
Skirmishers, skirmishing units and stands, limb artillery, and artillerists may evade if
charged. Both the attacker and evader roll 1d6 and compare the result. If the evader
modified d6 is equal to or greater than the attackers modified d6 it suffers no
casualties and conducts a retreat move ending in good order (no cube). If the
attackers modified d6 result is greater - the evader suffers 1 casualty per point above
the evaders dice result, retreat moves, and is marked as retreat status. The evader
subtracts -1 from the die for each AP spent prior to evasion (firing, limbering,
etc).The attacker subtracts -1 from the die for each AP spent to enter the evaders
space, when the target of a charge, and while in LOS of evader.
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Emergency Square

Evasion
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BASIC TURN SEQUENCE
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= OPPORTUNITY FIRE ALLOWED = OPPORTUNITY CHARGE ALLOWED

EMERGENCY SQUARE / EVASION

o

M O V E M E N T M O D IF I C AT IO N TA B L E

T E R R A IN
A P C O S T

M O D IF IE R

H E AV Y T E R R A IN O R
S T R O N G P O IN T

+ 1

L IG H T T E R R A IN O R
S T R E A M

1 T M D

R O A D , IN M A R C H C O L :
IN FA N T RY / F O O T G U N

+ 2 B O N U S A P
A ll A P u se d o n ro a d

R O A D , IN M A R C H C O L :
C AVA L RY / H O R S E G U N

+ 3 B O N U S A P
A ll A P u se d o n ro a d

F O R M AT IO N M O D IF IE R

I N FA N T R Y IN L I N E 1 T M D

I N FA N T R Y IN S Q U A R E 2 T M D

B L O W N C AVA L R Y 2 T M D / S PA C E

H E AV Y A R T I L L E R Y
P IV O T 9 0 O R F IE L D
M O V E

1 T M D + B A S E A P

L IG H T IN FA N T R Y IN :
S k irm ish & S e mi- fo rme d fo rma tio n

N O T E R R A I N
M O D IF I E R S
A P P LY

T M D = T E R R A IN O R M O V E D IC E .
1 D 6 P E R T M D : E A C H " 5 " O R " 6 " R E S U LT
C A U S E S " 1 A P " T O B E A D D E D T O T H E
C O S T O F E N T E R IN G T H E S PA C E .

o

COMMAND RADIUS
(AP)

BRIGADE: INF 3 / CAV 5
ARTY: FT 3 / HS ARTY 5
DIVISION: INF 6 / CAV 8
CORPS: INF 9 / CAV 10

LEADER REPLACEMENT
1 - 3 NA, 4 - 6 REPLACED

TM

COLD STEEL & CANISTER

1.3
1.4

1.5

A L L O W A B L E A C T IO N PO IN T S

U nit ty pe
B a s e

A P

O ppo rtunity
C ha rg e
R a ng e (A P)

R e a c tio n
M o v e
(A P)

Infa ntry 3 2 2

Fo o t A rtille ry 3 na na

H e a v y C a v a lry 4 3 3

H o rs e A rtille ry 4 na na

L ig ht C a v a lry 5 3 3

B rit H o rs e A rty 5 na na

Vo la nte 5 na na

1.8

BRIGADE
ORDER CHANGE

1-3 FAILED
4-6 WRITE NEW ORDER
IF SUCCESSFUL RE-ROLL

1-3 FAILED
4-6 ISSUE THE NEW

ORDER

1D6
1.6

1.1
PHASE
NUMBER

1. LEADER REPLACEMENT PHASE
2. BRIGADE ORDER PHASE
3. ORDER CUBE PLACEMENT PHASE
4. INITIATIVE PHASE (WINNER CHOICE “A” OR “B”)
5a. PLAYERACAVALRYCHARGE PHASE
5b. PLAYER B CAVALRYCHARGE PHASE
5c. PLAYERAINFANTRYCHARGE PHASE
5d. PLAYER B INFANTRYCHARGE PHASE
5e. PLAYERA MOVEM ENT, ARTILLERY, RALLY,AND MUSKETRYPHASE
5f. PLAYER B MOVEMENT, ARTILLERY, RALLY,AND MUSKETRYPHASE
5g. PLAYERAREACTION MOVEMENT,ARTILLERY,AND MUSKETRYPHASE
5h. PLAYER B REACTION MOVEMENT,ARTILLERY,AND MUSKETRYPHASE
6. ARTILLERYFIRE PHASE
7. MUSKETRYFIRE PHASE
8. MELEE RESOLUTION PHASE
9a. BREAK THROUGH MOVEAND MELEE PHASE
9b. BREAK THROUGH MOVEAND MELEE PHASE
9c. BREAK THROUGH MELEE RESOLUTION PHASE
10. BREAK THROUGH FATIGUE PHASE
11. BRIGADE MORALE PHASE
12. END PHASE

ACTION POINT COST TABLE

ACTION S
COST

PER SPACE

FORWAR D M OVE 1

SIDE OR BACK M OVE
IN SKIRMISH FORMATION

2
1

D IAGONAL FORWAR D 2

D IAGONAL BACKWAR D 4

FORM ATION CHANGE 1

ABOUT FACE 1

INF / CAV FACING
CHAN GE PER 90

1

ARTILLERY PIVOT
PER 90

3

FIR E SM ALL ARM S 1

FIR E ARTILLERY 1

LIM BER / UNLIM BER 2

R E-M AN GUNS 1

R ALLY PER ATTEM PT 1

EM ER / INVOL SQUARE 2

o

o

1.2

Infantry attempting emergency square must roll 1d6. To form square the d6 result
must be equal to or less than the number of AP required by the charging cavalry
unit to ENTER the target space. Only the charge AP within LOS are counted.
Disordered , retreating, routing, and units involved in melee can not form square.

Failing by 3 or more causes the unit to be marked disorder.
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