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Variant rules for a PBEM game of Arcola / Battle for Italy, with a Master / Referee. 

1. INTRODUCTION
The Campaign in Northern Italy during the early weeks of November 1796 was possibly the most difficult period in Napoleon’s Italian adventures of 1796-97. During the desperate and climatic three day battle at Arcola, Napoleon hurled himself into the teeth of the action on the bridge over the Alpone River, nearly drowned, and had to be restrained and removed to safety by his devoted aides.

Arcola - Battle for Italy is a brigade level two Player game which recreates this critical period of Napoleon’s Italian campaign.
2. GENERAL COURSE OF PLAY

The game is designed for two or more Players. The map depicts the theatre of operations; the Units and Leaders represent the military Forces available in the theatre.
Forces are composed of Combat Units commanded by a Leader. Only Leaders are shown on the map.

A Leader may command other Leaders in his own or adjacent hexagons (hexes). 

Leaders are rated according to their Initiative, important in movement and Combat, and Rank, which will determine the number of Combat Units and/or Subordinate Leaders they may efficiently command. A few exceptionally able and inspiring Leaders will enjoy one or more Bonus points, which reflect their superior skill in conducting Combat and their efficiency in commanding Units and Leaders.

The Initiative and Bonus ratings are not disclosed to the Players in the PBEM game.

3. GAME EQUIPMENT

3.1 The Game Map

The Game Map depicts the territory in which campaigning occurred as well as territory containing alternate strategic objectives of the campaign.

The terrain has been conformed to a hexagonal grid.

Each hexagonal cell, or "hex," represents a discrete location which may be entered by a Force through the expenditure of Movement Points.

Different terrain features require different Movement Point costs to enter, as detailed by the terrain effects chart.

Each hex has a four-digit identification number.

3.2 Terrain Type of Divided Hexes

If in doubt as to the nature of terrain in a hex, use the prevalent terrain type. If uncertain, use the type with the highest Movement Point cost. Ignore Hill and Mountain terrain which fills less than one-third of the hex. 

All die rolls are made by the referee and not revealed to the Players: they only learn partial details about the evolving situation and will therefore have to take decisions based on limited information. The only table Players need to consult is the one showing Movement Cost of Terrain.

3.3 The Playing Pieces

3.3.1 Combat Units

Combat Units are shown on the Organization Display of the owning Player.

During Combat, Units on the Frontline of the Battlefield will be visible to the Enemy.

The Strength of the Units is shown by the Organization Display, as is the Leader they are assigned to.

Units are immediately removed from the game if at any time their Strength drops to zero.

Units may be shuffled from one Leader’s track to another during the Friendly Command Phase provided the two Leaders occupy the same hex on the game map as the Unit.

3.3.1.1 Ineffective Units

Units can become Ineffective due to Combat losses.

Once Ineffective, a Unit will remain so for the rest of the game: an Ineffectiveness icon will be shown next to Ineffective Units on the Organizational Display.

Ineffective Units have a severely reduced Attack efficiency, but may be normally Deployed on the Battlefield, and Defend normally.

Ineffectiveness has no other adverse effects on the Unit, and Strength Points of Ineffective Units do count against Victory Conditions.

The Ineffective status of a Unit is never revealed to the opponent.

Units become Ineffective as soon as their total Strength is reduced to their Ineffectiveness level (or less).

The Ineffectiveness level for each Unit is indicated on the set-up information and will not be revealed to the Players.

Ineffective Strength Points do not contribute to the total Strength of the Attacking Force, however still count against Stacking and Deployment limits.

 3.3.2 Leaders 

Leaders may either be on the game map or on the Organization Display, depending on whether they are subordinate to another Leader or acting as a Force Leader.

3.3.3 Combat Units: Identification & Unit Type Size

The Strength of each Unit is shown on the Organization Display. 

During the game the Strength of each Unit will vary due to losses. 

Once a Combat Unit is eliminated, or has zero Strength Points, it may never be reformed.

The Combat Units represent Brigade size military units, ranging in Strength from 1,000 to 6,000 men. 

The name of the officer commanding each Unit is given for historical reference. 

The Unit’s Strength and type (Infantry, Cavalry or Artillery) are shown on the display.

The officer commanding each Unit is a Leader and can never be separated from the Unit (the Leader is intrinsic to the Unit).

The rank of every Unit’s intrinsic Leader is General of Brigade (X).

3.3.4 Strength Point Types

Infantry and Artillery have a Movement Allowance of 5. Cavalry has a Movement Allowance of 7.

Artillery and Cavalry pay a greater Movement Point Cost for certain types of Terrain. 

Artillery uses a special Fire Table for Combat.

Cavalry and Infantry in mixed Units (i.e. Units which are composed of both Infantry and Cavalry Strength Points) can never be separated; the same applies to Artillery.

3.3.5 Leaders on the map

Leader counters on the map will be displayed with the national insignia. 

When on the game map this is the only information of the Leader which may be viewed by the opposing Player.

3.4 Game Charts, Tables and Displays

Each Player has his own Organization Display for his army.

A Terrain Effects Chart should be readily accessible to the Players.

A simple Battlefield map will be used to resolve battle situations.

3.5 Organization Displays

Each army has its own Organization Display. 

On each Leader’s track are shown his Subordinate Leaders and Units.

4. INTELLIGENCE

4.1 Leader Identity and Force Strength

All Combat Units and Subordinate Leaders on a Leader’s track are considered to occupy the same hex as the Leader.

The identity of Force Leaders and Unemployed Leaders moving across the map remains hidden from the opposing Player. The Force Leader and his Subordinates are only partially revealed on the Battlefield during Combat.

Friendly Forces will gather information on the composition of Enemy Forces in the vicinity. The reliability of these reports will be uncertain and reflective of the fog of war.
5. LEADERSHIP

Before any movement can take place the troops to be moved must be constituted into "Forces."

Leaders make this possible. Forces are represented on the map by their Leaders only.

5.1 Force Leaders

Leaders may command other Leaders. 

Leaders that are under the command of another Leader are called Subordinate Leaders and are placed on the Force Leader’s track in the Organization Display, unless part of a Multi-Hex Force.

A Leader who commands other Units and/or Leaders is called a Force Leader (a Leader who is alone with his intrinsic Unit in a hex is also a Force Leader).

There may only be one Force Leader per Force.

A Leader may command Leaders of equal or lower rank.

5.2 Command Span

A Leader of Army General Rank (XXXX) has a Command span of 7.

A Leader of Corps General Rank (XXX) has a Command span of 5.

A Leader of Division General Rank (XX) has a Command span of 3.

A Leader of Brigade General Rank (X) has a Command span of 2.

A Leader may command a combination of any number of Combat Units and Subordinate Leaders.

A Unit will absorb one point of the Command Span.

A Subordinate Leader will absorb two points of the Command Span. 

The Initiative rating of a Leader will be negatively affected if he directly commands a combination of Units and Leaders “absorbing” points in excess of his Command Span.

5.3 Commanding Combat Units and Subordinate Leaders

5.3.1 Unemployed Leaders

A Leader without any Subordinate Leaders or Combat Units is an Unemployed Leader.

An Unemployed Leader may move up to 9 Movement Points during each Movement. He pays Terrain costs as if he were a Cavalry Force.

Unemployed Leaders ignore Enemy Zones of Control and do not exert a Zone of Control. Unemployed Leaders cannot cut Lines of Communication and are completely invisible to the Enemy.

An Unemployed Leader may not take command of a Force until the next Command Phase. Unemployed Leaders may move and Retreat as part of a Force they are stacked with. The subordination cost of Unemployed Leaders is ignored.

5.3.2 Elimination of Leaders

A Leader may be captured when all Strength Points in the Leader’s Force are removed as a result of Combat or Pursuit, or he may be captured by Cavalry while he is Unemployed.

A Leader can be captured when an Enemy Force which includes Cavalry enters his hex paying the regular Movement cost. 

The capture of all Leaders is determined by a die roll against their Initiative to see if they escape. The repulsing or capturing Force will not reveal their Strength.

If the Leader avoids capture he is Repulsed instead.

Captured Leaders are removed from the game.

5.4 Leadership Bonus Points

The Attacking Player will enjoy a bonus if the Force Leader of the Attacking Force has one or more bonus points. These will improve the Leader’s performance in Command, Combat, Artillery Bombardment and Pursuit.
6. PREPARE FOR PLAY

The set-up of the Units is shown by the initial Organization Display. 

The Organization Display is confidential and for the owning Player only. 

Leaders are shown on the map in the corresponding hex.

7. SEQUENCE OF PLAY

The game is played in sequenced Game-Turns.

