Last Stand at Camerone
Camerone simulates the confrontation between the soldiers of the French Foreign Legion and the Mexican Juaristas for the hacienda of Camerone on April 30, 1863 during Napoleon III’s French Intervention in Mexico.  For the legionnaires, the end is inevitable but in the game, they must hold out as long as possible.  In two player games, each player plays each side once.  The French player, who acculmulates the most victory points, is declared the winner.  This game was designed to honor the foreign soldiers who fought so hard for France and to create a historical game of the epic of Camerone.
1 – In General
This game is designed for two players but can easily be played solitaire.  It requires one 6 sided dice (1d6).  The game map is on page 42 of this magazine; we suggest that you mount it on stiff cardboard before play.  Each hex is approximately 10 meters across.
1.1 – The Opponents
The 3rd Company of  the Foreign Legion regiment under Captain Danjou face the Mexican Juaristas under Colonel Milan.

1.2 – The Officers

1.2.1 – The French
· Captain Jean Danjou

· Second-Lieutenant Clement Maudet

· Second-Lieutenant Jean Vilain
French officers must end each phase stacked with a legionnaire unit.  If the legionnaire unit is eliminated, roll 1d6 for each leader stacked with the unit.  On a roll of:

1-4 : The officer is killed.


5-6 : The officer survives and is placed on the nearest legionnaire unit.
1.2.2 – The Mexicans

· Colonel Francesco de Paula Milan

Colonel Milan can not enter the hacienda, but any Mexican unit within 4 hexes of Colonel Milan can roll a saving throw whenever they incur a loss from French fire or melee whether the unit is inside or outside of the hacienda.  On a roll of:

1-3 : the unit is eliminated.


4-6 : no effect.
This represents the morale effects of Colonel Milan on the Mexican troops fighting in close proximity of the colonel.
Colonel Milan can not be the target of fire attacks and and can not be eliminated.
1.3 – Deployment

The French legionnaires are deployed within the walls of the hacienda building (A) (or within the walls of hacienda).  The Mexican units begin outside of the walls of the hacienda on any of the dark hexes along the edge of the map.  Mexicn units may not stack more than one unit per hex excpet for Colonel Milan.
The French officers are placed with any legionnarie unit of the French player’s choice.
The Mexican officer is placed on any dark hexagon along the edge of the map at Mexican player’s choice.
1.3.1 – Sharpshooters
Some Mexican cavalry infiltrated into the hacienda prior to the legionnaires retreating into the hacienda and occupied part of the haceinda building in sufficient numbers to maintain a harassing fire.  The Mexican cavalry marker is placed in the hex (Ti).
1.4 – The Units
1.4.1 – French
The 62 legionnaires are represented by 12 units and 3 officiers.  Each unit of legionnaires represents 5 soldiers while each officer is represented by individual units.  They are considered one formation.
Prior to setting up the game, the French player rolls 1d6.  On a roll of:

1 or 6:  all legionnaire units are available.


2-3:  remove 2 of the 12 legionnaire units

4-5:  remove 4 of the 12 legionnaire units
The removed units represent the losses incurred by the legionnaires from the charges by the Mexican cavalry prior to their retreat into the hacienda.

1.4.2 – Mexicans

The Mexican forces included about 800 cavalry and 1200 infantry fantassins.  A unit of cavalry or infantry represents about 50 soldiers and they were organized into 7 formations:

· 1 batallion of infantry (Vera Cruz) consisting of 8 units
· 1 batallion of infantry (Cordoba) consisting of 8 units
· 1 batallion of infantry (Jalapa) consisting of 8 units
· 2 regiments of regular cavalry with 5 units each
· 2 regiments of irregular cavalry with 3 units each
· 1 unit of snipers: mexican cavalry that infiltrated Camerone
· 1 officer : Colonel Francesco de Paula Milan

The Mexican units are deployed by formation.  All of the units of a batallion or a regiment must stay in contact with each other as long as they are outside of the hacienda.  Once inside the walls, they do not need to stay in contact with the other units of their formation.
2 – Sequence of play
The battle is not limited in number of turns, it continues until all of the legionnaires are eliminated.  Each turn follows the sequence of play outlined below:
· French Fire Phase
· French Movement Phase
· French Melee Phase
· Mexican Sniper Fire Phase
· Mexican Fire Phase
· Mexican Movement Phase
· Mexican Melee Phase
The game begins once the French player have setup his units.
2.1 – Fire Procedure

The French are permitted to fire at Mexican units outside of the walls of the hacienda if they are adjacent to the wall when firing.  The Mexicans are not permitted to fire through the walls at legionnaires in the interior of the hacienda.  Once inside, the Mexicans are permitted to fire at the legionnaires in the interior of the hacienda.  Range for fire is unlimited on the map.  Roll 1d6 for each unit that fires.  The target is hit on a score of :

5+:  if in the open

6+:  if in behind or in cover
Fire Modifiers:


+1 drm if French legionnaire is firing

+1 drm if French unit is stacked with a French officer

Cover
· Defending behind a gate or wall breach
· In a building hex.
· In a woods hex.
Results
Targets are eliminated unless they pass a saving throw.

2.2 – Sharpshooters Fire

The Mexicans infiltrated some sharpshooters into the hacienda building that the French legionnaires were unable to dislodge.  Each turn the Mexican player rolls 1d6.  It hits on a roll of 6.  All the hits by the sharpshooters must come from the French units that are under cover; the units in the building are immune to the fire of the sharpshooters.  Choose as the sharpshooters’ target the French unit that is closest to the sharpshooters.  In case of a tie, the French player chooses.

