Give me lucky generals!

Introduction

These rules are for large scale Napoleonic games with at least two corps a side and enable the refighting of
the great battles of the period. The rules do not cover all possible events and players should use their
reasonable judgements to ensure an enjoyable game can flow along at a good pace. Inevitably, they draw
ideas from other rules already published but, unlike many, try to focus on command decisions. The intention
is to emphasise the importance of command and control on the complex, confusing and dangerous
battlefields. The most important feature of these rules is the system of orders — using markers to indicate
when a commander can issue an order. These are used to control all voluntary movement (except the
formation of emergency squares — but even then, they help!) and to rally troops. Broadly, no orders mean no
movement, but you can still rout! Movement can be given in base widths since all units must be on bases of
the same width — the depth of the base is less important but should be consistent. The figures for the trial
games are on 3-inch-wide bases so measurements are given in inches for ease of use. The ground scale
assumption is roughly 1-inch equals 100 yards.

Troop Types
The basic unit is a brigade which represents a number of battalions of infantry, or a series of cavalry
squadrons, or batteries of artillery. All are deployed on the same size bases.

Unit types permitted are:

Infantry - either infantry; light infantry; mixed infantry and cavalry.
Cavalry - some are impact and get a plus in combat against other cavalry.
Artillery - either horse artillery or foot artillery.

A mixed brigade counts as infantry for all purposes except for combat against infantry or cavalry in the open
where it gets a bonus.

A unit represents a series of battalions, squadrons, or artillery pieces deployed with spaces between. It is
normally possible for one friendly unit to pass through but not end its move on top of another. The artillery
base represents not only the guns and limber, but also the zone of fire. So friendly troops wish to avoid this
as much as enemy ones. Any units may pass through a friendly commander but should not end the move on
the commander. The commander should be moved the minimum distance to avoid this.

You may never pass through an enemy base.

A unit can have a maximum strength of 6 at the start of the battle and a minimum of 4. This is eroded during
the battle. If it is reduced to zero, the unit is destroyed and removed from the board. Each strength point
represents roughly 500 infantry or 250 cavalry. Some troops may be veteran or elite and some may be poor
quality. Instead of deploying separately, a unit of artillery can be divided to support up to four infantry units
giving each artillery supported status. This makes them better at firing. Separate artillery units are more
vulnerable if contacted by the enemy.

Each unit has a zone of control 3 inches to its front, unless in rout or in a prepared position including a
square.



An infantry unit

Turn Sequence
Player A:
Command and Control
1. Rolls for number of orders the Commander-in-Chief (CinC) can issue.
2. Allocates orders to Corps Commanders or, if none, to Division Commanders.
3. Corps Commanders allocate orders to Division Commanders.
4. Division Commanders allocate orders to units. Some can be kept in reserve only by Division
Commanders.
Orders may be used by either side at any time to rally units from disorder, shaken or rout.
Movement
1. Use orders to move units a division at a time and to declare any charges.
2. Player B may use an order to counter charge with a cavalry unit. Attempts to form an emergency
square. Evades.
3. Move chargers to within 3 inches or the target or volley fire range if shorter.
4. Player A moves routers.

1. Player B then Player A.
2. Player B completes counter charge with any cavalry units that are not shaken. Player A completes
charge move with any units that are not shaken.
Combat
1. Determine outcome.
2. Move loser or attacker if draw.
3. Winner’s reaction.
Review
1. Check victory conditions: an army breaks when more than half its units are broken or fatigued and
shaken.

Then roles are reversed for one complete turn. Each turn represents about 30 minutes of real time.



Command and Control
Each army is organised into a series of brigades or similar sized units. They must be grouped into a division of
between 1 and 7 units. Divisions may in turn be grouped into corps of 1 to 7 divisions. Each division and
corps must have its own commander. Each army must have a Commander-in-Chief (CinC).

At the start of the game all Division Commanders have one order each. All distances for issuing orders are
set at the start of the turn before any troops, including commanders, move.

At the start of your turn roll 1d6 to see how many orders the CinC may issue. Now add the quality of the
commander to the number:
Poor 1, Able 2, Good 3, Excellent 4, Brilliant 5.

