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2 PRUSSIA'S GLORY SERIES RULES

Introduction 1.4 Nationalities

The different nationalities in the game are represented on the counters

Prussia’s Glory Il: Battles of the Seven Years \8lanulates four . ]
r?y the following colors:

of the war’s most famous battles: Prague (May 6, 1757), Koli
(June 18, 1757), Krefeld (June 23, 1758) and Kunersdorf (Augustrussian—blue background
18, 1759). This rules booklet contains the series rulgarfasia’s  Austrian—white background
Glory Il, the originalPrussia’s Gloryand other upcoming games Austrian auxiliaries (Prague scenario)—gray background,
in the series. The best way to learn these rules is to read througbsignated Main (Mainz)
them once, to get an overall idea of how the game works. Do n@axon—medium gray
try to remember every rule straight away! Then set up a scenariRussian—green background
The Prague Battle scenario is a good starting point. Start the ganf@ench—white background with blue print
following the Sequence of Play, and referring to the specific seg35n0verian—red
tions when an area needs clarification. Every rule is contained in . .
. anoverian Allies:
numbered paragraph, to make cross-references easier. When aryes =~ . . .
O X . . runswickers, Hessians—medium blue
reference appears, it will be contained in parenthesis, e.g. (3.1).
Any game terms defined in the Glossary are capitalized through-
out the rules.

2. How to Read the Game

1. General Information Pieces
1.1 Components PG Il contains two different types of pieces: Unit/Leader counters,
A full game ofPrussia’s Glory llincludes: and Markers. Units and Leaders represent the infantry, cavalry, ar-

tillery, and leaders who fought the historical battles. Markers are
purely informational, and are used to track information such as
Morale State and Engaged status.

e Two 22" x 34" back-printed maps
* One rulebook
¢ One playbook

* Two 17" x 11" Player Aid Cards 2.1 Infantry and Cavalry Counters

* Four and a half counter sheets Infantry and cavalry counters represent units composed of up to 4
* One six-sided die “steps,” with varying combat, morale, and movement values on each

MAPS: Each side of the maps depicts the terrain on which th@lde of the counter. 3- and 4-Step Units are represented by two
battles were fought. A hexagonal grid has been superimposed §RUNters, although only one will be on the map at any time. Units
the terrain to regulate placement and movement of Units. whdhat have a dot instead of a set up hex reference are replacement
counting distances between hexes, count the final hex but not tRRUNters.

starting hex (adjacent hexes are 1 hex apart, for example). Shock Points

COUNTERS: The counter sheets contain counters that represent

combat Units, their leaders, and a variety of information marker§|§i5t°”cal Step Number

The counters should be carefully removed from their frames an esignation Etehn‘:;::ir:bzrt:fs)
sorted by battle and side before play. About half the Units for eac‘\r/e/ing g siep
battle will not begin play on the map; these are replacements Whi%ﬁliation Setup Hex for
enter play when casualties are removed. Color Bar Battlg Scenarios

Strength Morale Movement (letter indicates
1.2 Glossary Points  Rating Allowance scenario)
See back of rules booklet.

1.3 Game Scale 2.2 Artillery Counters
Each hex on the map represents 500 yards. Each Game Turn repré- y

sents one hour of real time. Every Strength Point (SP) of infant rtillery Units also have up to 4 steps, but use three Bombardment

represents about 400 men, while every SP of cavalry represents ab e C\E;th va]!fglg stllnstead of a combat strength. Artillery does not have
200 men. 3- and 4-Step Units are brigades or equivalents, 2-St8By ing affiiiation.
Units are regiments (or Russian Cossack or Prussian Freikorps

. ) . . - Bombard t
Units), and 1-Step Units are battalions. Artillery Units represent 10 om ;';er:;?] 84/ B Morale
to 20 cannons and crew. (for 1 hex/2 hexes/3 hexes) o Rating
Historical Movement
Designation Allowance
Setup Hex Step Number

for Battle Scenarios (the number of
(letter indicates scenario) remaining steps)
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PRUSSIA'S GLORY SERIES RULES 3

2.3 Leader Counters C. Joint Army Morale Adjustment Phase(13)
Wing Leaders and Army Commanders do not have Morale oBoth players adjust their Current Morale Markers, then check for
Strength Points and are NOT Units. Leaders will have a Moraland apply Army Demoralization/Broken procedures, if required.
Modifier, and some will have an Initiative rating.

D. End of Turn Phase(14)

Army Wing Move the Turn marker to the next box on the Turn Record track and
Commander Commander begin the next Turn.
Leader Scenario
Name J 'ﬁ] — Code
Initiative ] |~ Morale 4. Army Activation and
= , Modifier H H
ity ] Command Determination
Star indicates ~ Wing Movement Command includes two concepts: Army Activation and Command
a special leader Affiliation  Allowance States. Once an Army has been Activated, every Group and Wing
will have a Command State determined for it every turn.
3. Sequence of Play 4.1 Army Activation Phase(1)

The game is divided into a number of Turns, specified by the scéﬁn Army must be Activated before it may perform any movement

nario. Each Turn is divided into Prussian and Coalition Player Turng),r cpmbat. Army Act.|vat|on on!y oceurs once per side. Both S|de§
armies start the Main Scenarios Inactive. Generally, the Prussian

each of which has several phases. Once a player finishes a phase, 8 . - .
may not go back to perform a forgotten action unless his opponemayer will have.t.o decide when to Activate so that he cah move his
permits it. The Player executing his Player Turn is the Active playeﬁrmy' Thg Coalition p.'ayef may also attempt t.o Activate (at higher
The other player is the Inactive Player. After each Turn is finishezc?;st anq risk), or awaytAchatlon due to.Prussmn actiorisattle

go back to the beginning of the Sequence of Play and start a n enarios, both Armies are already Activated.

Turn, until all the scheduled Turns are complebéate—parenthe-  There are three types of Activation: Normal Activation, Automatic
sized numbers after segments in the Sequence of Play refer to rulesivation, and Coup d’Oeil (CdOA) Activation.

sections covering that segment. Parenthesized numbers after the

actual rules segments refer back to their order in this Sequence BEESIGN NOTE: Itis possible for both Armies to stay inactive. The
Play. Prussian player must balance the Turn he intends to start on with

) the potential drawbacks of early activation, such as increased op-
DESIGN IMPROVEMENT NOTE: For more clarity, the “En- portunity for Coalition counter-moves or greater exposure to battle
gaged” markers used in PG are now called “Locked” markers,|osses and fatigue. The Coalition player may attempt activation to

i.e. the indicated units are ‘locked in combat’. The term ‘Locked{isrupt Prussian efforts with a countermarch, at the cost of crucial
is synonymous with ‘Engaged’ throughout these series rules.  Army Morale.

A. Prussian Player Turn 4.1.1 Normal Activation: During the Army Activation phase, a
1. Army Activation Phase (Main scenarios only) (4.1) player may attempt Normal Activation of his Army if it is not
Activated. Players can attempt Normal Activation once per turn
until the Army is Activated. To attempt Activation, the player pays
the Activation cost specified in the Scenario instructions by plac-
ing spare counters in boxes on his AM Track equal to his Army’s

2. Command Determination Phase (4.2)
A Deploy from Column Segment (4.4)
B Group Command Roll Segment (4.5)

3. Movement Phase (7) Activation Cost _(see 12.2). He then rolls_ one die (pay cost, then
A Routed Movement Segment (7.1) roll) _and adds his Army Com_mand_er’s Initiative rating. _If the re-
B Place “Locked” Markers Segment (7.2) sult is 7 or more, the Army is Actlv_ated and may begin normal
C Normal Movement Segment (7.3) Command/Movement. If the result is less than 7, the Army does

not Activate and the cost and Army Morale spent is wasted. A

4. Offensive Bombardment Phase (8) player whose Army is not Activated does not perform any of the

remaining phases of his Player Turn. [See 12.2 on how to mark

5. Rally Phase (9.4) spent Army Morale.]

6. Defensive Bombardment Phase (8.5) 4.1.2 Automatic Activation: As soon as an enemy counter moves

7. Close Combat Phase (10) within three hexes and clear Line Of Sight (LOS) (8.2) of an Inac-
tive counter, the Inactive Army is Activated in the next Player Turn.
8. Remove Locked Markers Phase (11) at no cost in Army Morale. [Exception: Detachments do not cause

. Automatic Activation. (4.3
B. Coalition Player Turn (4-3)]

The Coalition player performs his player turn in the same way. 4.1.3 Coup d’Oeil Activation: The first time any counter of an
Inactive Army or Detachment (4.3) gets a clear LOS of 7 hexes or
less to an enemy Unit (not Leader), the Inactive player may make a
Coup d’'Oeil Activation (CdOA) attempt. A CdOA attempt may be
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4 PRUSSIA'S GLORY SERIES RULES

attempted only once per Army. Each Detachment may also make2.4 Special LeadersSpecial Leaders are marked with a star, and
one CdOA attempt (4.32). A player attempting a CdOA attempt rollsllow one Degraded Wing (and possibly some artillery) to attempt
the die and adds his Army Commander’s Initiative rating. If theto recover to an Effective state. This attempt occurs after all Groups
result is 8 or higher, the player may choose to Activate his Army bizave rolled for Command State that turn (see 4.5).

paying the Activation cost specified in the scenario (roll, then pay if Special Leaders marked with an “I” may only affect Wings that
desired for CdOA). CdOA attempts occur during an enemy Move- 5e infantry.

ment Phase, not the friendly Army Activation Phase. . Special Leaders marked with a “C” may only affect Cavalry

HISTORICAL NOTE: “Coup d'oeil: a brief survey; glance.” In  Wings.

the Frederickian era, a key quality by which Leaders were mea- A Special Leader without an “I” or “C” may affect any Wing.

sured—the ability to take in a situation ‘at a glance’ and respond A Special Leaders may affect artillery.

rlatvely slow reaction and rearientation capabitties of mear- - 0! Wing Leaders and Army Commanders may be Special Lead-

: . ) ~_ers if so designated by scenario instructions.

based battle lines, CAOA was a highly prized but uncommon asset. g y

During the approach march phase of a battle, fleeting opportuni4.2.5 Out of Command Units:Any Unit starting the | gui ar

ties, acted on or overlooked, often meant the difference betweeirn more than 5 hexes away from its Wing Leader Camiand

victory and defeat. Out of Command (OOC). When counting, count tf SIS
Leader’s hex but not the Unit's.

4.2 Command Determination Phasé?)
4.2.1 Wings and Groups:

Historical regiments and brigades were combined into Wings under
a single leader. For command determination in the game, several

historical Wings are often assigned to a Basic or Specific commaridArtillery Units can trace command to any friendly Leader.
Group. » Enemy Units, terrain and EZOCs do not impede tracing com-

mand.
Also, each turn, any two infantry or cavalry Units may trace
command directly to the Army Commander.
1) Wings containing one or more infantry Units are known as \ark any Units that cannot trace command with Out of Com-
Infantry Wings, and are assigned to the Basic Infantry/Artillery and markers.
Group (even if cavalry Units are in the Win

P ( Y 9 4.3 Detachments

2) Wings containing only cavalry Units are known as Cavalry .
Wings, and are assigned to the Basic Cavalry Group Detachments (Dets) are temporary Specific Groups and are not con-

] . . . sidered part of the main Army. They may be Activated indepen-
3) Artillery Units are always assigned to the Basic Infantry/Ar-genily and movement and combat by the Det counters will not nor-
tillery Group. mally cause Army Activation, either of its own Army or the enemy’s

b. Groups. Army [Exception:, see 4.3.2 belowjVhenever a Det counter can
1) Specific Groups are composed of any infantry Wings, cavalrfaCc€ @ 3 hex or less LOS (8.2) to an enemy counter, or an already
Wings and artillery Units assigned by scenario instructions. Act!vated friendly Det counter, _the Det is _C(_)n5|dered immediately
2) The Infantry Basic Group contains all Infantry Wings andActlvated. The player then begins determining Command State for

artillery Units not assigned to any Specific Groups. the Detachment.
3) The Cavalry Bas|c Group Contains a” Cavalry W|ngs not as431 DetaChmentS and Main Army ACUVatlon:When the malin
signed to any Specific Groups. Army is Activated, no matter how it is Activated, all Dets are dis-

solved. The Det counters are reassigned to their appropriate Basic
4.2.2 Command RatingsOnce an Army has been Activated, play- Groups.

ers determine each Group’s Command State every turn. A Group is

either Effective or Degraded. Every Group has a Command Rating;3-2 Détachments and CdOA ActivationEach Det gets one at-
which is the die roll result (or less) needed for the Group to b mpt at CAOA Activation in addition to the attempt allowed for the

Effective. Command Ratings and die roll ranges are shown in ea@i@in Army. If a Det succeeds at its CdOA Activation, the entire
scenario’s Army Information charts, and on the Groups' respective™MY IS Activated.

Command Effectiveness Markers, which are placed on or near tke3 3Det Command Effectiveness chits/Det Command rolls are not
map each turn to reflect each Group’s Command state. used in the Battle scenarios, as the Dets have already been assigned

4.2.3 Command StateThe Group’s Command State applies to per4.3.1.

every Wing of the group, along with any artillery currently init. 4 4 Deploy From Column Segment2A)
« Effective Wings get full Movement Allowance. Players decide whether to Deploy their In Column (IC) Wings (7.6).
» Degraded Wings get half Movement Allowance (round up).  This decision is made prior to determining Command State. Play-

« Wings that are In Column have different Degraded MAs (7.6.1)€"S declare which of their Wings will Deploy. Artillery Units may
. . Deploy with any deploying Wing if they are within 5 hexes of its
Leaders always get their full Movement Allowance. Wing leader. Flip IC leaders to their deployed sides, and rotate IC

unit counters back to normal facing.

¢ Units that are OOC may only use half their normal movement
allowance (round fractions up) regardless of their Command
State, and cannot enter an EZOC.

a. Wings.Unless assigned to a Specific Group, Wings are assigned
as follows:

© 2006 GMT Games, LLC



PRUSSIA'S GLORY SERIES RULES 5

4.5 Group Command Roll Segmen(2B) 5. Stacking

a. For each Group, roll a die and compare to its Command ratlngCounters are placed on the map in individual hexes. All Units in a

* If equal to or less than the Command Rating (4.2.2), place th@ingle hex are referred to as a Stack. Units’ order in a Stack is im-
Group's Effectiveness Marker on or next to the map with thgyortant, and the number of Units allowed in a Stack is limited.
Effective side up. o

« If greater than the Command Rating (4.2.2), place the Marke?-1 General Limits
with the Degraded side up. Up to 12 steps of infantry and/or cavgitysup to 8 artillery Steps

may stack in a hex. Alternatively, up to 12 artillery Steps may stack

b. If all Groups are Effective, Special Leaders (i.e., those with @jone. Leaders and Markers do not count against Stacking limits.
star, 4.2.4) are not needed.

