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2 Musket & Pike Battle Series Rules

1. Introduction 2.1.4 MARKERS:

The Musket & Pike Battle Systésna series of tactical battle
games covering the period from 1630 to 1680. The system
meant to highlight the peculiarities of warfare in that periog
and the impact of the limitations of command and control. T
date, two games have been published in this sérlds: Ac-
cursed Civil WaiTACW) andSweden Fights O(SFO). .

No Pistols Loaded
(see 10.7)

One Pistol Used
(see 10.7)
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NOTE: This rule book supersedes the one in TACW.
Wagons

2. Components and Terms
2.1 Playing Pieces

Casualty Point

R,

2.1.1 TYPES: There are three types of playing pieces. (see 10.6.1)
« Units represent the regiments and brigades of infantry, ca

alry and artillery. Salvo
« Leaders represent the various individual commanders. (see 10.4)
e Markers are used to aid players in noting certain informatio

about a unit or leader.

Tl.lfn Turn

2.1.2 UNITS: Each unit has three pieces of information and 4 .E*. (see 3.4 C)
icon printed on its counter. The icon helps differentiate easil
between Infantry, Cavalry and Artillery. Each unit carries ei Morale | Morale Shak
ther its unit type (“12-24lb” or “Dragoon”) or its name (“I / | Shakes (sgrealez 4)a en
Skippon” or “Rupert LG"), which is usually the name of its| =1 '

historical commander. Infantry and Cavalry units have strengtt,
from 1 to 20, each strength point representing 80 to 100 m Morale Broken
Artillery units have no strength for game purposes and inste

(see 12.4)
have a grazing fire range followed by a maximum range. A
units have a morale rating from 4 to 8, with higher values bein T _
better. Note that leaders are not considered units. i =1 | Formation
FRpmpts Broken (see 12.4)
. Example of Cavalry
Unit I.D. Wing indicat Fiiwi<1 | Formation Broken
Strength Point Ing Indicator et
(an Ain front indicates R=Right WES| & Morale Shaken
an Arquebusier) L=Left
Morale Rating C=Center
Momentum
Example of Example of (see 11.3.6)

Heavy Infantry

Light Infantry

e EdEQES

Captured Gun
(see 10.8.9)

Column
(see 6.3.4)

Open Order
(see 6.3.3)

Hedgehog
(see 6.3.2)

No Continue
(see 4.4.2)

Limbered Guns
(see 7.3.3)

Charge Order
(see 5.5)

Make Ready
Order (see 5.5)

Rally Order
(see 5.5)

Receive Charge
Order (see 5.5)

Interception
Done
(see 9.3.3)

Example of Artillery
Artillery Type
Morale Ratin
Grazing Rang

Maximum Range

2.2 Charts, Tables and Die

The use of the charts and tables in the game are explained in the
rules. The game uses a 10-sided die. The O is treated as zero and
not ten. Unless specifically mentioned otherwise, use the 0 row
on all charts for any roll modified to less than 0, and use the 9
row for any roll modified to greater than 9.

2.3 Terminology
The Glossary on the next page contains terms and abbrevia-
tions that appear in the rules and charts.

2.1.3 LEADERS: Leader pieces have the Leader’s name and a

leadership rating from 0 to —2 (-2 being the best).
Example of Leader

Leader Nam

| Leadership
Rating

2.4 Scale

* 1 turn: 20-30 minutes

< 1 hex: 100 yards

« 1 strength point: 80-100 men

« 1 artillery unit: 3 to 4 guns or a double battery of 7 to 8 guns
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Sweden Fights On 3

GLOSSARY

Action: A leader or unit may perform one or more of the following.ight Infantry: Small bodies of musket-armed foot soldiers. They «
Actions: Move, Fire, Rally, or Reform, within the limitations of theirthis period’s skirmishers. Since they did not have pikes, they avo
Wing'’s Orders. close combat and sought to antagonize the enemy with musketry.

Active: A unit and/or leader of an activated Wing. An Active unit of'® two types of Light Infantry in the game: Musketeers and Drago

leader is able to perform Actions. Only one Wing of an army is Active MUSKETEERS: Musketeers were drawn from regular regiments
at any given time and only the leader of that Wing, the Army Com- special duty. Also called Commanded Muskets.
mander, and the units of that Wing are Active. The Active player is the

player who owns the Active units or leaders. DRAGOONS: Regiments of horsemen that carried full-length m

kets and fought dismounted as infantry. Dragoons have higher
Artillery: Batteries of large caliber field guns. Only guns large enough rale ratings than commanded muskets due to the inherent unit i
to have a separate effect in the battle are included. Treat double batterity of dragoon regiments. Otherwise they function the same wi
ies the same as regular batteries except for Victory Points (14.0) othe scope of the game.

where specifically mentioned on the charts. Leaders: Army Commanders and Wing Commanders are referreg

Bypassed:A Wing whose activation has been temporarily interruptedollectively as Leaders. Leaders are not considered units.
by Preemption is said to be Bypassed, and its Wing CommanderME: Morale Check. Various situations will call for a morale check

marked with a Bypass marker to denote that status. a unit. A die is rolled; modifiers are applied per the rules. If the res
Cavalry: During this period, mounted troops were of two types: greater than the morale rating of the unit, it has failed the Morale C

CUIRASSIERS: Horsemen armored front and back, armed with tm%]d suffers adverse effects (12.0).
pistols and a sword. Momentum: The added offensive benefit of “charging” an enemy u

ARQUEBUSIERS: While not as heavily armored as cuirassierghalrges were not g.enerally delivered at a gallop or run during thig

arquebusiers were armed with a carbine, two pistols and a sword,°d: though the rapid approach of these large formations had a co
erable effect on stationary defenders. It is used in Close Combat H

Both of these types fought mounted and in close formation (three or fixion (11.0).

ranks deep). Pistol and carbine fire was used extensively as a preludg to_, . - . . N

or in lieu of close combat with swords. The distinction is as much o ofale: dMeasur_es a u:lllts r_elalt1|ve staying FOWQ_I’, Elfan, afgreéss

of tactics as of equipment as English, Swedish and Bavarian cavalt hs an Iexpelz)rle;nceé. it units have a morale rating from 4 to 8,

were typically equipped as arquebusiers (sometimes spell er values being better.

Harquebusiers) but employed as cuirassiers. Arquebusiers are dendiédd Movement Allowance. A measure of how far a unit can move

by an ‘A’in front of their strength. Unless specifically indicated otherturn, expressed in Movement Points (MP) (7.2).

wise, when a rule refers to “Cavalry” it refers to both types of units. AC: Army Commander. The Overall Commander of that side’s ar

Note: Only Cuirassiers are used in This Accursed Civil War. He has different capabilities than his subordinate Wing commandg

Continuation: The process by which a Wing that has just finished a@rders: Players assign each of their Wings specific Orders that go
activation may attempt to activate a second or third time. the type and scope of Actions the units of that Wing may perform.

Finished: After a Wing has performed its final activation, its Wing Com-fOIIOWing Orders are possible: Charge, Make Ready, Receive Ch

mander is flipped to his Finished side. This prevents the Wing froﬁpd Rally.
being activated again that turn for any reason. Non-Phasing or Inactive Player:The player who is not the Phasi

Formation: Large, close formations were critical to the functioning Oplayer.

the low-level tactics and leadership of the day. All units are considerBdss:If the Phasing player declines to, or is unable to, activate a
to be in their ‘normal’ combat formation unless marked otherwise. Ife passes, thus allowing the Non-phasing player to become the P
fantry would be six to ten ranks deep with a full arm’s length betweegayer. If both players pass consecutively, the Activation Phase is
men. Cavalry would be three or six ranks deep with one to two yardsided and play proceeds to Rout Movement. Flip any Passed
between horses. During combat and movement, formations would tés Finished side.

come congested and disordered, thus reducing the mobility and eff

tiveness of the unit. gﬁasmg or Active player: The player who controls the Wing that

currently active.
Heavy Infantry: Foot soldiers arrayed in groups or blocks of musketlg
and pikes. These foot soldiers were organized into regiments or kf “interrupt the activation or continuation of a Phasing player’s Ac

gades (two or more regiments, grouped together) to maximize the ing and activate one of his own Inactive (but not Finished) Wi
fect of massed musketry and/or massed pikes. Only the pike men Wﬁﬁ&ead

armor, if available, which would consist of breastplate, tassets (thig

protectors hinged to the bottom of the breastplate) and a helmet. MBgaction Zone:The hexes surrounded a unit in which enemy activit
keteers wore a wide-brim felt hat and the distinctive bandolier acroggy allow the unit to React (9.0). Reaction Zones for Artillery u

the chest with small flasks containing pre-measured powder. The mdéfer from Reaction Zones for Infantry and Cavalry units, and the za
ket rest fell out of common use during the period covered. A Heayemselves differ depending on the type of Reaction the unit perfo

Infantry unit that also has an artillery symbol is considered to havg,,_hex Unit: A double-size (i.e., rectangular-shaped) Heavy Infa
inherent regimental artillery. unit. These units occupy two hexes, and are subject to special
Hits: A unit may incur three different types of hits: Casualty hits (10.6.1jggarding facing, movement and combat.

Morale hits (12.4), and Formation hits (6.3.1, 7.3). Wing: The typical army of this era was composed of three Wings: ri
Inactive: Any leader or unit that is not part of the currently activategenter, and left. AWing Commander (WC) commands each Wing.
Wing. These units are eligible to react to Actions performed by Activeft and right Wings normally consisted of cavalry, while the ce
enemy units. was composed of infantry. A Wing with no Heavy Infantry is cons
gred a Cavalry Wing.

re-emption: The process by which a Non-phasing player may atte

Infantry: Are classified as either Heavy or Light Infantry. When use
alone it refers to both Light and Heavy Infantry units.
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4 Musket & Pike Battle Series Rules

 Cavalry units are regiments or squadrons of 200-500 men. ¢ Salvo Fire (Heavy Infantry only; 10.4)

« Heavy Infantry units are a mixture of pikes and muskets and < Atrtillery Fire (10.8)

are regiments or brigades (sometimes called batalia or tertia by « Rally (13.0)

the English) of 400-2000 men. » Reform (13.0)

« Light Infantry units are 100-300 musketeers or dragoons. D. Close Combat:Units attack adjacent units in Close Com-
bat (see 11.0).

2.5 Questions E. Continuation: The activated Wing may attempt to activate
Any questions about play? Either send a self-addressed stampeda second or third time (4.3). If the attempt is successful, re-
envelope to: turn to step A.

F. If the Activated Wing fails its Continuation attempt or has

GMT Qar:pes 4 Civil , completed its third activation this turn, or if the Active player
éTJNéJX fs,ggcurse Civil War Q’s does not wish to continue with the Wing, then do whichever

of the following applies:

Hanford, CA 93232-1308 a) If there is a Bypassed Wing, activate it and return to step B.

Or reach us on the Internet at: b) If there is no Bypassed Wing, players determine the next
Designer: Ben Hull (bhull@comtrakinc.com) Wing to be Activated (4.2) and return to step A.

TACW Developer: Marty Arnsdorf (marnsdorf@yahoo.com)  ©) If all Wing Commanders are Finished, proceed to the Rout
SFO Developer: Dick Vohlers (vohlers@yahoo.com) Movement Phase.

Publisher: GMT Games (gmtgames@aol.com)
3.3 Rout Movement Phase

We also provide ongoing support at the GMT games web Ssitg|| units with broken morale perform rout movement (13.4).
(www.gmtgames.com). Many wargamers can also be found on

the ConsimWorld discussion boards (www.consimworld.com)3.4 Marker Removal Phase

A. All Salvo markers are removed. Fired Artillery and Finished
Leaders are flipped to their normal side.

3- Sequence Of Play B. Check the Leader Replacement Table to determine the fate
Each game turn follows the following sequence: of any Leaders that were removed from play this turn.

C. Check for Surrendering the Field (4.6). If that does not end
3.1 Initiative Phase the scenario, and there are still turns left to be played, ad-
Players determine who will become the Phasing player and ac- vance the turn maker on the turn track and proceed to the
tivate the first Wing (see 4.1). next turn.

3.2 Activation Phase Cpe . .
The Phasing player can either activate a non-Finished Wing 4 |n|t|at|Ve and ACt|Vat|On
Pass (4.5). See 4.2 for the sequence Wings must be activatedéjrnl Initiative Determination
When that activation is finished (including any continuation ' i . N

acivations [43) the opposing player may actvate aWing of - 0L SO (e (e e e
Pass. Generally, players alternate being the Active player arq(? 9 _ j . )
the Inactive Player (see 4.3.2 and 4.4 for exceptions). This pha gthe Orders currently assigned to each Wing. The player with

is repeated until all Wings have been activated or both pIayeF © most Wings fl_mdelrf C;\harge Orde@_chooseds ngr?h elig(i)ble
pass consecutively. wing to activate first. If there are no Wings under Charge Or-

ders, then the player with the most Wings under Make Ready
Sequence of the Activation Phase: Orders activates first. If there are no Wings under Make Ready,
A. Preemption Attempt: When a Wing has been activated, thethen the player with the most Wings under Receive Charge Or-
Inactive player may attempt to interrupt that activation inders activates first.
order to activate one of his Wings first. If the attempt is suc-
cessful, mark the preempted Wing with the Bypassed markélrl‘z_ TIE BREAKER: If both players have an equal number
(4.4.2). The preempted Wing will activate immediately af-Of Wlngs under the same_Orders, then, wher_l that Orders come
up in precedence, the Wing Commander with the best modi-
fier (—2 being the best) wins the Initiative and activates one of
his Wings that has those Orders. In the case of a tie, roll a die.