This gives the total number of new orders that can be used to activate commanders this turn. So, an army
commanded by an Able CinC will have the ability to issue between 3 and 9 each turn depending on the dice.
An army commanded by a Poor CinC between 1 and 7 orders each turn —you have been warned!

The CinC passes orders to Corps Commanders, or if there are not any, directly to Division Commanders. A
Corps Commander may receive more than one order but Division Commanders are limited to the number
they may have at any one time by their quality. Corps (or Division Commanders) must be within 36 inches of
the CinC (unless this is extended by an Army or Wing Commander, see below) or one order is lost on route.
So, it takes two orders to activate a Corps Commander who is more than 36 inches away from the CinC. The
command distance must be measured so that it avoids going across an enemy unit or across its zone of
control.

A Corps Commander given at least one order now activates and that order is removed since it has been
used. He now rolls 1d6, adds his quality modifier, then divides by two, rounding up. To this is added the
number of additional orders received. So, an Able Corps Commander given two orders by the CinC uses one
to activate. He can in turn issue between 2 and 4 orders (depending on the dice) plus the additional order
given by his CinC, to his divisions. He may give more than one order to a Division Commander depending on
the quality of the Division Commander. Division Commanders must be within 24 inches of the Corps
Commander or one order is lost on route. The CinC or a Corps Commander may never keep orders in his
hand but must issue them in the Command phased they are given to him.

Division Commanders can only be rated Poor (1), Able (2), or Good (3) and the number shows the maximum
number of orders that can be held at any one time. They do not roll a dice for orders. A Division Commander
can use his orders to move or rally his units. If a unit is more than 12 inches from the Division Commander, it
takes two orders to activate since one order is lost on route. A Division Commander may keep orders in his
hand. If he charges with a unit or enters combat, he may only issue orders to that one unit until the combat
is over. A CinC, Army Commander, or Corps Commander who chargers or enters combat may not issue any
orders the next turn.

In large armies it was common to appoint a Wing Commander(s). A Wing Commander within 36 inches of
the CinC extends the command range of the CinC by another 24 inches from the Wing Commander’s base.
He may also rally units and join combats. Some senior generals, called Army Commanders, can act as semi-
autonomous commanders and can roll their own command dice. This is a 1d6 plus quality but at one rank
below their normal level. So a Good corps level commander given an army command goes down to Able —
they are not use to the larger responsibility. They can also extend the CinC’'s command range by 24 inches if
within 36 inches of the CinC. A Wing or Army Commander who enters combat loses his ability to increase the
CinC command range or dice roll on the next turn.

Command ranges: CinC 36 in.; Army, Wing or Corps Commanders 24 in.; Division Commanders 12 in.



Movement
A Division Commander with an order can move or rally units. Units of the same division within 3 inches of
each other only require one order provided they perform the same type of move — advance or charge or
change to the same formation for example. It is not necessary for all units in a division to make the same
move. For example, for one order two infantry units could advance and a third remain stationary provided
the two that moved started within 3 inches of each other facing the same general direction. Charging units
from the same division in different directions more than 90 degrees apart takes individual orders.

Regardless of the type of unit, any unit more than 3 inches away from the other units in the same division
must each have a separate order to move or carry out any other command.

Separate orders are always required to rally.

Units must have orders to move except to form an emergency square which can be attempted for free (but
an order can be used to improve your chances of forming a square).

Commanders maybe moved at any time during their turn and they do not require an order to move. They
may move up to their normal move depending on the terrain type each time they issue an order.

In addition, commanders from both sides can also decide to join any combat with one of their units prior to
the resolution of the combat provided it is within their normal move range. They do not need to be with the
unit when it charged or received a charge. Player A decides first, followed by player B. Commanders may
only join one such combat in their phase of a turn and run a risk when they do so. This represents
commanders placing themselves in the heat of the action — it does not necessarily mean that they engage
physically in combat.