Each Game-Turn is composed of two Player-Turns; the Austrian Player is the phasing Player in the First Player turn.

A Game-Turn does not end until both Players have completed a Player-Turn as outlined by the sequence below. This process continues until the last Game-Turn ends, or until one Player achieves a Victory Condition that ends the game sooner. All activities must take place in the order outlined below.

7.1 First Player Turn
Each Player-Turn is comprised of four Phases.

The Enemy Player’s activities during the Friendly Player-Turn are restricted. 

7.1.1 Phase I: Command

The phasing Player can transfer Combat Units and Leaders between Leaders which occupy the same hex on the map. This is done by modifying the Organization display.

7.1.2 Phase II: Movement

7.1.2.1 Reinforcements
All Reinforcements available to the Player this turn are placed on their indicated entry hex, unless delayed.

7.1.2.2 Movement & Order Commands

The Phasing Player may move any or all of his Forces currently not Disorganized by issuing “command” orders (i.e. instructions) to each Force Leader.

The Forces will move in accordance with the orders received, allowing for the time needed to deliver orders and for the different Initiative, energy and efficiency of each Force commander.

7.1.2.3 Consolidation
Forces of the Phasing Player will “consolidate” at the end of the Movement Phase: if there are two or more Forces on the map in a single hex, one of them will be selected as Force commander (based on Rank), so that only one Leader counter occupies each hex.

A seniority value should be assigned to each Leader, to break ties between Leaders of equal rank. This is to reflect the fact that the same couple of Leaders will always result in the same choice of commander, as would happen in actual fact, rather than randomly choosing the Commander each time. 

Subordinate Leaders in the same hex as their Force Leader will be shown on the Force Leader’s track on the Organization Display. 

If the Forces in the hex cannot be consolidated in this manner because of Stacking, then part of the stack will be Displaced (i.e. will conduct a one hex Retreat).

7.1.3 Phase III: Combat

7.1.3.1 Attacking Forces
The First Player designates his Attacking Force against each of the Force(s) of the Second Player that must be Attacked, designating which hex or hexes are to be Attacked by which Force.

All adjacent Enemy Forces must be Attacked if the Friendly Force is in an Enemy Zone of Control.

These designations made by the First Player are not revealed to the Second Player.

7.1.3.2 Combat Movement
The Non Phasing Player may now issue Combat movement orders to any or all of his Forces currently not Disorganized. 

In this Segment the Units of the Second Player may enter Enemy Zones of Control normally, however, unless the hex entered is occupied by, or adjacent to, a Friendly Unit in an Enemy Zone of Control, they are considered to be Reacting Forces commencing an Independent or Flanking Attack.

7.1.3.3 Reaction Attacks
The Second Player designates his Reacting Forces specifying which Enemy Force(s) of the First Player is being Attacked by each of his Reacting Forces. 

All of the First Player’s Forces adjacent to Reacting Forces which are not currently involved in other Combats must be Attacked in Independent Attacks.
A non-phasing-Attacking-Force that is not carrying on an Independent Attack will be executing a Flanking Attack. 

To clarify: a Force of the Second Player which just moved into an Enemy Zone of Control prior to Combat will be in one of the following three situations:

a) It is adjacent to a Friendly Unit that is in an Enemy Zone of Control. In this case the First Player will have to Attack the Force that just moved normally. This Force is termed a Supporting Force, and it will contribute its strength to the combat, affecting the odds and result of the Combat initiated by the First Player’s Force, which continues to be the Attacker.

b) It entered the Zone of Control of an Enemy Force not involved in any Combat. In this case the Second Player’s Force will have to conduct an Independent Attack (as normal, with the Second Player as the Attacker)

c) It entered the Zone of Control of an Enemy Force already involved in Combat (i.e. the First Player’s Force is in the Zone of Control of other Friendly Forces), but is not adjacent to a Friendly Unit in an Enemy Zone of Control. This Force will carry out a Flanking Attack. A Flanking Attack will affect the odds and result of the Combat initiated by the First Player’s Force, which continues to be the Attacker.
7.1.3.4 Battle Resolution

After the Combat Movement phase of the Second Player is completed, play proceeds to the resolution of all Combats, starting with the ones commenced by the First Player.

All Combats initiated by the First Player are considered to occur at the same time.

Where the order of resolution is relevant, larger Combats will be resolved first (counting total number of Strength Points involved).

Note that at this point the First Player will be aware of Independent and Flanking Attacks.

After the Combats initiated by the First Player have been resolved, the Combats initiated by Independent Attacks executed by the Second Player are resolved. 

Again, all Combats initiated by the Second Player are considered to occur at the same time, and where the order of resolution is relevant, larger Combats will be resolved first.

After all Combats have been resolved, both Players will be able to see an updated map with the latest known position of all Forces that Moved, Retreated, Pursued or were Repulsed in the Combat phase.

7.1.3.5 Combat Results
All Combats will result in (at least) one side being the loser, and typically with a side being the winner (it is possible for both sides to lose).

A Force which loses a Combat can Rout, indicating that the Leader has partially lost Control of the Force, which will Retreat from the battlefield, will be exposed to suffering losses from Enemy Pursuit, and might become Disorganized.

Winning Forces and losing but non-Routed Forces may elect to Retreat or to remain in place, presumably to fight again on the next day.

A winning Force may Pursue a Retreating losing Force, even if the losing side did not Rout and voluntarily elected to Retreat. A losing Force is never allowed to Pursue a Retreating winning side.

7.1.3.6 Joint Consolidation

After all battles are resolved, all Multi-Force hexes are Consolidated.

7.1.4 Phase IV: Disorganization and Rally

7.1.4.1 Disorganization

A Force that was Routed during Combat (or Retreat) can become Disorganized.

Check for all Forces that have Routed during this Player turn: roll a die once for each Unit and compare the dr with the unmodified Initiative rating of the Force Leader. If the dr is higher than the Initiative, then the Unit becomes Disorganized and Retreats one additional hex. Any other result has no effect.

After the check has been made for all Units in the Force, separately roll for each Leader (using each Leader’s own Initiative Rating). Leaders that Disorganize are also Retreated one hex. This process can result in Leaders becoming Unemployed.

A Disorganization marker will show the Disorganized status of Disorganized Units on the Organization Display.

Disorganized status is never revealed to the Enemy Player.

Disorganized Units have reduced capabilities until they are Rallied.

7.1.4.2 Effects of Disorganization

Disorganized Units and Leaders will continue their Retreat during each subsequent Friendly Movement Phase, and can not receive and execute orders until Rallied. They will not enter an Enemy Controlled hex unless the hex is occupied by Friendly Units.

Units and Leaders in Disorganized status will not move during Combat movement (unless they are Repulsed or Displaced).

Disorganized Units can not Attack, but can Defend and be Deployed on the Battlefield normally.

If a Force composed entirely of Disorganized Units is required to Attack, it will do so under the worst conditions.

Resolve the Attack on the worst possible odds (i.e. 1 to 5). 

The Strength of Disorganized Units is treated as zero if they are part of an Attacking Force.

Disorganized Units can become part of a Force under a non-Disorganized Leader, but will not move with the Force. They will instead move independently from the non-Disorganized part of the Force.

Disorganized Units that Rout again are not checked for Disorganization, they merely remain Disorganized.

7.1.4.3 Rally

Disorganized Units and Leaders will attempt to Rally during all subsequent Disorganization and Rally segments.

Disorganized Units and Leaders that fail to Rally remain Disorganized.

It is easier to Rally Units or Leaders in a Village or Fortified Town hex.

Check for all Units/Leaders that are Disorganized but have not Routed during this Player turn: roll a die once for each Unit/Leader and compare the dr with the unmodified Initiative rating of the Force Leader (note that the Force Leader could be non-Disorganized).

If the dr is less than or equal to the Initiative, then the Unit Rallies and the Disorganized status is removed, otherwise it remains Disorganized and Retreats one additional hex.

Rallying Units in a Fortified Town hex subtract 2 from the die roll.

Rallying Units in a Village hex subtract 1 from the die roll.

Note that Leaders could become Unemployed in the process.

7.2 Second Player Turn

Phases I through IV are repeated in the same sequence as above, substituting the Second Player for the First Player and vice-versa. When this has been accomplished the Game-Turn ends and the next Game-Turn begins (unless this was the last turn).

8. SUPPLY SOURCES & COMMANDERS IN CHIEF

The Supply Sources are as follows: 

Austria: hex 1907 and hex 1821

France: hex 0901.

The Commanders in Chief are:

Austria: Alvinczy

France: Bonaparte

The Supply Source hexes are relevant because Forces without a Line of Communication to the Supply Source hex will be likely to suffer a reduction in their movement and Attack efficiency.