High roll wins.

ter the preempting Wing has finished its activation(s).

B. Orders Change:The activated Wing may attempt to change
its current Orders (5.7).

C. Perform Actions: Each unit in the Active Wing may per-

form, within the limitations of its Orders, one of the follow- . .
ing Actions: 4.2 Activation Precedence

« Move (7.0) 4.2.1 Each Wing may activate once per turn, either by the nor-
mal sequence or Preemption (4.4). Activation alternates between

players as long as all wings under higher precedence Orders are

finished before any Wings under lower precedence Orders acti-

* Move and/or Pistol Fire (Cavalry only; 7.0 and 10.2)
* Normal Infantry Fire (10.3)
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Sweden Fights On 5

vate. Preemption (4.4) is the exception to this normal sequengeassed marker to indicate that his Wing will be automatically
The precedence of Orders is: activated after the preempting Wing is finished. A Bypassed
Wing may not be preempted during its first activation of a turn.

1. Charge

2. Make Ready 4.4.2 PROCEDURE: The Inactive player consults the Preemp-
3. Receive Charge tion Table, finds the current Orders of the Wing making the
4. Rally attempt and finds the number range needed to successfully pre-

E le: Pl Ah Wi der Ch ord mpt. He rolls a die and applies any applicable modifiers. If
xample. Flayer as two Wings under Charge Orders an uccessful, the Inactive player now activates that Wing (he can-

oong with Rally hO'\r/cliekrs.RPIa(yj/er Bdhas on.th%/in“g vgth Cg?rg%ot Pass). He may also try to use Continuation with that Wing
rders, one with Make Ready and one with Rally. Since Playels i 3 normal activation. The Preempted Wing leader is marked
A has more Wings with Charge Orders, he has the initiative a

) o ) ) ith the “Bypassed” marker to indicate that his Wing will be
activates one of his Wings under Charge Orders (his choice ctivated next, after the preempting Wing is Finished. If the

When that Wing is Finished,,PI_ayer B will activate his Wing reemption attempt fails, the leader of the unsuccessful Wing
with Charge Orders; when he’s finished, play now reverts bac marked “No Continue.” A leader marked No Continue may
to Player_ A, who has the remamln_g_Charge Orders. When A ctivate normally, but is not allowed to attempt Continuation.
Wings with Charge Orders have finished, then the Wing wit Leader marked “No Continue” may make another Preemp-

Make Ready Orders is activated. tion attempt later on, but if the Preemption attempt fails the

Note: It is possib|e that one p|ayer may activate two or mor&ader is fllpped to his “Finished” side and forfeits his activa-
Wings before the other player activates any, since all Wingdon for that turn.

:/vithCChharge Orders activate before any Wings with Orders beA‘,,4,3 PREEMPTING A CONTINUATION: The Inactive player
ow Lharge. may try to Preempt a Wing after the Active player has success-

4.2.2 Units of the currently activated Wing may perform one ofully rolled for continuation, but before the Active player acti-
the Actions listed in 3.2.C (these actions do not have to be pefates the Wing. The procedure is the same as in 4.4.2 except a
formed in any particular order). The choice of Actions dependguccessful Preemption cancels the continuation and the pre-
on the current Orders for the Active Wing (see 5.6) and, in sonfénpted Wing Commander is flipped to his “Finished” side in-
cases, the type of unit. As the Active player performs these agtead of being marked with the Bypassed marker. Thus, there is

tions the Inactive player may undertake Reactions (9.0). N0 Bypassed Wing. The penalty for failure is also the same as
in4.4.2.
4.2.3 If all units of a Wing are removed from play the Wing is
no longer considered for activation. 4.5 Passing
. . Rather than activate a Wing, the Phasing player may instead
4.3 Continuation Pass. (Exception: You cannot Pass if the Wing is under Charge

4.3.1 IN GENERAL: AWing that has completed its activationQrders; see 5.6.1.) Flip the Passed WC to his “Finished” side
and is not under Rally Orders may attempt to activate again. And proceed to the next activation. The Army Commander is
wing can continue up to two times (for a total of three activanot activated (5.1.1) in a phase in which a WC passes.

tions). Whether to attempt continuation with a formation is al-

ways voluntary. 4.6. Surrendering the Field

4.3.2 PROCEDURE: The Active player consults the ContinuaPt"nd the Marker Removal Phase of each turn, check the Or-
tion Table and uses the current Orders of the Wing to determiffie’s for all leaders. I all the leaders of one side are under Rally
the number range he needs to successfully continue. Roll a di§ders then that side is considered to have left the field and the
and apply any applicable modifiers. If the modified roll falls SCENaro ends. (It is possible that both sides might leave the
within the range indicated on the table, the Wing is allowed t§€!d on the same turn.) Determine Victory as per 14.0.

activate again. If the modified roll is outside that range, the

Wing Commander is flipped to his “Finished” side and the nex5 LeaderS and OrderS

eligible Wing is activated.
Leaders are used to influence and control the Actions of the
4.4 Preemption units under their command. Each battle, per the scenario rules,

4.4.1 IN GENERAL: The Inactive player may attempt to inter-Will have an Army Commander and three or more Wing Com-
rupt the activation (or the continuation) of a Phasing player’§handers.

Active Wing and activate one of his own Wings first. This is
known as Preemption. Preemption attempts are allowed befd®
a normal Wing Activation and after each successful Continug" 5.1.1 Each army has an AC who is activated each
tion attempt. A Wing is eligible to attempt Preemption if its and every time a Wing of his army is successfully
Wing Commander is not on his “Finished” side and is currently activated (including Continuation and Preemption

not under Rally Orders. Mark a preempted WC with the Byactivations, but not if the WC is preempted or passes). AnAC is
never marked as Finished and therefore may activate multiple

5.1 Army Commanders (AC)
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6 Musket & Pike Battle Series Rules

times during a game turn. Orders restrictions (see 5.6) do notatically removed if an enemy unit occupies his hex or he is
apply to Actions performed by an AC. In addition, AC Actionsthe target of a Close Combat and the leader is the only unit in
override Orders restrictions, and counts as a unit’s action fahe hex.

that Activation Phase. (For example, an AC can Rally a unit

whose WC is under Charge Orders, and that unit does not ha@eg'zd EFhFECbTS: Wings mday not activate if the Wing Com-
to, and indeed cannot, move at least 1 hex closer to the neard@Nd€r has been removed.

enemy unit that activation.) 5.3.3 REPLACEMENT TABLE: Leaders removed from play
|.are either eliminated or returned to play. During the Marker
Removal Phase, players roll on the Leader Replacement Table
for each leader removed that turn. If a Wing Commander is
« INFLUENCE AN ORDERS CHANGE: If the AC is stacked eliminated, replace him with a generic leader unless the
with or adjacent to the Wing Commander (WC), the AC mayscenario’s rules specify a specific replacement. If there are no
add his leadership rating to a WC'’s Orders change attemptiemaining units from the wing in play there is no replacement.

5.1.2 An Army Commander may perform any ONE of the fo
lowing Actions each time he is activated:

* MOVE: An AC has a movement allowance of 8 and may mové&.3.4 PLACEMENT: A replacement WC or one returning to
by himself. He may also move with a unit he is stacked witlplay is placed on any unit of the Wing. This does not change the
during an advance after Close Combat or Retreat, and ma&ying's Orders status. Place any leader returning after being out
move with a unit that advances or retreats through his hefer a turn on any unit of his Wing during the Marker Removal
(swept up in the advance or retreat). Phase of the turn after his status was determined. If there are no

INFLUENCE CONTINUATION OR PREEMPTION: I th units of his wing left when he is due to return, he does not re-
. . . - ITthe éurn, but does not count as a loss for Victory Points, either.

AC is stacked with or adjacent to the WC, the AC may ad

his leadership rating to a WC'’s Continuation or PreemptioieEXAMPLES OF LEADER REPLACEMENT:

attempt. . . .
P 1) AWC is removed as a result of Fire combat during Turn 1. In

« REFORM: Reform one unit (13.0) stacked with or adjacenthe Marker Removal Phase of Turn 1, the player rolls a “1” on
to the AC. The unit need not be part of the Active Wing.  the Leader Replacement Table. A replacement Leader is imme-

RALLY: A icallv Rall it (13.0)iti ked with diately placed on a unit of that Wing. During the Marker Re-
- Automatically Rally one unit (13.0) it is stacked wit moval Phase of Turn 2, that replacement Leader is removed,

or attempt to raIIy.one qnit it is adjacent to. The unit need NAld the original WC is placed on any unit of the Wing. Note
be part of the Active Wing. that if all units of that Wing were eliminated during Turn 2, the

5.2 Wing Commanders (WC) WC would not return to play.

5.2.1 Wing Commanders (WC) command a Wing of the army2) AWC is eliminated in Close Combat. In the Marker Removal
AWing may consist of Infantry, Cavalry, and/or Artillery. WCs Phase, a “6” is rolled on the Leader Replacement Table. The
are assigned per scenario special rules and may only be chanyé@ is permanently out of play, and a replacement Leader is
as a result of a Leader leaving the game due to casualty or pimmediately placed on a unit of that Wing. Note that if there
suit. A WC must end each Movement Action stacked with avere no units of that Wing left on the map at the end of the turn,
unit of his wing. no roll would be made.

5.2.2 WCs are activated with their Wing and can perform an$.3.5 If the Army Commander is eliminated, the senior Wing Com-
ONE of the following Actions: mander (as specified in the scenario rules) takes over his com-

) h I ‘ q mand. A generic leader counter immediately replaces the Wing
* MOVE: AWC has a Movement Allowance of 8 and may MOVECommander, unless indicated otherwise by the scenario rules.

by himself. He must move with a unit he is stacked with dur-
ing an advance after Close Combat or Retreat. He must MO¥e4 Command

with any Cavalry unit in his hex that successfully intercepts 4.1 IN GENERAL: In order to operate at full effectiveness,

He must move with a unit that advances or retreats throuqJ its must be in command. Command is determined by Wing

h|§ hex (swe,pt up In the. advance or retreat). He may MOoVehd applies only to combat units, not to Leaders. (Leaders are
with a unit he’s stacked with during the Rout Movement Phas%clways considered “in command.”) Each unit is assigned to a

« INFLUENCE RALLY OR REFORM: A WC may influence Specific Wing as part of a scenario’s set-up, and you cannot
Rally or Reform (13.0), if the current Orders for that Wingreassign a unit to another Wing during the game.

allow it. 5.4.2 TRACING COMMAND: A unit is considered to be in
53 Lead | q | command if, at the moment it is activated, it is able to trace a
.3 Leader Casualty and Replacement _ line of communication (LOC) to its WC. Units may trace their
5.3.1 CASUALTY: Leaders may be removed from play by Fir§ ¢ three hexes (if Cavalry) or two hexes (any other unit type)
Combat, Close Combat, or if stacked with a Cavalry unit tha, js wc, or to a unit of the same wing that is able to trace 2-3
pursues off map (see 10.10, 11.8, 11.7.3). A leader is autfja, o to another unit of the same wing and so on until one unit

© 2003 GMT Games



Sweden Fights On 7

of the chain is able to trace its LOC directly to the WC. Thus,
command can be traced across large areas, as long as each unit| E% H%’ E’h E%
is within either two or three (depending on unit type) hexes of !

each other, and at least one unit in the chain is within range of

the WC. LOC cannot be traced through a hex containing ab.6 Four Types of Orders

enemy unit, or terrain that is impassible. 5.6.1 CHARGE: A unit under Charge Orders must end the acti-

Note: Command is traced at the instant a specific unit Wishe\éation at least one hex closer to the nearest enemy unit that the
: ctive unit can see (i.e., that it has a LOS to—see 10.9), even if

to move. Thus, a Wing Commander or another unit could movE . .
puts the unit out of command. If already adjacent to an enemy

to bring an out of command unit back into command befork it th it ¢ ther than to ¢h faci heel
that unit moves. unit, the unit may not move other than to change facing or wheel.

Determine which enemy unit is closest when the active unit
5.4.3 OUT OF COMMAND EFFECTS: Any unit that cannot begins to move. If two or more enemy units are equally distant,
trace command is limited in what it can do: the player owning the charging unit can choose which one of
the enemy units it charges. If the closest visible enemy unit is

* LJnIeks§ adjacent tg anhgnemy umt,dlt must move to place Its%ready adjacent to the front of another friendly unit, then the
ack in command. T IS Supersedes any movement reStr_'ﬁ'ctive unitmay instead move toward the next closest visible
tions on the unit due to its .Orders. If its Wing Commgnder i%nemy unit. If a unit under Charge Orders cannot see any en-
not currently on the map, It may not move atfkception: _emy units, it is free to move anywhere in Command or stay
an out of command Artillery unit does not have to follow th'%here it is. AWing under Charge Orders may NOT Pass when
restriction if itis unlimberedOnce in command, the unitmay ,yiyated. A unit under Charge Orders may not undertake a Re-

then use any remaining MPs freely, within the Orders restricrorm or Rally Action (13.2) or use the Withdraw option in Re-
tions of its Wing. Thus, a unit one hex out of command ca ction Movement (9.2)

move one hex back into command and then continue with its
Wing during the same activation using its remaining moveAnti-Suicide Clause—A Light Infantry unit is never required
ment points. to move adjacent to the front of an enemy Heavy Infantry unit.
If an enemy Heavy Infantry unit is the closest visible enemy
‘unit to the Light Infantry unit, the LI unit must move towards
the HI unit, but does not have to move adjacent to its front even
if the LI unit begins the activation two hexes away from the Hl

« It may NOT move adjacent to an enemy unit, though it maymit-

initiate Close Combat normally if already adjacent to an eNs 5 2 MAKE READY: A units under Make Ready Orders may
emy unit. move, but may NOT move adjacent to an enemy unit. Its Wing

NOTE: The ability of the AC to reform and rally a unit is notCommander may perform a Reform Action on it, but not a
affected by the command status of that unit. In effect, the ARkally Action.

himself is placipg the unit in command for purpose of bein%.G.S RECEIVE CHARGE: A unit under Receive Charge Or-
reformed or rallied. ders may move a maximum of one hex, but may not move adja-
. cent to an enemy unit. A two-hex unit may change facing by
5.5 Orders in General . . wheeling more than one hex as long as at the end of its move at
5.5.1 Orders represent what a Wing is prepared to do during )&t one half of the unit is adjacent to the hex it started in, and
turn. Orders can limit or restrict what units of that Wing can doneither half is adjacent to an enemy unit. A unit may undertake

Orders restrictions apply only to units, not to Leaders.AIIWing% Reform Action. Its Wing Commander may perform a Rally
begin the game with one of four specific Orders (5.6), but thosﬁction onit.

