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1.0 Introduct ion

Lion of the North - the nom de guerre of KingGustavus II Adolphus of
Sweden - is the third volume in the “Great Battles of History” Series. lt
simulates the emergence of what we now consider to be“modern” warfare:
well-trained,professionalsoldiersusingfirepower,mobilityandtherudiments
of combined arms and linear tactics to achieve levels of personnel and
property devastation heretofore unknown.

A Few Introductory Notes for Players.

ForThoseWhoHaveNotPlayedtheSystemBefore:Evenif you arequite
familiar with simulation gaming.wesuggest that you set upeither battle and
push the counters around fora turn or two before actually starting a game.
This will revealthe basic tactical strategiesavailable.howthe different types
of weapons system may best beused.andhow best to (try to) protect against
them. The one thing to remember is that the moreyou know aboutyour units
and how they act/interact. the better commander you will be.

ForThose Who HavePlayed the System: There are some majorchanges
in store for you. and. asfirepower revolutionized tactical capabilities. the
resultant changes therein have added some complexity to the system not
found in earlier periods. While many of the movement and command
sections have changed little from SPQR ( Vo l 2). “cohesion". asweused to
know it.has become a minor factor in terms of movement and combat. The
Major Changes are to the combat and cavalry systems. and. while we have
attempted to remain within the theory and spirit of the “base" system. there
areseveralnewchartsandtables.Theadditionoffirepower.thecomplications
of a more evolved cavalry tactical system. and the (somewhat) reduced
effectiveness of shock will produce its own System Shock for prior series
owners. This game plays rather differently - in terms of tactics - from
SPQR and its predecessors.

We have indicated ( > > ) all the rules that areappreciably different from
the last volume (#2t. This does not mean that only those sections have
changed: it means that they are the majorgame adjustments usedto simulate
changes in the development of warfare.

We have included Optional rules in a separate booklet. We strongly
recommendyou don_otusethe Optional rulesuntilyou haveplayed the
game several times and are familiar and comfortable with the systems.

2.0 Game Components
a n d Terminology

(2.1) The Maps

Each battle has its own map(s). Liitzen is printed on the back of the larger
section of the Breitenfeldmap,with the latterbattlefieldneedingthe extra l/
2-map to represent it in scale. If you’re having trouble figuring out how to
alignthe two Breitenfeldmaps,don’tdrivealone.A hexgridcovers each map
to regulate movement and combat, and the effects of the different types of
terrain on the mapare cm cred in the rules andcharts. The numbered hexes
on the Breitenfeld maps are identified by a West (large) and East (small)
prefix: e.g., W 2 3 2 ] . or El-BZ.
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Historical Note: There is n o t much controversy about the Brcitcnfclcl
battlefield; there issome aboutLr'itzcn.About the only thing historiansseem
to agree upon is that Lr’itzen was where it is, and a roadfrom it ran cast

towards Leipzig, crossing the Flo/igrabcn, which meant/crednorth to south
(generally).After that, it “schooseyoursitleandlineup.for the GreatDebate.
Herewith are thcfollowing pointsofcontroversy:

1.Course ofthe FloBflraben: Many modern battle maps are mostly wrong:
the stream makes asevere westward tum asit flows under the Leipzigroad.
creating aninteresting bulge that caused Gustavus to pinch in his charging
HC.

2. Course of the Road and Ditch: We have never seen a modern map that
presents this asanything but astraight-as-an-arrow road.which is what the
present-day road is. All period (well. asclose to the period aswecould get,
starting with 1710) maps. however. show the southward bulge we havc
included. The ditch does not start for some 6-700 yards west of the stream.
asit would have flooded had it been built closcr.

3.The Muhlgraben: This elusive piece of terrain appears rarcly. ifever. in
modern maps. It is not present today (although there is a“ditch" indicating
something did exist in that area). but it was most assuredly there when
Napoleon marched through. and the period Swedish maps also show it .
Evidencepointingto itspresence ismuchstronger than for itsnon-existence.
For one, the castle used the Muhlgraben waters for its moat. But even more
importantly. Gustavus made no effort to move around Ltjtzen and flank
Wallenstein‘s right.and.justastellingly,Wallcnstcin‘sdispositions indicate
hehad nofears from that sector. Inaddition. Saxon surveys from l585 and
I6 I()mention itspresence.andamapfrom I7 l ( ) shows itquiteclearly!Thus.
all military events point to the reality of the Muhlgraben’s existence.

4. Windmill Hill: See the notes on such in the Liltzen scenario.

(2.2) The PlayingPieces

Therearethreetypesof playingpieces,orcounters:combatunits.representing
the various types of fighting troops: leaders, the individuals who command
thetroops:andinformationmarkersusedtonotecertaintypesofinformation
necessary for play.

>>(2.2 l) Combat unitscome in three sizes: laro=esquare. representing the
huge.anachronistic tcrcio formations used by the Catholics and the Saxons
at Breitenfeld;small square (single),andrectangular (double-size). the latter
representing the Swedish musket‐and-pike brigades, a formation partially
adopted by Wallenstein at Liitzen for his heavy infantry. Each combat unit
is a specific type (as illustrated below). depending on its tactical usage.
weaponry andbodyarmor/protection.Allcombatunitsareratednumerically.
or by acolored indicator. for theirShock and FireStrengths (manpower).
Firearm Type and Rate of Fire (small‐arms only; artillery rate of fire is

built into the Artillery Table), Troop Quality (TO) and Movement
capability. When aunit isflipped to its reverse side, that side indicates it has
beenDisrupted. Inaddition.somecounters have two versions.one forcach
battle. A counter with a [B] is for Breitenfeld; an [L] indicates L'Litzen. See
the two “Thurn" Swedish HI brigades asanexample.

(222) Each unit is ofa certain Type: e.g.. HI [Heavy Infantry]. LC [Light
Cavalry], etc.), the type being usedto determine certain combat results and
effectiveness WA“ 21l'iS other types.
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/ Name
Unit Type (Heavy Infantry)

‐‐ Weapon (Color)/I"ire Rate

Basic Movement Allowance/
Extended MA

Musket/Pike ’|‘r00p Quality (TQ)
Strength

Name Unit Type (Tercio)

, ' I /F’ t aMusket/ Weapon (Co or) i r e Ra(

Pike
Strength

_ Movement Allowance

Troop Quality (TQ)

Small Square Combat
Unit (Disrupted)

/ Name

Weapon (Color)/I“ire Rate
Unit Type (Light Infantry)
Movement Allowance

Strength

Disrupted‐ .
Indicator

Troop Quality (TQ)

Artillery

Type

Range
Rgmntl '

M  7 ‘
t]‑

Troop Quality (TQ)

Movement Allowance

Types of combat units:

Heavy
Infantry Tercio
(Double)

Trcka Ramsey Tarn-ml

Heavy if}, Light f’ Lt. Inf. 0Infantry ‘ I DR
(Single) fl Infantry E Dragoon E

Sthlnttstt Cmini

Heavy HC Caracole . Light “a
Cavalry E] Cavalry . y' Cavalry

Hgmntl

Artillery
Light We; Light
Cavalry l-Cfl Cavalry
Croat El Dragoon
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Leaders have a variety of ratings, all of which are discussed in §4.1.

F ron t (Activated Side)

Elite Initiative Name
Indicator

Mortality
CharismaCommand Range

Initiativ Line Command Capability

Nami‑

Mortality
Charisma

(- I Namei o m m a n t V 'Strate" Ratintlr
Restriction Ely aMortality

Command Range Charisma

Initiativ Lim- Command Capability

Informational Markers, such as "Shock-Must Check TQ", “#’s”
(representing Strength Points lost), “Routed”, Artillery Disrupted ~ITQ,.
etc., are used to record certain game functions, asdiscussed below,

(2.23) Weapons (Color) Indicators: The two small-arms, firing weapons in
m game are Matchlock Muskets (small black circle) and Wheelock Pistols
(small red circle).

