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Read this First: 
Th~ rulCi of Ihis SPI simulat ion game ar r 
organized IJI a format known a~ lilt Cast' 
S)·slem. Thl ~ sy~tcm of organization d ivides 
the ru les inlO MajQr StN;(JI1.\ ( ~aeh of which 
deals wllh an imporlant aspcocl o f play). These 
&clion~ arc nllmbt'"d $CQuenlia lly a~ .... ell a~ 
Mlng named. Each of Ih~ Major S«lion~ is 
lJIuoduced by a Gt'nt'r(J1 Hull'. which brieny 
dt')Crlbc<i the ~ubjn:t of the Seclion. Many 
timC\o Ihis General Ru le i~ follo"l'tl by II Pm­
udllrt' which describes Ihe basic action Ihe 
Pla~er Will lake when u510g Ihr rulc~ in that 
Seoct ion. Finally. the bulk of each Major Sec· 
tion consists of Cast's. These are the spcocific. 
detailed rule\ thai actually regulate play. Each 
of th~ CaSH is a lso numbered. The numbel' 
inll follo .. s a logical syslem bao;cd upon the 
number of Ihe Major Section of which the 
Casl"'i are a pan . /I. Ca§<: .... ith the numbt'r 6.5. 
for e.ample. I~ the fiflh Primary Cast! of the 
$ixl h Major Sl"':l ion of the ruk~ . Many limt'S 
Ihese Primary Ca~s pre furl her subc.livided in· 
to Sffo"dury Cust's. /I. Secondary Casc i~ 
recognizable by the fael thai il has Iwo dlgit.~ 10 
Ihe righl of ils dedrnal poi lli . Each Major Sec­
lion can have as many a~ nine "ri1113r ~ Caso 
and ~ach Primar~ Ca'i( can hal'c as many a~ 
nine Secondary Ca'l,!;. Th~ mlmlM.'ring sySlem 
is meanl a~ an organllll llonal ald . U~ing il. 
Player~ can alwa~, ell~ily Iell .... lterc a CIl\(' i~ 
localed in rhe rul~ . As a fUllher aid. an oUlltne 
of Ihe Major S«lion<; and 1'lImary Cases is 
Ii, en ar tlte ix-JlI1nll1g uf the rul~s. 

How Ihe Seclion and C ase 
Numbers Work: 
Major Section Number 

1 Primary Case Number 
~ ~econdary Case Number 

[6.53] 

1.8 I .... TIWm c no"" 
2.11 G"' M~. t .QUIPMt.N·1 

2. 1 The Counlt. ) 
2.! GIQUlIry 
!.3 Gu ... Scale 
VI Inventory or Gantt I'au , 

3.0 sEn·, .... (. UI' nlt. (;Ahlt. 

The precrding ~xampl~ would bt' the numbt'r 
of the third Sccondary Ca_...: o f Ihe Fiflh 
Primary Case of the Sixlh Major S«lion of Ihe 
Rules. 

How 10 Learn 10 Play IheGame: 
Fami1iari~e yourself wilh all of Ihe com· 
ponenl~. Read all of Ihe General Rules and 
Procedures and read lhe lilIes of Ihe Primary 
Cases. Sct up the game for play (afler rcadinl 
the pl'rlll1em Section) and playa Irial lame 
againSI yourself rdelTing to Ihe roles only 
when you ha~c a queslion. ThiS procedure may 
lake ~ou a fe .. · hours, bUI it is Ihe faslC'SI and 
mO!;r enlerrai ning way 10 learn the rules shorr 
of ha~ing II friend leach them to you. You 
should nOI aU~mpr to learn the rules word· for ­
word. Memorizing all thar del ail is II lask of 
.... hich few of us are capable. SPI rules are wri l_ 
ten 10 be as eomplcrc as P'OS-.ible _ lhey're nOI 
designed 10 be: memorized . The Case numlM.'r · 
ing system maka it easy 10 look up rulC':'i when 
you arc in doubt. Absorbing Ihe rull:'J in Ihis 
manner (as you play) is a much belter apprmch 
10 ga mc mastrr~ Ihan 3rtentpling to s ludy them 
as if cmrnming for alest. 

W~ hope you enjo~ Ihis SPI game. Should you 
have any difficulry interpreting Ihe rules. 
please write 10 SPI. phrasing your ques lions so 
Ihal Ihey can be an_' ..... cred by II simple sentence. 
word . or number . Vou mU~1 enclose a 
siamped. se lf-add.t'Ssed envelopor. We CllnnOI 
guaranlcc a proporr answer should you choose 
to phone in your qUC':'ilion (the right person is 
nal always available - and since SPI ha ' 
published hundr~-ds of gamn, no one in­
d ividual is capable of ans ..... ering all qu ..... rions). 
Wrilelo; 
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(1.0J INTRODUCTION 
I'"'' I'!.. II rilinXIN" is a tactical ~Imul;njon of the Ral ­
lit- or Qualrc 8r.l~ .. hich OlUlrrro on 16 June. 11115. 
'n a rt'lllOteart'l1 or Ilo.'lgiurn. 

(2.0J GAME EQUII'MENT 
GENERAL DESCRI PTION: 
Th( ga!tt( cmuain. II 22" by 3"" map <If rhc 
QU:llrc 1l r:1 ~ bailiefie id. variOll' \I~u,,1 ald. and 
fh:lrl' d i,p laying and rej!ul:lllng d;m:n'nr gmlll' 
futH:IiIlIl~. and 255 pla~inJ! pil'l,'e, ("'Hunlcr'''l 
rcrrc,entlll[l, bOlh ~'lU .. l l11ililary unil' :lIld inf",. 
!tt;lI t4)11;II !I1ark er~ . 

Open Ihr mlJtllllnr 10 Ih t ct'nlrr. brnd Ihu llplt$ wilh a penknirr urK""""drh-rr; lifl oUllhr rults and c1<1sc sllpln. 

Rl 
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CASES: 

[2.1[ TilE COUNTERS 
There arc twO differen! armies portrllYcd in NrJ' 
"S. Wrl/in~/a,,: Ihe French and Allied. Each no· 
tionally is represen ted by a unique color, a!thoul'h 
all Allied nationalilies are on Ihe '\.arne side. Com, 
00/ units arc used 10 [K)Tlmy aClual mililary unil~ . 

Morkf'r$ arc used 10 indicate changl"; in Ihe 
original \l aIU\of combat unils. 

(2. II J SlImpleUnils 

INFANTRY UNIT (Front, Column) 

INFANTRY UNIT (80ck, Unf'j 

ARTILLERY UNIT (Fronl. Umlwred) 

1-5-3 

Entry lIu fJ~d 
GUm<!!- Turn of 
Entry 

A RT ILLERY UNIT (80ck. Unlim/Jf!redJ 

~nQlif}f' -r--.l'h'\ /3 

,0 . 
GUIIS'rt'''IIIIr-!- 6- -0 ...... 

COM MAND UNIT (Fronl) 

NQm~ 

Mo~mrnt CommQ"d 
RtJdius L _____ J Allo""'''ff 

COMMAND UN[T (Boclc, Reducrd) 

Commo.w 
Radius 

[2.121 Summllf) o r Unil T,pe!l 

F~' 

hifamry 

O",alry 

Mow-ron'l 
Allawancr 

Fro'" 

~ Artjlk'ry 

~ 
~ Hl>nLArlillrry 

lEJ 
r:;;] 
~ Com"",,,d 

C81 Skirm/sMr R~ Skirmish~r ,CSI ~ 
27211 

1-5-5 1-{,-5 
t...:...:.::..J 

~ SkJrmisht!F 

~ 
~ Skirmish~r 
~ 

Allird 
MOIlllI~ 

(;Ilmr 
Turn G"fI>f-r,,", 

Sqll"" 

ROllin} 

[1. 1l] Unil dcsigmllions havc no di re<.:l effe<.:1 on 
play. Howevcr, for Ihose who are imcrCSIC(!, 
designalions a re read in Ihe follOl,ing manner: 
J)allalion/ Regimenl/Oivision (or, in Ihe case of 
designalions wilh IWO numbers, RegimenI/ Di"i­
sion). Thus, 1/ 4213 is lSI lIa lialion, 42nd Reei ­
menl. 3rd Division. Any unil wilh Ihl'ubbrt.'villiion 
1.1 in ils dl'signlliion is fighl in/anlry. Sudl unils 
possess special capabililics with regard 10 "break­
ing down" (see Case 11 .42). 

12.21 GLOSSARY 
" 1I I1 a lion: The sia ndard si7.e of all non-skirmish 
infanlryuni ls. 

Bll lkT} : The Siandard sileof all arlillery units. 

Comhat SI","glh: The numocr of men ( )( 100) o r 
gun~ (in the case of arlillery) in a gh'cn Ullil. This is 
also referred to as Troop Strenglh Poin/sor simply 
Troop Points in Ihe rules. When a unil losl'S paTi 
of ils Comtm! Slrenglh in combat, its new Sirength 
i~ indicaled wilh a numl'rical chit, plaC\'d under Ihe 
unil itselr. 

Command Uni. : A unit representing indIvidual 
leaders pr~nt at Ihe engagcmenl. They may be 
eilher "full-strcngth"' (front) or " in'erlcd"' 
(revcrse side of coulller). Each l"Ommalld unil ex· 
erl~ a "command radius" (see Case 12.14). 

t;rrKI;'t'n~ Killing: The rclali"'e quality of a 
gi .. el1 unil from zero (worst) IOsi.\ (besl). 

. ·.dng: The orienlalion of a Ullil "·i,hin a he ... 
I'ormed unit \ '"1.1\1 al" 'ays have Iheir counler-top\ 
fa cing towards Ihc Wrft!x between '"'0 hexsidl ..... 

t'irrpo,,'t'f Mil lin!: : The .el;lIi .. ·c r. rcpower a unil i~ 
capable of delivering. An infa ntry unil', 
Firepower Ralin! is I if ., \ original ErrCCl iyenC"~ i< 
5 or 6. I I~ Firepower Raling i~ 2 if il< ofil-il1al Ef­
fl'Cli'·enl.'Ss is J or 4. li s FirCI)()"'ef Raling i< 3 if il' 
o riginal Effl'Cli~enC"s is I or 2. 

FOrmYliol1: The physil:al deploymel11 of Ihe mcn 
of a uni l (i.e.,line, column. \ kirmi\h, ele.) 

Formed: All unils arc formctl e.\Cepl Iho<e in 
disorderctl. routed, ~ kirmi sh. orcommand forma­
tion. 

U ghl Il1hnll) : A special type of infan1Ty unit 
which i. capable of lorally brcakinll dO"1l inlo 
.kirmi~hcrs. Any unil is lighl inr~nll)' if ;1 ha< Ihe 
abbreviation Lf in its de.ignation. 

MOHmt'nl "lIo .. ·."ct': The mobility of a unil e~­
pressed in Mo~t!ml'n/ Points. 

Obslme'", Tt'ITllin: A woods or build ill!! hl·~. 

Also, a ~tream or sofl COyel (hctlge) he~sidc. 

l 'II'ltt'1 CllIS.~: When ~ IInil is firl-d UPOI1 . il mUSI be 
calegorif.Cd intooncof five Targct Cla<se<. depend­
in" o l1 1he unil forl1l;lIion', " ulncrabilily I(l fire. 

Unformrd: A disordl'rctl or routt-d unil. COOl­
mand unit.\ arc also unformed. 

12.31 GAMt: SCAU: 
Each he~ represcnlS 100 yard, of rcallerrain. Ea<.·h 
Game-Turn is IS minules. 

12.4] INVt:NTOK\' OFGAMEI'AKTS 
A cOlllplele game of tV .. )· I·S. W'flill~futl includ~: 

One Rules IWoklcl 
One Counlcr Shl-..:I (2SS piccc:-) 
One Map 
One Game UO~ Assembly (non-S&Tedilion only) 
One Oil' (non-s&Tedilion only) 
If any of Ihese parl ~ arc missin}! or darnag<.-d, 
please fill OUI Ihe enclosed Complainl Card and 
return 11 10 s rI. Nole that, although Ihe proccs~ 
used 10 manufacture Ihe roumers somelimc:s 
results in minor imperfeclions, srI can supply 
replaccment paris only in cascs of Bross error and 
illegibility. 

(3.0( SETTING UP THE GAME 
GENERAL RULE: 
Afler Players ha"'e cho~en side:;, Ihey must deploy 
Iheir foreC"S on Ihe map. Players should note Ih31 
Ihe <CI-U p he,es ror a ll Utlil ~ (C"~CCpl skirmish 
unil s) arc primed on the eou,"cr~ lhem.\I'I .. ·("'> tonly 
Ihe i\lIictl Player begin' the game ... "h <kirrmsh 
UllilS()Ilthc map). The Game-Turn of enll)' ;1Ilt! area 
arc indicated on reinforcing unit coumer<; . All 
units begin (or enter) Ihe Jl:ame on the coumn, 
~ide indit'alin}; Ihdr SCI-UP hex. facing. any direc­
tion Ihe o""ninll- Player de<;i rcs. 

PROCEDURE: 
I. The Allil-d Player placl.'S one regular s~lrmi~h 
wmpany in each of lhe (ollowing he,es: 1423, 
1425, 1521, 1529, 1630, 1632, 14)6, and OSlO. 
Nc~t, he place-;; 'he ,j.\ Rine skirmish companiC'i in 
hex 1728. 

2. 1I00h Players deploy Iheir non-skirmish forma­
liol1s on Ihe map, either by uti lilin!! the SCI-Up 



he~1"> princed Oil Ihe eounter~ Ihern\Cl~e\ or by 
foliowlOg theen\ullll! deploymenl i n\lruet inn~; 

Allirl: nvldl2: 1320: StHI2: 15111; IINI2: 1712 ; 
21N12: 292I: )INf2.Qrar¥lI: 130:SMI2: 1m.7MI2: 
27 111: IIMI2, "en,:hr /2: 15 10; UON/2: 2923; 
I /ON/2: 1507; 712: 211 14; Wd'n~ln: 3021 ; 
1179/S. Picm/S: 3 122: I/JUS: 3222: 1128IS: 
3322; 3111S: 3422: 2I44/S: 3522: 11421S: 3622: 
11921S: 3722: IUbg/S: 31122; Ruger/5: 31)23: 
Vrd/5, Lnb/S: 31)20: ()<;I/S, MndlS: 31120; 61-lul2: 
3616; SLD/2: 3617, 

Frrnelr: 11111/6. 2I 1I ,t/6, 311 I,t/6: 0215: 113/6, 
213/6: 0116; 6111: 0117; 112/6. 21216, 3/216, 
Jrme/6: 0217; 111 /6, 21116, 311/6: 0118: II , 
Reillc: 012]; 1141 t/9. 2141 t/9, 3/41 1/9: 0223; 
119219, 219219: 0124; SCull I , IIICu II, 
Klmn/l l : 022.5; 1/100/9, 21 10019, 31100/9, 
Foyl9:0726; 1/9319, Zl9319:05l6: 9/11 : 0627; 1/2UIS, 
212L1/S, 312L1/S, Ney: 0121); 1161/S, 216115, 
412l.1 /S: 0529; Si ll : OSJO; 1/ 10815, 21108IS, 
3/108/5, Ikhlu/S: 0731 ; II721S, 21721S: 1t532; 
5La/2, 6La/2, l'ire/2: 0230; 6('hl2, I (hl2: 02211: 
2111 : 0130, 

START ING TH EGAM E: 
The .l!ame begins Oil Garnc-Turn One with Pha\e 
10 (hcllch " aelllgll'orrnallon I'hase). On thi, 
Turn, Phases 1·9are\klpped. 

14.01 SEQUENCE OF I'LA Y 
GENERAL RULE: 
Nr)" \·s. Wrflinxtun employ~ an a~ymmetrical. 

n:cipr0C3111l1 sequence of play. in ... hich action 
swi tehe'l back and forth betwttn I'layer~. The 
"Iayt'f" named in I PhaS(' (i.e., "rern::h Shod 
Phase) is ,.. .. lIed the Phrl1lnlt J>fo~r. The game i, 
play"" in Gomr-Turns. Ea!.'h Game-Turn con­
~isu of 13 sirict ly struetured Pha-.c<;. 

GAMt-:·TURN St::QUt:NU: 
OUTUNt: 

I. t'~lK'h <': h:UKt n~l lrll t iun Phll'if: The " rench 
I' layer must announce Ihe IIlllialion of any ea~alry 
chargcs(~CII~ 12.3) 

2 .• -rtneh Ibll} I'ha~: The Fren~h I'lay~r must 
rally all eligible I·rench unll~ which MC either 
di~ordered or rouled. Ancr rallyi ng, a ll "rench 
unit\ which remain rouled mU~ 1 he r~lreated (we 
Case 17.7). 

3. Alliflf heh'K/ . 'lIrmalilln "hast>: The Allil'd 
,' layer mu~t e~ecute 11 rnoraleeh~'("l for cad! Allied 
unit that is in theChargc Zone ofa I- n:m;h c3"alry 
unn . Afler all required morale !.'h~k~ hll~e been 
execuled, the Allied Player mD y chllnge Ihe faeing 
and/or formalton or any or all of thc Alh<:'<l unil~ 
un the map (5C'I: Sections 6.0and 7.01. 

" . Allitd ~brell Ph.st: The Alhed I'layn may 
move all. some, or none of the Allied unit~ withul 
the ratriellon~ of Ihe Mo.-'emcllI rulC'>. The Allied 
Player may bnnl seheduled reinforcement\ \)1110 
the mapdurml this Phase. french un/I~ may i1C,'er 
be moved durinlthisPhasc, 

5 . • -nnelt Shod; " ".'if: The French Player may 
now rCltOlve !-rellCh IOfantry and cavalry \hod at­
tacks(sccSccllon 12.0). 

6. Reciprocal ArlillC'r) t'I~ I'h.st: During th/\ 
Phase both the french and Alhed "Iayer\ may fire 
all, some, Of nonc of IlI<:ir arllilery UOlIS. The 
Playt'fli allernate firing one unil al II time unlil :111 
desired artillery fi re is e~eculed (S« Section 11 .0). 