Provided the Division Commander has enough orders, units may move more than once in a turn but may
never move then charge. A charge is the only move a unit can make in a turn. Nor can they enter an enemy’s
zone of control (3 inches to its front) on a second or third move. A Good Division Commander with three
orders could advance a cavalry unit up to 36 inches (provided they do not enter an enemy’s zone of control)
by using all three rer.

; Division Commander:-
hoping for’some orders: .
this turn, 5




Movement distances up to:

commanders 18 in. infantry 6 in. horse artillery 12 in.
cavalry 12 in. infantry in line 3 in. foot artillery 6 in.

cavalry routs 18 in. infantry routs 12 in. horse artillery prolonged 2 in.

reserve move 36 in. foot artillery prolonged 1 in.

Movement in difficult terrain is reduced to 3 inches for all troops except light infantry which can move
normally.

Change of formation for infantry takes an order.
Artillery can be prolonged over a short distance and still fire for one order.

It takes one order to limber for artillery. It needs another order to move but any move order also gives a free
unlimber. This may be followed with a fire.

All troops can move one base width to their side with one order. This is a unit turning to its flank, advancing
and then turning back again. All troops can shift up to a base to avoid friends or obstacles or simply to align
to the left or right when advancing. This shift is free and does not add to the distance nor require a separate
order.

Infantry can change formation (except into an emergency square) and fire or move and fire. They cannot
charge and fire. If they try to form an emergency square they may not fire that turn, regardless of whether
they succeed or fail.

Infantry in squares cannot move but can fire (at reduced effect).

Wheels are measured straight from the outer edge and can be up to 90 degrees. A wheel of 90 degrees takes
five inches off the move. A wheel of 45 degrees takes 2.5 inches off the move.

To turn 90 degrees or more reduces the move by half.

The charge sequence is important. A unit charges to within volley fire range (3 inches) of the target. If it is
not a flank or rear charge, then an infantry or artillery unit always has an opportunity to fire and the unit
charging it. Then firing takes place. If the charging unit becomes shaken and cannot remove this with an
order, they fail to charge home. The charging unit might also be intercepted by enemy cavalry.

A charging unit can only charge enemy that is to its front of it at the start of its turn. The charging unit may
only wheel at the start of its charge. The front centre of the charging unit must be aimed to hit the enemy
base. It only counts as a flank or rear attack if its front centre started the charge behind the front line of the
base of the enemy unit and the first point hit is not an enemy front corner. If it is not a flank or rear charge,
part of the attack’s base must contact the enemy unit’s front edge.

Artillery may never charge.
Infantry may only charge enemy cavalry if the cavalry unit is shaken.

Friendly units can voluntarily move and even charge through friendly units provided there is room to clear
the unit.




If a unit is forced to move through friends as a result of combat, it may (and must if in rout) pass all the way
beyond even if this exceeds its normal move.

When a unit enters an enemy unit’s zone of control it is engaged and must either charge the enemy, wheel
to face the biggest threat, stand or change formation.

Player B may order cavalry to counter charge and move to intercept the line of the charge. The counter
charging cavalry unit moves to 3 inches from the enemy before determining firing.

Cossacks and horse artillery may evade. When charged, roll a d6: 1 fail to move, become disorganised; 2 or 3
evade half normal move away from charging unit and risk being caught; 4-6 evade normal move away from
charging unit.

A division may make a reserve move up to 36 inches with units and their commander provided all the units
that are moving started within 3 inches of each other. None of the units making a reserve move may come
within 12 inches of any enemy unit or enter difficult going. After making a reserve move the units may not
move again this turn and the Division Commander removes all his orders. New orders will be required now

the units have marched across the battlefield.
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Terrain
Built-up area (BUA) — normally one 3-inch square which might be a hamlet or collection of farm buildings.
Two 3-inch squares is a village. Sometimes a small but important building or cluster of buildings is
represented on the battlefield and can be occupied only by a detachment. A BUA counts as difficult going.
Troops inside a BUA count as in hard cover.
Hills — either gentle (good going) or steep (difficult going). Both give troops uphill an advantage in combat.
Marsh — difficult going.
Roads — always count as good going if the front centre of the unit moves along a road.
Rivers might be fordable in places. If so, crossing counts as difficult going. Bridges count as good going.
Rough ground — difficult going.
Woods — difficult going. Counts as soft cover.