Orders can change during the game (5.7).

e The only fire it may perform is Reaction Fire (see 9.4). Ex
ception: unlimbered Artillery units may fire even if out of
command.

) . , 5.6.4 RALLY: A unit under Rally Orders may move, but may
5.5.2 The act of changing Orders is not automatic, but depen%-l- end its movement closer to an enemy unit. A unit may

on the Wing’s current Orders and its desired Orders. The Ieaﬂhdertake a Reform or Rally Action. Its Wing Commander may
ership rating of the WC (and possibly the AC) influences th‘?]ot attempt Continuation or Preemption.

ability to change Orders. The current Orders for a Wing is des-
ignated by placing the appropriate Orders marker on or near the6.5 ALL ORDERS TYPES: Units may engage in Fire Com-
Wing Commander. bat and Close Combat, and their Army Commander may per-

. ) . form Reform and Rally Actions on them.
5.5.3 The Orders assigned to each Wing at the beginning of a

game are up to the players, unless specified in the scenario rulgsy Changing Orders

Note: Orders are assigned to the Wing as a whole, not to indi-7-1 WHEN: Only an Active Wing may attempt to change its
vidual units. Orders, and only during the Orders Change Segment. It must

be attempted before any units in the Wing perform any Action.
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8 Musket & Pike Battle Series Rules

5.7.2 PROCEDURE: To change Orders, the phasing player con-Cavalry and Light Infantry: 1 MP per vertex changed.

sults the Orders Change Table and cross-references the ActwweSingle hex Heavy Infantry: 2 MPs per vertex changed.
Wing's current Orders with the desired Orders. Roll the die and Two-hex units - Must “wheel” forward to change facing. One
apply any applicable modifiers. If the Wing is successful in half of the unit remains in its hex while the other moves and
changing its Orders, the new Orders are in effect for that acti- pivots around the stationary hex as shown below. It costs one
vation. A Wing that fails to change Orders must activate under MP plus the terrain cost incurred by the moving portion of
its current Orders. (Exception: 5.8.) the two-hex unit (see Terrain Effects Chart) to wheel one hex.

. . . Two-hex units may not wheel backwards.
Note: It is not possible to make certain Orders changes.

5.7.3 MODIFIER NOTE: When attempting to change to Rally,
there is a modifier if more than half of the Wing’s units are
Morale Broken, Morale Shaken, or have been eliminated. Treat
units that have pursued off-map as eliminated when determin-
ing whether to use this modifier.

5.8 Mandatory Rally Orders Change

At the beginning of an activation, if all non-Artillery units of EXAMPLE: A two-hex unit wheels one hex in a clear terrain
the activated Wing are either eliminated, off-map, Moralehex. The total MP cost is two.

Shaken, or Morale Broken, then that Wing's Wing Commander

must be placed under Rally Orders. This Orders change is auth2.2 COUNTER MARCH: A unit may change facing 180 de-
matic, and that WC cannot attempt another Orders change thisees at a cost of two movement points. Not actually an “about

activation. The player cannot Pass for that activation. face,” this represents the file leaders retiring to the rear fol-
lowed in turn by the rest of the file.
6 Facing and Form ation Note to owners of TACW: The Backstep maneuver has been re-
) moved from the series, and is no longer available even in the
6.1 Facing TACW scenarios.

Position each unit in its hex so that its front faces a vertex o . . . . .
its hex. (Exception: Two-hex units in Column, 6.3.4.) The topé'2'3 ARTILLERY: An Atrtillery unit not on its Fired side can

of the unit is its front. Single hex units have two frontal hexesChange facing any number of vertices in lieu of firing (whether

two flank hexes, and two rear hexes. Two-hex units have thré]é)rm.al. fire or Reactic_)n Fire). Flip the Artillery unit to its Fired
frontal hexes, two flank, and three rear hexes. Leaders ha\%’ade if it changes facing.

no facing. 6.2.4 FACING AND ENEMY UNITS: A unit that changes fac-
ing when adjacent to an enemy unit triggers Reaction Fire (9.4).

6.3 Formation

6.3.1 FORMATION STATES: A unit is always in
"|1r1| = :| one of seven formation states: Formation Normal,
Fymatos | Formation Shaken, Formation Broken, Hedgehog
(6.3.2), Open Order (6.3.3), Column (6.3.4) or
Morale Broken with no formation (12.4.3) All formation states
are denoted by a marker except for Formation Normal (repre-
sented by the front of unit with no marker) and Formation Shaken
(represented by the back of unit with no marker). Close Com-
bat (11.2.F), Artillery fire, and movement through rugged ter-
rain will degrade a unit's formation, from Formation Normal to
Formation Shaken to Formation Broken. The effects of these
are listed below.

e Formation Normal—No restrictions.

< Formation Shaken—A unit's movement point allowance is
halved, and suffers adverse Fire and Close Combat modifi-
ers.

6.2 Changing Facing < Formation Broken—A unit may not move, and suffers ad-

6.2.1 MOVEMENT COST: Units must pay movement points Vertse ';'re and ilosgIComeat rt’)ncldlflers. Illzormatlon Broken
to change facing. units advance after Close Combat normally.
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6.3.2 HEDGEHOG: This formation (also known as do not incur formation “hits” from movement. Single hex units
ﬂ; Schiltron) is available to Heavy Infantry only. in Column move and have their facing treated normally. When
| Hedpekig) a two-hex unitis in Column, its right half is treated as the “head”

| ad A uf;nt n t(;ns forn::gtlo$ rE;a\y nogf;_re or¥ﬁlurt1)tar— fof the column, with that hexside (which normally would be its
ly move and sutiers adverse Fire favle modiiiers. 1he eneﬂank) as the unit’s front. Place the column marker on the right
of this formation is that the unit does not have any Flank

Ohalf of the two-hex unit and facing in the proper direction.
Rear facing and receives beneficial Close Combat modifiers. g prop

b. Uni ; Hedaehoa in thei L h b TAIL: Because all movement is keyed on the “head,” this may
- Units may form a Hedgehog in their activation phase by €z, qe the “tail” to pivot about. Such pivoting is done without
pending four movement points, or when eligible as Reactio dditional cost

Movement at no movement point cost (see 9.2.3). A unit must

be in one of the following formation states to form HedgehogCOLUMN TO BATTLE LINE: Units may change from Col-
Formation Normal, Open Order (6.3.3), or Column (6.3.4)umn to Formation Broken for Infantry, or from Column to For-
Formation Shaken units may attempt to enter Hedgehog as Reation Shaken for Cavalry, with a Reform Action. When chang-
action Movement only. Mark the unit with a Hedgehog markeing a two-hex unit out of Column, the player can choose which
to show its new formation. half, left or right, becomes the new front. (In other words, he

, ) can leave the unit with the orientation it had when in Column,
c. To exit a Hedgehog and return to Formation Normal takes& flip it 180 degrees.)

total of three Reform Actions (6.4). The first Reform Action

removes the Hedgehog marker and leaves the unit in Formati@OMBAT: Units attacked by Muskets, Pistols or Close Com-
Broken status with the same facing as when it entered Hedgeat while in Column have the Column marker removed and are
hog. Then returning to Formation Normal is the same as fammediately Formation Broken and must take a Morale Check
any other Formation Broken unit. before the combat is resolved.

d. Units in Hedgehog retreat from and advance after Close CorB—'4 Formation Recovery

bat normally. Units must use a Reform Action (13.2.3) to recover from for-

e. Units in Hedgehog ignore Formation Hits from Close CommMation hits, or to change out of Hedgehog, Open Order, or Col-
bat (11.2 F) or advance after Close Combat (11.4.10), but treafn. Each Reform Action improves a unit's formation state by
any Formation Hit from Fire Combat (10.0) as a Casualty inone level, i.e., from Formation Broken to Formation Shaken is
stead. If a unit in Hedgehog suffers a Morale Broken result, Bne Action. It would take a unit two Actions to fully recover a
becomes Morale Broken with no formation (12.4.3), and thé&ormation Broken unit to Formation Normal.

Hedgehog marker is removed. Note: Certain Orders prevent units from undertaking a Reform

COMMENTARY: This is an early form of a square in whichAction unless the AC performs the action.
pikes formed in a large mass facing in all directions to defeng
against a Cavalry attack. The muskets either took refuge undgr
the pikes or made themselves scarce.

6.3.3 OPEN ORDER: Units in this formation do
'-t kgt not take any Formation Hits from movement. They
mesorier | MAy engage in all other Actions normally. For Fire
and Close Combat units in Open Order are treate(d
as if they are Formation Shaken. Units in Formation Normdl \}\
may enter Open Order with a Reform Action. Units may begin
a scenario in it. Units may also change from Open Order fo
Formation Normal with a Reform Action. If a unit in Open Or-
der incurs a formation “hit” from Fire or Close Combat it is

immediately Formation Broken and the Open Order marker is TWO heavy infantry units—one Formation Normal and gne
removed. in Open Order—move forward two hexes (4 MPs each). Both

. . belong to a wing under Make Ready orders. The Form3tion
COMMENTARY: This represents a loose version of the normélNnormal unit takes two Formation Hits due to the terraifi—

battle formation used when CrOSSing rough terrain. What th¢ one for moving down a S|ope hexside and one for cross ng a
formation gained in maneuverability it lost in cohesion, thug stream hexside. The owning player marks the unit as [For-
the penalties mation Broken. The unit in Open Order does not take fany

I 6.3.4 COLUMN: Changing from column to battle Formation hits for its movement.
m line was exceedingly difficult in this period. Units | Note: To get the Broken unit back to Formation Normal fthe
]| may be in Column Formation only if they are speci{ unit needs to conduct two Reform actions. Make Ready pnly
fied to begin a scenario in that Formation. Units in[ allows reforms with a stacked or adjacent leader presept.
Column have their movement allowance increased by two and

\ 1Y
V11,

// \\\\\ //
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7. Movement 7.3 Movement and Formation Hits
. 7.3.1 Certain types of terrain will cause a formation hit to some
7.1 Movement in General types of units. This is noted on the Terrain Effects Chart. These

7.1.1 BASICS: Units and leaders move one at a time, expenghrmation hits apply any time a unit enters such a hex, whether
ing movement points for each hex entered (see TEC). Theredgie to regular movement, pursuit, retreat, advance after com-
no movement cost for moving adjacent to an enemy unit. Unitgat, or Advancing or Retreating Fire. While such hits are ap-
must move directly into their front hexes. Aunit needs to changglied immediately, the movement effect of a formation hit is

facing to move into a flank or rear hex (see 6.2). Leaders usgyplied after movement is completed. In other words, a unit's
the Cavalry column on the TEC. movement point allowance is determined when the unit begins

7.1.2 TWO-HEX UNITS: If one half of a two-hex unit moves {© Move, and should the unit's Formation State change during

through different terrain than the other half, always use the highg?ovement t_he unit retains the movgment points it had Wh?n It
MP cost. If one half of a two-hex unit crosses a hexside fea‘tul’Séarted moving. Thus, a Cavalry unit that starts stacked with a

before the other half does, the MP cost of the hexside feature 9Nt Inf?fntr:y Iurfut has a.réovem_ent. leovyance of 6, even it it
paid twice (at the moment each half crosses). moves off the Infantry uniException: A unit must stop moving

as soon as it incurs a Formation Hit that causes it to become
7.2 Movement Allowances Formation BrokenThese formation hits also apply if a unit

7.2.1 Movement allowances are not printed on the counterBUrsues, retreats, or advances after combat.

The movement allowance for each unit type is listed below. EXAMPLE: A Cavalry unit that moves down slope and across a

Cavalry and Leaders: 8 MPs stream would incur two formation hits and stop.

Light Infantry: 6 MPs 7.3.2 TWO HEX UNITS: For two-hex units, if one half moves
Cavalry/Light Infantry stack: 6 MPs (8.2) through terrain that causes a formation hit while the other is in
Heavy Infantry: 4 MPs clear terrain, the entire unit is still affected. Similar to 7.1.2, if
Wagons* and Limbered Guns: 2 MPs one half of a two-hex unit crosses a hexside feature before the
Unlimbered Artillery: 0 (may not move) other half does, the formation hit of the hexside feature is paid
Morale Broken units: Qmay only move in the twice (at the moment each half crosses).