7, Rrelproea l lnr~nll') .'Irr I'hast: During Ihis 
Phase, both Ihe French and Allit'd Player may firc 
all, some, or nonc of Iheir inf:mtry IIn its. The 
Players alternale firing one unil at II time unlil all 
de~ired infantry fire i~ elt'Cull'd (secScclion 11 .0). 

f\/"(r: I'h a<;e<; 8- 12 basic311~ relll'ill the acti~il;(,\ ('\_ 
l'("Uied during Phase~ 1-5. ho ... e,·er, the Pla)ef\ 
role\ are now revn'>Cd: the Allied 1'1:,yer no", ,.\_ 
ecut("; the activitieo; required of the Frend! I'la>cr 
during Ihe earlier Pha~es and vice-'er"l!. Nllte al\o 
Ihal Ihere are no addilional Fire Pha'lC" unlil Ihe 
nnl Game-Turn. 

II. Allin! CharKe IHcI:mu ion l'hMW 

II . Allie4 Rail) Ph.SI' 

10 . • -~neh .-acing/ l:orml ti .. n Pha", 

11 . frrnch Mareh Pha'if 

12 . AlIie4 S hock I'h.st 

13. Ttrmin~1 PhaSt': A marker should be ad, anl-W 
one \pace on Ihe Game-Turn Tracl 10 mdleatc Ihe 
pa\$3geor on(' Game-Turn. 

Nair: On Game-Turn One, Phil\(;, 1-9 arc 
~ ~ipllfd, 

15.0] MOVEMENT 
GENERAL RULE: 
During lhe March Phase, Ihe Phasing Player may 
move as many or as few of his eligible un its as he 
desirC$, UnilS may be moved in any direction or 
combination of direclions. A given unit's move­
menl, however, is always rC$tricted by tha t unit's 
M ow:menf Allowanu, as well as reslrictions im­
posed by terrain and variouHpecial rules. 

PROCEDURE: 
During the Mareh Phase, the Phasing Player may 
move his unilS in any order he daires. Eligible 
units may be moved either indi~idually or in 
stacks. Once a Player begins movinl a particular 
unit, II<: must complete its movemenl before 
another unit(s) is moved. tach unil or stack is 
moved separately, tracing a palh of eontiguous 
hexes Ihrough the II<:x grid. As each unit enlers a 
hex, it must pay a portion of ils MO"emenl 
Allowance - a number of M ow:menl Poiflts Ihal 
will vary aa:ording 10 Ihe lerrain entered or e ross­
e4 and the unit's formation. 

CASES: 

[5_1) Gt; Nt:RAl MOVEMENT 
Rt::STRILTIONS 

[5, 111 During the March Phase only the Phusing 
Playcr's units may be moved. ~I e may choose 10 
move all, some, o r none of hi~ eligible ullits . 

[5.12] Movement is basically calculated in lerms 
of Movement Points. Thc number of Movement 
Poinu expended by a ullit during II March Phase 
may not exceed iUlolal Movement Allowana: ( t:"­
ceplion: sec Case S.2). A IInit may expend any por­
tion of ils Movemenl Allowance. bUI unused 
Movement Points may nOI be aecumulated from 
one March Phase 10 another or transferred amonl 
units. 

[5.131 The total distance (in hexcs) a unil may 
mm'e in a single March Phase will vary according 
10 the terrain in Ihe hex enlered (and perhaps ler­
rain along a II<:xsidcerosscd by the unit). Each unit 
expends om: or more Movement Poinls rrom its 
Movement Allowance 10 enler a liven II<:x (seeSec­
lion 10.0). 

[5. 1"1 The formalion adopled by a unil may alter 
the unil'S Movement Allowance as .... ell as modify 
the efrecl of terrain on Ihe unit's movemenl 
capabil ity. 

[5.15) A unit may freely enler a hex occupied by 
another Friendly unit a t no additional Movement 
Point eost. A unit may, however, be inhibited 
from moving (hrough a hex occupied by a Friendly 
unit (sec Case 9.44). Similarly, a uni t may be pro­
hibited f romsfacking wilh a Friendly unit , 

[5. 161 A unit may ne,er entcr a hex occupied by 
an Enemyeombal uni l during the March Phase. 

15. 171 A unit may be fired on when it allempls 10 
leave an Enemy Minimum Rangl' Fi" Zonr (stt 
Case 11 .23). 

R3 

[5.13] Excepl for the ralfietions of Cases 5. 16 
and S.17, a unit's mO"ement is not inhibited by the 
presence of Enemy units. The~ aTe no Zone or 
Comrul rest riel ions on movement. 

[5.21 GRANOTA(.TICAl MOVt:Mt-:NT 
[5.2 11 Durinllhe Mareh Phase. any unit or stack 
controlled by the Phasing Player may double its 
MOHmenl Allowanee if it mttlS the follo ... ing 
eriteria: 

I. The unit is an infantry unit in column forma _ 
lion, skirmish formation, limbered artillery bat­
lery, or cavalry unil. 

2. The unit is not routed. 

3. The unit mu_~t stort and end the March Phase on 
a road or Irail hex, and mUSI remain on the road or 
Irailthroughout the Phase. 

4. The unil remains al least six hexes away from 
any jQrmrd Enemy unit Ihroughout Ihe March 
Phase. 

S. The unit (or ~tack) must IIOt exceed 12SIrenglh 
1'0il1l \. 

[5,21] The cost of each hex entered u~ing Grand 
Tactical Movemenl is one Mo\emenl Poinl (all 
terrain penalties are ignore4). No unit is rcquire4 
10 e~pend exaclly double its Mo,'emem 
Allowance. 

[5.23J Reinforecmt'nts may enler Iht' game usin. 
Grand Taetiea.l Mo.-'emcnl if they mect the re­
quiremcntsofCase S.2 1. 

15,14[ A unil ulilizing Grand TiK1ical Mo'emem 
nlU$( cease such ntovemem III<: instant il ecases 10 
fulfilltheeriteria of Case S.21. 

IS.2S[ A ullit utililjng Grand Taclical Movemenl 
possesses "all-around facing" (see Case 6.1) dur­
ing the course of this movem('nt (i.e., il is not 
obligaled 10 pay Movement Poinl 1;0515 for 
ehangcs of facing). Ho"'evcr, when this unit COn/­

pines ils movement for the March Phase, it muSI 
be orienled by the owning Player according to thc 
reSlrictions oflhe Facing rules (see ScctioIl6.0). 

16.0] FACING 
GENERAL RULE: 
"acing deals wilh the grllCral orientation of a unil 
or stuck or unit~ Within a he,. The dir~lion in 
which a unil is faced indicat~ tht unil'~ geoc:ral 
marl-h dlreclion for mO"ernent purposes and Ihe 
UI1lI 'S field of fire fur eombal pur~. Facin", 
re'ltrietion\ vary according 10 a unil '\ Iype. forma­
lion, and morale statu\. In general. ho"'e'er, all 
Ulllt\ except those which possess all·around faelllg 
mU\t be onenle4 in a \inglt'. unambi",uous direc­
tion ... hene.'eron the map. 

PROCEDURE: 
I:.aeh ulln is orirnted such thai Ihe fronl (lOp of Ihe 
counter'" hen prinl j~ rillht-~ide up) i\ faeing I he 
'erle.\ bet ... ecn t"'O he.\sides. Th~ 1",0 he.\side'l 
d~ribe Ihe unil'S fronl and arc kno .... n a' the 
unil'\jron(QI hexside\. Tbe 1 ... 0 hex.\ide~ localed 
dirl'("lly oPlIO~ite the frontal he~\ides, and which 
furm pan of Ihe pcrirntcr of Ihe hex. de\eribe Ihe 
unit'~ rear and arc kno",n as the uni l 's rl'Ur hn­
sjdc~. The remHining 1 .... 0 hcxsides describe Ihe 
unit'\ nank~ ~nd are called flunk he~sid("5. 
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FLA NK 

CASES: 

UNIT FACING 

FR NT 

1 I.' 
(l1!f, 

4-4-1 

R R 

FLA N K 

[6. 1\ WHI CH UNITS"'RE EXl:MI'T 
FROM FACING RESTlU l."TIONS 

(6. 11 [ The follo ... ;l1g units possc~~ all-around fac­
ing r\'gardk~~ofho\\ the unit is oricntC."d illihe hC\ 
it OCCUP'C\: 

L. InfantT) .milS in ,~irmi~h formaliol1 

2. Infantry nnit, ill 'quare formation 

J. Command llnil< 

4. Di<ord",rt'd ulli t s{c~CClllion: sec Ca.sc 6. 13) 

5. ~ Qutcd unil~ 

[6.'l] Units" illl all-around facing :He cOI1<idcrcd 
10 be facilll! all ,jx hc'c~ ... hicll are adjacent 10 the 
he'c< the)' occupy. 

16 . U [ A disordered arlilleT)' unit rCl ;, in~ it~ nOr­
mal t"o-hc"ide facing. 

[6.2] IIOW A UNIT'S FACING 
MA Y li E C HANCEl) 

Th .. 0" ning Player may change I he facing of hi, 
diJ!ibk units during hi~ Facing/Forma!ioll Pha~c 
(at no i\1 0\CmCnl 1'01111 co<!) or during his March 
P llase (:11 a ~ I o,cmcnl Point CO)I), 

16 ,21) Duri ng Ihe Facing/Fnrma lioll P hase, Ih..­
Pha~i ll g I' Ia~'er may cha nge Ihe facing of any \Jnil 
hecontrolsQI no M OI'I'II/en! Poinl COSI, 

16,22) A lIllil may nOI changc fadng Q" d forll1a_ 
lion in Ihl' samc Facing/ Formalion P haq' (Ew e ll ­
linn; >« Ca\c 7 .43), 

16,23) During lhc ~hrd Pha~c, [he P ha,inl! 
Player may changl" lhl" fadllg of a llY I\n'l he cun­
Iml, ul u COSI of 0111' MOI'emen! Poin l, Thi~ ~hangl" 
of facil1gmay be made 10 31lydesired direclion. 

)6 , 241 (" p l i mm/) If bOlh P laycrs agree, fae­
ing/ fornmlion operaliull~ l11ay be made Ie" 
rC\lricli'e. The Seqoence of P lay dcmand, Iha l 
fret> faclllg and forl11alion challge, be performed 
for all Friendly nll;l~pr;or 10 Ihcir 11I0lCl1lClil. To 
allo" more nexibilily, ,I is permissible for each 
P la}er 10 perform facing or formal;on operali(ln~ 
al no Mo"cmem Poi 111 eUSI for each Ullil or 'l a c ~ 
imml"di;l1ciy prior 10 mO"in!:, Ihe u ll i[(, ). {The re· 
quiremclIl< of Ca'>c !i.23 ,I,ll aprl}' once a unll', 
mOl'CI1lCl11 has bCl"n iniliall"d.j 

16.31 !-lOW . 'ACING An' H ."S 
MOV t::MENT 

[6,31] A, a unil mOl'e<, il ma y ollly l"nler a fromal 
hex. A unil orslac~ may nel'er 11I0ve direcl ly inloa 
he, 10 iI, nan ~ or rear. If such mon"nlem i, 
desired" Ihe unil mUSI fir'l be reorienled;n lhe he, 
il occllpie' '0 Ih;.1 ;1 no" face' Ihe he, 10 "hieh il 
de<irC'l1O 1110'e. 

)6 ,32 1 All Ulli!, 'Ial'~ed in Ihe <amI' he\ mUSI face 
In I hl" '~me direclioll. 

16.33) A unn "hich e li lNS or remain' in Ihe ,ame 
hn "ilh anOlher Friend ly UI1lI is req UIred 10 l"X, 
pend onl" 0\-1 0'e111cnl Poi 11 1, if neCl"<~ary. 10 l"'lIIlre 
Ihal ;" fa..:in~ .unfonm IU Ihemhcr Fr,endly unil~ 

in Ihe hn. If il d0<:5 1l0! pos,ess enough Mo,'emem 
Poi nls 10 do so" Ihen ;1 may nOI enler Ihc hex in 
quc,tion. 

16.J4 ) AI Ihe end of l"aeh P hase" any unil 111,11 i, 
ambiguously faced is aUlomalically d;~(lrderlod. 

16.41 !-lOW FACING An' E(."S 
nRECOMBAT 

)6.4 1) A ulli! may only firl" tllrougll it< frol1lal 
hc~sidC'l. 

16.42) A unil which posscsse~ a ll.:.round fadn!:, 
may ri rcillanydirection. 

16.43) A unil may be ri red upon from allY dirt'>;· 
I,on, A unil \\ hk-Il is rirtod upon Ihrough eilhcr of 
ils /lunk hexs,des is aUlOm31ically an cnfllade 
(Class I) largel ( t:xnplions: sec Ca5l."S 10.n and 
10.53). If a Line of Firc leading 10 a u nil biseclS;1 
flank alld a fronl (or rear ) hl"~side, Ihe unil is nOI 
an enfilade largel. 

16.44) A unil may be f,red upon if il 3I1em("ll\ 10 
chall:!.e ils facing "i[hiIl3 Minimum Ra nge Enem~ 
fire zone. 

16,51 HOW FACING AHE('TS 
SHOCKCOM8AT 

16.!i1J A unil m;IY only ewculc a shock mlad 
through ils fTOrual hnsidl"5. 

16.52) A un;1 " hich poss<:sses a ll"around facinB 
may Cxc<:ulC " shock al1ack in a ny dc,ired dirl~­

lion. 

16.53) A un;1 may be ,ubjecl 10 a . hock allad 
from any dirCClion. A unil whkh is subjecled 10 a 
shock allack Ihrough eilhera nal1 k or rear he\'\id c 
;, aulorna t iC1111y di'order~od if II is nOl a lready 
disord crl"d or rou led. 

[7.01 .'ORMA TION 
GE NERAL RULE: 
I'o rmalion ;, a lerm usl"d 10 d~ribe eilher Ihe 
ph)'sical deployment or morale ,I~I\I~ of ~ gi"cn 
unil al a )!iH'n lime. T he formal;on of a unil ma} 
be changed Cil her ~ulunl~rily or i n vu l u n l~rl ly al 
diffc renl limes during Ihe ga me. Ho we,cr, a unil 
may only be in one form31ion al a given In'\lal1l. 
Th,' variou~ for mal ion< which a unil mayadopl 
depl"nd on lhl" un iI's Iype:. The formal ion ad opled 
by a unil may ;tffeel lhe ul1il', facing, mOl'cmenl. 
and comb:'1 r:,pab'lillc<. 

CASES: 

[7,, 1} HOW A UN IT'S . 'ORMATIO N 
MA Y HE C HANGED 

)7. 11 ) During the Facing/ Formation P has,· . Ih" 
P hasing P layer may a her the for mal ion of any 
unit he COni rob. The prOCl'SS of cha nging a unit"s 
facing or fOrmal io n during Ihis P haSl" is nO! con· 
,idered movement and Ihere is no MOI'l"menl Poil1l 
CO'I (alillou~h Ihe re i, a one Muvemenl Poinl COSI 
10 d13nl:'-e racinl:'- dnrin~ lhe Murch P husc). 

17.12) A unil may nm change bOlh ils facing and 
fOllllalion during Ihe same Facing/ Formalion 
P hase (Eueplio n: sceCase 7.431. 

)7. 13) A P laycr may ne"cr ,'a/un /arily cha nge a 
unil's formal ion al any l ime l"XCepl during Ihe Far· 
ing/ I'ormal ion P llasc: ( t: ~~e pl io ll ; ~ee Ca~~ 7.42). 

17. 14) There a re 1"0 in~olnnlary furma lioll' 
"hicb ren N;l a un;I's morale '1~I U \; Di\ordcrcd 
ami Rouled. A IIni[ in eilhl"1 of [he<e form a lions 
m3)' " 01 change fOTlll31ion durillg Ihe Facing/ Fo f ' 
malion P hase - ;1 may ollly (;bangc formUlion 
during Ihe Rally P hasc ( ~ee Cas,· 13.2). 

[7 ,, 15) A un;1 ma y be forrl"d 10 adopl 311 in\olu ll ' 
lary form;lIion ;11 ;I11Y lim,' as a rl"SUII of shock 
rombal, a morale ched .• or Ihe Icrrain;1 unil 0\.'. 

cupics (or erosSl"s) in a P hase (St."(' Case<; 10.3 I a nd 
10,6 1) , 

17. 161 A ullil ma), be rired on \\ hen II ~ol ulllari l y 

a l!empl~ 10 chanill" fornlll1ion "ilhin 3n Enemy 
Min,mum Range rire 70ne. 

[7,21 INFANTRY'''ORMATIONS 
T herc arc four d ifferenl volumary inf:u11ry forma· 
lions: cuhl111n, lille, 5quarl", and sk irmish ordcr. 
For more spedfic re\lrklion~ applymg 10 in fan1r~ 
formal ions, 'lee Sc<.·[ioll 8,0, 

[7,31 CAVALRY.·ORMATIONS 
There is o li ly one \olunmry 1:31'alry rOHlIalion. 
Thi~ i~ represemcd b)' I he fa<.:e of Ille ca ~al ry IInit 's 
<.:ounler. Thus, al any given lime. a cllval ry IInil 
will be c;llIer di,orderl"d, rOllled, or,n cavalry for. 
malion. A cal a lry ullil may ;niI131(' a cha rge only if 
il i~ in ca, ai ry formal io n . 

17,,41 ARTILl.ERY FORMATIONS 
)7.4 1) T here arc 1\\0 volllnlary anillery forma­
IIOU'; limbt:rl"d :md unlimbered. An arl illery nnil 
may adopl cilher form :u ion withoul req uiring Ihe 
11!i-C ofa <pecial fOfmal ion l11ar ~ er, Each arlillery 
Illlil i~ b;tck-pri11led so Ihal Ihe frOnl ~ide 
repre~r ll lS limbered formalion and Ihe relcrs<: side 
represenls ull limbered formal ion . T o change from 
one forma[ioll [0 the Ulher, Ihe aniliery unil is 
simply i", en ed durin)! Ihe Fal"ing/i'ormall(ln 
P hase. 

17.42) All anillcry unil may limber only duri llg Ihe 
I'a(;ing/ I'ormalion !' haSl". Ho"c\'er, II IIlay 
unlimber during either Ihe Fal"ing/ Formal,on 
Pha~c or lhl" fI.·lurch I'haw. T herl" i~ no MO"l"mcm 
Poinl COSI to change fOrl1la lioll during the Fac­
,ng/i'ormalion P hasl", bUI in ordel 10 unlimber 
d uring Ihe March Ph~<c Ihe a rli llny unil muq ex­
pend one M",el11l"111 Poinl. 

17.43) Each lime an 3n illery unil changes forma· 
lion, il is also permillcd a free ehau!:,e o f facillil a t 
no addilional Move ll1 em PO;nI eos1. T hul, unlike 
olher un;l'i, a n arlillery unil i\ a llo " ed 10 cha nge 
bOlh ils f~ cing and forll1alion in Ihl" .sa me Fa,." ­
ing/Formalion P ha w. 

