Jours de Gloire Campaign II : Poland

Pultusk 1806 - Eylau and Friedland 1807 

– 2nd Polish Campaign 1813 :
A game by Frédéric Bey

Jour de Gloire Campaign II: Poland is a game for two players, one commanding the French and their allies, the other their enemies. It is possible to play certain scenarios with more than two players, letting each player command a different army on the same side. Solitaire play is also possible (see 10.).

The rules are those of JdG Campaign: The Danube, together with all integrated errata, revisions, and clarifications since its appearance in Vae Victis n°41. We recommend that you use this version of the rules from now on for both the games in the series. All the corrections and clarifications are noted in red.

All the corrections covering rules and scenarios of JdG Campaign: the Danube are on line at http://perso.club-internet.fr/fredbey/. Any changes for Jour de Gloire Campaign II: Poland will be posted there too.

0 - General Rules

The game requires the use of a six-sided dice (noted as 1d6). The term Strength Points (PF) shows the basic strength (infantry or cavalry) of each unit, as shown on the roster printed on the back of the counter sheet.

0.1 - Terrain

The map shows the area over which the campaigns were fought. Boxes linked by connecting lines are used on the map to regulate movement and combat.

0.2 - Game Scale

A strength point (PF) represents about 3,000 troops. The Artillery Bonus (BA) represents the firepower of the artillery present in each unit of infantry or of cavalry. A bonus point of cavalry  (BC) represents about a brigade, when in a corps d’armée and about a division, in a Cavalry Corps.

1 - Units and leaders

1.1 – Generals and the Commander-in-Chief

Each player has a number of generals who represent the different army commanders (commanders-in-chief) and their subordinates:

These leaders are represented by showing a portrait of the period and the following ratings:

Command Value (VC), on the left;

Rank (R), stars in the centre;

Tactical Bonus (BT), on the right.

The « general » counters have the flags of their respective side upon the reverse of the counters, permitting the game to be played «blind».

1.2 - Combat Units

1.2.1 The counters

Strength

The combat units are represented by counters, on the front of which is an illustration of the soldier with the following ratings:

Artillery Bonus (BA), on the left in black;

Cohesion (CO), in the centre in red;

Cavalry Bonus (BC), at the right in black.

Average Cohesion 

When, during the game, the Cohesion of several units must be taken into account (reconnaissance, combat), the players must calculate the average of the Cohesion of all the units involved, rounding down always (Example: a stack comprised of 2 units of Cohesion 4 and one unit of Cohesion 2 has an average Cohesion is (5+4+2)/3=3.6, rounded to 3). The Cohesion of a unit represents both the command rating of the commander of the division or corps and the quality of the troops.

Identification

Each unit represents a corps or, occasionally a division. The unit is identified by the name of its leader and in some cases by an identifying number or letter(s).
The players begin the game with a number of detachments (smaller scale units, brigades or divisions). The detachments are identified by a letter (infantry) or a number (cavalry). It is possible to create further detachments, taking strength points from combat units. The «combat units» counters (which include detachments, see 6.1) have a national flag on the rear of the counter to permit the game to be played «blind».

1.2.2 The types of units

There are two kinds of combat units:

· Units of infantry (a foot soldier on counter) which are either corps or divisions are composed mostly of infantry. They usually include some artillery and cavalry, represented by a BA and a BC on the counter.

· Units of cavalry  (horseman on the counter), represent corps or divisions of cavalry, containing only mounted troops. They may also include horse artillery shown by a BA on the counter. They must have a BC.

The detachments are also divided into units of infantry and of cavalry. The BA is 0 and only cavalry detachments have a BC.

1.2.3 The Roster

The number of Strength Points (PF) of each combat unit is shown on the roster sheet. The management of losses, suffered by the units, is handled with these rosters. The organisation of the different armies of each side is also displayed on the rosters.

1.3 – Dummies

Dummies are used to mislead your opponent as to your plan of campaign. Each player has a fixed number of Dummy counters (with a "L" for Leurres), which is number is given in the scenarios. There are infantry and cavalry dummies, the only difference being in movement. The dummies have a national flag on the rear of the counter to permit the game to be played «blind».

2 - Sequence of play

A game proceeds through a number of turns of play, fixed in each scenario. A game turn is composed as follows:

A - Events Phase

The players determine the following matters, in the order stated:

– weather for the turn (see 3.1);

– replacement of generals (see scenario);

– determination of the first player for the turn (see 3.2);

– deploying any reinforcements in their arrival box (see 3.3). 

B - First Player Turn

1 - Administrative Phase

The player places on the map any dummies which are available (dummies eliminated in the previous turn are returned to play, the others may be moved, see 7.1), turns back over the units revealed in the previous turn and may combine his units under Force Markers (see 7.2). He checks his Lines of communication for the different leaders and units (see 4.3).

Finally, the player determines the number of Command Points (PC) available for each army and marks these on the track (see 4.4).

2 - Movement Phase

The player spends his PC to activate combat units. The player moves units, creates detachments or reattaches them, builds field defences, undertakes cavalry reconnaissance and engineering works, entering reinforcements on the listed connections (without spending PC), in any chosen order (see 3.3, 5. and 6.).

The enemy player may attempt to react to these actions (see 6.5.1). The units making Forced Marches calculate the losses of stragglers; units that have not moved may collect stragglers (see 5.4).

3 - Marching To The Sound Of The Cannon Phase 

The player places a Battle Marker in the boxes where units are stacked with enemy units.

Units of the enemy player which are within one or two Movement Points (PM) of a box with a Battle Marker may attempt to move there and participate in the battle, if the controlling player so desires (see 6.5.2)

4 - Combat Phase

Combat occurs with enemy units in the same box (it is obligatory).

C - Second Player Turn 

Phases 1 to 4 are repeated for the second player, with the roles being reversed.

The game turn is then completed, the Turn Marker is either flipped over, or advanced one box on the Turn Chart.

