2 by 2 Napoleonic’s


Sequence of play
Player 1 Moves Units/Dices for Reinforcements

Player 1 Rallies Units

Player 2 Shoots Muskets/Artillery; Cavalry Counter-charge
Player 1 Resolves Melees

Player 2 Moves Units/Dices for Reinforcements

Player 2 Rallies Units

Player 1 Shoots Muskets/Artillery; Cavalry Counter-charge
Player 2 Resolves Melees

Unit Summary 
Move
Range
AP

Infantry

4cm
1cm
2

  Guard

5cm
1cm
3

  Light*

6cm
2cm
3

  Militia**

4cm
1cm
1

HQ

12cm
NA
4

Heavy Cavalry
8cm
NA
3

Light Cavalry*
10cm
NA
3

Lancers*

10cm
NA
3

Cossacks**
12cm
NA
2

Foot Artillery
4cm
3/5/8cm
3

Horse Artillery
8cm
2/4/6cm
4

*may voluntarily rout

**rout whenever any rout w/in 4cm

Movement  Modifiers:

Road - Unit spends entire move on road, add 4cm.

Bridge – All units move at ½ rate unless unit spends entire
    move on a road.

Stream - Costs an extra 2cm to cross.

Woods - Impassable to all but light infantry & 

    cossacks move though at ½  rate.
Hedges/walls/copses - No cost.

Towns - All move at ½  rate & do not receive the 

    road bonus when moving through a town.
Moving to contact & Zone of Control 
Enemy units must stop on entering a unit’s Zone of Control (Infantry 2cm; Cavalry & Artillery 4cm to side & front) unless moving to contact. The last 4cm of a units move to contact must be STRAIGHT AHEAD. Infantry may turn to face when charged. Defender may elect to stall the attack by shooting or brace for melee. Cavalry may not move to contact on same turn it moves through a town 
Cavalry may counter-charge an enemy unit which moves within ½ move or less.
Reinforcements
Phasing player may roll 1D6 twice for reinforcements.

Reinforcement from rear:
3+ required

Reinforcement from flank:
4+ required

Rallying 

Roll 1D6 to remove a disrupted or pinned effect from a unit

If modified score is 5+
Unit Rallies
Modifiers: (cumulative for all that apply)

Guards/Grenadiers


+1

HQ in base to base contact

+1

Militia



-1

Enemy in contact


NP

Enemy within 4cm


-2*

Div HQ more than 8cm away, or

   Corps HQ more than 16cm away
NP

Disrupted



-1

HQ self rally


+2

*only Guards and units in contact with HQ.

Resolving shooting

Any Infantry unit that shoots is automatically Pinned and is marked as such immediately upon firing.

A unit may shoot only ONCE during its turn.

Roll 1d6

Results

8+   Target Routs: roll D6 on 1 or 2 destroyed, else, move 
max away then disrupted.

7     Target Disrupted: may not move or fire. Marker on top.
6     Target Pinned: may only change facing, may fire 
normally. Marker in front of unit.
5      Target Halted:  may move or fire normally on next turn 
Marker behind unit.
4 or less no effect

Light Infantry treat Routs or Disrupted as Pinned.
Modifiers: (cumulative for all that apply)

Artillery long range


-1

Artillery short range(canister)

+1

Target is infantry in cover

     behind wall or hedge

-1

     at edge of woods or town

-1

Supporting Fire
  +1 / extra unit beyond 1

Target is cavalry


+2

Target is disrupted


+1

HQ in base to base contact

     with firing unit


+1

Muskets Firing "First Volley"

    i.e.: unit is not pinned

+1

Enfilade (target fired on flank or rear)
+1
Scale:
1cm = 150 paces (125 yds)1;  turn = c.30 min.
1 base 40mm x 20mm = 2000 infantry/1000 cavalry
1 base 25mm x 12mm = 1200 infantry/600 cavalry
Melee

Infantry cannot initiate melee with cavalry.

Artillery cannot initiate melee with an enemy unit.

Each player rolls 1D6

Results:  take the difference in scores.

Draw  Reroll!
1       Loser Repulsed 4cm (unit in town or woods remain in 
control).
2       Loser Recoils full move unless in town or woods then 
disrupted. Marker on top.
3       Loser Routs: roll D6 on 1 or 2 destroyed, else, move 
max away then disrupted (voluntary follow-up).
4-5    Loser Destroyed removed from play (voluntary follow-up).
6+     Loser Destroyed (mandatory follow-up unless winner is in a 
town/village).
Modifiers: (cumulative for all that apply)

Unit is Guards


+1

Unit is Light Cavalry

    or Lancers vs. other Cavalry

-1

Unit is Lancers vs. disrupted

+2

Unit is Heavy Cavalry


+2

Unit is Cavalry in town

-2

Enemy is disrupted


+2

Overlap support
  +1 / extra unit beyond 1

Column of attack (inf only)

+1

Unit in Road Column


-2
HQ in base to base contact

+1

Higher than opponent


+1

Unit is Artillery/HQ/Light Infantry
-3

Attacker subsequent melee (max.)
-1

Game Setup
Each player rolls 1D6.
Ties = each may place an extra 12AP at start of game, then reroll. High score = Attacker(Att); low = Defender(Def).
The Def places 12AP of units within 12cm of his base edge but no closer than 6cm to the side of the board. Att places 12AP likewise.

The Def then picks a reinforcement point (RP) anywhere on his defending edge & places reinforcements he intends to arrive there next to it in order of appearance.

The Att then picks a RP anywhere on his edge of the board OR anywhere on either flank that is not within 12cm of a defending unit or RP. He then places the reinforcements he intends to arrive there next to in order of appearance.

The Def then picks a second RP as above.

The Att then picks a second RP as above.

The Def then takes the first move.
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