17,44[ An anillery ballery ,11 limbered for malion 
may mo,'e bUI nOl fire. An arl illery ballery in 
un limbt:rcd form31ion ma~ rire bill nor move. A 
hal1cry in eil hl"r formal ion may cha ll)!l" ;IS faei nl!. 
during lhe Facil1g/ Form:u ion Phase. 

)7 .451 The un limbered sid,' of an art ill ery unil in­
dicale~ Ihe original GUll Sifengih and Firepower 
Raling Iw..' Case 2.2) of lhe ballery. The limhered 
,ide indicllle, Ihe Comba l Slrengl h a nd Effec· 
livenl'Ss Ra til1g of a hYPOlhl"tlca l "crew" per· 
manenlly :llIaehcd 10 lhe ba llcry, a' " ell a. lhe 
u nil', Movell1enl Allowallcl". NOll" Ihal a erl"w"~ 
Comb"l SIr<·uglh i~ only laken InlO accounl in 
.hock eomba l _;1 ma y never fire. 

17,461 Due II) a morale cheel:. . an ar l illcry ba llcry 
may be d ;sordered bUI il may newrbc rou llod (re~d 
a ll roUI re,ulls as disorder). 

17.47) A n arli ll ery uni t ;~ SUbjl'Cl 10 ull normal 
Mo'emenl Poil1l CO<1S di.:1aled by Icrrain (UCCpl 
\l'h<'11 using Grand " aCl ieal M o~c1lle ll l" Case 5.2). 

17.51 COMMA ND UN ITS 
17.51) There i~ only one command fOrmal;On, 
\l'hich is rcpresemed by I he face of Ihe command 
IInil il,elf. A command unil nlay be C;lher "nor. 
mal" (deployed on ils fronl side) or "rednced" 
(deplo)'cd on il< reverse side). 

17.52) Command unil' may be ncililcr d isordered 
nor roull"d (a llhou!:,h Ihey arc considered 10 be 
"uufoT11llod . ",,~ Caw 7.6), I f aeomma lld ullil is 
Slac ~ed wilh 3 unll Ihal i) forced 10 relreal, Ihe 
command unil aUlomalically al'eomp;lIlie~ Ihe 
relreal;ngu niL 



17.6] UN FORMt-:U UNITS 

[1.61 1 UOil1 "hidl :HC di'ord<:r"d Ill' rulllcd ar~ 
"Ullfl'rmcd" unit,. When:1 unit i, r"rwd Wad"l'l 
(Inc <If Ihc,~ I\'rnmli"n\. Ihe :.ppn'pri:tlt' m:,rh" i, 
imm,'1.l;alely pbet"d ''Il Inp of I he ulli!. 

]7.621 A unil', n"rmal form:t1101l i, "Ir~rcrdcd hy 
"'UI '" di,ordl'r. Fill ,-""mple, if an il1 f:IIII') unil 
in 'quare fn,m3li"n I><'c<'mt'" di'''l'd.·t<'d, Ill<' unil 
" aUiU"'allcally u"f""",:d - " " ,,0 I",,!!t"r ,n 
'qu"rc rmmal ion. 

11.631 E,eepl durin~ Ih ... cuur", ,,1' Ihe Fa.: · 
1I1I./ / h""'3Ii"" rh:llt'. all unil< q:lc~cd in I hl' ""'''' 
hn aUlumllllcally ud"!,1 I"UI ,'rdl"'l'dcr al Iht" IU· 
'I3nl lmy unil m Ih,' ht", I' roull'1.lllf d""rdnl'd. 
Slm,larly. allY un" C11l1'rin~ a hl'~ ,,;1 h :11' lI"f"rl]1. 
I'd unil :,,1,,1''' 1hal runnali"" immedialel). 

[1. ft.l 1 A 'lnmi'h 111111 i, al"[I)' ,'un,idl'l'ed a 
di'ordered f",malloll. Thu" II limy nCH'r Iwclllllt' 
dl,ol'dert"d due' III a momle ,'hed fil Gill nnly ht.' 
muled dIU,' In" che~~). 

]7,651 Wh"n ullfnnned. :If] :lfliller) lin" 111all1· 
I:" n~ ii, r".-in!, (we C"" n.131. 

17.11 FORMt-:U UNITS 
Allunil' aI"" 'fl'flued" nCl'pl lhl"e m d""nkred. 
flltHed. ,~irnll,h. ('I cUillIlland form:mun Iwe 
("3'e7.(,). 

IS .OI INFANTRY 
FORMATIONS 

GENERAL RULE: 

There ~rl' r"ur, "lul1l:IfY Inf:uury l'''rm:1! ""''' col­
umn. I",,·. 'qu~re, :on'll '~"mi,1I <lnkr. F;.d, 
ballah"IHi/e IUfallll)' unil i, h"c~'rrinled '" Ihal 
Ih., fHlnl 'Id,' of Ihe c.'unl,'r "'pre'cnl' Ih,' unil in 
,'.,lurnll f"rmalilln ;md Ihe re'cr,,' ,id,·III,'UI1;.;n 
linc form3lion . lu ~,'ncral. 1<1 ~hange fwm ,·plumn 
IU line or ' In· ·"er'a.:1n u, rllnln unll i, 'Imp1\ Ill · 

H'ned du rmg Ihe 1':ll'llIg h'rm:III1'n Ph:"e. Dur· 
ing Ihi, Ph"",. :111 ;nr~llIr)' h:01l1llion UH.) :,.'" 
dl'lach a \ ar~ ing IIl,mixr ('fTroup SI renl'lh 1"';111' 
I" ollCr~II' "r '~lnlll,h furmallllll. de[lCnding ,'n 
Ihe unil" Iyp.:. /tl/anlry /IIr;IS mu)' chml):t' Jormo· 
liml "olllll/orily or dnucJl skirmisll Troop Pflllm 
mlly lillfln!! IiiI' "'u('inj!./Fr,rmuliun Ph05t!. Inf:1I\· 
11\ IInil' " hidl [lIe unl"ntlt'd nHl} ~hangc f .. nn,,­
I ion ,ull)' duril1g Ihe Hall) I'ha'e, 

CASES: 

]8. 11 t:O I.UMN FOH:I\1ATIQN 
I he ,,,Iumll formatiull "f an infanlry b3I1ali,," i. 
rcpre'l'llled b~ Ihe fW1l1 of Ihe unil ,'UUl1ler. Th,' 
,\h"emt"111 AII"""nc" "r all II1fanlr) cohrmn n · 
" .... d. ii' 1",<: 1"f"Hlllon 1\1,"'cmenl I\11II\':lI"'l' h~ 
,,"e, 
III.!] LINt: FQH:I\1ATION 
The lin<: furnmli."r of an infal1lry ballali"" i_ 
rqJfe,enled hy Ihe h ... ~ (,I' lin' L1nil ,·ulIl1Ier. en· 
lain unil, fL'quirc Ihe IIW "(,, 'p"";,,1 "'3r~cr "hen 
Ihe) adopi line (we ('a.c H.3). 

(8.3] t: XTENnt:n LINt: t'O H: MATIQN 
Whe" an infanrry unil adopls line formation. Iht' 
use of a special e_'lended line formal ion marker is 
requirt'd und~1 eilher of Ihe following cir· 
eumSlanCe<;: 

I. The inf:OlJlry unil is a Bril ish or Hanoverian bal­
la100n "ith an origll1al Err~'eli\ene~s of grt'arer 
Ih3n 2 and II ,'unenr Troop Sirengih of 4 or 111orc. 

2. The infanlry unil i~ not liSled in,.1 (abovc), and 
ils curreul TtoopSlrcuglh issixor more. 

If lle;lher of Iht'Se circumstallr;:t"s is applicable. the 
unit may form line Wilhoul an ex tt"nded lil1e 

marker, NOle: An c.'tcndt"d line may nCl'er be 
formed acr05s au obslrueled lenain ht"~side. 

18.3 1J If an infanrry uilit in line fornmlion is reo 
quired 10 usc an eXlcndt"d linc marker. this marker 
mUSl be placed in ont'oflhe IWO he~cs adjacem \0 
Ihe unil's nank he,sides (position lhis marker's ar· 
row so il fact"s lowards its " parenl" unil). 

t:XTt:Nl>t:U LINt: .-OKMATION 

_ l3x;111U111 R ge Firt" Zon _ 

_ Mini m Rauge Fi Zone _ 

Flan k 
Hexside 

Flank 
H e~sidt" 

18.321 1'01' all eombal and morale purposes, an e,~­
lended linc is 31ways I re~led as II single unil which 
po~sc~se> it~ curr~nr Troop Sirengih and Effec­
liveneliS in each of Ihc IWO he.xes il occupies. When 
fired upon, a linc of sighl may be Iraced 10 an ex· 
Icndcd line in t'ilherufits Iwo helles. 

J8,331 An ClItcndt"d line is aUlomatically 
disordered when: 

I. At Ihc cnd of a Phase (excepl lhe Facing/For· 
ma tion Phase). il is Slac~ed wilh any olher non· 
cmnmaud unil in eilher of Ihe Iwo hexes il oc· 
cupies. 

2. I r eil her hex it occupies is 311 obstructcd lerrain 
hex. 

3.[mmediatd)' before il alempls to e'('Cule II shock 
311 .. ,k, 

4. Whcn cilher Ihe markcr or the ballalion unit 
~hange~ ils facing. 

S. Under an)' circult1\1anCt' Ihal would cause any 
Olher formed unil 10 be disordcred. 

111,341 AI Ihe instant an eXlcndt"d line formal ion 
becomes disurdered or roulcd. Ihe e~lended line 
mar~er is immedialely removed from Ihe map. 
The unil ec" .• es 10 ocrupy IWO hexes. 

18.351 AI Ihc inSt3uI Ihe currc ll! Troop Strength 
of a unil is reduced Ix"low tht" slrenglh which m3n· 
dales lhe usc of an extended line marker. lhe 
marker is removed. 

JII.361 An C, lendcd line possesses a unilary Mo~e­

menl AlIo"ance ~nd moves as a single unil (use I he 
unil" hnc formal ion Allo"ancej. When rno~ing, 
311 eXlended line aClually t"mers 1"0 ue" he, es. 
The he:>. "ililihe hi/:hesfcosl is deducled rrom Ihc 
unil's Movement Allowance, [f either Ihe marker 
or Ihc ballalion unil changes ils facing within a 
he,. Ihe unil is inllncdi31ely disordered (sec Ca,e 
8.341. Thus, "wheeling'" automalicall), disorders 
:111 extended line, 

J8.37J An ntl'ndt"d line may be atl3dcd in shock 
I:Ombal in ell her hex il o(:cupit"s. 

I . If il i~ altaeked Ihroul:h a fronl:,1 he_,.ide. Ihe ai­
lack i, resoll'ed eilher agll ;n~1 Ihe hex ocrupied by 
11le ballalion unil 01 Ihe he_\ occupicd by Ihe 
marker. 

2. If allac ~ed through" n;luk ('I' rear hc.,sidc . Ihe 
c~lended line is immt"dialely disordered and ils 
marker rcmolcd (see Case 8.34), If Ihe rcmoval o f 
Ihe marker makes Ihe al13ckiug and dcft"nding 
unilS non-adjaccnt, Ihe al:lcking unit' muq pro­
ceed 10 cnler Ihe he_, forme rly o<:cupil-d by Ihc 
marker and resolve I heir shod alla c ~ al;ainSI Ihc 

d isordered ballalion unil. (The allading unil may 
frecl) .. djusl iI' racing "hcn it ,'llIer_ Illi, hn 10 

enabk iliO ;ul;ock Ihe b:l1lalion.) 

[11.3111 When ;ln C~lended linc eXt'CU1CS a shock aJ· 
lack. it i ~ aUlomalically disurdert"d prior 10 Ihe 
re~olul ion or Ihe combal. [1.\ m:l fk er i. immedi3le· 
Iy rcmoved ( <;CC CaS<' 8.34). Ho"evcr. if the defen· 
ding unil "3' unly adjacenl 10 lhe he, OI.'Cupied by 
Ille m:lrker. Ihe disordered alwckiug ballalion IInil 
may be freely re-positioned in Illc hn llle l1l~r~cr 
had ,,"ceupied iu order to rl.">olvc Ihe .ho<:k amwk. 

18.4] SKIHMISI I t'OHMATION 
Du rmg the Facing/Formation Pha_sc, infanlry 
Troop Sirengih I'oinrs fl'presenting infanlry ~kir_ 
mi~h forma1ions may bt" del ached from ballalion­
<i/e unil< ~onlroJlt"d b)' lhe Phasing P la}er, 
Al lhough detachment uf <);irnrish furma tiono; may 
'JIlly be c\i.'<:ulcd during Ihc Facing/Forll1allon 
Phase. I he procedure i< nUl cousidered a drange of 
for1l1alion, Thu', a ball:,lion may ~h:lI1g<: either ii' 
f3cin@ ur fUrmalion dllring Ih,' <a me Pha'c in 
which il del aches < ~i rmi,h formal ion,. 

18.41 1 Whl'n Troop PoiJ1l~ arc delaehed from ~ 
baliaiton. Ihe unil', current Troop Slrcn~lh i~ 

reduced by one point for each Troop Poinl il 
d<'lache_. DClaehed Troop Poinl~ arc indi~idually 
represc:meoJ by infalHry ,~irmish (ormalion com­
bal ul1it~. Thew marke", (heuccforth callt"d "'~ir· 
tIli,h C(1mpanies"j are placed un lOp ofalilhe unil" 
'tach,{! in Ihc hn occupit"d b)' Ihe ballaliun 
d,'ladring Ihern. 

J8.42J A lighl inJanlry ( I 1) ballalion {~ec Ca~e 
2,131 may dClach all of ii' Troop Slrenglh into 
5ki"ni~h ut1it~ (e"en if di~ordert"d). A bal!alion 
which d"lache~ all or ii' Troop Slrcngllr inlO s~ir_ 
rni<h cornp1\ nic~ i, retl1o~ed from Ihe Ulap and an 
equl\'alcm Ilumlx"r of skirmi~h ,'omllanic, replacc 
it in Ih,' he.\ lht" unil (Kcupit"d, SlIl'h a unil may 
Ul'~er b<: rc·formed. 

111 .431 A full·,1 r ... "glh non-lighl infantry ballalion 
"ith an lItigiual Effl"Cliveness RaJ ing gr.'alel Ihan 
Iwo IIray delach .. m .. ~imum of one ~ ~ irrni~h unil 
per J!:ame. nen ifil IS di~ordered. 

18.441 An infalllry ballal iot1 wilh an original Ef· 
fe~lil'ene's Raling of 1" 0 or le<s may ne\er delach 
skirmish un lls. 

[11.451 In addition 10 Ihe restrictiuns uf $crlion 
5.0, Ihe mo,emenl of ,~,nni~h unil' io; re\1 riCled 3' 
fuliuw,: 

I. They 111ay i\e,er I'olunt:lri!yenler Iht" .\linimnrn 
Range fire zone of a for111ed Enem) infanlry bal· 
la[ion, unle<s Ihe he, lhe ~ kirmi\h unil i~ movin!! 
imo i, ob,lru,'lcd or "prolccled" (sec Caw 1 0.~3). 

2. They m;ly enler uny non·pund hn al " eml of 
one MOI'emenl Po;nl (c,'cn "hen cro,sing an 
ob,nucted It"rrain he~<ide) , 

18.461 The number of s ~ irmi.\h unils availablc 10 a 
Pla),er is ~Irtctly limlicd 10 Ihose prO'ided in Ihe 
<'ounterll1i ~ , If no more Friendly ' kirmi'h unit~ arc 
available. Ihcn Ihey may nOI Ix" delaehed. 
Ho"c''CT. ~kirtl1is h units thai ha~e been dimin:llcd 
become 3vailablc for use imml-dialely upon 
eliminalion (t: ~l'cption : sce Case 11 .43). Skirmi,h 
units :ore bad·printed Wilh various gillne markers. 
Skirm ish unils always h3\'t" priori ty in u'e o'er 
IIK">e markers, For c~ample, if a Playcr has u,ed 
all bul one skirmiSh unit aud that unil i\ currenlly 
beiull u'<Cd on ils re\er<;e side as a ca ,'alry eha rgc 
m:lrker. the ollning PI3yer rn3Y immedialely 
uli lizc Ihal s ~ irrni~h unit if he '0 de~ire'. To do so, 
he would replacc Ihe cavalry charge marker "ith 
any eonvenienl indicalor (such a.s a coil) or u bl:onk 
counlerl . J f game mar~ crs arc not availablc for use 
"hen ~alled for. I hcir fLinelions may a/WQ}'s be car· 
rit-d oul (i.e" ~a v:llry eh3rgC'!;, square,. ur eXlt"nd· 
cd lines). 
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['.411 In addu ion 10 thc: rcs1r icllon~ of XcHon 
12.0, 11\(' 'hod combat capabl lnic:s of a ,kl rmi\h 
COnlpan) arc rtslriclw as foIl0"'5: 

I. II rna) nCH'r (', ccul", a shod. auad agamSI a 
formtd Enemy unil (all hough Ihey may aglll\\1 

d"ordered. rourC'd. and \kirmish formalion9. 

2. It Tt'I."CIIC\ no benefit from command u nliS. 

3. It Irear , " I)r" and " Orl" n.'s lI l1s D~" R" le<iuh, 
( It 1< neit her di'ordcred 110r rouled dill' IU il "01" 
result, ullhOIll!\h II one Su ength Poin! lo's is co iled 
for). 

4. II I~ amorn:mcal1ycon'idcred d;'ordercd. 

11I. 411 J In ;add,lion 10 Ihe re<;lrIcl i()n ~ of &-.;liol1 
0.0, a ' ~ Irml\h com pan) 's morak jl affected by 
the folio" Ill!! ~ f1'C'Cial rules; 

I. ')uring Ihe Rail) Phase. roulinl! skirmi'h com· 
pani"" COntrolled b)' rht' '>hasing Pla)l'r aTC 
:lulom:lIil';ally rallied if nOI in 111(,' fire: LOlle ur all 
Enemy IIml. Tiley do nOI require Friendl) com· 
lII~nd IInil' . 

2. \\ hen a ~~lTIni~h C\lI1lP~II1 Y'~ 1I10ral;: i'i chl-.:kcd. 
if Ihe modified die roll e\(ccd< the un ii', Lffcl" 
1I','ne" Ihl illg, It roul\. 

