L’Armee du Nord
Optional Rules Changes

1. Zones of Influence (7.0)

Add as the last sentence:

The Zone of Influence of cavalry does not extend into any non-clear terrain hex except villages and Grand Farms.
Comment: I don’t think cavalry could have extended its influence into many non-clear terrain hexes.
2. Artillery Bombardment (8.0)
2a. Casualties from bombardment are taken from the top unit in the hex. 

2b. Bombardment Modifiers (on the charts)
Change:
“Target Hex Adjacent to Enemy Cavalry”

To:

“Clear Terrain or Village Target Hex Containing Infantry Adjacent to Enemy Cavalry”

Comment: Only infantry forms square. This is to justify the modifier.
3. Terrain Effects On Movement (5.2)


Change the NOTE after 5.2i:

(NOTE: Villages are represented on the map by one hex dwellings; Towns by two to four hexes; Cities by five or more. See Terrain Key on the game map.)

Comment: The two hex villages on the map actually have much more broken features in them than the game seems to indicate and are more like towns. One hex villages have far more clear terrain.
4. Cavalry Charges (5.3)

Procedure 

4a. Add to the last sentence of 5.2a:

Light cavalry may retreat before a charge if charged solely by heavy cavalry. Heavy cavalry does not stop or lose movement points as a result of this. 
Comment: I thought it reasonable to give light cavalry the ability to avoid heavy cavalry if it wanted to.
4b. Change the first sentence of 5.3b to read:

The only non-clear terrain cavalry may charge into are villages, or Grand Farms occupied by non-infantry units.
Comment: I didn’t find it reasonable for cavalry to affect infantry in chateaus, but villages have enough open terrain to warrant charges (in game terms).
4c. Cavalry Charge Table Modifiers

Add:

When only light cavalry charges any heavy cavalry: +1
When only light cavalry is charged by any heavy cavalry: -1

Comment: Light cavalry was at a disadvantage when combating heavy cavalry.
5. Which Units Attack (9.1)

Add as the last sentence:

Cavalry may only attack infantry in clear terrain or villages. 
Comment: Upgrading the status of two hex villages to towns was necessary to prevent ahistorical use of cavalry in these hexes. Much of the terrain town hexes actually prohibits cavalry charges. Restricting cavalry combat to villages presents a more accurate use of it. Note that the Combined Arms rule (9.6) can no longer be used in hexes such as Ligny and St. Armand.
6. Combat Strength


Add to 9.2b:

Cavalry attacking into non-clear terrain does not add its Morale Value to its total combat factor except when attacking villages, or Grand Farms occupied by non-infantry units. 
Comment: I’m not convinced of whether to include this or not. The rationale is that the existence of broken terrain would reduce the shock effect of attacking cavalry. While cavalry is not permitted to attack infantry in any anything other than clear terrain and villages, this rule still permits players its use against enemy cavalry and artillery in other terrain. 
7. Retreat After Combat (9.9)


Add:

9.9c If a player opts to retreat as a result of combat, the stack must make a morale check. Apply the average morale as per rule 9.3. If the stack fails this check, then one increment is lost from any unit in the stack (ignore rule 9.11b in this case). A stack retreating two hexes must make two such checks.
Comment: The game gives too much incentive for players to avoid losses by simply retreating without penalty. Holding the field at the end of a battle was necessary during the period to maintain force cohesion. 
8. Retreat Before Combat

Add:

9.15 Light cavalry alone in a hex may always retreat before combat except when attacked by other light cavalry. Any horse artillery may accompany the light cavalry in this retreat. Horse artillery without any accompanying light cavalry in an attacked hex may not retreat before combat against cavalry. Any attacking heavy cavalry may advance along with any horse artillery as per 9.13. Breakthrough Attacks by advancing heavy cavalry may occur after all other attacks have been resolved.
Comment: This is to allow light cavalry to retreat before heavy cavalry, but still give attacking heavy cavalry the option to advance and perform a Breakthrough Attack.
