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11..66 dice rolls 3.2 
Actions not needing orders 6.3.5 
Artillery  

> canister 17.4.9 
> Close Combat 15.4.3 
> fire combat 17.0 
> Fire Value 17.2 
> Grand Batteries 17.3 
> limbered 23.1 
> Opportunity Fire 17.4 
> special rules 23.0 
> unlimbered 23.1 

Attack Stoppage 6.7 
Available formations  8.1 
Blocking terrain 3.7.1 
Blood Lust 21.3.3 
Blown cavalry 22.2 
Breakoff 16.2.4, 16.2.5 
British cavalry 26.4 
Canister 17.4.9 
Casualties 20.2 
Cavalry  

> Blown 22.2 
> British 26.4 
> recovery 22.2.3 
> special rules 22.0 
> withdrawal 22.1 

Cavalry Charge 16.0 
> breakoff 16.2.4, 16.2.5 
> check to stand 16.2.2 
> end 16.2.8 
> follow on charge 16.2.7 
> forming Square 16.2.1 
> initiating 16.1 
> reaction charge 16.5 
> repulse 16.2.6 
> routed defenders 16.3.1 
> special cases 16.3 
> vs cavalry 5.4, 16.4 
> vs infantry/artillery 5.3, 16.2 
> vs March Column 16.3.4 
> vs Skirmishers 16.3.3 
> vs Skirmishers & artillery 16.3.3.3 

Changing formation 8.2 
Check to stand  

> Cavalry Charge outcome 16.2.3 
> Checking Order  

- Close Combat 15.2.1 
- Cavalry vs inf/art 16.2.2 
- Cavalry vs cavalry 16.4.1.1 

> Close Combat outcome 15.2.3 
> Commander Advantage 15.2.2, 16.2.2, 

16.4.1 
> Heavy vs light cavalry 16.4.1 
> lines 16.2.2 
> Opponent x 2 or more 15.2.2, 16.2.2, 

16.4.1 
> Skirmisher Disadvantage 15.2.2 
> Stationary cavalry 16.4.1 

Close Combat 15.0 
> artillery 15.4.3 
> check to stand 15.2 
> initiating 15.1 
> Line Extensions 15.4.2 
> March Column 15.4.6 
> results 15.3 

 
 

Close Combat (continued)  
> retreat 15.3.8, 21.4 
> routed units 15.4.1 
> Skirmishers 15.4.4 
> special cases 15.4 
> Square 15.4.5 
> subsequence 5.2 

Columns, French 26.5 
Combat and March Columns 8.4 
Combat Tables results 14.3 
Combat units 2.3.1 
Command and control 6.0 
Command Range 6.11.1 

> artillery 6.11.6 
> cavalry charge 6.11.5, 16.1.5 
> night 27.2.1 
> no orders 6.11.3 

Commander(s) 2.3.2, 25.0 
> combat 25.3 
> fighters 25.5 
> loss 20.1.1, 25.4 
> movement 25.2 
> replacement 25.4 
> stacking 25.1 

Comparing size 7.4 
Complex orders 6.3.3 
Concealed forces 28.0 

> marking 28.2 
> revealing 28.3 
> scouts, stragglers etc 28.4 
> visibility conditions 28.5 

Cossacks 26.6 
Counters 2.3 
Default defense 6.6.2 
Delayed order 6.5.2 
Detached artillery 2.3.3 
Detached batteries 23.2 
Distorted order 6.5.3 
Emergency withdrawal 6.6.3 
Engage orders 6.3.1 
Entry hexes 2.1.4 
Excess results 3.5 
Facing 10.0 
Fighters 25.5 
Fog of war 4.0 
Follow on charge 16.2.7 
Forced march 12.5.6 
Formations 8.0 
Fortified terrain 3.7.2 
French columns 26.5 
Game components 2.0 
Game concepts and definitions 3.0 
Game map 2.1 
General orders 6.3.2 
Grand Batteries 17.3 
Gun points 7.2 
Half hexes 2.1.2 
Headquarters 2.3.2, 6.10 