3 - Events

3.1 - Determination of the Weather

At the beginning of each turn, one of the players throws 1d6, to which he applies any appropriate modifiers, and consults the Weather Table to determine the weather. The result obtained (the weather for the current turn) is then marked on the map, by placing the relevant weather marker in the weather area.

Effects of Clear weather ("Clair"):

No Effect.

Effects of Rain ("Pluie"):

· the number of movement points (PM) for each unit is reduced by 1.

· Crossing a river at a ford costs + 1 PM.

· -1 to the Cavalry Pursuit dice.

Effects of Mud ("Boue"):

· the number of movement points (PM) is reduced by 1 for infantry, 2 for cavalry and generals;

· Pursuits are not allowed (See 8.1, P6);

· Crossing a river at a ford costs + 1 PM;

· +2 to the Forced March dice.
Effects of Snow ("Neige"):

· The number of movement points (PM) for each unit is reduced by 1.

· The number of rounds of each battle is reduced by 1 (but the minimum remains 1);
· +1 to the Forced March dice.

· -1 to the dice for artillery fire and cavalry pursuit.

3.2 - Selecting the first player

If Napoléon is on the map, the French player decides each turn if he will be the first or second player. In other cases, a die roll is made, modified by the VC of the commander-in-chief of the highest Rank on each side, determines which player makes the choice. If there are commanders-in-chief of the same Rank on the map, use the one with the best VC.

3.3 - Arrival of Reinforcements

Reinforcements may be either new units, or PF to reinforce existing units. Each scenario gives the location, a box or connection, and the turn of entry of Reinforcements. These are sometimes subject to a roll of the dice that may delay their arrival.

· Reinforcements arriving in a box: The reinforcements are placed in the box listed in the scenario, during the Events Phase of the turn of their arrival.  It is prohibited to occupy an enemy reinforcement arrival box during the turn of entry to the game (this is an artificial limit, but prevents unrealistic interdictions). If this occurs (by oversight), the player must move his unit one box (at his choice) to leave the box empty for the enemy reinforcements.

· Reinforcements arriving by a connection: The reinforcements enter the map by the connection listed in the scenario, during the Movement Phase (of their player) of the turn of their arrival. This movement does not require the use of PC. A forced march is thus impossible.
· Reinforcements of PF: Reinforcements (PF) may be incorporated into any in-command unit, to replace losses suffered, simply remove the cross from the roster. No units may receive more than one PF per turn. No unit may, when receiving Reinforcements, go beyond its initial strength. If no unit has suffered losses, the Pf reinforcements are delayed from turn to turn, until they can be incorporated into a unit. It is not possible to voluntarily delay their arrival, which is to say if 1 PF of reinforcements are available, and there is an in-command unit with a PF of losses, it must immediately receive the PF of reinforcements.

4 - Organisation and Command

4.1 - General rule

The organisation of the armies is shown on the roster (on the reverse of the counter sheet). Each player has one or more armies; each army must have a commander-in-chief and, usually, subordinate generals. The composition of the different armies of a player, both generals and units, is indicated by a colour code (bands on the units, squares for generals).

To function to their full ability, units must be in command. To be so they must be within the command range of their leaders, that is they must trace a Line of Communication to them (see 4.3). If a player has several armies, the units must trace a Line of Communication to the commander-in-chief of their Army, or one of his subordinates.

4.2 - Death or removal of generals

As a simplification, the generals present in the game are never killed or captured (Exception: Encirclement, 8.6 and Siege, 8.8), in the course of the game. However, in some scenarios we include, to follow history, their removal (death, capture) or their sacking, during the stated turn. The scenario gives the method of replacement. A general counter by itself, in an enemy occupied box, is simply moved, even through enemy units, to the nearest friendly unit (at the player's choice where there are more than one with equal distance).

4.3 - Line of Communication 

To be in command, a combat unit must be able to trace a Ligne of Communication (LdC) to the commander-in-chief of its army or to a general who has himself a valid LdC to the commander-in-chief. This LdC cannot exceed 4 Movement Points and must not be blocked by the presence of enemy units including dummies in any of the boxes it traverses.

This LdC is neither affected by the terrain through which it passes, nor by the presence of dummies, but it may not cross-prohibited terrain.

The Weather effects, notably the cost of crossing fords, (se 3.1 Determination of the weather) are taken into account in calculating the number of PM in the LdC, using the number of PM for each connection. Note: Use the infantry PM numbers.

Design Note: JdG Campaign does not have any supply rules. It treats both armies as permanently in supply, from depots, or by foraging from the countryside. This decision permits the use of much simpler game mechanisms

4.4 - Command Points (PC)
The player throws 1d6 for each of his armies (see the roster) and adds the VC of the commander-in-chief of each of them. The result gives the number of PC that he may spend, for each of his armies and for that turn only. Each of a player's armies has a separate PC budget, whenever expenditures of PC occur, the relevant army marker is moved on the track. The PC of one army cannot be transferred to another (e.g.: in 1813, the PC of Kutusov’s Army cannot be used for activating the units of Tschitshagov’s Army and vice-versa). The PC may not be accumulated from one game turn to another.

In activating the combat units, each player spends the PC obtained at the beginning of the turn. These may undertake the actions desired by the player. There are no limitations to the number of actions that may be undertaken by a unit or a stack of units, other than the movement allowance of the units (PM). In other words, activating a unit or a stack of units costs PC, but undertaking actions with this unit or stack of units costs only the PM of the unit.

The costs in PC are as follows:

· Activating the commander-in-chief and units stacked with him is free;

· Activating a subordinate general, and the units stacked with him, is free if there is a valid LdC to the commander-in-chief of the army. In other cases, the cost is 1 PC;

· Activating a unit or a stack (see the movement limits for stacking in 5.3) with a valid LdC to the commander-in-chief of the army costs 1 PC;

· Activating a combat unit or a stack (see the movement limits for stacking in 5.3) without a valid LdC to the commander-in-chief of the army costs 2 PC;

· Building Entrenchments in a box costs 2 PC (whether the unit, or stack, is in command or not).  