(2.24) The Swedish Player is simply called “Swedish” (or variations
thereof). althoughthe army of Gustavus,defendingthe Protestantcause.was
not entirely Swedish. Firstly,all of Finland, Estonia and Livonia, and parts
of Russia, were considered “Swedish” at this time. There were, also, large
contingents of German, English and Scots mercenaries,among others, and
Gustavus’ army atLtitzenwas probably moreGermanthan anythingelse.At
Breitenfeld Gustavus had a large contingent of Saxons; their performance
(andallegiance)was somewhat less than what the kingwas hopingfor.Then
again.crafty politicianthat hewas, perhapsheexpectedJohan Georgtotake
abeating. Who knows.

(2.25)The Catholic Playerisusuallycalledthe “lmperialist” player,the term
standing for the combined armies of the Spanish Hapsburgs (The Holy
Roman Empire) and the usually German, but sometimes Italian plus a few
“renegade”French,membersof theCatholicLeague(oftencalled“Leaguers”).
Most of the lmperialist army was either mercenary or privately raised
(usually by the commander whose name appears on the counter). However
you list them, both armies were a regular hodge‐podge of interested,
disinterested, and shanghaied Europeans.
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(2.26) A NoteonNamesandLanguages: Wehadaccess to four separate sets

of sources for these battles: English,Swedish,Czech,andGerman/Austrian.
That means several different ways to spell names. E..,g Leutersheim/
Lijtzheim,Livland/Livonia(amongmanyothers). Aftera while welosttrack
of which name came from which source.

(2.3) Charts, Tables, a n d the D ice

The use of each chart and table is explained in the rules. We have provided
cards with the Charts and Tables for ease and speed of reference.

>>The game uses both a ten-sided die and asix sided-die. When using the
10-sideddie; the ‘0’ is treated asa ‘0’ (not a ‘10’),and is less than ‘1’. A
six-sided die is used as an auxiliary dieroll in certain Fire and Shock
procedures.A DierollReferenceChart isprovidedforwhen you’re notsure
which die to use.

(2.4) Terminology

Knowledge of the following game terms will beuseful for play.

Leader = Interchangeable with the word Commander. Leaders were the
kings,electors, dukes,counts,generals,etc.,whocommandedandinfluenced
the troops.

Activated Leader:The leader who isgiving Orders or LineCommands to
histroops at any given instant.Only one leadermaybeactiveatany one time.

Inactive Leader = A leader who has yet to be activated and is still eligible
to beactivated.

FinishedLeader= A leader who has previously been activated that turn, is
now “Finished”, and (normally) may not beactivated again. Leaders may
be Finished for other reasons, such asfailure to Trump, etc.

OrdersPhase: The periodduringaturn when aLeadergives orders orLine
Commands to his troops to move and fight. Units allowed to move/fight
during this phase are sometimes termed the “phasing" units.

Line = Al l units that are listed on the Line Eligibility Chart aseligible to
move under a single “Line Command”.

Order/Line Command = The two methods leaders have of getting their
troops to move. Orders apply to individual units; LC‘s to entire Lines of
units. In terms of whether a leader can/may issue an Order or a Line
Command they are treated separately.

Momentum=The mechanic by which aleadercanundertakemorethan one

Orders Phase in a turn.

Trump : The mechanic by which anenemy leadercan stop afriendly leader
from undergoinganOrders Phaseandtransfer thephasetothat enemy leader.
It can also beusedby afriendly leader to go before another,but lower‐rated,
friendly leader.

TQ : Acronym for the important Troop Quality rating. TQ is used to
determine how well a unit stands up to the rigors of battle.

>>Strength : This represents the number of men in that unit. In Heavy
Infantry units it represents the number of musketeers AND the number of
pikemen,divided into Fire and Shock strengths. Often referred to simply as
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SP’s, for Strength Points.

MA : Acronym for aunit’s basic Movement Allowance. It also represents
aunit’s maneuverability vis a Vi.\‘ the other units in the game.

>>Firearm : Two small, colored circles for the type of weapon uses to
resolve small‐arms fire. In this game, units are usingmatchlock musketsor
wheelock pistols. Artillery units are assumed to have either Heavy, Fieldor
Regimental cannon. The Rangeof these weapons is given on the RangeTable.

>>Rate of Fire: A numerical ratingwithin the Firearmindicatorexpressed
asanadjustment tothe Firedieroll, usedsolely bysmall-arms (non-artillery)
units. The dieroll adjustment accounts for the relative ability of units to fire
atafaster (orslower) ratethan the “opposition. Artillery rates of fire are built
directly into the Artillery table and the Artillery usage rules.

Type = General, categorical description of unit, usually used to determine
combat effectiveness and results.Examples: HI (Heavy Infantry),LI (Light
Infantry), etc.

Shock Combat= Hand-to-handfighting that uses the “weight/momentum”
of the men involved asmuch astheir weapons.

Charge = Momentum-generated cavalry shock.

Superiority=Therelativecapabilitiesand“killing”effectivenessoftheopposing
weapons/armor systems in Shock combat. Superiority, when achieved, will
substantially increaseanopponent’s chances of being Disruptedor Routed.

>>Cohesion= A unit’sability toremainin anorganized,fightingformation.
Certain results cause aunit to lose cohesion and become Disrupted.

>>Casualties = The loss of manpower that reduces a unit’s Strength.

Zone of Control : The hexes ‐ usually directly to the front of a unit ‐ into
which that unit exerts, by its presence, enough “influence’ soasto inhibit
freedom of movement.

Knowledge of the following types of combat units will be useful for play.

Heavy Infantry : The heavy infantryof the Thirty
YearsWarperiodwere largeformationsof pikemen,
surrounded by a layer of musketeers. Pikemen
wore helmets,breastplates and often additional leg
andarm protection,andthey wieldedastoutpikeof
about 12 feet in length. By Gustavus’ time, the pikemen were there,
essentially, to protect the musketeers from harm. Before the innovations of
Mauriceof Nassau,et al., these musket‐pikeunits fought in densely‐packed,
almost square formations.Gustavus Adolphus’ infantry “brigades” were the
forerunners of a more linear type of warfare. Gustavus” innovations ‑
reducing the number of ranks, spreading out the muskets to take advantage
of their firepower, etc., aswell ashis superior levels of training and drill ~
helped increasethe infantry’s mobility. Heavy infantry still did NOT march
or move in cadence, or even with the same foot movingforward (forthat, we
have to wait for Frederick the Great), and this, as much as their density,
restricted their speed and mobility.

Tercio = The tercio, the “Spanish System” version of the
vauntedSwissSquare,was thebasicheavy infantryformation
of the 16thandearly 17thcentury.Thesquare‐like formation
was instituted to protect the pikemen from being flanked by
cavalry charges. Although varying from generation to
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generation, tercios numbered anywhere from l000-3000 men, usually in
about 30-40 rows (with a frontage of about 100 yards) and with a similar
number of ranks with an even ratio of pike to musket. although that was
variable, too,andoftenfavoredshot slightly. (In itsheyday,ahuge3100-man
tercio would contain about 1600 musketeers surrounding 1500 pikemen!)
Much like their ancestral hoplite phalanx, the tercio relied upon its sheer
weight to roll overopponents. ltsouter rings.and mouse-ear-likesleeves,of
arquebusiers had initially been placedthere more to protect the innercore of
pikemen than toprovide any offensive thrust. The tercio,even atthe time of
Gustavus' linear changes, was still a remarkably powerful formation.
However, it was too slow, too defensive. and far too inefficient.especially
in its use of firepower.