Rout Movement Phase) ) ] . )
7.3.3 LIMBERED GUNS: Artillery may limber or unlimber in

*Wagon units may only move when allowed by specific sCreu of firing on a given turn. Once limbered, mark the unit with
nario Instructions. a Limbered Guns marker. Limbered guns have a movement al-
lowance of 2 and use the Heavy Infantry column of the TEC.
Limbered guns do not take formation hits from movement. Lim-
bered guns are subject to Out of Command effects (5.4.3). Lim-

Note: A unit’s formation may also affect its movement allow
ance (see 6.3).

rotate
one vertex

Examples of Movement: The cavalry unit and the Musketedbut not on the light infantry. The 2-hex heavy infantry unit ro-
unit both pay an additional MP to cross the hedge and to rotatates 180° (Counter March) and then moves forward two hexes
one vertex. The hedge causes a formation hit on the cavalry ufor a cost of 2 MPs.
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bered guns are treated as normal Artillery for all other purposes.If the Cavalry unit retreats, the Light Infantry unit retreats

(Limbering is not available to Artillery in This Accursed Civil  along with it. If the Cavalry unit pursues (11.7) the Light In-

War due to the limited nature of artillery transport in the En- fantry unit is left behind (11.7.3).

glish Civil War.) < Both units in the stack suffer all formation and morale hits/
. effects. Only one of the units (owner’s choice) takes an in-

7.3.4 INTEGRATED ARTILLERY. A Heavy Infantry unit that flicted casualty hit.

also has an artillery §ymbol on it cqntains regimen_tal artillery, Cavalry may intercept, leaving the Light Infantry unit behind.

You do not need to limber and unlimber these units to move;

when you move the Infantry, the artillery is considered to b&.2.2 A Cavalry unit that moves into a hex that already contains

moving with it. However, terrain effects that apply to Artillery a Light Infantry unit must stop—it may not pass through. The

units also apply to any Heavy Infantry units with integratedconverse is also true, a Light Infantry unit must stop if it moves

regimental guns. into a hex that contains a Cavalry unit. The unit that started in
. the hex may not move that activation. In the next activation, the
7.4 Reinforcements stack may move together as a stack. When units move together

If a scenario calls for reinforcements, and if those reinforceto form a stack, both units assume the worst morale and forma-
ments have their own Wing Commander, then that Wing matjon state of either units. Thus, if a Morale Shaken/Formation
enter the map during the indicated turn under Make Ready ONormal Cavalry unit stacks with a Morale Normal/Formation
ders. The owning player may activate the reinforcing Wing'sShaken Light Infantry unit, both units are now Morale Shaken/
WC in its normal place in the Orders sequence for the turn th&brmation Shaken.

the Wing enters. If the indicated entry hex is blocked by enemy

units, then the units may enter at the nearest unblocked héx.3 Stacking with Artillery

Units may enter in Normal, Open Order or Column formatior8.3.1 When a unit stops movement in a hex occupied by an
at the owner’s discretion unless noted otherwise in the scenaratillery unit, the player must decide which unit will be on top
rules. If only one entry hex is specified, the units must entesf the stack. Only the unit on top may engage in Fire Combat or
sequentially, with each unit after the first having one less movée the target of Fire Combat. If an Artillery unit is stacked on
ment point per unit that has entered in front of it. Exampletop of a two-hex Infantry unit, the half of the Infantry unit not
Four Heavy Infantry battalions enter at hex 1101; the first has gtacked with the Artillery unit can still fire.

MPs, the S d 3, the third 2, and the last 1.
S, the >econ e tmir andthe fas 8.3.2 The order of the stack may only be changed by the non-

Artillery unit performing a Move or Advancing Fire Action when

8 St k|n activated OR in lieu of a Reaction Fire by the Atrtillery unit. In
. Stacking . ction Fir flen

' the latter case, neither the Artillery unit nor the unit it is stacked
8.1 Basic Rule with perform Reaction Fire; instead, the Artillery unit is flipped

8.1.1 Stacking refers to having more than one unitin a hex. The its Fired side and placed at the bottom or top of the stack. If
basic rule is one combat unit per hex. The exceptions are: already on its Fired side, only a Move or Advancing Fire Ac-

. . ) ) tion by the non-Artillery unit can change the stack order.
« A Light Infantry unit may stack with a Cavalry unit (8.2).

« One Atrtillery unit may stack with an Infantry or Cavalry unit 8.3.3 An Artillery unit and the other unit stacked with it may be
(8.3). in different morale or formation states and may face different
« Two Artillery units may stack with a two-hex Heavy Infantry directions.
unit (one Artillery unit in each hex) (8.3).
« Two Cavalry units may stack together momentarily to per8.4 Cavalry Incorporation
form Cavalry Incorporation (8.4). If a Cavalry unit has taken casualties it may incorporate other

Cavalry units (with the same or different morale) to replace

8.1.2The stackmg rules arein e_szect atall times. Units may "Ume or all of its losses, but never more than its printed strength.
move through friendly units during movement, Interception, o he moving Cavalry unit moves into the hex containing the

retreats. Exception: Units may move (8.3) or retreat (11.4. nit to be incorporated. The non-moving unit is removed from

through friendly Artillery units. play and is counted for victory points as an eliminated unit. The
moving unit removes a number of casualties equal to the remain-
ing strength of the non-moving unit and ends its movement.

8.2 Cavalry and Light Infantry Stacking
8.2.1 One Light Infantry unit may stack with one Cavalry unit.
The effects of this are as follows: If the non-moving unit had more strength points remaining than

) . the moving unit could absorb, they are lost.
*« The movement factor of the combined stack is six.

» Both units may Fire or Reaction Fire. Example: At 1st Newbury, Rupert's 4-8 Cavalry squadron has 2

« Both units must share the same facing. casualties. His 2nd squadron, a 4-7 also has 2 casualties. The

« If the stack engages in Close Combat the Light Infantry unibwning player moves the 4-8 to the 2nd squadron hex. 2nd
is ignored for all purposes. If the Cavalry unit is eliminated Squadron is removed from play and the 2 casualties are removed
the Light Infantry unit is, too. from the 4-8 squadron.
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9.0 Reaction again in reaction. Rupert defeats Ramsey in Close Combat and
) advances into a hex adjacent to a 2-6 Dragoon unit that may
9.1 Basic Concepts now Reaction Fire due to Rupert entering its Reaction Zone.

9.1.1 REACTION IN GENERAL.: Under certain conditions, the ) ]
Inactive player may interrupt his opponent's current activatior?-1-4 TWO-HEX UNITS: Both halves of a two-hex unit must
to react with his Inactive units. Reaction by an Inactive unit igndertake the same type of Reaction, and both halves may Re-

permitted only when triggered by specific activities of an Ac-act (if otherwise eligible) even if only one half was triggered.

tive unit occurring in the Inactive unit's Reaction Zone. Reacy 1 5 ARTILLERY UNITS: Artillery units on their Fired side
tion Zones are described in 9.1.4. For each trigger, a unit Mayay not react. Flip any Artillery unit that does React to its Fired

Reaction Move or Reaction Fire, but not both (in other wordsgjje  Thys, Artillery units can only React once per turn, and
Reaction Fire and Reaction Movement are mutually exclusive&,my if they have not yet fired.

Only Inactive units may React. Exceptions:

< An Active Cavalry unit may Reaction Fire, but not Reactiong'2 Reaction Movemem o
Move, against a successful Interception (9.3). 9.2.1 IN GENERAL: Reaction Movement occurs as soon as it is

« An Active unit may Reaction Fire or Reaction Move againsffiggered: the Active player stops his movement, the Inactive

an Inactive unit that advances after Close Combat (11.4.9)Player performs his Reaction Movement, and then the Active
player resumes where he left off. There are three types of Reac-

9.1.2 REACTION ZONES: Reaction Zones vary depending ofion Movement (9.2.2-9.2.4). There is no limit to the number of
the type of unit reacting, whether the reacting unit Reactiotimes a unit may perform Reaction Movement—it may do so
Fires or Reaction Moves, and what type of Reaction Movememfach and every time a Reaction is triggered. However, a unit may
the unit performs. A unit may only perform one Reaction to anyise only one type of Reaction Movement per trigger. A unit may
trigger in overlapping Reaction Zones. Reaction Move even if in the frontal hex of an enemy unit.

* An Atrtillery unit may Reaction Fire to enemy Fire up to it59.2.2 FACING CHANGE: If an enemy unit whose movement
maximum range (counter-battery fire), and Reaction Fire tallowance (including the effects of Formation Hits) is the same
other triggers up to its grazing fire range. An Atrtillery unit as or less than the reacting unit's movement allowance moves
may only Reaction Fire through its frontal arc (see diagraradjacent to a flank or rear hex of the reacting unit, the reacting
on page 17). unit may change facing as follows:

» A non-Artillery unit may Reaction Fire into any hex adjacenta) Single hex non-Artillery units may change facing by up to
to its front or flank. two hex vertices.

* An eligible unit may perform Reaction Movement when anb) Two-hex units may pivot (6.2.1) half their counter up to two
enemy unit moves into one of the hexes mentioned for theexes. The new hex or hexes that the moving half of the unit
specific type of Reaction Movement in cases 9.2.2, 9.2.3, anghters during a Reaction Facing Change may not be adjacent to
9.2.4. an enemy unit unless the wheeling unit is under Charge Orders.

9.1.3 TRIGGERS: An eligible Inactive unit may Reaction Move9.2.3 FORM HEDGEHOG: If an enemy Cavalry unit moves
or Reaction Fire each time: within two hexes of a Heavy Infantry unit’s front or flank, and
< An Active unit enters any hex in the Inactive unit's Reactiont.hat HI. unitis in one of the formation ;tates listed in 6.3.2b

including Formation Shaken), the HI unit may attempt to form

Zone either by normal movement or advance after comb 'edgehog as a Reaction by passing a MC. A failed MC pre-

or ; . :
< An Active unit changes facing in the Inactive unit's ReactionventS the unit from forming He_dgehog and lowers its Morale
Zone: or status by one (see 12.0). An eligible Heavy Infantry unit must

< An Active unit performs a Reform or Rally Action in the In- attgmpt to form Hedgehog if an enemy Cavalry unit ent.e_rs one
. - . ) of its rear (not flank) hexes. Note, the Heavy Infantry unit is not
active unit's Reaction Zone; or . . S .
X o : . .. required to remain in that formation just because a Cavalry unit
* An Active unit fires on or Salvo fires on the Inactive unit is adiacent to its rear
(Only the Inactive unit that was the target of the fire may J '
react, and see 10.3.2 and 10.3.3 for special cases when Re2.4 WITHDRAW: If an enemy unit whose movement allow-
acting to Advancing and Retreating Fire) ance (including the effects of Formation Hits) is the same as or
And (applies to all of the above) the Inactive unit has a clea{(ress than the.Reac_tm.g units movement allowapce e>.<pe”ds
. . : movement points within two hexes of the Reacting unit, the
LOS to the event triggering the reaction. o ) . .
eligible reacting unit may move up to its full movement allow-
Example: At Edgehill, Rupert's 3-8 Cavalry unit moves adjaance (including the effects of Formation Hits) away (i.e., end
cent to Ramsey’s 4-6 Cavalry unit. When it moves adjacents move further away from the triggering unit than when it
Ramsey may fire. Then Rupert fires (a Cavalry unit may fire atarted). A unit may perform a Withdraw Reaction Move only

any point in its movement see 9.2) at Ramsey, who then can firace per enemy activation. To be eligible, a unit must be:
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a) Under Rally Orders 9.3.4 After any post-Interception Close Combats are resolved,
b) A leader alone in a hex, or the Active player resumes the interrupted action of the inter-
c) A Cavalry unit approached by Heavy Infantry. cepted unit (assuming it’s still on map), and then continues

A uni formi Withd R ion M with other units of the activated Wing. Hits incurred during
unit performing a Withdraw Reaction Move may not movey, o cj5se Combat do not affect the remaining movement al-

adjacent to any enemy unit. Units retreating in this fashion dfbwance of the intercepted unit, unless it became Formation

not simply back up—all normal rules of movement, facing ancéroken. An intercepted unit loses any Momentum (11.3.6) ac-

formation hits apply. cumulated up to the time of the Interception, and must satisfy
the requirements for Momentum from the point at which it

9.3 Interception resumes movement.

9.3.1 ELIGIBILITY: An Inactive Cavalry unit may attempt to in-
tercept an Active enemy unit if the following conditions are met:9.3.5 Cavalry that intercepted may still undertake Actions when

) i its Wing is activated. A Cavalry unit in a Wing that is Finished
a) The enemy unit expends movement points or completes W\]ay also intercept

advance after combat anywhere within four hexes of a
friendly Cavalry unit and 9.4 Reaction Fire
b) The enemy unit is in the Cavalry unit's Front or Flank arc% 4.1 There is no limit to the number of times Infantry may use

_(trace this arc straight out one flank of the unit, then aroungzeaction Fire as long as each is triggered separately. Reaction
its front to the o_th_er flank), and_ Fire is handled in the same manner as regular Fire (10.0). Cav-
¢) The Cavalry umF is not Formation Broken, and alry is subject to pistol limitations (10.7) and Artillery may still
d) The Cavalry unit has a clear LOS and a clear movemelatnly fire once per turn. For Reaction Fire, Heavy Infantry may

path to the mov.in.g unit, and . use salvo fire (10.4) and all Infantry may use Skirmishing Fire
e) The Cavalry unitis able to legally move to a hex adjacent t&0.3.3), but no unit can use Advancing Fire (10.3.2) or Re-

the moving unit (i.e., have enough MPs and be able to With['reating Fire (10.3.4).
stand the formation hits caused by such movement), and
f) The Cavalry unit has not already attempted an Interceptiof..4.2 HEAVY INFANTRY REACTION FIRE VS. MOVING
during the current enemy Wing activation, and CAVALRY: Modify the Reaction Fire die roll by —1 if the target
g) The movement allowance of the Cavalry unit (including the
effects of Formation Hits) is the same as or greater than thie
non-moving unit's movement allowance.