To retain the secrets for a blind game, we recommend that the players make a hidden, but written, accounting of their PC expenditures and reveal this only in the case of argument (CHV : you’ll need to define argument).

4.5 - Out of command units

An out of command combat unit, that is one without a valid LdC to the commander-in-chief of the Army, is limited in its actions (the independent units are always out of command):

· If it has a valid LdC to its general but he has does not have a LdC to his commander-in-chief: it may not create a Detachment and has one PM less than normal;

· If it has no valid LdC to any general: it may not Forced March, has one less PM, may not create a detachment and cannot prosecute a Siege.

5 - Movement

Each type of unit has a number of movement points (PM) which are not shown on the counters. These values are:

– Generals: 8 PM

– Combat units and infantry dummies: 6 PM

– Combat units and cavalry dummies: 8 PM

5.1 - General rule

The boxes, on the map, are joined by different kinds of connecting line. The units must pay the stated cost in PM of each type of connection as they move from box to box. The details of these costs are given on the Terrain Effects Table.

A unit may spend all or part of its PM but never accumulate them from turn-to-turn. During the Movement Phase, a player may move all or some of his units, individually or in stacks, within the limits of the available PC (see 4.4).

Movement is performed unit by unit or stack by stack, in the order chosen by the owning player. The movement of one unit or a stack of units must end before another's movement starts.

Two boxes are adjacent where they are joined by a usable connection.

Crossing large and small rivers 

There are two types of watercourse, major rivers ("fleuves") that can only be crossed a bridge or pontoon (which will need to be built) and minor rivers ("rivières") that can be crossed along their length at fords.

Example: the connection between Essling and the space immediately to the South cannot be crossed, unless the player builds a pontoon bridge.

5.2 - Movement limitations 

When a unit or stack of units enters a box containing enemy units (which are not only dummies), its movement halts for the turn. The opponent must reveal whether a stack consists of only dummies. 

Exception: see Overrun 8.4.
5.3 - Stacking

Stacking has no limit for the contents of a box, but for movement, a stack is limited to 2 units of infantry plus 1 unit of cavalry, or 1 unit of infantry and 2 units of cavalry, or 3 units of cavalry.

Clarification: For movement, a stack can never have more than two infantry. A general is never counted for stacking. One must pay the PC required for activating and moving each stack (Example: a general, 5 units of infantry and 1 of cavalry, all in command, are in a box. They must pay 0 PC for the 2 units of infantry moving with the general, then 1 PC for other two units of infantry and the cavalry and finally 1 PC for the fifth unit of infantry). Exception: see 5.4.

When a stack moves it does so at the speed of the slowest unit.

Units moving as a stack must all start in the same box and cannot drop off units in boxes as they move. In other words, a stack moving must have the same units at the end of movement as it had at the beginning.

If a stack makes a forced march (see 5.4), the straggler losses are determined for each unit in the stack.

If a stack of units separates into several stacks at the beginning of a Movement Phase, then each new stack must be given one (zero – with a general - or two, depending on the situation) PC, when they attempt to activate.

5.4 – Concentrations, forced marches and stragglers

It is possible, if the commander-in-chief of an army (a subordinate general is not sufficient) is present, to ignore the limit of the number of units per moving stack (see 5.3). This type of stacking is called concentration. But, in this case, the stack risks losing men on the march.

A unit with a valid LdC to a general, even if not to the commander in chief may attempt a forced march. They benefit from an increased movement: + 2 PM. They also risk losing men on the march and are automatically Fatigued at the end of movement (place a Fatigue Marker). The intention of making a  Forced March must be declared before the beginning of movement.

As soon as the movement of a concentration stack or of a stack making a forced march is completed, the player throws a dice and checks the Attrition Table to determine the number of stragglers and deserters. This is done twice where there is a concentration AND a forced march. Each unit of a stack must test separately. The losses are then noted on the roster with a "/". These stragglers can be recovered: a unit which does not move for a complete turn (including no reactions, see 6.5) automatically recovers one PF, two if the player scored 5 or 6 on 1d6.

6 - Actions

Each unit may, during the Movement Phase, undertake actions by spending PM. Movement and actions may be made in any order, within the PM limits. For their part, the units of the enemy player may attempt to react to movement.

6.1 - Creation of detachments

The players may create detachments, which represent smaller units (divisions or brigades) than those in the game, within the limits of the available counters. To do this, at the beginning of the Movement Phase of a unit, the player deducts from the roster the PF that are to be detached and passes them to a detachment. The detachment is directly subordinated to the commander-in-chief of its unit of origin. The player notes on the roster the name of the unit of origin and places the detachment counter in the same box.

To reattach a detachment, the reverse procedure is undertaken subject to the same conditions, the unit of origin and its detachment must be in the same box at the beginning of the Movement Phase and not engaged in a battle. Creating a detachment costs 1 PM to the unit of origin and to the detachment created. A unit can only form a detachment where its Cohesion is equal to or better than that of the detachment.

Independent Detachments 

In certain scenarios, there exist at the beginning or arriving as Reinforcements, independent detachments (that is, not created from other units). These can be integrated into any unit of their type (infantry or cavalry). Exception: they cannot be integrated into Guards units (Gd). In such cases, the integration occurs as listed above, but no combat unit may exceed its original strength.

6.2 - Entrenchments

A unit (or a stack) which does not move for an entire turn may build Entrenchments. A unit or stack that builds Entrenchments may not make any reactions (see 6.5) in the current turn. The construction of Entrenchments costs all the PM of the unit (or of units in the stack) and requires the expenditure of 2 PC (see 4.4).  

Procedure: If, during the Movement Phase a combat unit (or a stack) does not move, it may place an Entrenchments Marker in its box, at the cost of all of its PM. The Entrenchments are immediately in effect and remain effective for as long as the box is occupied by at least one combat unit of the side that built the Entrenchments. Where a box is left unoccupied, the Entrenchment marker is removed.  