(11 .49] Onl"(' a \kirmi~h compan~ Ita\ beell delm:h· 
w, II may uc'er be "relllcorporaled" inlO ~ny 
Fricndl) 111111. 

' I)I~: LH~n Iliough Ihe Alliw army i~ (llUlpo\.C'd of 
'arioll' nalionulillC';, all Alhl"d <"irmi<h IIlIil' arc 
unifonnl) colored. 

[8 .51 SQUARE FORMATION 
A square reprcscnts a formalion wlt ich Infa nlry 
"ould adopl " hell tltrealenl"d b) ca"a lry. Ollly m· 
fanl ry ballalion, ma~ adopi squa rc. 

18 .5 1J T h,' ~unrc formatio n of an in fanlry "~tI · 
lalion '" reprewnted b) placing a ~quarc formation 
marh'. 011 top of Ihe baltalion unit ~if Ihc b:,,· 
lahon had Ix·.m ,II e'lendt-d line. II", marker 
"ould Ix rl·mo •• -dl . 

(1I .52J During Ihe Faeing/ Formation Pha'le. a 
jormffl infantr) battalion in column or line (cithcr 
type l may adopt sqU3re formalion (an e\lellded 
line may form III eulln of liS t"O ltc:\e~ l . \\ hen a 
<quare marler i, rcmo.cd from pia)'. the battaliun 
unit mU<1 be II1lhe ' ame formation ,\\ Ihal in" hlch 
II "en! mlo'quare. 

(11 .53] A battalioll 11111) nOI adopt ,q~l a le forma· 
lion in an ob"fu.:ted Of "proleclcd " ~,cc ("a~c 

IO.SJI hf.'~. 

111 .5" 1 Whf.'n n unil adopl' ~quar~ forl11atlon. aU 
ollt('r non",;ollllnllnd unil~ In Ihe hn mu,1 al,o 
adllpllhi\ formal ion. 

111 .551 A -.quare po~w~\.("; all ·around facing 

111.561 A \Quarc PO~<f.'~ a ~l'rQ Mo'emel11 
,\ lIo"ance. 

(1I .51J A 'quare i5 a l"a)\ a CI3~~ I rar~el for fire 
combal puqlO<e\. 

[9.01 STACKING 
GENERAL RULE: 
Durms the \l arclt Pltase (onl)!. Ihe Plta<illl! 
l'la\cr nla) rrorgamlc Ihe IInil ~ he c\lnlfol. b) 
'lal'~1II1! or IIn<ta .. • .. 1II1.1 unil' \lhich o\:cup~ Ihf.' 
,arne he,. Smdllll! \lr unSlad-.i1l1; ne'cr ,-"pend\ 
\ lo'cmel11 POInl<. 

CASES: 

(9. 11 l\IA XIM UM STA CKING 
UMIT ATIONS 

]9 . 11 1 T he Illwl num\ll.'r of T roop Sirengih Poilll~ 

"h,.:h m:ly I:>e ,Ial'ked in a \inl.lle It n a t allY I/.I'en 

IIISlan t is limiled Hccord in,l 10 Ihe Iypes o f un its 
beiug Slacked and Ihe terram In Ihc occupied Itn. 
These ma~imum \Iackin@. limits arc prC<f.'ribed a' 
(0110"'5: 

I. T he ma~lmum number of mfalltr) or anil lery 
Strf.'ngllt Poml~ Iltat may occupy a clear h~~ i\ 18. 

2. T he ma.\;mum number o f clI la lr) S1tCnl;lh 
POinIS" hich ma) occupy a cl~ar he~ i< 12. 

3. T hf.' max imum I1l1 mher (lfStrenglh POIIIIS" hich 
may occupy an Ob~lrucled he, i, 9 (E.u-C' pt ion : A 
Bril islt G uard, bal ta l,on " lilt a 51relll.llh of grf.'aler 
Iha n 9 may <x'cup)' ~u~1t a !tn ). 

19 . 121 Slacking 1;l11il\ are in crfl."l:t :II all limc\ 
throughou t the Game·T urn, ~'en 111 Ihe t'{lUT\e o f 
a March Pha~e( I-. , c~pli"n : we Case 9.13). 

I'I. U I T he slacl ing limil of a g"en he, mal be 
,iolated al an) timf.' \\ilh,n Ihe restri .. ·tlon, oftlte 
folio" ing pt"nailles: 

I. All units 111 the llppli"'able It"" a rc irn media lel} 
dl<ordcred ~t r ~Iready di,ordncd - or in ,kirmi~h 
forma l ion-I hey are rouled). 

2. T he ma ~ imum IIlliuber of Troop Strenl.lth 
1'01l1t, II hldl n1 a~ part icipale in firf.' Of \hock com" 
b31 rna} not e'ceed Ihe he,', \13Ckinjlli mlt. 

111 . 1"1 A unil'~ cum:'''' Troop Sirengih i\ counled 
for~lac k in~ pllr~~. 

111.151 Command uni" do nOI po~wSS a Combal 
Sitengih and do nOl eOUl\1 1Ijlall1\1 ~Hlcling hmll~. 

(11 . 161 Informalional counler. do nt)( COUll I 
agal1lsl Ihe slacl injllinni. 

]9 . I7J Frif.'ndly Untl' uf differf.'nI nalionalili .. , 
may be ~tach-d 111 Ihe ,;UllC hn. All non· Frendl 
IIn;l\ a rl'considcrl'd Fncndl) 10 cadi Olher. 

]'1 . 1111 Enenl} and I-r lendly l rO(lp Slrcn!!.lh Poi rm 
mal' ne'er occupy Ihe 'aille he~ al ;Iny lirne dunl1~ 
Ihe game. 

19 . I'I J Horse arti lkr) i\ CIIn\ldcrl"d an artilier) 
formal ion. nOI a ~a\alf) fllmlnl ion. 

[9. Z[ HO\\ STA CKING 
AHH.:TS MO\ f:Mf:NT 

19.! 11 Stacktng and IIn~lndll1g operalion\ are 
pcrmil1f.'d only in 11lf.' Marl'h Pha<;c. Durin!" all 
olltcr Pha.e<, Ihe order in ",hl\:h unil, 3re 'Iackf.'d 
ma) nOI beallcr .. d . 

19 .22) Tltf.'rc i\ n~'er an addilional Mo"emer!! 
Point COSI !<)""c ~ Of u n\l;IC ~ UIIlIS. 

]'1.23 ] A .Iack of Ilnil~ may be fired upon if it\ 
'lading order i~ rearranged "ithin a \l inimurn 
Ranl!e Encmy fire ~onf.' (~rc Ca\l' ] I .U). 

[9.3[ HOW STAC KI NG 
An·H .. TS " AU NG 

All Friendly Unll\ , taded in Ihe \ame hf." mu," 
face in Ihe _amedlfC'Clion. 

[9 .4[ HOWSTA CKING 
A Fn:c r s FORMATION 

1'1.41 1 AI Ihe end of any I' h;lsc (ncepl thf.' Friend · 
I)' Facing/ Formal ion ]> IHIW). all Ilifalitry. ca' airy, 
or arlilll'f) unit may nOI be 'lacked " jlh any othef 
Unil e\Cl']l1 one o f il\ o"n 'YIX' (i.f.'.,infa nl ry 3nd 
Infantry). HOlle,,·r. commaud unll, m~y freel) 
,tack" ilh all) Friendl) format ion. 

19.421 ,\ 1 thf.' end of an)' Pha,f.' (nccpl Ihe I- r;f.'nd· 
I) Facing., Formalion I'lta \ .. ). infamry unit< in dir· 
ferent formal ion' ma) nut be \Iadl"d in Ihe ..... me 
hn. 

[9 ... U ] ThrOUllhOIlf all I'ha<C'i. unll~ arc al"a)5 
'ubje>:1 10 \13l. kinl.l hmit:ll illu, (\l'eCa\c 9 , I I). 

['J.4-11 Durinl!- Ihc C()IlfJt of a Fril' ndl), March 
P h;I'e. un;" may fredy nl0'e ll\'Cf Of Ihrough 
olher l-riel1dly unit, \\ uhoul pelHilt~' , "il lt 1"0 n· 
~ep l;tln;,: 

I . A ea~alry IIn il may lIeler en ter a hf.'~ OCCU Pied 
b) arllllfarllf)' unit or' ICC \cr<;a . 

2. Staclll1g hnms mu~t be obscned al all l1m("S 
dunng all P ha\('$ . 

See Ca'e~ 9 '-&1 and 9.42 for the rntnclllln~ of hll" 
UIlI1\ mll,1 ('nd Ihe March I'haw. Unl1~ U\1I11!­
Gmnd Taclical Mo\('mf.'nt may mo,e OH'r Of 

lhrouglt oth"'1 I' rlenld,' units subjcrl to Ihe rule, of 
lhi~ Ca\('. Unit {aCing i5 irrek"el1l "hcli mO\lnl!­
over o lhcr I- fiend ly unils during Ihe March I' h;Lle. 

(9.5[ IIOWSTA CKING 
Af·n X.T S f'lRf: COMIIA T 

]9 .5 IJ On(l' Iht lOp combol una Slu('k~/1n u ht,· 
1110." rnllU/lt In fi rt combo! (t:\ft lllion: \c.'t' ea\(' 
9.54) 

19.52] Strength I'Olnt 105l0C'S resulting from IIIfan· 
Ir) or artillery fire arf.' mmcted on Ihe topm0\1 
combat unil in Ihe hf." . If Ihe 10rmO'lI UIIII i\ 
r<-doced to Jefl) Slfl"l1l;lh 1'01111" " i, imntcdl3tcl) 
renlo'ed ffIJmthe map a nd an) addiliol1allu" i~ 
inn'CIl-d 1m Ihe Ill'" 10pmo\1 Ul1l1ll1lhe h,·\ . If a 
fire rc\uh cal" for lu~,c~ 111 nce" of Ihf.' 10131 
numh"r of 51 r"l1gl h Pl'int~ ill Ihe h('" 1111 Stn'nl.llh 
I' (,inl' in Ihe h," ;tIC eli mil1al"'d and e\~f.''' 1(1''''' 
arel~llored 

19.5JI If a command unil islhf.'IOpmo<;l unil in Ihe 
1arllel he\. Ihe 10pmOSI l'ombal unil under Ihe 
command UJillma) <1111 firc and 11m'! ,uffer lu\w, 
normally . Command unil~ ma), ,uffer due to an 
ad.er~e ,'ombal rf.'<nlt «cc Ca<;.e 11.321. 

19.5-11 More Ihan one ' kirml,h wmpully mll' fire 
from Ihf.' \3me he, ('Ce Ol~c 11 . 131, ;lllhtlngh Ihe 
'lad mll'l fin' 3' a Sll1l.1le f.'nlll~' al a "nllie 1;l lg('I . 

[9.6( 1I0WSTACKING 
AFn:CTSSI-lOCK COMIIAT 

1'1 .(111 Unit' \t;I ~~ed in the ,alne he' ell@3!!e 111 
\hud eombal a, 11 ~j ngle, irldi.i,ible group. All or 
Ihe T f(lOP 1'01111\ <Iac" cd in a hc\ are 10lalled 1II1() 

a \i nl!le co rn billed 'Irenglh lind Ih;_ (umhll1l"d 
~1rengl h i, u\ed 01 df.'lernnne Ihe "pcrcent"ge 
ralio" 111'0" cd 111 a gl'en ~It(l\:k (om bal. 

19.621 \ \ hen \1acled unit\ cnllage in 'hod ,'urn· 
bal. Ihe l: ffecl"en~' Raling of Ihe IOpmU\1 
ddf.'lIdlllJ! unll 1\ ,ublracted hom Ihe Ll II."I: · 
l i 'cnf.'~' Ra linl!- of Ihe lopmo~1 a llllckllll! Ullil in 
ordn 10 d"lefllllnc Ihe differenllaluwd 10 r"',ohc 
Ihecuillba t. 

IIO.OJ TERRAIN 
G ENERAl RULE: 
The lermlll ff.'3IurC'\ on !he map hale 'arlin, cr· 
fl."l:l' upon mO'CI11f.'111 and combal capabill1lC'\ (If 
th" COl11hal ul1i" "It .. h arf.' Ihoroughl) npl;lint-d 
111 Ihe follo"llIl! Ca.\C'i . All tf.'rrain fealure<; 
de]llcl<'d 011 Ihf.' llIap are graphK;IH) Idcnllfi .. -d on 
Ihe r<'H;till Key I'ce mapl. 

CASES: 

I IU . l ] n :RRAIN f' EATURES 
110. 11 1 There arc fuur di~litKI 1) 1)('<, of hnc' 
cltaracl"fl/ed b) dlffercnl lel'fain fealu re<>: dcar, 
'"~l11p. ,ofl CU'f.'I. and hard CO'cf Itf.'\(,,;. A he\ 
"hl .. ,1t c"mall1' a bUlldinJ!. §)mbol" al"a), a hilld 
<.'O\er he, . A It('\ "hich oomaln<,any "o()(h ,)m· 
bolOI!-) 1\ al"a~, a 'Ofl CO'f.'r he\. S"aUlp hC\e~ 
!x'ar Ihe '" amp,~ mbolog) . t\ he\ "hi~h Clllllal11' 
no "oo(h, bui lding. or <" amp wmboJ'i i< a ~k;H 
hf." I re~ardlc<'\ IIf Ihe lerra in ~uperimp()\ed al'''11.I 
;11l} ufit, he"ideq. Ihrd a nd 'oft co'er he\~'" ;.re 
rc(crt<'d IU ;1' "ob"rUl'1l-d l~rrall1 he~e'" 111 Ihe 
fuUu"inI!CHW', 
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[It.121 Tlwre !Ire 1"0 diSlin~1 Iypes o f hnside< 
characlerll<:d by differenl lerrain symbology: soIl 
core, he:CSldes (repre<ellling dildu:< or hedge') . 
and SI'CUIII h~x"idcs. Sofl <.:O~cr h<,~~ides are refer­
red 10 a~ "obSlrucled lerrain hnsides" in Ih~ 

fono"ill~Ca,e,. 

I IO.IJI In Il'rm~ of ground elN a lions. Ihe map;~ 
divided into SI','1'1I hei!:!hl Ic"cis each of "hich 
r~pre\t:I1!' ",'uli,'1' eic'Mioll in Im·ler~. Le'cI 0 i< 
Ihe 10"c'l ~rUllnd on the map; I evci I is 5 m~ler' 
hl)!her Ih~n I,e,d 0 lmd is rcpre<cnled b) any hc~ 
,hO""I)I 3 I.-ombinal;on of Le'c! 0 ~nd Le,eI 2 
symbology; Levell is 10 metcrs higher Ihan Level 
0; I c"cl 3 is IS mCler< higher Ih;1I1 I c'el 0 and i< 
represellll-d by an)" hn <howl fig a comhination of 
Le'cI 2 and Lc'cI 4 ')'111bolo~y: Le,eI 4 i< 20 
nH."tcr< h1llher I han I.e' <:1 0; Lc"el ~ j, 25 mcte rs 
higher Ihan I.e'cl 0 and;, represenled by :1I1y he\ 
,howi"g a combm31;ol1 of l.e\"l~1 4 and L<"el (i 

'~'111bolollY; Ll',el6 i~ JO melers I!!!"her Ihan LI."cI 
O«ee Terrain Key on map). 

[10.141 Full wood\ hC\c< po,ws' no heigh I Incl. 
The cie"al ion of Ihl.'sl.' he\e, i< Irrl"ie' ani. 

[10.21 liOW TERRAIN 
An'-ECTS MOvt:MENT 

110.21 1 Regardks, of formal ion. al1l1nll< 111U<1 
C'Il('nd 31 leasl om' MO\l.'mCl11 Poilll< 10 cnll.·r a 
cleM lerram he' during Ihe :-'1 ar~h Pha,r. Toentel 
olher types of hl."c< :uld/or I.'ro~< certalll types of 
Ile,,,dc' . 3 unit may he reqlllTcd to 'pend l110re 
Ihan line i\ lovcmcl1l Poinl (E\t·t'I)t;nn; <ec Ca,e 
IO.2f». 

110.221 I\. unil mu'I npeud I \\0 1\10' emenl Point< 
10 <·nter an ob~lrllc!cd I1c_\ _ 

[ IO.ll[ I\. un;1 1T1I.l,1 expend Olle addilional ,\ ' \l\,e­
mel1l Point 10 ~ros< an ob<lruclcd Inrain or a 
<lTl'am hn.i(k. 

[10 .l41 Ca'alr~ and artillery lin its ma) 111"'1" 

CI1l<,r "'amp hC\cs. I lI f~nlfy ullit, mU,1 e\pend 
1"0 i\lolemeni l'oim, 10 <'1l11'r 3 "",,amp 11c\. 
S" amp ha< no effect Oil fire or 'hock combat. 

110 .2S[ 1\.11 i\IOI~mcm Po;nl I.·O~I' or penalties are 
~umulat;'c. 

[10.261 Command IInit\ find ,~irmi~h fOn1\;lIi,,"~ 
may enter 3ny hn al a cOSt of one Movement 
I'oinl (they ignore all tcrra;n penalt;cs). 

[10.271 i\lolcment" hich 0<:~ur5 during any Phase 
O!hCf Ihan the March Pha~e ne'er rcquirc~ Ihc cx­
pendllUre of i\ Iovcmcnt Poinl " 

110.2!!1 Unil > mal nCler I.·nler a full or purti~1 
pond h(·,. 

[10.29[ Therc i~ 110 1\10' emcnt I'oinl CO'll for go­
ms "llphill" (from one I clclloa higher Lcvel.) 

(10.31 Iwwn:RRAIN 
AI-· .. ·Et.:TS FORMATION 

IIII .JI I I\. formed nnil i~ autornali1.·al1y di<ord<'n-d 
",hen il cnltls 3n obS(rw.:led tcrra in hc\. ( If thc 
IInil ; ~ an e'lended linc form3lion. it i, disorder('d 
if cil h~r hc' it {)ccnpk~ is obstructed.) 

pO.J2J 1\.11 infantry unil rnay 1101 adopl ,qU:IfC 
formation III an obSlructed lerrain hn. 

I IO.JJI lJi\urder may not bc r<'l!1olcd From a IInil 
"'hich o;;curie5 an obSlru('led lernlin he, during 
Ihe Rail)' I' ha'l' . Roul may be rcmUl'ed from 'lich 
:I unit (<t"e ('a~e 13 .2). 

