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1a - Designate the Attacking Force
2a - Designate the Defending Force

3a - Reorganization

- Reorganize both Forces as in Segment II.b of
the Sequence of Play

4a - Battle Initiative

- nr. of chits := (dr6 / 2) + Init. of Cap.Gen.
“Earthw.” chits if in Level 1 Earthworks
“Earthw.” chits if in Level 2 Earthworks
“River” chits if behind a River

- no more than chits per Capitano

up

+ 2
+ 4
+ 2

2

5a - Deployment of Capitani

- Beginning from the attk. alternate deployment
of Capitani on the Battle Roster

- Play “Formation” chit now or never (from any
Capitano)

7a - Main Body Fight

- Resolve Art. Fire: (as in Vanguard Fight)
- Resolve Cavalry Charges: (as in Vang. Fight)
- Declare Main Body Engagements (as in Vang.)

Legend: Attk. = Attacker        MB = Main Body

Defr. = Defender      (...)   = rounded up
up

6a - Vanguard Fight

-
- Attk. may play an Arty chit: declare target;

Defr. may counter with an “Earthw./River” chit
- Defr. may play an Arty chit: declare target;
Attr. may counter with an “Earthw./River” chit

- Execute Artillery Fire (fire two times on the
Artillery Table for each firing Corps)

- Apply results

Resolve Artillery Fire

-
- Attk. may play a Charge chit; decl. target;

Defr. may play a  “Firearms”or “Earthw./R”
- Defr. may play a Charge chit: decl. target;
Attk. may play a “Firearms”or “Earthw./R”

- (repeat if there are other “Charge” chits)
Remind: Countercharge, Flank Charge

- Execute Cavalry Charges (C.C. Table)
- Apply results

Resolve Cavalry Charges

All Corps
‘Free’ in
the MB?

One side only
has 0 Corps in the MB
or played “Muster” ?

8a - Combat Resolution

- Resolve all Engegements (Assault Table)
Attk. chooses order of resolutions

9a - Rearguard Commitment

- Begin from the Attk., play “Reserve” chit(s)
- Move Corps to the MB (unengaged)

Both sides
have 0 Corps
in the MB ?

10a - Pursuit & Recovery

- The Winner pursues (Pursuit Table)

- (1 / 2)   of losers APs into winners’ hands
- Apply Pursuit losses
- Redeploy Forces on the map:
- Winner Force gets a “No Move” marker

(next Game-Turn convert it into “Stand” or
“Garrison” order)

up

11a -Retreat

- The Loser must Retreat
(Both Losers? Both retreat, Attk. may elect first)

- Redeploy Forces on the map
- The Loser takes a “Retreat” Order
- The Loser retreats its full MA
- The Winner Attk. may Advance

No

No

No

Yes

Yes

Yes

Draw. Both sides
are losers

Draw. Both sides
are losers

That one side
is the loser

Next Round

- Declare Vanguard Engagements
- Begin from the Highest Init. Capitano:

he may declare an Engagement or pass
- Engaging may play “Comb.Arms”,”FightCoo”
- Engaged “Comb.Arms”,”Firearms”,”Eartw./R.”
- Take next Capitano with highest Initiative ...
- Note: No Engag. against a 2 to 1 or larger Corps

Chit functions:
: ‘Open’ Vanguard and Rear; : Stop and lose the battle;

: Commit a Corps from Rearguard; : Fire with Arty units;
: (use table); : Inf SP x 2; Cav SP x 1,5;

: Affects opposing Charges and Assaults;
: Protects from Artillery, Assaults, Charges;

: Many Engaging Corps may join the same Assault.

Formation Muster
Reserve Artillery
Cavalry Charge Comb.Arms
Firearms
Earthworks/River
FightCoo