Riamgy
LI

. . . E
firepower for hrs cavalry. These detachments contained
anywherefrom50-200men,hadamusket.asword(which they
rarely used) and maybe asmall breastplate (but probably not). The musket.
itself.was asomewhat lighter version of the arquebus, It was a“matchlock”
variety. afiring mechanism that required the musketeer to carry around a
long,slow-burningfuse. It’s rateoffire- when itdidfire- was about halfthat
ofthe later, moreeffective flintlock musket. Betweendifficulties in loading
andthe inefficiencyofthe matchlock mechanism.amusketeerwho tired his
weapon more then 5 times in abattle was considered averitable gunslinger.
Moreover, itseffective rangewas,oh, maybe75yards -although massed fire
could beuseful up to 150yards. A bigger drawback was that. beyond 50or
soyards,the penetrationpoweroftheball fell offprecipitously. Approximate
rate of fire for a l630 musketeer was. if well-trained and in no imminent
danger, maybe twice a minute maximum. ln battle, that rate dropped
considerably. As far asaiming went, your chances of hitting a man at >50
yards were asgood asyour chances of buyingag a l Rolexon astreet corner.
Actually, the crossbow and longbow were f_ar_‘ more effective than a period
arquebus, both in terms of range and piercing power. So, why firearms
instead of longbows? Quite simply, it took days to train a man to fire a
musket; it took years to becomeproficient atalongbow.And.becauseof the
craftsmanshiprequired,bowswere farmoreexpensivetomanufacturethanguns.

Light Infantry=The only infantry one couldcall “light"were
the small detachments of musketeers - sometimes called
“Commanded” muskets - that Gustavus used to provide

Heavy Cavalry = Here, the term “heavy” refers to either the 5 m m ,

armor the horseman wore or the charge tactics the squadron H‘é

used; sometimes both. (The I7thcentury did not use the terms am
“heavy” or light”) Until the infusion of Polish-style charge
tactics, heavy cavalry of the early 17th century was heavy in
name and dress only. They were essentially curaissiers. sonamed for their
breastplate armor. Unlike their predecessors, the “reiters” of the late 16th
century, they rarely - if ever - launched a full “charge”. The main tactic,
sometimes called the “German” system, was the ‘caracole’ (see below).
Gustavus, having observed, firsthand, the Polish cavalry at work and play,
changed all that - at least for his horsemen. His heavy cavalry squadrons
discardedmuchof their armor, which madethem literally “lighter”,andthus
slightly moremobile.They usuallychargedinthreeranks,the first rank firing
their pistols and then getting out of the way asthe rear two ranks slammed
head-first into the enemy, swords in hand. Classic, bravura stuff which
required intensive training and even greater discipline.

Light Cavalry = There doesn’t appear to be too much light
cavalry around, other than Croats and dragoons, although it is
difficult totell.Germansourcesdifferentiatebetweencuraissiers
and“arquebusiers”,the lattercarryingamusket (or musketoon)
and lessarmor,although they didretain full helmets.Many of the units listed
as the latter were intermixed with the “heavy" cavalry. Croatian cavalry
(“Croats”).were nasty suckers armed with a carbine, anaxe, a Rambo‐like
knife, and a particularly mean disposition. Although light cavalry, in that
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they had noarmor protection anddidn’t “charge” in the shock sense, Croats
could bevery effective in the in-fighting.

Dragoons = These were, essentially, mounted
infantry that were trained tofight bothonfootandon
horseback. although they were probably more
comfortable on ahorse (at least in this era) because
oftheir lack of armor. Descended.in pan,fromthe Spanishgenitors, it is not
quite clear whether (or how) any of the so-called dragoons actually fought
on foot in any of the two battles covered.

Caracole = Almost since the first appearance of firearms.
virtually all "heavy” cavalry - except for the Poles - used The
Caracole. Caracole is aterm that applies to the complex move‑
and-fire maneuver the units undertook.Caracolingcavalry (the
word “caracole” comes from the Spanish word for “snail”) trotted upto the
enemy line,turnedto the right.firedits left-handpistols,then turned left.rode
backdownthe linefiring itsright-handedpistols,andthentrottedbacksothat
the next linecouldtry this rathercautiousexercise.Thissystemhaddevolved
fromthe “reiter” system ofthepreviouscentury, inwhich thehighlyeffective
reiters became a sort of mini-combined-arms force:"light cavalry” fire
combined with “heavy cavalry" charges. However. when the reiters, and
their commanders, saw that the pistol fire was obtaining majoreffects with
little loss of life-and-limb, and the charges against the pikes were causing
(financially)disastrous losses.the reitersgraduallydispensedwith“charging"
and simply became the “modern" equivalent of Persian mounted archers.
Because they were usually the most heavily-armedcavalry onthe field, they
could bequite effective on the defensive.

Artillery = The artillery of the day was still in its infancy in Hymn"

terms of useandeffectiveness. Mostof the guns were soheavy 7
they took dozens of horses to pull when limbered- which they n
were not during battle - which. in turn. rendered them, for all
practical purposes, immobile once deployed. All cannon was smooth-bore,
firing atabout the same trajectory asamusket,and they were used more for
psychological impact than for any casualty-causing capabilities. They were
mosteffective when firingdirectly intoserriedranksof enemy troops, where
theshotoperated likeabowlingball.Manyof Gustavus’ greatest innovations
came in his introduction of light, “regimental" pieces that could bemoved
during battle and thus be used for local support. He also streamlined the
calibreol'cachofhis piecesanddevelopedmoreefficient methodsof fire and
deployment. Forgame purposes- and very generally - “regimental” guns are
2 or 3+ ‐pounders; “field” guns around 6-l2-pounders or so, with “heavy”
guns in the 16-24-pounder area.

>>(2.5) Game Scale

Each Strength Point is l00 men. For HI and TE units, however, the first
number represents musketstrength, the second.pikestrength. Eachartillery
counter represents 2-4guns; the moreeffectiveagun,the lessnumberofguns
represented by the counter. Cavalry squadrons ofover 500 men are broken
down intotwo squadrons ‐ asthey usually wereonthe battlefield- to account
for their frontage. The larger-sized(5/8")counters represent the square-like,
and denser, formations of the tercios.

Each hex is approximately l00 yards from side to side. Each game turn
covers about 30 minutes of real time.

Design Note: The number of'pikemen vis a vis musketeers in a heavy
infantryr unit was aconstantlr changing ratio -andthe source information
as to those exact ratios is often quite contradictory. This is especially
prevalent in terms of the tercios. where ratios mngefrom 2-1, musket-to‑
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pike, to almost 1‐1. Add to this confusion thefaet that the “ideal" Swedish
ratio of 7-6 was rarely achieved (pike losses were somehow difiieult to
replace), andyou have a reality in Swedish numbers o].~ again, about 2-1.

(2.6) Game Length

A battle is fought until one side withdraws or Night falls. Should take an
evening to play either one of the battles herein.

(2.7) Questions?

If you have any questions about the rules, we’ll beglad to answer them - if
you do usafavor and enclose aself-addressed. stamped envelope.

Send questions to:
GMT Games
ATTN: Lion Q’s
3I0 West Lacey Blvd
Hanford CA 93230 GAMES

Or Call: 1-209-583-1236 during normal business hours.

For those of you with a computer, GMT can be reached on the GEnieTM
Network, in the Strategy & War Games Section. Questions are answered
very quickly there. E-mail address is GMT.GAMES.

3.0 The Game-Turn
Sequence of Play

Generally, players activate each of their leaders in the order determined by
their InitiativeRating,asper 5.1.When aleader isactivated hegives orders
which allow units within his Range to move andconduct combat. After all
leaders are Finished, each army/player checks for Army Withdrawal after
which that game turn is concluded.

The Sequence of Play

A. Artillery Barrage Phase: The players may fire all, some or none of their
artillery units once. Players alternate firing units; Swedish Playerfirst. Sec
8.5.

B. Commanded Musket Phase (Liitzen only): Commanded Musket (L I )
units (see l0.3) may move OR fire without a leader. Highdieroll goes first;
see 1034.Exception: if it isaHeavyorLightFogturn. this Phaseisskipped.

.. If using optional 10.35, this phase IS used for Breitenfeld, and only
Dispersed LI may move/fire in this phase.

C. Leader Activation Phase:
1. Elite Leader Segment: The Swedish Player receives the first Orders

Phase, asper 5.5, (Exception: Turn 1at Breitenfeld-see Scenario.)
2. StandardLeaderSegmerit:Theplayerwith the lowest-Initiative-rated

leader,who has not yet beenactivated,activates that leader,unless he
or hisopponent attempts aTrump Activation (§5.4). If that leaderwishes
to use aLineCommand, he l'OllS for such ability at this point (see 4.25).