5.2 In Column Limits
more than 4 Steps of infantry and/or cavalhys 8 artillery

Steps may stack when In Column (7.6).
» To re-roll the Command State for a Wing, the Special Leader

must either be that Wing's Leaden be stacked with that 5.3 Cossack and Freikorps units

c. If one or more Groups are Degraded, each Special Leader m
attempt to return one Degraded Wing to an Effective state.

Wing'’s Leader. Russian Cossack and Prussian Freikorps units (in Zorndorf, Torgau,
+ The Special Leader must be eligible to re-roll for that type ofind Kunersdorf) count double for stacking and Engaged purposes
Wing (4.2.4). (Example—a two step Cossack unit counts as four stdfgse

« ASpecial Wing Leader may affect only one Wing in a turn (which!Nits have their step values in a red box as a reminder.
may be the leader’s own Wing, but does not have to be). Thg_4 When Do Limits Apply?

ftgiﬁftlj Leader also may affect any artillery with which he ISa. Stacking limits apply throughout the Movement Phase, and a hex

| . .. ... may not be entered by a Unit if such entry would violate stacking
. Roll a die and compare the result to the Speugl Leaders.lnltlah—mits_
tive. If the roll is equal or less, the affected Wing plus artillery L o . . .
(if any) are Effective that turn. If not, the Wing/artillery remain 'mportant: Each player’s first priority during his respective Move-
Degraded. ment Phases, after moving Routed Units, is to bring any overstacked

« It is suggested that Wings that have regained Effective Co hex within the stacking limit by moving as many supporting Units

mand due to a Special Leader have all their Units moved in g}erpm the hex as necessary (see also 7.3).

quence to avoid confusion as to which Units have full MA orb. Stacking limits also apply during each advance and retreat as a
half MA. result of combat.

EXAMPLE 1: In Prague, the Aus . Adyancmg Units cannot enter any hex in violation of stacking
PHARIE L sl limits.

trian player has three Groups; the al i ) ) . .
Irrtantry Cavalry Eromme « Retreating Units can enter a hex, and even remain in that hex, in

Basic Infantry/Artillery Group EH 1 Bl 14 Ell3-4 e ; - .
with a Command Rating of 1, the violation of stacking limits, but cause severe penalties for sta-

Basic Cavalry Group (CR 4), and the Browne Flank Infantry Spe- tionary Units already occupying the hex (10.9.2A).
cific Group (CR 3). The Austrian player will roll and place Mark- :

ers for all 3 Groups. The player rolls a 4 for infantry, a 5 for cav-5'5 StaCkmg Order
alry, and a 3 for Browne. This means all Austrian infantry, artil-
lery and cavalry are Degraded, except for the infantry assigned t
the Browne Specific Group, which are Effective.

Only the Engaged ( 6.2) units at the top of a Stack will participate in
80mbat first. Only artillery that is above all infantry and cavalry in

a stack may Bombard. Leader placement in a Stack is not impor-
tant. In general, players are free to stack Units as they choose, with

EXAMPLE 2: In Prague, the| =" — the following exceptions:
Prussians have Basic Group Ra 'L“ﬁ_t:" ':;ﬁ"_? Perivaing « Units that start the turn under a Locked (Engaged) marker (7.2)
ings of 5 for both Infantry/Artil- MikN have restrictions on changing stacking order.

Ie_ry and Cavalry, and 2 for th? ki i » A Retreating Unit is always placed on top of a Stack whose hex
Right Flank Cavalry Specific Group . :

. ) : WH’ W it enters.
Schwerin (4l)and Zieten (4C) are speci .
leaders (Schwerin may only affect Infant ' ' e COALITION ARTILLERY STACKING ORDER: Coalition ar-
Wings, Zieten only Cavalry wings)). On Turn 1, the Prussian player tlleY that enters an EZOC (6.1) must be placed on the bottom
rolls three 255, so all Groups/units are Effective and Special Leader ©f the Stack. Prussian Units do not suffer this restriction.
attempts are not needed. On Turn 2, the Prussian rolls a 6 for tHeESIGN NOTE: The Prussians were markedly more aggressive
Infantry/Artillery Group (making it Degraded), a 5 for the Cav- and adept in moving their 12 pound guns “up front” in an infantry
alry Group, and a 1 for the Right Flank Cavalry Specific Group.close support role. Coalition artillery use tended to be more posi-
Schwerin is eligible to reroll for Winterfelt because he is stackedional. This rule allows the Prussians to move into an EZOC after
with Wing Leader Winterfelt and two artillery units. Schwerin rollsinfantry or cavalry and provide support in the next Defensive Bom-
a 4. Winterfelt's Wing and those two artillery units (only) are nowbardment Phase. Coalition guns moving into EZOC will have to
Effective. Since both Cavalry groups are already Effective, Zietewait a full turn (next friendly movement phase) until they can be
again has no need to roll. shifted to the top of the Stack and Bombard.
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6 PRUSSIA'S GLORY SERIES RULES

6. Zones of Contr0| and both cases, flip the “Locked” marker over to its penalty (“-2
. DRM”") side. That Stack will have a negative modifier in the

Engaged U n|tS upcoming Close Combat.

6.1 What Is A Zone Of Control? * An Inf/cav unit may enter a hex with a Locked marker and be-

come a Supporting Unit without penalty, or it may continue
movement if it has sufficient movement points available to pay
the hex exit cost and the entry cost of any adjacent hex it is
allowed to enter.

All non-Routed Units exert a
Zone of Control (ZOC) over all
six adjacent hexes, except any
hexes the unit is prohibited from
entering (7.4.3). Leaders and
routed units have no ZOC. A
ZOC represents the area of the
battlefield that is contested by
the Unit. ZOCs are used to de-
termine which Units are En-
gaged (6.2), will participate in

PN

CHANGING STACKING ORDER WITHOUT PENALTY: Units

in hexes (even EZOC hexes) that ao¢ marked with a Locked
marker (i.e, the Units in the hex didn’t begin the movement phase
in an EZOC) may change their stacking order freely during the
active movement phase, with the exception of Coalition artillery
units per 5.5.

Close Combat (10), and affect EXAMPLE: The Austrian player has an Effective Wing, and 4 step
enemy Unit movement (7.5). AZOC exerted by an opposing Unit i1f units A and B did not start the player turn in EZOC; therefore,
an Enemy Zone of Control, or EZOC. they had no Locked marker on them. He moves inf A into a Prus-
sian cav ZOC; inf A is considered Engaged at that instant (per
6.2 Definition of Engaged and Supporting 7.5.1). As it's currently the top (and only) 4 steps in an EZOC, it

a.When the first infantry or cavalry Unit (and any subsequent unitsnust stop moving. The Austrian then moves inf B from the hex be-
enters a vacant hex in an EZOC, that Unit may become Engaghlihd into the same hex. He now has a choice—he can say it moved
and be required to cease movement (7.5.1 and 7.5.3). in as a Supporting Unit; if so, he can leave it in that hex, or, since

L . he has only expended 1 MP, he can leave the hex for +1 MP (7.5.1)
b. When a Stack containing infantry and/or cavalry (inf/cav) starts, 4 enter the next hex, for a total of 3 MP. Alternatively, he could

the Movement Phase in an EZOC, the inf/cav counters totaling g cige that he wants inf B to lead the attack against the Prussian

Steps or fewer are considered Engaged, counting Steps in turn frquv (because inf B has a better morale rating, for example). So he
the top of the Stack. All remaining inf/cav are considered Supporg-ays inf B is moving in ON TOP of A. Inf B is now the Engaged

Ing. unit, and inf A has become the Supporting unit (although A cannot
EXAMPLES: Steps in a stack from the top down, and order in whicigSume movement). This stacking shift incurs no penalty because
they are engaged: there is no Locked Marker in this hex.
2-Step, 2-Step—both Engaged ADDITIONAL ENGAGED UNITS: If fewer than 4 steps are En-
2-Step, 3-Step—only the 2-Step Unit gaged in a hex, players may make more units Engaged up to the 4
1, 1, 2-Step—all Engaged step Engaged limit without incurring the penalty, as long as this
1, 1, 4-Step—both 1-Step Units only does not change the Engaged status of the original Engaged unit(s).

) . In this case, you are not changing the status of the already Engaged
DESIGN NOTE: Players may better grasp Stacking and Engage&igit(s), but bringing other troops alongside into vacant frontage,

Unit concepts by envis@oning 4'3“?'0 Unit_s as spanning the enti?hich would not cause the confusion of having units actually ad-
500 yard hex. Successive Supporting Units would be ranged 20, ance or withdraw through each other’s lines.)

220 yards behind those in front. Unless firing at enemy on a flank,
only the first line (first 4 Steps and artillery) in a hex is capable oEXAMPLE: The player has a 2 step cav unit, a 4 step inf, and
forward fire. another 2 step cav unit beneath the inf, in that stacking order, in an
EZOC. Per 6.2, only the top 2 step cav is Engaged, and he must
lace a Locked marker on the hex. During his movement phase, he
buld move up the 2 step cav from the bottom of the stack to be-
come Engaged along with the top 2 step cav. This would NOT cause

6.3 Engaged Units and Stacking Order a Locked marker flip, as that original Engaged cav did not change

. : . its status. However, if the player wanted to move up the 4 step inf,
All Stacks that begin the Turn with Engaged infantry/ cavalry ar&%ﬂe,d have to place it atop [t)heyoriginal Engaged 2 s?ep cav (4 Fs)tep

already Locked In Combat, and have restrictions on changing Stack- . . .
ing order and moving. Ilzsngaged limit). This would change that cav from Engaged into

_ _ Supporting status. As this does change the original Engaged unit,

Markers. Any hexes so marked may not be vacal r«;:_c__:
completely during the turn [Exception — 6.4]. ‘

c. Artillery Units do not become Engaged or Supporting. All En-
gaged inf/cav must participate in Close Combat if they are adjaceE
to any opposing inf/cav.

6.4 Locked Markers and Engaged Fast Units

 During the turn, the inf/cav that are Engaged in that Engaged Fast Units (any Unit with a Movement Allowance of 4 or
Stack can change, either by Supporting inf/c{ _kocked greater) may legally leave a hex marked with a Locked Marker if
moving to the top of the stack or new inf/cav ente .:;j"c::. they are not adjacent to one or more Engaged, Formed enemy cav-
ing the hex and being placed on top of the Stack -2 | alry units. Fast Units that leave a hex do not cause the Marker to
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PRUSSIA'S GLORY SERIES RULES 7

flip to its penalty side, but still pay additional movement costs (see Each type of counter has its own cost column. For hexes with

7.5.3). If the marked hex is now empty, discard the Marker. multiple terrain types, use only the highest hex cost.
« Counters always pay all applicable hex-side costs.
» Aslong as no other rules are broken, a counter may always move
7 ' M oveme nt P hasqg) one hegx during its turn, regardless of MP costs. ’ ’
In this phase, players move all of their eligible counters. « Artillery Units that move may not Bombard in th
» All Routed infantry and cavalry must move first (7.1). same Player Turn, and should be marked with
 Routed artillery never moves. Artillery Moved Marker.

« All hexes with infantry and cavalry in an EZOC are marked wit _ ]
a Locked Marker (7.2) and have restricted movement (6.3). i

< The player then moves all non-Routed counters (7.3) with prio fre
ity given to moving enough supporting Units out of overstacke
hexes to bring them back within stacking limits (5.4).

« Players may place Wings In Column before or after completing r

movement (7.6). EXAMPLE: To enter hex 1726 on the Prague map from hex 1725

7.1 Routed Movement SegmenBA) costs 2 MPs, 1 MP for the clear hex and +1 MP for moving up the

Routed infant d | i during thi tf Islope hex-side. Also on the Prague map, the marsh/pond hexes
a. Routed infantry and cavalry must move during this segment, fol; /. 2 \ib for cavalry to enter, not 5 MP.

lowing the retreat rules (10.9). Routed infantry moves 2 hexes per
turn, and Routed cavalry moves 3 hexes per turn, ignoring all M? 4 Movement Restrictions

costs for terrain or leaving an EZOC. A Routed Unit that reache§'4ll Non-Leader UnitsNon-leader Units’ MAs are halved (round

the edge of the map with movement remaining is removed, countiy fractions) if any of the following conditions apply, but are not
ing as eliminated. Otherwise, Routed movement follows the ruleg, ther reduced if more than one applies:

for all other Retreats (including Capture, if unable to make the full )
move required). « Command State is Degraded (4.2.3)

 Unit is Out of Command (4.2.2)
b. Routed artillery cannot move.  Unit is Disordered (9.1)

7.2 Place Locked Markers Segment3B) EXAMPLE: Most infantry have an MA of 3, and will have an MA
All Stacks that begin the Turn with Engaged infantry/cavalry ar®f 2 when Disordered.
marked with Locked Markers.

7.3 Normal Movement(3C) 7.4.2 Leader Units.Leaders always get their full MA.
Normal Movement involves spending Movement Points (MPs) to o )
cross hex-sides and enter adjacent hexes. Only non-Routed Unft4-3 Prohibited Terrain.

may perform Normal Movement. » Counters may never enter prohibited terrain (see TEC).
« Counters may never enter a hex occupied by an enemy counter,
PROCEDURE: unless attempting an Artillery Capture.
+ Counters are moved one at a time, and each counter must comfon-Routed Units may never exit the map unless their Army is
plete its movement before the next one may be moved. Demoralized or Broken (see 12.0).

» The Phasing player must first move enough supporting units out

of any overstacked hexes to bring such hexes back within stack-> Movement and ZOCs
ing limits. » There is no additional cost in MPs to enter an EZOC.

NOTE: If an overstacked hex is totally surrounded by enemy EXiting an EZOC, if possible, always incurs a movement point
units or impassible terrain and movement is not possible, the Penalty, and the exiting Unit must always have enough MPs to

owning player removes or reduces as many supporting units as P2y both the penalty and normal terrain costs to enter an allowed
is necessary to bring the hex back within stacking limits. The adjacent hex.
counters removed are placed on the Army Morale Track as elimp- Different types of Units interact with EZOCs in different ways

nated surrendered units. (see 7.5.1 - 7.5.3).
* The Phasing player may now move his remaining unmoved eli 5.1 Infantry Movement and EZOCs: There are two classes of
gible counters in any order. infantry: normal infantry (MA 3) and fast infantry (MA 4). This sec-

* MPs may never be saved for later use or transferred, and unug@sh covers normal infantry. (Fast infantry is covered in section 7.5.3.)