[I0 .J4J I\. unil i~ disordered if it cro~'e< an 
Ob<lru~lcd I~rrain hc\side and thc hc' cllterl'd a, a 
rellill of this mO\CmCUI i. in llic Minimllm Ranj!.c 
firc lone of ~11 Enemy unil (t-:.w rl1liun: Sec Case 
10.35). 

110 .351 Stream hC\sidcs Of <wamp hcx("; ne,er 
d isord<'r an~ unit when crossed or cnlered. 

[10.41 HOWn:RRAIi"/ 
AFJ.' ELTS OBSERVATION 

Theabilily of a unil to sec another un II onlh(' map 
depends on lhe facin)t of Ihe sighting unil and Ihe 
tcrra in Ihat lies betwcen lhem. ' n o rder to d<,lcr­
mine if one II I1;t can obo;er,e anothcr unil. P layers 
should carefully follow this procedurc; 

I. I.etermine Ih .. facinl: of Ih ~ sil:htinl: IIn;l . I\. umt 
may only see Ihrou!!h Ihe he"ides which it face'. 
I\. IInil rna} ne'er trace a Line of SiShl II OS) 
Ihruugh iI' Bal1l or rcar hex,idcs. " IInil whIch 
p<>"e"~e, all -arollnd facing ilIa}, ,cc in an}' dlfce­
liol1. 

2. \)t' lnmine Ihe LOS hl't .. ~en Ihe ~ ;I: hlin l: un;1 
~ nd lhe unit il i ~ Ir);n): Iu obsen 1.' . T hiS i, perform­
ed by \'isu:lliling a perfectly <traighl lil1<' dra"n 
from Ihe eelller of Ihe he, oceupil.·d by (h<, <ighl;ng 
unil !O Iht' ~cnter of lhe hn o(:cupied by the unit to 
bc ubsef\~-d (al,o ,,"e Caw 8.32). (Thi, i< hC~1 done 
by U<ll1g a ~t ra ighledg,·. ) 

3. U,' tl.'Tminc if thc 1,05 is hlo'-' ~ I.'d (WI" cl1linl( 
" h"'''9Iion l IIr l"Ie;l r (p.' rm;llin ): uhS(' .. ' ~ li "nl. 

Th" P laYI.·rs 111U,t delcrmine if all) he~ IraVCf<l-d 
hI' Ihe LOS C00l3il1< 1111y bloc~il1S Icrrain. Bloc~­

i~~ Icrr;.in al"a}, bloc~< LOS. Blocking lerrain i, 
of Ihrce l}'p<'S: EII'I'(lIl'd he.,cs (any he, Ihal i, 
hisher Ihall both the <ighling and ob'\Cf\cd unil ). 
obslrllcll'ri hc'cs (~n) hn <"01I13ininS an}' portion 
of a "GOd, or building feature). and oc('upieti 
hews (;111)' he\ Ihal i, oc"upied h}' nile or mtJre 
Troop Sln.'n~lh P nint< (or J balh.·ry) on Ihe <amc 
Incl as Ihe <ighting IInil). If lh" LOS i, not blocked 
and Ihe 1"'0 unil' arc on Ihc ,amc h<,ight 1c\el. Iheu 
they h;1\'e 'u<.:t·c<\fu!l) ob'enl'd each oth"l \facing 
rcr111itlingj. If Ihe I OS i~ bIOl.·~ed. ob'eT\alion i< 
Ilre'enled. If Ihe I OS i, 1101 bloo:ked and Ih .. I",' 
unil' arc 011 different dC\alions. Ih(' Player' mUSI 
cun,ullthe fol\u"in~ Cn' .. < ill order 10 delermin" 
if oh'en aliol1 i, 'u~ce"ftJl. 

[10.41 1 Obs<,n :uion i, \ucce~<ful bel \lcen unit< ,III 
di fkrent cle, al ion' on I) if: 

Ji is ~<lIUt/1n ..!!.=..!2.. 
IJ /If K,e/lUf Ill/Ill d 

II ", Heighl (in rctal;,'e mel('r~) of 11Igher PO,iliol1 
minu~ height of lo"cf posilion. 

I) ~ Di-ranre from higher posilion 10 lo"er po'i-
11011 (in hexe •• from ,ightil1g unil-e,clu<ivc-IO 
observed unil-indu\i~e ) . 

h '" HeiShl (in relati\c meters) of "polenlial heigh I 
ob"acle" (scr Case 10.42) minll' heiJ!ht of lo"er 
po"iitiun, 

d .. Di\lan(·e from "pol<'ntial height obstade·· 10 
lo,,<,r posilion (in he,(";. counlt.'d as abo' c). 

NOI.-: The 'aille 1.5 i< a eon.13nl: il ;, nOi aFfected 
by Ihc' alue of "h" . 

110.421 There ar<, 1\\'0 defi[1iliol1\ of;l "polcmial 
heighlob5Iadc": 

I. Thl' 1",1 he' ,liong the I OS fr0111 h'Khl.'r unil to 
lowe' unil Ihal i\ higher in .. In'llion Ihan Ihe 
10\,crunil. 

2. I\.uy h<" alung Ihc LOS Ihal i, oc~upied h) one 
or more Troop Strength I'oinl~ (or a ba llery) und 
"hi1.:h j, 111 an l.'Ie\;l1ion lo ... er Ih3[1 Ihe sigh ling 
ullil. I n such 3 C35C. Ihis occupied he' i~ con,idcr(-d 
10 bl.' Ih'e meters highl'r in elevation lhan rhe nor­
mnl heillhl of Ihe he.' whcn ~ompuring the heighl 
of a pOlcruial hdghl obllade a<; d<,scribed in ('30;{' 

10.42. 

'lu ll' : If an LOS dOCl; nOI po<sess a pOlel1l;al 
hci~hl obslacle. Ihe LOS is a uto11lillic;llly 1.:k~r. 

AI<o. iran I OS llo"i~cs<e\ 1110re Ihan one pOlenl;;!1 
heigllt obswcle. ulilizc the onedosesllO the lo"er 
unit "hen computing Ih~ obsenation 3lgorithm. 
If rhere arc t"o pOienlial heighl ob\racles in the 
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,arne he, (as defined in Ca,e 10.42). then IIlilile 
dcfinil ion (2) when compUling ob<erlnlion. 

SIC ffnNG EXAM/'I.E.'. : 

All I\.lIied unil in he~ 24JJ i, allempling loob~cf\r 
a Frem:h unit in he, 203 I. T he LOS i~ 1101 blocked 
by ele'aled. ob<lruClcd. or occup.<,d hew-s. but 
<ince Ih~ unil' arc on diff<,rclll clc,alion~. Ihey 
mUll delermin<.' ob'cr,ation a, de'<"ribed in Case 
10.41. The I\.lIied unll ;. on Lc\'el" (20 meter<) and 
i,4 hc\l.·, dislanl from I he Fre!lcb unit. The I'rench 
unil i< on LC\'el I (5 l11eler<). f he pOlenlia l heighl 
ob~rac1c il hn 2132 . . ,in~t· it i, the la~l he.\ along 
lit.· LOS high<'1 Ihall the French IInil. The com· 
pulation i, made.) iclding a re,ult of: 

!.l. 
4 

5 - l.5 
or 3.75:3.5 

Since 3.75 i, srcaler Ihan 3.5. ob'er':lIion i, 'lL~­
(,,<fu\. Ho,,<,\er. had a T roop Poi11l ()('·~Uf\l~d h", 
2132. I hi s "oulu loa, e becomc 11 diffclc11l pOlenlial 
hei!,,!!1 ob,I"cl<, (~ini:" thl.· hn "ollid be considered 
t'i,~ mCler< higher Ihan il< n(1rmal ek\ation). The 
ne'" C<ll11pU!:l!IOn "ould ha\e yi<.'ldcd: 

.!1 JI) - I.j 
4 I or 3.75:8.5 

Sincc J.75 i, nOI ~realn Ihan 8.5. ubICnallon 
"('uld nOI b<.' 'u~l.·e'\ful. 

110.4]1 In an~ I.·a,<, ill "hich Ihc LOS pa<sc< 
direcl !y alun!! a he~<ide bel"crn 1"0 h<,ws \\ith 
differenl (' haracteri <l i(', (i.e .. obSlru~l<,d/rl[ln­

obslrueled or t ntl I / Le\el 2). Illc P llI}<,r "ho<;c 
IInil' aT<' alh.'l11pliug 10 ob,,," e may lrace bi< LOS 
Ih rough eilher of Ihe 1"'0 he)'es. t:~ ;l ll1l'l r; An 
I\.llied .mil in lin 2923 allempling to ob«:f\le a 
French unil in hn 2821 rna) Irace his LOS thrOuilh 
eilher hc\ 2822 (in" hkh C:'lS<.' it "ould be b!o;;~ed 
by La Bcrgede) or tllrough hex 2922 (in wllieh 
case the LOS ","ould be clear). 

110.441 Hr.nidr lerraill feallires (indudill~ 'ofl 
c()\cr hC\~ides) ne\l.·r blo~:~ I_OS. 

[10.451 All LOS ma~ a("a)" bc lraced into or 
frum a h<,\ ~'onlaining blo;;king I.'rrain, !Ill hough il 
mal nm be traced bcyond Ihat he~. 

[10,46J Unil~ "hich OC~'IIP}" adjaccnl he\C" rna)' 
al"a)" ob<cne cach olher (unil f3ciflg pcrmlllmg), 

[ 10 .51 IIOW n :RRAI i"/ 
AHt:< .. 1'S Jo'lRt:COMIJAT 

110.5 11 I\. unil may nt"cr firc:1I ;' [Urgel il i< 
unable to obscr\"('. 

[1O.S2[ Regardle ... of all othcr cOll',idl·ral ion,. a 
unil which o;;eupie~ 3 hard Clllcr hC\ i< 31"11),' a 
hard eo~~r larsct (Targel Clas~ 5). Sil1lil~rl}'. a Ul1il 
\\hich occupies a <oft ('olcr 11<'\ i"i a(',;\) ~:. ,()ft 
larl!~! (Tarllct Cla<s 4). 

110.531 For fife eombal purpoS<.'<. all ~ofl co'er 
hc\~ide< "protl-..:I" a tal gel u!lil located dircctly 
bl'hind the obSlrUCted hl."\~ide. ,\ hn "protecled" 
11\ Ihis manner is indkaled b)' th<' hc~sidc ,~m­
bolo!:!)' "hich "p()inIS" ;1110 Ihc protecled he,. A 
unil "hieh OI.·eupic<; a he\ prOlrl.·ted b)'a ,oft <:O\I.·r 
heuide b :lUtmllatically a ~Ufl ~o\'cr 1;lr1/CI "hen 
fired atiliroligh th<' prolc(·ti'e hc\side forming the 
bOllndar) of Ihe h(,'\ Ih<, l:'IrgCI unit o;;eupic<:. I\. 
unil is n<,,<,r prot<'Clt'U by a hnside .. hieh doc< nOI 
a('lually <'lIdo\C Ibe II<,~ lhe unil occupie<. Note 
thai a un;1 Ihal could be either a hard co,cr ur 'Ofl 
co' cr lafj!l't j'cun,idered a hard target, 

110.61 IIOWT ERRAIN 
AFn:CTSSIIOCK COMUAT 

110.61 1 I\. form('d unil Is antomal icall~ di~ordered 
"hen il e~eeutc<; a .,hod atlac~ inlo an obstruct cd 
h<', (If acru<~ an ob,tructcd h<",idc. The disorder 
IO~<,< pla'e afler Ihc d<'fcndcr has fircd (~('I: Ca'c 
11 .24), bUI before ,hock differential delermina­
lion ( ,ec Ca,~ 12.1). 
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(10.62) The m~,jml>m number of Troop Pojm~ 
which may actively allad: or defend may Jlot C~· 
~"t:cd the slacking limit of the he .• about 10 be 3t­
lacked (allhOIl~h all eH'C!!' Troop Poims arc af­
fC'Cl00 by thccombat re,ull ). 

[II.OJ FIRE COMBAT 
GEN ERAL RULE: 

During the RC'Ciproca! Fire Phases. bOlh Players 
may fire all, some . o r noncof their ("ligiblc units by 
alll'rnald)' firing oncunil:u a lime URlil all desired 
fire has bct:1I l"~cculcd in al..:ordance wilh the 
follo'ol;ng rules, In addition, during OIlY Phase, a 
IInil may immediatciy fire at an Enemy unit "hich 
is within ilS Mimmum Rallge fire zone jf Ihal 
Enemy unit allcmpls to change il~ facinl!, forma­
lion, or ~Iacking [)mil ion, or c~il frorn Ihal fire 
WnI,', At all timC"l. a unit may lire only al a unit 
thai il may obwrvc. 

PROCEDURE: 
Reg;lrdless of whcn (irf combat OCCllr~, each unit 
must fire individwtlly. To e~rcute a firf a1lac\:, a 
Player mu,t identify which of his- unit s i~ firing and 
"hich Enemy unit i~ the target. The Fire Routine i~ 
then used to re~ol'e the fire of each of the attack· 
ing units and any re_sult is immediately applied 
ocfore an)' other unit~ firc. At the beginning of 

--h Redprocal Fire P hase, either Player rolls the 
~ who will have the opportunity to fi re first 

1\ 1(, indic:ue French fire initiation. odd in· 
11h-d). The Player who fires first then 

wi, ,{ti.,b:l!Iigible un it \\ hlch occupies a po~ition un 
tithl'f flank of his arrny. This Player may now 
resolve a fin' attack "ith the indicat~d unit. 
HO""c"er, he may choose to pass by Ihat unit and. 
mo,ing to\\llrds the opposite flank of hi~ army, 
choose another eligible unit to fire. After he ha_, 
resol"ed onl' fire atta~k. the second Player re,ol\es 
a fire a1lad foll o",ing the ~ame procedure. The 
first Player i~ now allU\\l-d to fire :1 second unit 
(still proceeding duwn the length of his army from 
the flank on whidt he initiated fire) . Aner this ~e· 
cond a!lack, his opponent firl"> a S(,<'ond unit 
follo"ing the same procedure. This alleroate pat· 
tern is repeated until all dcsired. permissible fire 
has been e~c.:lIted. O nce a P layer chooses a ",cst· 
!\} cast ur ea\l·to-wcst dirl'l:lion of fire r .... ,ol"tion. 
this Player may nO! alter the order of fire in the o p· 
posite directioll for the length of the Fire Pha,e 
lahhough he may skip o'er eligible unit, in hi, 
chu'en dire<·tion}. ]11 anomal{Jus litlla tion>, ti,e 
pre<:ise order of fire may be dcdd<'d by 3 die roll . 

FIR E RO UTIN E: 
]. The a ttaekinl/,i']a}rr d1.'termines the class of the 
ta rge t unit . Wheflever a unit is fired upon. it must 
be categoriled into one of n\e different Target 
Classt'$: Tor1.el Closs I: Column and square for· 
mat ions: enfiladed target: massed target (see Case 
11 .31). Turset Cluss 1: All cavalry formations and 
infalltry line formatiofls. Tor1.l'l Closs J: All ~ kir · 

mish 3fld routed formations: all artiller~ forma· 
tions fired on by a rtilkry at maximum ra nge. 
Targl'l Closs 4: AflY target protccted by soft cover 
(E ... crption: sec Case] 1.34): all artillery forma· 
tions fired on b~ artillery at minimum or medium 
raflge: all artillery formations fir~'d on by infantry 
at an~ range. TursI'! Closs $: Any unit protected by 
hard eo\er. 

Nott': Any unit that i~ disordered is the same 
Target Class as the formation from which it weill 
into disorder . 

2. Th~ atlaekinl( I-'Ia)u determint's tht' nn~r ttl" 
t"'«n tht' ririnl( and tllr):et unit s. Rcgardlcs~ of the 
LOS. range is defined as the fe"est he.xes octween 

the firing he.~ (exclusiVe) and the target he" 
(indusi~e). Finally, the range must be dassified in· 
to Minimum, Medium, or Ma"imum: 

Un;, Type 
Infantry 

Artillery 

Min 

I he" 
1.2 he.\C"S 

Med 

None 
],4 hexC"S 

M IIX 

2 he"es 
5·8 he.\es 

J. The attacking ]']a) er Incat l'!! the Troop 
Strength of the firing unit on th 1.' a ppropria te 
horl :wnta] line of tht' )"ire C umba t Ilesu]t s Table 
aCford]ng to the following criteria: 

A. lfan infantry unit is firing at MininHlm Range 
(I hex). the Player locates the unit's Cllrrenl Troop 
Strength on the hor'l.ontal line which describes the 
unit's formation. The line titled "Maximum In· 
fant ry Range" is always used to resoh'e an infan· 
try fire attack executed at a range of two hexes. 
regardless of the firing unil 's formation. 

lJ. If an artillery unit is firiug at Minimum Range 
(lor 2 hexes), the Player ]ocates the unit' s currem 
Gun Strength on the horizontal line titled 
"Minimum Artillery Range. " Similar]y, if the unil 
is firing a t Mcdium Range (3 or 4 hc.xes) or Max· 
imum Range (5 to 8 he,es). the proper horizontal 
line and Gun Strength are used. 

e. The hori1.OlIIa \ line titled " Di~ordered Forma­
tions" must be used if the firing formation is 
disordered. 

O. The line "S~irmish Formations" is used if 
skirmish units are firing (see Case 11.13). 

E. The maximum Troop or Gun Strength Poims 
which may execute a fire attack from the same hex 
is II. 

F. Routing forrn a t,ons may ne~er fire. 

4 . The :il ttPcking "Ia)cr determines thf 
"Fircp" .. -er Hating" "r the firing nnlt . All infan· 
try ~nd artillery unit, are assigned a Firepo\\cr 
Rating octween I and J. The rating of an artillery 
unit is printed on the unlimbered side of tIll' 
counter (middle number). An infant ry unit has a 
Firepo\\cr Rating of I. if its original Effe<:ti"eness 
Rating is 5 or 6. ]t has .. Firepower Rating of 2 if its 
original Effe<:ti~encss is 3 or 4. It has a Firepo"<'r 
Rating of J if il~ original Effrcti\eness is I or 2. All 
skirmish units are Firepower Rating l. The Fire 
Combat Results Table provides separate vertical 
columns for each Fircpo\\cr Rating. 