3. Liitzen Reinforcements: the Imperialist Player checks to see if the
Halle Detachment has arrived.

D. Orders Phase

1  L ion
1. Movement and Fire Segment.

a. Foreach IndividualOrder issuedbyanactivated leader the player
may performany one function listed in 5.22 with m combat unit
or leader. QR,

b. ForeachLineCommandissued,anentire Lineof unitsmay Move
and/or Fire, asper 5.22.

c. Announce Cavalry Charge attempts
(1. (Optional Rule): Announce Interception Attempts, and roll for

those (See 9.5).
e. Units capable of Orderly Withdrawal (6.4) and/or Reaction Fire

(8.2 I, 8.28) may do sothroughout this segment.

-- The above may beinter-mixedduring actual play.

2. Shock Combat Segment. After a leaderhas finished issuingorders,
eligibleunits engage inShock combat,usingthe followingsequence:
a. Shock Designation; all non-moving,eligible units that choose to

Shock are given SHOCK-No Check markers.
. Resolve Chgrge and Counter-Charge Attempts

Pre-ShockDismptionCheck forall non-chargingunits,asrequired.
. Determine Suxriority and Shock column

Resolve the Shock.
Check for possible Collapse (_Ro_ut) and Cavalry Pursuit

E. Mom ntum Phase RRe rn to “C’ .The player for the leader who was
activated in the immediately preceding Orders Phase may attempt a
Momentumdieroll to give that leaderanotherOrders Phase (Phase“D”) ,g,
play returns to Phase “C“ for any leaders that remain unactivated.

F. The QRPhase: Remove, RQut,and Replace
1. Remove “Rallied” and “Caracgle” markers.
2. Rout Movement: Routed units must undergo Rout Movement
3. Replace killed leaders. Flip "Finished" Leaders to Inactive side.

G. Army Withdrawal Phase: EachPlayertotals the Withdrawal Pointsof all
eliminated units to see if his army has reached its Withdrawal level and is
forced to retire, ending the game and giving his opponent a victory.

At the conclusion of the Withdrawal Phase,that game turn is concluded and
another game turn begins.

4.0 Leaders

Combat units may not move or fire without receiving either anOrder or a
Line Command from a leader. Those combat units that had received such
OrdersduringaPhase,o_rthat arewithin rangeof that same leader,mayeffect
Shock Combat. Each leadercounterhastwo sides: “Active” and“Finished”.
A leader who has not yet been or is now activated uses his Active side. A
leader who has concluded his activation is flipped to his Finished side.

(4.1) Leader Counters

Each leader possesses several ratings:

Initiative: (Activated Side only) Denotes his basic ability tocontrol forces
and make rapiddecisions. Initiative is used to determine the order of leader
activationandthe chancesof that leaderbeingabletouseMomentum. It also
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Elite Commander Initiative: This refers to leaders with anEliteindicator
(A) next to their Initiative Rating; see 5.5 for use.

Line Command: (Activated Side only) This number indicates that. if
eligible (4.25). that commander- instead of issuing a series of orders to a
given number of units - may issue aM or _Fi_re order to Q units in ma;
number of Lines.

CommandRange:(ActivatedSideonly)Denoteshisoverallpresence- and
the presenceofhis subordinates and “aides“ -on the battlefieldaswell asthe
effectiveness of his abilities; the range in hexes over which that leader may
exert his Initiative. Command Range may be traced through/across and
hex(side) into/across which a leader may move.

Command Restriction: Certain leaderscan commandonly certain troops.
asstatedontheir counters. E.g..Swedishgeneral Bulachcangive Individual
Orders only to cavalry units:hemay issueLineCommandsonly to lines that
contain cavalry. Exception: any leader can command artillery.

>>Strategy: (Activated Side only) For Subordinate Commanders only.
Used to determine their ability to issue Line Commands when outside the
Command Range of their Overall Commander. Note that two of the Saxon
leaders have no Strategy rating. asthey cannot issue line commands.

Charisma: (Both sides) Denotes his ability to spur his troops on to greater
efforts. The rating is used to adjust the dieroll onthe Shock Combat Results
Table in his favor for combat units with which he is stacked. It is also used
by cavalry leaders to regroup pursuing cavalry and by all leaders in Rally
attempts.

Mortality: (Both sides) This rating isused todetermine whether a leader is
killed or wounded by Fire. Play Note: Leaders neverfight each other.

>>M0vement Allowance: The number of Movement PointsaLeader may
expend in anOrders Phase.The MA.which is2 for all leaders.isn_ot printed
on the counter.

(4.2) Leader Capabilities

When activated. a leader may issue em Individual Orders or Line
Commands. Hemay fit do both in any one Orders Phase.although hemay
issue IndividualOrders in one phase and then, if hegains Momentum for an
additional Orders Phase, he may issue Line Commands in that Phase. The
ability to issue LC‘s is contingent on either being within the Command
Rangeof the Overall Commander or the leaderbeingable to obtain adieroll
equal to or less than his Strategy Rating.

(4.2 I) A leader may give Individual Orders to any friendly combat units
within hisCommand Range,which is measured usinganunobstructedpath
of hexesequal to or lessthan the range.tracedbetween leaderandunit.Count
the unit’s hex. but not the leader’s. A path is obstructed by hexes occupied
by enemy units, anunoccupied hex in anenemy Zone of Control (ZOC),or
terrain aleadercould not cross orenter. Friendly units negateenemy ZOC’s
forpurposesof tracingorderpaths.Allotherpathsareconsideredunobstructed.
Command Ranges are calculated at the instant the Order is given.

Exception:Cavalry leaders who are In Pursuit are restrictedastowhat they
can do; see 9.67. et seq.
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(4.22)AnIndividualOrderallows one friendly unittocondtrct movement.
fire, rally. etc.. asper 5.22. In a given Orders Phase a leader may issue a
number of orders equal to his Initiative Rating. Once a leader can give no
more Orders and cannot beactivated again, flip him to his Finished side.

PlayNote: This means, that {fusing IndividualOrders.aLeadermaymove,
give an Order to a combat unit. move again, give another order,.ete., all
within the limits ofhis Movement Allowance and Order-giving capability.
This cannot bedone with Line Commands, below, asthe leadermasthe “in
place" prior to issuing the LC.

(4.23) A leader. 'nstead of issuing Individual Orders. may issue Line
Commands to all the units in a Line (as per4.24) - if he iseligible to do so
(4.25).Theunits that maycomprise “a Line"are listedontheLineCommand
Eligibility Chart .There isnolimit to the number ofunits inaLine that may
besoordered. aslongasthe Chan says they may all move/tireaspart of the
same Line. and all the eligible units in a Line do not have to take part.
(Exception:4.24 “Ragged Line“ units.)Units inaLinedoNOThavetostay
togetherwhenthey move ...althoughtodootherwiseistocourtorganizational
disaster.

Exception: Field and Heavy Artillery units may NOT be given Line
Commands. Except for the Barrage Phase. and for Swedish guns within
Torstensson’s Command Range. they can only begiven Orders. See 85.

>>(4.24) Line Composition.

A. The unitsthat comprise alinemusteachbewithin two (2)hexesofat least
one other unit in the (allowable) line.asper the Line Eligibility Chart. (Sec
Charts & Tables.) lfthere isaninterveningspace, it may not beoccupied by
anenemy unit.afriendly unitfromadiffetent line,oranun-negatedenemyZOC.

Exception: Regimentalartillery andCommandedmuskets M AYoccupy an
intervening space without interrupting the line.

B. There are two “forms” of line: the Ragged Line (in which all units are
within two hexesofanother unit in the line,but they’re not really in astraight
line). and Rigid Line (in which the units must beeither flank-to‐flank OR
(but not “and”) Front-to~Rear (see Facing,7. I) to be in the M line).

-- A LC issued to a Ragged Line affects and includes only those units
that are within the leader’s range- even if unitsoutside that Rangeare
still within two hexes of other units.

.. A fi g fi Linemay beof ANY length,without regardtocommandrange.