MPs are lost. « When an infantry Unit enters an EZOC and becomes Engaged
* A counter may not spend more MPs than its Movement Allow- (6.2) with any enemy unit, it must stop moving.

ance (MA). « A Supporting infantry Unit that either begins movement in an
 The cost in MP to enter each type of hex and to cross certainEzZOC or enters an EZOC may leave that EZOC at a cost of +1
types of hex-side is shown on the Terrain Effects Chart (TEC). MP in addition to normal terrain costs.
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8 PRUSSIA'S GLORY SERIES RULES

 If an Engaged infantry Unit started the Turn under a LockedC may also be placed IC. To mark a Wing that is IC, flip the Wing
Marker, the only way it can leave the hex is to have another Uniteader to its IC side, and rotate all IC Leaders and IC Units 90
enter and make it a Supporting Unit, or have a Supporting Undegrees from Units that are not IC. Wings are usually placed IC at
in the hex become Engaged. In this case, flip the Locked Markehe start of the movement segment. However, provided all other
in the hex to its penalty side. The formerly Engaged infantryconditions are met, Wings can also perform normal movement, then
Unit (now a Supporting Unit) may leave the EZOC at a cost ofjo IC at the end of movement. Army Commanders can be placed IC
+1 MP, in addition to normal terrain costs. and Deploy during the appropriate segments without regard to

i . EZOCs. IC Units stay IC until they are Deployed.
7.5.2 Artillery Movement and EZOCs: Artillery has the same re- _ , .
strictions as normal infantry in 7.5.1 (and is also restricted by 5.4?ESIGN NOTE: You must put ALL of a Wing’'s Units IC, and you
In addition, artillery may never enter an EZOC unless the hex aj@ke ALL of them out. This rigidity is to discourage players from
ready contains friendly infantry/cavalry. Artillery units anywhere ViEWing IC moves as a ‘bonus rate’ to be selectively and flexibly

in a stack, or alone in a hex, may leave EZOCs at a +1 MP cost, gployed. Consider IC as deliberate operational Wing/Army move-
if they were Supporting Units. ment. Commanders of the era intended to move and deploy their

Wings as unified bodies—‘attack from the march’ was viewed as a
7.5.3 Fast Units and EZOCsAII cavalry and infantry Units with  nightmare, not a deployment scheme.

an MA of 4 or more MPs are considered Fast Units. ) )
7.6.1 Effects of In Column MovementUnits that are IC gain +4

* When a Fast Unit enters an E_ZOC and becom_es Engaged wit%, and ignore all terrain costs, paying 1 MP per hex entéed.
Formed enemy cavalry Unit, it must stop moving. ception:Marsh and Heavy Woods hexes cost 2 IC mp each. Fast IC

* When a Fast Unit enters an EZOC and becomes Engaged wighits may exit EZOCs at a cost of 1 MA for Prussian Cavalry and 2
any enemy units except Formed cavalry Units, it may leave thiA for all other fast unitsNote—Units in IC may still not enter
EZOC at a cost of +1 MP for Prussian cavalry, or +2 MP for albrohibited terrain.If an IC Wing is Degraded, do not halve the
other fast Units, in addition to normal terrain costs. Units’ MAs or add 4. Instead, Degraded IC MAs are as follows:

« Engaged Fast Units that start movement adjacent to only En- Degraded IC artillery 4 MA
gaged Disordered enemy cavalry and/or any enemy infantry may Degraded IC infantry 5 MA
also leave those EZOCs at a cost of +1 MP for Prussian cavalry, Degraded IC cavalry 7 MA

and +2 MP for all other fast Units, in addition to normal terrain i o . .
costs. Note that this movement will not flip a Locked Marker tolC UNits have penalties in Close Combat, listed on the Player Aid

its penalty side per 6.4. This is the only way to change Whicﬁ:ards. There may be occasions when attacking may be necessary

Units are Engaged under a Locked Marker without flipping thé/vhile In Column (overwhelming attacks against isolated units, or
Marker to the penalty side occupying critical terrain), but the combat DRM penalties are se-

. . . . . . vere. IC Artillery may not Bombard offensively or defensively.
« Supporting Fast Units which either start in, or enter, a hex in an y may y 4

EZOC may also leave an EZOC at a cost of +1 MP, in additio.6.2 Voluntary Deployment: During the Deploy From Column
to all normal terrain costs. Segment (4.4), a player may announce that a Wing is Deploying

+ In Column Fast Units may also leave EZOCs, by decreasing tHfeom column. Flip the Wing Leader back to the normal side and
number of hexes moved in column by 1 for Prussian cavalry, dotate all of the Units back to normal. Any artillery unit within 5
2 for all other units (7.61). hexes of the Wing Leader may Deploy at the same time. Normal

movement rules immediately apply to this Wing.
7.5.4 Leaders and EZOCsLeaders may not enter an EZOC un-

less a friendly Unit is in that hex. If friendly Units are present, Lead7.6.3 Forced Deploymentif an enemy Unit moves or starts any
ers may enter and leave EZOCs freely at no additional cost and g@wvement phase within 3 hexes of any IC Unit, the associated Wing

not have to stop. may attempt to Deploy (along with any IC artillery within 5 hexes
o _ ) of that Unit). First, determine the Command Rating for the moving
7.5.5 Units with Parenthesized Strength Points: and stationary Units. Normally, this is the Command Rating for

Some Units have parenthesized Strength Points on their replaggsch Units’ Group. However, if a Leader with Initiative is stacked
ment steps. These Units are not permitted to enter EADEse  ith either Units’ Wing Leader, that Leader’s Initiative may be used
exhausted units are too shaken to attack). instead. Each player rolls one die and adds each side’s Command

Rating or Initiative. Non-moving Prussian cavalry then add +4 to
7.6 In Column Movement g g y

their die roll.
DESIGN NOTE: ‘In Column’ movement (IC) is faster ) -
than regular movement, but incurs penalties if IC unitsHISTORICAL NOTE: Prussian cavalry was better conditioned, su-

become involved in combat. During the early tums,perbly drilled, capable of quickly deploying from march column to

the Prussians will usually want to move IC to be abl charge, and led by men who lived under Frederick's famous stand-
to reach and attack the enemy without running out of time. ing order that any cavalry commander who allowed the enemy to
charge first would be cashiered. Catching Prussian cavalry IC

Both players may move troops In Column (IC). Units are placed I@vould be a rare feat.
as part of an entire Wing, not individually. For a Wing to be put IC¢ o | side’s total is higher, they may immediately Deploy as

the Wing must be Effective, all of the Wing's surviving Units mustjegerined ahove. Otherwise, the IC Units have been caught IC and
be Formed and In Command, and no Unit may be in EZOCs. Up {4y not Deploy during the current Player Turn. Each Wing gets
3 Effective artillery Units within 5 hexes of a Wing Leader gomgonly one attempt at Forced Deployment per turn.
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PRUSSIA'S GLORY SERIES RULES 9

8. Bombardment (Offensive
and Defensive)4, 6)

The Active Player may Bombard with artillery that fulfills the fol-
lowing conditions:

* |tis Stacked above all infantry and cavalry in its hex
* Itis not In Column or Routed
« |t did not move this Player Turn.

Each artillery Unit may only fire at one hex per Turn. In addition,

8.2a (recommended)Adopt a suitably sporting 18th century battle
captain’s attitude. Allow the other player their shot. With a spirited
hand flourish, say, “But of course, mon frere, fire away! I'm sure
my rascals deserve a rousting anyway!” Vary pithy phrase as de-
sired.

8.2b: For those who cannot accord such grace, each player rolls a
die, high roll calls it.

8.2.1 SlopesThe hex that is on the high side of the slope must be
adjacent to the slope for there to be LOS. If it is not, the hex is

each hex may only be Bombarded once per Turn. If multiple Uniteidden behind the crest. That is, when sighting DOWNHILL, the
fire at one target hex, their Bombardment Strengths are summegburce must be adjacent to the slope. When sighting UPHILL, the

Resolve each Bombardment one at a time.

8.1 Selecting the Target

Artillery may Bombard any hex up to three hexes away. The Bon
barding artillery must have LOS to the target hex (&Hjllery
adjacent to enemy Units may fire at those Units onhArtillery
may not Bombard targets at 2 or 3 hex range if the targets have g
friendly Units adjacent to them. Artillery bombarding at 1 hex rangg
(i.e into an adjacent hex) may fire at any enemy-occupied hex free
regardless of friendly Units’ locations.

L L Rl Fricnilly Ene mey
F-o 8, QU Uit
¥'u

EXAMPLE: On the Leuthen map, an enemy Unit is in hex 3106 af
a friendly Unit is in hex 3107. An artillery Unit in hex 3207 may fire
at the enemy Unit, but an artillery Unit in hex 3305 may not.
HISTORICAL NOTE: “Close overhead” supporting fire was rarely
used due to the desire to avoid losing costly troops from friend]
fire, not to mention the effect on morale.

8.2 Line of Sight
Line of Sight (LOS) is the method used to determine if two counter

can “see” each other. LOS must be checked to determine if Armies

can spot each other, and to determine which hexes an artillery UAl

target must be adjacent to the slope.

Kutzdorl

WES W--emrrenncee e

EXAMPLE: On the Zorndorf map, hex 2104 can see hex 2102,
because the high Unit is adjacent to the slope. 2105 cannot see
2103, because the high Unit is not adjacent to the slope.

8.2.1.1 Two SlopesLOS is blocked when sighting across two slope
hex-sides, except in two cases. Sighting over low ground occurs when
the two slopes are in opposite directions, indicating low ground be-
tween the two hexes. Ignore the slopes for all purposes in that case.
The other case is sighting up or down a long slope. If both slopes are
part of the same intervening hex, and the hex on the high side is
adjacent to the slope (which is the same rule as for one slope), LOS is
clear. Again, this represents one Unit being at the top of a rise.

= iz ]
¥ LF

EXAMPLE: On the Zorndorf map

E!ex 2105 has LOS to 2107, 210
|t1d 2207, and vice versa.

may Bombard. LOS is checked by tracing an imaginary line fronalso on the Zorndorf map, hex 172
the center of the source hex to the center of the target hex to se@ifs L OS to 1923 and 2023 and vid
anything blocks LOS. LOS is never blockagdterrain in the sight-  versa. However, hex 1724 doe
ing hex or target heXx.OS is always clear to adjacent hexes. If theNOT have LOS to 1922 or 1423.
trace passes through imerveninghex containing woods, town or

a Unit (with some exceptions noted below), LOS is blocked. If thé-2.1.2 More than Two Slopesin
trace passes through the hexside between two hexes, the traciiffieral. the unit at the highest e

player gets to choose which hex to use (ignore a slope along tHfation must be adjacent to the hig
hexside, if present). est slope edge. Any further changg

DESIGN NOTE: Every effort has been made to make the LOS rulm elevation down must occur ir

. o . . > IUlEBccessive hexsides. Low groun
precise and to cover every situation. If a dispute arises, it is th

"o

&

‘.-"E

Designer’s adamant intent that players do not agonize or biCkeﬁored
over LOS. In such a case, defer to rule 8.2a or 8.2b below: '

© 2006 GMT Games, LLC
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10 PRUSSIA'S GLORY SERIES RULES

8.2.2 Sighting Over Units:Intervening Units block LOS exceptin 8.5 Defensive Bombardment Phas@)
two cases. First, a Unit on low ground (see 8.2.1.1) between thge |nactive Player may Bombard with their artillery per the condi-

source and target does not block LOS. Second, if the source or t§fns in 8.0. Defensive Bombardment is only permitted against ad-
get hex is on the high side of a slope, a Stack immediately adjaczg&em Units.

and down slope from the high side may be ignored for tracing LO

Lobetinz 9. Rally Phase(5) and Unit
8 ki ok mis ,“E,,,,,_,‘ g Morale
l"'IL. il 'l. ;‘;"" | I_Inr PR

During the Rally Phase, the Active player may attempt to rally Dis-

i T ordered and Routed Units. The morale of Units is expressed by their
& "1 Fnendly 'y PRI Morale Rating and their Morale State. A Unit's Morale Rating is

Wachberg i i used in Close Combat, and is also occasionally checked in other

circumstances. All Units start out with a Morale State of Formed,

which may be degraded to Disordered and finally to Routed. Units

EXAMPLE: On the Leuthen map, hex 3617 can trace LOS to héRay recover Morale States through Rallying. Disordgr and Rout
3512, even if a Unit is in 3615 because the Unit is on low ground@n result from Close Combat, Bombardment, failing Morale
Also, 3512 can trace LOS to 3614 over Units in 3513 and 361%-hecks, and having to Retreat through friendly Units. When a Unit

because the Units would be directly downhill. becomes Disordered or Routed, place the appropriate Dis/Rt Marker
_ on top of the Unit (use the blue for Prussian troops and gold for
8.3 Resolving the Bombardment Coalition troops, if available).

a. Total the Bombardment Strengths (BS) of all firing Units. The .
gths (B3) g 1 Disorder

BS varies depending on the range to the target. BS at one hex¥s

. : ) 1
listed first, followed by two hexes and three hexes. When Units become Disordered, they must imme| 1%
ately Retreat one hex, unless otherwise noted (1 .

b. Find the column corresponding to this total on the Bombardmenind 10.13.3). Disordered Units may only use half o &

Table on the Player Aid Cards. Note that 1 BS cannot cause agtyeir MA (round up) until they Rally. Disordered Units

damage. also incur penalties in Close Combat and Bomba 'ﬁ'i hé
A

c.Determine the net DRM from the Bombardment Table (the DRM%ent’ which are listed on the Player Aid Cards w

are cumulative):

e other DRMs for those activities. A Disordered Ur ﬁ‘ip H

o _ that suffers an additional Disordered result suffert—
+? Use the TEC to determine if any Artillery Bombardmentrout result instead.

