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To Reyes, my dear.

INTRODUCTION

“Age of muskets” is a set of rules designed toedaflwarfare at a
operational leviefrom the late 17th century through to Napolec
times. The core of the system is C3iCemmand, Contro
Communication and Information. Fog of war and fdotiare als¢
presento a high degree. Players are commanding offidesrule HQ
and attempt te@arry out operations using the units at their digthoThe
objective of the system is to recreate “pnelustrial warfare” at a
operational level with all its factors and events.

Each game consists of a series of “game turns”hEgame turr
contains anumber of activities and actions carried out byftirees of
both sides on the map board. Each scenario hasi@di number o
“game turns”, and at the end of the same victorgseertained. Th
campaign scenarios have been designed to be ptgyeshns as well.
The game may be played by up to 6 players.

1) Scale.

1 Strength Point = 1,000 men (ori®-artillery pieces

1 Turn =1 month (or 15 days)

Map board 1:1,250,000 (1 cm=12.5 Kngome may be of a small
scale.

Unit size =Divisions and brigades (also counters for the

1) Map board.

This depicts a “Strategic Map” divided into zondésmtt are used t
regulate movements and the physical location oflaging pieces
Two zones are considered “adjateif they share at least one of th
borderlines; zones that only contact each othea abrner are nc
considered adjacent.

Terrain features are shown on the map board. Tfiegtdahe course c
play as stated in these rules and as indicatedénTtrrain Effects
Chart printed on the map board.

The Home Country is a very important concept. Thellsive Rules
for each game will define what is considered a H@voentry for eacl
side. The map board also has a “Battlefield Displalgere field battle
are fought. Boxes are printed on the map board foruackt victory
points, date, weather, etc...

IIl) Game Counters.
These come in two types: Military ForcédHR-hereafte) and Markers.

111.1). Military Forces are divided into Combat Units (CU or simg
units hereafter), Headquarters (HQ hereafter) aadisdns (as yo
will see these are not specific counters, but gtrenPoint (SF
hereafter) markers located at towns/cities, fosges mountaipasses
and bridges).

A) Combat Units: these depict Infantry and Cavalry Brigades
Divisions or Artillery Groups. They are used to negent the physici
location of men and formations.

1. Each CU has the following information:
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2. The CU have colouceded borders to identify their nationali

3. CU can have a limited amount of SP. This is showmlacing SF
markers beneath the CU counter. Place SP of theaitedi type in ea
case. The number on the SP marker indicates therstmé SP the Cl
contains. SP markers may be used to make exchaMgescan usi
more SP markers than those supplied with the gamill game
needs. SP markers are also cc—coded according to nationality. The
SP markers of a given troop type of a certain matity show the sam
picture as the CU of the same type and nation:

4. SP have two values that are essential to game Morale Value
and Tactical Value. These are given for each gin the Troop Value
Chart -Player Aid Chart n°1, and vary according to eactoproype—
Troop Types are also shown in Player Aid n°l ofhegame. Eac
Troop Type is designated an abbreviation througlogfiven game
The Morale Value is a number betweei(worst) and 9 (best), which
appears in parenthesis. Tactical Value is a die muldifier for the
combat in which a given SP is involved, and campasitive (good) o
negative (bad). You must also take into account dbality of the
infantry, which may b of three different types: Veteran/Line/Recr
Quality must be shown by putting a marker on the IS® Marker:
Recruit Quality, Line Marker: Line Quality, Veteraiarker: Veterar
Quality. Any CU can only contain infantry SP of ag nationality o
ONE Quiality (Veteran or Line or Recruit). You may onliygynew SF
to a CU, without penalty, if they are of the samailijy as thost
already in the CU. If you add SP of a different @yadll the SP of tht
CU low their quality by one grade (Veteran becorine/Line becomes
Recruit).

OPTIONAL RULE (strongly recommendet

If you are not daunted by bookkeeping try this aatiusing the H(C
Control Sheets that are provided with every gamethbse Contrc
Sheets you have a space for each HQ in the ganie.sphce allow
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you to note down which CU is assigned to each HQ is
composition. If you are using this optional rulsrégard the precedir
paragraph: each unit can contain any Troop Qualitgply by writing
down its Quality and number in the correct columvithout the
application of any penalty.

5. Artillery SP ae not shown on the Tables. These do not have M
Value or Tactical Value. They are of the natioyatif the Combat Uni
they are located in. They are referred to as “Adttillery Combat
Units are commanded by a generic leader: 0(3)0.

6. CU have a hited capacity for carrying SP depending on thgie
and nationality. Rules may be provided in the ExgkifRules on thi
point.

— Cavalry Brigades (CB) may contain up to 2 SP of cavéirgt
infantry or artillery).

— Cavalry Divisions (CD) may containp to 6 SP of cavalry (h
infantry or artillery).

— Art CU may contain a variable number of artillery @Bt infantry or
cavalry).

— Infantry Brigades (IB) may contain up to 3 SP of ntfg (not cavalry
or artillery).

— Infantry Divisions (ID) may conta up to 15 SP of infantry, caval
and artillery.

A CU may only contain SP of its own national- The Exclusive
Rules may introduce modifications to this.

B) Headquarters (HQ). It represents the High Command for the Cl
commanding general and his staff.

1. HQ come in different sizes (from small to lajger

XXX Army Corps (Corps d”Armee)

XXXX Army

XXXXX Army Group
FRONT BACK

HQ size
HC name

2. They have a Commanding Leader, buti©ienot printed on th
counter, as the Leader may change duringthese of play. You mu
use the Leader’s counter to show the Commander bia

3. HQ do not contain SP but CU are assigned to

C) Garrisons.

1. A garrison is any number of SP that is locatadle map boarat
towns/cities fortresses, mountain passes and bric

2. Garrisons may be formed using any type of SPramdber excef
artillery.

3. Garrisons may be of mixed nationalities.

4. Garrisons may be of mixed qualities, although yaust show eac
SP quality with the givemarker as stated in IIl.1.A

5. Garrisons have an intrinsic Leader with valued(6)0

D) Leaders

1. Most leaders are printed on the Clieir Commanding Lead— but
there are others that come alondeader counters for Commandi
HQ.

2. Every CU and HQ must have a Commanding Leaddk tahas. HQ
Leaders must be placed in the Commander box of they Displays
provided with each game.

3. A leader may be on two counters: a CU and a lrezmnter for ai
HQ. Only one of them may hi@ play at the same time. If a Leac
Commanding a CU is chosen to Command an HQ his Clblaced
by another CU and you must put the correspondingléreaounter ol
the HQ control sheet.

4. Leaders have 4 values: Operational Control Numbddorale
Modifier (Initiative) Tactical Modifier as shown on ¢hLEADERS

CHART —Player Aid n°3. The Chart has various notes thatt rhe
observed when using the lead¢

Leader name

Operational
Control
Number

Morale Modiﬁer/initiative '}actical Modifier

5. CU and Leader counters that arrive as reinforoésmaust be place
aside and may not besed to replace CU or Leaders. selLeaders and
CU not placed in the initial set up of a given se&nand not schedule
to arrive as reinforcements are supplied to replassualties
withdrawals and sacked leaders.

6. Garrisons have an intrinsic Leawith values of 0(5)0 .

E) Control Sheets.

1. The game comes with a set of ARMY CONTROL SHEETISSE
allow players to keep track of relations betweena®ld HQ-if you are
using the above Optional Rule they may also be teswrite down CU
compositions.

2. Each HQ present in a given game has a box metkbeets. Yo
must write down in the box the CU that are assigwoea given HQ a
all times.

3. In each scenario there is a limit to the nundfeCU and HQ a sid
may have irplay in accordance with the Exclusive Rul

4. After the initial setdp of a game you must assign each CU or
map to an HQ. Write down its name in the approprié® box. When

CU arrives as reinforcement it will be assignedrtp HQ upon play

5. A HQ with assigned CU is considered to be a “pak@t for such
Cu.

F) HQ, CU and Garrison elimination.

1. Any CU that has no SP left is removed from th@ imamediately—
garrisons too, as they are SP on ttap. Such CU may return to the
map in a following Reinforcement Phase unless ehieid by
Surrender (see rule 14.3), Automatic Victory (9.2.lg) or Siege

2. Any HQ that has no CU assigned left is eliminased removel
from the map immediately. It isso eliminated if the CU stacked with
it are eliminated. If an HQ is eliminated by Suren (see rule 14.3
Automatic Victory or Siege its Commanding Leadeelisinated fromr
play. Nevertheless, he may return to play but tRerihy not

G) Stacking.

1. There is no limit to HQ, CU and SP stacking aoae

2. There may be only one Garrison from one side aone. Only on
side may occupy a town/city/fortress/bridge atshme time

3. You may stack Military Forces from oppossides in the same zone.
4. LINE OF COMMUNICATIONS (LoC): every time HQ/CUWdm
opposite sides are in the same zone they place “lmérkers on th
Map.

5. Every HQ must be stacked with at least one asigned to-themit
at all times.

I11.2) Markers. These are counters used to depict relevant infoom
for game play.

a) Some markers are used by both sides, others apei—coded to
indicate a given side or nationality. Some gameyg have their owr
markers not used in othgames of the Series; the Exclusive Rules
determine this aspect.

b) Some markers are supplied in the exact amount sanay not us:
more, others may be increased if you prefer. Thelusive Rules fo
each game and/or Special Scenario rules will sthieh markers ma
be used and the exact amount.
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c) There may only be 1 Naval Base, Siege, Blockade)db® Current
Battle, Requisition, Depot and Field Fortificationrkex per zone. You
may stack as many markers as you need of othes typmless stated
in the Exclusive Rules or Scenario Rules.

See the COUNTER EXAMPLE SHEET.

- SIEGE TRAIN / OPENING TRENCHES

- TAKING OUTER WORKS / BOMBARDMENT

- DEPOT

- FIELD FORTIFICATION

- DESTROYED BRIDGE

- LINE OF COMMUNICATIONS

- STRAGGLERS

- BLOCKADE

- REQUISITION

- % CASUALTY (absent from TfaE Counter Examples Sheet
- BATTLE OPTION CHITS

- ACTIVATION NUMBER

- ACTIVATED FORCE

- ENEMY DEPOT PLUNDER

- RIVER FORDING

- DEPLETE ZONE

- CURRENT BATTLE

- SP MARKERS

- INFANTRY QUALITY: VETERAN / LINE

- SHATTERED TROOPS

- LEADER CASUALTY

- STRATEGIC INITIATIVE OWNER

IV) The Die.

You always use a ten (10) sided die, a “0" is raadlO and die rolls
range from 1 to 10. Sometimes (for example OpematicControl
Checks) you must roll 2 dice and add up the regaltdetermine the
total. Other times you must roll both dice to detiere a result from 01
to 100 (“00” being 100) and you must state previpueghich is being
rolled first: for example a result of 5 on the fidie and 7 on the second
gives a total of “57".

V) Fractions.
Always round down fractions in any given operati@usually a
percentage). For example: 35% of 4 will be 1.4Qhis game series 1.

* SEQUENCE OF PLAY *.

This is a brief description of how and when thingsppen under the
game system, depicting the Phases and Segmeafitduga contains.

Some activities are done simultaneously and otheesnot but you

must strictly adhere to the following order:

0. Training Phase (This does not happen in
regulated by the Exclusive Rules).

In this Phase some SP can upgrade to better values.

1. Reinforcement Phase.

1.1. Resource Recovery Segment: (only in May): RollOlcnd

compare the result with the Foraging value of ezmhe on the map.
Withdraw “Deplete zone” marker from zones with ardging value

equal to or less than the die roll.

1.2. Straggler Recovery Segments: some straggler'ars retired from
the map and re—enter the game as reinforcements.

1.3. Reinforcements Segment: receive new CU/HQ/SP.

1.4. Withdrawals Segment: withdraw CU/HQ/SP from rhaprd.

1.5. Assignment of CU Segment: state which CU, as&yasd to which
HQ in the current turn.

2. Random Events Phase. Here events occur that eyendb the

player’s influence.

3. HQ Activity Phase: State the amount of ActiviBoints (AP

hereafter) each HQ on the map will have in theentrturn.

4. Action Phase:

4.1 Strategic Initiative First Action: the side withe Strategic Initiative
may activate Forces belonging to 1 HQ without negdo bid.

evetyrn, and is

4.2 Activation Order Determination: Now the sucoess'Activation
Rounds” begin. First each player determines thetivAion Number
to get their Activation Order Number and then tloedés are activated
according to the order established.

4.3 Force Activations: Every “Activation Round”, ees from any HQ
selected may be activated.

4.4 End of Activity Check. If there are AP remainitngy go to 4.2. to
begin a new “Activation Round". If there are none J&ft in any HQ
on the map they go to 5.

5. Detached CU Movement Phase. CU that
communications to the parent HQ may march towdrds i
6. Consumption Phase. Forces lose SP due to diffesiéuations,
stragglers are lost from their location on the nzegg CU/HQ may
surrender upon being surrounded by enemy forces.

cannot trace

0. FOG OF WAR AND LIMITED INTELLIGENCE.

a) CU and HQ remain face down at all times, showingjrtside’s

identity flag. Only the player owning a given CU &dHQ may

inspect their identity, including players on thensaside but running
other troops. Only during field battles are the Gid &1Q placed face
up to reveal their identity (see rule 12.3 for sérad troops).

b) At the beginning of every turn 5 minutes are atdvior players on
the same side to confer —you may grant more ortless (it is your

time you are consuming). Once this time has passdid
communications between players are forbidden thinext turn.

¢) If you stack an HQ with CU that are assigned tosheme you may
withdraw CU from the map and place them on the H€pldy chart.
For all purposes such CU are on the map, for the eakimplicity and
fog of war. Where a unit so placed is separateth fits HQ place it
back on the map.

d) Do many die rolls in secret: Die roll for the HQctivity Point

Determination of each turn, die roll for each Ait§ivRound, Forced
March Attempt, Operational Control Check, and dielsr@gainst
Initiative of Leaders are the most important togkeesecret.