Example: At the start of the battle of Breitenfeld;all of thetercios
(exceptfor Wangeloverontherightwing)arein aRaggedline.General
von Wahl’s range is ‘5’, therefore any and all tercios in that initial
deployment that are within 5 hexes of von Wahl may begiven a Line
Command. If the tercios in the “seco ” linewere moved upto form a
straight line from Helstein-to~Wahl,von Wahl’s range would not bea
factor.

>>(4.25) Inorder fora Leadertobeeligibleto issueaLineCommandhemust

start HIS Activation Phase:

1. Within two hexes of at least one of the units in that “line” with NO
interveningcombat units(hemusthaveaclearLOStothatunit; see 8.24).

If heis within hisOverall Commander’s Rangehemay automatically
issue a Line Command;
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3. If heisnotwithinhisOverallCommander’s rangethe playerthen rolls
a die and compares that dieroll to the leader’s Strategy Rating. If the
dieroll isthe same asor lowerthan the rating,the leaderiseligible to issue
aLineCommandthat Phase(althoughhedoes nothave to). If it is higher,
he may issue only Individual Orders. The ability to issue LC’s lasts for
the remainder of that leader’s Orders Phases, including succeeding
momentums. That does not include Re‐activation (5.33[2]).

Exception: The above restriction (#3) does NOT apply to the first turn

(only) of any game, when all leaders may automatically issue Line
Commands.

4. OverallCommandersareautomaticallyeligibletoissueLC’s(noStrategy
Ratingdieroll is necessary).

Play Note: Remember thatfor Individual Orders the unit simply has to be
within the leader’sprintedrange,butforLC’sat leastone unitmustbewithin
two (2) hexes.

Historical/Design Note: The era saw much improvement in the ability of
subordinates to make independentdecisions, basedonexpandedtraining of
officers,andthe use of staffmeetings andbattleplans. It also saw asimilar
increase in staffmeetingspriorto battle, in whichspecificorders were given
to al lsubordinates. Ofcourse, afterthefirsthalfhouror so, allbets were off
in terms of what to do which is why subordinates have those Strategy
ratings. The Swedish ratings are higher not because they were better
generals, but because they were better trained and more definitively
briefedbyGustavus. TheStrategyratingsoftheCatholicleadersatBreitenfeld
arefairly low because Tilly appears not tohavehadmuch interest in giving
outspecific instructions, relyingmore uponthefactthathls army hadn't lost
in a decade than on any thought-out plan of action.

(4.26) In order for a leader to move, that leader

0 must issue anIndividual Order to himself,
.. issueanIndividualOrder toacombat unitwith which heisstacked (as

per 4.5[2]),
" receive an Individual Order from the Overall Commander, or
.. he may move at the same time asa Line to which E issued a Line

Command.

See, also, 6.M.

(4.27) A leader ‐ other than the Overall Commander ‐ who is in an enemy
Zone of Control may n_ot issue Orders or LC’s - either to combat units or to
himself, and thus may not move out of that enemy ZOC - unless anduntil he
is moved out of that ZOC by an Order/LC from the Overall Commander
(§4.3). See,also,5.24,whichexplains thatordersare notnecessary to initiate
Shock.

(4.28) A leader who is “Finished” (5.15) may not issue Orders or LC’s.
However,he may move, but only when ordered by anOverall Commander
to do so.

(4.29) Certain leaders are restricted asto which units they can command;
their counters indicates this Command Restriction. That leader may issue
IndividualOrdersonlytothattypeof units,andhemay issueLine Commands
only to Lines that contain that type of unit.

Exception #1: Any leader may command artillery and/or commanded
muskets

“ W ” L i o n
Exception#2: Swedish artillery commander, Torstensson, may not issue
LC’s to any units other than artillery. Hecan also issue anOrder to himself
to move.

(4.3) Overa l l Commanders

Overall Commanders (DC) are those leaders that command the entire army.
OC’s function like other leaders except that, when Activated, OC’s can

1, Leave enemy ZOC’s by issuing an Individual Order to themselves;

2. They may issue Individual Orders to other, friendly leaders (one per
leader per Orders Phase) to move them. If the leader to be moved starts
in anenemy ZOC it costs the 0C two (2)Orders to movethat leader.Note
thatan0C in anenemy ZOC may may not issueanOrderto moveanother
leader; he must first leave that ZOC;

3. Automatically issue Line Commands;

4. Use their Command Rangeto allow subordinates to automatically issue
Line Commands.

(4.4) Leaders and Combat

(4.4l) Leaders may e_mg enemy ZOC’s only if stacked with a friendly
combat unit or if that ZOC already contains a friendly combat unit. Like
combat units, leaders, too, must cease movement for that Order upon
enteringanenemy ZOC.A leadermay leaveanenemyZOCbyhimself,BUT
o_nly if he receives orders from the Overall Commander; see 4.27.

(4.42)The instantany combat unit moves within tw_o hexesof aleaderalone
in ahex (not stacked with afriendly combat unit) that leadercan undertake
Orderly Withdrawal. (See6.4 for details). If 1tdoes n o t or cannot (because
of 6.43, enemy units or terrain)‐ one of the following happens:

1. If only enemy infantiy units, simply place that leader with the nearest

friendly unit;

2. If anenemy cavalry unit, roll the die. Ifthe‘die roll isa3‐9, that leader is
eliminated (captured/killed). If the dieroll is 0‐2, place with nearest

friendly unit, asabove.

3. If the leader cannot reach the “nearest friendly unit” because it is
surrounded by enemy units or ZOC’s through which it would have to
move, it is, instead, eliminated.

There is no casualty effect from shock on leaders stackedwith combat units

>>(4.43) If there is a Leader in a hex which has been fired at, atte1
determining the effects of fire on the combat unit, the playerchecks to see if
there is aCasualty Possibility (4.44).

-- Foraartillery fire, a leadercasualty check occurs o_nly if the target unit
was actually disrupted

" If small-a‐rms (musket or pistol) fire, a leader casualty check occurs
gmly if the target has actually suffered a@

>>(4.44) If there is aCasualty Possibility Check (4.43), the player rolls the
die. Hm dieroll is:

1.Same asor lower than Mortality Rating : Nothing Happened.
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2.Higherthan Mortality Rating(butnota‘9’): Leader isWounded, with the
following effects:

" His Initiative ishalved.roundingup. (There isnochange to Elitestatus.)

.. His Range is reduced by one (- I)
00 His MA is ‘6’ per phase.
“ If wounded again. he is Killed.

3. Dieroll isa ‘9‘. Leader is killed.

>>(4.45) Leadersmay notbekilledor woundedduringShockcombat - other
than delineated in 4.42 (or by Fire).

(4.46) All leaders may beReplaced when killed. Replacement is done by
puttingany one of the available Replacement leaders back on the map in the
Rally Phase.The Replacement Leader may beplaced anywhere the player
wishes. If there are no Replacementsavailable. the leader is NOT replaced.

(4.47) IfanOverall Commander is killedheis usually replaced.asper4.46.
byasubordinateLeaderasindicatedin thescenario.Thereplacingsubordinate
is. in turn. replaced by a Replacement Leader.

(4.48) Optional Rule: Death of Gustavus. See Optional Rules.

(4.5) Leaders and Movement

Leaders may move under the following conditions:

I. An activated leader may issue anIndividual Order to himselfand move
alone, unless that leader is in an enemy ZOC.

2. An activated leader may issue an Individual Order to a unit with which
he is stacked and move along with it. The leader must remain with the
moving combat unit and end up in the same hex.

3. An activated leadermay issueaLineCommandandmovealongwith that
line. However.hedoes not have to remain with th_at unit/line.aslongas
he ends movement in Command Range of one unit in that line. A Line
Command mNOT be used to move another leader!

4. The Overall Commander (0C) may issue an Individual Order to move
another leader (which is helpful ifthat leader is in anenemy ZOC.which
requires two such orders).

5. The_O_C may issue anIndividualOrder to acombat unit that has a leader
(o r leaders) stacked with it. and that stack (combat unit plus leader) will
all move with the one order. However. if only one IQ is used. the stack
must stay together. For the leader to move away from the combat unit.a
separate order must be issued.

