FV MODIFIERS TABLE

"Target in Square or Mass column

Target in Ling, RC or Disordered

Tanget is unbimbered arti[[e!y ot in & mixed stack
Tanget is infantry in Skirmish Screen

Taryet is cavalry in Skivmish Screen

Target in fi‘gﬁt‘ cover

Target in General Order (over sfucéin‘g Gimid)
Target in medium cover (within xt‘ucﬁirg Gimsid)
Target in 5myy cover (within stacﬁing Gimid)
Tanyet is any Skirmish Screen in any cover

Target bex bas 4-6 steps in it
"Target bex bas 7-8 steps in it
Target bex bas 9+ steps in it

Firer in General Order (2 or more Jtefs) 2

Firer in Column (2 or more stefx)
Firer is Brifish or Portuguese in Column

O BEEYE 00 BTN 00 EEmMWE 0 e 0 By
_ W ON R RN W N R

= +*
[N

+3

Firer in Extended Line with +1/+2 steps +1/+2
Firer in Square -2
Fiter is Infantry with Fatigue 6 to 9 -1
Fiter is Infantry with Fatigue 10 2
Firer is Iqﬁmfzy in Rain -2
Ay Firer at Nigﬁé in oy or Snowfa[[ 2
Any Firer af Dush -1
Arﬁ[ﬁ‘g  fire with Leader arti[[e!y bonus # *#
Arﬁm?y Canister fire adjacent 2
Arfimzy Canister fire at 2 bexes +1
An‘imzy ﬂre at range 5 fo frinttcf range -2
m{[»g fire ot range > printed range -4
Artimy ricochet fire attack -1

FIRE COMBAT PROCEDURE
Ro[[ 4 D10 and compare to the MoJ_tﬁer[ Fire

value (MEV) of the ﬁring unit:

D10 > MEV No effect
D10 - MEV TEM ((heck*
D10 < MEV  TEM (heck* + .Str%g[ers

D10 < 1/4 MEV  TEM (heck + Step foss

*Cawafy in Ofen column doesn't take that TEM chech. from

Defensive or Ofportunity, fire during a @13&

Leader Ca.ma[.ty check on a ro[[ gf o({or1 1f ﬂrer is R unif).

SPIKED GUNS TABLE

D10  ASSAULT

0-1
2-3
4+

Eliminated
Eliminated
Routed

CHARGE
Eliminated
Routed
Routed

TFATIGUE REDUCTION TABLE
JATIGUE ‘R EDUCTION
0-2 -3 ffm"gue
3-5 -2 'Tatigue
6-8 -1 Guﬁgue
9 No cﬁamge
SPECIAL RESULT TABLE
" em{"Atmcﬁer szﬁ ggr ofen order ir_tﬁnt_yy 55:%5%
Sadere DD MR- DR
okl s R i
e DO
LG SR e L
close order mvaf?y DD ALII:I(-)(:'IVrED
sl wsemt - L YD DD DD
Unlimbere mi[[qy ROUTED NOT FORCED
(not mixes NO SPIKE ALLOWED REGROUP
Linbered artillery ROUTED NoT ROUTED
or frain unit NO SPIKE ALLOWED O SPIKE

MELEE COMBAT TABLE
STRENGTH OR'CV ODDS

«on o 1oll of 0, the Defender checks for Leadir Casualty,
ona ra[[ gf 9 the Attacker checks _for Leader mﬂa[y

plo 1/5 1/4 1/3 1/2 2/3 1/1 3/2 2/1 3/1

2 AD $Smaw DD DD DDS DDS DR DR DR DR DR DR
-1 AD Seauw Sesaur DD DD DDS DDS DR DR DR DR DR
0* AD AD SmaxSmasr DD DD DDS DR DR DR DR DR
1 ADS AD Swmaur Seseir DD DD DD DDS DR DR DR DR
2 ADS AD AD Smamr Semair DD DD DD DR DR DR DR
3 ADS ADS AD Semaur Sesaur Sesaur Sesaiz DD DDS DR DR DR
4 AR ADS AD AD Sweaur Sesasr Sesaur Sesasc DD DDS DR DR
5 AR ADS ADS AD Seeaur Sesaur Seeaur Sesasz DD DDS DR DR
6 AR AR ADS AD AD Semaur Sesaur Sesaur Sesaiz DD DDS DR
7 AR AR ADS ADS AD AD Sesaur Sesaur Ssairz DD DDS DDS
8 AR AR AR ADS ADS AD AD Swsaur Ssaiz DD DD DDS
9% AR AR AR ADS ADS ADS AD AD Swsaur Ssair DD DDS
10 AR AR AR AR ADS ADS ADS AD Sesaur Seasr Sesasr DD
11 AR AR AR AR AR ADS ADS ADS AD Sesaur Swsaur Seeaar

