La fleur au fusil variant
By Peter Bogdasarian

Introduction

I liked the general concept behind Vae Victis’ La fleur au fusil – a low complexity, fast-playing game on the battle for the frontiers in August 1914, but found the actual game somewhat disappointing.  Units took too few casualties in general, whether from rifle or artillery fire.    
The following variant attempts to better simulate the difficulties encountered by World War I armies when they first attempted to advance against modern weaponry.

Assaults


Assaults by infantry & cavalry now consist of several steps.  First, the attacker designates all attacking units, including a lead unit.  Second, the defender nominates a lead unit and rolls for defensive fire, possibly inflicting a step loss on the attacking units.  Finally, the assault is diced for and resolved on the combat results table.


In all cases, the lead unit provides the troop quality modifier for combat results, but it must also suffer the first loss in combat.

Defensive fire procedure:  To resolve defensive fire, the defender rolls 2d6 and applies any relevant modifiers from the defensive fire table (appended below).  If the final roll is a 10 or better, the attacker’s lead unit loses one step.  If it is destroyed, the attacker nominates a new lead unit.

Assault modifiers: to conduct the assault, the attacker rolls 1d6 and modifies his combat roll for troop quality, mass, artillery support, terrain & pinning.  Combat losses and combat between stacked units are now folded into the mass modifier, which is based on steps rather than units.
I changed the way La fleur au fusil calculated mass as the old system privileged one step battalions and cavalry squadrons far too much.  A stack of 6 reduced battalions generated a +4 combat modifier, while a stack of 3 fresh battalions generated only a +2.

Artillery Bombardment
The only change made to the artillery bombardment procedure is to the procedure outlined in 8.2.  Artillery now rolls 2d6 when bombarding and scores a hit on a roll of 10+.  Modify the die roll for the modifiers given on the bombardment table below.  A hit destroys one unit if the artillery is adjacent or one step if it is firing at a range.

If the target unit is in a forest or village hex, it has doubled defense.  An adjacent artillery unit may bombard normally, but destroys only one step on a hit.  Two nonadjacent artillery units are required to fire to make one attack roll.

Artillery now gets a bonus against any concentration of forces.  In addition, the SAR 6/VI unit gets a bonus to its attacks as it represents 150mm howitzers, which possessed much better capabilities than the field guns present in the other artillery units.

Defensive Fire Modifiers (2d6)

	1-2 Infantry steps firing
	+0

	3-4 Infantry steps firing
	+1

	5-6 Infantry steps firing
	+2

	1 Artillery step firing
	+1

	2+ Artillery steps firing
	+2

	1-6 Cavalry steps firing
	+0


Modifiers are cumulative between classes of units.  4 infantry steps firing with an artillery step would therefore add 2 to their defensive fire roll.

Attacking Mass Modifiers

	1 assaulting step
	-1

	2 assaulting steps
	0

	3-4 assaulting steps
	+1

	5-6 assaulting steps
	+2

	7-8 assaulting steps
	+3

	9-10 assaulting steps
	+4

	Etc.
	Etc.


The progression outlined above continues naturally – i.e. 13-14 steps are a +6.
	Artillery support
	(7.4)

	Lead attacking unit is inferior 
	-1

	Lead attacking unit is superior
	+1


Defending Mass Modifiers

	1 defending step
	+1

	2 defending steps
	0

	3-4 defending steps
	-1

	5-6 defending steps
	-2


	Defender in village/forest (7.5)
	-1

	Defender not pinned (7.6)
	-1

	Lead defending unit inferior
	+1

	Lead defending unit superior

	-1


Artillery Bombardment Modifiers
Direct fire only

	3-4 steps in target hex
	+1

	5-6 steps in target hex
	+2


All fire

	SAR 6/VI
	+1