6. Thei may useaLC to moveanother leaderonly if that leader isstacked
with acombat unit in that line. in which case the leadermay move where
he wishes.

7. A leader may move with aunit undergoing Orderly Withdrawal if he is
stacked with that unit. However, see 6.43.

8. Leaders pay a movement penalty 0 f + l MP to enter a hex occupied by a
friendly combat unit (See 6.57)

Leaders may go_t use orders/LC’s to move other leaders - even if that other
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leader is stacked with acombat unit that IS moving - with the exception of
the Overall Commander in #4/5. above.

5.0 Leader Activation
and Orders

Combat units may move and tight m when ordered to do so by their
leaders. Exceptions:

0° Artillery in the Barrage Phase ; artillery is restrictedasto when it can
move/fire outside the Barrage Phase

" LI in the Commanded Musket Phase.

Leaders issue Orders or LineCommands in the Orders Phase.Leaders may
not issueany orders until they areactivated.Playersmay usethe Momentum
ruletogiveanactivated Ieaderupto two additionalOrders Phases.They may
also use the Trump Option to activate aLeader sooner than usual.

An ImportantNote:Forthesakeol'brevity.theword"order"will also mean
a Line Command. unless the rule specifically uses the term “Individual
Order" to distinguish it from a LC.

(5.1) How to Activate Leaders

(5.1 I) All leaders start the turn Inactive.and each has the opportunity to
become Activated and issue Orders. After they complete issuing orders.
they are then Finished. In a rare occurrence (5.33l2I) Finished leaders may
beRe-Activated.

(5. I 2 ) Each game turn starts with one player activating one of his leaders.
(See 5.5.) Leaders are activated in the orderol'their Initiativerating,starting
with the lowest to highest. In case of ties. roll adie; high roll goes first. with
players then alternating amongst the remaining. similarly-rated leaders. If
two leaders on the m side have the same Initiative Rating the owning
player decides which one goes first. See. however. 5.4.

(5.13) Only Inactive leaders that have not previously been activated in that
turn are eligible for activation. with the exception of the Momentum Rule
(§5.3) and Elite Commanders (5.5).

a ‘3’ initiative: Waldtsein (Imp). Piccolomini (Imp), Stalhandske
(Swede), Bulach (Swede)and v. Anhalt (Swede).Theplayers rolladie
to see who goes first - the Swedes or the Imperialists. Let’s say the
Swedes win that dieroll and activate Bulach. His activation would be
followed by either Waldstein or Piccolomini,and then either v. Anhalt
or Stalhandske, etc.

ExampleofOrderofActivation: AtLtitzen, therearefiveleaderswith

(5.14) A leader may beactivated amaximumofthree times in succession in
a single game-turn (using Momentum for the last two times). Exceptions:
ReActivation (5.33[2]) and. in reference to the "succession” requirement,
Elite Initiative (5.5). Any Orders Phase that is generated by a Momentum
dieroll is called aMomentum-generatedOrders Phase; all others. including
aphase resultingdirectly from aTrump. isanInitialOrders Phase. (This has
application to when units may do certain things.)

Page 9



(5.15) A Leader is Finished when one of the following occurs:

1. The LeaderhascompletedanOrdersPhaseanddoes not (orcannot) make
a Momentum attempt; or

2. The Leader is Trumped by anenemy leader; or

3. The leader M aTrump or Momentum attempt.

4. A Leader using Orderly Withdrawal fails his OW dieroll; see 6.43.

5. A player declines to use that leader when it is his turn; i.e., he“passes”.
Exception; see 5.25.

6. An In Pursuit Cavalry Leader moves pursuing cavalry into the Regroup
Box, or from the Regroup Box onto the map. See 9.54/5.

When aleader isFinished,flip hiscounter over to soindicate.A Finished leader
cannot undertake any further Orders Phases that turn; Exception; see 5.3312].

(5.2) The Orders Phase

(521) Onceactivated,aleadercan give anumberof IndividualOrders equal
tohis Initiativeratingtounits within his Command Ranae;OR. hecan issue
Line Commands, as per 4.24/5. Thus, when Gustavus is activated he can
either issueuptoseven (7) IndividualOrders ORone ( I ) LineCommandfor
that activation. Hemay choose to issue less (ornone); hemay not issue more
in th_at Orders Phase.

>>(5.22) Each Individual Order allows the player to

1. Move any one unit. Units may also fire during their movement, subject
to 8.25. The Caracole Maneuver (8.36) is aMove/Fire operation.

IndividualFire with any unit capable of doing so; or

3. Optional Rule,Retreat Fire, asper 8.4

4. Attempt to Recover from Disruption, asper 12.41; or

5. Attempt to Rally a Routed unit, asper 12.42.

6. Destroy Baggage Train, anunusual 10; see 13.23.

>>Each Line Command (see 4.23/4) allows the player to

1. Moveany/allunitsin that line.Movingunitsmayfire,subjectto8.25.The
Caracole Maneuver (8.3) is aMove/Fire operation.

2. Fire, if capable, without movement, with any/all units in that line that
may.

3. Regroup g Returnoff‐map Cavalry, asper 9.63/4.

"Leaders may NOT use a LC for Individual Order #’s 3-6.

(5.23) Although agiven combat unit may beordered to move more than
once per game turn, it may not move (and/or Fire) more than once per
Order Phase.

L i o n

Example: at Breitenfeld, if the Smalander cavalry is ordered to move 1
. by Barter, it may not be ordered by Barter to move again in that Order

Phase.It may,however,besoorderedin asubsequentphase(inthe same
turn)by,say,Gustavus,orevenbyBane’rifhegetsasecond(Momentum)
activation.

(5.24) Orders/Line Commands are n_ot used to directly precipitate shock
combat, which occurs in a subsequent Segment. Individual orders can be
used for Fire, however. See §8.2l.

(5.25) Any leader - other than the OC - who starts an Orders Phase in an
enemy ZOC may NOT issue orders (as per 4.27). However, his Command
Rangemay still beusedto designate units toengage in Shock Combat in that
segment of the Orders Phase (See 9.21). so he is not entirely useless. In
addition, he may still use his Charisma rating. Moreover, unless hecomes
under 5.15, heisnot “Finished” simply because heis in anenemy ZOC;just
“otherwise occupied”, soto speak. I t , later in the turn. hebecomes eligible
to issueorders, the player must activate himbeforeany higher‐rated leaders.

DesignNote: The ability of leaders in an enemyZOCto allow units in their
range thatarealready in contact with theenemy toShock - even [ft/mtleak/er
cannot do anything else - is more afunction of the units" proximity to the
enemy, and thefunctions of'lower-level leaders.

(5.26) After a leader has issued all ofthe orders hewishes (or can), friendly
units engage in Shock in the ensuing Shock Segment, asdelineated by the
introduction to §9.0.
(5.27)After Shock combat hasbeencompleted. thatOrders Phaseisfinished.
Two things may now happen:

1. The player may attempt to gain a Momentum Orders Phase (5.3. and
subject to Trumping) for the leader who just finished the Orders Phase;

OR

2. The next, eligible leader with the lowest Initiative Rating is activated
(subject to Trumping), returning to Phase “”.C

When all leaders are Finished, the players proceed to the 3R Phase.

(5.28) The Artillery BarrageandCommanded Musket Phases are NOT part of
the Orders Phase,nordo they require the presenceof leaders.See 85 and 10.34.

(5.3) M o m e n t u m

Player’s Note: Momentum (and Train/ring, below) are highly useful and
powerfltl, game‐oriented gambits, especial/yfor the Player with superior
leadership.

(5.31) At the conclusion of the Orders Phase, if the leader who had issued
orders for that Phase

1. is not in an enemy Zone of Control, and

2. is not Finished (5.14 and 5), and

3. was not previously Trumped (5.44),

the player may attempt to undertake an additional Orders Phase with that
same leader. In order to do so, that leader mtrst pass a Momentum die roll.
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(5.32)The player rolls the die and compares the result to the leader’s Initiative
Rating. If it is the same or less than the rating, that leader starts another Orders
Phase;if higherthanthe ratingthat leaderisFinishedfor thetum.Thus,Gustavus
would needa dieroll of 0‐7 to gain Momentum; an 8 or 9 would Finish him.