Forces in Villages or Fortified Towns do not suffer adverse effects for not having a Line of Communication to a Friendly Supply Source.

Retreating Forces will move towards the Supply Source hex.

9. LINES OF COMMUNICATION

A Line of Communication (LOC) is a line of connected, hexes free of Enemy Units or their Zones of Control from a Force to the Supply Source or to the Commander in Chief.

A Line of Communication may include Friendly-occupied Enemy Zones of Control.

A Line of Communication will not be effective if it is longer than 10 Movement Point (terrain costs as Cavalry).

This is called Dispatch Distance.

A dispatch can travel as fast as a horse and rider: allowing for wrong turns, about 20 hexes in 6 hours. At the Dispatch Distance it would take 24 hours to write and deliver an order, act upon it, write and deliver the report of the outcome. Beyond that, the orders are already out of date before they can be acted upon.
10. THE ORGANIZATION DISPLAY

10.1 Reorganizing Combat Units on the Organization Display

During the Friendly Command Phase (only) a Unit may be transferred to the track of another Leader in the same hex. You may not transfer Strength Points among Combat Units.

11. THE FORCE

A Force consists of at least one Leader on the map and at least one Combat Unit on that Leader’s track on the Organization Display. 

More than one Leader may be in a Force but must be Subordinate to the Force Leader. The size of a Force is limited by Stacking.

If more Leaders occupy the same hex, Combat Units may be transferred between those Leader’s tracks during the Command Phase only.

11.1 Creation of a Force during Movement

A Force is defined whenever a Leader receives new orders. Subordinate Leaders receiving separate orders constitute separate Forces.

Note that Subordinate Leaders may be dropped off during a movement or Pursuit, in any hex passed through by the Force Leader (specific instructions need to be included in the orders for the Force).

The Subordinate Leader will now be shown normally on the map.

This new Force may however not continue moving in the current phase and must remain in the drop-off hex for the rest of the Phase or Segment and until it can receive Independent orders.

A Force will stop moving when any Unit in that Force runs out of Movement Points, unless these are dropped off.

Thus a Force Leader can be ordered to March with a mixed Force of Infantry and Cavalry, drop a Subordinate Leader off with the Infantry Units and continue moving, or pursuing, with the Cavalry Units. Note that Cavalry and Infantry in mixed Units (i.e. Units which are composed of both Infantry and Cavalry Strength Points) can never be divided; the same applies to Artillery.

11.2 Creation of a Force during Combat

The Attacking Player can define a Force at the instant of Combat. Thus he could move several Forces adjacent to the Enemy and reconstitute them as one Multi-Hex Force under a single Leader.

11.2.1 Multi-hex Force

For purposes of Movement and Combat a Leader may command other Leaders in adjacent hexes. Any Leader may combine the Force in his hex with Forces in adjacent hexes

The Forces remain adjacent and may move under the Force Leader’s orders, and they may Attack together.

12. STACKING

12.1 Stacking Limits

A maximum of 35 Strength Points or 7 Units may occupy a hex at the end of a Phase or Segment.

You may never have a stack of more than 35 Strength Points.

No more than 25 Strength Points (unmodified) may be stacked in a Fortified Town hex at the end of a Phase or Segment.

There is no limit to the number of Friendly Forces that may pass through a single hex during either the Movement Phase or the Combat March Segment of the Combat Phase.

If this total is exceeded at the end of a phase, the excess Units will be Displaced.

12.2 Battle Deployment Limits

A maximum of 5 Attacking Units or 20 Attacking Strength Points can effectively be Deployed from a hex to the Frontline of a Battlefield (i.e. initially Committed) per each hex side through which the Force is attacking.
This limit is lowered to 3 Attacking Units or 12 Attacking Strength Points per hex side when Attacking out of a Hill hex, and to 2 Attacking Units or 9 Attacking Strength Points per hex side when Attacking out of a Mountain or Swamp hex, or Attacking into a Swamp hex(.
The number of Units can not be exceeded, while any excess Strength is ignored (i.e. 5 units for 22 Strength Points can be deployed to the Frontline, but only 20 Strength Points will be considered when calculating Combat ratios: the excess 2 Strength Points will be ignored).

12.3 Consolidation

Leaders in the same hex that are part of the same Force must be moved onto the Subordinate Leaders box of the Force Leader’s track on the Organization Display during the Consolidation Segment of either the Movement Phase or the Combat Phase.

Consolidation can be performed at any time, and not just at the two Consolidation Segments.

At the end of a Consolidation Segment there can be a maximum of one Force in a hex.

13. MOVEMENT

Movement normally occurs during the Friendly Movement Phase and the Combat Segment of the Enemy Player-Turn.

Forces will move from hex to contiguous hex in any direction or combination of directions. A Force may move no farther than its slowest Unit, taking into account the differing costs of terrain

Not every Force need move. Movement is optional and restricted by Command orders; its accuracy and timeliness will be influenced by the Initiative, energy and efficiency of the commanding Leader.

Exceptions: A Force may move at two other times in the Sequence of Play. 

1. When Repulsed during Movement or the Enemy Combat Phase. 

2. When Pursuing or Retreating as a result of Combat.

All Friendly Forces will move contemporaneously.

A report on progress of movements underway and latest sightings of Enemy Forces will be provided to the Players in the form of an updated map showing the new position of all known Forces.
13.1. Reinforcements

Reinforcements pay the Movement Point cost for the first hex entered on the map. If that hex has a road leading off the map the Force pays the road cost for the hex entered.

13.1.2 Delaying Reinforcements

If the entry hex is blocked or Controlled by an Enemy Force the Phasing Player may Delay the turn of arrival of the Reinforcements until the Control of the hex or the blocking Force has been removed.

On subsequent Game-Turns the delayed Reinforcements may enter at any hex adjacent to the original entry hex but at the full cost of the terrain. (Reinforcements that enter the map into an Enemy Controlled hex may be forced to Retreat off the map in a subsequent battle.) 

A Force may not conduct Combat if it is not on the map.

13.2 Issuing Movement Commands

A Command order will be dispatched under ideal conditions and lowest chances of delays if the recipient Force is located in a hex within Dispatch Distance of the Commander in Chief and within Dispatch Distance of the Supply Source of its army.

Otherwise, delays will be more likely to occur (note that it will be quite normal for Forces of both armies to operate under non-ideal conditions).

In the case of a multi-hex Force, only the location of the Force Leader is relevant for purposes of measuring Dispatch Distance.

13.3 Exiting Enemy Zones of Control

The close proximity of Enemy Forces can delay the reception and execution of orders.

The Initiative of the moving Leader will be modified by the Zone of Control of adjacent Enemy Leaders.

The modified Initiative rating is obtained by comparing the Enemy Leader’s Initiative to the moving (active) Leader’s Initiative on the Initiative Comparison Matrix. The resulting number is the modified Initiative rating. If the active Leader is adjacent to more than one Enemy Leader, the highest Enemy Initiative Rating is used to determine the Modified Initiative. If Enemy Leaders are stacked together use the Force Leader’s Initiative.

13.4 Movement Allowance

Once it has received a Command, a given Force will move.

A Force will continue to move until any Unit in the Force uses its last Movement Point. 

The full Movement Allowance may be expended in both the Movement Phase and the Combat March Segment of the Combat Phase

A Force may never enter a hex unless every Combat Unit in the Force has sufficient Movement Points to cross the hex side and pay for the terrain in the hex.

13.5 Expending Movement Points

A Force expends Movement Points in order to move from hex to hex. Terrain costs differ according to the Unit type entering the hex. For instance, Infantry find it easier than Cavalry to negotiate a Hill area and, therefore, the Movement Point cost for Infantry entering Hills is less than that of Cavalry. 

13.6 Terrain and Movement

There are two categories of terrain types: those which apply to the area inside a hex and those which apply to the hex side shared by two hexes. 

The basic Movement Point cost for entering a Clear Terrain hex is 1 Movement Point. The Movement Point cost to enter non-clear terrain and/or cross non-clear hex sides varies as shown on the Terrain Effects Chart. For purposes of Movement, Terrain costs are cumulative.

13.6.1 Roads

Marching from one road hex to another contiguous road hex (of the same road) enables a Force to pay the road cost for the type of road (primary = 0,5, or secondary =1) instead of the terrain cost for the hex and hex side.

Roads cross river hex sides at bridges, and the hex side is termed a bridged river hex side.

Units entering an Enemy Controlled hex can not benefit from the portion of the Road leading into the hex unless the hex is occupied by Friendly Units(.