Edge of the world
When troops are required to move in a way that forces them to leave the table as a result of routing or
combat, they may instead stop at the edge. Troops in rout must leave if they do not rally next turn.

Disordered
Applies to any troops except light infantry with any part of its base in difficult going unless its front centre is
on a road or crossing a bridge or the unit is infantry prepared in a BUA or wood. Infantry in BUAs or woods
may be ordered to occupy it (become prepared) and are no longer disordered.

Troops can also become disordered as a result of combat or failing to form an emergency square.

Disordered troops can still move, charge, fire and fight whilst disordered. Troops recover from disorder by
receiving a separate order to become prepared in a BUA or wood, or if they leave the difficult going, or if
they are ordered to move after combat.

Formations
Infantry can be in column, mass column (Russians only), line, prepared in BUAs or woods, or prepared in
square. A mass column is shown by two infantry units one immediately behind the other. Troops that are
prepared in a BUA or in a square have no flanks or rear and cannot charge whilst in that formation.

A grand battery of artillery is formed by one artillery unit immediately behind another. In such a formation
any combat loses are inflicted on both units.

Artillery may be limbered or unlimbered.

Emergency Square

Does not require an order to form. Requires 4+ on a d6:
-1if the start of the charge distance is under 6 inches measured from the front centre of the charger’s base
-lifinline

-1 if shaken or disorganised

-1if poor

+1if veteran or elite

+1 if order added by commander within 12 inches

+1 if British infantry

+1 if Austrian infantry (except landwehr)

If fail become disordered.

The decision whether or not to add an order can be taken after the dice roll.

When a cavalry unit charges and the infantry target succeeds in forming a square, the cavalry commander
may issue an order for it not to charge home and instead retire up to a full move to its own rear.

If infantry attempt to form an emergency square they may not fire this turn even if successful in forming the
square.

Detachment

A company of one base can be moved from a unit to occupy a small cluster of buildings. This removes one
strength from the unit. The detachment fires and fights as one strength point. If lost from shooting, it can be
replaced by the mother unit if it is within 6 inches at the cost of another strength point.



Firing
Ranges: Infantry 6 inches (over 3 inches is skirmish fire only), artillery 24 inches (over 12 inches is long
range). Always measure from the front centre of the base.

Both sides fire but defender first and the attacker takes damage before responding. Infantry and artillery
may move and fire. Artillery must be unlimbered to fire.

At over 3 inches infantry may only use skirmish fire. At 3 inches or under infantry use volley fire.

When infantry or artillery fires the target must at least partially be in the parallel lines which can be drawn
from the front side edges of the firer’s base.

Artillery on a hill may fire over the heads of friendly troops provided they are more than 6 inches away from
the enemy target.

You must shoot at the nearest legitimate target within 6 inches, otherwise the player chooses. You can
always select a target behind enemy artillery provided that the enemy artillery is more than 6 inches away

from the unit that is firing.

Units may not fire if they have friendly troops that prevent them from drawing a straight line from the front
centre of their base to the front centre of the enemy target base.

A square can fire 3 inches from the four sides of the base. It can only fire up to 3 inches. It can only fire at
one target.

When determining firing outcome both sides roll a d6 and adjust accordingly.

Firer -1 Firer +1 Target -1

from prepared or square position | infantry with embedded artillery that did not move | cossacks

skirmishers firing (except French) | infantry in line with volley fire

each shaken foot artillery at 6 inches or less (not against hard Target +1
cover)

disordered horse artillery at 3 inches or less (not against hard in soft cover
cover)

3 strength or less artillery firing on square or mass column

poor quality veteran/elite Target +2

artillery at over 12 inches French artillery in hard cover
British infantry

Firer +2 Target +3

grand battery fortified

Outcomes

Firer scores less than or equal to target, no effect.

Firer scores one more than target, then the target is shaken.

Firer scores two or greater more than target, then the target is shaken and suffers one strength loss.
Ammunition: if artillery rolls a 6 it loses 1 strength. This represents running out of ammunition.