(5.33) The Dierollof Doom: Ifthe Momentum die roll is a9', then the die
is immediately rolled again.

]. If the second dieroll is a ‘9’ then nofurther leader activation may occur
this turn, and play goes directly to the 3R Phase.

2. If the second dieroll is a ‘O’ or ‘1’, Re-Activation is possible. Play
immediately transfers to the opposing player who may activate any one
of his leaders, regardless of whether they are Finished or not] A Re‑
Activated “Finished" leader may not use Momentum. but aleader who
is not Finished and is activated by this rule may use Momentum.

If the second dieroll is a ‘2‐8’ the leader attempting Momentum is
Finished. Go Back to Phase “C”.

(5.34) Momentumdierolls apply only to anactive leader who hasjust finished
anOrdersPhase.Youmayn_otapplyMomentumtoaleaderwhofinishedseveral
phases ago or who was Finishedand then Reactivated.asper §5.33[2l.

Exception:aleaderfirstactivatedbythe Eliterule(55 ) .thenactivatedagain
- later in the turn - may still roll for one additional Momentum.

(5.4) The Trump Option

(5.4l) Active Player Trump Option
The player whose turn it normally would be to activate his lowest‐rated
leaders may, instead, attempt to activate any othg, inactive leader with a
higher Initiative rating.To do this the player must roll the latter’s Initiative
ratingor less on the ten-sided die. If successful, that leader is now activated;
if unsuccessful,the originally designated leader is activatedandthe one who
is attempting the Trump is Finished.

Totstenssoti,coutdattempttoactivateElectorJohanGeorgbyTrumpmg
If herolleda0 3 hewould besuccessful; a4-9 and the Trump attempt

' fails,Torstenssonis activatedand Johan Georg1sFinished

Example.a Brettent‘eld the Swedish piayer instead of activating

l

(5.42) Inactive Player Trump Options
The opposing player has two Trump options. each usable under different
circumstances.

]. TrumpingtheTrump: I f ‐andonly i f ‐ the Active player issuccessful with
his trump (5.41) the opposing player then has the option of attemptingto
trump that first trump activation with his own leader ‐ if that leader has
anequalorhigherInitiativerating.Ifsuccessfulthis leaderisimmediately
activated; if unsuccessful the initial trump‐activated leader goes and the
leader attempting the trump is Finished.

m,

Example:Usingtheexamplefrom§54} theSwedishplayerissuccessfu]
in activating ElectorJohan insteao of Torstensson. The Imperialist i
Playernowattemptstonomadictrump by rollingfor Pappenheim( 5 ) 1
However,-he mils a ‘.’7’ soJohan remains the activated leader and i

,Pappenheim'is Finishedfor the turn i

Rulebook

Momentum Trump: If the active player is successful attempting a
Momentumdieroll, the opposingplayermay attempt to trump in the same

fashion as#1, above.

Example:still following the above examples theSwedish player is
successful in having Johan Georg undergo a second Orders Phase

. (Momentum). The Imperialist Player now attempts to trump Johan’s ‘
I MomentumPhasewithTi l ly Herolls a‘3’ and, insteadof Johangoing,

it is now Til lysOrders Phase- and Johanis Finished. ‘ ‘ ‘

After the successfully Trumping leader has finished his set of Orders/LC’s,
play reverts back to the lowest-available-leader-goes procedure.

(5.43) Each side is allowed only one Trump attempt per activation.

(5.44) A leaderwho fails aTrump Attempt,or has been trumpedwhen trying
for Momentum, is Finished. An inactive leader who has not yet been
activated and is passed over by a successful trump is still eligible for
activation (he’ll probably still benext in line asthe lowest-rated leader), but
hemay M use Momentum that turn. (Use the “Trumped / No Momentum”
markers to indicate this.)

(5.45) A leader may be activated only once per game-turn, although that
activation may be extended by Momentum. Finished leaders may not be
activated again that turn. except by Reactivation (§5.33[2|).

Play Note:A leuclrlr that uses the Elite Corn/murder rule to start the turn is
n o ! Finis/tellat the endoff/1m Orr/rm Phase.

(5.46) A leader that successfully trumps cannot pass.He must issue anorder
to a unit to move or light. or he must use his Range to have units attack.

Design and Play Note: No, you cannot move your units one hex back and
Then one l1r1.\jf()rii'urzl(sorrofljogging in place). You must eitherflrc, attack
o r / n o v e a! least one unitsothat it is in u(lifi‘crcnt liar - displaced, asit were.

(5.47 A leader in an enemy ZOC may attempt to Trump. However, if
successful. hemust do something with his units, asper 5.46. If hecannot ‑
or will not - do so. the Trump is ignored.

(5.5) El i te Commander- In i t iat ive

Design Note: This rule simulates the marked superiority of certain
commanders to “get going ” be "ore their opposition. In Lion of the North,
the only elite ronununrlcr is Gustavus II Adolphus.

A player with an Elite Overall Commander (indicated by the
triangle [A] next tohis InitiativeRating)has the option tostart
each turn with afi g ] ;EliteInitiativeOrders Phase.This El
Orders Phase may be undertaken by the OC o_r by any one
subordinate leader, regardless of Initiative Rating, as designated by the
player. In the first game turn (only) any subordinate may be given the El
M: afterwards, such subordinate must be in range of the CC to use the
phase. That leader may fin use Momentum to continue this El Phase. After
that Phase is completed, the chosen leader or OC reverts to inactive (but not

Finished) status. He has undergone only one Orders Phase for purposes of
5.14 and may be activated again, later on (actually twice: one Initial, one

possible Momentum‐generated), using normal activation rules.
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passes it to Bernardv. Weimar in order to move the Lefii Wing, Front
Line Cavairy. Weimar undertakes the one Orders Phase and is then
“temporarily finished” - until his ‘5’ rating makes him eligible to
undertake another Phase in the normal turn of events. Weimar, the
secondtimearound,hasoneInitialandone“possibleMomentum”phase
available. By passing the initiative to v. Weimar, Gustavus retains his

l
Example: . [Liitzeng lst turn] Gustavus has the Elite Initiative, and

three~phasepossibility;hedoes notuseaphasebypassingthe initiative. 1

Play Note: GustavusdoesM g e tanElitePhaseonTurn I inthe Breitenf'eld
scenario; see the Historical Initiative instructimrs therein, page 6.

6.0 Movement .

Units move across the game map from hex to adjacent hex, through their
frontal hexsides (see 7.11), paying a movement cost of one (1) or more
movement points for each hex entered.

(6.1) Movement Allowances

(6.11)A combat unit’sprintedMovement Allowance isthe basic allowance
for a single Order. A combat unit receiving an Order may move up to its
printed MA. Units may always move less than the printed MA. Disrupted
units have lower MA’s.

(6.12) Swedish HI brigades have aprinted MA of4/5. This means that the
normal rate of movement is ‘4’. However, if the player so wishes, the unit
may use an additional MP (the 5th); however, i fi t does so, it may n_ot Fire
during that Orders Phase (see 8.25).

(6. 13)There is no limit to the number of times acombat unit may move in
a single turn.HOWEVER; it may move only once per Orders Phase.Thus,
alineofcavalry orderedbyaleadertomovein that leader’s first Orders phase
may move again; but, to do so, it must wait for anorder from either another
leaderor fromthat first leaderin asubsequent,MomentumPhase.Movement
also affects an infantry unit’s ability to fire; see 8.25.

>>(6. 14) Leaders may move agy number of times in a phase, but they may
not exceed their allotted MA (9) per Orders Phase. (See the Play Note to
4.22.)Leaders moveusing“leader” costs. Leadershave nofacinganddonot

pay any cost to change facing. Wounded leaders have an MA of ‘6’.

>>(6.2) Movement a n d Te r r a i n

Design Note: Many of the soldiers of this era were trained, drilled
professionals who had been taught how to maneuver over less than ideal

more difiicult terrain would come intoplay only when infantryformations
lostmuchoftheir rigidityandcommandersunderstoodthedefensivebenefits
of rangedmusketfire.