9.3.2 PROCEDURE: The moving unit stops while the React
ing Cavalry unit checks on the Interception Table to determine
if its Interception attempt is successful. The current Orders o¢f
the Cavalry unit is found on the Interception Table and a die |s
rolled. Apply any applicable modifiers. If the die roll falls within
the range on the table the Interception is successful. If it failg
the Cavalry unit remains in place with no penalty. Cavalry may
not intercept an Interception. Two or more Cavalry units ma
attempt to intercept the same moving unit, but fully resolve eagh
attempt before going on to the next. A player does not have o
declare all attempts before rolling; he may declare one, resolye
the Interception, and then declare another.

9.3.3 SUCCESSFUL INTERCEPTION: If successful, the own-
ing player must move the Cavalry unit adjacent to the enenty
unit it is intercepting. Each hex entered must be 1 hex closer to
the intercepted unit. All normal movement rules and formatiom
hits apply. If Cavalry, the intercepted enemy unit may Reactiop
Fire (9.4), and then the intercepting Cavalry unit may fire (10.2). EXAMPLE OF INTERCEPTION: The 2-hex heavy infap-
After Fire Combat is resolved, the intercepting Cavalry unif try unit wants to move forward 4 hexes but is stopped inlhex
may engage in Close Combat, which is resolved immediatelly.A by the opposing player who wishes to conduct an inter-
Note: The intercepted unit may not perform Reaction Move} ception with his cavalry unit. The cavalry unit is currently
ment in response to the Interception because only inactive unjtainder Charge orders so a die roll of 0-5 is required fpr a
may so React. Mark any unit that successfully intercepts with successful interception. The cavalry unit's Original Morgle

an Interception Done marker to indicate that it cag is 8, so the die roll will be modified by —1. If the intercgp-
not intercept again this activation. Remove all |[lsais tion is successful, it will allow the cavalry to intercept the
terception Done markers at the end of the curr DONE heavy infantry unit in its rear.

activation.
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is a Cavalry unit that has moved or advanced after combat ohave three normal fire options. All three are available to all types
or more hexes before entering the firer’s Reaction Zone. of Infantry:

9.4.3 ARTILLERY REACTION FIRE: Artillery may Reaction 10.3.2 ADVANCING FIRE: The activated unit advances 1 hex
Fire on any unit that fires on its hex, or moves within its Grazdirectly forward, or, if stacked under an artillery unit and adja-
ing Fire Range. The target unit must be within range and withioent to an enemy unit, merely moves to the top of the stack.
the Artillery unit’s frontal arc. This move can trigger Reaction, which is resolved before the
activated unit fires. Apply any Reaction Fire hits and make any

ecessary MCs on the Activated unit before proceeding further.
f the activated unit survives the Reaction Fire it may fire (this
fire does NOT trigger another Reaction Fire). Only units under
Charge Orders may use Advancing Fire.

100 Flre Combat COMMENTARY: Also called Firing by Introduction. This fire
10.1 Basic Fire Rules was achieved by the front rank advancing to its officer or Ser-

10.1.1 IN GENERAL: Units may fire as an Action during their 9¢ant and firing, then standing fast to reload, while the next
Wing’s activation. Inactive units may use Reaction Fire (seé2"K advances beyond it. This was also known as a Caracole.

9.4). A unit can fire at any enemy unit or leader that is within iFﬁO.3.3 SKIRMISHING: The activated unit fires and then the

Range and Line of Sight. Fire combat is voluntary; no unit igarget unit (if it survives) may return fire. No movement is in-
ever required to fire. volved. Apply all hits and make any necessary MCs on the tar-

10.1.2 RANGE: Range is the number of hexes from the firin@€t unit before it fires back,

unit to the target, counting the target unit's hex but not the firc o MMENTARY: Also called Firing at the Steadfast. The mus-

ing unit's hex. The range for all Infantry and Cavalry units iSgeteer would fire and then move to the rear by the right hand
one hex. The range for Artillery units is printed on the Counterthrough the ranks.

9.4.4 In addition to regular fire, changing the position of Artil-
lery in a stack in lieu of actually firing (8.3.2) is also considere
“Reaction Fire” for its trigger.

10.1.3 FIREAND FACING: Infantry and Cavalry may fire into 1 3 4 RETREATING FIRE: The activated unit fires with the
their front or flank hexes. Artillery may fire through its frontal _3 retreating fire modifier. The target may then return fire with
hexes only. No unit may ever fire through its rear hexes.  he _3 retreating fire modifier. Apply all hits and make any
10.1.4 OTHER BASICS: Units may not combine fire. Each unif’écessary MCs on the target unit before it fires back. Then the
fires individually. Units fire by hex, so a two-hex Heavy Infan-activated unit moves into either/any of its rear hexes, retain-
try unit would fire twice, but the fire from both halves is to- N9 the same facing. Retreating Fire is not available to units
gether considered one action. A two-hex unit does not have t1der Charge Orders.

fire at the same target unit. COMMENTARY: Also called Fire by Extroduction. This was a
10.1.5 INTEGRATED ARTILLERY. A Heavy Infantry unit that Means by which a block of mus.keteers could retire but still give
also has an artillery symbol on it contains regimental artilleryf{i'® unto the enemy. The opposite of Introduction, Extroduction

This artillery does not fire separately. Instead, the effects of thi¥as firing by rank and retiring to the rear.

Artillery fire are integrated into the Heavy Infantry with Regi- .
mental Artillery Musketry Table. Use this table when firing 10.4 Salvo Fire (Heavy Infantry Only)

Heavy Infantry units that have artillery symbols, and use thé Unit may use Salvo fire only ONCE per turn and only into
regular Heavy Infantry table when firing other Heavy Infantryfrontal hexes. The unit is marked with a Salvo Marker as a re-
units. This inherent artillery is not limited to just one fire perminder. If the unit fires again in the same turn (using Normal
turn as normal Artillery is; you can use the Heavy Infantry witninfantry fire) its Fire die roll is modified by —1. Salvo fire by an

Regimental Artillery Musketry Table each time the unit fires, ACtive unit triggers Reaction Fire. Salvo fire may also be used
when a unit Reaction Fires. Targets of Salvo fire must make a

10.2 Cavalry Pistol Fire Morale Check (see 10.6.3). Salvo Fire is a separate and distinct
Cavalry may undertake a Movement Action then fire at anjction from Normal Fire (10.3) and has NO movement compo-
point in their movement; a separate Fire Action is not needed. A€t If only half of a two-hex unit Salvo fires in any one fire
Cavalry unit may use Pistol Fire without moving. A Cavalry©PPortunity, mark the whole unit as having Salvo fired.

unit can only fire one pistol during a Movement Action. A Cav-gte: Scenario instructions may limit which units have Salvo
alry unit may only fire twice before it needs to reload (Seelo'nzapability. This tactic was also known as volley or salvee.

10.3 Normal Infantry Fire . 10.5 Fire Combat Procedure
10.3.1 Infantry may only fire as a separate Action. They mayg 5 1 Heavy Infantry

not fire after undertaking any other Action. Some fire options A) Designate the target unit

require the firing unit to move—this is an inherent part of the gy petermine if the fire is from the firing unit's front or flank
Fire Action, and is not considered a Movement Action. Infantry hexes
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C) Determine which Musketry table to use 10.6.2 MORALE CHECKS: Casualties may also require a unit

D) Determine whether to use the front, flank or salvo columro check morale. When a unit suffers casualties from Fire Com-
on the Musket table bat, compare the unit's current morale to the number of hits it

E) Roll the die and apply any applicable modifiers incurred in the Fire Combat (see below). Note that fire combat

F) Cross-reference the die roll under the appropriate columinom a single unit can never cause more than one Morale Check
to find the results to a target no matter how many hits it achieves.

G) Apply the results
) Apply  Current unit morale of 6 or less—One Morale Check on any

10.5.2 Light Infantry hit result during fire combat.
A) Designate the target unit  Current unit morale of 7—One Morale Check on two or more

B) Find the Commanded Muskets and Dragoons column on hits during one fire combat.*
the Light Infantry and Cavalry Fire Table  Current unit morale of 8—One Morale Check on 3 or more

C) Roll the die and apply any applicable modifiers hits during one fire combat.*

D) Find and apply the results . . . .
) PRYY *The hits must occur during one Fire Combat from one unit. A

10.5.3 Cavalry Fire two-hex Heavy Infantry unit is considered one unit even if it
A) Designate the target rolls twice on the fire table against the same target.

B) Find the Cavalry Pistol Fire column on the Light Infantr
) y g y10.6.3 SALVO FIRE AND MORALE: All units must check

and Cavalry Fire Table . .
C) Roll the die and apply any applicable modifiers morale if they are the target of Salvo Fire, whether they suffer a
hit from that fire or not.

D) Find and apply the results
E) Mark the Cavalry unit with the appropriate Pistol marker10.6.4. CASUALTY THRESHOLD: A target unit that is at or
above its Casualty Threshold (12.5) at the momentiitis fired on

10.6 Fire Combat Results must make a Morale Check on any hit resulting from that fire
NOTE: Fire combat is asynchronous and results are appliedombat.
immediately.

10.6.1 CASUALTIES: Fire combat results are expressed in terms
of casualties (or hits) to the target unit. Place a Casualty Poipt
marker under the unit counter to indicate the total number ¢f
hits the unit has taken. Artillery is eliminated if it takes a hit,
and is immediately replaced with a ‘Disabled Guns’ markef
(10.8.9). Any other unit is eliminated when it has taken hit$
equal to or greater than the printed strength.

EXAMPLE OF FIRE RESOLUTION: Note that strength
points have no bearing in heavy infantry fire resolution. The
sequence of Musket Fire is listed below:

A. Unit X fires two times at unit A (Reaction Fire triggened
by unit A entering its Reaction Zone).

B. Unit A fires twice at unit X.
C. Unit B fires once at unit Y.
D. Unit Y fires back (Reaction Fire triggered by step C)

EXAMPLE OF FIRING: Unit A uses Advancing Fire—it | E. Unit B fires its second shot at unit Z. Note that this firg is
moves one hex forward and will fire twice at unit X after | considered frontal fire.

unit X has conducted its Reaction Fire. Unit B uses Skir- | £ it 7 fires back firing two times (Reaction Fire).
mishing and fires once at unit Y and once at unit Z. Reagtion . ) . .
Fire by units Y and Z is conducted after each unit is fired | G- Uit C fires at Z using retreat fire (=3).
upon. Unit C uses Retreating Fire and fires once at unfit Z | H. Unit Z fires back (Reaction Fire) applying a —3 modifier.
with a =3 modifier. After unit Z has conducted Reaction Fire | Since only one hex of the 2-hex unit is adjacent, Z car fire
against C, unit C backs up one hex. only one time.

D
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10.6.5 MULTIPLE MORALE CHECKS: A unit that must make Target to the extent of grazing fire range is attacked with a sepa-
multiple Morale Checks due to a combination of casualty hits;ate die roll. Trace the LOF from the Artillery unit’s hex through
Salvo Fire and Casualty Threshold rolls the die only once arithe first target unit and along a straight line to the end of the
adds +1 for each Morale Check required beyond the first. (Th@&razing Fire Range. The LOF goes through both enemy and
maximum would be a MC +3, for Casualties from fire combafriendly units. LOF extends into terrain that blocks LOS, but
MC (10.6.2), a Salvo MC (10.6.3), a Casualty Threshold hihot beyond. LOF does not extend across slope hexsides. LOF
MC (10.6.4), and finally for a Musket Table result calling for adoes extend one hex beyond hedge hexsides.

MC if the firi it h ic Regi tal Artillery.
Ifthe firing unit has organic Regimental Artillery.) 10.8.4 GRAZING FIRE AGAINST TWO HEX UNITS: If the

Example: A unit with an original morale of seven takes two hitéine of fire traces through both hexes of a two-hex unit, then the
from Salvo Fire. Instead of rolling two times, the owing playenit is attacked twice (once for each hex).

rolls once and adds +1 to the result.
10.8.5 GRAZING FIRE ALONG A HEX-SPINE: Grazing fire

10.6.6 FORMATION HITS: If a target unit is already Forma-does not affect both the left and right hex if the fire is traced
tion Broken, Morale Broken (no formation), or in Hedgehog,along a hex spine. The firing player must decide which side the
then any Formation Hit on that unit caused by Atrtillery, Heavygrazing fire will affect and this will hold true for the length of
Infantry, or Light Infantry fire becomes a Casualty hit insteadthe grazing fire. See example on the next page.

10.8.6 CAVALRY AVOIDANCE OF ARTILLERY FIRE: Cav-

10.7 Cavalry Ammunition Supply oA ) : . . .
10.7.1 Cavalry went into battle with their pistols (and somef’llry that is fired on by Artillery (including artillery integral to
n Infantry unit) and suffers a formation hit may avoid the

times carbines) already loaded. Cavalry units have two “shot . . . : .
ormation hit by moving to a flank hex while retaining the

before their pre-loaded weapons are expended. same facing. If the result includes other effects in addition to
10.7.2 When a Cavalry unit fires, mark it with a “1st Pistolthe Formation Hit, the Cavalry unit may avoid the Formation
Used” marker. If it is already marked with a “1st Pistol Used”Hit but not the other results. Stacking rules may not be vio-
marker, then mark it with a “No Pistols” marker. lated. Orders restrictions on moving in relation to enemy units

. , ) still apply (5.6). This Avoidance movement is in lieu of any
10.7.3 NO ',DISTO_LS: Cavalry.marlfed No Pistols” may NOtReaction (9.0) that the Cavalry unit might be eligible for (such
perform a Fire Action or Reaction Fire. as Reaction Fire).