Setting buildings alight

If artillery hits troops in buildings with a 6, roll again. On a second 6 a fire starts. In their next turn any
defenders must try to put out the flames. They succeed on a 4-6. If fail, the defenders must leave the
buildings on their next turn and the buildings cannot be occupied again. If there is no order available then
they are placed immediate behind the BUA.
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Combat
When an enemy unit charges home it stops as soon as it hits the first enemy unit and resolves combat. Both
sides roll: d6 v d6.

Where more than three or more units are contacted in the combat use the following rules. Where possible
units should be matched to fight one versus one and the attacker should adjust his movement to facilitate
this. The attack never needs to fight enemy units that are next to his target. Where two or more attackers
legitimately hit the same enemy unit, the attacker chooses which one to use to fight with the other(s) in
support. Where the attacker loses or draws such a combat only the unit fighting suffers any shaken, rout or
casualty loss but the support unit(s) must retire back up to full normal move, no wheel, facing the enemy.

Any routed unit that is hit is immediately destroyed and the attacking unit immediately takes a winner’s
reaction test.



Combat Both sdes roll: d6 v d6

+1 +2 -1

commander in combat prepared defending BUA disordered

uphill attacking flank or rear poor quality

defending river outnumber enemy 3:2 each shaken marker

if mixed brigade v infantry in supported by a second unit in combat
open

outnumber enemy infantry attacking square -2

infantry charging infantry or
artillery in the open open, not in square

cavalry attacking infantry or artillery in cossacks

veteran troops elite troops

impact cavalry V cavalry +3 -3

infantry in mass column v cavalry | outnumber enemy 2 to 1 or better cavalry attacking infantry or
in open artillery in BUA, woods or
square

cavalry attacking mixed infantry
in open, not in square

prepared defending a fortification

Outcomes
If draw, attacker(s) retires back up to full normal move, no wheel, facing the enemy. Both units in the
combat become shaken (but not support units) and the attacker loses one strength.

Otherwise, if the loser loses by 3 or less he reduces the unit’s strength by the difference between the final
scores. Artillery is destroyed. Other units retire straight back (no wheeling) at least 6 inches and up to full
normal move for cavalry. The unit still faces the enemy and is shaken. If infantry is forced to retire after a
defeat by cavalry it suffers an extra casualty — which might rout it.

If the loser loses by 4 or more he reduces the strength by the difference between the final scores and routs,
except if artillery which is destroyed.

The loser retires back straight to its rear. But if it routs it must do so directly away from the enemy for the
first turn. It may pass all the way through friendly units even if this means moving more than its normal
move. Any routing unit makes friends passed through within 6 inches of the original front edge of the
routing unit become shaken. If its path is blocked by any enemy, the loser stops 3 inches away from the
enemy. This may result in it being caught and fighting again.

Winner’s reaction
Roll 1d6 and hope it is high! Apply result only to the unit that actually fought not its support. Poor -1, Shaken
-1, Elite +1, + order

1 and lower 2 3 4 5 6 and higher
Become shaken | Become shaken | Lose 1 strength. | Become Become End turnin
and lose 2 and lose 1 Become disordered. disordered. good order.
strength. strength. disordered.

Victorious artillery may never advance. Other victorious attacking units may always occupy the enemy
position.

If not shaken, victorious infantry or cavalry that charged and routed their opponents can charge any enemy
to its front in charge range of the front centre of its base. If this is not possible or desirable, the unit may
move again. Non-shaken British cavalry must always charge if possible and advance towards the nearest
enemy if not. This new charge may be against the enemy unit it just fought. There is an opportunity for
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emergency squares, and counter charges by cavalry. Only the unit being charged may fire. Repeat, as
necessary.

Risk to Commander in combat
If a commander joins a unit in combat, he places himself at risk. If his unit wins, then he is in dangerona 1
onade6. Ifdraw,ona1or 2, iflose, onalto 3. Then roll again.

: flesh wound! — carry on and give that man a medal!

