, ravine or gully Very Difficult Does not block LoS 
Deep river, swamp or lake Impassable Does not block LoS