1. CU AND HQ RELATIONSHIP.

a) The CU must be assigned to an HQ at all times. \E@&} written
down on the Army Control Sheet of a given HQ is adered to be
assigned to it, regardless of the distance betweeU and the HQ.
b) The Exclusive Rules will regulate restrictions on @d$ignment and
the number of CU that may be assigned to the same HQ

¢) Every HQ must have a minimum of 1 CU assigned|dinaés.

d) No more than 1 CU of Artillery may be assignedh®e same HQ.

e) A CU is integrated with its HQ when it is stackeith the HQ or in
a zone adjacent to it.

f) A CU is detached from its parent HQ when it is imd¢grated with
that HQ.

g) In any turn, during the Reinforcement Phase, yoly mlaange
CU/HQ assignments.

2. COMMUNICATIONS.

2.1. Tracing communications:

a) A Military Force or Depot may trace communicatiofisoC”
successfully if it can trace a continuous path fithea zone it occupies
to the destination zone. The length of this patly bea maximum of 3
zones —including the destination but excludingzbee it occupies— but
this may be changed by the Exclusive Rules to adagifferent scales.
b) This path is blocked if any of the zones alongabtain an enemy
Military Force.Friendly CU presence nullifies enemy presence for tha
case.

c) If there are enemy Forces in the zone occupiedhiey tracing
Military Force or Depot the first zone of the commuations path must
be the one with the “Line of Communications” marKer, his side, on
it. If there is no such marker the first zone mayany except the one
occupied by the enemy “LoC” marker and any adjat®itt
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2.2. Friendly Depots.

Depots come in different nationalities, with theckrsive Rules stating
which depots are friendly to which sides and natiiies.

2.3. Chain of Depots

a) Friendly depots may form a valid Chain of Depotsis-represents
the use of convoys, magazines and rear area stamiliies.

b) Only Military Forces and SP of a nationality catesied friendly to
those depots may use a Valid Chain.

c¢) A depot forms a valid Chain of Depots in two cases:

— When it is located on a Home Country zone.

— When it may trace communications to any depat itsalf forms a
valid Chain of Depots.

3. ACTIVITY.

This is the central game concept. Each turn evépyod the map has a
certain amount of Activity Points (AP), which thegceive in the HQ
Activity Phase of the game turn sequence. The HQus€ those AP to
perform various activities during the Action Phasgih the troops
under its control.

a) You may activate HQ and CU, never garrisons. The &®
activated to move over the map board and to coatei€U actions —
i.e. march together, attack together...— but acti@ie always
undertaken by CU, never by HQ alone.

b) When the turn arises to activate a given HQ tlayeqnl controlling
the same determines which of the CU will be actiaééd which
Forces they will consist of. You may choose to\atgé every CU
assigned and capable of tracing communicationgst¢iQ. You can
also choose to activate the HQ counter. When tiredtises you must
activate at least 1 CU.

c) Every time you activate CU from a given HQ you mststte which
Forces they consist of:

— If you choose to activate the HQ counter you nawgsitvate at least 1
of its member CU. All integrated CU you activatehistmanner form a
single Force —commanded by the Leader of the HQ.

— If you do not activate the HQ counter or activatg detached from
the HQ every CU activated is a separate Force.

d) Place an “Activated Force” marker on top of ev€y and HQ
activated.

e) Every Force activated can perform one, and onby, single action:
one Force, one Action.

f) Each Force finishes its action before beginninthwainother Force.
The owning player decides the order of activatiérdifferent Forces
from the same HQ.

g) Every time you choose to activate an HQ countat lfas other HQ
of inferior size stacked with it or in an adjacemne you can also
activate Forces from those HQ. Follow the sequéetew:

— Mark the largest Active HQ.

— Mark every CU to be activated as above -regasdbdéshe HQ to
which they belong— and create the Forces as ibaja

— Take all HQ and CU so activated as a single Flmcdttrition and
Supply purposes only, summing up all SP to cortheltAttrition Table
(see rule 4 below).

— Select the Forces of a given HQ and successaaiyate them. After
finishing with them take the Forces of another H@spnt and repeat
until there are no Forces left. Finish activitiesnfi Forces of the same
HQ before beginning with Forces from a different.HQ

4. SUPPLY AND ATTRITION. Supply represents equipment and

foodstuffs troops need to survive. Their absendeides desertion and
losses due to disease. In this Game Series thergéheze states of
supplies:

— Supply from a Depot

— Supply by Requisition

— Out of Supply.

The supply status for a FORCE must be checked amtiraent it is
activated and before it performs its activity. Chattition at the same
time —before the Force undertakes its activity.

4.1. Supply from a Depot.

a) A Force can be supplied from a friendly Depotveey part of it
(every CU and HQ) is capable of tracing communicetito the same
depot. You must supply a Force at the moment y@inbies activation
and before it undertakes its action.

b) You must subtract 1 supply level from a depotdweery Force that
traces communications to it and is supplied from lihmediately
afterward consult the Attrition Table. When a delpses its last supply
level, withdraw it from the map.

c) If a CU/HQ enters a zone where an enemy depotdatéd and
without enemy Military Forces, the enemy depot éstcoyed and a
marker “Enemy Depot Pillaged” is placed on the CUHD as a
reminder for the next activation. They will be satered supplied by
the depot in the next activation only. Withdraw tmarker after the
next activation.

4.2. Supply by Requisition.

a) A Force can be supplied by Requisition if it iscked with a
Requisition (R—1 / R-2) marker. If the Force is dgpt in more than
one zone, every zone with a CU forming part of #u@e must contain
a Requisition marker to use this kind of supply. Yfoust supply a
Force at the moment you begin its activation andrieeit undertakes
its action.

b) You must flip an R-2 to R-1 or remove an R-1 mafkem the
map in every zone a Force supplied by Requisitiartupies.
Immediately afterward consult the Attrition Table

4.3. Out of Supply.

When a Force is unable or unwilling to supply itsel above in 4.1 and
4.2. It is considered “Out of Supply” and will seiffhigher Attrition.
4.4. Attrition.

a) Each time you must consult the Attrition Tabletde following:

— Add the total number of SP of the Activated Force

— Find the row that reflects the Supply statushefActivated Force.

— Find the column in which the total SP of the #ated Force is
included. Example: an HQ with 25 SP activated angdpbed by
Requisition will find its column in the (25—49) tesolve attrition.

— Go up the column to find the number of casualthes Activated
Force suffers from Attrition. The result (-) indiea no casualties.

b) The Attrition Table is divided into two halves. dBaone is used
depending on the period and the zones of the fasésdicated by the
Exclusive Rules.

¢) Casualties from attrition must be distributed eyeminong the CU
that make up the activated Force (you must givecastialty to every
CU before giving a 2nd casualty to any of them). Youst also lose
SP from some types before others, so you mustelesgy SP of a given
type before you lose SP of the next, following thider:

— Infantry Rec/Infantry Ln/Art/ Infantry Vet/ Gd/ Cav

— During winter turns the first loss must be a C&vifsany are present,
if not the first loss will be Art, if any is presen

Casualties from attrition —except lost Art SP — hbee STRAGGLERS
(see Series Rule 12.2) that are placed on the la@aatdingly.

d) A BESIEGING Force —any type— uses a lower supply o the
Attrition Table. Move one row down —i.e. if usingdepot the Force
will consult the Requisition row. If the Force waBut of Supply” it
lose 1 additional SP.

e) Every time a Force consults the Attrition Tabléges an additional
1 Art SP in the following cases:

— When the Force is located in a Mountain Pass or

— When the Force performs a Forced March crossitgga—any kind—
without using an intact bridge.

5. HEADQUARTERS ACTIVITY POINTS.

a) Every HQ on the map receives AP every turn in k@ Activity
Phase. Each player carries out this Phase in decretch of his HQ.

b) Each HQ has a BASE ACTIVITY POINT NUMBER per turngth
Exclusive Rules will state the exact amount. Thesiatp are used to
perform activities in the next Action Phase.
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¢) This Base Number may be modified due to Good arR&ader

Initiatives Roll a die per HQ and subtract the die roll frdva tnitiative

of the Commanding Leader, divide the result by firtd a total —either
a positive or negative number— that is added otraated from the
BASE ACTIVITY POINT NUMBER for the turn.

d) An HQ may also have a negative AP marker fromevipus turn.

At this moment you must deduct these negative Abnhfthe Total for
the current turn. (There are no such Negative AFena in TfaE. It is

better recorded on HQ Control Sheets provided)

e) The Exclusive Rules may further regulate this matte

f) The only exception to this rule is an HQ thatnsler siege in the HQ
Activity Phase, it will not have any AP in the cemt turn. In addition,
an HQ that comes under siege during the coursetafnaloses all the
AP it owns at that moment.

6. STRATEGIC INITIATIVE.

a) The side that won the last Field Battle or wasléiseone that caused
the surrender of an enemy HQ has the Strategi@ting. This can

change during the course of play.

b) Determine the holder of the Strategic Initiatiettee beginning of

each Action Phase. The holder can change duringtloese of the

current turn. Apply the effects immediately. Thee®arios state which
side holds the Strategic Initiative at the begigrifithe Scenario.

c) Effects of Strategic Initiative:

Each turn, the side with the Strategic Initiatiegims the Action Phase
by undertaking actions with Forces belonging to biig This is done

without resorting to bidding. It is a “free” actii@n in which every

Force can perform a single action in the normal manThe selected
HQ will spend AP equal to the highest cost of tlaious actions

undertaken.

— Every player on the side with the Strategic &titie gets a bonus of
+1 to all his/her die rolls to determine his/hertidation Number (see
below rule 7)

— When determining the Activation Order he sidehwilte Strategic

Initiative win ties.

— The side with the Strategic Initiative undertaites Movement Phase
for its Detached CU last —after the other side tmaréormed theirs.

7. ACTIVATION ORDER

Most military activity will be resolved in this Ps@. The players bid for
their HQ to become active. They play “Activation Rds” in which
Forces belonging to an HQ are activated and maght, fsiege...
Forces from different HQ act in succession untilté bid HQ have
been activated. Then another “Activation Round” hegiith a new
bid. Activation Rounds continue until every HQ o ttmap spends all
its AP.

a) “Activation Rounds” are the segments of the ActiRimase in which
most military activity occurs. In each Activation iRl players must:

m Secretly select 1 of the HQ he/she controls tadiivated and “bid” a
number of AP from that HQ. You can bid from 1 tbtak AP the HQ
owns. You cannot select an HQ that has 0 AP. Scititta AP bid from
the total AP of that HQ. You may choose not towadg any HQ); this is
termed a PASS.

m Each player must determine his/her “Activation Nemi for the
Round. Find this number by adding together the nurob&P bid, the
Initiative of the Leader Commanding the HQ seleced the result
from 1 die roll —players with Strategic Initiatiaeld +1 to this sum.

m All the players reveal their “Activation Numbert the same time
without revealing the HQ they selected. If all llayers PASS none of
the HQ are activated this round and everyone omthe losses 3 AP
(no HQ can get a negative AP marker in this maniiea)l the players
pass twice in a row the Action Phase finishesHa turn.

m Next establish the “Activation Order” by givingrdt place to the
highest “Activation Number” —and so on successiviiisough to the
lowest number. This order will be the one to follfow the activation of
the selected HQ.

b) The first player's HQ may activate its Forces thoe full amount of
AP he/she bid. Each Force of this HQ is activated ean perform a
single action that costs up to the full amount & Bid by its parent
HQ.

¢) The second, third and following players cannot theefull amount
of AP they bid. Instead deduct 1 AP from the tdiial by a given HQ
for every HQ —whatever side it belongs to— thadsvated beforehand
—i.e. Second Player loses 1 AP, Third Player |&é$ and so on...
Each Force of the HQ activated can perform a siagt®n that costs
up to the result of that deduction. If a given H®ds every AP that was
bid for it, its Forces cannot undertake any actighey are not
activated— when its turn comes.

d) An HQ which Forces are activated by a higher nagkHQ (see
above 3.g.) does not bid for its Forces to be attiV. Instead their
Forces can undertake any action you desire. Thenp&Q will spend
AP for the amount of the action with the highesttco

e) An HQ that loses a Field Battle or Minor Combat befibs turn for
activation comes loses all its AP bid and cannoattézated when its
turn comes. Any retreat it must undertake must dmomplished with
whatever other AP it has.

f) If two or more players tie in their “Activation ber” apply the
following:

m Side with the Strategic Initiative (see rule 6wihs ties and gets an
“Activation Number” 1 point higher than tied plagein the non-
Initiative side.

m Resolve ties among players on the same side bggdalldie, with the
higher result winning. Reroll until establishing @oper order for
activations.

8. ACTIONS.

8.1 Each activated Force can undertake a singienaitom among
those indicated in the Activities Table (Player Athart n°1) with the
following restrictions:

a) The Actions may not cost more AP than those bhiedhe parent
HQ. AP are not divided between Forces of the saebtit each Force
can undertake an Action that costs up to the fafloant of AP
available (remember rule 7.b/7.c/7.d above).

m EXCEPTION: If an HQ bids all the AP it possesdé&sForces can
choose any action, even those that cost more AR wese bided. AP
beyond the number available are consumed from téet rurn.
Accordingly, place a “Negative AP” marker —or writalown so as not
to reveal it— under the HQ as a reminder for the h&n. As per 5.d.
above, these negative AP will be deducted fromrmth turn’s AP total
for that HQ.

b) Regardless of the amount of AP available each Foete only
undertake 1 action every time it is activated. Esc&P are lost.

8.2 You can choose between the following actions:

a) March. Enables the Force to move to an adjacent zonadtve
Force can undertake this action and remain in plasethe player
wishes).

1. If you cross a major river without using an eithridge the Action
costs 1 AP more. If you cross a river —any kind-emder a zone with
enemy Military Forces add 1 AP to the cost (botmahies are
cumulative). Only besiegers can use an intact bridga zone with a
SIEGE marker (see Series Rule 9.4.i.). If a bridge & enemy garrison
you cannot use the bridge.