10'_7'4 RE!‘OAD: Cava!ry may reIoad_by performing a RemrmlO.S.? FORMATION HITS: Artillery that takes a formation hit
Action in lieu of changing its Formation State. For each Suc%hecks morale instead

Reform Action, reduce a unit's Pistols marker one level, from

“No Pistols” to “1st Pistol Used,” or remove the “1st Pistol Used”10.8.8 MORALE BROKEN: Artillery that becomes Morale
marker. Thus, it takes two Reform Actions to fully reload ifBroken does not retreat. It is unable to fire or change facing
both pistols have been used. until rallied.

10.8 Attillery Fire 10.8.9 ELIMINATION: Artillery units that are eliminated by

Artillery is divided into three classes, 12Ib, 4-8Ib, and 3lb. Th&"Y means (Fire, Close Combat, being retreated through) are

English referred to these classes as Culverins, Sakers and #.Hr’i‘”‘ed with a Dlds?bled (|'5un|sfmarker. The Atrtllle’;ry unit ZO;J.ITter
cons respectively. is never removed from play. If an enemy unit enters an Artillery

unit'’s hex during movement or advance after Close Combat,
10.8.1 Artillery may only fire ONCE per game turn through thethe Artillery unit is captured; flip the Disabled Guns marker
frontal hexes, either when their Wing is activated or as Reaover to its captured side. This way ownership of the guns (for
tion Fire. Artillery may fire even if out of command (in which determining victory) may change hands several times before a
case they fire during the activation of the Wing they were ladtattle is over. Disabled, captured or recaptured guns may never
in command with). be re-crewed by either side.

10.8.2 PROCEDURE: _ _ _ 10.9 Line of Sight (LOS)
A. Find the range from _the Artillery unit to the target unit. Make;5 91 LOS may not be traced through Wagons, Heavy Infantry
sure the Artillery unit has a clear Line of Sight (see10.9). o cayalry Units, but these units do not block Grazing Fire

B. Cross-index the Artillery class and the range on the Artily1 4 g 3y An LOS may be traced through other units and leaders.
lery Range Table. The result will be the range modifier.

C. Roll the die and apply the range modifier found in step B10.9.2 IN HEX FEATURES: Line of sight may be traced into,
Find the result on the Artillery Fire Table. Apply the resultbut not through blocking terrain. Terrain will be designated as
to the target unit. Flip the Artillery unit to its Fired side.  blocking line of sight by the battle-specific rules or the Terrain

: ... Effects Chart.
10.8.3 GRAZING FIRE: If the target of Artillery Fire is within

the Grazing Fire Range printed on the Artillery counter, therl0.9.3 HEXSIDE FEATURES: The two types of hexside ter-
each unit along the Line of Fire (LOF) to and/or beyond theain are hedges and slopes. An LOS extends into the hex di-
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rectly behind a hedge, but not beyond. If two units are on eithé} 1 . Close Combat

side of a hedge the first to get there gets the defensive benefit.

Slopes are defined in the battle specific rules as steep or gentlel.1 Close Combat in General

Both stop Grazing Fire (10.8.3). Gentle slopes have no othdd.1.1 WHEN: Close Combat takes place at the end of each
effect on fire or movement. Steep slopes represent the militaMfing Activation, after the Active player has finished all other
crest of a convex slope. It produces a “dead zone” where LOSctions with that Wing's units, including Fire Combat, Move-

is blocked. This “dead zone” extends 1 hex from the slope fonent, Rally and Reform Actions. It can also take place as part
each hex between the spotting unit and the slope. Thus if @f a successful Interception.

Artillery unit is 2 hexes away from a slope hexside, a 2—he>i

“dead zone” extends on the other side of the slope that the spgfl—'l'z WHO: Both the.Act|ve and Inactive players may con-
. . . uct Close Combat during the Close Combat phase. The Active
ting unit can not trace an LOS into.

player may designate only those units that are part of his Active
10.9.4 PROCEDURE: Units trace a Line of Sight by tracing aVing for Close Combat. The Inactive player may attack any
line from the center of the firing unit’s hex to the center of theadjacent enemy unit from the Active Wing if the Inactive Player’s
target unit's hex. If the line is traced through any portion of aunit has not been designated as a target. The attacking unit must
hex with terrain listed on the TEC as blocking, then the LOS ibe adjacent to the defending unit and the defender must be in
blocked and Fire Combat may not be performed. An LOS thaine of the attacker’s frontal hexes. Close Combat is always
passes along a hex spine is blocked only if both hexes sharikgluntary, and not all enemy units adjacent to the attacker’s
that spine contain blocking terrain or units. An LOS to a twofrontal hexes must be attacked.

hex unit is traced to either hex the unit occupies (firer’s choice).

10.10 Leader Casualties
Leaders may be killed or wounded by fire combat. If a leader is
in a hex that is fired on with any result other than no effect, roll

one die. On a “9” the leader is removed from play. See 5.3.3 fQr 1 3 TWO-HEX INFANTRY UNITS: These units may only

replacing a leader. attack a single unit. The defending unit must occupy, or have at
least one hex (for two-hex units) in the center front hex of the
attacking unit.

Note: This represents the inherent inflexibility of the musket and
pike formations. The pikes were in one large block in the center
of the formation with the muskets divided evenly on either side.
Thus, a two-hex unit may only Close Combat with units in its
front center hex.

11.1.4 MULTI-HEX COMBAT: A unit may only attack one hex.
However, more than one unit may attack the same hex. Com-
bine the strengths of all units attacking the same hex. Similarly,
if both hexes of a two-hex unit are being attacked, the strengths
of all the attacking units are combined, and the attack is re-
solved as one Close Combat. If units of different types (Cav-
alry or Infantry) and/or different terrain attack a hex, the modi-
fiers most advantageous to the defender are used.

11.1.5 ORDERS AND ACTIONS NOT RELEVANT: Orders
do not restrict eligibility for Close Combat and the Active
player’s units may conduct Close Combat even if they have
just performed an Action in the current Activation.

11.2 Close Combat Procedure
A. The Active player designates all Close Combat attacks.

B. The Inactive player may designate any Inactive unit not al-
EXAMPLE OF GRAZING FIRE: Unit A fires at unit K. ready designated as a defender to attack in Reaction Close
Friendly unit B is not in the grazing fire path. Unit C firgs Combat.

on unit Y, a two-hex unit, tracing the LOS path to one of its ¢ The Inactive player resolves all Reaction Close Combat first,
two hexes. Unit Z is in the Grazing Fire path and suffers  starting at either the left or right side of the line and pro-

artillery fire also. ceeding down the line. Once all Close Combats by the Inac-
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tive player have been resolved, follow the same procedumost advantageous to the defender. Note that the modifiers for
for the Active player’s units. Formation state, Salvo, and Momentum can only be applied

once per combat, no matter how many units of a side those

D. Fhor:aChkCIOSﬁ Comrt])at,CIpIayeés ca;)lcu[?tﬁlmodgl;e_rsd thﬁ%odifiers apply to. Within this restriction, all modifiers are cu-
the Attacker rolls on the Close Combat Table and finds thg,  ative. However, if the final total of all modifiers exceeds

results. +4, reduce the total to +4. Similarly, if the final total is less than
E. Apply the results of the close combat, including any routs;4, increase the total to —4.

retreats, advances after Close Combat, and Cavalry pursuits; 3 5 | EADERSHIP EFFECTS: If a leader is stacked with a

F. Both attacker and defender in each Close Combat sufferPrticipating attacking or defending unit, the owning player(s)
formation hit. Exception: If a unit is already marked Forma must use the leader’s Leadership Rating to modify the die roll.

tion Broken or in Hedgehog there is no further effect. If attacking, the Leadership Rating is converted to a positive
number. Only one leader on each side can influence each Close
G. The losing side may perform Reaction Fire, Reaction Movesgmbat die roll.

ment or Interception with eligible units in response to an

enemy advance after combat. The winning side may not rd1.3.3 MORALE DIFFERENTIAL: Take the highest morale
act in response to a retreat or rout. rating from the attacking units and subtract from this number

the morale rating of the defender. The result (+/-) is the die roll
Note: The Inactive player may attack a unit that has been degyodifier for morale.

ignated, by the Active player, to attack a different unit. Since
the Inactive player’s units resolve Close Combat first, you ma$l-3.4 STRENGTH RATIO: Compare the total current strength
use this method to help out a less able unit by attacking hioints of all attacking units to the strength points of the de-

attacker. fender and express the comparison as a simple ratio (casualties
are deducted from a unit’s strength when calculating strength
11.3 Close Combat Modifiers ratio). Fractions are rounded down in favor of the defender. The

11.3.1 Players should refer to the Close Combat Table and @ roll is modified for the following ratios:
j[he Terrair_1 Effects Cha}rt (TEC)_ fpr applicable modifiers. If there 4:1 or greater +2
is a question as to which modifier to apply, always use the one,.q or greater +1

1:2 or less -1
1:4 or less -2

Use the highest number that applies (that is, these are not cu-
mulative).

11.3.5 CAVALRY vs. HEAVY INFANTRY: If Cavalry is at-
tacking Heavy Infantry use only half the Infantry strength for
the strength ratio calculation.

Example: If 3 Cavalry points attack 18 Heavy Infantry points,
the strength ratio would be 3 to 9 (1:3 strength ratio).

11.3.6 ATTACKER MOMENTUM: If any attacking Heavy In-
fantry or Cavalry unit: (a) Moves two hexes straight, through
clear terrain, into combat; and (b) Does not change facing, fire,
or get Intercepted in those two hexes; then the attacker may add

EXAMPLE OF CLOSE COMBAT: The Parliament player One of the following die roll modifiers to his Close Combat roll:
(units A, B, and C) is the Active player and designates Jlose |,
Combat first. Unit A will attack unit X, and unit B will +1
attack unit Y. Note that B cannot Close Combat Z because

it is not in the front center hex. The Inactive (Royal|st)
player may instigate Close Combat with Z because fhat
unit is not a target of any Close Combat and adjacent to
enemy units who have been designated for Close Cor
The sequence is:

if the moving unit is Cavalry
if the moving unit is Heavy Infantry

Mark any unit eligible for this bonus with a Momen-
tum marker at the completion of its movement, and re-
move the marker at the completion of Close Combat.

nbatNo matter how many units may be eligible for a Momentum
moadifier, this modifier may only be used once in any Close

1. Royalist unit Z attacks unit B (Reaction Close Combfpt). Combat. Thus, if two Cavalry units are attacking together and

each meets the Momentum requirements, the Momentum modi-

. o _ . fier is +2, not +4. If only one of them met the Momentum re-
3. Parliament unit B (if it survived step 1) attacks unitYl  quirements, the modifier would still be +2.

2. Parliament unit A attacks unit X.
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Crossing a slope hexside does not prevent Attacker Momed1.4.3 STACKING AND RETREATS: Units may not retreat
tum. Any hex entered during an advance after an Interceptigdhrough friendly units during a retreat. Exception: A unit may
Close Combat does not count for Momentum. Note: In the cagetreat through an Artillery unit, but the Artillery unit is im-
of a successful Interception (9.3), the intercepting unit is elimediately marked with a Disabled Gun marker. A Light In-
gible for the Momentum maodifier, but the intercepted unit isfantry/Cavalry stack may retreat together. A Light Infantry unit
not. Interception Close Combat (9.3.3) robs the intercepted urtthat retreats may end its retreat stacked with a Cavalry unit
of any Momentum it may have acquired up to the point of Interand vice-versa.

ception, but it does not stop it from reacquiring Momentum if it o S . Both hal ¢
continues its Activation after the Interception is resolved. 11.4.4 TWO-HEX UNITS IN RETREAT. Both halves of a two-

hex unit must retreat, even if only one half was attacked. In
11.3.7 FLANK AND REAR ATTACKS: Modify the die roll by other words, a two-hex unit cannot retreat by pivoting.
+1 for each flank or rear hex the defender is attacked from.

Thus, a two-hex unit attacking a unit from both a flank and &1'4'5 UNITS UNABLE TO RETREAT: If a umt_ls Morale
rear hex would get a + 2 modifier. Note that defenders in Hedgg_roken and cannot retreat due to stacking restrictions or enemy

hog or units that are Morale Broken have no flank or rear hexeldn'ts It must. use the Upgble to Re_treat Table. Roll the d|e_, ap-
ply any applicable modifiers and find the result. If the unit is

11.3.8 CLOSE COMBAT MATRIX: Some unit types are more Morale Shaken and cannot retreat it suffers a casualty point for
effective against certain types of targets. Consult the Clossach hex it was unable to retreat. A Stand Result returns the
Combat Matrix to determine if any modifiers apply. Note thatunit to Morale Shaken, in essence a “free” rally. If a unit is

Artillery is ignored in Close Combat (11.5). required to retreat two hexes but can only retreat one, retreat it

one hex and then roll on the Unable to Retreat Table.
11.3.9 CAVALRY PISTOL FIRE: Cavalry units involved in

Close Combat have the option to expend a pistol shot in Clodd.4.6 ADVANCE AFTER COMBAT: Results include attacker
Combat. The attacker announces his intention to do so firsty defender advances after Close Combat. The attacking unit
followed by the defender. For each attacking unit that expendaust advance while the defending unit may advance or choose
a pistol shot, apply a +1 modifier to the Close Combat roll. Ito remain in its original hex. If there are two or more attacking
the defender expends a pistol shot, apply a —1 modifier. Do nahits, only one unit advances per defender hex; the attacker must
resolve Pistol Fire; simply mark the Cavalry units as havingelect the highest morale unit to advance. If more than one quali-

expended a pistol shot and then apply the modifier. fies, then the owning player may choose which to advance. If a

two-hex unit retreats the victorious player may advance into
11.4 Close Combat Results either of the vacated hexes or both. An advancing unit does not
11.4.1 Results from the Close Combat table are applied immexpend movement points, so it can advance even if it has no
diately and affect all units indicated. current Movement Allowance.