> movement 6.10.1 
> overrun 6.10.2 

Hex elevation 14.1.2.1 
Hex numbering system 2.1.1 
Hindering terrain 3.7.1 
Independent orders 6.8 
Initiative 6.6 

> effects 6.6.1.4 
> getting 6.6.1.3 
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> orders 6.6.1, 6.6.1.5 
Introduction 1.0 
Irregular cavalry 26.6 
Issuing orders 6.4 
Lead unit 14.2 
Levies 26.1 
Limbered artillery 23.1 
Line backstep 12.4.1 
Line extensions 2.3.3, 13.0 

> effects 13.3 
> generating 13.1.3 
> removing 13.1.4 
> restrictions 13.2 

Local initiative 6.6 
Loose cannon 6.6.1.6 
Line of Sight (LOS) 14.1 

> detailed procedure 14.1.3 
> determining 14.1.2 
> formula 14.1.4 
> general 14.1.1 

Loss charts 2.4 
Losses, marking 20.2.1, 20.4 
Map edge hexes 2.1.2 
March Column, close combat 8.4.2 
Markers 2.3.5 
Minimum movement 12.1.5 
Morale 21.0 

> changes 21.3 
> Checks 21.2 
> Degradation 11.3 
> States 21.1 

Movement 12.0, 12.1 
> night 27.3 
> restrictions 12.3 
> terrain effects 12.2 

Narrative sequence of play 5.1 
Night 27.0 

> command 27.2 
> movement 27.3 

No orders status 6.3.4 
Opportunity Fire 17.4 
Order(s)  

> acceptance 6.5, 6.5.1 
> complex 6.3.3 
> costs 6.4.1 
> delivery method 6.4.3 
> delivery restrictions 6.4.6 
> delivery time 6.4.7 
> distorted 6.5.3 
> engage 6.3.1 
> format and writing 6.4.4 
> general 6.3.2 
> Independent 6.8 
> Log 6.4.5 
> No orders 6.3.4 
> Pre-set 6.2.2 
> recipient 6.4 
> types 6.3, 6.4.2 
> what is an Order? 6.2 

 
 
 

Permanent casualties 20.2 
Pre-set orders 6.2.2 
Rally 21.5 

> in ZOI 11.4 
Random events 29.0 
Reaction Charge 16.5 
Recovering Skirmishers 24.4 
Reinforcements 12.6 
Releasing Skirmishers 24.1 
Repulse 16.2.6 
Retreat vs withdrawal 3.6 
Retreats 21.4 
Rifles 26.3 
Road movement 12.5 
Rounding 3.4 
Rout 21.4 
> units in Close Combat 15.4.1 
Scale 3.1 
Set up notes 3.3 
Skirmishers 24.0 

> absorbing losses 20.2 
> as Line Companies 24.4.1 
> casualties 24.3 
> combat 18.0, 24.4.2 
> fire combat 18.0 
> movement 24.2 
> recovering 24.4 
> releasing 24.1 
> strength 7.3 

Special units 26.0 
Square 8.3 

> close combat 8.3.4 
> entering 8.3.1 
> exiting 8.3.3 
> movement 8.3.2, 12.4.2 

Stacking 9.0 
Stragglers 20.3 

> marking 20.4 
> non combat 20.3.1 
> recovery 20.3.2 

Strength levels 7.1 
Sub-unit command and control 6.11 
Sub-unit transfers 6.9 
Terrain effects on movement 12.2 
Turn Record Track 2.1.3 
Turn sequence 5.0 
Unimplemented orders 6.2.1 
Unit sizes 7.0 
Unlimbered artillery 23.1 
Village fighting 19.0 
Wagons 26.2 
Wrecked 21.6 
Zones of Influence (ZOI) 11.0 

> lacking 11.2 
> limits 11.1 
> Morale Degradation 11.3 
> Rally 11.4 

 


