                                    RISORGIMENTO  1859,  GMT
VARIANTS
By Lodovico Badali

Here there are some variants about the rules of the RULEBOOK THE BATTLE, of the PLAYBOOK for MAGENTA, SAN MARTINO, SOLFERINO, variants about the PLAYING AID CHARTS and variants about the MAPS ( here are counted even the errata already on web Grognard ).

VARIANTS TO THE RULEBOOK “ THE BATTLES “

3.0 Additions and variants to the Sequence of Play. Change in this way the following steps of the letter C ( End Phase ): 1) Recovery Segment. Add the possible attempt to recovery a demoralized corps [ 9.22 of these variants ]. 3) Add: movement of the OCs [ 4.3 of these variants ]. 4) Add at the end of this segment of play the movement of the units of a demoralized corps [ 9.21 of these variants ].
4.12 Second sentence ( variant ). This “ range “ is the number of hexes, regardless of the terrain in the hex ( provided that a cavalry unit can go in it ), on which a commander can give a command.

4.14 Addition and variants. The artillery batteries “ Reserve “ can be given to one or more brigades. The decision must be taken at the start of the scenario and it cannot be changed during the course of the game: in the case they are assigned to a brigade, their activation is identical to all the other artillery batteries. It is also possible to assign only some artillery batteries, in this case the artillery batteries, not assigned, follow the standard rules for their use. 

The second last sentence of 4.14 of the rulebook is valid only for the French and Piedmontese “ Reserve “, for the Austrians follow the rule 4.17 of the rulebook for their activation.

4.24 Variant to the last sentence. He ( French Guard Commander ) can use his highest rating ( 6 ) if he is in the command range of the Napoleon III ( see below for the command range of Napoleon III ). 

4.3 Addition. The OCs have also a command range that serves for two uses: 1) a corps commander who is in the command range of his OC subtracts the initiative value of the OC from the die roll for the continuity; 2) a brigade’s commander is always in command if he is in the command range of the OC.

The command ranges that are the number of hexes crossable by a cavalry unit, of the OCs are: NAPOLEON III=5, VICTOR EMMANUEL II=4, FRANCIS JOSEPH=3, GYULAI=2. The OCs move during the movement phase of the corps commanders.

4.43 Deletion. Do not consider the errata ( on web Grognard ) for this rule.

4.51 Addition. Add in the second sentence, after “ the roll “: subtract the initiative value of the OC.

4.55 Addition. In this case too, the “ die roll “ is modified by the initiative value of the OC:

7.12 Variant. Change the whole rule with this one: If artillery units are stacked together or adjacent, as long as they are of the same brigade, they can fire at the same objective if and only if they are in the command range of the brigade commander. For the artillery units that are reserve of a corps or of an army ( for the Austrians ) the rule is valid as long as they are in the command range respectively of the corps commander or of the OC.

7.45 Additions. Add to the paragraph “ MORAL “ this sentence: If the defender belongs to a demoralized corps the attacker has a +2 DRM; if the defender belongs to a brigade HDC of a demoralized corps the attacker has a +3 DRM.

8.4 Rewritten rule. The commanders can be affected by the combat results; there are three different possibilities depending to the rank of the commander.

Brigade commanders: 1) if they are stacked with unit (s), which suffer a result of D+1 when they are the target of an offensive artillery fire, 2) if they are stacked with unit (s) that suffer at least two hits in hand to hand combat, 3) if they are alone in a hex and an enemy cavalry unit moves adjacent to them. In all those cases, the owning player rolls a die; if the die roll is 7+ the commanders are eliminated. The counter of the commander will be back into play at the start of the following turn on a unit of that brigade; that brigade cannot be activated for the remainder of the turn without its commander. 

Corps commanders: the rule is the same to that one for the brigade commanders with the following variant. The corps commanders return into play after three turns, always at the start of the turn in the same way as for the brigade commanders. They are placed in the command range of the OC, the corps under their command cannot be activated during the turns before the enter of the replacement.

The OCs: they can be captured or eliminated only in two ways; 1) if they are alone in a hex and are surrounded by enemy units ( it is necessary that in all the six hexes around them there are at least one enemy unit, no enemy commanders alone ), the enemy ZoCs are not sufficient. 2) If all the units with which they are stacked are eliminated and they are surrounded in the same way like in 1). 

If an OC is captured or eliminated the game ends immediately with the decisive victory of the other player.

9.1 Addition. An eliminated brigade commander counts like a disrupted or eliminated combat unit to reach the 50% of losses, which means the status of HDC for that brigade. Every elimination of a brigade commander after the first has No Effect.

9.2 Addition. 1) The loss of the corps commander gives a malus to the die roll equal to the half ( fractions rounded up ) of his Continuity Rating.

2 ) When a corps loses at least two third of its effectives, do not count the artillery, it is automatically demoralized; the loss of the corps commander counts like his Continuity Rating ( for example, a Continuity Rating of three values like three eliminated units ) to reach the two third of losses. Naturally in the two cases above, every elimination after the first has No Effect.