DRMs apply. The attacker selects one attacking hex. Add in
the least favorable terrain DRM from that hex and from thé.2 Rout
target hex, including all applicable hex-side terrain from botrROUTED EFFECTS:

hexes. ) . * When non-Artillery Units become Routed, thel
-3 ifthe target hex contains only Routed units immediately Retreat 2 hexes (if infantry) or 3 hex :ﬁ}"'%b\_
-3 if any firer is Disordered ; - : =21

It any fire . ) ~ (if cavalry), ignoring all MP costs.
-1 iffireris in a Demoralized army (does not apply if the firer is, Routed

Routed artillery never moves or retre@te gun-

ina Brpkgn army) ners are saving their own skins, leaving their gu
—2 iffirer is in a Broken army behind) _..'.‘i i

—2 ifany bombarding artillery is currently under an MA-2 marker
+2  if all bombarding artillery is at one hex range to the target. *

If a Routed Unit suffers a Disorder or Rout resu

treat it as another Rout (with another Retreat). m
[Note Optional Rule 16.1.aCavalry (but not fast infantry) in @ « Routed Units lose their ZOC and are not fully controlled by the
target hex may withdraw before the bombardment die roll, using player until they Rally.

the procedures outlined in rule 10.2]

ROUTED UNITS IN COMBAT:

d. Roll one die, apply the net DRM and look up the result from thg ., teq Units that are attacked in Close Combat or by Bombard-
Bombardment Table. ment incur negative DRMs, as listed on the Player Aid Cards.

e. The result is applied to the Units in the target hex (see combatlf the attacker is attacking only Routed Units, the attacker ig-
results, 10.8). Results must be applied to Units that are or would benores all combat results against his Units.

Engaged in that hex (the top 4 Steps of inf/cav). The owning playser If a Routed Unit is forced to enter an EZOC, it is immediately
may spread the results among those Units as desired. Captured. However, Routed Units may leave an EZOC without

lty.
8.4 Remove Moved Markers Segment any penalty

After all Offensive Bombardment is complete, remove all the ‘Ar-ROUTED UNIT SURRENDER: If Routed Units of Demoralized
tillery Moved’ Markers from the map. or Broken armies are attacked in Close Combat, they surrender im-
mediately, before any combat die roll is made.
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9.3 Morale Checks » Close Combats are resolved in the order chosen by the Active

Units make Morale Checks when: player.
» For every Close Combat, follow the entire Close Combat Se-

« their Army becomes Demoralized (12.4) .
guence before moving on to the next Close Combat.

« their Army becomes Broken (12.5)
+ other Units Retreat through them (10.9). Exception: Optional Rule 16.2-Alternate Combat Method, Croat

To make a Morale Check, take the Unit's Morale Rating (MR) ancP"iPing Attacks.

add the Morale Modifier of any one Leader in the hex. Subtract ong| oSE COMBAT SEQUENCE

for Demoralized Armies and two for Broken Armies. Roll the diej  attack Designation (10.1ye*

and compare the result to the modified MR. 2. Withdrawal Before Combat (10.2)

« If the die roll is 1 or 2 points higher, the Unit is Disordered. 3. Determine Odds (10.3)
« If the die roll is 3 or more points higher, the Unit is Routed. 4. Select Lead Units (10.4)
» Otherwise, the Unit suffers no effect. 5. Determine DRM (10.5)
6. Resolve Close Combat (10.6)
9.4 Rally Check for Leader Casualties (10.7)
ARally is an attempt to improve a Unit's Morale State from Routed. Apply Results (10.8 and 10.9)
to Disordered, or from Disordered to Formed. It is impossible t®. Advance After Combat (10.10)
Rally directly from Routed to Formed. To Rally a Unit, modify its 10. Momentum Advance/Attack (10.11)
current MR using the DRMs from the Rally Modifiers table (seell. Earn Combat Success Markers (10.12)
the Player Aid Cards). Then roll a die and compare the result to the. Cavalry Action (10.13}repeat Step 11, if necessary, after Cav-
modified MR. If the die roll is less than or equal to the modified  alry Action
MR, the Unit recovers one level of Morale (from Routed to Disor- o )
dered, or from Disordered to Formed). Otherwise there is no effedi0té 1:Perform Croat Sniping attacks (Optional Rule 16.2).

Units may Rally while in EZOCs. 10.1 Step T-Attack Designation
« The Active player states which hexes are attacking and which

10. Close Combat Phasé7) are being attacked.

PROCEDURE: < All Engaged infantry/cavalry in each combat’s hexes will be in-

) . . . volved in the Close Combait.
' :;htieAzt'e\;gnp;ger is always the attacker, and the inactive player All attacking hexes must be adjacent to all hexes being attacked.

« Every Engaged (6.2) infantry and cavalry unit on both sides mudthe attacker may arrange attacks against multiple hexes containing
participate in Close Combat in this phadete—this means that Engaged defending units, but must organize these attacks so that all
if an attacking friendly engaged Unit/Stack is adjacent to two oEngaged attacker hexes in each combat are adjacent to all Engaged
more engaged enemy Units/Stacks, it must attack them all uglefender hexes in each combat.
less additional friendly Units/Stacks can move up to assist in the Resolve Croat Sniping Attacks (Optional Rule 16.2)

Close Combat.

N

10.1.1 Flank Attacks, Supported Defensedf there is a single

e defending hex and it is completely surrounded by attacking Units
or the attacking Units’ ZOCs, either a Flank Attack or a Supported
Defense will occur.

L e « Do not count the presence or ZOC of Units not participating in

] the current Close Combat.
\/|/g « Attacker ZOC is not negated by the presence of adjacent de-
-

fender Units.

a. FLANK ATTACKS: If no Supporting Units are in the defend-
ing hex, a Flank attack applies. The attacker receives a +3 DRM if
the defending hex is not a town (as noted on the Player Aid Cards).

EXAMPLE: The Prussian unit on the left is Engaged and cannot . ) ) )
move. During the Close Combat Phase it must attack all thre- SUPPORTED DEFENSE:If Supporting Units are in the de-

adjacent Austrian units unless the Prussian unit on the right movd€nding hex, a Supported Defense applies. In this case, the defender
up to help out. (only) may add up to 4 Steps of Supporting inf/cav Strength Points

to his total. Also, a Supported Defense results in +1 Loss Point to
* In general, no Unit may participate in more than one Closéoth sides during resolution.

Combat per Turn; however, attacking cavalry that performs a . , . . .
Sweeping Charge may participate in two combats, and defen®ESIGN NOTE: The defender's Supporting Units are engaging

ing units may be subject to more than one combat result due fdtacking Units on the defenders flank and/or rear. The larger
Sweeping Charges. number of troops simultaneously engaged will result in higher

losses.

= . .. e .
* T
i B

el Kt (IR i

o

S
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10.2 Withdrawal Before Combat « In cases where Combats contain only one attacking and one de-
All Defending Fast Units may Withdraw one hex before Close fending hex, those hexes are automatically chosen.

Combat if there are no Formed Cavalry Units Engaged in the at- In cases where Combats contain two or more defender and/or
tacking hexes. To Withdraw, all eligible Units must Withdraw from attacker hexes, the attacker selects one attacking hex and one
a hex, and they must all move one hex to the same location. Theydefending hex. The attacker may freely choose those hexes of-
may Withdraw into an EZOC, and are always placed on top of any fering the least negative terrain DRMs to him.

Stack they move onto. When Units Withdraw, new inf/cav may In all cases, apply the least favorable hex terrain to the attacker
become Engaged in the defending hex, and Close Combat pro-from those two selected hexes, including all applicable hex-side
ceeds against those Units. If the intended defending hex is nowterrain between the two selected hexes.
completely vacated, intended attackers/support units may advang@eyes selected for terrain DRMs do not need to contain the Lead
into that hex, but may not add their strength to any other Close yits for each side.
Combat that player turn.

EXAMPLES:

10.3 Determine Odds 1) An attack from clear into a town is at —1.

10.3.1The Attacker totals the Strength Points of all attacking En-%? A cavalry attack from woods into clear is at —4.

gaged inf/cav, and the Defender totals the Strength Points of & i i
An attack by infantry from clear and cavalry from woods into a

defending Engaged inf/cav. There is a limit to the number of S .
that may be counted per hex. town is at —1. If there _V\_/ere an entrenchment between the clear and
town hexes, the modifier would be —3.

10.3.2A maximum of 8 infantry SPs or 6 cavalry SPs may take part | hock ] | hock .
from the same attacking or defending hex in one Close Combat. 10.5.2 Cava ry.S ock DRM.(.?avg ry Shock occurs in Combat
when all attacking Units contributing SPs are cavalry, and all de-

LIMIT EXAMPLE: Two Prussian 2-Step 5-5-3s are Stacked tofending units contributing SPs are either cavalry, or are In Column,
gether. They may only use 8 SPs in Close Combat. Disordered, or Routed infantry.

DESIGN NOTE: Shot up 2- and 1-Step Units actually retain mora. Find the average shock value for each side by adding the shock
than 50% or 25% of their men. Thus, two 2-Step Units would revalues of each involved friendly cavalry unit and dividing by the
quire more than a one hex frontage. This rule therefore preventsumber of units involved in that combat.

several shot-up Units from fielding an artificially greater strength,
than an equal frontage full-strength Unit. Write off the ignored
SPs to the difficulties entailed in trying to meld two or more bat- .
tered Units into a unified force, and to shaken troops migrating t§ Light Cavalry units (MA 7) have a shock value of 0.

the rear, as in the 40-man-deep parts of the Austrian “line” at* Disordered cavalry units have a shock value of O, but are in-
Leuthen. cluded in the number of units involved.

Heavy Cavalry units (MA 5) have a shock value of 2.
Medium Cavalry units (MA 6) have a shock value of 1.

10.3.3During a Supported Defense (10.1.1), the Defender also adéls Round this value to the nearest whole number (halves round up).
the Strength Points of up to 4 Steps of Supporting inf/cav. In a Su%-

ported Defense, apply this limit separately to the Engaged UnitsXAMPLE: One forme_d Prussian CU|ras_3|er (heavy) ca\_/a_1lry unit
and the Supporting Units. and one formed Prussian Dragoon (medium) cavalry unit in sepa-

rate hexes attack one formed Austrian Dragoon (medium) cavalry
10.3.4After totaling the SPs on each side, compare the attackert#it and two Disordered Austrian Cuirassier (heavy) cavalry units
SPs to the defender’s to get a ratio. Round that ratio in the defende(@so in separate hexes, with the Austrian Cuirassiers stacked to-
favor to one of the listed ratios on the Combat Results Table (CRTy€ether). The Prussian cavalry possesses three Shock Points (two
for the heavy unit, and one for the medium unit). Dividing three by
RATIO EXAMPLES: 5 SPs attacking 4 SPs is 1-1. 4 SPs attackifgo (the number of units) yields 1.5, which rounds up to two shock
5 SPs is 1-2. 7 SPs attacking 4 SPs is 3-2. points. The Austrian cavalry possess one Shock Point for the me-
10.4 Select Lead Units dium unit, and zero Shock Points for the two Disordered heavy

. units. Dividing one by three yields .333, which rounds down to 0
Each player must choose one Engaged infantry or cavalry from 8fock Points. The Prussian cavalry will have a +2 DRM in the
of their participating hexes to be their Lead Unit. The Lead Unit’su

' . éocoming battle.
morale is used for comparison as a Close Combat DRM, and th
Unit will also take the first loss points. The selected Unit does nat. The shock DRM is determined by subtracting the average shock
have to be on top of the Stack, it only needs to be Engaged. value for the defender from the average shock value for the attacker.

10.5 Determine DRM d. Cavalry Shock is never used when the selected defender’s terrain

The Active player sums all applicable DRMs from the charts tds woods, town or marsh; when the selected gttacker’s tgrrain is
arrive at a total DRM (See Combat Result Table DRM section oWoods; or when an entrenchment was counted in the terrain DRM.

the Player Aid Card). Two DRMs require computation. 10.6 Resolve the Close Combat

10.5.1 Terrain DRM: The attacker selects one attacking hex andrhe Active player rolls one die, modifies it by the total DRM, and
one defending hex. cross-references the modified die roll with the correct odds column
to determine the result of the Close Combat.
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10.7 Check For Leader Casualties DESIGN NOTE: Musket fire had a 20-80 yard effective range, but

All Leaders in any of the hexes of the Close Combat must nogtillery canister fire reached up to 400 yards; Units facing canis-

perform a Leader Loss Check as described in 15.2. ter were in deadly range for far longer, whether advancing or re-
treating.

10.8 Combat (and Bombardment) Results
Though resolved on separate tables, Close Combat and Bomba
ment both share the same Combat Results.

%(9_.8.1.3 Forced Retreatstnits may take additional Step Losses
until their MR drops below 5. If an LP is assigned to a Unit with
MR below 5 that has already taken its required Step Losses, that

a. Bombardment results are expressed as Loss Points (a numbéit will suffer a loss of Morale State (and therefore retreat) rather
and r or * additional effects. than take another Step Loss. This will satisfy one LP.

« Bombarding artillery takes no losses. « If the Unit has an MR of 4, it suffers a Disordered result (9.1).

« The results shown apply only to the target hex. « If the Unit has an MR of 3 or less, it suffers a Rout result (9.2).

b. Combat results are expressed as No Effect (-); Loss Points EaAMPLE: A lone Formed Prussian 7-5-3 Unit gets hit with 2

number); Exchanges (Ex and Ex + 1); and *, R, , () or S addition&P’S- It must take one Step Loss to 5-4-3. With its morale now re-
effects. duced to 4, and with no other friendly Units in the combat to sat-

isfy the remaining LP, it must Retreat one hex and suffer a Disor-

* Two results are listed: results on the left of the slash are for thg, o result. This retreat satisfies the second LP, and completely
attacker, those on the right are for the defender. fulfills the result

* The defender applies his result before the attacker, but both re-
sults are considered simultaneous. Therefore, the attacker’s rk0.8.1.4 Voluntary Retreats:A Unit with an MR of 5 or higher
sult is not affected by any Unit reduction or Retreats the dethat has taken the required minimum number of Step Losses
fender sustains. (10.8.1.1) may voluntarily suffer a Disordered result (9.1). Such a
« In particular, any Units that Rout as a result of Close Combafeluntary Retreat may never be into EZOCs. Since players must

lose their ZOC immediately and cannot perform any Capture§ati3fy as many LPs as possible, a Unit may not voluntarily Retreat
as a result of that Close Combat unless it is the last LP, or there are other Units available to satisfy

. . . ._all of the remaining LPs.
« If the attacker is attacking only Routed Units, the attacker ig- g

nores all combat results against his Units (and no leader [0§8XAMPLE 1: A Prussian 7-5-3 three Step Unit is stacked on top of
check is performed. a four Step 8-6-3 Unit, and the stack gets a 4 LP result in Close

108.1 L PointsPl . I Poi Combat. The first Unit, which is Engaged, must take a Step Loss to
-8.1 Loss PointsPlayers must attempt to satisfy all Loss 0|nt55_4_3_ Since its MR is now less than 5, it must Retreat and suffers a

(LPs) incurred by their side from each combat. A side cannotinfligh.. . 1o 4 rasult for the second LP. The 8-6-3 Unit is now En-

a Loss Point result in a single Close Combat greater than the num- .
. . . aged. It takes a Step Loss to 7-5-3 for the third LP. The player
ber of steps that contributed SP. The Lead Unit on each side must c?\?v has a choice sin[;e the Units MR is still 5 Ilt can take 2 sgc-

the f':jSt_ t? ta:ke aloss lPomt. EaCT LE néay be ZaF'Sff'e(: by an EBhd Step Loss for the fourth LP, dropping to 5-4-3 and remaining
gaged infantry or cavalry (and only by Engaged infantry or CaVE 5rmed and in the hex. Alternatively, the Unit can voluntarily take

alry) in one of two ways: a Step Loss or a Retreat. It is possiblg, poeat ang suffer a Disordered result for the fourth LP, and
through all Units being forced to Retreat, that not all Loss Pointg, . .." o 7 = 2

will be satisfied. Artillery may never satisfy LP. Note that as inf/cav
Retreat, new inf or cav may become Engaged and may start satisSiXAMPLE 2: A lone Prussian 7-5-3 Unit gets hit with 3 LP. It
ing LPs. As long as all other requirements are satisfied, players atgust take one step loss to 5-4-3. With its MR now 4, and no other
free to assign LP to Engaged inf/cav freely. friendly Units in the Close Combat to satisfy the remaining LP, it

. . . ust retreat one hex and suffer a Disordered result. Since is the
NOTE 1:Add one LP to both sides if a battle involves SUpportecglefender has not satisfied all of the LPs, the attacker gets to make
Defense a Momentum Advance or Attack (10.11).