Attacker/Defender Morale Broken: No matter what the unit's 11.4.7 ADVANCE AND FACING: Units that advance may
current Morale state is, mark the unit with a “Morale Broken"change facing one hexside.

marker and retreat the unit(s) two hexes. Retreat in this ca
means the unit turns tail and runs away towards the near . .
friendly map edge, its back towards the enemy. Change the uni vances aftgr combat, both h_alves of it must advance if pos-
facing accordingly. There are no Movement Points expende&I le. If attacking a one-hex unit and iny a one-hex gap opens
and neither the facing change nor the retreat movement a?ger the retreat, then the two-hex unit may wh_eel so that only
Reaction triggers. one half enters the vacated hex. A two-hex unit cannot change

facing after advancing.

4.8 TWO-HEX UNITS IN ADVANCE: If a two-hex unit

Attacker/Defender Morale Shaken: The unit(s) becomes )
Shaken and is retreated one or two hexes as appropriate. T 4.9 ADVANCE AND REACTION MOVEMENT/FIRE:

one or two hex retreat is an orderly withdrawal—the unit sim- vance a_fter Qlose Combat triggers React.lon Movement (9.2)
ply “backs up” the required number of hexes away from th@nd Reaction Fire (9.4) except from the unit that retreated.

attacker, while still retaining its formation and facing. 11.4.10 ADVANCE AND FORMATION HITS: If moving into
that hex would cause a formation hit, advancing into it causes
one as well. This is in addition to the formation hit normally
incurred by engaging in Close Combat (11.2.F).

Note: In pursuit of eliminated units, the Cavalry unit is chasing

the fugitives from the field. 11.5 Artillery in Close Combat

11.4.2 COMPOUNDED MORALE RESULTS: If it suff 11.5.1 Artillery units alone in a hex are automatically captured
ot -lfaunitsufters  pon an enemy unit enters its hex during movement OR an

a Morale Shaken result a_nq is already Shakep, treatitas a deance after Close Combat.

rale Broken result. If a unit is Broken and receives any adverse

result, treat it as an Eliminated result. The attacker advances into the hex and does NOT take a For-
mation Hit (unless called for by the terrain).

Eliminated—The unit is removed from the map. Cavalry may
pursue eliminated units (see 11.7).
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11.5.2 Artillery stacked with another unit in Close Combat isl1.7.3 Cavalry stacked with Light Infantry will leave the Infan-
ignored. If the non-Artillery unit loses the Close Combat thertry behind, but leaders will pursue along with any Cavalry with
the Artillery unit is captured and a Captured Guns marker igvhich they are stacked.

laced on it. If an Artillery unit is stacked with half of a two-
b y 11.7.4 If the Cavalry Pursuit die roll calls for the Cavalry unit

hex Heavy Infantry unit, and the other half of the Hl is elimi- q . he Brok its h Its 3-5) but th .
nated or retreats from Close Combat, leave the Artillery unif® @dvance into the Broken unit's hex (results 3-5), but the unit

but place a Disabled marker on it (treat it as a retreat throudﬁas eliminated in Close Combat or b_y a previous Cavalry Pur-
the Artillery as per 11.4.3) suit roll, then treat the Cavalry Pursuit result as a Break Off.

. . Example: Three Cavalry units must check for Cavalry Pursuit
11.6 Light Infantry in Close Combat in This Accursed Civil War. The first roll is a 3, which causes
Light Infantry may initiate Close Combat ONLY against otherthe elimination of the Broken unit. The second roll is another 3
Light Infantry. If a one strength point Light Infantry unit alone put since the unit is already eliminated it is treated as no effect.
in a hex is attacked in Close Combat by anything other thaphe third roll is a 6, which causes the third Cavalry unit to be
another one strength point Light Infantry unit, it is automativemoved (it pursued the routed units off the map).
cally eliminated. The attacker advances into the hex and does
not take a Formation Hit (unless called for by the terrain).  11.7.5 If a defending Cavalry unit must pursue, and there was

more than one attacking unit, the Cavalry first pursues a unit

11.7 Cavalry Pursuit that was in one of its front hexes; if there were none, then a unit

11.7.1 Some results on the Close Combat Table require victoff One of its flank hexes. (Pursuer’s choice if all attacking units
ous Cavalry units to check for pursuit. A unit is required to purWere in the same type of hexes.)

sue even if its current movement allowance is 0. Exceptions: L.
11.8 Leader Casualties in Close Combat

« If the Broken unit or Eliminated unit is Light Infantry, do not |_eaders stacked with a unit that participates in Close Combat
check for pursuit; instead the Light Infantry either retreatsnay become a casualty. At the end of each Close Combat that
away (if Morale Broken) or is eliminated, and the Cavalryinyolved a leader, roll the die for each leader. On a “9”, the
advances after Close Combat normally. leader becomes a casualty and is removed (5.3.3). If a leader is

« If any Morale Broken unit rallies due to the Unable to Re.Stacked with a unit which is eliminated the leader is automati-

treat Table ignore the Pursuit requirement. cally removed.

11.7.2 PROCEDURE: Before conducting advance after com-,
bat roll on the Pursuit Table for each Cavalry unit that partici-12. |\/|0ra|e

pated in the attack. There are three possible results: 12.1 Morale in General

A) Break Off: The Cavalry unit does not pursue. Instead, itAll units have a base morale between 4 (worst) and 8 (best)
performs a normal advance after combat (see 11.4.6). printed on the counter. In addition, units have four morale states:

I . Normal, Shaken, Broken and eliminated.
B) Pursue and Eliminate:Advance the Cavalry unit along the

retreat path into the hex occupied by the retreating unit anlez Morale Check (MC)

then remove the r_etreating un_it from play. Note that this_purSl_uFO Check Morale roll the die and add the leadership rating of
movement can trigger Reaction Movement and Reaction F'rz?ny one leader the unit is stacked with (you may not use both an

(bl.Jtt ??Ot from E[?]e rettrea?_ng unl_?% at thel complet_lfo_? of{thetpur- C and a WC if both are stacked in the hex). If the adjusted die
Sult. kemove Ine retreating unitirom play even it it retreats olfq o equal to or lower than the unit's current morale, it passes.

map, or the Cavalry unit is prevented from advancing the who higher, lower the unit’s morale status one level, i.e. Normal

retreat path. No matter what its previous state, mark the Pursll(')'Shaken Shaken to Broken. Broken to eliminated
ing Cavalry unit as Formation Broken. ' ’ '

C) Pursue off Map: Both the retreating unit and the pursuing E,;l(:ngﬁ Ie%kpz)rl:na:tdvivelt?oﬁ (r)r:c(z)rii;e. Irta\;[\llrgglgff;lvx(l)(:]ugjn %a(s)f El)ts mo
Cavalry unit are removed from the map. A Cavalry unit that
pursues off map is not eliminated (nor counted for VPs), but 5_2.3 When to Check Morale
may not return to the map during the game (however, a Ieadgr
accompanying a pursuit may [see 5.3]). A pursuit off-map does
not trigger Reaction Movement or Reaction Fire.  Casualty Hits from Fire Combat (10.6.2).
Note: If Pursuit is called for by the Cavalry Pursuit Table » Being fired upon by Salvo Fire (10.6.3).

' . . .’e Each Casualty Hit after its Casualty Threshold is reached
Cavalry MUST pursue, including any leaders stacked with (12.5).

Cavalry. « If an Artillery unit, receiving a formation hit result from Ar-

Be careful that your Wing Commander does not leave the maptillery fire (10.8.7).
at a bad time!

unit must make a MC for:
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« If a Heavy Infantry unit, attempting to form Hedgehog dur-] 3 | Ra”y and Reform

ing Reaction Movement (9.2.3).

+ Attempting to Rally (13.2.5). 13.1 Basic Concept
As a battle progresses, the formation and morale of a unit be-
12.4 Morale Results gins to suffer. Rally and Reform Actions can remove formation

12.4.1 Units that fail a Morale Check lose one level of moralghits and return units to normal morale.

A Normal unit becomes Shaken, a Shaken unit becomes Bro-

ken, and Broken units are eliminated. Markers are provided t63.2 Procedure:

indicate a unit's current morale state. A successful Rally At13.2.1 WHEN: Rally and Reform are Actions and can only be
tempt raises the unit’s morale by one level. conducted:

12.4.2 MORALE SHAKEN: A unit that becomes Morale Shakena) When the unit's Wing is active and the Wing's Orders allow
has its morale rating reduced by one. it (5.6), OR

o . b) By the Army Commander (13.3), regardless of what Orders
Example: A unit with a printed morale of 7 would have a cur- * o \nit is under.

rent morale of 6 if shaken.

_ ) 13.2.2 ENEMY UNITS: A unit that Reforms or successfully
12.4.3 MORALE BROKEN: Morale Broken units have no for- g5jjies when adjacent to an enemy unit automatically triggers

mation, aqd have a morale of 1._Since Morale Brok_en units ha\@aaction Fire.

no formation, they have no facing and enemy units cannot get

flank or rear shifts when attacking them. Whenever a unit bet3.2.3 THE REFORM ACTION: This removes one formation
comes Morale Broken, it must immediately retreat two hexedit from a unit. Any unit in an Activated Wing under Rally or
If it can’t retreat due to stacking or terrain, then it uses the UrReceive Charge Orders may reform. Any unit in an Activated
able to Retreat Table (see 11.4.5). Morale Broken units mu¥Ying under Make Ready Orders that is stacked with or adja-
move in the Rout Movement Phase (see 13.4) except Moragent to its Wing Commander may reform. No units may reform
Broken Artillery. Morale Broken units may not perform any while under Charge Orders (exception: 13.3). In lieu of remov-
action except Rally and may not React or initiate Close Comb#tg a formation hit, a Cavalry unit may Reload its pistols by
(if attacked in Close Combat, they defend normally). Whemndertaking a Reform Action (10.7.4).

Rallied, the unit is Formation Broken, and the player may choose
the unit’s facing.

12.4.4 MORALE BROKEN ARTILLERY: An Artillery unit that ﬂ'ﬂi% ﬁi
is Morale Broken may not perform any type of fire, normal of o n=
reaction. Artillery never retreats or uses rout movement; if

Morale Broken, it stays in place until rallied or eliminated. “a'f_'j»z__ - ﬁﬁ
E. Y }.:'i""‘"

12.4.5 STACKING EFFECTS ON MORALE CHECKS: If a
stack contains both Light Infantry and Cavalry and one of ther
fails a Morale Check, then both units assume the new Morale |™® J— \iﬁ
state. If a stack contains Artillery and another unit and one ¢ ﬁ?i% L

them fails a Morale Check, the other unit is not affected.

12.5 Casualty Threshold g,.i — \fS
12.5.1 Check the Threshold Table whenever a unit takes a cagu- (] 4 #5 g

alty. Find the unit’s printed morale and read across to find oyt
how many hits it can take for the unit to reach its Casualty

WSkl
Threshold. FE.'.-. 4
resno ﬁq._l“- *ﬁ,‘_

12.5.2 EFFECTS: A unit that reaches its Casualty Threshold

a) Immediately lose one morale level (12.4.1).

b) May never be rallied past Morale Shaken.

c) Must make a MC when they suffer any hits in a subse
quent Fire Combat (10.6.4), in addition to any other MC3
called for.

[
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EXAMPLE OF CASUALTY THRESHOLD: All the units
above have just reached their Casualty Threshold. Each unit
" must now reduce their morale one level becoming Molale
Shaken. Note that units which start with 4 or less Stremgth
Pointsand have an Original Morale of Bave no Casualty
If a unit reaches its Casualty Threshold in the same fire combgilhreshold.

that calls for a MC, make the MC against the lower Morale. Geiilein
g

Not susceptible to
¥ | Casualty Threshold
]
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13.2.4 THE RALLY ACTION: A successful Rally Action re- 14,0 Determining Victory

stores a Morale Shaken unit to Morale Normal, or converts B ) . L .
. . layers earn Victory Points (VPs) for eliminating enemy units
Morale Broken unit to Morale Shaken (and Formation Broken), o . X
Any unit in an Activated Wing under Rally Orders may attemptand leaders, 'T‘f"c“”g enemy losses, and disabling .and i:aptur-
ing enemy Artillery. At the end of the game, determine victory

to Rally. Any unit in an Activated Wing under Receive Chargeb subtracting the Royalist VP total from the Parliament VP

Orders that is stacked with or adjacent to its Wing Command Y : -
may Rally (see also 13.3). Note that units that have reach%cig:ital (for TACW) or by subtracting the Imperialist VP total from

their Casualty Threshold cannot be rallied to better than Shak?r‘ie S\.Ned'Sh VP. total (for SFO). Players receive VPs for the
ollowing events:
Morale (12.5.2).