S. The a ttaekin): i' la}~ r rolls one di~ . The number 
rolled is first located under the appropriate Target 
Class. Then. Ihe Player tfaces :\ horizontal line 
across the Table 10 the righl. stoppillg in the ~er· 
tical column which corrc.:t]y accounts for the 
strength. formation. and Firepower Ratillg of the 
firing unit, as \\ell as the range. The result in· 
dicated is the number of Strength Points 
elimillaled front th~ targe! unit. 

CASES: 

[11.1] RESTRIC TIONS 
ON FlRt:COMIJAT 

(1] . ] I ) A unit is nc,cr required to fire - it is the 
owning Player·soption. 

) ] 1. 12) Command, C:l\alry, and limocred artillery 
and routing units may never fire: nor mar artillery 
batterie~ \\ithout ammunition. 

(11.13) Normally, only the top combat unit in .. 
hex may fire. However. a\ many as de\cn Strength 
Points of skirmish unit~ may fire from a ~ing ]e he.'! 
togcther. Skirmi~h unilS stacked in the same hex 
may not fire separa tely . 

[11 . 14] Although a unit may only fir<' once during 
a Reciprocal Fire Phase, it may fire as often as it is 
eligible to do so in other P hases. 

[ II.]S] A unit may not fi re through i t ~ fian k or 
rear hexsides. It must be able to observe the target 
unit. 

I I] .16J A unit'S Strength may never be divided for 
fire combat purposes. A unit's curren! Troop or 
Gun Strength is alwa~s used for fire ~ombat. 

/ 1] . 11] A unit must always fire at the closest (in 
hexe~) Enemy target unit if it firt'S at all. If two 
targets are equidistant. a unit mUSI fire at the lower 
Target Class (thc mo~t ad vantageous target). ]f 
equidistant ta rgets are of the same Clas~. the 
Player may freely choose between targets. 

[11.2] FIREZONt-:S 
( ]].2] J Any Utlit which is capable of fire combat 
projectS a fire lOne into every hex il can observe 
which is within its ma.~imllm fire range. Fore'~m · 

pic. an unlimbered artillery battcr~ proje<:ts a 
triangular fire zone through its frontal hexsides in­
to every hex it can ob<;cr~e which is within eighl 
hexes. 

nilE&< C HAHGEZONES 
(seea]so 12.4\ 

f,II;nomum A"ihrI 
Ranll";M",""",m 
ea .. .trycIIaf"" ,-

Medium 
Artillery 
R_"",,: 
Modium 

" ...... CM'II"looe 

[11.22] A unit's Mutimuril Ibnge fire mne in. 
dude~ every hex within it' fire I.Olle which is also 
withifl its minimum fire range. 

[ ]I .B] Any unit which is capable of e.xecuting a 
fire attack may immediately fire at an Enemy unit 
within it~ Minimum Range fire I.one if that Enemy 
unit voluntarily attemp!s to change its facin g, for· 
mation, or stacking position, or lea\e the he~ it oc· 
cupies. When a Player wishe~ to allemp! ally such 
maneu,·er. oc mu~t declare his intention - givinJi 
hi s opponent the opportuflily to firc at thc unit(s) 
concerned before the nt:,neu,'er is executed. 

[ ] 1.24] Although shock combat is eXC(,'uted while 
opposing units occupy adjacellt he~es, the attack· 
ing uni l(s) is considered to oc attempting to enter 
lhe defending hex. Thus. a unit which iniliates a 
shock attack may be fired upon by all eligib]e units 
before the attack is resohed. The attackin~ unit(s) 
is fired at in the hn it occupies, not the defending 
he~. ]f, after this fire, the shock attack aHo\\~ (he 
Httacking unith) to advan~e into the he.' formerly 
occupied by the defender. the attacking unilS can· 
not be fired upon while making this advance. 

[ ]] .2S] A unit cannot be fired upon for bein~ 
forced to adopt rout or disorder. 

111.26] Aside from the he~ in which :1 retreat 
originates. a unit which is re1reating may be fired 
upon if th,' he~ it is retreating from is "ithin an 
EnemyMinimum Hange fire zone. 

[11.3] Srt:CIALTAR(;t:TS 
[11.31 ] A ta rget unil which is nOi protech.-d by 
hard or soft cover is automatically a massed lorgel 



(Tarl(t Class I) if the IOlal number of Troop 
Str(nlth Poinu slacked in thC' iltx is grC'atC'r than 
nmC', or an trt/ilodt lorgel if rired upon through 
dthC'r of ill nank ilt~sidrs (hOVoC'\er, an artillery 
unil may never be enfiladed). 

I I I.J2J A command unit never blocks LOS. The 
topmost combat unit under any number of com· 
mand unllS may rire: and be: fi red upon. A com· 
mand unit is vulnerable 10 rire only under Ihe 
fo llowing conditions: 

I. When any Troop or Gun Sirengi h Points s la~k · 
ed wllh a command unit a rc (Iiminated by rire 
combat. In lhi~ case. lhe owning I'layer rolls a 
sinllk die. IfthC' rire was from ma_xi murn raltgc. a 6 
rC'ducn (in~nts) the: command unit. If Ill(' rire: "'as 
from medIUm or minimum range:, a S or 6 reducrs 
the command unit. A previously reduced com· 
mand unll cannot be further affected. 

2. If there are: nocombat unitSslDcke:d in Ihe same 
ht.~. the topmost command unit in Ihe hex may be 
rired on di rectly 31 a Class ~ targel. 

1I1.3JJ StrenSlh I'oim 10SKS resullins from rire 
combal arc inmcted on the: topmost comh:tl unit in 
thetllrsel he~. 

111 .34J A square formation is olWQYS a Clas5 I 
target. 11 may ne'·er be proteeted by any lypc of 
cover. 

[ 1I .4[ Sl'ECIAlFlRI NG 
FORMATIONS 

111.41 J The:re arc tVo·O types of Ime formations: 
t .... o-rank and three-rank. Only UrtllSh and 
lIanon:rian ballaltons with an original Errcc­
tivC'nen greater than 2 form two ranks. All ot her 
ballalions form three·rank line form;llions. 

[11.42J I\n c~tcnd~-d linc formlltion may rirc at 
any hl'~ within its Minimu m Ranse fire lone. 
regardless of observation restrictions. Ilowcver. it 
may only rite at a larget in its Ma~imum Range rite 
7.one if the target is observable from bolh the 
marker and the actual unit' s he_\. If th( target is 
nOt observable from onC' hex. the horizontal 
Itne "Disordered Formations" is u~ to rcsol,·c 
theallad. 

[IIA31 Some Allied skirmishcrs are indicated as 
"Rinrs" (A). Aside from having a higher Errec· 
tivenrss Rating than normal.~kirmishers. any time 
a Slac~ containing onl)' Ti ne units (or only a sinsle 
Tine unit) (Wrfonns rire comb,H. (lrle is ,Idded 10 
Ihe dic roll (a 6 renmins a 6). Once eliminaled, rine 
. ~irmish unils may never be broughl back into 
play. (The Allied Player begins the lame with si~ 
Rinc unllS on the map - ~ Seclion J.O). 

(J 1.51 t:n-tLT Ot' FIRE COM OAT 
111 .51J The numerical rc:o;ult on the Fire Combat 
Rrsults Table is thc number of Strength Points 
e\lminated from til(' largel unil. lmmediatdy plat'l' 
an appropriately numbered ehi t on this unit. This 
chit should repreKnt the nl'''' Troop Strensth of 
the affecled unit (i.e .. a s, ~·Troop Strenth POUll 
unit ~u ffcring a I result would h3~e a 5 chit plal-e<! 
under it ). 
[11 .521 If an artillery unil i~ rired on froll1 a range 
of fhc or morC' he,rs, this iStalled rounll'r,OOlll'r), 
fill'. Counter-battery ri re can never el iminatC' 
Troop Strcngth POints. Instt'ad any rire rc:o;ult duC' 
to coumer-ballery firc represents the: number of 
guns e\tnunated from Ihe ballety (scc Case 11.54). 
A battc-ry rirro upon in this manner i~ a Closs J 
tarlel. 

1I1.53J If an artl lkry unit is rired upon from an 
Enemy artillery unit's Medium or Mlllimum 
Ransc or frOIl1 an Encmy infantry unit at un)' 
range, thiS fire dOC$ not affect thC' target batter y'~ 
Gun St rength. Instead. it ll1ay dimi llate Ihc bat­
tcry'5 hypoll""lical ",rew" (sec CaS(' I loSS). A 
battery rired on In this manner is a CIIISl4 target . 

[11.541 For each point of COllloot loss. Ihe Troop 
Strength of the target unit is reduced by onC' . P lacC' 
a numerical marker rC'ncelmg the nt'w Troop 
Strenglh of the affectC'd unll direct ly beneath the 
organizational coonter which rt'presc:nts tht' unit. 
(N"tr: Numerical marknl arc never placed under 
fu ll-strength uniIS. ) If a battery's Gun Strength 
has been reduced (scc Case 11 .52), a numerical 
marker ..... ould be plac~"d on IOf) of the battery to 
renttt its new Gun Strengt h. 

[11 .551 If uny loss is adlk'·cd when firing again~t 
a baltery's hypothetical " cn'w" (sec Case llo~3). 
the battery is immediately removed fTl)m play. 

[11 .56J Whenever a unit'S Strength is reduced to 
zero. it is immediately removed from play. 

[1I .57J An immroiate lIIor:t1c check (sec Case 
13.1) is r«juired when a non-arlillery unit's 
Strength is reducro due 10 OrC' combat. 

111.6) ARTllI. EKY 
AMMUNITION SU I'Pl.\ ' 

[11 .611 Only artillery i~ affccted by ammunition 
~upply rt"Strictions. If au arlillcry batlery runs out 
of ammunition. it is im mcdi~lldy removed from 
play (it is nOf eonsiderl-d eliminated, sec Case 
U.32). 

111 .62J Each artillery battery t'xpcnd~ one 
"round" of ammunition for t'\·cry J-'hase in .... hich 
II conducts a rire allad. EvC'n if a ballery rort« 
more than ooce in a Phase. it Slillloses only one 
round of ammunition. Artlllery ammunition is 
reprt"SCnted by a numerical chit which should be 
placc-d dircctly under thC' ballery itself when a 
round is eXpCuded . This chit is an integral part of 
!he ballery (unless replaced by a 10",CT chit ). Am­
munilion may never be l·allt url-d or dl'Stroyed . 

11 1.63J The French battery " II " pos~M'S eight 
rounds at the start of the game. All other ballerirs 
ha'·e six rounds. It isoilly nCl..'CSsary to begin using 
chits after the ball~ry has e~pended al leaSI one 
round. 

[11.11 FlR ECOM8ATR ESULTSTA RU: 
(sec map) 

[12.0] SHOCK COMBAT 
GENERAL RULE : 
Shock combat may occur only bctwc:tn opposing 
combat un its which occupy adjacent he~rs during 
the Shock Combat l'haSC'. It is initiated and resolv. 
ed at the o lltion of the Phasing !'layC'r in any se· 
quen~ he dC"lirC"l . His units are used to auack. 
Units controlled by the non·Phasing I'layer muSI 
def(nd if attaded. Troop f'Olllt~ of units in dif· 
ferem Il('.lrs may oc:~C'r be combinro for shock 
combat. Troop Points of units in til(' sam(' hu 
must be combined when they arC' performing such 
an attack. 

PROCEDURE: 
I. Compare the total Troop Poinls of the attacker 
10 those of the defendcr and e~prcss the attader's 
IOIal as a (Wr~rUage of the defender's total. 
Round th is down in favor of the defe:nder 10 lhe 
nearrsl IX'r~mage indicated on the Shock Combat 
RrsultsTablc. 

2. Subtract Ill(' modiried Effccti~enns Raling of 
thC' tOpmosl defC'nding combal unit from that of 
the topmost allat'king t'ombat unit. This is thc 
shock rom/HII difff'rtntiol. I.ocate this positive or 
negative number along Ihe horizontal line at the 
top of the Shock Combat Resul ts Tallie. 

3. The al lacking Player ro lls one die . This number 
is located under tht' pro(Wr (Wrccntage. The Pha~­

ing Player cross-indexes the appropriate row with 

the JlTopcrdifferential column {sec Slep2J. ' ·hC' in. 
dicated rC'Sult is read asdesc:ribed In CII~ 12.6. 

CASES: 

[12.11 IIOWTOCALCU lATt: 
HIE DIt'FERENTIAl t'OR 
SI-IOCKCOMUAT 

[12 . 11 1 The Erfeeti'·enrss Rating of thc topm~I 
defending combat unit is ~ubtructt'd from lhat of 
the loprnostllllading combat unit to oblitin the 
differential for a shock attack. Thl' Iiff«li~ent'S$ 
Hulmg of 0 Uri/I is ol .... o)'s reduced by on(' for fflt'h 
Slrenglll Point 0/ difference bel .... eI'n 0 unit s cur· 
"nl Troop Slrt'''gtll ond ils origmol Troop 
Slrt'ngth. For examplt'. if au infantry bauahon's 
origmal Strength .... as fh·C' and Its original Hfec­
ti'enns four, its EfrectivenC'SS is reducc-d to IWO if 
its currenl SlrC'nglh is IlIr,.,.. A unit'~ EffC"eti'encss 
may ne~er be reduced below l.ero. 

[12.12[ When determining til(' dIfferential. II 
unit's Errcet i ~ene~~ Raring is furthcr modified al·­
l·ording to the following schedulc: 

I. For ,hock CIImbal. modify the Effeetivene~s 
Rating of thc lOp allacking unit II' follo\\ l: 2 if 
diwrderro; -t I if ",uhin t'ommand radiu~ of 
unreduced oomm3nd unit (secCasc 12.1 4); -t I for 
cavalry impctu~ bonus (sec Case 12.J91. 

2. I'or shock combal. modify Ihe EffeetivenC'S~ or 
tht' lOP dt"fcnding unit as f0I10"'5: 6 if rouled; 
- 2 if dIsordered ( e~cc:pt artillery); - I \'~. attack· 
ing unir on htgher le,·eI; -t I vs. alla,kinl unit on 
10Voer level (Notr : Elevatioll modification~ arc ir 
nored If the def(nding unit occupiC'< a ",00<1,,' 
I I if wllhin command radius of unreducCllI' 
mand uni l hce Case 12. 14): -t I if prot«ud'-t>l ill 
soft cover: -t 2 if proreer ~-d by h~rd cover; -t 2 if Uf 
\.quprc vs. c~valry. 

[12. 131 Multiple modifications cumul;lth'ely 
modify II unil' s Effeet ivenes~ Rating. 

112. 1"1 A command unit may increase a combat 
unit'S Effcetiveness by one in terms of shock com­
bat only if Iht'eommand unit is: 

I. At least as close to the combat unit in hC'~rs as 
ilS CUTTC'nt command radius ( ..... hen tracing a path 
from eommand unil to combat unit. Enemy­
oc,upiNl he~rsand terrain may be ignored) 
2. Currenlly st acked wit h IIny Friendly (non­
eornmand )U ll il . 

[12. 15) Skirmish and artillery un itsarcC(,)nsidned 
disordered for shock combat purposes immedialC'­
Iy before the calculation of the shock combat dif­
ferential. H owe~C'r, a dt'fending ar'i llery unit may 
c~ceute ont fire aHack (facing permiui",) It Ihe 
Eoc:my unilS p:rrormin& the attack before b«om­
in, disorckmt (sec Case 11.24). All arlilkry units 
ha\·C'. Strmlfh of one and an Effcctl\eoeu of ri~t 
(~thou.., dlsordC'rcd) for shock combat. 

II2. 16J A unit is automatically disordered ir at · 
tacked through either of its nank or rear he}tsid". 

112. 17J A cavalry unil is a utomatically disordered 
when it executes a shock altack againsl a '\Quare 
formation. This disordC'r takrs placC' afler Enemy 
fi re (sec Case 11. 24) bUI before calculalion of the 
shock difrC'rC'ntial (see Case 12.1). A disordered 
cava lry unil may rtttive no impetus bonus. In ad­
dition, the ErrC'Ctiveness Ratin, of tht' topmOSI in· 
fantr), uni t in a SQuare is incrca~ by IWO when 
derC'ndlngalainsl a eavaJryshock attack. 

[12 .181 A defending unit which would be pro­
lec:ted against a rire altack is protec:ted by the same 
Itrrai n against a shock auack . Formed units m­
iliat ing shock altat'k against such he~rs or across 
such he~sidC5 arc considered disordered beforC' 
different ia l dcterminarion bll t after any rire by 
defend illS units (sec Case 11.24). 
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111. 191 Skirmish. rouled, and disorderro forma­
tions receive 110 Dcllefit for being within the radius 
of II command unit ..... hen performing shock t'On1· 

bal. 

[12.2] SHOCKCOMHATINUlHITIONS 
[12.2 11 A unit is nevcr required to alla~k. during 
the Shock Combat P hase:. A permissible shock at· 
tad is aIW3)'S e1<ccuted at the option of the Phas­
ing Playcr (t):cflll;nn: ~t'C Case 12.34\. 

[12.22] Corllm~nd. artillery. and fuuring forma­
tions may ncvc rt.\c.::UIC a shock allac~. 

[12.23J A lInil (or stack) may only c~eC\llc II shock 
anae\( against an adjaceul EllemY-OCI:upied hc~ 
which it fact'S. h may nf.'\'cr 3liack through its 
nan!; or rcaT hc~sidC'!;. Units wilh all-around fae­
inl! may execute II shock all;!c\; again~l any adja­
cern Enemy-occupied hex. 

112.24[ A unit (or Slack) may c_~crulC morc than 
one ~hock atl~ck during the ,ame P has('. A unit 
may be allacked more than once in the same ShOl:k 
Pha~e. Howe~er, a unil may never shock altaek 
after r~'Ceivinl! a relreat or rOIll r!."Sul! for Ihe re­
mainder of Ihe Phase. 

[12.25] Sec Case 10.6 for the efreet~ of terrain on 
\hOl:k eombal. 

[12.26[ Allaeking unils which OI:eupy different 
h('~es must make separ:He shock allaeh. Defen· 
ding unils occupying differenl hexes mu~1 be lI t ­

lacked ~eparntcly. 

[ 12.3J HQWCAVAlRYUNITS 
EXECUn: SHOCK COM HAT 

Cavalry unilS possess specinl shock combal 
capabilities. Cavalry unils may not make shOl:k at· 
lad:s in Ihe Shock Phase unl~ Ihey have de·claret! 
a churgl'at ~ome poinl in IheGame·Turn. 