NOTE. ?:PG” Optional Rule 16.1.b Attacking or defending hexe|5310_8_2 ExchangesExchanges are Loss Point results where the ex-
containing solely cavalry subtract —1 LP from all 3, 4, and 5 L

it act number of LPs depends on the size of the forces involved. Sepa-
results. rately total the number of Steps contributing SPs on each side and

10.8.1.1 Step Losseg single Step Loss satisfies one LP. A 3-Stepdivide by 4, rounding to the nearest whole number; .5 is rounded
Unit is removed from the map and its substitute placed instead, 9P The result is the total number of LPs applied to the enemy. For

Step side up. A 2-Step unit is flipped to its 1-Step side. A 1-Stepn “Ex + 1" result, perform the same calculation and then add 1 to
Unit is removed from the map. the final number of LPs. For an “Exr” result, perform the same cal-

culation and then add an “r" result after all LPs are satisfied.
10.8.1.2 Assigning Step LosseBuring any Close Combat, a Unit

must take one Step Loss (regardless of MR) before it is allowed XAMPLE: 3-Step and 2-Step Prussian Units attack 4-Step and 2-
Retreat. During Bombardment from one hex range (canister fireptep Austrians, and the result is EX/EX. 5 Prussian steps / 4 =

two step losses must be assigned before any unit can retreat (a5, for 1 Austrian LP. 6 Austrian steps /4 = 1.5, rounded to 2, for
other assignment is as normal). 2 Prussian LPs.
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10.8.3 “*", “R”, “r", ()", and “S” Results: There are several 10.9.1 Retreats and EZOCsif a Disordered Unit must Retreat

results that can occur in an addition to the Loss Points in a combiato EZOC, it continues Retreating one hex at a time until it is no

result. longer in an EZOC. For each hex over the required number that it
enters, it is reduced by one Step. These Step Losses do not fulfill

10._8.3.1Ar_ti||ery Step_ Loss (*): If ™" appears in a result, one any other Step Loss requirements. A Routed Unit forced into an
artillery Unit present in an affected hex must lose one Step, as pg5 g Captured

10.8.1.1. This is the only way artillery can be reduced other than

Capture. If no artillery is present, ignore this result. Note that this i$0.9.2 Retreating into or through Friendly Units:

in addition to any LPs listed. A. If a Unit Retreats into a hegausing it to exceed the Stacking

. limit, all stationary Units are automatically Disordered, and receive

;0.t8.3.t2 ??(Ut (.R ): t/_'\n .R ?rf]terl_tge LPtnbunj[bEr mearllqs thtat any pisordered markers unless already Disordered or Routed. Units re-
etreats taken in satisfying the LP must be taken as Routs, regag iving Disordered markers are not automatically retreated (an ex-

less of current Unit MR. ception to 9.1). Units that were already Disordered or Routed suffer

10.8.3.3 Additional Retreat (“r"): After all LPs are satisfied, all no further effects from this Disordered result (also an exception to
remaining Engaged inf/cav that have MR less than 5 suffer a Diso?-1)- After this automatic Disorder, each stationary unit must im-
dered result (9.1). Units with 5 or higher MR are unaffected. Thi§hediately make a morale check once the retreating unit finishes its
result never directly causes the Rout of a Formed Unit, regardle&gtreat.

of current MR. Supporting Units that become engaged as a resultOR,

these Retreats are not affected by the *r" result. Bombardment M In all other cases, each time a retreating unit enters a hex with

givean v re_sult atrange when no target Units are Engaged. In th§ ationary units, each stationary unit must immediately make a
case, the units that would be Engaged (the top four steps) are orale check once the retreating unit finishes its Retreat

fected. '
In Either case A or B above, if the hex contains both infantry and

10'8'3".1 Reduced LPfor Supporting Units (( )):Any LPs en- cavalry, add +1 DRM to each Morale Check, in addition to any
closed in parenthesis are reduced by one if any Supporting Un'&?her modifiers

are present in any of the affected hexes, prior to satisfying LPs.

e A e . ... Retreating through hexes with stationary Units may cause additional
10.8.3.5 Surrender (5):An *S” means that Engaged inf/cav with Retreats if stationary units fail their Morale Checks. Finish each

MR of 3 or less surrender and are Captured, satisfying 1 LP (Onl};getreat before resolving any subsequent Morale Check. It is en-

each, regardless of the number of Steps left in the Unit. Inf/cav wi Yely possible for stationary Units in a hex to make multiple Mo-

hlghelr MR \k’)v,h'(i[ht fag t0t3 or less due to taking LPs in this Comba];ale Checks if friendly Units in front of the hex are forced to retreat
are also subject to Lapture. through the hex. This means that massing Units several hexes deep

EXAMPLE: An Austrian 2-Step 3-3-5 Unit and 2-Step 4-3-3 Uni€an be a dangerous practice if the Units in front have to retreat
are stacked together (and are both Engaged) on top of an Austrigfrough the stationary Units, possibly starting a chain reaction of
2-Step 4-4-3. The Stack is hit with a 4RSe result. Since both Efftreats.

gaged Units have MR 3, they both surrender immediately, Sat'Sfo. Since retreating units must be placed on the top of any stack, if

:jng 2 LPt_s. T_he ?h4? ltle:‘kes iPStep Loss to 2-2-2 and then SUrreli artillery Unit had been the top unit, it is now covered. Stacking
ers, satisfying the full four LPs. order must be changed for it to become the top unit again during the
10.9 Retreats next Movement Phase.

PROCEDURE: A Unit which is Retreating should always move1 (.10 Advance After Combat
away from the enemy, avoiding EZOCs, and should attempt to r(%;{)

treat towards the clqsest friendly map gdge when possible. Frien e attacker may Advance any infantry or cavalry (including Sup-
map edges are defined by the scenario rules. Units should alw 8rting Units) from attacking hexes into any vacated hex.
attempt to Retreat in one direction only, may never enter prohibited ]
terrain, and should attempt to end their Retreat further away frof The stacking order may be changed freely, and any Leaders may
the enemy than where they started. When these goals are in con@dvance with any infantry/cavalry.

flict, a Unit’s priority is first avoiding EZOC, then avoiding nearby * Artillery may never Advance.

friendly Units, and finally seeking the friendly map edge. If a Unit . .

must Retreat and it cannot (for example, due to impassable terraulno'lo'2 Vacated Attacker HexesDefending Units may never ad-

enemy Units or Units with Parenthesized SPs forced into EZOCs\f,aince into vacant attacker hexes if the attacker has retreated.

the Unit is Captured. e The only case in which the defender may Advance is if an at-
tacking hex now contains only artillery (10.10.3).

In this case, any infantry/cavalry from defending hexes may ad-
vance in the same way as attacking Units (10.10.1).

.10.1 Vacated Defender Hexe#f any defender hex is vacated,

LEADERS AND RETREATS: A Leader which is Stacked with a
Retreating Unit may accompany the Unit without cost.

STACKING AND RETREATS: Retreating Units must be placed at

. 10.10.3 Attacker or defender hexes containing only artillery:
the top of any Stack they end their Retreat on. g only y

Advance after combat into artillery-only hexes is the only case when
opposing Units may occupy the same hex.
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« If any defender hex now contains only artillery, the attacker ma?LAY NOTE: Thus, already Routed units that are routed again but
Advance any infantry or cavalry (including Supporting Units) remain on map do not earn the enemy any further CS points. When

from attacking hexes into any artillery-only defender hex. a 3- or 4-Step enemy Unit is eliminated or captured, you will re-

e The stacking order may be Changed free|y, and any Leaders m@?ive a total of 2 CS Points. CS Markers in denominations of 1
advance with any infantry/cavalry. through 4 are provided, and players should make change freely.

* Artillery may never Advance. PG Il maps have Combat Success Tracks as well. Players may

» The only case in which the defender may Advance is if an adjaaccumulate CS markers, or use any CS marker on these tracks
cent attacker player hex now contains only artillery. In this casénstead at their option.
any infantry/cavalry from defending hexes may advance in the )
same way as attacking Units. 10.13 Cavalry Action Segment
Cavalry may be able to perform a Sweeping Charge, which allows
a cavalry Unit to participate in one additional Close Combat in the
same Turn.

* Ifthe artillery bears a Routed marker, the attempt automaticallyEg iGN NOTE: Well-executed cavalry charges could sweep
succeeds and the artillery is Captured. through two or three enemy lines.

« Otherwise, roll a die for every artillery Unit in that hex. Modify

it by the DRMs listed on the Player Aid Cards and look up thel0.13.1 Attacker and Defender Participation:
result on the Artillery Capture Table. a. After any Advancing, including a Momentum Advance, any at-

i{acking Engaged Formed cavalry may attempt a Sweeping Charge.

10.10.4 Artillery Capture Attempt Procedure: After advancing,
a Capture attempt is made on the atrtillery.

* Remember, when placing Captured artillery on the AM track,
is important to note how many Steps were Captured (see 12.3). This may include Units that started the Close Combat as Sup-

) ] porting Units, since stacking order can change as a result of an Ad-
EXAMPLE: A 3-Step artillery Unit suffers an “on-map counter cap-y,gnce.

tured” result. The 3/2 Step counter is placed upside down on the AM

track with the 2-Step side showing, representing 2 Steps of CapturgdA Swzep_ing Chharge may qot be atdtempted if the origri]nal attack
artillery. The 1-Step replacement counter is put in its hex on thiy@s made Into a hex containing woods, & town or marsh, or across

map, and then becomes Disordered and Retreats one hex. an entrenchmept (or if the target hex for the Sweeping Charge con-
tains such terrain).

10.11Momentum Advances and Momentum Attacks  d. it is not necessary to Advance prior to attempting a Sweeping

If the entire Loss Point result was not satisfied and the attack&harge (for example, if the original defending hex was not vacated).

Advanced, the attacker gets a bonus. The attacker may do Oneec.’&avalry

. whether in an Engaged or Supporting role, can only par-
the following:

ticipate in one Sweeping Charge attempt per turn.

Momentum Advance: This is an additional advance of one hex in{q 13 » Performing the Sweeping ChargéEhe Active Player se-

any direction. A Momentum Advance can be performed only by iNfacs \hich cavalry will attempt the Charge, designates which hexes
fantry/cavalry that have advanced as a result of Close Combat, an I be involved in the Sweeping Charge combat (see 10.1), and

now occupy a hex that is not adjacent to enemy infantry/cavalry. 15 one die for all Units. If a cavalry Wing Leader is present in any

Momentum Attack: If a Momentum Advance is not Nex attempting the Sweeping Charge, that leader’s MM may be
possible, or not desired, the Attacker may place a Moadded to the total of the die roll. Add the modified die roll to each

2 DRM mentum Attack Marker on any adjacent hex containUnit's MR. If the total is 11 or more, the Unit must participate in the

e ing enemy infantry/cavalry. This provides a DRM in next Close Combat. If it is 10 or less, the Unit may not participate in
the next combat involving that hex. If the hex is attacked in thé1e next Close Combat. The Close Combatinvolving any Sweeping
current Player Turn (either by a Declared Close Combat or Sweep@valry must be resolved next, and only Sweeping cavalry may be
ing Charge), the attacker gains a +2 DRM. If the hex is forced tgttackers. If the initial Close Combat resulted in a Momentum At-
attack in the next Player Turn, the Marker is applied as a —2 DRM@ck being applied to a hex, that hex must be designated as a de-
Momentum Attack markers are cumulative and are removed aftégnding hex for the Sweeping Charge. Otherwise, the attacker may
providing their DRM. If the marked hex is vacated before an attacheSignate the defender hexes within the parameters of rule 10.1.

involves the hex, discard the marker. Artillery counters under anp 13.3 Cavalry Disorder:All cavalry that engages in combat

MA mar_ker also incur a —2 DRM on all bombardments until ther)ecomes Disordered, but timing for placement of Disordered mark-
marker is removed. ers varies

10.12 Earn Combat Success Markers Segment a. At the conclusion of any close combat, all Formed, Engaged

You earn Combat Success Markers for Capturing¢avalry Units of both sides receive Disordered markers. This in-
Ch Routing or eliminating enemy Units. Every time A Rout cludes Supporting Units that became Engaged before all Loss

m marker is placed on an enemy unit (or a Dis marker of?0ints were resolved, but not any that became Engaged upon ful-

an enemy unit gets flipped to its Rout side), for what-filling the last LP.

ever reason, and every time an enemy Unit counter is removed fraexception: Formed, Engaged, attacking cavalry Units designated

the map due to complete elimination, substitute counter placemeid, perform a Sweeping Charge do not receive Disordered markers

or Routing off map, you earn one CS Point at this time (see paras b. and c. below).