13.2.5 RALLY ACTION PROCEDURE: Rally is automatic E\ierit .......................... R VPs
(gain one Morale |eve|) if the unit is Stacked Wlth |tS WC. |f El|m|nated CaVaIry UNIt oo, 10
not, the unit must make a Morale Check. Modify the Morald=or Each Casualty Point on Cavalry Units
Check die roll by the WC’s Leadership Rating if the WC is  Stillon Map at ENd ............cccooveveveecveenennne. 2
gdjacent to the unit. If thg modified roII.is Igss than or equal t@|iminated Two-Hex Heavy Infantry Unit ......... 10
|t§ cur_ren_t morale, the unit passes, and it gains one Morale lev@riminated One-Hex Heavy Infantry Unit......... 5
If it fails, it loses another Morale level. Thus, a Morale Broken h | ) ;
unit that fails a Rally Action Morale Check is eliminated. For E_aC Casualty Point on Heavy Infantry
StillonMap at End ............oooooveiiiiiiiciiiiinens 1
13.3 Army Commanders (ACs) Influence on Eliminated Light Infantry Unit ............cccccceevines 0
Reform and Rally Captured Double 12 Ib Artillery Unit ................. 30
13.3.1 The AC can Rally or Reform any unit, regardless of thataptured Double 4-8 Ib Artillery Unit ................ 20
unit's Orders. He may also do so to a unit that is not in th%aptured 12 b Artillery Unit .......ooeviieeeiieee 15
Activated Wing, even from a Wing that is Finished. Captured 4-8 Ib Artillery Unit..........ccc.ccoevvveennnee. 10 g
13.3.2 REFORM: An AC may Reform one unit it is stackedCaptured 3 Ib Artillery Unit .............ccccceeeeerennnnne. 5 3
with or adjacent to each time the AC is activated. Disabled Double 12 Ib or <
13_3_3 RALLY An AC may automatlca”y Ra”y one unlt It |S DOUb|e 4'8 |b Art'”ery Unlt .......................... 10
stacked with (gain one Morale level) or attempt to Rally ondisabled 12 Ib or 4-8 Ib Artillery Unit................ 10
unit it is adjacent to. Use the same procedure described iDisabled 3 Ib Artillery Unit.........cccccovevveeneernnnne. 2
13.2.5, using the Army Commander’s Leadership Rating AS@aptured Wagon ..........cc.ccveeueeueeueereeieeeeeeeeee e 10
die roll madifier. Army Commander (except King Charles)
13.4 Rout Movement EI|m|nf';1ted ............... R 20
13.4.1 Units that are Morale Broken must move in the RoufACW: King Charles Eliminated ....................... 50
Movement Phase. All routed units must attempt to move thelMamed Wing Commander Eliminated ................ 5 x Rating
full non-routed movement allowance toward a friendly mafReplacement Wing Commanders........................ 0

edge. They do not have a formation state and do not take for-
mation hits for movement. Routed units do still pay for facingNotes: o S _
changes, and move with their backs to the enemy as much ad0r @ Named WCs Eliminated, express his rating as a posi-

possible under the circumstances. tive number. . -
« Individual scenarios may have VP awards in addition to these

13.4.2 Units that cannot retreat their full movement allowance or that supersede these.

must stop and lose one strength point for each movement pointonly SFO has double Atrtillery units.

they cannot move, whether due to the presence of other units©iUnits and leaders that have left the map in pursuit are not
lack of sufficient MPs to enter a hex. considered eliminated, nor are VPs awarded for their Casu-
alty Point losses.

13.4.3 Units that retreat off the map are eliminated. « These replace the Victory Points in the TACW Playbook.
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ERRATA to
This Accursed Civil Warr. .

COUNTERS .

23

1st Newbury

Byron is 18-8, not a 15-8. The counter is correct.

I, Il, Il Bryon counters are in fact I, Il, Il Byron. See the SI|O
countersheet for replacement counters.

The 2 x Dragoons (1-5) for the Parliament player should b¢ 2 x

* The last Parliamentary musketeer unit on sheet 2 is missing its pragoons (2-6).

“FS” on the reverse side. .
* The “Aston” cavalry unit was misspelled “Ashton.” See the SFO
countersheet for a new counter.

The Tumuli (Roman Era Burial Mounds) are treated like a he/lge-
lined road hex, but do not block LOS.

Marston Moor

CHARTS
Note that the charts supplied wBweden Fights Ocontain all the

* Warren 5-7 is actually the Moore 4-7 counter (Warren wag the

Colonel, Moore was the Lt. Col and the one present).

errata mentioned here as well as all the TACW modifiers. Thus, The Dragoon unit on the Parliament Right (T. Fairfax’s Wing) is

owners of both games can use the SFO charts and ignore this erratagn English Dragoon (Red) not Scottish (Green) (It is Fairfiix's
Players will have to make the changes to the cross-references on the\orthern Association Dragoons).

charts themselves. .
ORDERS RESTRICTION CHART

The Slope of the hill is quite gentle and does not effect mhve-
ment, the only effect is to stop grazing fire.

« On the Receive Charge Row, under the Move column, add the 2 The Ditches are for historical reference only and have no € fect

superscript to the “1 Hex.”

« Change note 1 to read: “Must end at least 1 hex closer to the
closest enemy unit it can see. (Except: LI need not move adjacent

to the front of an enemy HI.) Units may not Pass, use Retreatin S .
y HI) y J If you start the game before the historical start time of 7:00°M,

Fire, nor use Withdraw in Reaction Movement.”
LEADER REPLACEMENT TABLE

on play.
The Allied Center Replacement Leader Hamilton was droj ped
from the counter mix as he was fourth in line and was never|used

in play testing.

still end the game at the end of “8:20” turn (when the histo| cal
scenario ends) and use the same setup.

Change the Result in the last row to read: “Leader eliminated or The York Contingent has 4 options.

does not return (if off map). Use Replacement Leader.”
TERRAIN EFFECTS CHART

OPTION 1: All units start on the map as part of the Center W ng,
with Tillier as their WC. Do not use Newcastle or Eythin.
OPTION 2: The Whitecoat units start on the map as part g the

* Terrain Effects Chart—The Hedge/Berm is a Hexside Feature, center Wing, with Tillier as their WC. The York units enter G| 1

not an in Hex Feature. Treat such hexsides as Hedge Hexsides

and remove the Hedge/Berm row from the TEC.

at 1031 as part of a new Wing, with Newcastle as their WC|and
Eythin as his replacement.

* Add a note at the bottom: “Roads and Tracks have no effect on qp1|oN 3: Al the units arrive at 1031 on the turns listed as bart

play.”
FORMATION EFFECTS ON MOVEMENT CHART
* Change “Formation Regular” to “Formation Normal.”

of a new Wing, with Newcastle as their WC and Eythin as his
replacement.
OPTION 4: Do not use any of the units, Newcastle, or Eythi.

* Add a new row: “Morale Broken (no Formation) No Movement.” Second Newbury

CLOSE COMBAT TABLE *

¢ Under the first modifier, change the reference from 10.3.10 to
11.3.2.

» Add a note to the table: “Important: The maximum final total of®

Douglas’ 2-5 is a Commanded Musket unit that is indeed riss-
ing, a 2-6 Dragoon unit will fill in nicely. See the SFO countersl| eet
for a new Douglas counter.

The countermix is short one Royalist 4-8Ib Artillery unit. Us: a

all Close Combat modifiers cannot be greater than +4 or less than SCOts battery in its place. See the SFO countersheet for arfaddi-

-4
» Add just above Attacker is or has: “Apply any modifier below *
this line a maximum of one time per battle.”

CLOSE COMBAT MATRIX
To “Light Inf” and “Lt Inf”, add an asterisk and then the following
note at the bottom of the table: “* See 10.6.”

UNABLE TO RETREAT TABLE

tional Royalist Artillery unit.

To cross the River Lambourn, a unit must have enough nmove-
ment points to “contract” onto the bridge and exit the bridge hex
in the same turn. A unit cannot end the turn on the bridge. Thus,
for an Infantry unit to cross the Shaw bridge, it must start in |-or-
mation Normal, pay 2 MPs and take a Formation hit to ente| the
bridge, and then spend another 2 MPs and take another Firma-
tion hit to exit the bridge.

Add the following note at the bottom: “If a unit Stands, return it toNaseby

Morale Shaken.” .
PLAYBOOK
the back of the playbook. It should be at the end.

» Add to the Victory Point Schedule: “Captured Wagon Unit: 10,
VPs”

Edgehill

e Edgehill is 10 turns long (the Playbook is incorrect). *
« Byron Cavalry is 4-6 not 4-7. The counter is correct.

« Belasyse is 20-7 not 18-7. The counter is correct. *

I/1 and 11/1 New Model Horse are 3-7s not 3-8s. The countr is
correct.

« The marker removal phase is missing from Sequence of Play on I/Fiennes is a 3-6 not a 2-6 (I incorporated a troop of the As| oci-

ated horse into the counter to eliminate stacking). The coun er is
correct.

Maurice 3-7 and Maurice LG 2-8 were originally for Naseby, but
they were consolidated into one Maurice 3-8, based on the [atest
troop strength data. The two counters are how extras.

Kings LG/Rupert's Bluecoats setup in 1517 & 1518 not 1515 &
1517.

Add Okey as Wing Leader for his three dragoons hiding beind
the hedge. These units and Okey are treated as a separate; wing.
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3. Sequence of Play

Each game turn follows the following sequence:

3.1 Initiative Phase
Players determine who will become the Phasing player and ac
vate the first Wing (see 4.1).

3.2 Activation Phase

The Phasing player can either activate a non-Finished Wing or P4
(4.5). See 4.2 for the sequence Wings must be activated in. Wh
that activation is finished (including any continuation activationg
[4.3]) the opposing player may activate a Wing or Pass. Generall
players alternate being the Active player and the Inactive Play
(see 4.2.2 and 4.4 for exceptions). This phase is repeated until
Wings have been activated or both players pass consecutively.

Sequence of the Activation Phase:
A. Preemption Attempt: When a Wing has been activated, the

Inactive player may attempt to interrupt that activation in ordef

to activate one of his Wings first. If the attempt is successfu
mark the preempted Wing with the Bypassed marker (4.4.2
The pre-empted Wing will activate immediately after the pre-
empting Wing has finished its activation(s).

. Orders Change: The activated Wing may attempt to change
its current Orders (5.7).

. Perform Actions: Each unit in the Active Wing may perform,
within the limitations of its Orders, one of the following Ac-

10.5 Fire Combat Procedure
10.5.1 Heavy Infantry
A) Designate the target unit
B) Determine if the fire is from the firing unit’s front or flan
hexes
C) Determine which Musketry table to use
D) Determine whether to use the front, flank or salvo ¢
umn on the Musket table
SS E) Roll the die and apply any applicable modifiers
FN F) Cross-reference the die roll under the appropriate col
to find the results
G) Apply the results

yv

©®
=

all0.5.2 Light Infantry

A) Designate the target unit

B) Find the Commanded Muskets and Dragoons colum
the Light Infantry and Cavalry Fire Table

C) Roll the die and apply any applicable modifiers

D) Find and apply the results

' 10.5.3 Cavalry Fire
" A) Designate the target
B) Find the Cavalry Pistol Fire column on the Light Infs
try and Cavalry Fire Table
C) Roll the die and apply any applicable modifiers
D) Find and apply the results
E) Mark the Cavalry unit with the appropriate Pistol mar

=~

ol-

Lmn

el

>

er

tions:

* Move (7.0)

* Move and/or Pistol Fire (Cavalry only; 7.0 and 10.2)

Normal Infantry Fire (10.3)

Salvo Fire (Heavy Infantry only; 10.4)

Artillery Fire (10.8)

Rally (13.0)

* Reform (13.0)

. Close Combat:Units attack adjacent units in Close Combat
(see 11.0).

. Continuation: The activated Wing may attempt to activate a
second or third time (4.3). If the attempt is successful, return t
step A.

If the Activated Wing fails its Continuation attempt or has com-
pleted its third activation this turn, or if the Active player doeg
not wish to continue with the Wing, then do whichever of thg
following applies:

a) If there is a Bypassed Wing, activate it and return to step B
b) If there is no Bypassed Wing, players determine the ne
Wing to be Activated (4.2) and return to step A.

c) If all Wing Commanders are Finished, proceed to the Rol
Movement Phase.

11.2 Close Combat Procedure

B. The Inactive player may designate any Inactive unit
already designated as a defender to attack in Rea
Close Combat.

. The Inactive player resolves all Reaction Close Combat
starting at either the left or right side of the line and g
ceeding down the line. Once all Close Combats by thq
active player have been resolved, follow the same pr
dure for the Active player’s units.

. For each Close Combat, players calculate modifiers,
the Attacker rolls on the Close Combat Table and fi
the results.

@)

. Apply the results of the close combat, including any ro|
retreats, advances after Close Combat, and Cavalry pur,

Both attacker and defender in each Close Combat sul
formation hit. Exception: If a unit is already marked F
mation Broken or in Hedgehog there is no further effeg

A. The Active player designates all Close Combat attackg.

not
ction

irst,

ro-
In-

hce-

hen
nds

Lits,
SUitS.
fer a
DI-

t.

G. The losing side may perform Reaction Fire, Reaction Mgve-
3.3 Rout Movement Phase ment or Interception with eligible units in response to|an
All units with broken morale perform rout movement (13.4). enemy advance after combat. The winning side may|not
react in response to a retreat or rout.

3.4 Marker Removal Phase
A. All Salvo markers are removed. Fired Artillery and Finished

Leaders are flipped to their normal side.
B. Check the Leader Replacement Table to determine the fate of

any Leaders that were removed from play this turn.
C. Check for Surrendering the Field (4.6). If that does not end the

scenario, and there are still turns left to be played, advance the

turn marker on the turn track and proceed to the next turn.
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