A dummy counter cannot construct Entrenchments, unless it is with a real combat unit. The two units may then build defences.

Exception 1 : Entrenchments cannot be built in a fortified city.

Exception 2: A unit (or units) of cavalry cannot build entrenchments. 

6.3 - Cavalry Reconnaissance 

A unit or a stack of units of cavalry may make a reconnaissance move in a box containing only enemy units. The unit or stack enters a box and the player reveals the unit (or the stack) of cavalry and declares his intention to make a reconnaissance.

If the enemy player does not have a cavalry unit in the box, the reconnaissance succeeds and the player dices against the Reconnaissance Table to determine how many enemy units are revealed, depending on the number of cavalry PF present.

If the enemy player has one or more units of cavalry, he reveals them and one calculates the difference in PF of the reconnaissance units and those in the screen (taking the latter from former). If this difference is zero or negative, the reconnaissance automatically fails. If the difference is positive, the player throws a dice and checks the result on the Reconnaissance Table, in the column corresponding to the difference in PF (Example: a player attempts a reconnaissance with 5 PF, the screen has only 2 PF, the result is found on the 3-4PF column).

If a reconnaissance succeeds and there is at least one dummy in the box, then it must be revealed as priority and removed.

Withdrawal after reconnaissance 

At the end of a reconnaissance, the owning player may retreat the unit or stack of units of cavalry from the enemy controlled box to avoid combat. The player throws 1d6 for each unit of cavalry which retreats (the French player subtracts 1 from the dice):

– Presence of units of enemy cavalry: on a dice score of 4, 5 or 6, the unit loses 1 Strength Point.

– no Enemy  cavalry: on a dice score of 5 or 6, the unit of cavalry loses 1 Strength Point.

The unit retreats towards the box from which it started within the limits of its available PM. 

Withdrawal before combat

A unit of cavalry present in a box entered by an enemy unit may, in the Combat Phase, withdraw from there. The procedure is the same as that described previously (Retreat Test). The unit cannot retreat into an enemy-occupied box.

6.4 - Engineers

Destruction and rebuilding of bridges

A force of at least 5 PF may destroy a bridge on a connection to their box. The unit or stack must spend 2 PM. If an enemy unit is present in the box of the other side of the bridge, the unit or stack must spend 3 PM. One then places a Destroyed Bridge Marker ("Pont détruit"). A destroyed bridge prevents movement and LdC between the boxes linked by this connection.

A force defeated during an offensive or decisive battle (see 8) which retreats via a bridge may choose to destroy it following the retreat after combat (to prevent another battle the next turn). To do this, throw 1d6: on a 2 or 4, the bridge is destroyed without any other effect, on a result of 6, the bridge is not destroyed and on an odd result the bridge is destroyed but the force loses 1 PF extra. This destruction (where it occurs), has immediate effect and costs no PM.

A unit with at least 3 PF may repair a destroyed bridge on a connection linked to its box. The unit must spend all of its PM. If an enemy unit is present on the other side of the river, the operation is not possible.

The repaired bridge is immediately useable by other units

Installation of pontoons

A force of at least 5 PF may build Pontoons on a river connection of their box (place a marker). The unit or the stack must spend all its PM for this. If an enemy unit is present on the other side of the river, the operation is possible, but the unit building the pontoons loses 1PF. The pontoon, once in position, is immediately usable. Each side has a limited number of Pontoon markers (see scenarios). It will be necessary to « destroy » one to be able to reuse it elsewhere. 

Important: No engineering actions may be undertaken in a box also occupied by enemy units.

6.5 - Reaction actions

General rule 

During a movement phase, units of the other player may react within certain limits and subject to certain conditions.

The Weather effects, notably the cost of crossing fords, (se 3.1 Determination of the weather) are taken into account in calculating the number of PM for the Reaction distance, using the number of PM for each connection. Note: Use the infantry PM numbers.

6.5.1 Interception (see 2. B2)

When a unit or a stack of enemy units enters an adjacent box, in the course of its movement, a unit or a stack of friendly units may attempt a reaction.

There can be as many possible attempts at reaction per turn as there are opportunities to react. 

Note: where there are two successful interceptions by two forces, on the same target, one of them can be treated as flanking! However, interception is limited to one attempt from each box: a unit (or stack of units) may only react to the movement of one enemy unit  (or stack of units) in any one box.

Exceptions: You cannot intercept an enemy unit in the same box. 

It is not possible to make an interception into a box already occupied by a friendly unit.

An engaged unit (i.e.: in the same box as an enemy unit) may not make an interception.

Procedure for interception

To do this, the player must score, with 1d6, a number less than or equal to the VC of the highest Rank in the stack (in case of the same Rank, use the one with the best VC).

If there is no general present, treat the unit or the stack as having a VC of 1.

Modifiers to the d6:

If a force has a LdC to a general who does not have a valid LdC to the commander-in-chief of the army), one subtracts 1 from the dice;

If a friendly force has a LdC to the commander-in-chief of its army or to a general who has himself a valid LdC, to his commander-in-chief, one deducts 2 from the dice;

The type of connection with the adjacent box affects the success of interception: for a 2 PM connection, the player adds 1 to the dice.

Note: There is no stacking limit (other than those in 5.3) for movement resulting from a successful interception.

Effects

If the test is successful, the unit or stack of units may then:

– intercept the enemy force moving into its box. Their movement is then terminated.

– retreat one box. The enemy stack may follow them as normal.

Following a successful interception, combat is obligatory as is resolved as in a normal battle  (see  8.), during the Combat Phase the intercepting army is treated as the defender for the purposes of combat. No marching to the sound of the guns is permitted in this case.

Design note : In defensive terrain, the intercepting force receives the +1 column bonus. The already present Force, and which attacks, suffers a malus of –1 column.  Threat the bonus /malus as being the effect of surprise.

