Start of the Game and Turn Sequence

1. Each player sets up their army according to the scenario guidelines. 

2. At the start of every turn both players roll a d6, the player with the highest roll has the initiative.   Generals with a Higher Skill Rating gain +1 if the d6 roll is drawn, otherwise re-roll the result.

Having the Initiative allows players to choose whether to go first or second in the movement, shooting and assault phases. Each phase is followed by the other player doing the same after the player with the initiative. I.e. one player moves followed by the other player moving, before you go onto the other phases.

3. Turns are taken simultaneously with casualties being applied straight away

Movement Phase
1. Role for Disorientated Troops

2. Move Battalions accordingly in their respective Formations

3. Can reform into new formation at the start or end of their movement

	
	Light Inf
	Inf/Gren
	Light C.
	Med C. Horse A
	Heavy C.
	Light A.
	Heavy A.

	Column
	6”/12”
	6”/12”
	
	
	
	6”*
	

	Line
	6”
	4”
	10”
	8”
	6”
	4”
	2”

	Loose
	6”
	
	12”
	10”
	8”
	
	

	Square
	Immobile
	Immobile
	
	
	
	
	

	Wedge
	
	
	8”
	6”
	6”
	
	


Column: Stands must be ranked in a line with only 2 stands facing the intended direction of movement and all other stands placed behind in a column. Only the front company, or two companies, can fire when in column (no one can see through the men in front, command stands do not count as the 1st company)). Units firing at Battalions in Column formation received a +1 to hit as the Battalion is so densely packed. Column formation allows units to move ‘at the double’
Line:. Stands are placed at least 2 stands wide to be ‘in line formation’ however the line can be as long as the player wishes. Units in Line 4 stands wide gain a +1 ROF. Battalions must be in Line to Assault
Loose Formation: Light Infantry and Cavalry can disperse, allowing a 2” gap to form between infantry platoons and 4” between cavalry squadrons. The enemy suffers -1 to hit loose formation units while friendly units can fire THROUGH their own Light Infantry. However, they suffer -1 to hit. When in Skirmish formation they block LOS to units behind them. Troops in Loose formation when forced to fall back may move through friendly units without the usual disorientation checks
Square: You can form a square in two ways, either forming it at the beginning of your movement phase or rolling a skill test when cavalry assault. Being in square means cavalry must pass a motivation check to attack. If the motivation test is failed the cavalry remain 2” from the square. Infantry squares cannot change formation if there is a cavalry stand within 2”.
Wedge: Cavalry assaulting in wedge formation get +1 to hit.
Summery of Shooting Phase:

1. Identify all Battalions attempting to shoot

2. Identify all Battalions you wish to shoot at

3. Check Line of Sight (LOS)

4. Check Range

5. Check Rate of Fire (RoF)

6. Roll amount of dice equal to your RoF

7. Using the ‘to-hit’ table roll to hit the target

8. Opponent assigns successful hits to the battalion

9. Opponent rolls his saves, using the ‘to save’ table

10. Stands that failed their save are taken off the table

11. Enemy unit takes any fall back rolls and hits marked up until end of whole shooting phase.

12. Repeat with all further eligible Battalions until end of shooting phase

Range

	
	Range
	Grape Range
	Cannon ROF
	Grape ROF
	FPW

	Musket/ Rifle
	12”
	-
	-
	-
	6+

	Light Artillery
	24”
	12”
	3
	6
	5+

	Horse Artillery
	18”
	12”
	2
	4
	4+

	Heavy Artillery
	40”
	-
	5
	-
	3+

	Howitzers 
	30”
	-
	1
	-
	4+

(3+)

	Rockets
	30”
	-
	2
	-
	6+


To Hit

	Unit firing
	To Hit:

	Infantry
	6+

	Cavalry
	6+  ( no other  modifiers)

	Artillery
	4+


Save

	Type:
	To Save from Shooting

	Infantry
	3+

	Cavalry
	4+

	Artillery
	5+


Modifiers

	Firing 
	Modifier

	At Square Formation
	+2 To Hit

	At Column Formation
	+1 To Hit

	Rifles skill
	+1 To Hit

	With Veteran Skilled unit
	+1 to Hit

	Having not moved
	+1 to Hit

	Jaeger skill
	+1 ROF

	In Line Formation 4 wide
	+1 ROF

	In-direct (Artillery)
	-1 To Hit

	Over 16”
	-1 to Hit

	With Conscript Skilled unit
	-1 to Hit

	Through a friendly Skirmish line
	-1 To Hit

	At a Loose formation Battalion
	-1 to Hit

	Having Moved
	-1 To Hit  or reduced ROF


Assault Phase Summery:

· Identify Battalions you wish to assault with

· Identify Battalions you wish to assault

· Roll any Motivation check required

· Moved stands their assault distance, if unable to make contact with an enemy base they must fall back to their pre-charge position

· Conduct Defensive Fire

· Combat, charger rolls dice for stands in base to base with an enemy, needing a skill check to cause a wound.