13.6.2 Rivers

Where no Bridge is available, River hex sides may be crossed at the additional Movement Point cost noted on the Terrain Effects Chart.

13.6.3 Fortified Towns

No more than 25 Strength Points (unmodified) may be stacked in a Fortified Town hex.

13.6.4 Map Edge

A Force may not voluntarily move off the map other than to fulfill Victory conditions.

13.6.5 Entering Occupied Hexes

A Force may never enter a hex occupied by an Enemy Force.

A Force may pass through any Friendly Force during Movement if that Force is not in an Enemy-Controlled hex.

13.7 Movement: Single and Multi-hex Forces

Leaders and Units which begin their move as part of a Force must:

1)  begin the move in the same hex with, or adjacent to, the Force Leader; and

2) end their movement in the hex with, or adjacent to, the Force Leader;

3)  during the  course  of  the  March  they must remain adjacent to the path followed by the Force Leader.

Each subordinate Leader's Movement Point expenditure is calculated separately.
The separate portions of the Force will move independently according to the guidelines above, however, if the Force Leader stops, a separate s=portion of the Force will only continue to move as long as it remains adjacent to the Force Leader.
Subordinate Leaders may be dropped off along the path of March normally.

A  Subordinate  Leader  in  a  Multi-Hex  Force  may move into an Enemy Zone of Control  while  the  Force  Leader remains outside the Zone of Control, but the Force  Leader  must  still  be  adjacent  to  the Subordinate Leader. The Force Leader’s stack would not be able to participate in the ensuing battle, however (a Force is constituted the moment of Combat and the Subordinate Leader would then become his own Force in this Phase).

Note that it is possible for a Player to move different Leaders from the same Force into different Enemy Controlled hexes if the Movement Allowances of the Units permit.

A  Multi-Hex Force can only be moved by a single Command order to the Force Leader.
14. ZONES OF CONTROL

The Zone of Control is the hex occupied by the Force and the six hexes immediately surrounding it. 

All Forces exert a Zone of Control at all times. A hex in the Zone of Control of a Force is referred to as a Controlled hex. 

Adjacent opposing Forces are equally and mutually affected by each other’s Zone of Control. There is no additional effect if a hex is Controlled by more than one Enemy Force exerting Control from different hexes.

A Force in an Enemy Controlled hex at the beginning of the Friendly Battle Resolution Segment of the Combat Phase must Attack an adjacent Enemy Force, unless other Friendly Forces already Attack all Enemy Forces Controlling the hex.

14.1 Terrain Influence on Zones of Control

A Zone of Control extends out of but not into a Fortified Town hex.

Attack is not mandatory for a Force inside a Fortified Town, regardless of the size of the Enemy Force that may be adjacent to it and in its Zone of Control.

14.2 Entering and Exiting Zones of Control

Upon entering an Enemy Zone of Control a Force must cease movement. (Exceptions: A Pursuing Force may ignore Enemy Zones of Control in the Path of Retreat, and a Retreating Force may move through Enemy Zones of Control. 

There is no extra cost to enter Enemy Zones of Control.

14.2.1 Extra Cost for Exiting Enemy Zones of Control

A Force may never move directly from one Enemy Zone of Control to another (except during Retreat and Pursuit).

To exit an Enemy Zone of Control costs two Movement Points in addition to any terrain costs of the hex newly entered.

If the adjacent Enemy Force has only 1 Strength Point, there is no additional cost to exit; if 2 Strength Points, the cost is +1 to exit. Cavalry pays no additional cost to exit unless the Enemy hex also contains one Strength Point or more of Cavalry.
15. REPULSE

During the Movement Phase, or Combat March a Force may attempt to Repulse an Enemy Force in its path (provided the Force has received specific orders to Repulse a specific Force, or all Forces, on its path).

Successful Repulse requires odds of at least seven-to-one.

A Force in a Fortified Town or across a River hex side may not be Repulsed.

The Force moves adjacent to the Force to be Repulsed; if the Repulse is successful the Repulsed Force Retreats two hexes.

During Combat Movement the Repulsing Force must pay one additional Movement Point to make the Repulse attempt.

Count the number of Strength Points in the repulsing Force. If this number is seven or more times the Strength of the Enemy Force, the latter simply Retreats two hexes. This Retreat is carried out under the same restrictions as a Retreat after Combat except that there is no Pursuit.

If the Repulse was successful the Phasing Player may continue his movement.

If the Repulse attempt is not successful (the odds being less than seven-to-one) then the Repulsing Force ceases Movement and, unless already under Attack from other Enemy Forces, must Attack (at least) the Force it was unable to Repulse.

The exact Strength of the Enemy Force is not revealed. 

In the Battle Resolution Segment the Combat is resolved at two columns to the left of the actual odds on the Combat Results Table, a six-to-one Attack becoming a four-to-one Attack.

Repulse during regular Movement does not require the expenditure of Movement Points other than the cost to enter the hex vacated by the Repulsed Force).
Repulsed/Repulsing Forces may be Attacked normally during the Combat Phase.

15.1 Multi-Hex Repulse

If a Phasing Force moves adjacent to two Enemy Forces simultaneously, and wishes to attempt Repulse, the attempt must be made upon both Forces as one. The two Enemy Forces may not be Repulsed separately.

The repulsing Force must have seven times the combined total of Strength Points in both Forces to achieve a successful Repulse. 

15.2 Repeated Repulse

The number of successful Repulse attempts a Force may initiate is limited only by the number of Movement Points the Force has available. It can attempt another Repulse if the need arises during its move. There is no limit to the number of times a Force may be Repulsed in a single Movement Phase.

16. THE COMBAT PHASE

16.1. Designating the Attacking Forces

No Force may participate in more than one Attack per Phase.

No Force may be involved in more than one battle per Phase.

Combat is mandatory between adjacent opposing Forces (Exception: Forces inside Fortified Towns are never compelled to attack).

The Phasing Player decides where his Forces will Attack. Additional separate Forces can only Attack the same hex in Flanking Attacks, and as long as all adjacent opposing Forces are Attacked.

A single Combat may involve Attacking and/or Defending Leaders in any number of hexes as long as the Attacking Leaders are all part of the same Force or performing Flanking Attacks. To be resolved as a single Combat the Attacking Force must be adjacent to all of the Defending hexes.

The Phasing Player may have more than one Force adjacent to a Defending hex or hexes, but only one Force may Attack this same Defending hex. The other Forces adjacent to the Defending hex can either initiate a Flanking Attack or simply stand-by. Forces standing-by are affected by the adverse result of the Combat, absorb eventual excess losses and must Retreat if the Friendly Force Retreats.

16.2 Designating the Defending hexes

The Phasing Player states which hex(es) the Force will Attack. Enemy Leaders and Combat Units stacked in a hex always Defend together. Leaders and Units in a hex may never be Attacked separately. A Force may Attack two or more Enemy Forces that are not adjacent to one another but must Attack them as one Force. 

16.3 Combat March

Combat March is movement during an opposing Player-Turn.

A Force performing a Combat March entering an Enemy Zone of Control of a Unit which was not already adjacent to a Friendly Force will be performing a Repulse attempt or an Independent Attack.

Units may expend their entire Movement Allowance in Combat March.

16.4 Deploying Forces on the Battlefield

16.4.1 The Battlefield

Both Players will have a view of the Battlefield Frontline and of their respective Units and Strengths prior to resolution of the battle. No information will be revealed concerning Units in Reserve.
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16.4.2 Deployment

Both Players Deploy their Forces on the battle field and decide whether to adopt a Special Combat. The eventual choice of a Special Combat is never revealed to the opponent.

Each Leader/Unit is either Committed and Deployed on the Frontline (Left, Right or Centre of the Battlefield) or placed un-Committed in the Reserve.

If the Defending Force is in a Swamp, Village or Fortified Town hex, only the Reserve and Center sections are used.

Flanking Attacks against a Force in a Fortified Town automatically fail.

A Force in a Fortified Town never Routs and can always select to stand.

All Units being commanded by a Leader must be placed either in his same section or in an adjacent section.

The Reserve and Center sections are considered to be adjacent to all other sections.

At least one Unit must be placed in the Centre section of the Frontline. 

Units and Leaders can always be placed in the Reserve, provided the Center section has at least one Unit.

A second Unit can not be placed in a Frontline section unless all the Frontline sections are already occupied by at least one Unit.

If a portion of the Frontline is empty, any Enemy Units facing that same side of the Battlefield will attempt to exploit the situation with a Tactical Envelopment  maneuver. 

The chance of success for such a maneuver will depend on the abilities of the Leader in charge of that section of the Frontline. A successful maneuver will lead to tactical advantages.

Other than this risk, there is no direct penalty for leaving a portion of the Battlefield empty.