STRENGTH & (Vv MULTIPLIERS

arging Shock cavalry vs. otber/non-charging cavalry ~x2 N on-charging cavalry is defending x1/2
arging Shock cavalry momentum vs. non-cavalry  x2 cavalry unit Spent x1/2
atging € Lance armed in Line vs. any unit x2 Unitin Skirmish order, RC or Disordered x1/2

Dgﬁn{jn‘q i,zfmtfzy in mg;{ium or Egabf cover x2 Igﬁmt‘!y in SWTE or Masse Cofumn Vvs. 4 @1’33 x3

DIE ROLL MODIFIERS

prafD/ S, CavafD/ bas [onger line (attacker/defender)* -1/+1 Attacker's/Defender's best Leader tactical bonus #  #/ +#
arging at Dusk. or in Rain +2 Attacker's worst unit Fatigue is 6 09 / 10 ¥1/+2
arging less than 3 bexes forward vs. non-cavalry +1 Defenders's worst unit Fatigue is 6 09 / 10 1/ -2
arging in Open Column +1  Assault or a1ge ﬁrmgﬁ _ﬂ}mﬁ hex+ 2
oot cumslaive with ach ofer, wse i Vst modifier Assault or (harge through rear bex+ -3
MELEE/SPECIAL RESULTS LEGEND

AD DD Attacker or Defender Disorders. ';Dr@ Attacker €& Defender both take 1 Str%qu foss & all stacks

Attacker or Defender Disorders " beeome Disordered Gf not alrend). ;ﬁt}%ﬁﬁ 'foffte
ADS DDS & takes 1 Stragglers loss+. JORED - Attacker takes 1 Stragglers loss+ & regroups.

AR DR Attacker or Defender Retreats in rout. Attacker & Defender both take 1 Stragglers loss* & regroup.




TEM CHECKS MODFFIERS

ALL TEM CHECKS
Army's Cobesion Level 0+3
Formation's Fafigue is 6 0 9 (not arﬁ[ﬁy/tm‘n) +1
Formation's Fafigue is 10 (not m‘i[&pl/ train) +2
Unit is Square or General Order in beavy cover 2
Uit in RC +3
Uit force marching or is Disordered +1
Attempting to m(y a routed unit (not arﬁ[l;g) )
Unit traversed by 4 routing stack )
Stacked units from different corps *2
TEM modifier # from best stacked Leader #
During a Night or Snowfa[[ turn +1
SQUARE REACTION CHECKS
I1_1fanf9/ tactical bonus # gf best stacked Leader -#
Attempting to form Square from o Line +1
Attempting to form Square from Skirmish Screen +2
If the current formation is extended over 2 bexes *2
arged by light cavelry* +1
mgn{ '6' Lance efuima{ cuva[y* +2
arged by any cavalry port of 4 Grand @ge* 2
arge marker is adjacent 2
arge marker is 2 bexes away +1
arge marker is 3 bexes away 0
arge marker is 4 bexes away -1

ASSAULT/RECEIVE CHECKS

Terrain Assault / Receive (heck ma:{jﬁtr [ #
arged or Assaulted through o flank bex 2
arged or Assaulted through a rear bex +3

Receiving 4 @ge while under 4 EB! marker +3
arged by lance eguifzen{ cavalry* +1
arged by Shock cavaliry )
mgm{ 6» Cuirassier cava[y* +3

arged by any cavalry port of 4 Grand (@ge* +3

*Not cumulative with each otber. Use the fmgcst ufﬁfkaﬂ[e mo:[_iﬂcr.