Marerdin
AliEL
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b. If a Sweeping Charge is declared, those Formed, Engaged cay2 .2 Army Morale Adjustments
alry Units designated to participate that fail the die roll (see 10.13.2pe Army Morale track boxes will be gradually filled in, primarily
above) immediately receive Disordered markers. by eliminated Units, but also with other Markers, reducing Army

c. Those Formed, Engaged, cavalry Uunits that successfully paMorale. At any given time, the Current Morale Marker indicates

ticipate in a Sweeping Charge do not receive Disordered markef&S Army's AM. As each Unit counter (except Leaders) is elimi-
until the conclusion of the Sweeping Charge Close Combat. nated, Captured or Routed off map, it is placed on their Army’s AM
track following the procedure below. Any time a costin AM is paid,

d. Note that these Disorder markers are plaafter all LPs are  place spare Markers on the AM track the same way.
applied. Cavalry that become Disordered due to paras a, b, or c, . .
above do NOT Retreat (in an exception to 9.1). Note also that onfy Pace the Marker or Unit on the AM track in the next empty box

Formed cavalry become Disordered, so no Routs are caused by ap(below all fllled boxes). It there are no Markers or Units on the
plying this rule. track, place in the box with the Current Morale Marker.

< Always ignore the Current Morale Marker when placing pieces.
EXAMPLE 1: A 6'-7-6 Prussian cavalry Unit stacked on top of & The Current Morale Marker never fills a box on its own-it merely
4-7-7 CaValry Unit attacks a lone 2-3-6 Russian CaValry Unit. The serves as a reminder of current AM.
Prussian stack is hit with 1 LP and captures the Russian. The 6'-7- A\ can drop not only due to combat losses, but also Army Ac-
6 Unit takes a Step Loss which drops it to 5'-6-6. The Prussian tivation (4.1) or Fatigue (12.3).
player elects not to attempt a Sweeping Charge, and the 5'-6-.6

Unit is Disordered but the 4-7-7 remains Formed. Place Captured Units on the track the same way, but rotated 180

degrees to distinguish them from the other Units. It is important
EXAMPLE 2: Assume the same situation as the previous examplefor Victory Points purposes to know which Units were Captured,
but the Prussian player Advances the Units, places the 4-7-7 onand which were eliminated by combat results.
top of the Stack, and attempts a Sweeping Charge. A 3 is rolled,|f a Routed Unit moves off of the map, treat it as an eliminated
which fails. The 5'-6-6 becomes Disordered since it was Engaged Unit.
during a combat. The 4-.7-7 becomes Disordered because it Was” a 3- or 4-Step Unit is Captured or eliminated, place the re-
Engaged when a Sweeping Charge was attempted. If the Sweeping|acement Unit on the AM track as well, filling another, sepa-
Charge had succeeded, the 4-7-7 would still have suffered a Dis-4te pox.
ordered result after the Sweep. However, if a Sweeping Charge
had not been attempted, the 4-7-7 would have stayed Formed, sinbee pieces placed on the AM track will be used to move the Cur-
it was not Engaged while combat was resolved and a Sweep went Morale Marker during the Joint Army Morale Adjustment
not attempted. Phase (13).

EXAMPLE 3: Assume the previous stack is attacking a mucGAPTURED ARTILLERY: It is important to know how many ar-
tougher target and takes 3 LPs. The first two LPs are resolved bytdlery Steps were Captured. Each artillery counter placed on the
Step Loss and Retreat by the top Unit, with one LP applied asAM track can represent 1 or 2 Steps Captured; place the counter on
Step Loss to the 4-7-7, dropping it to 3-6-7. Whether or not thiés 2- or 4-Step side if it represents 2 Steps of Captured artillery.
Prussian player attempts a Sweeping Charge, the 3-6-7 will suffétlace it on its 1- or 3-Step side if it represents only 1 Step.

a Disordered result, since it became Engaged while LPs were ap- ) . . S .
plied (the only question is when the Disorder marker will be ap%XAMPLE' In Kolin, the Austrians attempt an Activation, having

Igst no AM to this point. The player places a Rout Marker (or any

plied—see para 10.13.3). If only 2 LPs were applied, causing th .
top Unit to Retreat but no further effects, the 4-7-7 would s,[aither spare) in the 40 box (under the Current Morale Marker) and

Formed, unless the Prussian player attempted a Sweeping Char he 39 box on the Army Morale Track, and rolls the die. The mark-

e, L
because it was not Engaged while the combat was resolved. rs are placed because the activation attempt costs two morale

points.

11. Remove Locked Markers EXAMPLE (PG I): In Leuthen, the Austrians attempt an Activa-

tion, having lost no AM up to this point. The player places Rout
Seg ment(8) Markers (or any other spare) in the 24 box (under the Current
Morale Marker) and the 23 box on the Army Morale Track, and
rolls the die. If the Austrian player had lost two counters prior to
attempting Activation, due to a Prussian attack on the Detach-
ment, the Rout Markers would be placed in the 22 and 21 boxes.

After all Close Combats are resolved, remove all Locked Marker
that remain on the map.

12. Army Morale o

ARTILLERY CAPTURE EXAMPLE: A 3 Step artillery Unit is Cap-
12.1 Army Morale Tracks tured. Both its counters are placed in separate boxes on the AM
The collective ability of the Armies to continue fight- track, rotated 180 degrees, 3-Step (and 2-Step), and 1-Step/blank
ing despite losses and fatigue is reflected in the Armysides up.

Morale (AM) tracks. Each Army’s Morale starts at a ) . . e
level specified in the scenario instructions, also showri:)l‘AY NOTE: Yes, the first piece placed on the AM track is “free

jn that it does not actually lower AM. The first piece placed merely
starts the process.

on the tracks. Start each Army’s Current Morale Marker at this leve
The upper limit for Army Morale is the top of each track.
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12.3 Fatigue » —1 MR for all Morale Checks and Rallies

HISTORICAL NOTE: As at the battle of Zorndorf (in PG 1) , heatt —1 DRM if Attacking in Close Combat or Bombarding
played a critical part in the battles of Kolin, and again especiallye +1or +2 DRM if Defending in Close Combat (depends on the
at Kunersdorf. type of attacking unitsee the CRT)

To reflect the severe heat in the battles of Kolin and Kunersdori, A Routed Unit of a Demoralized Army that is attacked is imme-
every turn that an Activated Army engages in movement or combat, diately Captured.

it takes an AM penalty. For this rule, combat includes any Close Unrouted Units of Demoralized Armies may pay 1 MP to volun-
Combat, or being bombarded at 3 BS or higher. During the Joint tarily leave the map through a friendly map edge (as defined by
Army Morale Adjustment Phase, if an Army engaged in non-Routed the scenario). These Units do NOT count as eliminated.

movement or combat during the tur, it takes a.2 point Army MODESIGN NOTE: Unrouted defeated forces are withdrawing to
rale penalty. Place two unused markers (use a different marker th

n "
markers used to pay for Army Activation) on the Army Morale Track%ght another day".

in the highest numbered unfilled boxes, just like any other countergp 5 Army Broken

plaged on the track. After an .Army is activated, if it spends a tur[&n army is automatically Broken when its Current Morale Marker
resting and does not engage in non-Routed movement or combajglihyaceq in the —10 box or lower. Once Broken, an Army may never
can regain lostAM. In this case, remove two fat'gue marker_s frornacover. At the instant an Army becomes Broken, all of its Disor-
the AM track an(_j move the other counFers up tofill Fhe gap, if NeGyereq Units become Routed (9.2). All of its Formed Units within 3
essary. If no fatigue markers are available, no fatigue can be rgz, s of enemy Units must perform a Morale Check (9.3), but are
gained. now —2 MR. The Army Broken procedure happens after CS are

EXAMPLE: The Prussian player finishes their turn with AM boxcounted for the turn, meaning any CS earned through an enemy
31 filled. They adjust for Fatigue by placing markers in boxes 3@\my Demoralization will not be turned in until next turn.

and 29. They then count two Routed Units and place the Curregfo ., qiization/Broken checks are simultaneous. Resolve EZOC
Moralg marker in box 27. The next turn, the Prussian player 9aiNS,flicts in the same way as for Demoralization.

a respite and rests for a turn. They remove the markers from boxes

29 and 30, regaining two fatigue. If they still have two Routed UnitsThe continuing effects of Army Broken are:

their Current Morale marker is placed in 29. « +2 to all Command State rolls

12.4 Army Demoralization » -2 MR for all Morale Checks and Rallies
An army may become Demoralized when its Current Morale Market —2 DRM if Attacking in Close Combat or Bombarding
enters 6 or below on the AM track. During the Joint Morale Adjust- +2 DRM if Defending in Close Combat

ment Phase, roll a die for each Army in danger of Demoralization. ynrouted Units of Broken Armies may pay 1 MP to voluntarily

Compare the die roll with the Demoralization range printed in the |eave the map through a friendly map edge (as defined by the
box under the Current Morale marker. If the roll is within that range, scenario). These Units do NOT count as eliminated.

the army is Demoralized. An Army automatically becomes Demor;
alized when its Current Morale Marker is placed in the zero box or
lower. Once Demoralized, an Army may never recover.

A Routed Unit of a Broken Army that is attacked is immediately
Captured.

EXAMPLE: The Prussian player adjusts his Army’s morale for C ;
and Routed Units, and finds the Current Morale Marker at 4. De?lB . ‘]Olnt Army M Orale

moralization range in that box is 1-2, and the die roll comes up Ad] ustment Seg me nt(C)

3. The Prussians just avoid Demoralization. If the roll had been a . ) )
1 or 2, the Prussians would have been immediately Demoralize _he following Jomt Army Morale Adjustment steps are performed
y both players simultaneously:

MORALE CHECKS: When an Army becomes Demoralized, any of ]

its Units that is within 3 hexes of enemy Units must take a Morale | =F ONE: On every turn, each marker or group of CS Markers
Check (9.3). All Units have —1 MR for this and all future Morale ©°taling three CS points (10.12) earned by a player provides a one
Checks. Army Demoralization happens after CS are counted for &M Ponus for his morale track. Excess CS points over and above
turn, meaning any CS earned through an enemy Army Demoraliz8nY Multiples of three CS points are wasted. Also, if a player has
tion will not be turned in until next tun. Demoralization/Broken check"Y €armed two or fewer CS points, they are wasted. For every AM
are simultaneous, and both Armies will take any Morale Checks gpnus earned, take all the pieces from the lowest number box on the
the same time. If it becomes important which Units Retreat first foftM track and move them up one level (but not beyond the top of
EZOC purposes, players should alternate Retreating one Unit a i}ftrack), thus gaining _backAM. Move the Current 'V'(?fa'e marker
time (determine first player randomly) until all Units have Retreate _ack up to the lowest filled AM box. If there are no pieces on the

Note that any Routed Units lose their ZOC immediately, even if thegaCk other than the Current Morale Marker, move it up the correct
have not performed their Retreat yet. umber of boxes. Return all CS chits to the pile.

STEP TWO: Each player then counts the number of friendly Routed
Units on-map, and places their Current Morale Marker that many
* +1to all Command State rolls spaces down from the lowest numbered filled box on the AM track.

The continuing effects of Army Demoralization are:
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If there are no friendly Routed Units on-map, the Current Moral&VING LEADERS: When a Wing Leader is removed, put a replace-
Marker remains in the box it occupies. This is their Army’s Curreniment Leader (with a matching movement allowance if possible) in
Morale. Remember, the Current Morale Marker never fills an emptthe same hex. If that hex is unavailable, the replacement Leader is
box on its owrif occupying an empty box, that box is eligible to Stacked with the nearest friendly Unit.

hold the first friendlly unit removed from the map. ARMY COMMANDERS: If an Army Commander is killed or

STEP THREE: If the Army’s Current Morale is 6 or less, roll for wounded, flip the Leader over to the second-in-command. Again, if
possible Army Demoralization (12.4). If either army is Demoral-the hex is unavailable, move to the nearest friendly Unit. If the sec-
ized, perform Demoralized procedures. If either army becomesnd-in-command was a Wing Leader, place the flipped Army Com-
Demoralized, flip its Current Morale Marker to its Demoralized sidemander in the Wing Leader’s hex, and replace that Wing Leader

. , . ) with a replacement Leadethe Wing Leader has been promoted.
STEP FOUR: If either Army’s Current Morale is —10 or less, IMMe+¢ the second-in-command is killed or wounded, the Army must

diately apply Broken Army procedures (12.5). operate without a Commander.

EXAMPLE: The Prussian player starts with the Prussian Army’
AM boxes filled down to 34 and the Current Morale Marker at 343‘5'2 Leader Casualty Checks )

During the turn, it loses 2 counters, which are placed in the 33 ang!‘OSE COMBAT: After every Close Combat that occursin a hex
32 boxes. During the Joint Army Morale Adjustment Phase, h#ith & Leader, perform a Leader Loss Check by rolling a die. On a
finds he has earned only 2 CS chits, and so makes no CS adjuthe Leader has been injured: roll again. On a 1, it was a flesh
ments. There are 2 Routed Units on-map, so the Current Moral¥ound (no effect). Ona 2-5, the Leader is wounded and is removed

Marker is placed in the 30 box. Next turn, 2 more counters are |0§[0m the map. On a 6, the Leader is killed and is removed from the
and are placed in the 31 and 30 boxes (in 30, beneath the currefiiaP:

Morale Marker); then one of the Routed Units moves off-map anf| Ay NOTE: Why have wounded and killed results? It matters for

is placed in the 29 box. But, during the Adjustment Phase, he turpgmy commanders and Victory Points purposes.

in 6 CS Markers. So the Prussian player takes the Units from the

29 and 30 boxes and moves them up to box 31. Army Morale h@AUGHT ALONE: When a Leader is in an EZOC without being

thus been boosted two points. There are no Routed Units, so ta@cked with a friendly Unit, roll a die. If the result is a 6, the Leader

Current Morale Marker is placed in the lowest filled box, in 31. is killed. Otherwise, the Leader is immediately moved to the near-
est friendly Unit.

14. End of Turn Phase(D) 6. PG | and Il Optional/

Move the Turn marker to the next box on the Turn Record track an

begin the next Turn. dvanced RUleS
16.1 Cavalry (all armies):
15 \ M ore O n Lead ers 16.1a. Cavalry Withdrawal before Bombardment:

. . avalry Units may withdraw before Bombardment as well as Close
Leaders have no Strength Points, Morale Rating, Steps or Zogbmba){t y

and they cannot attack, defend or hinder enemy movement. Lead-

ers are primarily the focal points of their Wings, and must remainé.1b. Reduced Cavalry losses:

within five hexes of all their Units to keep them in Command. LeadStacks consisting solely of cavalry, or only cav/arty (no inf), reduce
ers have no Command State or Morale State and always get thair 3, 4, and 5 LP results by 1 LP.

full MA. Leaders may add their Morale Modifier (MM) to the cur-

rent Morale Rating of all Units in their hex (including members of16.1¢. Russian Cossacks (Zorndorf, Kunersdorf) -
other Wings), increasing their MR for Morale Checks and RalliesCOSSACK RELIABILILTY: Roll a die each time the Coalition

player attempts to have Cossack Units enter EZOC during move-
Wing Leaders of cavalry Wings may use their MM for cavalry Unitsment; on a DR of 6, the Cossack unit refuses to enter EZOC, and
in their hex attempting a Sweeping Cavalry Charge (10.13.2). Leadtops one hex short; it may continue using its remaining MPs, but
ers do NOT affect MR for any other purpose, including Lead Unitnay not again attempt to enter EZQException—the MR 6 114
MR comparisons. Tsugachev Cossack unit in Kunersdorf may enter EZOC normally,

EXAMPLE: A 5-4-5 Unit Stacked with Seydlitz (MM 2) is treated"'I0Ut the above checks.]
as having a MR of 6 for Morale Checks and Rally Attempts, or focOSSACK WITHDRAWAL: Cossack cavalry may withdraw from

performing a Sweeping Charge. ANY enemy Units, including Formed Prussian cavalry.