2. Mountains are considered impassable terraitititary Forces and
may only be entered via Mountain Passes and ontygfh the zones to
which they are connected —from one side of the r@ong to the other—
and exit the same via the zones they are connéxtddountain passes
are normal zones on the map board and you can lgawesons on
them. All the rest of the mountains on the map eomsidered
impassable; zones with mountains between them areconsidered
adjacent.

3. Every CU in the same Force must begin and fitiishMarch Action
stacked or adjacent to the HQ of the Force.
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4. A Siege Train (see rule 15.b.) cannot move $slfit A Force stacked
with it must “draw” the siege train when activated.
5. Where a Force enters a zone occupied by an e@uihlQ both
sides must place their “Line of Communications” negirkn the map.
Do not place a new “LoC” on the map if there are alngady “exiting”
from the zone which you are entering.
i. First the Active Force places its “LoC” marker tre map.
Then the enemy places its own (the enemy CU thataiaady
in the zone you entered); he cannot place his “LoCa zone
already containing an enemy “LoC” marker nor adja¢erone
—exception: you can place your “LoC” in a zone a€fido one
that contains an enemy “LoC” marker if you have ditity
Force from your side on it.
ii. When you enter an enemy occupied zone thatadjre
contains friendly CU the moving Force eliminates amgemy
“LoC” marker —if any— that happen to bethe zonethe Force
occupies before entering the contested zmrany adjacent
6. When a Force exits a zone occupied by enemy CUkeGirst zone
it enters is the one with the friendly “LoC” markéfrthere is no such
“LoC” marker it can only move to a zone that is with an enemy
“LoC” marker, nor adjacent to one, nor occupied Ingray Military
Forces. If no such zone exists it cannot move.
7. When a Force enters a zone occupied by enemy Qltt do not
contain a friendly CU a CAVALRY SCREEN COMBAT takes place
(see rule 9.1.).
8. After completing its March Action and before amttack
Declaration, an Active Force can attempt a FORCED MAREbu
may not attempt this if you occupy a zone with ep&h/HQ.
i. Roll 1d10 secretly and compare the result with thitiative
of the Commanding Leader of the Active Force (a Chdiés if
the Force is a single CU or an HQ leader if it isnaltiunit
Force). If the die roll is equal to or less thar tinitiative
number you can perform the Forced March. If theultes
higher you cannot.
ii. A Forced March allows you to move to an adjaceone.
Follow the same procedure as for a normal MarchvAton,
but you do not spend additional supplies and yostrmansult
the “Forced March” row of the Attrition Table.
iii. If a Force is too small to incur casualtiesedto Attrition
while performing a Forced March apply the followinf the
Forced March die roll attempt is 1 that Force l@sgP (do not
apply this to Forces composed exclusively of Cavhight
Troops).
iv. After you perform —or decline to attempt- theréed March
you may declare any attack or continue activatiog€s.
v. A Force that “draws” a Siege Train marker canstémpt a
Forced March.
9. Every time you begin a March procedure (except&d Marches)
you can leave or remove SP as garrisons, botherstiéwt and finish
zones.
i. You can place garrisons in heydefendable
cities/fortresses/bridges and mountain passes.
ii. Any CU with free capacity to contain them calnsorb SP
left as garrisons.

b) Rest.

1. This allows you to rally SP shattered by comikall 1d10 and
compare the result with the Morale Value of thettgnad SP. Modify
the die roll by the Morale Modifier of the Commangliheader of the
CU of the shattered SP. If the CU is stacked withHiQ to which it is
assigned you may use the Morale Modifier of the Camaing Leader
of that HQ —as the player wishes. If the CU has iss€Commanding
Leader it receives a hew one now —before rollirggdte for rally. If the
modified die roll is equal to or less than the Mer¥alue of any SP
these are rallied and reappear normally in the géiniee modified die
roll is higher than the Morale Value of any SP thmeynain shattered

and 35% of them are definitively eliminated. Rolleodie per CU that
performs this Action and apply this process on it-g—unit basis.

2. Any Atrtillery CU that is not at full strength ans capable, at the
instant it undertakes a rest action; to trace comoations to any

friendly depot is placed at full strength autonitic

3. If an HQ counter undertakes a rest action arglrtea assigned an
Artillery CU and is capable, at the instant it unidkes a rest action, to
trace communications to a friendly depot, you camediately assign
to the HQ an Art CU that happens to be off the magh stack that Art

CU with the HQ. Place the Art CU at maximum strength

4. If an HQ loses its Commanding Leader and unkesta rest action
it immediately receives a new Leader.

c¢) Build Depot.

1. This allows you to place a friendly depot on tmap in the
town/defensible city/fortress the active Force qies. If the Force
occupies more than one zone you can place it inoaryof them (one
depot per Force and action).

2. New depots are placed on the map full —i.e. with maximum
number of levels of supply allowed by the Exclusikales of each
game. You may only perform this action in a zonethwi
town/defensible city/fortress. The number of depatkers that may be
on the map at the same time is restricted by trexi8pRules of each
scenario in the Exclusive Rules of each game.

3. You can use a depot that is off the map or renume —regardless of
its level- from the map and replace it at full Sypp

4. After placing the depot on the map roll 1d10 anchpare the result
with the Forage Value of the zone in which it ha=ib built. If the
result is greater than the Forage Value place at&e” marker in the
zone. If you create the depot in a friendly “valthain of Depots”
subtract 3 (-3) from the die roll.

5. You cannot undertake a Build Depot action in aezavith a
“Deplete” marker or enemy Military Forces.

d) Requisition.

1. This allows you to place an “R-2" marker on @ig that undertakes
the Action. You may only place one R-2 marker om itep for each
Requisition action undertaken.

2. This marker has 2 supply levels and allows thee& stacked with it
to use the Requisition Row in the Attrition Tableah HQ possesses
the marker you can supply every CU stacked withH@eand activated
alongside it with the Requisition marker. (See 4)2.a

3. You may only place 1 Requisition marker per zamghe same
Activity Round.

4. After placing the marker on the map roll 1d1@ anmpare the result
with the Forage Value of the zone in which the Rsitjon has been
undertaken. If the result is higher than the For&gdue place a
“Deplete” marker in the zone.

5. You cannot undertake a Requisition action in cmez with a
“Deplete” marker or enemy Military Forces. Nor cgmu undertake a
Requisition action in a Mountain Pass or a Swamgzon

6. After you place the Requisition marker it remaiith the CU or HQ
until spent. It moves with its owner over the magaitd. There may be
only one Requisition marker per zone at all timésndre are stacked
together at any time, immediately eliminate somehafm until only
one remains.

7. When a CU stacked with a “Requisition” markerclssawith its
parent HQ it can transfer the Requisition markehoHQ.

e) Blockade.

1. This allows you to place a “Blockade” marker memf the zones the
Active Force occupies. The zone must contain armgneccupied

Fortress or Defensible City. If there are enemy CUIH@e zone they
must choose:

m To fight a minor combat to avoid being blockaded o

m To enter the Fortress or Defensible City and altbe enemy to

blockade them.
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If the defender loses the minor combat place thel@de marker, if
the defender wins or ties the Blockade Action idified.

2. When a “Blockade” marker is placed on the mapethemy Military
Forces are trapped in the Fortress or Defensiblg @t are in the
zone. EnemyMilitary Forces cannot enter or exit from the Fortress or
Defensible City as long as the “Blockade” marker riesia

3. If “LoC” markers are placed on the map they amaved as soon as
the enemy Military Forces are blockaded in the ilésg or Defensible
City.

4. Remove the Blockade marker when all blockaded lockading
Military Forces are removed from the zone, or whetSiege” marker
replaces the “Blockade” marker.

f) Siege. This action is more complex and is composed oéehr
different and sequential “Siege” actions that nmhestindertaken to take
a fortified place defended by enemies. Each “Sieggifon costs the
same (the third can be of variable cost, see belw)has different
effects. The three actions are: “Open trenchesdkéTouter works” and
“Bombardment”.

1. The first time you undertake a “Siege” actiomowe the “Blockade”
marker in the zone. You can then place the “Opemdmes” marker at
the enemy fortifications.

2. To perform this first “siege” action you mustveaa “Blockade”
marker, an HQ and a Siege Train marker in the zone.

3. Turn over the Siege Train counter to show th@e® Trenches”
marker and the siege begins.

4. An enemy HQ that comes under siege loses alAEhé has.

5. Once the “Open Trenches” marker is placed omthp the next time
the besieging Force activates it must abandonidge ©r continue it.
Besieging Force must contain a HQ in order to comtithe siege. The
next Siege action is to replace the “Open Tresitingarker with a
“Take outer works” marker. Defenders roll for sunder with a —3
modifier (see rule 9.4.d.).

6. Once the “Take outer works” marker is placedtwn map, the next
time the besieging Force is activated it must abanthe siege or
continue it. Besieging Force must contain a HQ theotto continue the
siege. The next Siege action replaces the “Takerowmorks” marker
with a “Bombardment” marker. The attacker tries e practicable
breaches in the main enceinte. This is statedl?94.e. If no breach
is opened the next Siege actions —to try againt-dmsble AP.

7. Attrition penalties are applied to besiegerssasn as the “Open
Trenches” marker is placed on the map.

8. As long as any Siege marker is placed over a&réss’Defensible
City the benefit of any bridge that happens to b#a@zone is given to
the besieging side.

g) Fortify.
1. This allows you to place a “Field Fortificatiom’ any zone occupied

by the Active Force. In the event of combat, frign@U in that zone
have benefit from the fortifications.

2. You cannot undertake this action in a zone twattains enemy
CU/HQ.

3. You lose the “Field Fortification” marker if theone is void of
friendly CU.

4. There may only be one “Field Fortification” markn a zone.

h) Destroy Bridge.

Place a “Bridge destroyed” marker on any Bridge ledah the zone
the Active Force occupies (the bridge connectiregzbne it occupies
with an adjacent zone) and without an enemy garriso

i) Repair Bridge.

Remove the “Bridge destroyed” marker from any Bridmgated in the
zone the Active Force occupies. You cannot underthis action if
enemy Military Forces occupy any zone adjacenheliridge, unless
they are under blockade or siege.

j) Build entrenched camp.

1. You can only undertake this action if the Actih@rce is located on a
zone with a friendly “Field Fortification” markedse the same rules as
per Fortify.

2. An Entrenched Camp can be attacked normally mbeaBlockaded
and Besieged like a normal Fortress. If a besiegeteBched Camp is
located in a zone with a friendly Fortress or Defele City, the siege
procedure is normal until the defender surrendéfsthey are all
destroyed nothing special happens. Defenders will surrender but
withdraw to the Fortress/Defensible City and thgsiwill begin again:
eliminate the Entrenched Camp and place the eneegeSirain on the
map again.

3. In a Minor Combat or Field Battle defenders oEmtrenched Camp
receive a +3 modifier to combat in defence.

9. COMBAT:
There are various types of combat: Cavalry Screen b@agntield
Battle, Minor Combat and Storm/Siege.
9.1. CAVALRY SCREEN COMBAT
a) When an Active Force enters a zone occupied bynamy CU/HQ
and after placing any “LoC” markers a Cavalry Scre@ombat
automatically takes place.
b) Follow this sequence:
m Both sides determine their respective modifiersh&1d10 die roll:
i. Tactical Modifier of a Commanding Leader of a @ay CU
—not Infantry or Artillery— present in the zone.
ii. Numerical superiority. Take the total Cav SP lyaravalry—
on both sides and divide the higher number by dlet to find
a ratio. This gives the modifier for the side wéilperiority: 3:2
=+1;2:1=+42;3:11=+43; 41+ =+4
iii. The best Tactical Value of the Cav SP present.
iv. Defenders may have the advantage of defendimiyex
crossing —if the enemy crosses any kind of riveember the
zone— or may have a “Field Fortification” marker adn
Defenders get +1 for each —both cumulative.
m Both players roll the die and sum up their modsfighe highest total
wins. Reroll any ties.
m Apply the results.
c) A Cavalry Screen Combat has the following effects:
m Defeated side must give information to the ottmames of Leaders
Commanding HQ present in the zone, total numberPoirSthe zone
according to type (infantry/cavalry/artillery) amdmber of CU in the
zone.
m Defender CU —those inactive— composed exclusive@avalry and
Light Troops SP and HQ stacked with them can noandpl AP to
move. Lone CU can attempt a Forced March. Such mowasume
supplies; consult the attrition table as per normal
m Defender CU/HQ not falling in the above case cay orove —or try
to move- if the defending side wins the Cavalry 8cr€ombat.
d) There are never any casualties in a Cavalry ScCeenbat.
e) If one side has no Cavalry the other automatioallys the Cavalry
Screen Combat.
f) If the numerical superiority is 8:1 or more théesiwith the most
cavalry wins automatically.
g) If neither side has cavalry present there is noalavScreen
Combat.
h) If the combat is fought in a Mountain Pass or A{pValley zone use
Light Infantry SP instead of Cavalry SP for all effeof this rule (9.1.).

9.2. FIELD BATTLE.

a) When an Active Force enters a zone occupied bynamy CU/HQ

and after placing any “LoC” markers and after resgvCavalry

Screen Battle, an Active Force can declare an ATTAGHKer

completing a March Action only (including Forced idia Attempts).