6.5.2 Marching to the sound of the guns (see 2. B3)

The units of the non-phasing player that are within 1 or 2 PM of a box with a Battle Marker may attempt to move there and participate in the battle. A march to the sound of the guns cannot be made through an enemy-occupied box.

Procedure for marching to the sound of the guns

To do this, the player must score, with 1d6, a number equal to or less than the VC of the highest Rank general present in the stack (in the case of equality of Rank, the best VC).

If there is no general present, treat the unit or the stack has having a VC of 1.

Modifiers to the d6:

If the unit or stack of units has a LdC to a general who does not have a valid LdC to the commander-in-chief of the Army), subtract 1 from the dice;

If the unit or stack of friendly units is in command (valid LdC to the commander-in-chief of the army), subtract 2 from the dice;

Effects

If the test succeeds, the unit or stack of units may then:

· Move into the box where the Battle is occurring and participate in it normally at the end of round n°2,  if they spent 1 PM, or at the end of round n°3 if they spent 2PM;

· If the battle does not last enough rounds (see 8.2) for march to the sound of the guns to occur, the unit or stack remains in its original box. Example: A unit situated 2 PM from a Battle box passes its test to make a march to the sound of the guns. But, the battle only last two rounds. Unable to intervene until round 3, it remains in place, without participating in the battle.

A unit or a stack can only march to the sound of the guns once per game turn.

7 - Dummies and Forces

7.1 - Dummy Counters 

The players have cavalry and infantry dummy markers, up to the number stated in each scenario the dummies, which can be placed initially in any box with friendly units, move in the same way as real units with the same  PC costs. Dummies cannot take any action except movement.

The Dummy counters are revealed and immediately removed from play in the following situations :

– if there are only dummies in a box and an enemy unit finishes its move there or succeeds in intercepting into that box;

– where a combat occurs in a box containing dummies;

– if there is a reconnaissance against a box that contains only dummies.

At the beginning of his administrative phase, the player may replace on the map half  (rounded down) of all the Dummies removed from play, at that exact moment, in any box or boxes already containing friendly counters. 

Example : If a single dummy counter is eliminated, its owner cannot return it to play.  If three Dummy counters are eliminated, one may be returned to play, and then one more of the two remaining in the next turn.

7.2 - Force Markers

Each player has Force Markers to assist in the movement of large stacks. At the beginning of his turn, a player can replace a stack of units with a Force Marker. The units are placed in the corresponding box of the Play Aid. The opposing player may take note of the number of counters constituting a  Force. The units that constitute a  Force, and whether any are dummies, are revealed as in the rules. 

8 - Combat

Combat occurs in boxes occupied by units of both sides. The phasing player resolves combats in the order desired, he is considered the Attacker; the non-phasing player is the Defender.

Combat is obligatory whenever boxes are occupied by units of both sides.

8.1 - Procedure 

The following procedure applies to all combats:

P1. The players each secretly select a tactic chit (see 8.2) and reveal them simultaneously, before revealing their units. This choice affects the number of consecutive rounds of combat that will follow (minimum 1, maximum 4);

P2. For ease, with important battles, the players may place their units in the provided battle boxes on the map and place, as a reminder, a Battle marker in the relevant box;

P3. Each player calculates his PF (see 8.3, with the modifiers listed in the Combat Table), calculating and noting the loss level that will require him to undertake the Morale Test (see 8.6), and using the corresponding column on the table. If the odds are 6/1 or more, see 8.4 Overrun;

P4. Each player throws 1d6 and applies relevant Modifiers. The result shows the number of PF lost by one's opponent. Losses are applied simultaneously by both players. At the same time the effects of artillery are determined, using the Artillery Table, but only on even-numbered rounds (2 or 4)

A new round then starts at P3, unless the number of rounds decided at P1 has been completed or if one of the two players is obliged to retreat, following a failed Morale Test (see 8.6). At that stage on moves to P5;

P5. The player who lost the most PF at the end of the rounds of combat (determined at P1), or, before then, was obliged to retreat (following a failed Morale Test, see 8.6) is defeated. His opponent is the victor. Where losses of PF are equal, the Attacker retreats into the box from which he entered. The Defender remains in his box. The battle is an Indecisive Battle and no Victory Points are earned (see 9.)

P6. The defeated player makes his retreat movement and the winner pursues (see Pursuit Table). The result is applied immediately.

8.2 - Tactical options 

To the beginning of each combat, each player secretly selects a tactics chit, from the available markers: Decisive Battle (value 4), Offensive Battle (value 3), Screen Battle (value 2) or  Skirmish (value 1).

Once the tactics are revealed, the players add up the value of the two markers and divide by two. The number, rounded down, gives the number of rounds of consecutive combat that will occur. 

Exception: if one side has a general and the other does not, round up.

Restrictions on the use of tactics:

Decisive Battle: This chit can only be used in a box where there is a General with a RG of 3 of 4 stars AND at least 15 PF

Offensive Battle: This chit can only be used in a box where there is a General (there is no RG requirement) AND at least 10 PF

Screening Battle ("Bataille de couverture"): No constraint on choice, but forbidden to a Detachment by itself in a box (without a general). This cannot be used by a force with more than  3 PF.

Skirmish ("Escarmouche)": No limits. A Detachment in combat (without a general) may only choose Skirmish. This cannot be used by a force with more than  10 PF.

8.3 - Calculating PF

The number of PF is taken at first from the information on the Roster. These can then be modified by the effects of terrain, entrenchments and fatigue (see the Table). The total of all units of each player participating in the combat is called a Force and each player calculates the PF of his Force, rounding down any fractions.

8.4 - Combat resolution 

Each player, using the number of PF, throws a dice and applies the modifiers from the Combat Table. The effects of artillery and of cavalry are then applied using the Artillery and Pursuit Tables. These all produce results of the number of PF lost by the enemy. The losses, rounded down in the case of fractions, must be allotted equitably by the owning player between all units present. One may only eliminate a unit when no other losses may be taken. The player marks the corresponding boxes on the roster, for each unit with an "X". These losses, unlike those noted with a "/" (see 5.4), cannot be recovered, except by absorbing the PF of a detachment, to reinforce the unit.