16.4.3 Deployment Limits

No Unit can be placed in the Reserve unless the Center Frontline section is occupied by at least one Unit.

This is the only Deployment Limit for Defending Forces.

The Attacking Player can not Deploy more than 5 Units or 20 Strength Points from a hex to the Frontline per each hex-side through which the Attack is being made.

This limit is reduced to 3 Units or 12 Strength Points per each hex-side for Attacking Units in a Hills hex, and to 2 Units or 9 Strength Points per each hex-side for Attacking Units in a Mountain or Swamp hex, or Attacking into a Swamp hex.

16.4.4 Deployment of Multi-hex Forces

If the Attacker or the Defender, (or both) are part of multi-hex Forces, then the portions of the Force not stationed in the main hex (the one with the Force Commander) must be placed either on the appropriate side of the Frontline (looking at the map), or in the Reserve.

16.4.5 The Reserve

16.4.5.1 Deploying Units to the Reserve

Units and Leaders can always be placed in the Reserve, provided the Center section has at least one Unit.

When Attacking you must Deploy to the Reserve any units in excess of the Deployment Limits.
A Force adjacent to a Force Leader that can command it can be considered part of that Force and can be assigned to the Reserve even if it is not adjacent to an Enemy Force at that moment.

16.4.5.2 Cavalry in Reserve

Cavalry in Reserve counts toward Cavalry Superiority.

Cavalry still in Reserve after the Combat is particularly effective in Pursuit.

16.4.5.3 Function of Reserve Units

Units in Reserve do not add their Combat Strength to Attack or Defense unless they become Committed to the battle.

The Strength of Reserves is not revealed to the opponent during the Combat

Reserve Units may participate in Pursuit; a Pursuing Force made up entirely of Reserve Units will be particularly effective.

Units in Reserve can be Committed automatically (i.e. to face a Flanking Attack or a Tactical Envelopment maneuver) if it is adjacent to at least one Enemy Unit involved in the Combat, otherwise, it may attempt to move one hex to be Committed.

To resolve the attempt, make an Initiative roll: the attempt succeeds if dr<= the modified Initiative of the Force Leader. The moving Units must not cross prohibited hex sides or enter into prohibited terrain.

The Initiative will be normally modified if the Force moves one hex and exits an Enemy Zone of Control.

Units that need to move to be Committed can exit the Zone of Control of an Enemy Force.

16.5 Combat

16.5.1 Cavalry Superiority

The side with Cavalry Superiority (i.e. a side that has a 2 to 1 advantage or better in Cavalry Strength Points) will enjoy a bonus in Artillery Bombardment and Pursuit.
A Cavalry Superiority of two-to-one or greater will subtract one from the Bombardment die roll.

The bombarding Force must have at least two Strength Points of Cavalry to receive this benefit. 

Cavalry Superiority means nothing during Combat for a Force that has no Artillery.
Count the amount of Cavalry present by including only the Cavalry in the Attacking or Defending Force that is not in or Attacking into Mountain or Swamp terrain. 

Cavalry Superiority will affect Pursuit, provided at least 1SP of Cavalry from the Reserve is pursuing (1dr modifier to Pursuit roll)

Cavalry need not suffer any Strength Point loss in the Combat to contribute the Cavalry Modifier.

16.5.2 Artillery Bombardment

Artillery fire is then resolved, and is affected by Cavalry Superiority.

This reflects the fact that the side with less Cavalry will often have to form Infantry squares, which were more vulnerable to Artillery fire.

This step is executed for each Player. Artillery Bombardment can eliminate 1 Strength Point before the calculation of Attack odds. Cavalry differential may affect the Artillery die roll. Artillery Units never suffer losses from Artillery Bombardment unless there is no other Unit type in the target hex.

16.5.3 Flanking Attacks and Envelopment Maneuvers 

The effect of eventual Flanking Attacks is factored in the Combat odds: the Initiative of the Flanking commander will influence the impact that the Flanking Forces will have on the Combat. 

The Force being targeted by a Flanking Attack will have to Commit Combat Units from the Reserve to confront any Flanking Forces.

Combat odds (and appropriate Leader bonuses and die rolls) will determine the evolution of the Combat.

At the end of the Combat the losing Force could Rout.

If not, both sides will learn the results of the Combat in terms of losses taken and inflicted (the latter being purely an estimate) and, if non-Routed, can decide whether to Retreat or Stand.

16.5.4 The point of Attack

In a Combat situation the Attacker will select the side (Left, Right or Center) where the main Attacking effort will be made, and the specific Unit executing the main Attack (the selected Unit is said to be carrying the weight of the Attack). 

The selected Unit can not be an Ineffective or Disorganized Unit unless all Committed Units in the Attacking Force are Ineffective or Disorganized.

If a Disorganized or Ineffective Unit is selected, then the Combat will automatically be resolved on the worst possible odds ratio (i.e. 1 to 5).

The Attacker will also select an Enemy Unit in the Attacked side of the Battlefield (or in an adjacent section if the opposed section is empty) to be the one that will be subjected to the highest pressure in the Attack. This Unit is said to be facing the Attack.

The majority of the losses will likely be suffered by the two Units thus selected, and by the other Units on that side of the Battlefield.

16.5.5 Special Combat: Refused Attacks and Rearguard Battles

16.5.5.1 Refused Attack

Often, a Leader engaged in a dangerous affair will choose to feint an Attack instead of making a serious assault, in an attempt to gain time while waiting for Reinforcements or nightfall to relieve his Forces.

Refuse is a special type of Combat which aims at reducing the losses inflicted by the Enemy.

An Attacker can attempt to Refuse only if all of the Frontline sectors are occupied by at least one Friendly Unit.

A Refuse attempted while Attacking into a Hill, Swamp or Mountain terrain will be more likely to succeed.

If you attempt a Refuse of your Attack, you automatically lose the Combat (it is possible that your opponent may also lose).

The Refuse is successful if a dr<= modified Initiative of the Force Leader.

If the attempt is being made while Attacking into a Hill, Swamp or Mountain terrain, use the unmodified Initiative and subtract 2 from the die roll. The attempt always fails on a natural roll of 6.
If the Refuse attempt is successful then the Defender will only suffer one fourth (round down) of the losses indicated by the Combat Results Table, while the Attacker will suffer either one fourth of the losses indicated by the Combat Results Table (round up to at least 1) or the same losses as the Defender, whichever is greater.

If the Refuse attempt fails, the only consequence is that if the Attacker is the winner of the Combat, then both sides are considered to have lost and will not be able to Pursue.

16.5.5.2 Rearguard Defense

When his Defending Force is vastly outnumbered, a Leader may decide to trade space for time and engage in a rearguard battle, retreating towards a stronger defensive position or other Friendly Forces.

A Defending Force can always select a Rearguard battle type.

Rearguard is a special type of Combat which aims at reducing the losses inflicted by the Enemy by a succession of Retreats executed as soon as significant pressure is applied by the Enemy.

If you select a Rearguard defensive action you automatically lose the Combat (it is possible that your opponent may also lose).

This rearguard action can be very dangerous if other Enemy Forces are able to interfere with the Retreat.

Resolve the Combat normally on the Combat Results Table. 

The Attacker will suffer one fourth (round down) of the losses indicated by the Combat Results Table.

Provided he is not automatically Routed, the Defender will suffer one fourth (round up) of the losses indicated by the Combat Results Table, or double the losses suffered by the Attacker (round up to at least 1), whichever is greater. If automatically Routed the Defender suffers losses as normal.

The Defender will execute a normal Retreat (i.e. the length of the Retreat being the full number of hexes indicated by the Combat Results Table for the Defender). 

The Defender Routs if Forced to Retreat into or through an Enemy Controlled hex.

The winning opponent can Pursue normally.

16.5.6 Combat odds determination

All Units in the Frontline (not in Reserve) are considered Committed and will participate in the determination of the Combat odds. 

Units in Reserve will not contribute directly to the battle, but will be used to parry Flanking Attacks and Tactical Envelopment maneuvers, or to support Friendly Tactical Envelopment maneuvers underway.

Units in Reserve are also important in preserving a Force from routing and in exploiting a victorious Combat by more effectively Pursuing a Retreating Enemy Force.

16.5.6.1 Artillery Strength Points and Combat Odds

Artillery is normally included when determining the actual Combat odds. 

If the Defending Force is composed completely of Artillery Strength Points it may still bombard as an Artillery Force but it will Rout automatically at the end of the Combat (unless in a Fortified Town hex).

Artillery may never enter an Enemy Zone of Control unless part of a mixed Force, with Cavalry and/or Infantry. Artillery does not take losses from Combat unless Routed or Defending alone in a hex.