: horse shot from under him — grab the reins of a new mount and carry on

1 narrow escape! — no orders can be issued next turn

: captured! — for you my friend the war is over

: serious wound! retire from battle and prepare to meet the surgeon

: tell my wife | love her and pay off my mistress. | will not be needing her anymore.

RN Wb U o

On a 1 to 3 the commander is no longer available and is replaced by a commander one quality lower after 1
turn. It is not possible to be worse than Poor!
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Definitions

Unit
Any base on the board excluding commanders.

Detachment
A single base which is temporarily detached to hold a building.

Fatigued
A unit is fatigued when its strength is reduced to 2 or 1. A fatigued unit may not advance but cavalry units
may still counter charge.

Shaken

Prevents forward movement but changes of formation and wheels are still permitted. A shaken unit can still
fire at a disadvantage. A unit needs to be rallied to remove the condition. A unit can have up to two shaken
markers except for Russian infantry which can have up to three. Each one requires an order to remove. A
unit can remove a shaken marker automatically by an order or the Corps Commander, or Army Commander,
or Wing Commander, or CinC moving adjacent to the unit. Where a Corps Commander, Army Commander,
or CinC is used to rally, he can not issue any orders next turn. It is possible for a unit to make multiple actions
with enough orders. So, a unit at the start of its move which is shaken can be rallied and a second order can
be used to move or even charge with the unit.

Reserve move

Divisions may make a reserve move up to 36 inches provided it does not come within 12 inches of any
enemy unit or enter difficult going. After making a reserve move it may not move again this turn and the
Division Commander removes all his orders.

Rout

Can occur as a result of a combat and when a unit that has two shaken markers and would have received a
third — instead, it receives a rout marker. (This occurs on the fourth ‘shaken’ result for Russian infantry.)
When units rout, they are in a bad way. An order is required to rally them and replaces the rout marker with
two shaken markers (three if Russian) and then other orders are required to remove the shaken markers as
normal. After the first turn of rout, which must be directly away from the enemy that broke it, subsequent
moves must be to its own table edge. Routers should travel by the quickest route, moving straight through
friends and, if cavalry or horse artillery always avoiding difficult terrain. Units in rout cannot fire or fight. If
hit by an enemy, they are removed from play. Troops must rout each turn their side moves until they rally or
leave the board.

Victory
An army breaks when more than half its units are broken or fatigued and shaken. A unit of guards counts as
two losses. The Old Guard counts as 3.

Zone of control
3 inches to the front of a unit unless in rout or in a prepared position.
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National characteristics

Austrians

Infantry except landwehr +1 to form emergency square.

Before 1809 infantry must be in line or change formation to line when they advance to within 6 inches of
enemy infantry in the open. A change of formation requires an order. They cannot be ordered to charge until
they have formed a line.

British

Infantry +1 firing in line and to form an emergency square. Must be in line or try to change formation to line
when they advance to within 6 inches of enemy infantry in the open. A change of formation requires an
order. They cannot be ordered to charge until they have formed a line.

Cavalry is impetuous and must be given an order not to charge any enemy in open and in range.

French
Artillery +1 firing. Foot artillery may form a grand battery.
Infantry +1 firing when skirmishing so 0 overall.

Prussians

Landwehr unit within a base width of a regular friendly unit fights as average not poor.

Before 1809 infantry must be in line or change formation to line when they advance to within 6 inches of
enemy infantry in the open. A change of formation requires an order. They cannot be ordered to charge until
they have formed a line.

Russians

Foot artillery may form a grand battery.

Infantry can form a mass column. May take three shaken markers — the fourth results in a rout.

Cossacks -1 if shot at. -2 if in combat. Get a free evade move if charged.

Before 1809 infantry must be in line or change formation to line when they advance to within 6 inches of
enemy infantry in the open. A change of formation requires an order. They cannot be ordered to charge until
they have formed a line.

Spanish

Guard are treated as average troops.

Other units are treated as poor quality.

Before 1809 infantry must be in line or change formation to line when they advance to within 6 inches of
enemy infantry in the open. A change of formation requires an order. They cannot be ordered to charge until
they have formed a line.

John Hogan

November 2022
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