[12.3 1[ DuringlheCharg('Oeciaral ion Phase,lhe­
Phasing Player may inillale a charge by any 
cavalry unit he controls iflhal unil is formcd altd i~ 
able- 10 observe a he~ occupied by al Icast one 
Ene-my Troop Poinl IOCliled wilhin its projeclcd 
charge zone. 

\ 12.321 A charge is defined a~ follow\: 

I . The cavalry unil immediately makes an un­
modi.f~morale check (see Case 13.1). Iflhe unit 
is nelftlrt '4isordered nor routed 1I~ a rt"Sult, it ha~ 
successfullY i.iliated il~ charge. If a cavalry unit is 
· ~ ~"J'Ttd "·· ' outed as a result of it~ morale 
pia L~ ; .• ~r"'IOIi \:Ite morale stlltus marker i~ 

. c .. onr u .. , a, ~ he ehrge i, not initiated. 
2. Who . o,.lr.l' unit . ~6.a~ • , n1fll' , ' " ,1<101..($ Il _ .... II. 1m 

, tB .d, 111"~·jtt"" ,. lh$1io .::O"~ Itll(lI.IJb U$ frQn. 
la. hn~,..!C"I fo ... rtl:n~ tf ' hat, "; .. ~_ 
C.~ /I 211 Th' " 'I" , $CC. __ .. , 

. • 'S lU~, 'd':micallo 1M lire IOnl' 
projadett It,- a bll1:ery "::ept that it docs not e:o:. 
IcndIMOab!;/ruc" . 

, .J te/ram he~es(allhough II doe" 
lAl.ar.wo. u/)~.ru cted lerrain hexsides). Li~e an 
arrilltr) ,, :rf' lone, a elmrge zone is dividcd into 
rhre<" 'n l!:~ categories: Minimum Rangc (wit hin I 
or 2 he~C'i of the charging unit); ~kdium Range 
(within 3 or 4 he~t::S of the charging unit); and 
Maximum Range (wirhin S or 6 hexes of Ihe charg. 
ing unir). Whcn a unit iniliatc<; a charSe. Ihe own­
ing Player should place 1\\0 :Ippropriat e marker~ 
opposite each olher six hexes away from thecharg· 
ing unil so a5 10 indicate clearly to both Pla y~'r\ th~ 

boundarit::S o f Ihe charge !.one. 

3. A Player mBy initiBte as many charge' as he 
de~i res (assuming eligibility) during his Charge 
Dec13ration Pha.~~. Note that cavalry units may 
ne~er move in this Phase. The actual charge is 
delivered during .he Friendly (or sometimes 

Enemy) Shock Combat Phase. A unit may never 
declare morc chan one charge per P hase. 

4. Cavalry unit s Slacked in Ihe same hex may nOI 
initia!e or e~e.::ute separate charge~. In order to in­
itiale II charge. Ihe lopmosl cavalry unit in Ihe 
Slack is the only unit required (0 check morale. If 
this check is successful, all o f the cavalry units 
stacked undcr the checking unit are required to 
join (he charge. If the lopmost unit is disordered 
or routed as a resul1 of the morale check. all of the 
unilS stacked under this unit adopt ils new forma· 
lion and no charge may be inilialt-d b)' any unil in 
thai hex. 

S. During an)' March Pha<;e, a formed cllvalry 
unil controlled b), eilher P la)'er may inilillte an op­
par/unity churge whenever an Enemy Troop Point 
enters a hex which the cavalry unit can observe and 
which is rocaled in the cavalry unit's Minimum 
Range charge 101l~. An opporlunity charge is it 

normal charg~ and muSI adhere 10 Steps I. 2. and 4 
or thi. Case. However, an opporlunily charge is 
alway~ executed in the first Shock Phase Following 
the March Phasc in which it was declared - even if 
this ncc!."Ssitates executing the charge during the 
Enemy Shock Phase (I he Phasing P layer alwa~ ~ 

executes his charg~'S First). A unit making an op­
portunity charge docs not project a charge zone. 
Enemy units arc no! required to check morale (see 
Case 12 .42). nor arc Ihey subjeclto special Move· 
ment Point penalties(secCase 12.41). 
6. During any Shock Phase, a Form.'<l cavalry unil 
l'ontrolled by Ihe non· Phasing Player may initiate 
a counter·churge whenever a Phasing cavalry 
unit(s) f'nters a hex which can be ob~erved by a 
non·Phasing cavalry unit and which i~ located in 
the non·Phasing unit's Minimum Range darge 
lone. A I:ountef·eharge is a normal charge and 
muSI adhere to Step~ I, 2, and 4 of this Case. At 
the moment of the counter·eharge dI'Cla ra lion, I he 
mo\'emenl o f Ihe Phasing cavalry unit mUSI ceasc. 
If the eounler-(;harging cavalry unit makes a ~uc­

c!."Ssful morale chI'Ck, Ihen rhe Phasing cavalry 
unll may move no further in that Phase. If the 
11I0rlile check W,IS unsuccessful, the Phll~ing 

cavalry unit may continue to move without penal­
ty. If the morale chcd is sucl-es~ ful. the counter­
charging cavalry unit must immediately shOl:k at· 
"lck the P hasing cavalry unit by the mOSl direcl 
means possible. This will entail either a movemenl 
of olle hcx to a position adjacent to the Phasing 
cavalry unit or, if the P hasing cavalry unit i~ 

already adjacem to the- coUl11er-(;harging unit, an 
immediate shock attack without moving. For Ihe 
rem11indcroflhe Shock Phase, th!." Phasing cavlllr~ 
unit is forbidden 10 move or change facin g (except 
due to combat results). A unil making a COUl11er· 
charge docs not proj!."ct a charge 70ne. Phasing 
units are n(lt required !O check moralo:, nor afe 
they subjI'Ct 10 special Mov~ment Point penal1it'" 
lhroughout Ihe Plia:;e (see Cas!."S 12.41 and 12.42). 
A counter-charging cavalry unit may make II ma.'­
imum of onc shOl:k lit lack p.!r ShOl:k Phase. It may 
1lI0V~ no further after the r('Solution of its shock 
1Il1ad. No impetus Ironuses m<lY be a .... ·arded to 
either Player in a shock combat inil iated a~ a rt::Sult 
ofa counter·charge (see Case 12,39). 

[12.33] During the Shock Combal Phll~e. the 
Phasing Player may e,ecute infantry shOl:k attack\ 
and previousl)' initiated cavalry charges in any 
order he desires. Once a given ulli! or Slack is used 
for ~hock combat , that unit musl conclude its 
combat activity before another unil is utilized. 

[12.34] A cavalry charge of any kind never re­
quires the e:qx'nditure of Movement PoinlS. In e,· 
c~uling a charge, a cavalry unit may mo"e up tosix 
hexc~ (or more, liS a direct r('Sult of its OWI1 ~hock 
atlaeks) and must move at least three hexes lIway 
from its starting he~ ( "~ueplion: sec Case ]2.32. 
6). A cavalry unit i.~ not required 10 make a shock 

atlack in a charge unless il faces an Enemy unit 
which occupi!."S an adjacent, non-obstructed hex 
(Exet'plion: sec Case 12.32, 6). If the cavalry unil 
faccs more than one Enemy·occupied hex. it is Te· 
quired to attack only onc. If a cavalry unil 
ba:omcs disordered d uring a charge duf' to u DI 
r/'Sult, il is no longer obligaltd to move a minimum 
of three hexes from its sta rting hex, a lthough it 
ma)' do so if th~ owning Player desir!."S. Note that 
when a cavalry unit' ~ si:o:-hex limit i~ exhausted, it 
may continue to advance into an unlimited 
number of hexes as a direct result of ils own ~hock 
attacks (and muSI do so if il Find~ itself facillg an 
Enem), unil in the sixlh and lasl he~ of i l scharg~). 

[12.35] A cavalry unit which has suffered 11 ~ hock 
result o f Or, Llrl, or It may nol continue roexecute 
it~ charge. 

[12.36) In e~ecuting a charge, a cavalry unit ma~ 
only enter a he~ outside its charge zone as a dim:t 
resu lt ofa shock attack eXI'Culed from a he~ within 
it~ charge I.one. 

[12.37] In executing any type of charge . :1 cavalr)' 
unit may never enter an obstructed he~ or e~l~ute 
a shock attack against units that occupy ~uch he~· 
!."S. A cavalry unit may not cnleran obsl r ucl~-d he~ 

during a ShOl:k Pha~e unll'S\ il suffe rs a Ur, Uri , 
or It resull. 

112,381 I n l'~ecuting any type of charge. a cavalry 
unit is automatically disordered al the instant il 
fulFiIl < an)" of the following condition~: 

1. II cilhl'r move; or attempts to ~hock atlack 
across an ob<;tructet! hex .• idc (e.\eluding \tream~ ). 

2. II aliemplS 10 shOl:k allad an Enemy artillery 
baHny or an infantry \lIwlrc formation. 

3. It enters a he:o: o<:cupicd b)'one or more Friend­
ly Troop or Gun I'oinl ~. (As \\ell. Troop I'oint s 
arc disordered when ~ Friendly \'a"alry unit l"nt Cr< 
their he.~ while charging - thme alfClldy in II 

disordered state, including s kirmi~hers, arc routed 
immediately.) 

4. It isformw and change< facing .... ·hi1c nl'l.:utll1j!. 
a charge. 

5. A cavalry unit is automalically disorderet! im· 
mediately after concludi ng i t < charge. 

Imporlant Nolr: A disordered cavalry unit <uffcr\ 
no additional penalty when il i~ agllil1 di~ordered 
ror any of the reawns siven alrove. Ho\\c" er, it 

disordered cava lry unit ba:omes routed if it 
rel~iVl'" a r('Sult which would normally disorder i! 
whcn it is forred toehcrk mornle(~ce C<I'iC 13.1). 

I I2.311[ For shock comb;l1 purpnw\ only, a 
cavalry unit which is charging rCt.-ei,·cs an impetuJ 
bonus. The Effectiveness Rating of an un­
di.ordered charging cava lry unit is rai<,cd by one 
when eaku lating the diffnentia! for ~hod corn· 
bal. 

(1 2.41 HOWCAVALRYCIlARGi'.:s 
An"E<"T MOVEMt:NT 
AND MORALE 

The following rules account for Ihe fa ct thaI a 
charging ca"alry unit i< moving faster than the 
slandard rale 31 which olher non-chargi ng furrna · 
tions mancuvel. 

[12.41[ The Movement Poinl cost for any mo'e­
mem. facing, or formation change is doubled if 
the Phasing un;t perform< any ",ch rnOll1eun'r In 
an Enemy cavalry unit·s chllrge I.one. For e\am· 
pIc, if a ~kirmish unit begins ir. M,Irch Phll'.· adja· 
cent to a he~ that i< rmrt of Enem)' cavalry unil' \ 
chargl'l.one, lhe Movcmcnt l'oi1l1 CO~I for cntcrinJ! 
this hex would be two. Rl'member that ehanl:'C~ 

mad~ during the l'aeing/FoTlllatio n Pha..e du nm 
require the expendi,uTc o f Movement Poim" and 



arc therefClre una ffcrtoo by thl\ ruk fa' ",ell a, any 
mo"ement that O<.-cur~ out~idc of a M"rch 1'113 '\<: ). 

112.421 During the l'acinl!lFurrnation Pha\<:, the 
101'1110\1 unit illl"ach hc ~ th:.! is Io.:ated "ilhill the 
~harj!l" I.onc or an Enem} ca\'alry unil "hich h:I' 
initiated a charge OIu,t ehed : it5 morale before Ihc 
Plm,inl! P layer undcrtak~ any activity durini' Ihl' 
l'ha \C (sec CaS(." 13.1). It.. unit" hich o.:cllpic'" he' 
"ithin Ihe charge lonc~ of more than one canl lry 
unit i~ only rl-qui rcd tu mah' unl" morale cht...,k, 
Nol('; It.. unit i, nOI obligated 10 m,lke a morak 
check dlle to a counlcr-chargc or an opportunity 
charge ( \Ct" Ca'iC 12.32). Simila rly. unir, in '<luare 
or ruuliu!! format ion ne,er check morale due t<l a 
C3'alf)' charllc. 

[ 12.51 SH OCK COM KAT 
KF.sU l TS TAKlE 
(M'Cmapl 

[ 12.61 EXPLANATION 
O t' SIIO<':K COMIIA l' Kt:'SUI .TS 

1t.. ':1 n ... ull of ~ ho.: k combal, Troop Poi nl s may be 
eliminall-d. command unils rnay be ill, crl l-d, ~nd 
COlllbal units may be disordered ur rUUled (~nd 
forced 10 retreal), As ill fi re ~ombat , Troop I'ui llls 
elimin~ll-d in , hock comb:lt arc remo\ed from Ihe 
IOprnost unit in Ihe affecled he:c. Unlike fire l'()m­
bat. a unit ",hkh suffers los~ or is furced 10 
relrca t a\ a resull of shock combal is nOI requirl-d 
IU chcrk morale (the momle erfl~ 1 is faclored inll) 
Ihe shock combat rc<;ull). lIo"'ever, a unil i< re­
Quired to l·h cr ~ muralc ,,'henevcr an adjael"nt 
hil"ndly uni l i\ forn'd to retreat a~ a result of 
~hock combar. All units which participate in a 
'hock allad mU~1 imnll:dialely occupy the ~1I<1d­
ed he\ if Ihe defendin!! ulliltS) i\ eliminaled or 
forced It} yacale Ihe hl"~. 

[12.611 A ~hocl:. combat rc<;ult of . has 1I0cFfl"l·!. 

112.621 A unit " 'hieh rcrei\'CS a nl result is 
di\ordcrcd and loses one Strength Poi n!. No 
morale l"heck i~ requi red. If the unit is already 
diwrd~'red, it i~ nOI further affCl.'red. 

112,6J[ A un it ",lIkh rl'C('ives a l)r r~ull is 
disurderl-d and mu,t immediatel)' retreat thrCl.' 
hc~l"S although it ~uffen no Troop Strenglh Puim 
los~. Adjal-cru Friendly unit s mU SI immedia tely 
chcrk morale (sec Case 13 . 1). 

112.641 A Un;1 which receives" Uri resull i, 
disordered, Il>w~ Olle Troop Strenglh Point , and 
mU SI imml-diate l)' retreat thrl-c hexes. Adjacenl 
Friendly units mu~t ehcrk murale(sec Case 1l.1). 

[12,65[ A unit which rcccl.·csan H r~ult is routed, 
IO\CS 1"0 T roop Strcngth Poims, and mUSI im­
mediately rl"treat Ihrl-c hnes. Adjacenl I-riendly 
uni t ~ must ~'hCl.' k mora le (sce elise 13. I). 

[ 12.661 A disordl"rro forma tion which receives a 
Ur or nrl ~uh /TealS Ihol N"Sufl os on K rf'sufl. 
Skirmi~h unu s arl" always di~urdered formal ions 
ill Icrm~ of shock combat. A routed form ation 
aut(>m~tic"lIy recci.·(."S an K result when it is at · 
tacked through shock, althUllgh the combat is 
rcsoh·l-d normally to dercnnine Ihl" rcsu ll rl'O:d.·ed 
by Ihe allaeking un ils. In addition, the routing for· 
matiuu's los., i~ doubled to lour Troop Strength 
Poims, Thl" routed formation i.~ forced to retreat 
an additional thrCl.' he:ces cach time it is attacked. 

112.61\ A shock allack may be excrUled at a 
percentage 1l"S!. Ihan SO~. using thl" SQ~ ratio 
results. A ~hoc k "lIack may be ell.l'O: ut t-d at a dif­
fl"r~'nlial "hich exceeds I 6 using thc 16 rc<; ult s. 
When an :il tack i, e:CCl.' uted at a dirrl"remial of Il-ss 
than 2, Ihe aHading ullils automalically suffer 
a nr result and Ihe defending unit is unarrcrted. 
When a shock attad is execuled at a differential of 
- 2 ur bener "lid a pl'rcemage or 400'1, ur greater , 
Ihc defending unit lIulomatically 5 urrer~ an It 
resull and the altacking units arc un:lrft~ted. 

[12.6111 If a com mand unit i~ <tacl:.ed in a hn th:iI 
\urrers Troop Slrength Poim losse< due to shock, 
the o"'ninl! Player mllSI immedialely roll the d ie. 
On a ro ll of S or 6, the command unit is im crt ed 
(an al ready inverled unit rl"I11:1ins inverted). If" 
\ hock allael:. is made agairl.sl a command unit 
"Ionl' in a he." it i. in\'Crled and retrc:lted threl.' 
he\l"> al 110 Irn.:o to thl' atracker. 

112.69J SCI.' Case 12. 15 for rhe effcr l of shock 
combat on artillery units. If an artilkry unit ~uf­
fer.; a Ill, IIrl , IIr, o r K reo;ul!, Ihe Unil is 
ciilllinall-d from play entircl~ . 

112.71 HOW KETREATS 
A KI<: I<:U :Cun :D 

[12.1 11 UnilS arc forced to retreat eitller as a rl'S lllt 
of shock COmbal OJ duc to a roUI rl"aclion 10 a 
morale chcrk (se.~ Case 13.1), 

[12.121 A routing formation ... hich is not rallied 
during thl" hiendly Rally Phase must retreat six 
he.~eo; al rhl" end o f Ihal Rally Phase.' (t::uC'ptiun; 
sec Case 12.16). In all other C"d5CS, Ihree hl"lI.es is 
thl" mandatory relreat lenglh . 

112.13\ Whell a unil is fur l"ed to retrl"at, all 
Fril"ndly uni ts Slacked in the !;allle he:c arc also 
forcl"d to retrl"at, Such lin its mUSI be relrealt-d ~~a 
si ngle group, 

112.141 Relreat movement docs not e:cpcnd 3ny 
Mo'"erneJ11 PoinlS (terrain penahi~ arc ignored). 

112,151 Relrealing unit~ may never l"ntcr a he:c oc· 
cupied by Enemy Troop Points, Retreating units 
",ilh no pl'rmissible path of retreat arl"eliminated. 

112,161 A rl"tre::ning un it ... hich enlers a Friendly 
lIlapc.-dge hex (norl h fo r Allies, soulh for French) 
does nOi retrcat off·map. Instead, the retrl"aliny 
unit(~) immedialely SlOpS its rei real in Ihis he:c and 
loses on~ Strell81h Poim . If no t rallil"d in the ne:C1 
Friendly Rally Phase (see Case 13.2). thl" retreating 
unil rcm<l;ns in place and loses another Strenglh 
I'uim al the end of Iltlll Phase, In fact , at the end 
of ~wr)' I'riendlyll.~lly Phase in which this un it is 
not rallied, it loses one Strength Poim and must re­
main in place. 