16.5.7 Outcome of the Combat

Losses will be allocated by the referee (according to specific rules).

Half of all the losses for the Attacking Force, rounded up, will be taken from the Unit selected to carry the weight of the Attack.

All other losses will be taken from all other Units in that side of the Battlefield, in such a way that no Unit receives a second loss until all other Units in that side of the Battlefield have received at least one loss. At this point additional losses can be applied to the Unit carrying the weight of the Attack.

If there are not enough Units to allocate all the losses, continue allocating losses to all other Committed Units, again in such a way that no Unit receives a second loss until all other Committed Units have received at least one loss.

If there are still not enough Units to allocate all the losses, continue allocating losses to non Committed Units (i.e. the ones in Reserve), again in such a way that no Unit receives a second loss until all other Committed Units have received at least one loss.

Half of all the losses for the Defending, rounded up, will be taken from the Unit facing the Attack.

All other losses will be taken from all other Units in that side of the Battlefield, in such a way that no Unit receives a second loss until all other Units in that side of the Battlefield have received at least one loss. At this point additional losses will be applied to the Unit facing the Attack.

If there are not enough Units to allocate all the losses, continue allocating losses to all other Committed Units, again in such a way that no Unit receives a second loss until all other Committed Units have received at least one loss.

If there are still not enough Units to allocate all the losses, continue allocating losses to non Committed Units (i.e. the ones in Reserve), again in such a way that no Unit receives a second loss until all other Committed Units have received at least one loss.

16.5.7.1 Retreat and Pursuit of defeated Forces

If a losing side has losses allocated to the Reserve, it automatically Routs (unless Defending in a Fortified Town hex).

If even a single section of the Frontline of a losing Force is left empty after applying losses, that Force automatically Routs (unless Defending in a Fortified Town hex).

If the losing Force was Routed then it will Retreat. 

The length of the Retreat depends on the severity of the losses.

The length of the Retreat is indicated by the Combat Results Table.

If the losing side Retreats, then the victorious Force may Pursue the Retreating Force, and the length of the Pursuit will be instrumental in causing additional losses.

Both Retreating and Pursuing Forces will move according to the respective lengths of Retreat and Pursuit.

Zones of Control do not impede these movements, however, if a Retreating Force is obliged to enter an Enemy Zone of Control during the Retreat this is likely to increase the losses caused by Pursuit. 

Losses caused by Enemy Pursuit will be taken as follows

· The first Strength Point lost will be an Artillery Strength Point, if at all possible

· All other Strength Points lost will be allocated starting with non-Committed Units first, if possible (i.e. the ones in Reserve), and then to all other Units, again in such a way that no Unit receives a second loss until all other Units have received at least one loss.

16.5.7.2 Indecisive Combats
If neither side “Routs”, then both Players receive a report on their losses and on whether they have won or lost the round.

Then both Players decide, secretly from each other, whether to stand to fight another day, or Retreat.

A winning Force that decides to stand must indicate whether it will Pursue a Retreating Enemy, with which Forces it will Pursue and how far the Pursuit would be carried (in number of hexes).

If a decision to Retreat is made, Players indicate the length of the desired Retreat.

This voluntary Retreat can not exceed in length the number of Strength Points lost, however, a Retreat of one hex is always allowed provided it can be executed without entering an Enemy Zone of Control (even if the Retreating Force suffered no losses).

If neither Force elects to Retreat, they remain in contact and are subject to Zone of Control rules and provisions.
If the path of Retreat is free of Enemy Zones of Control, then it is simply executed.

A Retreating winning side must stop before entering into the Zone of Control of any different Force. In this case the Retreat can only partially be executed (and no Retreat can occur if no one-hex path of Retreat exists).

A Retreating losing side can enter Enemy Zones of Control, however, it will Rout in the first Zone of Control hex, will be subject to Pursuit losses and to the possibility that Disorganization will result.

16.6 Retreat and Pursuit

Either side can Retreat (either voluntarily or because it Routed or Tired of Combat). A non-Routed side can decide to Stand.

Retreats are executed (by the referee) according to rules governing Path of Retreat and Priority of Retreat.

If the winning Force wishes to Pursue the losing Force, the owning Player will form a Pursuing Force.

A winning Force can only Pursue a non-Routed losing Force if it has so indicated when deciding to Stand.

A winning Force that selected to Retreat can not Pursue.

Only one Force per Retreating Force may Pursue, and only winning Forces may Pursue.

Consider the Modified Initiative Rating of the pursuing Leader and then consult the Pursuit Table.

The Pursuit die roll may be modified by the Cavalry Superiority, by the pursuing Leader’s bonus and also if all pursuing Units come from the Reserve and had not been Committed.

The result of the die roll will determine the number of hexes the winning Force may Pursue, as indicated by the Pursuit Table.

16.6.1 Which Forces May Pursue

A Force is never required to Pursue. After Pursuing, the winning Force may not Attack again that Phase, even if its advance brings it adjacent to Attacks that are yet to be resolved. The entire winning Force may Pursue.

A Pursuing Force may consist of any part of the winning Force. A Pursuing Force will be defined from the winning side at the instant of Pursuit.

16.6.2 Multi-Force Pursuit

In the event of two non-adjacent Enemy Forces losing a battle to a single Force, both Forces may be Pursued if there are sufficient Leaders and Units in the winning Force to create two Pursuing Forces.

When these steps are completed, resolution of the next Combat will begin, until all Combats are resolved.

16.7 Terrain and Combat

16.7.1 Affecting Terrain

Some types of terrain affect the Combat by providing advantages to the Defending Force. 

These include Defending Forces in Fortified Town, Hill or Mountain hexes, and Defending Forces being Attacked solely across river hex sides (note that Flanking Attacks are disregarded for this purpose: the Attack will still be considered to be occurring in affecting terrain even if a Flanking Attack across a non-river hex side succeeds).

This terrain is known as Affecting Terrain. There is no cumulative benefit for affecting hex and hex side.

When Attacking into an Affecting Terrain hex, or across a river hex side, the Combat odds are located on the Affecting Terrain line (labeled "A") in the Combat Results Table.

If a Force Attacks two or more hexes at once, and at least one of Defending hexes is Affecting Terrain, then the Attack must be made as if all the Defenders were in Affecting Terrain.

16.7.2 Mountains

The total Attack Strength a Player Attacking into a Mountain hex can Deploy to the Frontline from may not exceed 9 Strength Points or 2 Units per hex side.

Defending Units in Mountain hexes receive the benefit for Affecting Terrain.

If Pursuit is chosen, a Force of up to 9 Strength Points may Pursue.

Cavalry Strength Points in Mountain hexes may not Attack, even if the Defending hex is a non-Mountain hex; there is no Pursuit modifier for Cavalry in Mountains. Cavalry Strength Points are completely disregarded when Attacking into Mountain hexes.

16.7.3 Hills

The total Attack Strength a Force Attacking into a Hill hex can Deploy to the Frontline may not exceed 12 Strength Points or 3 Units per hex side.

Defending Units in Hill hexes receive the benefit for Affecting Terrain.

If Pursuit is chosen, a Force of up to 12 Strength Points may Pursue.

16.7.4 Swamps

The total Attack Strength a Force Attacking into or out of a Swamp hex can Deploy on the Frontline is 9 Strength Points or 2 Units per hex side.

Cavalry Strength Points are ignored when Defending in or Attacking into or out of Swamp hexes.

When the Defending Force is in a Swamp hex, both Attacker and Defender can only Deploy in the Center and Reserve sections of the Battlefield.

16.7.5 Fortified Towns & Villages

The total Strength of the Committed Units Defending in a Fortified Town hex is doubled, up to a total increase of 5 Strength Points per Combat.

When the Defending Force is in a Fortified Town or Village hex, both Attacker and Defender can only Deploy in the Center and Reserve sections of the Battlefield.

All Flanking Attacks against a Force in a Fortified Town hex automatically fail.

A Force Defending in a Fortified Town hex never Routs. It may however elect to Retreat normally.

Zones of Control do not extend into a Fortified Town hex, therefore a Force in a Fortified Town hex may decline to Attack.

It is easier to Rally Units or Leaders in a Village or Fortified Town hex.

Forces in Villages or Fortified Towns do not suffer adverse effects for not having a Line of Communication to a Friendly Supply Source.
17. VICTORY CONDITIONS

Play continues until one Player or the other fulfills his Victory Conditions, or until the end of Game-Turn 7, whichever occurs first.

Victory is judged at the end of each Player Turn.

The referee must keep a running total of Austrian Units exited off the map that qualify against Victory Conditions.