Once combat is initiated all the CU/HQ from all sidaside the zone
take part.

b) A garrison never takes part in a Field Battle.
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c) Field Battles are the procedure to resolve largertats that involve
considerable numbers of CU/HQ and SP. These are“gheat
performances” of war and on many occasions werg &cisive
battles. The game system allows you to recreati=iail the battles of
this era with a full and proper set of rules. lcle&eries Game various
scenarios are included that are only Battles tonafiayers to master
the battle system.
d) A Field Battle takes place every time an ATTACKdisclared and
there are at least 3 CU of infantry/cavalry on bsithes. Each player
must announce, without revealing any more, if heefsis three or less
CU present. Some things may already be known as ali@aScreen
Combat usually tells the winner some informationthis condition is
not met resolve the Attack as a Minor Combat. (586
e) Remove every CU and HQ that takes part in the bétiie the
strategic map and from the HQ displays and put thsiae, as the Field
Battle is played on the Battle Display supplied viite game.
f) The Battle Display has a position for each sideived. One side
will take the place of the outflanked Force and titieer will be the
outflanking —this will be explained below. Eachesidas 3 Sections to
make up the Battle Line (and two flanking Sectioasyl 1 Reserve
Section. The troops will be deployed there.
g) Resolve the Field Battle using the followirgsence:

h. Determination of Commanders

i. Choice of Battle Terrain

j. Outflank determination

k. Troop Deployment

|. Battle endurance calculation.

m. Operations Planning Phase

n. Operational Control Check.

0. Combat Resolution.

p. Pursuit.

g. Assessment of losses and retreat.

h) Determination of Commanders.
1. Both sides must determine their Commander in Gbighe battle.
i. Unified Command: a side has Unified Command #réhis a
single HQ of larger size than the other HQ presertie
Commanding Leader of that HQ will be the CiC (Commarider
Chief) of his side during the battle.
ii. Joint Command: when there is no HQ presenthin lhattle or
two or more HQ of equal size are present and tieer@ other
larger HQ present. They are called “Joint Leaderkk leader of
the HQ or CU that has most SP is the CiC of the bdttlease of
ties in SP number choose the one with the loweiatiie. In case
of same initiative choose whom ever you want.
iii. During a battle you must change the CiC of yaide if a
larger HQ than those present at the battle, arrivfeowing a
Reinforce Battle Option. The new CiC will be the Leader
commanding the recently arrived larger HQ.
2. During the battle you must take into account tha Leaders will
improve the Troops’ possibilities of winning. Yoweed to name a
Section Commander from among those present in 8adtle Line
Section.
i. If there is an HQ in the Battle Section the SmttCommander
must be the Leader Commanding one of those HQ -eaplélyer
chooses.
ii. Otherwise the Section Commander
Commanding a CU —as the player chooses.
iii. You can name each Section Commander just bedotembat
begins and you can change Commanders in every comivich
a Section is involved.

i) Choice of Battle Terrain.

1. Battles are fought on the Battle Display thatuppdied with the
game. This Display has Battle Line Sections wheeefighting takes
place. These Sections can have variable terrairigchwks chosen
according to this set of rules.

must be a Leader

2. Battle Terrain Layouts represent the variousatesravailable to use
in the battle. Each Battle Section —including thdflanking sections—
may have one of these Layouts placed on it. Thgeps place the
layouts at their disposal as they want. The defeddeploys first. The
available terrains are limited to those suppliethwiach game.
3. There are four different types of terrain: Cleatlage, Woods and
Hills. A Clear section does not receive a terrayjold. Terrain Effects
are:
i. Clear: No effect on combat.
ii. Woods: You cannot play a Cavalry Charge Optioraiast
enemy forces inside Woods. Unit identities areragealed if they
are inside Woods until they are engaged in coniath attacker
and defender have a bonus to all morale checktitair inside a
Wood -1 to die roll).
iii. Village: Defender receives +1 to his engagetrdir roll and a
-1 to all morale checks die roll.
iii. Hills: You cannot play a Cavalry Charge Optiogainst enemy
forces on Hills. The Defending side receives +hitengagement
die roll. Forces on Hills lose half the casualti#?®sm the
Bombardment Table (1 casualty becomes %2 ).
4. Defending side may choose the following terraind does so before
the attacker does:
i. Roll 1d10 and compare the result with the CiC #titie. If a
Joint Command situation exists you must roll fockedJoint
Leader” present. You can choose 1 Battle Terrathafdie roll is
equal to or less than the Initiative of every “ldirader” in a
Joint Command situation.
ii. A defender in a Rough Terrain Zone can choosalditional
Battle Terrain of any type.
iii. A defender in a Mountain Pass Zone can chdbselditional
Hill terrains.
iv. A defender in a Forest Zone can choose 1 amditiWoods
Terrain.
5. Attacker chooses second: Roll 1d10 and do thee ganwcedure as
above for the defender (rule 9.2.i.4.i.). Do noll iib the attacker
executes a Forced March to enter a defender’s zone.
6. No side may have at any time more then 4 Battleains (one in
each Battle Line Section and one in a Flanking 8a}ti

j) Outflank Determination.

1. Compare Initiative value of CiC of both sides; thgher value has
an Outflank Option. In a Joint Command situation gde has no
option to outflank the enemy. Ties in Initiativelwa are resolved by a
die roll, with the higher result winning. If a fter tie occurs the
attacker has the option.

2. The side with the option to outflank secretljsdd10 and compares
the result with its CiC Initiative. If the die rob iequal to or less than its
Initiative that side can choose from among Battlei@ys the Outflank
Battle Option. The adversary must not know if therap has taken
Outflank Battle Option or not.

3. The side with the option to outflank —whethercheoses to outflank
or not or the die roll is unfavourable— deploystie Outflanking
Capable portion of the Battle Display; the other sidploys in the
Outflanked portion.

k) Troop Deployment. The player who declared the attack is
considered the attacking side and the other sidreigdefender. First
the defender and then the attacker deploy @6iHQ present in the
battlefield at any of the 4 main Battle Field Sentio

1. These Sections are: Right Flank, Centre, Leftk[dne so—called
Battle Line Sections) and Reserve. Outflanking artflamked Sections
are not used initially as they must be “activatdd/ playing an
Outflank Battle Option.

2. You must place at least 1 Infantry/Cavalry CU werg Battle Line
Section.

3. There is no restriction to deployment in the Res&ection.
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4. If you have more than 1 HQ in the Battle on tames side you can
only deploy in the same Battle Line Section CU fronoflthe HQ
present. During the Battle this rule is no longgplizal.

5. If you have more than 1 HQ on the same side @rother than that
of the CiC must be deployed in a Battle Line Sectfoih ¢ontains at
least 2 CU under his Command. If more than one Sedtilils this
requirement the player chooses. This rule apphiesighout the battle.
6. The CiC HQ must be deployed in the Reserve andotanove from
it. If a new CiC is named during the battle due tomfozcements
arriving (see above 9.2.h.1l.iii.) —the former CiCrédieved from this
restriction.

7. You must deploy your CU/HQ showing the flag side;not reveal
their identity until both sides have deployed. Ormh sides have
deployed, reveal the identity of CU/HQ on any Baltlee Section, not
in the Reserve or in Woods. During a Battle you ordyeal unit
identities when they engage combat or move fromRhbserve to an
engaged Battle Line Section.

8. If any side has a “Field Fortification” marken the strategic map, he
can now deploy it at any Battle Line Section. TBection receives +1
to his engagement die rolls in defence.

9. Remember rule 9.2.h.2. (Section Commanders) ieraw deploy
Leaders according to your wishes.

I) Calculate Battle Endurance. Both sides simultaneously determine

their Battle Endurance. This is expressed as a nuafloints that can
be lost during the battle. The side that losestalBattle Endurance
Points immediately loses a Battle.

1. Sum up Battle Endurance Points for both sidegarciess of how
many nationalities form each one.

2. Add (or subtract) Battle Endurance Points: +1 fevery
infantry/cavalry CU present in the battle. —2 foe thide that has no
“LoC” marker at the beginning of Battle.

m) Operations Planning Phase.
1. Both sides must simultaneously choose a numb@&atife Option
Chits. The maximum number each side can choose ual €q the
Initiative Value of their respective CiC. In a Joddommand situation
you can choose a number equal to the Initiativéheflowest Leader
minus 1.
2. Battle Options allow your troops to undertakeicaxst during the
battle. They are described at the end of the rules.
3. Available Battle Options are same for each sitktao sets of them
are supplied with the game. As you have read abalyeone side have
possibility to choose outflank, this is the onlstrection. The Battle
Options are stated below, with the number of theailable per side in
the brackets:

— Reserve (6)

— Outflank (1)

— Assault (5)

—Pin (3)

— Bombardment (2)

— Cavalry Charge (4)

— Withdraw (1)

— Recover (4)

— Reinforce (4)
4. If a new CiC is named during a battle due to theéva of
reinforcements you may discard any Battle Optiongdur hand and
replace them by choosing new Battle Options —asynaanthe former
CiC had remaining.

n) Operational Control Check

1. Both sides simultaneously and secretly roll 2daéding up the
results. Compare the dice result with the CiC OpematicControl
Number. If a Joint Command situation exists you nrofitfor every
“Joint Leader” present; each one must pass thekclid Leaders have
an Operational Control Number of 11. Modify the digell
accordingly:

-1 for Defending Side.

+2 if a Joint Command situation exits (+5 if thesenio HQ

present)

+2 if you choose the Outflank Option

+1 for every Assault Option you choose

+1 for every two Cavalry Charge Options you choo$e/du

choose only one there is no modifier, if you cha®senly +1)
2. Operational Control Check effects:
a. If the dice roll is equal to or less than the Gi@ every Joint
Leaders’'— Operational Control Number you pass theckch ALL
engagement die rolls for this side will be modifted+1 throughout the
battle.
b. If the dice roll is more than the CiC —or any Jdieader Operational
Control Number he fails the check; ALL engagemeet mills of his
side will be modified by —2 throughout the battle.

0) Combat Resolution.
Once a sequence begins it continues until theebatttls. In this step
both Battle Lines may engage in combat as far asRatde Line
Section to confront the opposite enemy Battle L8®etion (i.e. Left
flank against enemy Right flank, Centre against Cgntre
1. Both sides alternatively play their Battle Options
a. The attacker plays his/her First Battle Opticetlaring who will act
(CU, Section...) and placing the chit on the Displfay is an Attack
Battle Option —Assault, Pin, Cavalry Charge and OnikflaFor
example, he may place an assault chit, assignbis t6entre, between
both Centres to signal the attack. Immediately resdhe Battle
Options effects. (See Battle Options for explangtion
b. The player may then do ONE of four things:
i. Try to play another Battle Option. To do so he/shust roll
1d10 and compare the result with his/her CiC Initatilf the
die roll is equal to or less than the CiC Initiatitkee attacker
must play a second Battle Option.
ii. Try to continue the first Battle Option —only fhe option
played was Assault, Pin, Cavalry Charge or Outfldmkdo this
you must roll 1d10 and compare the result withlthigative of
the Section Commander of his/her Battle Line Sedtionlved.
If the die roll is equal to or less than the CiC ihtive, the
attacker must play a second Battle Option.
Note: you may only try to continue a Cavalry Chargsi@n if
you did not obtain Cavalry Superiority in the inlit@ay of the
option.
iii. Attempt a Rally with the CiC or one of the Sectio
Commanders. This attempt is only directed towarsisigle CU
that has shattered SP and follows the same ruldsed®Rally”
Option. If you choose your CiC the CU may be anywlueréhe
display. If you choose a Section Commander the CU bein
his Section.
iv. Let the enemy play.
c. Then the defender goes. He/she can do the sathe attacker: play
an option, then try to continue, then try to playother option or
attempt a rally.
d. Once both players have had their turn, a BATTLEURD is
finished.
2. A player can decline to play his Battle Optionsl &y to PASS. To
pass a player must roll 1d10 and compare the rasthltthe Initiative
of his/her CiC. If a Joint Command situation existsi youst roll for
every Joint Leader. If the die roll is equal toless than the Initiative
the adversary goes. If the die roll is more theeaslary goes and you
must discard one of your Battle Options without pigyit and without
revealing it to your adversary. If a player hasmore Battle Options
he/she is forced to pass.
3. There is no limit to the number of Battle Optidhat can be played
in the same Battle Line Section during a Battle.
4. Battle Rounds continue until a Field Battle eddBattle ends when:
i. There are no more Battle Options to be playedry players
as they have been played or discarded. This baititis in a
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draw and nothing else happens. Remove CU/HQ frorB e
Display and put them on the map and HQ displaysraatgly.
Play resumes.
ii. Both sides pass consecutively. The battle emds idraw.
Perform actions from previous paragraph.
iii. One side loses all its Battle Endurance Poititsreby losing
the battle; you must then proceed with pursuit eetceat, and
then play resumes. If both sides lose their lasintpo
simultaneously it is a draw. Perform actions frohe ffirst
paragraph.
iv. One side, at the end of a Battle Round, hasdesty SP that
it had on one or more Battle Line Sections —or evergaining
SP is shattered. This side loses the Field Battte; gnust
proceed with pursuit and retreat. If both sideseh@Battle Line
Section void of SP it is a draw. Perform actior@rirthe first
paragraph. You can avoid losing the Battle if youehat least 1
CU in the Reserve and 1 Reserve Option for each Batike
Section you have voided of SP. Then Battle contimeemally.
v. One side plays its Withdraw Option and retrefitsm
combat. This side loses the Battle and you mustegavith
pursuit and retreat.

5. After the Battle ends proceed with Pursuit, Rétr€asualties and

the determination of Victory Points. Then play mess.

p) Pursuit.

After the Battle ends the winner rolls on the PurSiable to check
additional casualties for the losing side —prisenstragglers that never
return to the colours...

1. The winning side rolls 1d10 on the Pursuit Tadd crosses the die
roll result with the amount (in %) of Battle EnducanPoints he has at
the end of the Battle. Modify the column used actwlg:

m Shift one column left for every battle round aftee 2nd.

m Shift two columns right IF the winner has double & Cavalry in
Reserve or any Unengaged Battle Line Section thdb#es has.

m Shift four columns right if the loser has to retrevithout Lines of
Communication.

m Shift X columns right equal to the Tactical Valagone Cavalry
commander in the winning side (whose SP are couatiete).

m Shift two columns right if the loser has to retreer a river
(regardless of size) into his first zone of retreat

2. The result is a percentage that allows you toutate the additional
losses for the losing side.

3. Subtract the number of Cavalry SP the losing Batbon Reserve or
any unengaged Battle Line Section from the numbé&afalry SP the
winning side had on Reserve or in any unengagedeBlaitte Section.
If the result is O or less there are no additiaraslualties. If the result is
a positive number multiply the % obtained from fersuit Table for
the amount of Cavalry SP the winning side has availa

4. Losses must be applied in the following manner:

— The first loss must be a Cavalry Atditionally, 10% of total
losses during a pursuit must be Cavalry SP —iffaegent.