Pursuit

The defeated player makes his retreat movement and the victor  makes his pursuit (see Pursuit  Table). The result is immediately applied.

Overrun:

If the attacking force has at least 6 times the number of PF (in absolute value, without considering any modifiers) of the defending force, the attacking player may attempt an overrun. The Attacker throws 1d6, and adds +1 if he has one unit of cavalry:

If the result is 1 or 2, the Attacker remains in place and the Defender retreats one box without loss;

If the result is 3 or 4, the Attacker may advance one box, the Defender retreats one box and loses half of its PF (round down);

If the result is 5 or more, the Attacker may advance one box and the Defender is eliminated.

Clarification: The Attacker may never advance into a box occupied by the enemy (if this is the only possibility, he remains in place). The Defender cannot retreat into an enemy-occupied box, if this is the only possibility, the units are eliminated.

The defender may choose to move into the interior of a fortress  (see  8.8) and thus avoid the consequences of an overrun. 

A Force making an interception cannot make an overrun, this procedure is reserved for the attacker.

An overrun scores no PV.

Exception: retreat before combat, see 6.3

8.5 - Dice Modifiers

These are shown on the relevant tables.  

Certain Modifiers only apply in specific situations.

Fatigue

A unit which made a forced march and which ended its turn in a box occupied by the enemy receives a Fatigue Marker: its PF are halved for combat purposes. The Fatigue Marker is removed at the end of the turn.

Flank attack: an Attacker may benefit from a flank attack bonus (see Table) if at least two units or stacks of units enter the enemy occupied box by two different connections, in the same turn (place a flank attack marker) before the resolution of combat.

Exception : The flank attack bonus is available following a march to the sound of the guns or a  successful (double) interception.

Defender Encircled: this applies to the encircled units,  that is units that cannot retreat after a battle (place a Defender Encircled Marker before resolving combat). Encirclement is established where all the boxes connected to the force’s box are occupied by enemy units with at least 3 PF (thus excluding all dummies), other than the box exited by the attacker (it is not necessary for it to be occupied).

The Defender Encircled Modifier cannot be combined with that of a Flank Attack.  

Where a battle is lost, all the combat units and leaders of the losing encircled defender are eliminated and removed from play. Note : retreat into the box exited by the attacker is not allowed.

An encircled force removes its marker at the moment at which at least one adjacent box is not occupied by an enemy force.   

Cohesion differential: The players check the Average Cohesion of the Attacker and of the Defender. The player with the best average adds the difference to his dice, the other player deducts it. Example: Units with an Average Cohesion of 2 attack a Defender with an Average Cohesion of 4. The difference is 2: the Attacker deducts 2 from his dice, the Defender adds 2.

Tactical Bonus: each player adds to his die-roll the BT of the highest-ranking leader in the stack. Where Ranks are equal, use the leader with the better BT.

8.6 - Morale test 

At the end of any round of combat, where a force has lost at least 20 % of its that total PF it had at the beginning of combat (unmodified), it must test its morale. When this loss ratio is reached, la force is obliged to take a Moral Test during each of the rounds of combat in the same battle.  
Combat Table and the Artillery Table will also require a Morale Test (without requiring a loss ratio of 20%).

A force cannot be required to take more than one Morale Test per round of combat (Example : if the score passes the ratio of 20% losses and the Combat Table has a * result – for a mandatory Morale Test – take only one Morale Test, not two).

The player throws 1d6 and must score less than or equal to the Average Cohesion of the force. For this test only, the Average Cohesion is adjusted by the BT of the highest rank present as follows:

+2 if the leader has a BT of 3 or 4

+1 if the leader has a BT of 1 or 2

In any other cases, no modifier.

If the test is failed, the force is required to retreat into a box free of enemy units, across a usable connection other than that used by the Attacker.

If a force must retreat after a morale test moral but has a Defender Encircled Marker, it remains in the box, but suffers an additional PF loss.

8.7 - Withdrawal before combat

At the end of combat (that is after the number of rounds required rounds by the choice of tactics), the loser must retreat one box. The victor may retreat if he wishes. In the case of an Indecisive Battle (see 8. P5), it is the Attacker who must retreat and the Defender who may retreat if he wishes.

Clarification : All the units that participated in the battle must retreat into the same box, even if they came from different boxes (a Flank Attack). The controlling player chooses which box.

A force cannot retreat into the box from which the attacker entered the box in which the battle occurred. 

A defeated force, with an Encircled Marker, is eliminated and the leaders present in the stack are captured. The Defender, during an Assault Battle on a fortified city (see 8.8), is also eliminated if it loses (there is no retreat).

A defeated force, which retreats across a ford or bridge, loses a further 1PF.

8.8 – Sieges and fortified cities

A fortified city belongs to the player who has a combat unit in the box. An unoccupied fortified city is immediately « conquered » by a unit entering the box.

When a force in a fortified city box is attacked the Defender may choose to defend normally (it benefits only from the defensive terrain, cannot be sieged and must retreat if it loses the battle). He may also decide to use the shelter of the citadel (benefiting from the Modifiers of a fortified city). If the Defender retires into city, the Attacker may either resolve combat as an assault (resolved as a normal battle, with the relevant Modifiers from the Combat Table), or proceed with a Siege.

The Defender makes his choice before resolution of combat.

Clarification : A unit of cavalry may never lay siege.

Siege procedure

Note : Due to the change of scale, from the Jours de Gloire Campaign : the Danube, the siege procedure is modified.

S1. The Attacker places a Siege Marker 1 during the Combat Phase

S2. The attacker then throws 1d6: if the result is 6, the city falls, the defending units are eliminated and the leaders present captured (and removed from the game). If the result is 1 to 5, the Attacker turns the Marker to its Siege 2 side, and the Siege continues

S3. During the Combat Phase of the next turn, the Attacker throws 1d6: on a result of 5 or 6, the city falls and the Defender's units are eliminated and the leaders present captured (and removed from play). If the result is 1 to 4 then the Siege continues and is resolved in the following turn.