2.3 – Saving Throw
Units under cover get to roll a saving throw if they are hit by enemy fire.  For each unit, roll 1d6.  On a roll of:

1-3:  The unit is eliminated.
4-6:  No effect.
An eliminated French unit indicates that the 5 legionnaires have been killed or gravely wounded.

An eliminated Mexican unit represents the soldiers, which after having suffered some casualties ( in killed or wounded) have withdrawn from combat until rallied by Colonel Milan outside the walls of the hacienda.

2.4 – Movement ( I assume that the Mexican units can not stack together.  I am not sure about the legionnaires.)

- Legionnaire units have a movement allowance of 5 hexes per turn.


- Mexican infantry units haver a movement allowance of 3 hexes per turn.


- Mexican cavalry units has a movement allowance of 2 hexes per turn.


- Officers have a movement allowance of 5 hexes per turn.

The Mexican cavalry units are fighting dismounted.
A unit can not enter a building if an enemy unit is inside the buildling, except to melee.

A Mexican unit can not climb the walls of the hacienda unless it begins the turn adjacent to the wall.  If this is the case, the unit will use all it movement points to cross over the wall.  (They can not cross a wall into a building hex).
If a French unit is within 1 hex of a Mexican unit crossing over a wall, it gets a free shot at the unit crossing the wall and eliminates the unit on a roll of 3+.

A unit can not move through a gate or breach in the wall if a enemy unit blocks entry.

Zone of Control (ZOC)
A unit is required to stop its movement for the turn if it moves adjacent to an enemy unit.  A  units that begins the turn in an enemy ZOC may move directly to another enemy ZOC but uses all of its movement points to do so.  Units that begin their melee phase in an enemy ZOC are require to melee adjacent enemy unit(s).
2.5 – Melee

During a player’s melee phase, each of his units that are adjacent to an enemy unit or units may attack one enemy occupied hex.  Each melee attack is carried out separately.  Each opponent rolls 1d6, the player with the higher score wins the melee and the loser is eliminated.  In case of tie, the French player is the winner of the melee.
Melee Modifications:

+1 drm if units is defending a gate or breach in the hacienda walls against an enemy units outside of the hacienda.


+1 drm if a legionnaire unit

+1 drm if legionnaires are stacked with a French officer.

2.6 – Rally of the Mexican Battalions and Regiments
When a Mexican formation has only two units left on the map, its remaining units are removed from the map.  During the next turn, the formation may return to the map but minus one unit of the formation.  It returns on the mapedge in the initial setup positions of the Mexican troops.  If the formation is once again reduced to only two units due to casualties, the remaining units of the formation are removed from the map again and may return a second time.

At the time of its second entry, a battalion or regiment is:
· if an infantry battalion, reduced to 6 units from 8.

· if a regular cavalry regiment, reduced to 3 units from 5.

· if a irregular cavalry regiment, reduced to 1 unit from 3; the surviving unit can not attack (melee) and it must remained stack (adjacent to) with Colonel Milan.

There is no limit to the number of times that a formation may return to the map, but each time that it return it does so with one less unit each time after the second entry.

3 –  Random Events
Random events can influence the course of the game.  Starting with game turn 2, the French player rolls 2d6 prior to the beginning of each turn and consults the following table:

· If an event has already occurred, it is considered as “no event” for the rest of the game.

· If Danjou is already eliminated, “Captain Danjou Oath” is considered as “no event” for the rest of the game.
· To place a breach, there must be at least on Mexican unit adjacent to the wall surrounding the hacienda.  If “Mexican Sappers” event is rolled and there are no Mexican units adjacent to the wall of the hacienda, it is considered as “no event” for this turn.
2d6-Event Effects
2:  Desperate charge by Legionnaires.  Legionnaires gain a +2 drm in one melee this turn.

3:  French Ultimatum:  We have munitions!  We will not surrender!  +1 drm for French fire this turn.

4:  Mexican Infantry Drums.  Double movement points for Mexican infantry this turn.

5:  Mexican Sappers.  A breech is opened in the wall surrounding the hacienda where the Mexican player chooses.
6:  Captain Danjou’s Oath:  We will fight to the death.  +1 drm to French fire this turn.

7:  A boire, quelle chaleur, on n’a pas d’eau! (… it’s not time to die!)  -1 drm to French fire this turn.

8:  Mexican Sappers.  A breech is opened in the wall surrounding the hacienda where the Mexican player chooses.
9:  French Fury.  +1 drm to French melees this turn.

10:  French Ultimatum:  We have munitions!  We will not surrender!  +1 drm to French fire this turn.
11:  The Mexicans start a fire in the principal building.  Any French units in the the hacienda farmhouse (A) must leave the building.
12:  Milan’s speech to his men:  Quell honte si vous ne battez pas cette poignee d’homme qui vous fait face!  Double movement for all Mexican units and +1 drm for Mexican infantry fire this turn.
4- Duration of the Game
The game continues until all the French counters are eliminated.  There is not set number of game turns.
4.1 – Victory Conditions
Only the French player gains victory points.  The French player gains 1 victory point for each Mexican batallion or regimental counter permanently eliminated.
4.1.1 – Determining the Winner 
At the end of the game, the French player tallies up his victory points and consults the following table:
From 0 to 2 Mexican counters eliminated (0 to 100 casualties):  French defeat, the Mexicans still have enough troops to attack the convoy.
From 3 to 5 Mexican counters eliminated (150 to  250 casualties):  Draw.

From 6 to 7 Mexican counters eliminated (300 to 350 casualties):  Marginal French victory.

From 8 to 10 Mexican counters eliminated (400 to 500 casualties):  Decisive French victory.
More than ten Mexican counters eliminated (500 plus casualties):  Mythical French victory, Mexcian player disgraced.