The French Player will receive reports on these Units as if “within one day’s March” from the Mantua besieging Force (off the Map).

17.1 Austrian Victory Conditions

1) The Austrian Player wins by exiting 10 or more Strength Points (including Ineffective Units) off the game map between the two primary road hexes which leave its southern edge, inclusive.

Austrian Units (and Leaders) may voluntarily exit the map off any hex of the southern map edge between hexes 0106 and 0112, inclusive, at the Movement Point cost of entering the last hex on the map which they occupied.

Once Austrian Units (and Leaders) have left the map under the provisions of this rule, they may not re-enter the map for the remainder of the game.

French Units may not voluntarily exit the map.

2) The Austrian Player also wins by occupying Verona (hex111) and having it within Dispatch Distance of an Austrian Supply Source at the end of Game-Turn 7.

17.2 French Victory Conditions

The French Player wins if the Austrian Player fails to win after the end of Game-Turn 7.


18. BATTLE RESOLUTION: PROCEDURE

The following procedure is executed for each Force in the Zone of Control of the Enemy during the Battle Resolution Segment of the Combat Phase.

1. Designate the Attacking Force and determine whether the majority of Strength Points in the Attacking Force have a valid Line of Communication with a Friendly Supply Source. If not, the Attacker is considered to be Out-of-Supply.

2. Players Deploy their Force on the Battlefield, indicate whether they will be adopting a Special Combat and decide whether to assign units from the Reserve to support eventual Friendly Tactical Envelopment maneuvers underway.

3. The defensive Deployment in the Frontline (only) is revealed to the Attacking Player, who selects the sector of main Attack, his Unit carrying the weight of the Attack and the Enemy Unit facing the Attack.

4. Cavalry Superiority: Compare the actual amount of Cavalry in both the Attacking and Defending Forces. If either Force has a two-to-one or greater advantage then subtract one (1) from their Bombardment die roll.

5. Artillery Bombardment:  roll one die for each Deployed Artillery Strength Point until either a hit is scored or all Artillery Strength Points are rolled for. A hit is scored if the dr=<1 (note Cavalry and Bonus die roll modifiers). Apply the result immediately, possibly against an Infantry Strength Point of a Unit in the Frontline sector in front of the firing Artillery Unit. Two hits are required to cause a loss if the firing Force is an Attacker out of Supply. 

6. Resolve Flanking Attacks: For each Flanking Attack underway, determine the size of the Force reaching the Battlefield. Strength Points of Ineffective and Disorganized Units in the Flanking Force are completely ignored.

a. Roll on the modified Initiative rating of the Leader of the Flanking Force: if dr<= the Initiative rating, then the Flanking Attack succeeds.
b. If the Flanking Attack succeeds, then:

i. The target of the Flanking Attack Commits Units from the Reserve to face the Flanking Forces, up to at least the same number of Strength Points as the Flanking Force. If possible, any excess Units are left in the Reserve. 
ii. If the Units being Committed from the Reserve are less than half of the Flanking Forces (in Strength Point terms), then the Flanking Attack is unblocked. The side successfully Flanking benefits from a 3 Column Shift in the odds ratio if the Flanking attack is unblocked. The target side will automatically tire of Combat (at least), and it will automatically Rout if it loses the combat.

iii. If the Flanking attack is not unblocked, but Units being Committed from the Reserve are smaller (in Strength Point terms) than the Flanking Forces, then the Flanking Attack is parried. The side successfully Flanking benefits from a 2 Column Shift in the odds ratio if the Flanking attack is parried. If the target side loses the combat it will automatically tire of Combat (at least).

iv. If the Units being Committed from the Reserve are equal or greater than the Flanking Forces (in Strength Point terms), then the Flanking Attack is blocked. The side successfully Flanking benefits from a 1 Column Shift in the odds ratio if the Flanking attack is blocked. 

v. The Strength of the Flanking Units is doubled (disregard Ineffective and Disorganized Units).

7. Resolve Tactical Envelopment: Any Forces which are opposed to an empty section of the Battlefield will now attempt a Tactical Envelopment. Strength Points of Ineffective and Disorganized Units in the maneuvering group of Units are completely ignored. Players can support a Maneuver by attempting to Commit Units from the Reserve.
a. For each Unit in the maneuvering group of Units roll on the natural Initiative of the Leader in charge of the section. Use the Modified Initiative for the Units attempting to join the Maneuver from the Reserve. If dr<= the Initiative rating, then the Maneuver is successful for that Unit. There is no effect if the maneuver fails: the maneuvering Strength Points are still counted as part of the Committed Force for Units which were in the Frontline, and still counted as non-Committed for unsuccessfully maneuvering Units from the Reserve. If the maneuver is successful for at least one Unit, the maneuver Attack succeeds. 
b. If the maneuver Attack succeeds, then:

i. The target of the maneuver Commits Units from the Reserve to face the maneuvering Forces, up to at least the same number of Strength Points as the maneuvering Force. If possible, any excess Units are left in the Reserve. 
ii. If the Units being Committed from the Reserve are equal or smaller (in Strength Point terms) than half of the Flanking Forces, then the Flanking Attack is unblocked. The side successfully maneuvering benefits from a 2 Column Shift in the odds ratio if the maneuver is unblocked. If the target side loses the combat it will automatically tire of Combat (at least).

iii. If the Flanking attack is not unblocked, but Units being Committed from the Reserve are smaller (in Strength Point terms) than the maneuvering Units, then the maneuver Attack is parried. The side successfully maneuvering benefits from a 1 Column Shift in the odds ratio if the maneuver is blocked.

iv. If the Units being Committed from the Reserve are equal or greater than the maneuvering Forces (in Strength Point terms), then the maneuver is blocked, and there is no further effect.

v. The Strength of the successfully Maneuvering Units is doubled (disregard Ineffective and Disorganized Units).

8. Odds Determination on the Combat Results Table: Determine the odds by computing the (adjusted) number of committed Strength Points in each Force (i.e. successfully maneuvering and Flanking Forces count double) and applying the effects of Terrain on the Strength Points (i.e. in case the Defender is in a Fortified Town hex).

9. Attack Resolution: An Strength Point comparison is expressed as a ratio between the modified Attacking and Defending Strength Point totals (the Attacker’s Strength divided by the Defender’s Strength) and is rounded down to one of the odds ratios shown on the Combat Results Table (Combat Results Table). Apply eventual Column Shifts from unsuccessful Repulse and/or resulting from Flanking Attacks and Tactical Envelopment Maneuvers. Use the Out-of-Supply Table if the Attacking Force is Out-of Supply.

10. At odds less than 1 to 5 add one to the die roll for each ratio less than 1 to 5. At odds greater than 6 to 1 subtract one from the die roll for each ratio greater than 6 to 1. The modified die roll can not be greater than 6 or less than zero.

11. If a Disorganized or Ineffective Unit is selected by the Attacker to carry the weight of the Attack, then the Combat will automatically be resolved on the 1 to 5 Column, or on the normally computed ratio if worse.

12. Leadership Bonus If the Attacking Force Leader has one or more Leadership Bonus Points, subtract 1 from the Combat die roll for each Bonus Point.

13. Roll the die and locate the appropriate column on the Combat Results Table taking into consideration the odds and the effect of terrain.

14. The shading of the result on the Combat Results Table indicates which side loses. The winning side removes losses in Strength Points as indicated by the CRT. 

15. Check whether the losing side Routs automatically.

16. If the Losing side does not Rout automatically, then check whether both sides “have tired of the Combat”.

a. For the winning side, roll on the natural Initiative of the Force Leader. If dr> the Initiative rating, then the Force is Tired of Combat and can not Pursue. If dr>=6 then the Force is Exhausted and must select a voluntary Retreat of at least one hex (only if possible without entering Zones of Control of other Enemy Forces).

b. For the losing side, roll on the natural Initiative of the Force Leader and add half the number of Strength Points indicated as losses for the losing side (round down) to the die. If the result is greater than the Initiative rating, then the losing Force is Tired of Combat and must Retreat by a number of hexes equal to half the result on the CRT. The Force will Rout if forced to enter an Enemy Controlled hex, or if the die roll is greater than or equal to 6, however a losing force never Routs on a natural die roll of 1. A Retreating Force can be Pursued, but Pursuit will not cause losses unless the losing side Routs.

17. If the losing Force Routs, remove the same number of losses in Strength Points taken by the winning side. Retreat the losing Force(s) by the number of hexes indicated by the CRT for the losing side.

18. If the losing side does not Rout, remove either half of the losses indicated by the CRT for the losing side (round fractions up), or the same number of losses in Strength Points taken by the winning side, whichever is greater. The application of these losses could make the losing side Rout, and if that is the case, then Retreat the losing Force(s) by the number of hexes indicated by the CRT for the losing side.