Variant. The sentence of the rulebook “ Subtract from that roll the Corps Commander’s Continuity Rating “ is valid only if the corps commander is on the map and at least one brigade of his corps is in his command range.

9.21 Variant. Modify the whole rule in this way.

If a corps becomes demoralized it is subjected to the following conditions: 1) It has to roll for the continuity every time it is selected for an activation. If it fails, the failed activation counts like to be done. During its activation no unit belonging to the corps can make every action except for: artillery fire and the rally attempts. No brigade can be put in reserve. 2) This corps cannot attempt an Extended Activation. 3 ) During the Demoralization Segment, after the checks for the Corps Demoralization and for the Brigade HDC, all the units of the demoralized corps, with the exception of the corps commander ( he continue to move like the others ) but the brigade commanders ( of the demoralized corps )  included, must move using all their MP’s. The brigade commanders cannot move so fast that all the units of their brigade become out of command, at least one unit must be in command: remember that the firing artillery halved their MP’s. All the units plus the brigade commanders must move toward the map edges designated like “ retreat ways “ in the specific rules for the various scenarios in the Playbook. The escape way must be shortest as possible; you have to count the number of hexes, not the terrain types. The cost to enter a hex is one less than in the TEC, the impassable terrains remain impassable, the cost to enter in a hex cannot be less than one. When a unit reaches the map edge and it has at least one MP, it must to exit the map and it is removed from play.

9.22 Addition. Only one time during a game, regardless of the length of the scenario and the result, a player can attempt to rally a demoralized corps. The corps commander must be in the command range of the OC and at least 50% of the units of the corps must not been already exited from the map edge designated like “ retreat way “ in the Playbook for that scenario. If the two conditions exist, during the Recovery Segment the player roll a die modified by the initiative value of the OC ( for example, Napoleon III gives a +4 ), if the modified die roll is 7+, then the demoralized corps is rallied. In this case put on the counter of the corps commander the marker “ RESTING FOR RECOVERY “ that indicates that during the next turn the rallied corps cannot be activated. At the end of the turn take away the marker and with the following turn the rallied corps will be at full capacity. A rallied corps can again become demoralized, the standard rules are applied in this case too ( it cannot be rallied a second time, remember only one attempt for a scenario ). In the scenario “ SOLFERINO “, the allied player has two rally attempts, one for the French using Napoleon III and one for the Pedmontese with Victor Emmanuel II.

9.23 Additional rule. Effects of the movement of the retiring units of a demoralized corps. Like it is noted in 9.21 all the units of a demoralized corps must move in the Demoralization Segment. These units cannot move through enemy units or pass adjacent to enemy units ( the enemy commanders included ), but they must use an alternative way of retreat; the limits of the 9.21 must be obeyed to. If the escape ways are closed by friendly units ( the commanders do not count ), the units of a demoralized corps pass through without stopping. If  they, entering in a hex occupied by friendly units, do not have enough MP’s , they must move one more hex, always following the rule 9.21; if again they enter in a friendly occupied hex they are eliminated. The friendly units that have “ run over “ by the retreating units must immediately make a Cohesion Check, if they fail they become disrupted, if they are already disrupted they receive an automatic hit with all the consequences. 

Extra Counters. Addition. We have already described the use of the marker “ Resting for Recovery “ in 9.22. Now we see the use of the marker “ DEPLETED “. Every unit ( do not count the artilleries ) the Cohesion Rating of which is one or less, due to the losses, receives the marker “ Depleted “: the die roll modifiers for the fire and the combat, either in attack and in defence, on the Depleted marker are cumulative with all the others.

TABLES
Now we give the Tables of the page 20 of the Rulebook The Battles with the variants and the additions. 
ABBREVIATED SEQUENCE OF PLAY [ 3.0 ]
A. INITIATIVE DETERMINATION PHASE [ 4.3 ]

B. ACTIVATION PHASE
1. Segment of the BRIGADES PUT IN RESERVE [ 4.6 ]
2. Segment of the CORPSES’ ACTIVATIONS. The player who has the initiative decides the corps he wants to activate. When a corps is activated, it can make all the actions with all the brigades of that corps [ 4.4 ]. Every brigade must end its actions before another one starts its own. 
3. Continuity Segment. When a player has finished the segment B2 can do one of the two following things: 
a ) Pass to his opponent, in this case the other player does the B2 segment, or:  
b ) Roll a die for the Continuity selecting a new corps ( not the same just activated ) and try to activate it. If the attempt succeeds, the player repeats the B2 segment. If the attempt fails, the other player repeats the B2 segment. When all the corps is Finished or the player pass in succession [ 4.56 ], they pass to Phase C.

C. END PHASE
1. Recovery of the units in reserve and of the Demoralized Corps Segment. Recover the units of the brigades in reserve [ 8.5 ] and eventually attempt to recover one demoralized corps [ 9.22 of the Variants ].