— Secondly, you must lose as many ctieaas possible from
Gd/Vet types.

— If there are no more Gd/Vet you must lose Lnritrfatype.

— If there are no more Ln infantry, you must lose Réantry type but
lose 2 SP per SP remaining.

— Besides losses from the Pursuit Table, the lositg must eliminate
as many Art SP as half the total casualties incdudwring the Pursuit
— including the penalisation above.

— If the losing side had a Siege Train marker ibg.

g) Casualty count and Retreat

1. Casualties during a Battle are of two types: glexg and permanent:
a) Every casualty incurred during a Pursuit is @eremt —except Art
SP losses, which can always be replaced (see81ds and 11.2.h).

b) All casualties from an Automatic Victory (whetteere is a numerical
superiority of 8:1 or more) are permanent.

¢) During combat the permanent casualties are blaria
i. If the battle is a draw, both sides permanetdke 20% of
combat casualties —excluding Automatic VictorieheTrest
become stragglers.
ii. The winner permanently loses 20% of combat alms —
excluding Automatic Victories. The rest becomeggtars.
iii. The Losing side permanently loses 40% of condasualties
—excluding Automatic Victories. The rest becomagters.
d) Permanent losses are simply removed from the steqgglers are
placed on the map as per rule 12.2.b.
2. After deducting casualties the losing side mestat his/her HQ/CU
from the zone where the Battle was fought. Apply tkstrictions
below:
a) The first zone to be entered must be the orfe thié “LoC” marker
of the losing side on it. If there is no such “Lo@farker it can only
move to a zone that is not occupied by an enemyC"Lmarker, nor
adjacent to one, nor occupied by enemy Militarydeésr If no such
zone exists you must surrender every HQ/CU and $En-stragglers
and shattered troops.
b) Every zone to be entered must comply with thiefeng order (n°1
has priority over n°2):
i. N°1. The zone must be nearer —in terms of thebar of
zones— to the nearest depot from its side tharzéine being
exited. If the retreating Force/s occupies a zoith & depot
from its side, they may continue their retreatt®e mearest depot
of their nationality. If there is no other depoethapply the
following.
ii. N°2. Every zone entered must distance the agtrg Force/s
from the zone in which the Battle was fought.
c) Subtract 1 AP from every retreating HQ per zentered during the
retreat. An HQ can get a negative AP marker duetteat.
d) A Force/s must retreat a minimum of 1 zone. AeldCU ends its
retreat as soon as it stacks with a friendly HQepot.
e) Consume supplies and consult the Attrition Tasdeper usual for
every zone entered during the retreat.
f) If an HQ loses a Battle before its turn for aatien comes it loses all
bid AP, retreats and is not activated.
g) If all the SP from one side are eliminated af ICU/HQ
automatically surrender.

9.3. MINOR COMBAT.
a) A Minor Combat is a procedure to resolve a comhat toes not
fulfil Field Battle conditions. Unless one side ieagtly outhnumbered a
minor combat results in few casualties and ends vahe side
retreating.
b) When an Active Force enters a zone occupied bynamg CU/HQ
and after placing any “LoC” markers and after resmvCavalry
Screen Battle, an Active Force can declare an ATTAGHKer
completing a March Action only (including the FodceMarch
Attempt). Once combat is initiated every CU/HQ fraawery side
inside the zone takes part.
¢) A Garrison takes part in a combat if it is the oNlifitary Force of
its side in the zone. A garrison can never be phan attacking Force
(see rule 9.4. for joint sieges and battles). Amack against lone
enemy garrisons is always a minor combat, exceptevthe garrison is
inside a Defensible City/Fortress.
d) Minor Combats are resolved by a single die roll faxsCavalry
Screen Combat above:
1. Both sides determine their respective modifiath & 1d10 die roll:
i. Tactical Modifier of the Force’s Commanding Leade
ii. Numerical superiority. Total SP on both sidesl alivide the
higher number by the lower to find a ratio. Thives the
modifier for the side with superiority: 3:2 = +1;12= +2; 3:1 =
+3; 4:1+ = +4 (you can obtain an Automatic Victafyyour
numerical advantage is 8:1 or more).
ii. Tactical Value of any SP type present.
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iv. The Defender may have the advantage of defgndiniver
crossing —where the enemy crosses any kind of tiventer the
zone—, a Mountain Pass or of having a “Field Fegtfon”
marker. All these add +1 cumulatively.
iv. A defender in an Entrenched Camp has a modifiei3.
v. If one side has cavalry and the other doesaud,+2 to the
side with cavalry —do not apply this on Mountairs&,&-orest or
Swamp zones.
2. Both players roll 1d10 and sum up their modifier®btain combat
result.
3. The higher total wins. Tig@s a draw. Subtract the lower result from
the higher result and apply the Minor Combat result
e) Minor Combat results are:
1. If the attacker wins, the defender loses SP lefqushe result of
dividing the difference between both totals by 8ufrding down).
Casualties must be taken from the SP type used thfyrthe die roll.
Then the defenders retreat: if an HQ was preseatritats as above for
a Field Battle; if no HQ was present retreat the GUriSon to the
nearest friendly CU/HQ/Garrison/Depot automaticadipd without
consuming supplies nor consulting the Attrition lEab
2. If the defender wins, the attacker suffers chigsain the same
procedure as in paragraph above and loses 1 ABnwiHQ present—
including the possibility of receiving a negativ® Anarker.
3. If the losing side had less than 3 infantry/¢égv&U present make a
moral check for each CU present. Add to the die tladl number of
casualties incurred. Garrisons never check morale.
4. Ties do not inflict casualties. The attackerekd AP —if any HQ
present— including the possibility of receiving egative AP marker.
No morale check.
5. In the case of an Automatic Victory, the outnendd side is
permanently eliminated —including Leaders— and #memy is
unscathed.
6. All losses are stragglers except in an Autonidiitory.

9.4. COMBAT AGAINST DEFENSIBLE CITIES AND
FORTRESSES.
Various locations on the map board are indicatedagsmble of being
defended, offering special protection to SP ingigem (“Defensible
Cities” and “Fortresses”). There are also “Townshv@astle” that give
benefits to a small amount of troops, acting asrEsses for 2 or less
SP, or as open locations if there are more SP prese
a) A Force that ends its March Action in a zone wétiDefensible
City/Fortress and declares an attack against enemnge& gives the
defender the option to “enter” the permanent fimdiions, avoiding
open combat if the location is not occupied by Eerdrom the
attacking side. Garrisons are always consideredeo‘inside” the
fortifications.
b) In a Defensible City, if the defender stays outsitecity resolve the
combat as a Field Battle or Minor Combat. If the ddér enters the
fortifications the attacker must STORM or cancel teack. If the
attacker storms resolve the conflict as a minor wamwith the
following additions:

i. Only count infantry SP —no Cavalry or Atrtillerjhe defender

can immediately convert Cav SP to Ln infantry. Ttlienge,

once done, is irreversible.

ii. The defender gets +4 to its die roll.

iii. The attacker doubles its casualties.

iv. Roll once and if the attacker wins and inflicisualties on

the defender roll again and apply the result. Cametinolling

while the attacker inflicts casualties on the ddéas.

v. The attacker only wins if it eliminates all deféng SP.

vi. If the attack is unsuccessful the attacker riesia the zone.
c) There is another way of attacking a Defensible Catyd the only
one to attack a FortressBIEGE. To besiege an enemy occupied
Defensible
City/Fortress you must fulfil the following conditis:
1. You must undertake every “Siege” action withH@.

2. You must have a Siege Train with the HQ in theezto undertake
the FIRST “Siege” action.

3. You must have a “Blockade” marker in the zonautadertake the
FIRST “Siege” action.

d) You can only have 1 “Siege” marker in the sameszon

e) The Activity Sequence needed to undertake a cam@éege is
explained in rule 8.2.f.

f) An HQ that has an “Open Trenches” marker and uakles another
“Siege” action progresses in the Siege to “Takeeoutefences”.
Resolve in the following manner:

1. Besieger Supply. Supply the besieging Force amdswudt the
Attrition Table with a penalization of one row belo

2. Surrender roll: Besieged rolls 1d10 and compuesitis the Initiative
of the Commanding Leader inside the city (Garridosee an Initiative
of 5 for this purpose alone). If the die roll iggher than the Initiative
the defender surrenders. If the result is equdéss nothing happens.
Modify the die roll by —3.

g) An HQ that has a “Taking outer works” marker amtertakes
another “Siege” action commences the bombardmenthef main
enceinte.

Resolve it in the following manner:

1. Besieger Supply. Supply the besieging Force amdsudt the
Attrition Table with a penalisation of one row belo

2. Besieged Attrition. 35% of defender SP is takepermanent losses
with a minimum of 1 SP. If there is a depot insideity (or Requisition
marker) you can diminish the attrition by spendingupply level for
each SP you do not want to lose —as a result yoy maae no
casualties.

3. Breach roll: Besieger rolls 1d10. If the resultSsor more a
practicable breach exists. Fortresses are printedhe map with a
number that is a modifier to this die roll —to e#fl better fortifications.
If you do not open a breach you must undertakehanaiction to try
again; suspend the current action at this pointl A8 to the breach die
roll for every consecutive “Bombardment” Action unidéen without
opening a breach. The next and further “siege”oastiwill also cost
double. If you open a breach continue the sequence.

4. Surrender roll: Besieged rolls 1d10 and compuetiis the Initiative
of the Commanding Leader inside the city (Garridosmee an Initiative
of 5 for this purpose only). If the die roll is higr than the Initiative the
defender surrenders. If the result is equal or Jess must storm the
breaches.

5. Breach Assault: Resolve the combat as an Assaiib©between
two opposite Battle Line Sections on a Field Bafflee attacker has
two engagement rolls to resolve the assault. Redbledirst assault
and at the option of the attacker there may behamaine. Modifiers to
these die rolls are:

a. Numerical superiority. Total infantry SP ontbetdes and divide the
higher number by the lower to find a ratio. Thises the modifier for
the side with superiority: 3:2 = +1; 2:1 = +2; 3%#3; 4:1+ =+4. (In a
Defensible City there can be an Automatic Victoryewhthere is a
numerical superiority of 8:1 or more; there areAdomatic Victories
against Fortresses)

b. The Tactical Value of any infantry Type SP timpresent in the
combat.

c. The besieger receives a penalisation equal déoFtirtress defence
modifier.

6. If all the defender’s infantry SP are casualbeshattered, the city
falls and every defender SP is permanently elimithafThe attacker
takes the city and the siege is over.

7. If the assault does not take the city the besidg forced to
undertake again “Bombardment” actions to try agaise the same
sequence as above.

8. Shattered troops rally: Automatically, at thel @fia Breach Assault,
the attacker can try to rally its shattered SPfgeiforming a “Rest”
action. Defender SP are un—shattered automatically.
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9. Continue or end the Siege. If the besieger didtake the city, he
can continue besieging or end the siege —thishaitipen if the besieger
chooses another action apart from “Siege” in hig Agtivation.
h) While a city is besieged no besieged HQ, CU or &Paxit from it,
nor can any enter. If friendly Forces enter theeztirey are considered
to be outside the city as long as there are begiegjiemy Forces. If the
Forces entering declare an attack against the gersiethe besieged
Forces can take part. In such case the besiegérdnide his Forces in
two: one part facing the besieged and another sgae relieving
Force. Resolve two separate combats without exegaiiy Pursuit or
Retreat until both are finished. If the besiegeefoany combat he must
retreat the whole Force (execute the Pursuit for Eield Battle that
occurred counting Cavalry SP both outside and indigecity). If he
wins both combats the relieving Force must Retreat the besieger
stays inside the city. This is the only way a Gamiinitiates combat.
i) While a Siege is in effect only the besieger candiit from a bridge
inside the zone with the besieged city.
j) Every time you begin a Siege you must flip theg8id@rain counter
so that when you finish the siege —whether you thkecity or not— you
lose the Siege Train. This forces you to createew nne for every
siege you undertake.
k) SIEGE TRAINS: These are the necessary tools feiege: heavy
artillery and equipment such as fascines, gabishesyels... They are
not Combat Units but markers. They were difficultd@ate and to
move over the roads of the time.
1. A siege train may be placed on the map when ai@lértakes
a “Create Depot” action in a zone, which can
Communications to TWO other friendly depots. Thegsi¢rain
marker is placed in the zone with the new depot Ekxclusive
Rules for each game may set other restrictions pedftc rules.
2. A Siege train marker cannot move by itself. listnbe moved
by a friendly CU stacked with it. A Military Forclat “moves” a
Siege Train cannot undertake a “Forced March” gitein the
same March Action. Furthermore, a CU stacked williegie Train
cannot use the Detached Combat Unit Movement Phase.
3. Every Siege Train marker that is used to begiBiege is
eliminated for the duration of the siege —whethee siege is
suspended or the besieged stronghold is taken— wvathdbe
available to return to play in the next turn aftee siege is
finished, as stated.
4. Siege train marker, alone with enemy Militaryrées in the
same zone is destroyed.
) HONOURS OF WAR. This is the name given to the teoha
surrender of any besieged enemy that is allowechdoch out free.
Instead of wasting their lives, the defenders oftiiended until a
practicable breach was opened in the main enceinte.
1. When Honours of War are conceded the surrergiéititary
Forces are removed from the map but they are nosidered
eliminated. They return to play 2 turns later ire@e with a
friendly Fortress that is at least 20 zones awaynfithe zone
where they have surrendered. If no such zone idabl@ place
them at the farthest Fortress. Place them in thaf&eement
Phase.
2. Any time a defender must check for surrendecepithe first
time in each siege, the besieger can “offer” tefmefore the
defender rolls the die. This adds +1 to the sueexik roll. If the
defender surrenders, the besieger must grant psamisand
cannot revoke the offered terms.