S4. During the Combat Phase of the next turn, the Attacker throws 1d6: on a result of 4, 5 or 6, the city falls and the Defender's units are eliminated and the leaders present captured (and removed from play). If the result is 1 to 3 then the Siege continues and is resolved in the following turn.

S5. During the Combat Phase of the next turn, the Attacker throws 1d6: on a result of 2, 3, 4, 5 or 6, the city falls and the Defender's units are eliminated and the leaders present captured (and removed from play). If the result is 1 then the Siege continues and is resolved as in S5 in the following turn.

Clarification : If the beginning of a siege occurs in the course of an interception (that is in the opponent’s turn), the marker remains at S1 and is not turned to S2 if the siege continues (a result of 1 to 5). It will not move to S2 until the next turn of the besieging player. 
Sortie

A besieged  force  cannot escape without having combat with the besieger.  

A siege is interrupted if the besieging force is ejected from the box by an attack by the occupants of the fortress, with or without the support of a friendly force from outside the fortress. 

If a force friendly to the besieger enters the box, the two forces total their PF and any bonuses to attack the entire besieged force. The terrain is treated as defensive terrain, and the besieging force does not get the advantage of a Flank Attack.

A besieged  force  cannot be assisted by a friendly force marching to the sound of the guns.

If the siege starts again on the next turn, it starts at S1.

9. Victory

The Victory Points (PV) are of two types, geographic and those arising from battle.

Geographical VPs

These are given in each scenario, with the number of PV they provide. The boxes in question should be marked, during the game, with Control Markers (flags). The flag is turned over by the last player to move through the box in question. The count of PV occurs at the end of the game.

PV received from battles 

Each Decisive Battle (4 rounds) earns 5 PV

Each victorious Offensive Battle (3 rounds) earns 3 PV

Note: Skirmishes, Screen Battles or Indecisive Battles are worth 0 PV

Clarification : The type of battle is determined before its resolution, by dividing by two the total value of the two tactical markers. If the two players chose a 4 marker (decisive battle), then the battle is treated as a decisive battle, even if it halts after only three rounds, following a failed morale test.
Note : Skirmishes, Covering Battles or indecisive battles score  0 PV. 

PV for the capture of generals

The capture of an enemy general during a Siege, of by a victory with the elimination of the loser (encircled defender), gives 1PV per general, 3 PV for a commander-in-chief. The capture of Napoléon ends the game and gives victory to the other side.

PV received for losses of PF

At the end of each scenario, add up the losses in PF of each side, the player with the least losses score 1 PV for each 4 PF difference in losses. Example: At the end of the scenario, the French have lost 7PF and the Austrians 13 PF. The butcher's bill is 6 PF in favour of the French who score 1PV. If the difference had been 8 PF, they would have scored 2.

Victory

This is calculated by comparing the PV that was accumulated by each side. Where the difference in PV is less than or equal to 2 PV, the game is a draw. The player who score 3 PV or more than his opponent is the winner.

10. Solitaire game and playing with more than two players

Solitaire game

None of the hidden movement rules, that is dummies and reconnaissance, apply.

At the beginning of each turn, each side throws the dice as usual to discover the number of available PC. However, when a unit or a stack of units is activated, a dice is thrown, per type of unit (infantry or cavalry) in the stack, to see the PM actually available:

Units with a valid LdC to a general (even if he does not have a valid LdC to his own commander-in-chief) has the following PM: 1d6 + 2 for infantry, (with a maximum result of 6), 1d6 + 4 for cavalry with a maximum result of 8). 

Units which do not have a valid LdC  to a general have the following PM: 1d6 for infantry and 1d6 +2 for cavalry.

Generals have the following PM: 1d6 + 4 (with a maximum result of 8), if they have a valid LdC  to their commander-in-chief and 1d6 + 2 if they do not.

The number of PM of a unit is always at least 1 PM. All rules concerning LdC remain in force.

Games with more than two players

If there is more than one player per side, but one player per army on each side each player manages the units of his army with his own budget of Command points. The players the same side may not communicate between each other, unless in writing, communicating by a note at the end of each turn (one and only one, the response being sent at the end of the next turn…). Victory is calculated as in the two-player game, the players of the same side playing as a team.


Thanks to Jean-Louis Albertus, Grégory Anton, Alexandre Baury, Sauveur D’Anna, Xavier Gallieri, Andreas Raith, Denis Sauvage, Stephen Thomas, Charles Vasey and Claude Vergy for playtesting and commentary .
Specific information for the Campaigns

A. Jours de Gloire Campaign : The Danube

0.2 – Game Scale

A Game turn represents a fortnight of real time The passage of the game turns is shown with a marker using the front (for the beginning of the month) / back (for the end of the month) on the turn chart printed on the map. Three other markers are similarly used to show the current year (1800, 1805 or 1809).

The distance between each box represents about 25 to 50 km.

1.2. Combat Units

Identification

Each unit represents a corps or, occasionally a division. The unit is identified by the name of its leader and in some cases by an identifying number or letter(s):

# In Roman numerals is the number of the corps (Example: I for Ist corps)

· GD: Imperial Guard

· RS: Reserve

· AD: Right Wing

· AG: Left Wing

· CT: Centre

· CV: Charles Vasey

· BV: Bavarian Army

· PL: Polish Army

· HG: Hungarian "Insurrection" Army

· TR: Tyrolese Insurgents

7.1 - Dummy counters
Preliminary Note : The Russian units use the Austrian  Dummy and Force counters.