STACKING LIMITS
Line 12 12 2
Column 12 12 -
Ofen Cobumn - 4 -
Road Column g 2 1%*
Skirmish Screen 1 2 -
Square 12 - 2t
Masse Column  abs. Gmic - .
General Order Al Gmit b, Gimit .
Di.fOT&{BT Abs, Gmit  Abs, Gimit 2.5
*When unfimbered mimfy stacks with infantry in line, count
each unit as 2 steps of infantry.
** Limbered arﬁ[ﬁ*zy and Train are always considered to be in
Road Column.
COVER  Afsolute limit Cover limit
No / Light 18 -
Mediun 12 6
Heavy 6 3
SKIRMISH CHECKS
Top movirg unit Skirmish value -4
Best top reacting unit Skirmish Value (>0) #
Skirmish Screen Active Cavalry with 1 or 2 steps
Skirmish Screen Active Cavalry with 3 or 4 steps 2

Skirmish Screen Reaction Cavalry with 1 0r 2 styps +1
Shirmish Screen Reaction Cavalry with 3 or 4 styps  +2
Active stack contains more than 5 steps +1
Active stack in [t;gﬁt cover

Active stack in medium cover

Duting 4 Dusk turn
During & Night, oy, snowfalll or Rain turn

1
2
Active stack in Em}y cover -3
1
2
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FORMATION CHANGE COSTS TABLE

“UNIT ¢TYPE

0@[‘.9’ I:_tfcmtzy Cava[_fy Afﬁ[[tD’

Porly AL 1/24RU 2 (ALL)*
Trained
otfer 1 3 2 (ALL)
umifs
*Poorly trained arﬁ[ﬁp/ reguim a Leader stacked with the
unit fo attempt to Gimber.
(ALL) Djﬂngt[t to Limber units sfmd' ALL M7 fo fimber.

LEADER CASUALTY TABLE

D10 CASUALTY R_ESULT
0 Scratch or bruise: no ‘cﬁEct

12 Stunned: (D10+1)/2 turns FRU
3-5  Wounded: (D10+1) turns

6-7  Serious wound: (D10+1) bours
89  xilled: remove  from the game

WEATHER & TIME OF
DAY EFFECTS TABLE

Dusk  Night  Mist 7Fog Rain  Squall Snowfa
visifility 5 1 5 2 5 0 5
MTF - 1/2 z 1/2 1/2 1/3 1/2
Army command range - 0 2 0 - 0 1/2
qucm?y -1 -2 . -2 2  N/A 2
Artil eryfie -1 -2 - -2 © L N/A 2
TEM - +1 - - - . +1
éxrge/m[ee +2 N/A - - +2  N/A .
ffatgue increase  +2 +2 - - - - +2
Fafigue recovery - N/A - . - - -

STATUS RESTRICTIONS
Condition RESTRICTIONS
Disordered o @13:, Assault or fire, 1/2 ME FRD
Suppressed o infering prolong r fre
.Sfent cava[D/ No @r‘ge or teform, 1/2 ME ERD
Square
Line
Reserve

OuT 0F COMMAND “UNITS

Can on'[y move to reduce its distance to its Formation Leader

No Assault, 1/3 ME FRD

+1 ME per bex

No @13!, Assault, _ﬂre, move, reaction

No unlimbering / Can change into Column, RC or General Onder
No @ge or Assault / No move a{jacmt to aty enemy unit

POORLY ‘TRAINED UNITS

Infunt!y-. Cannot move in Square nor reaction farm one.
Cavalry: Must check TEM to @am {Efi ['mtex{ on a failed

24 Rally check € high
Arﬁmy: Rtfuim a Leader to limber. f;w'%la;o: tﬁom‘ge ga,:tt

SPIFANGEREA TDICHIARIES)




SEQUENCE OF PLAY

COMBAT PROCEDURES

PORVAPISYSREASE
1. Return recovered and routed Leaders
2. Attempt to m@ units, return mumfied' train unifs
3. Prepare reinforcements cards and units for entry
4. Ro[[:far weather and special events
IO RERASRIONSIREASE
1. Select a Leader card to start the activation stack.
2. Attempt to interrupt the Leader on top gf the stack

3. Activate the Leader on top of the stack
@) Attempt activation b/ inifiative
(®) 2lace out of command markers
(©) Move Leader then units, declare Assaults & fire