10. - TRAINING.

10.1. — Training Phase:

a) This Phase only takes place when the ExclusivesRafieach game
in the Series indicate.

b) In this Phase you must inspect every zone comigifiiendly SP.
Rec Type Infantry can become Ln and Ln Type can fpectet in
each zone.

trace

1. Add up every Rec SP in a given zone. Upgradentad.many
Rec SP as half the total number of Ln and Vet Imja8P that are
in the same zone.
2. Add up every Ln SP that happens to be in a gixene.
Upgrade to Vet as many Ln SP as half the total rarnab Vet
Infantry SP that are in the same zone.
3. Simply remove from the map the number of SP that
upgraded and add the same number of upgraded SP.
¢) No SP can be upgraded from Rec to Vet in a singieihg Phase.
d) Do whatever adjustments you need to allocate pggaded SP in
the CU/Garrisons present in the zone —includingiptpon the map
previously eliminated CU or their replacements.
e) If you cannot allocate an upgraded SP in any CUi§ar in its zone
it is not upgraded.
10.2. — Combat experiencét the end of a Field Battle, 10% of Rec
Type SP from the losing side that are unshattereHan any Battle
Line Section are upgraded automatically to Ln. Wiener upgrades
20%. In_case of a drawn battle both sides upgrade 20%hisf
unshattered Rec Type SP present in the Battle Line.

11. — REINFORCEMENTS.
11.1. Rallying Stragaglers.
At the beginning of every Reinforcement Phase yostrmspect the
Straggler markers you have remove 50% per natiynafievery zone
with a Straggler marker (rounding down) and addmthe the SP
received as reinforcements in such turn (as infjaRec SP). The
remaining Stragglers stay where they were.
11.2 Reinforcements.
During the Reinforcement Phase you must place newops
(Leaders/HQ/CU/SP) on the map, as stated in eactasoe
a) Place the troops where indicated in each scenén@rious zones
are given as alternatives choose the most apptepria
b) SP that arrives without being inside a CU must ypipé following
rules:
1. Each scenario states the Troop Quality for ezlehreceived as
reinforcement.
2. SP that were previously stragglers are congidere Rec
Quality.
3. They can be placed in:
i. An existing garrison in a home country zone.
ii. A CU or garrison that can trace Communicationa faendly
depot forming a valid Depot of Chain.
ii. A CU that is eliminated in a previous turn —ats
replacement. This CU must be placed in a zone as & .
above.
4. A CU already on the map can receive a numbeewf®P equal
to those already inside it.
c) Any reinforcement not placed in the turn of artigdost.
d) The Exclusive Rules and scenarios may add spedis regarding
Reinforcement placement.
e) You cannot place any kind of rencfament inside a
Defensible City or Fortress under siege or blockade.
f) Once placed on the map, reinforcements take parthé game
normally.
g) In this Phase you can reorganize troops thattasked in the same
zone. You can transfer SP from one CU to anothetband into play a
CU previously eliminated —or its replacement. Remamé€U cannot
lose its last SP in this Phase —i.e. you cannaisfea every SP of a
given CU. Shattered troops cannot be transferred.
h) In this Phase any Art CU —or other CU which may aoniArt SP—
that has lost any or all its Art SP and is capabfe tracing
Communications to a friendly depot can be replemishp to full
strength of Art SP. This includes any Art CU thas leen eliminated
and can return to a zone with a friendly HQ to ahitccan be assigned.
The HQ must be capable of tracing communicatiores friendly depot
and cannot have other Art CU assigned.
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i) You can also transfer SP between CU and Garridmisate stacked
in the same zone.

11.3. Withdrawals.

In some scenarios specific Leaders/HQ/CU/SP arneginestjto be
withdrawn from play. Such troops are removed frdra thap board
immediately, except those under siege or blockaué¢he latter case
they are withdrawn from the play in the first Reitfement Phase in
which they are no longer under siege or blockade.

a) Any Leaders/HQ/CU/SP withdrawn from the play arenoged
permanently.

b) Ignore any requirement to withdraw something thaiot in play.

c) If a CU is to be withdrawn, you must withdraw theeccommanded
by the Leader with the highest Tactical or Moraledifier (in that
order), unless stated otherwise. CU withdrawals yngplkeduction of
forces for the owner’s side —i.e. less units onntiag.

d) The SP withdrawn can be from any part of the nmagrdh

e) If a Leader (not commanding a CU) has to be witivdrehe must be
replaced by another one.

12. -LOSSES:

12.1. Leader Casualty:

a) Leaders Commanding HQ and CU can become casudltiesscan
happen in the following cases:

1. A Leader Commanding a CU becomes a casualty {LHisakes part
in a Recover Battle Option and the unmodified dieisdl10”.

2. A Leader can become a casualty when the enempéals the
Battle Line Section in which he is located. If themodified enemy
bombardment die roll is “10", a Leader (Commanding GUHQ)
among those present is randomly determined to be@wasualty —if
the enemy played a Bombardment Battle Option, theldmelast will be
from a Battle Section that suffers bombardment ddesa

3. During a Field Battle, a Leader that must rolhiagt his Initiative
Rating —as Commander in Chief or Battle Section Comerandnd
obtains an unmodified result of “10”, must roll Ddhgain. If he
obtains a 9 or 10 he becomes a casualty.

4. A Commander in Chief or Battle Section Leadet @ttempts to
Recover shattered troops and rolls an unmodified’ i€comes a
casualty.

b) Leader casualty effects:

1. Leader is permanently removed from the map board

2. If he was the Leader Commanding a CU, that CU vesa “Leader
Loss” marker. The leader commanding that CU ceasbs tn play.

3. If he was the Leader Commanding an HQ, he is vechérom play
immediately and that HQ receives a “Leader Losstkera—the HQ is
commanded thereafter by a leader 8/ 0 (4) 0.

4. If the lost Leader was a Battle Section Commaraher became a
casualty due to an enemy bombardment, that Sewiibfight without
the Commander Tactical Bonus and with an additioeahfty of —1 for
the engagement die roll.

5. If the Commander in Chief becomes a casualty aaplin point 3
above and discard randomly one of the remainingld&tptions —the
enemy chooses.

c) The lost Leader must be replaced by another leafiédhe same
nationality chosen from among the available ondss s done at the
moment the CU or HQ with a “Leader loss” marker utales a
“REST"” action. A leader is available to fill the gdghe is not already
in the play.

12.2. Stragglers: There were numerous men not presdit for action
for numerous reasons (on leave, in hospitals, eir thay to the units,
on duty at a distant point, detached...). Ew®gagglers are represented
by the STRAGGLERS markers. The numbers that ardhercounters
are the number of SP present. Straggler markersug@ied in various
colours to match the different nationalities iniveg game:

a) Stragglers are generated during March —and Fdvtadh— actions
and Combats. They are temporary losses.

b) Any Straggler SP generated may be placed withr&enatill on the
map —adding its number to the existing ones— or beaglaced using a

new one. The new straggler SP may be placed ima with a depot to
which Communications can be traced by the stragdhmige or in the
same zone occupied by the Force at the time tlag@trs are created.
c) A straggler can only be placed in zones with a Tévdefensible
City / Fortress or a Friendly CU.

d) Stragglers can only be moved if they accompanyiendly CU.
They must remain with that CU during the March. TR&i cannot
undertake a Forced March attempt while stacked witlstraggler
marker. If that CU wants to make a Forced MarchngiteStragglers
must be “dropped” before rolling the die —if theie no Town /
Defensible City / Fortress or another Friendly CUtlme zone, the
stragglers are lost and become permanent lossgkl i& not obliged to
“draw” a straggler marker by simply stacking withii is an option.

e) Stragglers that are alone in a zone with the enBfilijary Forces
are permanently eliminated.

f) During the Consumption Phase of every month yout ralisinate
some of the Stragglers on the map. You must pemtgneliminate
40% of Straggler SP in a zone with a Friendly Degoad 50% if there
is no Friendly Depot in the zone. Always round doleses. The
remaining stragglers must remain in place.

12.3. Shattered Troops: These are the troops #ilah fmorale check
during combat. CU containing shattered SP canrasele¢hem at any
location or transfer them to another CU. Every tar@U has all his SP
shattered this must be announced to the enemy hsbyplacing it on
the map face up, i.e. with its symbol and nameuith fiew, or by
inverting it in the Battle display or using the appriate markers
provided or using the appropriate markers provided.

a) Any CU that contains only shattered SP can onlyvdo actions:
Rest and March (it must always march in order to fggher away
from the nearest enemy CU or HQ).

b) Any HQ that is stacked solely with CU that have thiéir SP
shattered is subject to the same restrictions.as a)

¢) Enemy CU and HQ disregard CU with all their SP smnatt for all
purposes, except that they can be attacked. Anyh@uis involved in
combat does not take part in it. If it is attacl@uininate 35% of the
shattered SP immediately —they are considered pemmdosses, not
stragglers. If the defender is composed solely luittered SP the
attacking force can, at the owner’s option, tryperform a Forced
March after the attack declaration. This rule aggplat the moment of
DECLARING an attack —minor combat or field battle.rbg a field
battle a Battle Line Section that only contains t&mad SP is
considered empty for all purposes.

d) Any SP that arrives to a CU with shattered SP amesidered
shattered too.

e) Any CU with some SP shattered and some not isideresl a
normal CU for all purposes except in the case ailrve, regardless
you must state which SP are shattered and whichnaire"Shattered
troops” markers are very useful.

13. DETACHED COMBAT UNITS MOVEMENT PHASE.

a) Any detached Combat Unit unable to trace Communmicatio the
parent HQ to which it is assigned may make a lichileove to re—
establish Communications.

b) Every Detached CU can make up to 3 March Actiorts 3frorced
March attempts for free. To do so, the followingtrietions apply:

m Every zone which it enters must be the neareis$ tissigned HQ.

m Finish all the moves of one CU before beginningrizee of another
detached CU.

m The CU must consume Supply and consult the Atirifiable as per
usual.

m Detached CU cannot enter enemy occupied zones gdwtich
movements (to fulfil this condition you may violatee first restriction)
= No combat is permitted.

¢) The side with the Strategic Initiative moves itst&rhed Units last.
d) A CU stacked with a Siege Train cannot move in ftiase.

14. COMSUMPTION PHASE.
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14.1 Monthly attrition: Check both sides to seanfy of their Military
Forces lose any SP. Lose 10 % of the SP locateal:zione that has a
“Deplete” marker, inside a Defensible City/Fortré&sgfenched Camp
and under blockade, besieging a Defensible Cityf€sstEntrenched
Camp held by the enemy, in a Mountain Pass or Swaome, in a
zone with an enemy garrison unblockaded or bloakdyea number of
SP less than the number of SP in the garrison.€eThescentages are
cumulative (i.e. if a force is blockaded in a Fess that has its zone
Depleted and it is a swamp zone it will lose 30 fisostrength).

a) Such losses are stragglers.

b) If the Force is inside a blockaded Fortress orebBsible City you
always lose a minimum of 1 SP. But if there is ohl\BP inside the
City / Fortress, you must roll 1d10 — if the ressli-5 it is eliminated;
if 6-10 it remains in place.

¢) You can reduce the number of losses your Forcdtersby
consuming Supply Levels (Requisition marker insiue affected zone
and/or Depots to which Communications can be tracEd) every
level you consume, lose 1 SP less.

d) The first loss in every zone must be Cavalry foc&weber, January
and February turns. The remaining may be infan¥fgu cannot
remove Art SP while there are any Infantry or Caw8IP in the zone.
14.2. You must eliminate some of the Stragglershenmap. You must
permanently eliminate 40% of Straggler SP in a zaite a Friendly
Depot, 50 % if there is no Friendly Depot in theneoAlways round
down loses. The rest must remain in place.

14.3 Surrender: Every HQ / CU or Garrison that israunded by
enemy Military Forces and Impassable Terrain mustesder and its
leaders and SP are permanently eliminated fronyainee.

a) A Military Force is surrounded if the zone ittapies has adjacent to
it solely Impassable Terrain and enemy occupiecegofreat zones
adjacent to the “Line of Communications” of the egyeforces inside
their own zone —if any— as enemy occupied for tp@ses of this rule
only.

b) A Military Force in a zone with a Defensible Cigortress or Port is
exempt from this rule.

BATTLE OPTIONS EXPLANATION:

1) Withdraw: Field Battle ends immediately. The player who play
this Option retreats from combat. The Commander hirefCmust roll
2d10, add up the results and compare it with hisr@jponal Control
Level. Modify the die roll by the following:

— Add a number equal to the Battle Endurance P&ftten the enemy
side and

— Subtract a number equal to the Battle EndurandetsPleft on the
retreating side.

If the modified result is equal to or lower thar t®perational Control
Level the enemy Pursuit is decreased by 3 colurortbe left. If the
number is higher the enemy Pursuit will be incrdabg 2 columns
right.

2) Reserve:Allows you to move a group of HQ and/or CU from the

Reserve or any UNENGAGED Battle Line Section to aeotBattle
Line Section —engaged or not— or the Reserve. Wh&atte Line
Section is engaged no HQ or CU can leave it.