The odds, modifiers and die rolls are not revealed to the Players.

19. RETREAT: PROCEDURE

When a Force Retreats it must move the full number of hexes given as length of Retreat. 

The Path of Retreat is the path of hexes passed through by a Retreating Force. This path must conform to the Priorities of Retreat. Retreating Forces may not enter Prohibited Terrain or Enemy occupied hexes.

Pursuit will not cause losses to a non-Routed Retreating Force and only Routed Retreating Forces will suffer losses from Pursuit.
If the Path of Retreat is blocked by Prohibited Terrain or Enemy Forces, preventing the loser from Retreating the full distance, the Retreating Force Retreats as far as possible, and Routs in the final hex if the Pursuing Force comes adjacent to the final hex.
Retreating Forces may not attempt Repulse during their Retreat move.

19.1 Priorities of Retreat

The following Retreat path priorities are given in descending order of priority (i.e. lower numbered rules must be observed first). This list governs all Retreats due to Combat and Repulse. 
1) If there is a non-Enemy Controlled Village, Fortified Town or Supply Source hex within Retreat distance and in the general direction of a Friendly Supply Source, the Retreat must end there, provided the Retreating Force covers at least half of the length of Retreat to reach that hex. If more than one such hex is available, chose the one farthest from the Combat hex.

2) The Retreating Force must Retreat the total number of hexes called for. It must end its movement this same number of hexes away from the hex in which it began its Retreat.

3) The Force may not Retreat into or through the same hex during any part of the Retreat. No hex of the Path of Retreat may be adjacent to more than one hex already passed through by the Retreating Force.

4) The path should not be through Friendly Forces. If this is not possible then the Retreating Force will Displace the Friendly Force with the smallest Strength Point value (if there is more than one Force which could be Displaced). The Displaced Force is moved one hex according to the Priorities of Retreat, and the Retreating Force now moves into the vacated hex. If Displacement is not possible because of blocking (prohibited) terrain, it may not take place. Displaced Units may Displace other Friendly Forces in a kind of chain reaction. Displacement may ruin subsequent Attacks in that Combat Phase If the Retreating Force must Displace the Displaced Force again or another Friendly Forced for its next hex of Retreat, the process is repeated. Retreat and Displacement are carried out hex by hex.

5) This path may include Enemy Controlled hexes if necessary, but must include the fewest possible. Any Pursuit in this case will inflict double the usual losses for the hex in the first Zone of Control and all subsequent hexes of Pursuit.

6) Retreats must be made towards the Friendly Supply Source, and must shorten the distance between the Retreating Force and the Friendly Supply Source as much as possible.

7) Although Retreat is given in terms of hexes, if two or more paths are open to the Retreating Force, then it must move on the one that would cost the least Movement Points during normal movement.

19.2 Retreat of a Multi-Hex Force

Leaders in the same hex always Retreat together. Subordinate Leaders may not be dropped off in the Path of Retreat. The various Leaders in a Multi-Hex Force may not Retreat in different directions; they must end their Retreat adjacent. The path taken by a Retreating Multi-Hex Force is that of the Force Leader; Subordinate Leader paths are not important; Pursuit will follow that of the Force Leader. Retreat of a Multi-Hex Force is similar to Movement of a Multi-Hex Force in that all the Leaders begin and end their Retreat adjacent.


19.3 Retreats across Rivers

A losing Force which Retreats across an un-bridged river hex-side Routs and loses double its normal Pursuit loss from that point onwards if the Pursuit goes at least as far as the hex adjacent to the river hex side. In this case, all the Artillery Strength Points are eliminated (but are counted against the losses to be taken).

If a loss is already doubled due to Retreat through Enemy Zone of Control, there is no further loss due to the river.

19.4 Retreat off the Map

A Force may be moved off the map during a Retreat after Combat if permitted by the priorities of Retreat.
Pursuit of such Retreating Forces must end at the map edge hex. A Force may not Retreat off the map if it can Retreat through an Enemy Zone of Control or Displace a Friendly Unit instead.

The Force may re-enter the map during any following Movement Phase at the nearest map edge hex unblocked by Enemy Units or Enemy Zones of Control, and closer to the Friendly Supply Source if possible, in the same manner as Reinforcements.

A Force Retreated off the map automatically becomes Disorganized (even if not Routed) and can not re-enter the map until Rallied.

19.5 Retreats into Fortified Towns

Forces may end their Retreat in a Friendly-occupied Fortified Town, Village or Friendly Supply Source hex without displacing any Force already in the hex, as long as the Stacking limit is not violated.

They may do this provided they have already covered at least half of the total Retreat distance, however, if their stopping would violate the Stacking limit they must continue their Retreat.

Pursuing Forces may not Pursue into hexes that were occupied by other Forces than the ones being pursued. 

20. PURSUIT PROCEDURE

The entire winning Force, or a Subordinate Leader of this Force, may Pursue the losing Force along its Path of Retreat. The Pursuing Force must stay on this path but may stop at any hex without being required to Pursue the full distance specified on the Pursuit Table. Subordinate Leaders may be dropped off along this path as in Movement.

The Retreating Force will not suffer losses from Pursuit unless Routed.
A Routed Retreating Force loses one Strength Point for every hex of Pursuit, from the hex in which it Routs and onwards (note that a Force can become Routed during Retreat).

Losses already taken as a result of the Combat are counted against this total. 

Losses from Artillery Bombardment are not counted against this total.

The winning Force may not Pursue into the hex occupied by the losing Force under any circumstances. 

If the length of Pursuit is indicated to be greater than the required length of Retreat, the winning Force stops in the hex adjacent to the losing Force. In this case the Retreating Force Routs in the final hex of Retreat unless it occupies a Village or Fortified Town, and the losing Force then loses one extra Strength Point for every extra hex of Pursuit not allowed to the winning Force (this is doubled if the losing Force passed through Enemy Zones of Control).

If the losing Force did not Retreat the full specified distance, and the winning Force has a sufficient length of Pursuit to allow it to enter the hex of the losing Force, and the Retreating Force is not in a Village or Fortified Town, then the Retreating Force loses two extra Strength Point for every extra hex of Pursuit not allowed to the winning Force (this is doubled if the losing Force passed through Enemy Zones of Control).

Even though the Pursuit Table calls for a greater Pursuit, the Retreating Force cannot be pursued into or beyond the hex in which it is eventually eliminated.

A Force may not Pursue farther than the number of hexes indicated by its Length of Pursuit on the Pursuit Table. 

Pursuit is carried out immediately after Retreat, before any other Attacks are resolved.

The first loss taken due to Pursuit (i.e. beyond the losses taken during Combat) must be taken by an Artillery Strength Point, if possible.

20.1 How to Use the Pursuit Table

After both sides have deducted their Combat losses, refer to the modified Initiative rating of the pursuing Leader.

On the Pursuit Table cross-reference the modified Initiative of the Pursuing Leader plus Length of Retreat (given as a Combat Result) with the modified die roll to obtain the Length of permissible Pursuit.

20.2 Modifiers to the Pursuit Die Roll

A Pursuing Force composed exclusively of non-Committed Units in Reserve will receive a -1 die roll modifier.

A Pursuing Force of the side enjoying Cavalry Superiority will receive a -1 die roll modifier if the pursuing Force includes at least one Cavalry Strength Point from non-Committed Units in Reserve.

20.3 Maximum Pursuit

Regardless of the Length of Pursuit indicated on the Pursuit table, a Pursuing Force may not Pursue a distance greater than its Strength Points.
20.4 Pursuit into a Fortified Town or Village

A Force may not Pursue into an Enemy-occupied Fortified Town or Village. It must end the Pursuit in the first hex adjacent to the Fortified Town.
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VARIANT GAME DESIGN CREDITS

Variant Rules Design: Domenico Licheri

Play testing: Gianfranco Cianchetti, Luca Licheri, Luca Frenda.
( Example: an Austrian Force made of 6 units for 24 Strength Points in hex 1316 and 2 Units for 9 Strength Points in hex 1415 Attacks a French Force in hex 1315. The Austrian can deploy a maximum of 5 units and 21 Strength Points to the Frontline: 3 units and 12 Strength Points through the hex side between 1316 and 1315, plus the whole 2 Units and 9 Strength Points through the hex side between 1415 and 1315. A minimum of 3 Units will have to be deployed to the Reserve.


( A Unit located in 0217 will prevent Enemy Forces from using the Bridge to move from hex 0319 to hex 0318, unless hex 0318 is already occupied Enemy Units.
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