@ @ge segment
(¢) Remove Out of Command markers

IIPWAS S'AUTSSREIASE
[\VACPEANIURSREASE

1. Return Leaders cards to the f[gyer’s bands

2. fffif e[igiEfe Passive Leaders

3. Spent infantry recovers readiness

4, @cﬁ & adjust Fatigue levels

5, (heck € adjust Cobesion [evels

6. Remove comf[etecf OMs

% @cﬁ for automatic victory

8. Advance the Hour €~ Minutes markers

ASSAULT PHASE SE@N CE
daory ) sl Tt ,;@r/v@/  fivas, i elfiaruto
(1) Select FB! stacks and Assault target
(2) Defender reaction moves if e[igiﬁ[e
(3) Advance attackers
(4) Defender makes o Receive TEM @cﬁ
(5) Compute odds €& resolve Melee Combat
(6) Advance attackers qfter Combat

CHARGE SEGMENT .SEQQ;EN CE
iR ) i Ffor (647 e dll @ng AT
(1) Declare all @nges, ffm markers, vemove Spent markers
@) Alternate moving @ge then Reaction @13: markers 1 bex
each until contact, Recall or Disorder
(3) Resolve oll Receive TEM @cﬁ;, Defensive fires & Melee

Combats
(4) Resolve forced g{‘oufs, vetreats & Pursuits

(5) Regroup active (harging cavafD/ units as desired
(6) Remove all @nge & Failed @133 markers

RETREAT PRIORITIES
(1) Hex is empty, fm gf Skirmish or Opportuni fire zones &
closer to a fm%y deot. o
(2) Hex is empty € free of Skirmish or Opportunity fire zones.
(3) Hex is emply & not adjacent to an enemy unit.
(4) Hex is empty.

(5) Hex is occufier[ 6/ frwnd.ry units, resolve stacﬁing violation.
RECaE 1] s rfﬁr@g diee (&) o il thistrll (e
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OPERATION PHASE GAME FLOW SUMMARY

LEADER ACTIVATION & MOVEMENT
(1) Each f[yer ffgys one Leader card, CThe winner decides which Leader goes first. CThat Leader can be int‘ermfted'.
(2) <The Leader on top of the activation stack may allow the simultancous activation of bis subordinates.
(3) @cﬁ and mark a[[ out gf command subordinate units from a[[ activated Formations.
(4) Select one of the activated Eormation Leaders:
(@ gfﬁe is Passive, be cannot move.

® 1f be bas no imf[ementec[ OM, be cannot move except 1 bex towards a fmm{_[y Depot or to stack with a Disordered)
.St‘r%qu unit in command €~ LOS. He can also try to use nitiative.

@© 1f be bas an imf[emmted' OM, be must move at [east 1 bex towards it unless be bas an enemy unit, the OM or 4
dwe ing OM bex in LOS or he moves to stack with a Disonftrecf/str%[ers unit in command €~ LOS.

(5) Move bis subordinate units, tﬁ_ey must stry in command. OOC units must either not move or try to get back in command,
(6) Repeat (4) & (5) for ol simultaneously activated Leaders.

(7) Declare and resolve the @aes from a[[ the activated Formations.

(8) Activate the next Leader in the activation stack (2) or o to (1) to create an new stack.

ACTIVATION BY INITIATIVE
1) CThe Leader bas no imf[cmmtec{ OM, a femfomzy order can be f[m;{:
@) 1n or adjacent to a bex containing an enemy unit in LOS.
® 11 a bex closer to a fmndbf Depot bex than the leader current_[y is.
© 11 a bex with a subordinate or Et;gﬁer mnﬁing Leader.
@ 1 any bex within 15 bexes of the Leader but on.lfy if be bas Elexible 1nitiative.
(2) <The Leader bas an imf[emmtec[ OM (non—x{wemyg), be can move that OM 3 bexes or 6 bexes if be bas Flexible 1nifiative.

e lll e o i, o o sy i @ @ il e SilGri ot

SR CHECKS MODFFIERS TO

FLIP FROM PASSIVE B
Leader is aé}'acmt to & hex conmining an ency +1 @@x l

TEM modifier of 4 stacked 51'3551‘ mnéing Leader — -# o E—?l? JiacricaL
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