15.1 Replacement Leaders 16.2 Austrian Croat Sniping Attacks

Leaders can be killed or wounded due to Close Combat or enerpjexes containing only Austrian Croats that are Engaged against
movement. enemy non-cavalry units may use a special combat procedure called

sniping. The Austrian player designates one enemy hex for each
sniping attack, and adds up the Croat SPs (only) for each attack.
Roll the die, and add this to the attacking SPs. If the result is higher
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than the Engaged enemy Unit's morale rating, the enemy Unit bg-7.1 Dummy Counters (Replacement/False
comes Disordered, but does not retreat. If the result is equal or 'e?feaders)

there is no effect. Either way, this satisfies the attack requireme

t . . . .
for the Croat Units. This in no way affects Croat units in defense.Fn Main scenarios, each side may be allocated Dummy Wing Leader

and Detachment counters. These are drawn either from the appro-

16.3 Artillery Facets (AII Armies) priate nationality Replacement Leader counters, or (for the Austri-
(These rules contributed by PG player and Wilderness War design8f'S N Leuthen and Torgau) *false” Leader counters from the
Volko Ruhnke.) Rossbach game. Dummy counters are treated exactly as real Lead-

ers/Dets, and may be used to deceive the enemy as players devise,
16.3.1 Extended Artillery Range:Artillery units may bombard until they are spotted, at which time they are removed from the
targets at lower elevations at 4 hexes distance, using their 3 hexap.

range BS. . . .
17.1.1 Real Units’ Off-Map Set UpBefore placing Wing Leaders

16.3.2 Howitzer Fire: If the attacker has any Howitzer artillery on map (see below), all Wings, and up to 3 artillery Units per Wing,
(Hw abbreviation on counter) involved in a bombardment at 2-Zre arranged near the map for fast access. Once grouped, Units may
hex distance, any negative DRMs for slopes, entrenchments, or watlst be moved between Wings. Army Commanders are placed with
are ignored. any Wing, and will be deployed with that Wing when spotted. Units

DESIGN NOTE: the howitzers are lobbing shells in at a high traMay be covered with a tissue, small box cover, or otherwise masked
jectory, nullifying the upslope, entrenchment or wall hexside adfom view.

vantages. Army Commander’s Detached Units:Any 2 inf/cav Units and 2
16.4 Advanced Woods Effects artillery Units may be detached to each Army Commarider.de-

Each deploved Croat Unit ing into or th h ds h tached Units are considered part of the Wing the Commander is in,
ach deployed non-t.roat Unitmoving nto or through a woods ne ay trace command to that Wing Leader, and assume that Wing's

must ma!<e a Woods Dlsordgr che_ck for each _SUCh hex, and ap %mmand statusf the Commander successfully rerolls Effective-
normal Disorder/Rout results if applicable (IC Units are not affected}1ess for that Wing, all detached Units are also Effective. Players

Each deployed non-Croat Unit retreating into or out of a wood§ay want to note detached Units’ identities on a sheet of paper for

hex, must also make the Woods Disorder check, and apply norm’gfere_nce. Detach'ed Units may resume their status undt_er their par-
Disorder/Rout results if applicable (IC Units are not affected). ~ €ntWings at any time, but cannot then revert back to their detached

command chain.
Woods Disorder check:
17.1.2 On-Map Set UpTo set up, players place on-map only real

' Ro!l ong die. ) ) Wing Leaders and Dummy Leader counters, on their Inf, Cav, Inf/
* Units with current morale of 6 or higher become Disordered o5, +4 sidegException: Torgau Austrians set up slightly differ-

a die roll of 5 or 6. ently; see below]Each counter then has two appropriate color Dis
* Units with current morale of 5 or lower become Disordered on @ounters placed near it.

d|e. roll of 4-6. ) e For a normal Wing/Dummy, the Dis counters are placed within
+ Units that are already Disordered become Routed. one or two hexes of it, in any direction.

» For a Wing or Detachment with less than 4 Units, the Dis counters

17 Advanced RUle g | |m|ted are placed within one hex in any direction.

|nte||igence These represent generalized deployment areas for that Wing or

Dummy. Wing/Dis Counters then move or stay in place, represent-
PLAY NOTE: Warning: this rule is intended to produce player shoclqg all their Units, until they are spotted by the enemy.

(usually for the Coalition player). It accounts for the enemy confu-

sion/unbalancing that occurred in the face of successfully veileBESIGN NOTE: For Stationary Wings, the Dis counters ensure a

army movements and superior coup d'oeil on deployments, whid@rge Wing cannot hide behind a single woods or hill hex. But this

we as gamers largely avoid due to our God's Eye View. It maglso helps a stationary Wing spot the enemy from more than the
produce drastic outcomes. Players may either love or hate thigingle hex its Leader/Dummy counter occupies.

rule; use only upon strong agreement, and be prepared for the Worit‘?.l.S Command Rolls:Effectiveness rolls are made as normal

DESIGN NOTE: These rules increase the impact of attacker axfer unspotted Wings. Special Leaders may make their re-rolls as
and defender position choices, and underline the use of cavalfjermal for a Wing they accompany. It is not necessary to reveal the
and detachments as advanced guard and defensive tripwires. Md@gation of Special Leaders to use their re-(alk always, mes freres,
important, they give players some taste of the operational anxiet§t honor prevail!)

Commanders may have felt as they closed on or waited for an eps

emy force only vaguely located 7.1.4 Moving Wings
y y vaguely ’ Unspotted Wings move normally, in either deployed or IC status.

The MA for an unspotted Wing (and its Dis counters) is the MA of
its slowestUnit, either at Deployed MA or IC MA. For Dummies,
players may choose any movement rate, up to the maximum that
would be possible if the Dummy were a real Wing.
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EXAMPLE 1: An unspotted, deployed but Degraded command st&XAMPLE: In Torgau, the Prussian player has a moving cav Wing
tus Aus Cav Wing Leader and his Dis counters can move, to a magotted by an Austrian inf Wing; the Prussian rolls a 5 (+4 cav
of 3 MPs a turn; Dis counters get the same MA as the slowest reebmmand rating) for a 9; the Austrian rolls a 2 (+3 basic inf com-
Unit in their wings. mand rating) for a 5; the Prussian wins the roll, with a difference

) of 4. The Prussian player may now move his Wing Leader up to 3
EXAMPLE 2: An unspotted IC Prus cav Wing of all 3 cav typeggyeg closer to the Austrian Wing Leader, if he wishes. The sta-

will have an IC MA of 9 hexes (Cuirassiers 5 + 4 IC). tionary Austrian Wing is then placed on map as below.

Unspotted deployed IC Wings and their Dis counters move as fy a\p|E: Same as above, but the Prussian rolls a 2; with a dif-

they were deployed Units. The Dis counters must always remad ence of 6 to 5, the Prussian may only adjust his Wing Leader 1
within 2 hexes of their respective Wing counter. hex, not up to 3.

Each Wing Leader’s IC side has an arrow on it. When aWing Leadeyh 5 3 syationary Wing Formation: If it was not already on the

D,“m.mY counter moves IC, the Leader's arrow ShOL!Id be fgced ,b?ﬁap, the stationary Wing is now placed on-map (17.3). If the sta-
hind it, i.e. to the last hex moved from. Moving IC Wings trail their ionary player won the roll, and that Army was already Activated,

T'VIZO Dls_lcounters pehlr;dhtherr_], in the d|r’ect|on O,f t.he arrowhfea tationary Units may be placed deployed or IC. If the stationary
ike a tail.(Orientation of the Wing counters arrow is important for 1 ,ver |ost the roll, and moved last turn, Units are placed in that

IC movement only; it may be ignored for unspotted deployed Wingsy)in 5 |ast formation status (deployed or IC; formation may not be

17.1.5 Stationary Wings:Stationary Wing Leaders and their units Switched during on-map placement). If the stationary Army is not
of un-Activated armies are always considered to be already on-mapctivated, it is always placed deployed.

unspotted but deployed (not IC). 17.2.4 Moving Wing Formation: The moving Wing is now placed

17.1.6 Spotting Modifications: When any opposing Wing/Dis ©n-map (see 17.3). If the moving player won the roll, and was IC,
counters (unrevealed or Deployed Units) come within 7 hexes of dR€ Wing may be placed on-map deployed or IC. If the moving
enemy Wing/Dis counter, and LOS is clear, the MOVING side isVing was deployed, it is placed on map deployed. If the moving
considered spotted first and flips over its Leader (if not already rddlayer lost the roll, the units are placed in that wing’s last formation
vealed). If the moving Leader is real, the enemy Wing Leader igtatus (deployed or IC; formation may not be switched during on-
also revealed (if not already). If the moving Leader is a Dummy, if7@p placement).

and its Dis counters are removed. If the stationary Leader is f7,3 Placing Units on Map

Dummy, it and its Dis counters are removed, and the moving Win ) . )
.3.1 Placing Deployed Wings on MaBefore actual Unit place-

Leader is re-inverted and may keep moving. If the enemy Leader )

real, perform Wing Deployment per 17.2 ment, fo_rmerl_y IC Wlngs that are placed on map Deplo_yed may
take their trailing Dis counters and place these on any adjacent hex

DESIGN NOTE: Given that it is impossible to game marchingo their Wing Leader.

‘blind’ into enemy-occupied territory without hidden Units, and

the historical effectiveness of Dets as tripwires, we've taken son%"flce the first ac_tual_ Unit under the Wing Leadgr. The next two
design license. Consider non-moving Dummies to be small elinits are placed in Dis counter hexes, and the Dis counters are re-

emy patrols that spot your moving Wing, then scamper away trgoved. Remaining Wing Units can be stacked with or placed adja-
report it. cent to these Units. No Unit may be placed more than 3 hexes away

from the Wing Leader. Leaders and Units may deploy adjacent to
PLAY NOTE: Players who move same-type Dummies in the vicithe enemy, but cannot be placed beyond them, or in such a way that
ity can work a little “same-hex crossing shell-game” during thethe deploying Units themselves surround the enemy. After Units
next movement phase, and may succeed in hiding their actual forca® placed on map, their movement is ended for the turn.

again.
gal 17.3.2 Placing IC Wings on MapThe first Unit(s) within IC stack-

17.2 Wing Deployment ing limits (5.2) may be placed under the Leader. The rest must be
17.2.1 Deployment Roll:Upon spotting, each player rolls a die placed in a line corresponding to the Leader’s prior march path (ar-
and adds their Wing’s Command rating. If the Army Commander ofOW and Dis counters), up to six hexes behind. All IC stacking lim-
a Special Leader is present with the Wing, the player may add thi @pply (5.2). Any remaining Wing Units can be placed parallel to
Leader’s rating to their die roll instead (select highest Initiative ifhis initial 6 hex long IC string, on one or both sides.

more than one Leader is eligible). A Wing containing solely CUNeG Units may not be placed adjacent to or beyond enemy Units.

rently non-moving Prussian cavglry and.Leaders also adds +4 er Units are placed on map, their movement is ended for the
the die roll. The side that rolls highest wins the Deployment roIIturn

with ties going to the stationary player.

17.2.2 Victorious Moving Wing Adjustment: If the moving Wing 17.4 Voluntary Deployment

won the Deployment roll, the moving player may adjust the Win@tive unspotted Wings may volgntarily deploy as per 17.3.1. Such
Leader’s position a number of hexes equal to the difference in th¥iNgS may move up to half their IC movement allowance (round
Deployment rolls, to a maximum of 3 hexes in any direction. remainders up), then deploy.
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17.5 Multiple Spottings 17.6.4.3 Creating On-Map Dummy/Real Det Stacksf the Aus-

If a Moving Leader comes within 7 hexes of several enemy Winggdfian uses only one Det, he does NOT get use of either the Von

only the closest is revealed, and if real, deployed. If the enemy Unitoudon or St. Germain counters as false leader dummies. If he uses
block LOS to the Wings beyond, the other Wings are not revealed.Dets, he adds in the Von Loudon counter for use below; if he uses
If not, all enemy Wings that can be spotted are deployed as in 1732D€ts, he also adds in the St. Germain counter.

and 17.3, and all Wings use the same deployment die roll. The real Det stacks will be represented on-map by one of the 3 Det

17.6 Scenario Instructions counters. If the Austrian chooses to use fewer Dets, use only the
’ . . . Det counters that match the real designated Dets off map. Set the
When using Limited Intelligence rules, the number of dummy .
N . - ’other Det counters aside.
counters allowed for each side is listed in the scenario information
below. Limited intelligence rules are only used with Main scenariosTo create a real Det stack, place Ried or any of the Replacement/

False leaders, IC side up, on top of a real Det counter, to mask it.

Both are placed on-map, along with Dis counters per 17.1.2. When
P G I S C E NA R I O S revealed, remove the replacement/false leader counter, and deploy
the real Det units from their off-map stack onto the map. If Reid is

used as the masking counter, when revealed, Reid is deployed with

17.6.1 RossbachThe Prussian player gets 2 Inf and 2 Cav dum-that Det.

mies. Place these dummies with all the other Leaders. Masking Leader counters do not have to match real Det unit types.
EXAMPLE: A real Det consisting of one Croat infantry Unit may

be masked by a replacement Cav Leader, and Drg 31 can be masked
17.6.2 Leuthen:The Prussian player gets 3 Inf and 3 Cav dum-by the Repl Inf leader, etc.

mies.

The FrE player gets no dummies.

To create a dummy Det stack, place a Replacement/ False Leader
The Austrian player uses the Von Loudon Inf/Cav “false” Leadecounter, IC side up, on top of any spare counter. Both are placed on
dummy counter from the Rossbach game, which can be placed amap. When revealed, remove both counters.