· If enemy destroyed rules for breakthrough are used

· Defender takes away killed stands and takes a motivation check, if passed the defender can choose to orderly retreat or counter attack

· Repeat 5 for Defender excluding motivation test to react

Both Battalions Retreat
Attacks per Stand

	Line Infantry
	1

	Light Infantry
	1

	Brigade CO
	1

	Battalion CO
	1

	Artillery
	1

	Grenadiers
	2

	Light Cavalry
	2

	Medium Cavalry
	3

	Heavy Cavalry
	4


Skill check table
	Quality
	D6 needed

	Conscript
	5+

	Trained
	4+

	Veteran
	3+


Armour Save Table
	Infantry – All Types
	None

	Infantry In Square – All Types
	3+

	Brigade CO
	None

	Artillery
	None

	Light Cavalry
	5+

	Medium Cavalry
	4+

	Heavy cavalry
	3+


Motivation

You must take a motivation check when:

· A Battalion has suffered 50% casualties ( thereafter every turn) inc attachments

· You must take a motivation check for the whole Brigade if 50% of the Brigade’s Battalions have quit the field (either through motivation checks or casualties) if failed the Brigade quits the field and your opponent automatically wins.

· After every round of combat if you suffer casualties.

· If the Brigade Commander has died within 16” 

· Infantry attacking either Cavalry or Artillery

· Cavalry attacking Squares or Artillery

· If you suffer any casualties from shooting or 6+ hits

Motivation table:

	Reason
	Motivation modifier 

	Below 50%
	-1

	Disorientated
	-1

	Brigade/ Battalion Commander Dead
	-1

	Larger enemy battalions within 6”  (cumulative)
	-1

	If in combat with multiply units
	-1

	Per company lost from shooting after the first.
	-1

	Brigade Commander within 16’
	+1

	Larger Friendly unit within 6”(same type i.e. Cavalry )
	+1

	For being in a Defensive Position
	+1

	At Full Strength
	+1


Motivation Special Rules

If units under 50% of their starting size fail any kind of motivation test they are removed from the battlefield as they retreat from the field. If in combat, attacking units can only consolidate. If you fail a motivation test but are not under 50% you fall back your full movement allowance of your current formation

If in Square formation, you are immobile so if you fail a motivation check even if under 50% the unit doesn’t flee the battlefield it is instead regarded as being Disorietated.

Fallbacks

During the Shooting phase if a unit takes any casualties or suffers from mass amounts of fire it will most likely result in them moving back to a safer place.

When a unit suffers a casualty from shooting it must take a motivation roll once that enemy unit finishes shooting at that unit. This may be multiple times in the same shooting phase. 

If they fail the motivation test they fall back D3 times the number of casualties taken, else they stay standing. 

If a unit falls back more than once in the same shooting phase or they suffer 50% casualties from the beginning of that turn, they automatically become disorientated and remain so until they pass a motivation test at the start of the subsequent turns. 

If a unit suffers more than 6 or more hits during the whole shooting phase it also has to roll for withdraw but simply fall backs 3” and is automatically disorientated. Also if a unit is force to fall back further than its movement allowance inc double move then it is regarded as being driven from the battlefield and destroyed.

Special Rules

Light Cavalry

Are not permitted to charge squares unless armed with lances.

Howitzers & Disorientation

Howitzers that successfully hit their targets use a 3” effect template (e.g. 2 successful hits = 2   3” templates). Units hit by howitzer fire suffer effects of disorientation preventing them from making skill tests to for squares, move. ROF is reduced by ½. Disorientated units roll a motivation test on their next turn. If successful unit returns to normality otherwise the effects of disorientation continue.

Officers Falling

When an officer is killed the unit may no longer change formation without passing a skill check as the sergeant tries to take control. However it still can conduct fire and assaults but needs to pass a motivation check to assault now.

Army Commanders:

The General of your army is an important figure. 

You can attach your General to either a Cavalry Troop or Infantry Battalion.

When attached they allow you to re-roll any failed motivation and skill checks check as well as allowing nearby brigades to re-roll motivation within 8”  and Adjutant can be sent to attach to either a Cavalry Troop or Infantry Battalion or to replace a dead officer and he allows the unit to re-roll motivation but not skill test.

All commanders move as if Light Cavalry, or at the same speed as any unit they join.

Horse Artillery 

Can move and shoot without reduction to ROF but -1 to hit applies for moving.

Grapeshot

Troops can only be graphed shot when they are within 90 degree LOS of the Artillery.

Battalion Light Artillery

If within 4” of any friendly battalion that is Assaulted it may conduct defensive fire providing it hasn’t moved or fired grape shot last turn, contributing ½ ROF to the defensive fire. (not Heavy artillery) This can only be performed once however the ½ ROF can be split between targets if you so wish.
Battalion artillery batteries may be combined into grand batteries if the Nation permits it. These are the only units that are allowed to be combined into grand batteries not attached artillery.

Howitzers Heavy artillery 

ROF 1 PER STAND each successful hit causes 3” small template to be placed whole on top of the middle of a stand units around suffer wound on 4+ and has increased firepower against buildings represented with its firepower 3+ each shot can be at a different stand but only those in the front sight.

Rocket Battery Heavy Artillery 

Rules follow Howitzers but ROF increased to 2 and stands hit on a 6+

Fire power 6+

Units that take casualties suffer -1 to morale tests for that turn. Not including assault

Horses automatically fall back if hit (i.e. roll to hit them but don’t roll for casualties)

Lances

Lances can become an upgrade for the appropriate cavalry choice.

For this reason against infantry squares lancers don’t allow saves for infantry.

And when fighting other cavalry they receive +1 to hit if they charge (not counter

charge), also when they are charged they have the armour reduced by 1 for whatever type they are as lances aren’t very good at close quarters (this includes combat against infantry).