2. Out of Reserve Segment. Remove the Reserve markers from the brigades that a player wants not to continue to be in reserve [ 4.6 ].       

3. Corps Commanders Movements. In this segment a player can move his corps commanders [ 4.2 ] and the OCs [ 4.3 of the Variant ].
4. Demoralization Segment. The players make the checks to determinate the corps that become demoralized and the brigades that become HDC [ 9.0 ], then the movements of the units of a demoralized corps take place [ 9.21 of the Variant ].     
 5. Starting a new turn.
ARTILLERY FIRE TABLE [ 7.1 ]

Die roll Modifiers: 

-/+ Range [ see the Artillery Fire Table: Range Effect Table ]

-/+ Terrain [ see the TEC ]

+2 For every artillery that combines the fire beyond the first.

+1 Massed target [ 7.16 ] ( Do no count Jaeger/Chasseurs )

+1 Artillery battery that fire at a target in a hex two levels lower 

+2 Artillery battery that fire at a target in a hex three levels lower ( not cumulative with the preceding )

-1 Artillery battery moved before the fire

-2 Dispersed target [ Jaeger/Chasseurs ]

All the DRMs are cumulative, except if noted.

Modified Die Roll           Result
          <=2                          NE
           3-5                         CDR                                                                                                                                                                                                                

           6-8                            D
           9+                           D+1

Explanation:

NE     No Effect

CDR     No effect for the artillery units. Cohesion Check for all the other combat units in the target hex: 

             If the result is higher than the Cohesion Rating the unit becomes Disrupted; otherwise it is a No Effect.

D      All the units in a hex are Disrupted. The disrupted artillery units cannot fire.

D+1    All the units in the hex are Disrupted: one unit receives 1 hit.

COMBAT RESULT TABLE [ 7.4 and the Variants ]

Die roll modifiers for the attacker:

+? Difference between the number of the attacking units and the number of the defending units ( apply only if it favours the attacker )

+1 Higher Cohesion

+1 Rear Attack

+2 Rear and Flank Attack ( not cumulative with that above )

+2 If the defender is making a strategic movement

+1 If the defender unit is of a brigade HDC

+2 If the defender unit belongs to a demoralized corps

+3 If the defender belongs to a brigade HDC and to a demoralized corps

+2 All the defending units are Jaeger or Chasseur

+2 Surprise ( only for MAGENTA scenario )

+1 Only heavy cavalry units that charge only light cavalry units
-1 Only light cavalry units that charge only heavy cavalry units

-2 If more than the 50% of the charging cavalry units are light against infantry

-1 If more than the 50% of the attacking infantry units are light

+/-? See the TEC

Die roll modifiers for the defender:
+? Difference between the number of the attacking units and the number of the defending units ( apply only in favour of the defender )

+1 Higher Cohesion

+2 Infantry units defending against charging cavalry units

-1 If at least one of the defender’s units is Disrupted

All the modifiers are cumulative, except when indicated.
Modified Die Roll          # Hits inflicted to the opposing units

           <=1                                           0

2-5 1

6-8 2

9+                                            3
VARIANTS TO THE PLAYBOOK
MAGENTA

Addition. Retreat ways for the units belonging to a demoralized corps.

For the Austrian the Retreat Way is the east edge of the map, for the French-Pedmontese the Retreat Ways is the west edge, beyond the Ticino River. Notice that the units under the command of McMahon enter the map from the northern edge; this thing does not change that if they retreat the retreat way for them is the western map edge.
SAN MARTINO

Addition. In this scenario the standard rules for the demoralization of the corps are not used, the additions are not used too.

SOLFERINO

AUSTRIAN RESERVES. Considerations. The rule of the Playbook remains unchanged except for the section RESERVE CORPS. In this case count the variants to the rule 4.14 of the Rulebook.
RAIN: Corps Withdrawal. Do not count the rule, which is replaced by the variants to the Rulebook ( see the variants 9.21, 9.22, 9.23 ).

VICTORY. Variant. Modify the victory points in this way:
1) Every demoralized corps counts 5 VPs.

2) The victory points awarded for the control of important strategic objectives are:

                                                                   Austria          Allied

CASTIGLIONE                                           50                  0

MEDOLE                                                      40                 5

CAVRIANA                                                  10                 15

GUIDIZZOLO                                             10                 25

POZZOLENGO                                            5                  40

LONATO                                                      100                0

VOLTA                                                           0                 80

For the control purpose a side must occupy or be the last to occupy at least the 50% of the hexes of a town.
MODIFICATIONS TO THE PLAYING AID CHARTS

See the variants in the tables above for: “ The Sequence of Play “, “ Artillery Fire Table “, “ Combat Result Table “.

MODIFICATIONS TO THE MAPS

San Martino Map. Modification. The hex 3407 is a hex of “ Town “ to satisfy the victory conditions for the San Martino scenario ( see the Playbook ), for all the other functions it is a Village hex, not Town.