112.111 All retrl"ats arc e.,crUlro by Ihe owning 
Player. In determining thl" path of retreat , French 
unil ~ musr rl"rreal to the soullll"astward or the 
southw~t"'ard ... henevl"r lJI}SSi ble, Allied units 
must relrcat northeastward or nOrlhweslward 
... hene\'er possibk. Units may change directions 
",ithin these limilations, and may "swerve" 
around Enemy units if neccsSilry. but may nOi turn 
10 avoid reachill8 a mapcdge hl"lI. Units may 
rerreal over Frielldly units if des ired. although this 
3CI aut omatically disorders the units retrealed over 
(ir already disordered, thl"Y rout). If rl"trealing 
units end Iheir re lrCal sracked wi th other Friendly 
unils, the non.retrea!ing uni ts alHomat k ally adopt 
thl' formation of the retrealing IIniiS. In 
anomalous situalions, Ihe direct ion uf re i real may 
be dl"termilled by dil" roll. 

[13.01 MORALE 
GENERA L RULE: 
The l"orK-cpt of morale is based un the Efrcc­
li~l"ness Ralingassigned toeach combat IIn il. On a 
higher le~cI, Ihe- concept of orm)' morale is used 10 
determine Ihe OUICOrnl" oflhe game. At any time, a 
combat UUil l"it hcr possesses "good morale" or is 
disorderoo 01 routro. Disorder and rout arl" iu­
volumary form31iolls which renl~t a unit ' s tem­
porary physkal disorgani/.al ion. In addition, the 
altrition of Friendly Troop St rengt h through com­
bal fo rms 3 drain on each arm)"s overall morale, 
event ually result i ng in army demoralizal ion. 

PROCEDURE: 
Whelle\'e r a unil is reqllired 10 chl"'Ck morale, the 
I'I~yer who l'omrols Ihe unit rolls one die. The die 
ro ll is then modified according III Case 13.16 and 
Ihl" modified r(."S ult is compared to thCt"urrenl Ef· 
fcrliveness Ratin!! of Ihe checking uniL I fthi s unil 
is disordered (including skirmish uniIS), il is 
automalically rOUtl-d ir Ihe modified die roll ell.· 
l-el:ds ils cunenl Erfcrtivelless lI.aling. If Ihe 
dll"l:kini' unit is formed , il bt:com~ disordert-d if 
the modified d ie roll l"xeI.-oos ils eurrenl Effcr· 
t;" enl"Ss bylhrce or 1l"S5; il hcrom('S routoo if the 
modified dic roll ell.Cl-OO< its currem Effecti ... eness 
by fOllr or more. (Hr memlM'r; A unil's original Ef­
fecti,·eness is modifil-d if it has suffered Troop 
I'oim losse.'S during Ihe course of Ihe game - sec 
Case 12. 1 I). 

CASES: 

[13.11 UNI1'MOHALE 
[13. II J The topmosl combat unil in a hcx is im­
mediately required 10 check morale undl"r any of 
Ihl" following ci rcumsi ~ nC('5: 

I. Whene,·er onc or more Troop Strength I'oims 
afl" eliminated from the he:c OCCUI)ied by thc ch~~k­
ing unit asa result ofa single Enemy fir l" allaek. 

2. Whenever a Friendly unit e:cecul ing a 
disurdered Ot toutro retreatfirsl occupi~ an adja­
cellI he:c (I<::cct'ption: SCI.' Case 13 .12). A IInil is 
never fOfl'Cd 10 chcrk ,morale more lhan once per 
Phase fo r thesaml" rl"lrealing unil. 

J. Whcne"cr a unit is not in square formation ~nd 
occupies a hex within the charge zone or an Enemy 
l"ava lry ullit during the Facing/Formation Phase. 

4. Whenever ulf of Ihc Friendly Troop Strength 
Puinl§ in <In adjacl"nt hex arc eliminated or forced 
to reI real as a result of Enl"my fire or shock attack 
(I-:u"ption: sec Case 13 . 12). 

Rll 

I-;u mpl,,: II French 6-4-4 infantry unil suffers a 
loss from Enenty firl". The original Strength and 
Effccliven('Ss lI.alings arc bolh rrouccd by I. The 
French Player rolls a d il" and obtains a 4. Sin~"C this 
eXl"CCds the current Effecliveness (3) of the unit by 
one, i! is immediarely disordered. If it hlld al ready 
been disordered, il would r01l1. 

113. 12\ Command IInit~ and rouling formalions 
a rc nl"Vc r required tocheck mora le. Other unilsare 
e:ccused frum mandalo ry morale ehcrks undl"r thl" 
foll owi ng cond i! ions: 

I. A fOTIIll"<i unit is !lever fIlQuirro to check 
morak due IU lhe presence of II roul ing skirmish 
formation in an adjaCl.'I1I hex, Ho"e"er, 
disordered formations mu.~t ehl"'C 1:. morale in thi~ 
ci rcumstanel". 

2. A formed unit is nUl requ irl"d to chcrk morale 
whell a Friendly unit with a lowt'r orj~inol E.I/f"C'­
/i~~ness Ruling occupies an adjacl"nt hex ",hile~ ­
crUling a disordered or routed r(."lreal. Disordered 
units arc never e:ccu.o;cd from mor~ 1e checks. 

11). 1l1 When checking a unil's morale, Ihe 
modified die roll is al ... ·ays compared 10 the IInit's 
currenl Effcrtivencss Rating, A morale check 
must a lways be CII.cruted by the topmOSt combat 
unit in a hcx (all units under the checking unit 
a l"'~ ys adupt thl" samc in\'olumary formation if 
nt~essa ry ) . A unif's unmodified £Jlf"C'fiwnl'SSmo), 
ne~er hi! rn/uw bfofo ... ~cro. 

113. 141 The effcct of combat on all command 
units stackro in a hc:c is always r~olyed before the 
topmosl unit ehecks morn Ie . 

[1l, ISJ Units which rout as a r('Sull of a morale 
ehcrk must immediately relreat Ihree heu's. Uni ts 
.... hkh arl" disordert'd as a rt'Sult o rll morale Check 
may nOl retreat. 
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[13.16J The die roll used (0 check a unit's morale 
is modified according (0 rhe following schedule: 
- 2 if protected by hard co~er; - 1 if pro1C~ctcd by 
soft cover: - 1 ifwirhin lhe command radius of a 
Friendly unreduced command unit: + I if the 
elimination of a Friendly uniT (either from the 
same hex or a hc~ adjacclIl to tile checking unit) 
mandates the morale check: + 1 if adjacent to a 
Friendly unit e~C'<:uling a disordered or rOUled 
ret real: + I if wilhin the Maximum Range charge 
:wnc of an Enemy cavalry uni l; + 2 if wi thin Ihe 
Medium Range charge lOne of an Enemy eilval,y 
unit; +3 if within lhe Minimum Range charge 
1.oneof an Enemy cavalry unit. 

Nnt .. : For morale puposcs, a unit benefits from 
any available co"cr rcgardlcs§ of the position of 
this covcr in relalion 10 111(' cause of Ille morale 
cllcrk. Cllarge lOne penallies apply only during Ihe 
Facillg/ Formation Phase. Disordered and skir­
mish unilS ne\cr rcrd,c any bonuses from com· 
mand unils. Disorder lias no effcCI on a unil'S 
morale olher Ilian 10 make it more- sur.ceplible 10 
rOUI. A unil may bendil from a command unit on· 
Iy if I lie- command unil i~ currently wilhin Ihe com­
mand radius of Ihe chcrking unll and Ihe com­
mand unil is slacknJ wilh some Friendly combal 
unil allhis time. 

[ll. I7J The eliminalion of an arlillery ballery's 
hypoilielical '·crew" (set" Case I I .55) nevcr 
neces_~ilal\:s a morale check. 

113.2] HOW llIS0ROt:RED 
AND ROUTEO .'ORMATIONS 
ARE RALLIED 

During Ihe Rally Phasc. Ihe Phasing PlaYl"r 
removes Disorder andlor Roul markers from 
units lie conlrols aCl"ording 10 Ihe reslril"lions of 
Ihe following Cases. 

[ IJ.lt! During Ihe Rail)' Phasc. the Phasing 
P layer mUSI remove Disorder m;!rkers from eacll 
Friendly-occupied hex which is 1101 an obSlrUCled 
lerrain hex and is nOI wilhin Ihe Minimllm Rangl' 
firl" zonc of an EII~'rny unil. Disorder may neYl"r be 
rl"moved from unils Ol"cupying obslrucled hexes. 
(NOll': Dul" 10 Ihl" faellhal a unit is aUlOm;!lically 
disordered upon l"fllering an obslruCled hex, il is 
nOI flectssary 10 placl" Disorder markl"r5 on such 
unils - Ihe simpk ral"1 Ihal il ocl"upics such a hl"~ 
S(."u'es as an adequale indicalor.j When a unil 
reeo'en from disorder. it muSI be in Ihl"saml" for­
malion as Ihal in which il "'enl inlo disorder. 
Howevl"r, iu facing may be changed 10 any de,ired 
drrt"Ctiorl af1er recovery. 

[13.11) Afler all eligible Disorder 111arkers arc 
rl"moved, Ihe Phasing Playcr nUtSI remove Roul 
markers from each hex occupil"d by a Fril"ndly 
skirmish formalion "hich is nOI wilhin Ihe Max­
inllllll R/lnge fire lone of any Enl"my unil. Rouling 
skirmish unils do nOI require command unils in 
order 10 rally. When skirmish formal ions rally, 
Ihl"Y rl"COler " good moralc·· imll1l"dialely. 

[D .23) Immedialely afler all eligible skinll;.\h for­
millions 3fC rallied. Ihe Phasing Play!.'r mu~1 

r!.'move KOUl n'lIrkers from all olhl"r Fri~ndly unil~ 
thai arc nOI wilhin Ille Maximum Range fire zone 
of ilny Enemy unil and arc eilher stacked wilh or 
adjael"nl 10 a Friendly command unil (rl"gardless 
o f nalionalily). t: ~ctpliun : Thl" Wellinglon 
coumer may be uSl"d 10 remove Roul marker\ 
frOll1 I'riendly unil' in Ihese cirCllmSlanCl'" if Ihe 
rouling unil, are wilhin Ihe conllnand mdiU5 of 
Wl"llinglon (4 hl"J(l"s, or 2 if depleled). I I1~erled 

command unit. may al"'a),s raJly unils . 

[D .24) When a Roul marker is removed from a 
unil which is nOI in skirmish formal ion. il is im· 
mediall"ly rl"plac('d wilh a Disorder marker. Thus, 
forml"d unil~ lake r"o Game-Turn, 10 reCOler 
goodmomlc. 

[ IJ.2SI A Roul markl"r may be rl"moved from a 
unil which occupies an obSlrUCled Il"rrain hex. 

J13.261 Afler all eligible unilS arc rallil"d, all rl"­
maining rouled formalions are relrealed six hexes 
by Ihe Phasing Player (see Case 12.1). 

[1J.21) Disordered formal ions may mOHo nor· 
mally and may execule fire and shock allach. 
ROllied formalions may never be moved volunlari_ 
Iy during Ihl" March Phase. T hey may nl",ct ex· 
l"CUIl" fire or shock allacks. 

[13.3J AI-CM Y MQRALE 
(13.31) Each army possesses a Morale Lf!vf!l. This 
is a quantificalion of Ihl" army's abilily 10 withs­
land casuallies wilhoul suffering demoralization 
fa Sl;!le reaclled when Ihe army rcaches Morale 
Lc,eI 0). 

[13.32[ On Ihe map. there is a Moralf!Lf!lIel Track 
on which bOlh armies keep Irack of Iheir Morale 
Ll",els, sublracling one MOfufe Poinl for each 
Friendly T roop Poinl or balll"ry !lnil diminall"d, 
or command unil rf!duced (Exception: If Well· 
inglOn is reduced, Ihe AlIkd P layer Imcs /Ne 
Morale Poims). T he Morale Traek markers are ad· 
justed appropriillcly as soon as any loss is suf­
fered . 

[D.33) The French Moral" I.""el is 90. This is nOI 
allerl"d for any reamn (l"XCl"PI for ~ublraCling 
los~esl Ihroughoul Ihe gam", The Allred J\ Iorak 
Level i< 45. HO"l"~er, al Ihe beginning of Game· 
Turn Four. 10 Morak Points arl" added 10 I he cur· 
renl J\Iorak Level. AI Ihe beginning of Game· 
Turn Ten. anolhl"r 20 Points arl" arided. Finally. al 
Ihe beginnillg of Gaml"-Turn FOllril"en. 10 morl" 
Points are added. 

[IJ .34J The inslanl an army's Morale Ll"vel 
reache5 lero. Ihal army is demoralized. In Ihl" 
Allit."d case . once the army is demoralized. il may 
nOI rl"Cover-l"ven wilh rhe addilion of morc 
1\'lor~1e Points. In faci. il is unnl"el"ssary 10 record 
los_~e_, after an army has reached Ihi~ Siale. 

(13.lS) When an army is demoralized. Ihe currem 
l:ffecli,'cllcss Raling of each unil in the army is 
reducl"d by onl". Howl"l'l"f, Ihis is nOI indicaled 
"ilh a markl"r-Ihe Players mUSI mentall) record 
the reduced EffeCli'eness whene'cr an ap­
propriate calculalion is required, Fire combal is 
unaffel'led. In addilion, rouling formal ions of a 
dcmoralil.ed army may nOI be rallicd unless Ihe 
o .... l1ing Pla}er ro1l5a number l"qllallO or less Ihan 
Ihe command radius of Ihe command unil used 10 
rally Ihe Unil during Ihe Rall ~ Phas!.'. A die roll i~ 
lI1adl" for each Slack of unils Ihal are 
TOliling-lhose Ihat fail coni inue 10 roul. 

[14.0) REINfORCEMENTS 
GENERAL RULE: 
lJoth Player~ recehe reinforcemenl\ during Ihe 
game. The Game· Tllrn in which Ihese unil~ appear 
on Ihe map and Iheir he~ of enlry is li\led ncar lhl" 
Turn Re<:ord Track bel" map) and on Ihe unil 
COuIllCf'lhermselle.<. 

CASES: 

[14. IJ ENTI-C\' OF RE1NJ.' ORCEMENTS 
[14. I I ) If a Player is 10 receive reinforcements in a 
given Game-Turn. they may l"nler Ihe map du ring 
Ihe Friendly March Phase. 

[ .4. 11) Reinforce1l1l"JliS may neVl"r be blocl..cd or 
willlhl"ld. If an Enemy unit occupies an Entry Hn 
(sel" Casl" 14.2). The Phasing P laYl"r II1ml bring his 
rl"inforceml"JliS OJliO Ihl" map on any map·edge hex 
wilhin si, (or more. if necessary) he,es of Ihe 
originalelllry posilion. 

[14 .13) If Ihl"re is no Enemy fornwd unil wilhin 
six hexes of an Enlry Hex, reinforcernenlS may usc 
Gralld Taclical Movemeni on Iheir Game· Turn of 
entry (sC(' Case 5.2). 

[14.14) Reinforcl"ml"nts may nOI enler Ihe map 
already broken down inlo skirmish formal ion. 

[ .4.I S[ Rl"inrorcemenlS muSI enlcr Ihe map in col· 
umn formal ion. 1-Io"e\'"r. if more rhan one IInil is 
10 ('nler Ihe map in an Entry Area in a Game·Turn, 
Ihey mUSI be deployed II/f map. one behind Ihe 
olhl"r-wilh Ihe kad unil poised adjacenl 10 Ihe 
EJlif)' He.' ilself. A hypol1rl"lical road may be 
assumed 10 conlinue off map under Ihis column of 
unilS. As each nn;1 enlers Ihl" lI1ap, il will pay Ihe 
1\10'l"II1l"Jli Poinl C()!;I for Ihe Enlry li n plus any 
addiliollal COSI for hypolhl"lical road hc,es Ihal il 
.... ould hale 10 Ira\'erse in order 10 reach the Enlry 
Hn. 

114.2J ENTRY HEXES 
A : 0 1/1: IJ .- .1907: C .. JSi}). 

[15.0) VKTORV CONDITIONS 
GENE RAL RULE: 
The game ends al Ihl" end of 20 Game·Turns. AI 
Ihis time. bOlh 1'Ia~er ~ I1HI~1 cvalrmll" Iheir perfor­
mancesand declare a \'lclor: 

french M arginal Vic-lOry: AI Ihe end of Ihe gamC', 
Ihe Allkd arm~ is demoralized and Ihe French 
army is nol. 

Frl'TlC'h Sublillmt;l '" lliC'lu,)": Same as Frl"neh 
Marginal, l"\Cepl Ihe French mUSI ha~e al kaSI 50 
Troop Points norlh of tile Namur Road (Ihe road 
connecling hl"'e~ 3901 and 1741) al gaml"'<end. 

Fr""c /I iJeci!.-ir·(, Vic-lOry: Sallie as French Subsl<tn­
live. excepl Ihe Fren~h Player mUSI hal'l" a combal 
unil m all four 11(,.'C5 of Qualre Bra, (3021, 3121. 
3211,3121) al game's l"nd. 

AIfiI'r{ Margilwl Vi"lfir)': Neilher Playcr' ~ ur bOlh 
Players' armies arl" dcmoralizl"d al gomc'S end. 
Also, Ihere arc no French C(lInbal unils in any of 
Ihe four hl"'cs of Qua Ire BnL~ allhis lime. Finallr, 
less Ihall40 French T roop Poims muSI he 1I0rlh of 
Ihe Namur Road. 

Allier{ SlIbMQIII;,'(' lIicln'J'" AI Ihe: end of Ihe 
gaml", Ihl" French arm) is demoralized and Ihc 
Allied arllLY i< nol. No French unils may occUP) 
any oflhl" fout hexe\ OfQIl:llre Bras and less Ihan 
10 Frl"lrch Troop Poil11 ~ lILay be north of Ihe 
Namut Ro«d 311hi' liml". 

AlIi('(1 iJ"ciri,·(' V;Clflr)'.- Same a, Allied Subslan­
li'e. e~cepl no Fre:llch combal unil< ~Lre norlll of 
rhl" 1700 hexTO" al game's end. 

Ora ..... None of Ihc abo'e viclory condilion~ arc 
fulfilled al gall1l"'s end. 
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