8.8 – Sieges and fortresses

Siege Procedure
S1. The Attacker places a Siege Marker 1 during the Combat Phase

S2. The attacker then throws 1d6: if the result is 5 or 6, the city falls, the defending units are eliminated and the leaders present captured (and removed from the game). If the result is 1 to 4, the Attacker turns the Marker to its Siege 2 side, and the Siege continues

S3. During the Combat Phase of the next turn, the Attacker throws 1d6: on a result of 2, 3, 4, 5 or 6, the city falls and the Defender's units are eliminated and the leaders present captured (and removed from play). If the result is 1 then the Siege continues and is resolved as in S3 in the following turn.

B. Jours de Gloire Campaign : Poland

0.2 – Game Scale

A Game turn represents a week of real time. The passage of the game turns is shown with a marker using the front (for the beginning of the month) / back (for the end of the month) on the turn chart printed on the map. Four other markers are similarly used to show the current year (1806, 1807, 1812 or 1813).

The distance between each box represents about 15 to 25 km.

1.2. Combat Units

Identification

Each unit represents a corps or, occasionally a division. The unit is identified by the name of its leader and in some cases by an identifying number or letter(s):

· In Roman numerals is the number of the corps (Example: I for 1st corps)

· In Arabic numerals for a division (Example : 5th for 5th division)

· FU2 :  Foppingtanishe Uhlanen Regt No 2

· GD : Imperial Guard

· RS : Reserve

· PL : Polish

· AG : Advance-Guard

7.1 - Dummy counters
Preliminary Note : the Prussian units (Lestocq) use the Russian  Dummy and Force counters, for the Campaign of 1806-1807. The Prussian (Yorck) and Austrian (Schwarzenberg) units  use the French  Dummy and Force counters, for the Campaign of 1812-1813. If Yorck changes sides, one uses the Russian  Dummy and Force counters.

Combat Table

Number of Strength Points (PF)

Dice
1-3
4-6
7-10
11-15
16-21
22-29
30-40
41-60
61-80
81

+

-1









1

0








1
1

1







1
1
1

2






1
1
1
1

3





1
1
1
1
2

4




1
1
1
1
2
2

5



1
1
1
1
2
2
2*

6


1
1
1
1
2
2
3*
3

7

1
1
1
1
2
2
2*
3
3

8
1
1
1
1
2
2
3*
3
3
4

9
1
1
1
2
2
2*
3
3
4
4

10
1
1
2
2
3*
3
3
4
4
5

Results in terms of PF lost

· = Immediate mandatory Morale Test
Modifiers:

A= Attacker, D= Defender

To the number of PF

Fatigued Attacker: A x 0.5

Defender in a fortified city: A x 0.25

PF of cavalry in mountains or defensive terrain: A and D x 0.5

These multipliers are cumulative

To Columns (R= right, L= Left)

Flank attack: A + 2R

Defender encircled: A + 3R

Defender in mountain: A –1L

Defender in defensive terrain: A –1L and D +1R

Defender entrenched: A –2L and D +1R

Fourth round of combat in a battle: A -1L and D -1L

These adjustments are cumulative, except flank attacks on encircled defenders
Tactical bonus of the leader with the highest Rank (in the case of equality, the bigger BT)

Difference in average cohesion

Attack across a bridge: A –2 (*)

Defence in clear terrain: D +1

Third and fourth round of combat in a battle: A-1 and D-1

These Modifiers are cumulative

(*) : this malus is taken into account, even if only for a single stack amongst several joining in the attack  that has to cross the bridge.

Artillery Table 


Artillery Bonus (BA)

Dice
<5
5-9
>9

1-3




4

1
1

5
1
1
1

6
1
1
2*

Results in numbers of PF lost

* = Immediate mandatory Morale Test 

This table is only used during even rounds of a battle (2nd and 4th)

Modifiers:

If the weather is Snow: -1 to the dice

Pursuit Table 


Cavalry Bonus (BC)

Dice
<5
5-9
>9

1-2




3-4

1
1

5
1
1
1

6
1
1
2

Results in numbers of PF lost

No pursuit in Mud weather 

Modifiers:

If the weather is Snow or Rain: - 1 to the dice

Reconnaissance Table 


Number of Cavalry PF 

Dice
1-2
3-4
5+

0




1


1

2

1
1

3
1
1
1

4
1
1
2

5
1
2
2

6
2
2
3

7
2
2
3

8
2
3
4

Modifiers:

+ Average Cohesion of the unit (s) making the reconnaissance and unit(s) – Average Cohesion of the screening units

Forced March Table 


Strength Points (PF)

Dice
<5
5-9
>9

1-3




4

1
1

5
1
1
1

6
1
1
2

The result gives the number of PF lost

Modifiers:
General with a VC of 3 or 4  in the stack: -1

Unit Cohesion 4 or +: -1

Snow +1 and Mud +2

Weather Table 

Dice/Month
January/February/

March
April/May/June
July/August/

September
October/November

December

1 and -
Clear
Clear
Clear
Clear

2
Clear
Clear
Clear
Clear

3
Clear
Clear
Clear
Clear

4
Rain*
Clear
Clear
Rain*

5
Snow
Rain
Clear
Rain*

6 and +
Snow
Rain*
Rain
Snow

Note:

If the result is Rain*, the turn in progress in a normal Rain turn, but the following turn will be a  Mud turn (without throwing the dice). After the turn of Mud, return to using the dice to generate the weather.

Modifiers:

+1 to the dice in January, February, April, September and December.  

-1 to the dice in March, June and July

Movement Table 

Type of units
PM

Generals
8

Cavalry
8

Infantry
6

Weather effects:

Rain and Snow: -1PM for all

Mud: -1PM for infantry and generals, -2PM for the cavalry.

Terrain Effects (as shown on the map)

Terrain type
Plain line
Dotted line
Bridge
Fordable

Rivers (Gué)
River

Clear weather
1 PM
2 PM
No Effect
No Effect
Can be crossed only by a bridge or a pontoon



Rain 
-1 PM for all
No Effect
+1


Mud
-1 PM for infantry

-2 PM for cavalry and generals
No Effect
+1


Snow
-1 PM for all
No Effect
No Effect


Note: there are no fords on Rivers