3) Reinforce: Allows you to move a friendly Military Force intie
battle from an adjacent zone. The Military Forceyroansist of a lone
CU, an HQ and its subordinated CU stacked with itawrHQ and
every CU and HQ of inferior size subordinated atadled with it.

a) Roll 1d10 and compare the result with the Initiatiof the
Reinforcing Force’s Commanding Leader (a CU Leadét@r_eader).
If the result is equal to or lower than his Initi@tyou may move it into
the Battle (spend 1 AP from every HQ that happer®tm the Force —
place a negative AP marker over one that has nefte before
deducting this 1 AP). These reinforcing troops rhayplaced in any of
the Battle Line Sections and/or the Reserve, withpthger choosing.
b) If neither side has played an Outflank Option,lank Attack can
occur now if the reinforcing Force enters the Battlee from the zone
in which the enemy has its own Line of Communicaiorarker:

— Remove the enemy Line of Communications marker ftzarmap.
— Place the reinforcing Force in the Flanking Sectind proceed as for
an Outflank Option. (This is done regardless of wbald Outflank or
not).
¢) You can use the arrival of reinforcements to @age the troops in
the Battle Line —without needing Reserve Options: gan move CU
assigned to the same HQ that were deployed in eparate Sections
into one, as long as the troops that move weregagad.
d) Add Battle Endurance Points for the reinforcemehts arrive: 1
BEP for every CU of Infantry and Cavalry that arrivds.the
reinforcements remove the enemy Line of Communinatimarker,
subtract 2 BEP from the enemy total before resoltfiegOutflank.
4) Rally: Allows you to rally SP shattered in combat. Wheu play a
Rally Option roll a die for each friendly CU that halkattered SP.
Modify the die roll by +3) and by the Morale Modifi of the
Commander of the CU. If the modified die roll is elgieaor less than
the Morale Value of the Shattered troops rally thend use them
normally. If it is higher they remain shattered.
If the unmodified die roll is “10" the CU Commandsra casualty and
is retired from the game permanently. If it was @&d¥er made by the
Section Commander or Commander in Chief his Moraldifity is
used (not the one from the CU) and he is the casaadtmember that
such a recovery only applies to one CU on his side.
5) Bombardment: Allows you to attack the enemy with every Artilfer
CU you have in each Battle Line Section. Add all #re SP that are
inside those Art CU (Art SP that happen to be indidfantry or
Cavalry CU do not count) and roll 1d10, crossingrdsaults over to the
Artillery Bombardment Table.
a) Bombardment effects:
— (=) Indicates no effect,
— A number indicates the amount of SP the enemy Joses
— The presence of an asterisk (*) indicates thatethemy loses 1
additional Art SP
b) Apply the losses in the following manner: the jglawho plays the
Bombardment Option must assign the losses to enemyh€l0an take
1 SP from an enemy CU in a Battle Line Section ojp@ds one in
which he has at least 1 Art CU. Distribute lossesveen the Art CU
he has in the Battle Line in such a way that evetyCAJ must inflict 1
SP loss before any can inflict 2. You must inftioe first loss in every
Section to any Infantry SP present. Furthermoranonee than 1 SP lost
in each Section can be of Cavalry —unless there@her SP present.
Example: You have 3 Art CU (Two in the Centre and onghe Left
Flank), you play a Bombardment Option and infliclodses on the
enemy; you can inflict 2 losses to enemy CU/s inethemy’s Centre or
1in the Centre and 1 to any enemy CU in the eneRigkt Flank.
c) If the unmodified die roll in the Artillery Bombamtent Table is
“10", one enemy leader will become a casualty. ieitge randomly
among the present leaders (Commanding HQ and CU) given
Section that suffered casualties from Bombardménn@re than one
suffered casualties the attacker chooses in whighapleader will be
lost).
6) Assault: Allows one of your Battle Line Section to attabletenemy
Battle Line Section directly opposite to yours -ésmample, your Right
Flank to attack the enemy Left Flank. You play tiét and place it
directly between both Battle Line Sections. Frons tmoment onward
both Sections are considered ENGAGED as long a® tiseany chit
placed between them. Resolve the combat in theWfmitpsequence:
a) Choice of Battle Line Section Commander: Choose oo fihe
leaders present to become the Section Commandberd are any HQ
present in the Section, the Commander must be fhaHQ, not the
Cu.
b) Artillery bombardment: This is resolved as abowxeept you and
your enemy only use the Art CU placed in the Batilee Section
involved in the combat. Losses can only be infticeen CU placed in
those Sections. Both sides fire their artilleryt just the attacker.
¢) Engagement: Secondly, both sides must determiag @ombat
Modifiers. They are:
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— Section Commander Tactical Modifier (-1 if Commandvas a
casualty during bombardment)

— Numerical advantage: divide the higher numbegBfby the lesser
SP and find a ratio (rounding down as usual). Evatyo gives a
Numerical Modifier: 3:2 = +1, 2:1 = 42, 3:11 = +3,;14 = +4
(Automatic Victory can be obtained if one side Baksor higher ratio)

— Troops’ Tactical Value (if there are differento®p Types the player
chooses which ones he uses)

— The defender may have a positive modifier +1defiending across a
river (regardless of size), a Mountain Pass aralfeortification marker
(all cumulative)

— The side that fails the Operational Control di# has a negative
modifier: 2.

— The side that passes the Operational Controtaliehas a positive
modifier: +1.

— If a Section has a “Cavalry Superiority” markerhds a negative
modifier: —2. (Remove the marker after combat retsmhi.

— If any adjacent friendly Battle Line Section isidrcof friendly
unshattered SP: —2.

— Defender in Village or Hill terrain: +1.

— If you have at least 1 Art SP and the enemy bagn+1.

You must add all the modifiers to 1d10 roll to abta Combat Total.
The side with the highest total is the winner & fssault; the lowest is
the loser. If they are the same, there is a tibtr8at the lowest Total
from the highest one.

d) Combat effects: Apply in the following order:

— If there is an Automatic Victory: the side witlewiest SP is
annihilated (all his SP are taken as permanene®)ssithout a dice
roll. The Winning side loses nothing.

— If there is no Automatic Victory: the loser hasdes equal to the
result of dividing the difference between both Cotribatals by five
(rounding down). If the result is lower than 1, tleser puts a “Y
casualty” on his Battle Line Section involved in thssault. This
marker remains there until battle ends or anothgt i§ taken in the
same Section —in this case 1 full SP will be lost.

— If there is no Automatic Victory: the winner hlasses as follows: If
the loser loses “2" SP, the winner loses nothihthd loser loses 1 SP,
the winner takes a “%2" marker. If the loser losesr B3 SP, the winner
loses 1 SP. If the loser loses more than 3 SRyitheer loses 2 SP.

— The losing side subtracts Endurance Points from its Battle
Endurance Total.

— One infantry or cavalry CU from the Winning sideish make a
Morale Check. Roll 1d10 and compare the result wighMorale Value
of the Troops contained in it. Add 1 to the diel fof every SP lost
during the engagement. Subtract —2 from the diefoolwinning the
battle. If the modified roll is higher than the Mér Value of any
Troops inside this CU those Troops are SHATTERED y-tre out of
play until they are rallied. If every CU in a Batlléine Section loses
every SP due to combat or shattering, every ArjilleU that happens
to be in that Battle Section is destroyed and tl&#trare eliminated.
You lose 1 additional Endurance Point for every tGat loses all its SP
— due to combat or shattering, including Art CU tsesl. The only
exception is the winning side never loses a batfla result of this rule
— never reduce the winner’'s Battle Endurance Tatdl &s a result of
this rule.

— Every CU in the loser’'s Battle Section must makdaale Check.
Roll 1d10 for each CU and carry out the same proesssor the
winning CU; however, the loser does not apply themedlifier to his
die rolls, and he can lose the battle as a conseguef this rule.

— In the above Morale Checks you must take into @ticthe modifiers
of the terrain: —1 for defenders in Villages or Weoand —1 for
attackers in Woods.

— If a tie results, both sides take a “%2" marked &oth must make a
Morale check with one of their infantry or cavaty present.

e) The SP lost must be taken from the Troop Type tisedodify the
engagement die roll. If those SP are all eliminatei must lose the
SP present with the next higher Combat Value.

f) The Assault Chit must remain placed between theleBaiine
Sections involved. This option is replaced by arpofBffensive Option
(Assault, Pin, Cavalry Charge) that any side playfer@ive Chits are
removed as soon as one Section is void of non-eskdtSP (every SP
in that Section is eliminated or shattered). Thpagjte Battle Section
then becomes UNENGAGED.

g) Once the Assault sequence is finished the attgckilayer can
choose to continue the Assault. Roll 1d10, if theulteis lower than or
equal to the Initiative of the Battle Line Section n@nander, the
Assault continues and you must follow the Assaatiuence step by
step again. If the die roll is higher than the Comd® Initiative, the
Assault ends. This can be done once per AssaultpGlyied.

7) Outflank: Allows you to move one or more HQ and CU from the
Reserve to the Battle Line Flanking Section and Asdghe enemy
Flanking Section. Automatically the enemy can péayReserve Chit
and move HQ and/or CU to his own Flanking Sectiordanter the
Flanking move. The Battle Line then extends to 4tiSes (adding 1
more to the existing 3). Resolve the Flanking Attaskan Assault. At
your option you can resolve the Flanking AttaclaaSavalry Charge if
your outflanking force includes cavalry points.

8) Pinning: Allows a combat to develogut with low intensity. Two
sections of the Battle Line fight each other asnirasault but there are
no morale checks. This Battle Option can be contnue

9) Cavalry Charge: Follow the same steps as an “Assault” but only
consider Cavalry SP on both sides (if an Automaitdry occurs the
only SP affected are those of Cavalry). This Battlgti@» can be
continued only if the defending side owned cavaltythe moment it
was played. If the defender had no cavalry wherBiutie Option was
played —or continued- follow this sequence:

— The defender must make a Morale Check for ondsolnffantry CU
present. If every SP inside this CU is shattered asult of the Morale
Check it loses 1 SP —as the player chooses. Ifégfender’s infantry is
not shattered by the morale check, then an attgaknit with cavalry
inside it must check morale for its cavalry SP only

— Place a “Cavalry Superiority” marker over this Battine Section.
Next time this Section is involved in any kind afnebat loser has an
adverse modifier of -2 for the engagement die rbHe marker is
removed from the map after the next engagemenbtlie

You cannot play a Cavalry Charge Option against amgrBattle Line
Section that contains Wood or Hill terrain.

Designer’s notes

| designed Age of Muskets after being a player esif®82 —I was
thirteen— and | like Military History as well, pamlarly the
Napoleonic period. Soon my thoughts turned to tBth XLentury. |
always felt that games focused so much time andespa battles of
these periods but real campaign management wasimakr@ames
such as AH’s “War and Peace”, “Frederick the Gremtt “Empire in
Arms” focused too much on battlefield performancoel #oo little on
attrition, supplies, consumption, marches and aunt
marches and above all: sieges. Good military hystethanks to
Christopher Duffy, David Chandler, Rory Muir, Jim Atdp Scott
Bowden, Martin van Crevel, John A. Lynn, Jeremy Bla&leter
Hofschroer, Paddy Griffith, Brent Nosworthy, etc..aught me that
real commanders were more concerned about maraitesupplies
than battles. Accordingly, this Game Series focusesnly on C3i:
Command is the key to successful campaigning; Coofrgbur troops
and of the initiative is decisive; clear Communicat with troops and
rear areas free of enemy disruption are vital fauryforces to survive;
and Intelligence of enemy presence, moves andtintenare necessary
for your troops to react accordingly and not bgpssed and destroyed.
War in the “Pre—industrial” age was a lifetime tr&ged commanders
were seen as “obsolete” and “ineffective” by “pevalutionary, pro—
Napoleonic” fans, in the face of younger high-ragkFrench leaders
of the late 18th and early 19th century. Truly fdetionary and
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Napoleonic warfare definitively changed the natafearmed conflict
throughout Europe as mass armies, professionaliasnopposed to
drafting—, conscription and new social and cultui@ces such as
nationalism, were released from Pandora’s chest.tlig2re was no
“hiatus” with past warfare. There was a real evoluin warfare from
the mid 17th century to Napoleonic times. Tacteablution has been
focused upon in so many works, but campaign managehasn’t. Too
many arguments about chains of depots, magaziticted mobility,
conservatism, “limited wars”, warfare etiquetteistarcratic hierarchy
and social sclerosis had generated a lot of uneapeprejudice against
noble society and warfare during the 17th and 18&mturies.
Continuity, not revolution, was the key word for deéising the pre—
revolutionary and the so-called “Napoleonic” way wofanaging
campaigns. Armies consisted of men, horses and mgagso the
necessities and possibilities remained largelystrae until the arrival
of mechanical machines in war. In this game sysgemcan march a
lot and lose a lot of troops or you can preserver ywmy for king and
country. It is your choice, as was the case for¢aé commanders. War
was an expensive sport for kings, so generals wweogided with
expensive tools -—professional soldiers, arms, cagnovarious
equipment, and fortresses — to achieve their dbgst It was more
important to avoid defeat than to defeat the enexmyhe risk was often
too high. Battles were avoided, as they were consiletoo
unpredictable, sieges were preferred as they weree reecure and
predictable successes. A general was eager to lodftle if he could
achieve his objectives in a more secure way. Mavresy marches and
counter marches, feints and “petit guerre” were mmmplace. In this
system you can choose your course of action. Qbgsctare usually
stated by the Victory Conditions in each scenariad game. As
commanding general, you must fulfil them withoutrgedestroyed or
your enemy will be the winner. You can choose adiapproach, with
a rapid march into battle, or an indirect one, tigto manoeuvres and
attrition. Activation, Supply, Marches, Combat aridges are the main
tools used. Let's look at each of these in turn.