Detachment, within 5 hexes of 2114, like Nostitz, the real Detach- ) _
ment Leader. 17.6.4.4 Placing Real/Dummy stacks on map:

Similar to the Torgau Set Up info in 26.3, there must be 3 spaces
17.6.3 Zorndorf: The Prussian player gets 3 Inf and 3 Cav dum-between Det/dummy Stacks (and their Dis counters) when placed
mies. The dummies must be placed on the three start lines in tha map. Note, when these Stacks are revealed, their Units are de-
Broad Historical set up. If using the Free set up, a dummy countgtoyed per 17.3, using the original Stack space as starting point.
may replace the Wing within 3 hexes of 3215, and all other dum-
mies are placed north of the Mietzel river, along with all other Win
Leaders.

7.6.4.5 Creating Dummy Main Army Wings:

er 17.1.3, place only the Replacement/False Leader counter, IC
side up, on-map, the same as placing a real Wing Leader.
The Russian player gets 1 Inf and 2 Cav dummies. The dummies

may be placed within 2 hexes of any of the setup hexes using th&-AY NOTE: From the above mix, the Austrian may create up to 3

Broad Historical set up. If using the Free set up, dummies are placf! Det Stacks, with 3 additional Det dummy Stacks. Alternatively,
as with any other Wing Leader. the Austrian could create less Det dummy Stacks, and place dummy

main army Wings, etc. If no Dets are made, up to 3 false main

17.6.4 Torgau:The Prussian player gets 2 Inf and 2 Cav dummiesarmy Wings can be placed.

The Austrian player gets 1 Infand 2 Cav Replacement Leader dung

mies, and may also end up using the Von Loudon and St. Germg

Inf/Cav “false” Leader dummies from the Rossbach game. Du P G I I S C E N A R I O S
mies may be interspersed with the Dets, or placed with the main

body Wing Leaders. Xx 17.6.5 Prague

Xxx The Prussian player gets 2 Inf and 2 Cav dummies. Place these
ummies with all the other Leaders. The Austrian player gets no
ummies.

17.6.4.1 Austrian Dummy Set Up and StackingBecause the
Austrian Dets may consist of combat units without accompanying
Leaders, dummy set up is different, as follows:

17.6.4.2 Off-Map Det stacksThe Austrian decides if he’s going X* 17.6.6 Kolin .
to use any Dets. If so, he divides his Det units into 1-3 piles offx The Austrian player gets 2 Inf and 2 Cav dummies. Place these

map. Designate each pile as Dets 1-3 and cover it with its respE;@_Jmmies with all the other Leaders. The Prussian player gets no

tive Det Command Effectiveness Marker. Routed markers may i#mmies.
mixed with the real Units to make all these stacks the same heigﬁﬁ_? Krefeld

to mask true Det composition. xx The Hanoverian player gets 2 inf and 2 Cav dummies. Place

these dummies with all the other Leaders. The French player gets
no dummies.

© 2006 GMT Games, LLC



22

PRUSSIA'S GLORY SERIES RULES

17.6.8 Kunersdorf
xx. The Russian and Prussian players both get 2 inf and 2 cav dulving; friendly player must move as many of this Wing’s Units us-
mies. Place these with all other Leaders.

18. Advanced Rule 2-
Advanced Command
Determination Results:

Fortunes of War Table:
Every time a player rolls a “6” for basic inf/arty, cav, and speciakg listed.
group command rolls, roll two more dice, and apply the results from

the Fortunes of War table below.

Fortunes of War Command Effects:
Two dice roll result after the first “6”result:

Rash Attack: the enemy player picks any ONE friendly Deployed

ing their FULL MAs (as if Effective) to get adjacent to enemy Units,
or as close as possible. Applies to Deployed Wings only; otherwise
ignore result. Cannot pick a Short Leash Wing.

“Short Leash” Wings

At the start of each Command phase, the friendly player can name
ONE friendly Wing Leader stacked with the Army Commander as
a Leader on a “short leash” (i.e. under close supervision by the Com-
mander). This Wing Leader’s Wing is immune from above results

19. Scenario Basic
Introduction

Each player is trying to destroy or Rout his opponent’s forces, and

Dr Effect if PRUSSIAN Effect if COALITION . : . . I
in some cases advance into or defend key terrain, while minimizing

1 NE NE losses. Victory is determined by Victory Points earned according to
2 NE Dragging Guns the Common Victory Point Schedule and scenario-specific objec-
3 Confused Wing Leader March Debacle tives. The levels required for victory are defined in each scenario.
4 Dragging Guns Dragging Guns 19.1 Common Victory Point (VP) Schedule
5 NE NE At the end of the scenario, each side scores Victory Points (VPs) as
6 Dragging Guns Confused Wing Leader follows:
7 Dragaing Guns Dragging Guns 1 VP for every Unit counter destroyed or routed off map

9ging 99 _g 2 VPs for every inf/cav counter captured
8 NE Confused Wing Leader 2 VPs for every step of artillery captured
9 March.DebacIe NE_ PLAY NOTE: All destroyed Unit counters, whether they are infan-
10 Dragging Guns Confused Wing Leader try, cavalry or artillery, are worth the same amount. Captured ar-
11 NE NE tillery is worth more than captured infantry and cavalry, however.
12 Rash Attack Rash Attack Coalition Only:
13 Rash Attack NE « 4 VPs for Wounding Ferdinand

DRMs: » 10 VPs for Killing Ferdinand

Army Commander Rating 3 or less: -1
Army Commander Rating 4 or more: +1

EXPLANATION OF RESULTS

NE: No Effect.
Confused Wing Leader:the enemy player picks any ONE
friendly Wing; this Wing’s Units are reduced to 1 MP if deployed, mander
or 2 hexes if IC. Cannot pick a Short Leash Wing. ] S )
Dragging Guns:ALL friendly artillery not stacked with the Army  19.2 Scenario Specific Victory Points

Commander is reduced to 1 MP if deployed, or 2 hexes if IC. ResuUach scenario may also have an additional specific Victory Point
cannot be changed by any special Leader rolls.

« 10 VPs for Wounding Frederick
» 30 VPs for Killing Frederick
Prussia Only:

e 4 VPs for Wounding Daun
« 10 VPs for Killing Daun
» 2 VPs for Wounding or killing any other Coalition Army Com-

schedule.

March Debacle: the enemy player picks any TWO friendly IC proCEDURE: At the end of the game, each player totals his Vic-

Wings; these Wings’ IC MA is reduced to 2 hexes this turn. Inyory points gained from eliminated or captured enemy Units placed

cludt_es any artill_ery that starts th(_a tu_rn stacked with these \/_Vinggn their opponent’s AM track, and adds any Victory Points gained

Applies to IC Wings only; otherwise ignore result. Cannot pick &om meeting scenario specific objectives. The Coalition total is

Short Leash Wing. subtracted from the Prussian total, resulting in a positive or nega-
tive differential. Players use this differential and the scenario vic-
tory conditions to determine the winning side, if any, and the de-
gree of victory.
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20.0 GLOSSARY OF TERMS

Army Commander: The Army Commander is the overall commander Enemy Zone of Control (EZOC): An EZOC is a Zone of Contro
of the Army. The Army Commander’s values are used to determinexerted by a Unit controlled by the opposing player.

the Activation of their Army. Engaged: The infantry/cavalry totaling 4 Steps or less on top g

Army Morale (AM): A number on the Army Morale Track repre- Stack in an EZOC are Engaged. Only inf/cav may be Engaged.

senting the staying power of the Army. Combat losses will decreasg,st units: All cavalry, and all infantry with a printed Moveme
Army Morale, while Combat Success can raise it. Allowance of 4 (or greater) are Fast Units.

opposing forces close within three hexes. surrounded by attacking Units or their Zones of Control.

Formed: A Morale State for Units. A Unit is Formed when it is
Disordered or Routed.

Basic Group: Every Army has two Basic Groups: the Basic Infantry/
Artillery Group and the Basic Cavalry Group.

ments from the original battle after the approach march was completg, e Defined in each battle’s specific rules.

Bombardment: Bombardment is the only form of combat in which 5me Turn: Each Game Turn has two Player Turns, followed h
artillery directly participates. joint Morale Adjustment Phase.
Bombardment Strength (BS):Bombardment Strength is the rela- Group: One or more Wing Leaders and their Units.

tive destructive capacity of artillery at varying hex ranges. . L
; In Column (IC): Amovement formation permitting increased mo
Broken: An Army becomes Broken when its Army Morale drops t0 a,nent but with combat penalties.

point where the Army is in danger of destruction. See specific sce- | ) . .
narios for Broken levels. Inactive Player: The player who is not currently taking his Play

Turn.
Capture: A Unit is Captured when it must Retreat and cannot; when I . ) o
it Routs into an Enemy Zone of Control: as a result of a Surrendépitiative: The Initiative rating for a Leader represents his ability

Close Combat result; or through an artillery Capture attempt. Caj@k€ decisive action on his own judgment. All Army Commanc

) . ranges from 2 to 5.
Close Combat:Close Combat occurs between adjacent enemy in- i
fantry and cavalry. Leader: There are two types of Leaders: Wing Leaders represe

. commander of a single Wing, and are used to control just that
Combat Results Table (CRT):The Combat Results Table is used to 1o Army Commander is primarily used for Army Activation.

resolve all Close Combats, and is printed on the Player Aid Cards. ) . .
Locked: Stacks that begin the Turn with Engaged infantry/cav

(friendly infantry/cavalry units adjacent to one or more he
Ycbntaining enemy infantry/cavalry units) are considered Locked
have Locked markers placed on them.

Command Rating: A rating that determines how likely a Group is to | 555 pPoints (LP):Loss Points are results caused by Close Con
be Effective or Degraded. and Bombardment.

Command State:Every Game Turn, each Wing of an Activated Army \ain Scenario: The Main Scenarios allow players control over th

will be in one of two Command States: Effective or Degraded. Comdeployments and allow them to perform the approach march.
mand State also applies to artillery, which is not part of any Wing.

Combat Success (CS)Combat Success, recorded with CS markers
represents the positive effect of winning an engagement on the Arm
overall morale.

Marker: A Marker is an informational piece that is not an infan
cavalry, artillery or leader piece. Markers are usually used to ind
the state of Units, and are also used to track information such a
Degraded: The Command State that only permits half movementrent Game Turn.

(rounded up). Morale Check: A Morale Check is when a Unit must check to se
Demoralized: When Army Morale drops to a point too low to con- it remains Formed, or becomes Disordered or Routed.
tinue fighting effectively, it is Demoralized. A Demoralized Army porale Modifier (MM): A positive DRM some Leaders impart du

h?s n_wanyl/ pellwalties imposed on it. See specific scenarios for Dem%-g Morale Checks, Sweeping Cavalry charges, and Rally atten
alization levels.

Coup d’Oeil Activation (CdOA): A special form of Army Activa-
tion that may occur when an Army first spots the opposing Army.

Morale Rating (MR): The Morale Rating of Units represents t|
relative effectiveness of a Unit. A higher number represents b
morale (due to physical conditioning, tactical training, or mid-ra
ing/junior officer quality).

Deploy: Taking a Wing out of In Column movement and returning it
to normal movement.

Automatic Activation: Free Army Activation that occurs as soon as gi5nk Attack: A combat situation wherein a single defending Unit i

Battle Scenario: The Battle Scenarios feature the historical deploy'Friendly Map Edge: The direction towards which Routed Units mist

Active Player: The player who is currently taking his Player Turn. Detachment:A Detachment is a separate Specific Group that cah be
Activate: An attempt by a player to get his Army to begin normalActivated independently of the main Army.

command, movement and combat procedures. Die Roll Modifier (DRM): A Die Roll Modifier affects a resolution
Advance: Infantry and cavalry may Advance after Close Combat if©!l: €ither positively or negatively.

they have cleared opposing hexes. Disorder: A Morale State for Units. Disordered Units have a redugced
Army: An Army comprises all infantry, cavalry, artillery and Lead- Movement Allowance and are less effective in Close Combat.

ers controlled by one player. Effective: The Command State that permits full movement.
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tured Units are worth more Victory Points than eliminated Units. have an Initiative rating as do some Special Wing Leaders. Initiative
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Morale State: A Unit's Morale State is Formed, Disordered,
Routed. Only infantry, cavalry and artillery have a Morale Stat

Movement Allowance (MA): A counter’s Movement Allowancg
is the maximum number of Movement Points that it may spen
each movement phase.

Movement Points (MP): Movement Points are expended to en
hexes, cross hex sides, and leave an EZOC.

Normal Activation: A voluntary Army Activation, where a playsg
pays a cost in Army Morale and then makes a die roll to attem
Activate his Army.

Out of Command (OOC): A Unit is Out of Command when it i
not within 5 hexes of its Wing Leader.

Player Turn: During each Player Turn, the Active player det
mines his Wings’' Command State, then moves and fights wit
of his pieces.

din
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Player Aid Card: A card containing numerous charts used during

play.
Rally: An attempt to recover Morale State for a Unit.
Retreat: A forced move that is a result of combat.

Sequence of PlayThe Sequence of Play defines the order of ev
in the game.

Special Leader:A Special Leader permits a player to re-roll wh
determining the Command State for a Wing.

Specific Group: A Specific Group is a Group that is defined by t
scenario. Detachments are one type of Specific Group. Any
that belongs to a Specific Group does not belong to a Basic G

Stack: All of the Units in a single hex of the map.
Step: A Step is a measurement of the number of men in a

Unit. Steps are considered when determining how many Units
Stack together, and which Units are Engaged in combat.

Step Loss:As a result of combat, Units will suffer Step Losses

Strength Points (SP):Strength Points represent the relative cg
bat strength of infantry/cavalry. Only inf/cav have Strength Po

bNts
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Supported DefenseA combat situation wherein a surrounded gle-

fending Unit stack is allowed to use supporting Units in calcula]
combat odds.

Surrender: A Surrender result occurs in Close Combat, and ca
low Morale Units to be Captured.

Sweeping ChargeThe ability of well led cavalry to make an addi-

tional attack during a turn.
Terrain Effects Chart (TEC): The Terrain Effects Chart detai

what effects terrain has on movement, Close Combat and Bom

bardment. It is printed on the Player Aid Cards.
Turn: Each completion of the Sequence of Play is one Turn.

Unit: Unit is the umbrella term for all infantry, cavalry and ar
lery. Leaders are NOT Units.

Wing: A Wing is a collection of infantry/cavalry assigned to 0
Leader. The colored bands on Units indicate which inf/cav unit
assigned to which Wing Leader. Note that artillery is never dire
part of a Wing.

Zone of Control (ZOC): A Zone of Control is the area of the map

that a Formed or Disordered Unit exerts influence over. A 7
encompasses the six hexes around a Unit.
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