ACTIVATION

The core of the game system is the Activation 3ysfehis represents
how real commanders employed their time. Some @ftlwere active
leaders full of enterprise and actions; some wetkatgic and very
slow at reacting. Time is a plastic dimension —dbeA Einstein
pointed out— so you can do a lot of things with&imitiative—rated
leader and somewhat less with a 4-rated one. $hsei main pillar of
the activation system: to reflect the way histdeimders used time. The
best leaders reacted quickly and poor ones were sind late.
Circumstances also dictated. The Activation Systeldsalnitiative,
Bids and Luck (die roll). Even the best generaldasd day, and some
badly rated generals were simply unfortunate onesnember Mack at
Ulm in 1805. The best plans are in the hand ofidgsif a courier fails
to duly deliver his message or if a bad road was oro the map.
Communications in this period made it impossiblegact quickly in
every case. A poorly rated leader can outmanoeanretter one given
the precise amount of luck needed. Bidding is tlirel thlement, about
which much can be said. Bidding is the key elenmethe system as
it is your decisions, not only luck, that can giyeu the edge in a
campaign. Command gives a role to decisions, sgdhe system tries
to force you to make a lot of them. Given the Aititds Cost and the
amount of Activity Points you have in a given tywu must calculate
so that your actions happen at the right momener&hare some
techniques you must take into account: bidding AB by one is best
used when you have a decent leader (6—8) whottriesarch a lot; if
you have a poor leader you will lose most of thanfzobid as you will
not be the First player in many Activation Roundsmember that all
players but the first lose AP from their bids iregvround. You must
be reasonably secure to be the first player ofumdao bid only one
AP. In multiplayer games this is really difficuld achieve without a
really good leader. Passing is another techniqle toased properly and

with care. Players who are on the offensive musbicavAP
penalisations for multiple passes if they wantdbieve their objectives
(remember: if every player passes in a given AtitvaRound all the
HQ on the map lose 3 AP). The enemy can withhaddbidding until
he sees fit. Players on the defensive must be ealinpatient as they
must be sure of enemy intentions before they cortimeir forces. In
real warfare both armies usually tested each dbleéore attempting
major enterprises. Careful play can enable a poatigd leader to
outfight better ones; | have seen a 4-rated leddee a 6-rated one
from a whole province due to better play.

Strategic Initiative is another good tool in thentaof enterprising
players. The side with the Initiative has more aeasnof activating its
forces before the other side. Moreover, the frewaoon of every turn
is a good opportunity to seize key locations, &tiagprepared enemies
or amass your forces before the enemy arrives. REBIER battles
decide the Initiative so do not offer one easilyafi have the Initiative,
you can lose it. Activation is the key. Bid a lotrtmve first at the right
moment, but do few things in a turn or make lowelskand trust in
destiny...it is your choice.

SUPPLY

Armies usually consist of living beings, so you iieed them or they
will die — in the case of animals— or get ill anelsdrt —in the case of
persons. Munitions, spare parts and the like wéminor importance
in terms of volume and weight in this era. Food wWasreal problem.
Horses were the main workforce so armies usualty aremendous
amount of them for the cavalry, artillery, wagonfficers and horses
eat a lot of food. Usually a campaign could notirbgated before the
grass was tall. During the winter, horses were féth grain and
stocked forage and they did little work so theydezkless calories.
Campaign activity put great stress on animals and foad to be fresh
and varied. Grass was the main supply for the a&niwrses. The
French, under Louis XIV, were known for beginniragmpaigns sooner
than their enemies, as their magazine system afldivem to support
the forces in the field until the grass was readthe fields. Winter is a
terrible season for cavalry. Men are less fradibnthorses but they are
thinking beings and are provided with “liber ariiitfliberty), so they
flee when things go bad. As field commander you tntake care of
your soldiers or they will falter. Assuring suppty your troops makes
them more willing to fight and stay with the coleurAttrition is
complementary to supply. Attrition inevitably has effect on the
game, such as the Consumption Phase or the highitiotrate of
Forced Marches, as Forces deteriorate naturallyeder, some other
effects — mainly the Attrition Table — are direcnsequences of the
supply status of units. Try not to activate forogghout supply,
maintain some (depot or requisition) levels of dy@ all times. There
is more attrition when movement is rapid, with maonarches and
fighting. You cannot afford to maintain such a lefeg very long. The
Operational Tempo is marked by supply: time foupggdy and activity
time; these are the rhythms of the operational dyel8upply restricted
areas of operations as well: depleted zones arg uédficult to
campaign in. Sometimes, devastating your own ¢eyrits useful as it
can deny supplies to invaders. However, it is maeful to devastate
enemy territories. Supply conditions worsen durdieges so be sure
you can supply your troops during the course ofdiege or you will
lose a lot of them. Armies of the period could matry unlimited
amounts of supplies, hence the limit on Requisitienels (1 marker
per zone) and the restriction on distance to defgotsvoys). Forces are
obliged to supply from the area in which they aaenpaigning. Home
Depots can be useful but they have limits, for p@an get out of
reach, and most of the things to be supplied weténside the depots
(a time without preserved or prepared food), inicigchorses” fodder.
It is useful to create depots — a time—consumireyatpn— during quiet
periods, as is the case of requisitions. When mewtnbegins,
consume depots within reach and keep requisitiveldefor later use.
They can be used when the depots are gone orrtewvéy. It is normal

Bellica Third Generation 16




Age of Muskets. Series Rules

to suffer more casualties from attrition than comisa don’t be afraid
to let some stray behind when you campaign; justaveful not to lose
too many.

MARCHES

Marching was the other main concern of commandérhe
Quartermaster was in charge of daily marches asdrnigsion was to
define the routes and objectives of army units. kVbennecting with
supply you must take into account that you can apein two ways:
moving your army as a whole and suffering moreatattr —even when
well supplied— or moving in columns. The size bé tforce is also
decisive: an army of 20,000—-30,000 soldiers istaotclumsy and can
move as a single entity easier than an army ofQD@0;-that is one of
the reasons for the Napoleonic Corps System, magang. Always be
wary when marching to avoid unnecessary stragg&ometimes they
are hard to recover and are usually in the wroragel-i.e. in the
middle of an enemy raid that destroys your hospiéaid depots. Move
in columns when the enemy is far away, move togefiteen combat
can be expected. Sometimes grouping together asgingais the best
way of fighting a campaign, or at least part oRemember that while
your army is intact you are a menace to your enarbattle defeat or
bad moves that make you lose a lot of stragglemsbeadevastating to
Victory Conditions. Whatever you do stragglers widme into play —
attrition is unavoidable—, so you must take caréhefm. They are very
easy to destroy. This reflects the need for setrations —such as
fortresses— for hospitals and secure communicationthese points.
Stragglers also slow down army marches and mudefbdoehind to
speed up. You can lose a lot of SP if you are aogfal, | have seen a
Spanish army driving right up to battle the Freiti$outhern Spain in
July —more than 40° C degrees— and losing in twahesr —with two
forced marches— 10 SP out of 40. You must keep sgarrareas secure
and block any possible avenue for the enemy to agephrough them.
A front line of sorts is needed — although the tiefabetween forces
and space in this period is greatly distanced ftbat of Northern
France in 1916- but you must be careful not toatisp your troops and
expose them to total defeat by a concentrated en&hig is the big
dilemma: concentration —and supply problems— \&patsion — covers
terrain but exposes the troops. Accordingly, alwhgse a reserve at
hand. Garrisons are very useful to occupy terrath@rovide a rallying
point for your forces, but do not leave too manyi®Barrisons as this
will weaken your field forces. Armies of the erauay marched with a
strong advanced guard — usually cavalry, light pg@nd reliable
infantry— marching within reach of the main bodyheTflanks were
usually covered by additional detachments. When éhemy was
detected the advanced guard engaged and gave thebady time to
deploy and intervene or gained time for the retr&at to do the same:
a strong ID (8-12 SP) with cavalry and light tro@as be used to test
the enemy without risking too much. Cavalry patrofs open terrain
will give you information and ensure you choose tight actions;
mountainous terrain is fit for light infantry. Ifoy are not willing to
fight the enemy do not put your forces adjacenhito, let the space
between act as a glacis to give you time to rez@tking battle is not
the only way to defeat the enemy. Generals of peisod won more
campaigns through manoeuvres than battles: disrepemy
communications, feint in one direction and attackmother, march and
counter—march to dislodge the enemy from a givesitipn, make
movement a useful weapon. Usually cities and fesee will be your
objectives, not destroying the enemy armies, somast use sieges a
lot. Fighting is more a way of achieving space ¢sibge than a goal in
itself.

COMBAT
There are three types of combat that allow playersecreate every

possible interaction between their forces. Cavaamd-light troops on
mountainous terrain— had an essential role in meaissance and

patrols. Usually these combats gleaned a lot obrinétion and
involved small units —below the resolution leveltbé game— and few
casualties. For example, you give and receive imdédion but no
casualties in a Cavalry Combat. Without winning Cax&lombats an
army is blind and usually at a disadvantage asaheat react to enemy
actions and the enemy does — consider Napoleorhianti813 spring
campaign in Saxony. Combat is best reflected asriassef Minor
Combats, most of the time this was the real engageretween
opposing forces. These inflict casualties and shatbops, and a large
force has a significant advantage over a lesser saeif you can
concentrate and the enemy cannot he usually losesaad you lose
little. By engaging small forces against enemy pasét you risk very
little and inflict attrition upon your adversariesctions usually couple
with manoeuvres as a twin tool to defeat your enedaynetimes minor
actions were followed by general engagements, resigeavours that
were fought mainly when there was no other way ofiieving
objectives —relief of a besieged fortress, escega & dire situation— or
when forces are uneven and the situation greathpuid one side.
These were the FIELD BATTLES, which earned honalory and
prestige for commanders and kings alike. They lguave Victory
Points to the victor as a reward, as they are xisky and there are so
many reasons for not engaging in a field battlenefeyou have the
upper hand. Field battles are a complete sub—syist&Ede the game. In
terms of the length of the rules they are the reatnsive section and
there are some scenarios in each game that ardattlg scenarios —to
learn how to play battles. In every game | playetbie, | felt battles
were merely a matter of numbers or luck (or a cotion of both) but
not a decision—making situation. As | stated abcegmand is a post
for decision—making so battles were not as simpltha roll of a die or
concentrating everything you have against the enddajtles were
fought with the troops available —of course it &fter to have more at
hand— generals directing most of them through propse and
confidence in subordinate leaders. Here are sopseiti this respect.
Generally, battles were avoided in this period, st generals
preferred to attack if they had to fight one. Akiag is more hazardous
but gives you the tactical initiative and allowsuyonore room to
manoeuvre. There is no “combined arms” rule asithian effect you
must create: a combination of artillery concatidn, cavalry charges
and concerted attacks (playing chits in the adegaeder and with the
right forces at the right places). Reserves arartbst important thing;
always keep a reasonable amount of forces in res¢oo few can
cause you to lose the battle (you lose if you hea@ap in your battle
line that you cannot seal), too many can make hattte line weak and
easy to break. Leaving 50% of your SP in reserveaigood
compromise —of course you must think ahead befoeebittle takes
place as you can only place full units in resena, SP alone. Try to
retain reserves until the last stages of a battlehay make pursuits
more deadly and they can give the “coup de gradeiiring
Revolutionary—Napoleonic times battles were morxilile affairs than
earlier on in the 18th century; this was due to ithereased use of
tactical columns in the field of combat and momxilble operational
dispositions — permanent divisions and more nungrenveloping
attacks. The Seven Years War was a turning poihigiwenabled the
development of these uses. Previous battles were h&ad—on affairs,
apart from the Frederician march in columns andqakl attacks and
the converging columns of the Austrians, exceptesoane cases — such
as Luxembourg at Laafeld. Accordingly, the systdlows for minor
changes in the Exclusive Rules of some games irsémnies to reflect
this significant tactical evolution. Infantry isethcore of every army.
They are very numerous and form the basis of a ebrdvce. They
also suffer the most. Put your force in your infgntmass them to
attack the enemy’s weak points. Artillery developdating this era
from mere testimonial use to become the main detsieiweapon on
the battlefield, through its role as infantry sugipth the game, artillery
units are designed to reflect massed batterieh@badttlefield. The use
of Bombardment options (and bombardment during pmnassault or
cavalry charge combat) is restricted to those amaied points with
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massed batteries. The overall effect of artillerpuilt up in the system,
as is the case of the casualties inflicted —acnghgi in games of the
early eighteenth century there will be exclusivdesudevoted to
reflecting the impact of close-range firefights arahisters from close
support artillery (those famous battalion guns). &3vis a decisive
element, with massed cavalry charges being a elagrof opening an
attack and sweeping enemy cavalry off the battt:fihey can also be
devastating for enemy infantry alone —especiallyvat weather. Also
make sure you maintain fresh cavalry reserves poéxyour victory
and take numerous enemy prisoners. The system € EBiits allows
players to prepare their own battle plan. Be care@w/ you approach
the battle: an extremely bold attack can ruin yaumy as it can get out
of control if you have a bad roll on the Operatio@antrol Check; on
the other hand, a very timid one can deny you teans to effectively
defeat your enemy. In any case, avoid ending upowit Reserve chits
—it can lose you the battle.

SIEGES

These need a separate paragraph as they were In@nather way of
combat but the training experience par excellenceafiy commander
of this period. Sieges were the way military leadearned their trade.
Siege warfare was the school of leaders and selifiea time without
formal education for the military. Europe was ddttith fortresses
and fortified places at the time. Sovereigns wengaus to maintain a
rich province or city and they fortified them to keaenemy efforts to
conquer them costly and expensive. When gamingpisgeriod you
certainly need to besiege enemy strongholds. Siegfare progressed
from the mid 17th century through to NapoleonicgimBefore Vauban
they were slow and very expensive in terms of liged resources for
the attacker, but it was always a predictable anthin type of warfare:
sieges nearly always ended with the loss of theeplsesieged. Many
battles of the era were fought to free importargidged cities — i.e.
Turin in 1706, Vienna in 1683... So you must leare tihade of
amassing resources and forces to besiege the plaeesvant to
conquer and you must be prepared to maintain ggesintil the enemy
surrenders or is annihilated in a furious stormiSgege trains were
slow to collect and to move to the right placewsten you place one
on the map try not to lose it until you use it oraze for all. Also be
cautious about supplying your siege troops, as thidysuffer more
attrition than normal. Life in the trenches was md¢asant. Given
proper time and preparation a fortified locationll wall without
remission so if the enemy goes for a point you dowant to lose at
any cost amass all your available troops and skadtmy to fight a
decisive battle. Things would have been very diffierif Cumberland
had defeated de Saxe at Fontenoy. A final wordltplayers: garrison
every fortress, castle and defensible city you owhey will be
valuable rallying points for your troops and keegpatts and hospitals
secure, and if you lose a battle the enemy will kave to conquer
them.
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