(6.21) A unit expends Movement Points for each hex it enters. The cost to
enter or cross different types of terrain depends on the unit moving. Thus,
while it will cost Ll two MP’s to enter 3Woods hex, it will cost HI 3 MP’s.

, , , L i o n
>>(6.22) The Terrain Disruption, Ill-Sided Dieroll Rule: Certain types
of terrain were difficult to cross/enter in that they tended to disrupt a unit’s
internal cohesion. These terrain types are noted, on the Terrain Chart, with
the letters “D” , “D3”, “DA” or “DH” next to the movement cost. This
represents possible or automatic Disruption, asfollows:

1. “D” : Anytime a unit enters or crosses such a hex(side), the player rolls
the die. If the dieroll is higher than that unit’s TQ Rating, the unit is
Disrupted and must stop in that hex.

Example:h i d ]unitpaysacostof +11) toleaveaditch it
After leaving that hex, the player rolls the lO‐side
meantimeIQ of "7’.The HIisnowflipped toits Dis.

, immediately ceases movement.

“D3”: Same as‘#l ’, but add three (+3) to the dieroll. See note after6.24.

3. “DA” : Sameasabove(#1),but Disruptionisautomatic andthe unitstops
assoon asDisruption is applied.

4. “DH”: Same as “ D A ” , plus there are possible manpower losses. The
player rolls the die. lfthe dieroll is higher than the DisruptedStatus TQ
Rating the player loses a number of Strength Points equal to the Dieroll
minus the DisruptedTQ.

Example: AsTereio with aTQof ‘6’ decides tocrossth
It does sensing all three of its MP’s and is immediaff
givingit‘a‘mpf ‘5’.The ImperialistPlayernowrolls the}
‘8’,whichres’ultcostshim300men(3SP3)tothevenge ‘

_ . . . _ _ . . i . . r . . .

Play Note: The ten-sider, 6.22 “Disruption dieroll" is used throughout
much of the rules. However, terrain disruption dierolls are rare, asplayers
usually avoid those types of terrain.

HistoricalNote: The main source ofall the DA andDH resultsa re the two

deep streams, the Flofigraben and the Muhlgraben, at Lu'tzen. Although
there issomeminordifferenceastohowmuchofa barrier these two streams

were, virtually al l sources agree that they did present major problems to
crossing information. The Flo/J’graben was about 6‐8feet deep (swollen

during the battle. The Muhlgraben was not quite as deep, as wide, or as
difi‘icult; however, it was extremely marshy. Ohyes, the trees dotting the
sides of the streams have NO efi‘ect on movement or combat.

(6.23) The LeipzigRoadonthe Liltzen map, running, roughly,east to west,

was,just likealloftheroadsonthe Breitenfeldmap,your usual, 17thcentury,
European, mud‐clogged, dirt‐packed “road”, until it became a slightly
raised,planked causeway asit approached the FloBgraben,where its height
created some problems in transversing. To make the unraised portion a
defensive barrier, as well as a quasi‐fortification for his light infantry,
Wallenstein’s men had dug aditch along both sides of the road for most of
its non‐elevated distance. In addition to the ditches, the dug‐up earth was
piledup both in front of and in back of the ditches, creatingabermwhich the
musketeerscouldstandbehindforprotectedfire.There is,thus,acostto enter
these hexes aswell asanadded cost ‐ and possible Disruption penalty ‐ to
leavethem.The effectsof the dirt bermsandthe resultant,raisedroadway are
included in the ditch movement costs. These costs do n_ot apply to units
movingdown the road, from one road hex to another. However,noartillery
unit may ever enter a ditch hex or cross an elevated road hexside.
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(6.24) Where the Leipzig road is “elevated” it runs along the hexside! This is
because it is no longer acombat effect, simply a movement barrier. As these are
clear hexes,and the only gameeffect of roads is to allow units to enter the town,

it matters little whether the road goes in the hex or alongside it.

HistoricalNote: Swedishdescriptions ofthebattleare quitesuccinctabout
the problem Gustavus" cavalry had in maintainingformation in theface of
both the ditch and the causeway.

(6.25) Certain hex(sides) are impassable to certain units: no unit may enter/
crosssuchahex(side).Thus,mostunitsmay notcrosstheTown/CastleWalls
of Ltitzen,except by means of aroad.The Terrain Chartdelineates all these
restrictions.

(6.26)Onthe Breitenfeld map (andfor one hex onthe Ltitzen map) there are
hexes of different elevations. These “higher” hexes represent very (VERY)
gradual changes in elevation and they have NO effect on movement. The
only effect they haveoncombat is that they may (rarely)block LineofSight.

(6.27) A moving unit must have enough MP’s to pay the terrain cost of
entering a hex; if it doesn’t, it cannot enter that hex. Units may also pay
movement point costs to change facing; see §7.12.

(6.28) Certain terrain types may also affect shock and fire combat results.
The Terrain Chart lists these, and they are explained in the combat section.

>>(6.29) The TerrainChart: This chart gives the Movementcosts, possible
(6.22) Disruptiondieroll requirements, and combat effects for each type of
unit moving (or changing facing in) into/across a specific type of terrain.

(6.3) Movement Restrictions

(6.31) As aunit moves it traces apath of contiguous hexes through the hex
grid, paying the cost of each hex entered. One unit’s movement must be
completed before another can begin.

(6.32) A unit may be moved in any direction or combination of directions.
provided that the hex it enters is located to its front (7.1 I ) . In order for a
“single‐hex” unit to changedirection it must first change facing (7.1) by
pivoting in the hex it occupies. Double-sized units do not change facing
within ahex; they dosobymoving (see 7.15).

(6.4) Orderly Wi thdrawal

Orderly Withdrawal isaform of retreatcarriedout by thenon-phasingplayer
during the Movement Segment, in the face of an approaching enemy, in
which faster, and more maneuverable, units can avoid getting crushed.

(6.41) During an enemy Movement Segment, OR immediately after any
enemy Advance After Combat (9.3), any non-phasing (unrouted) combat
unitor leader (whether Finishedor not; however, see 6.43) that is NOT in an
enemy ZOC may avoidcontact with anenemy unitthe instant the lattereither
M movement two hexes from a friendly unit and starts to move towards
the latter unit, or moves within two hexes of the friendly. “defending” unit,
aslong asthe “defending” unit has a higher movement allowance than the
attackingcombat unit.(But see 6.43.)To do this, the friendly,defending unit
Withdraws up to a number of Movement Points (not hexes) equal to the
difference between movement allowances away from the advancing unit.
Withdrawal mustoccur the instanttheenemy unitmoves intotwohexrange(stop
movingthe friendly unit temporarily),or the option is lost.SwedishHI brigades
usetheir base ‘4’ MA forpurposes of MA comparisonsforOrderly Withdrawal.

Rulebook

Exception: See OW during the Optional Rule for Creeping Fire, 8 . 4 ] .

i Example#1: 3LI unit( M A of ‘5‘) approachedby a’I‘ercio (MA of ‘3’)
may Withdraw one or two clear hexes, intoone Woods hex, etc. (6 ‐ 4
= 2 MP). '

Example#2: ALightCavalry unitwithanMAo f ‘8’ maynot . ‘
into aGarden has in the face of aHeavy Cavalry (MA of ‘7’:
because it would test the cavalry 2 MP’s to so move- and
alloweda l-M]? withdrawal.

BriefPlayNote: Yes, it says within two hexes,soany (eligible)friendly unit
can Withdraw [fan enemy moves within two hexes - even ifthatunitdoesn 't
actually move in his direction. Thus the friendly player MUST make his
decision to withdraw BEFOREthe moving enemy makes hisfull intentions
clear! This meansthat infantrycan nevercatchcavalry unlessthe “wayout "
is blocked. However, ifthatcavalry is Disrupted, withdrawing may disrupt
it again, producing a r o u t ; see 6.47.

>>(6.42) The withdrawing unit maintains its original facing throughout
withdrawal without having to roll for Disruption. (Exception: see 6.47.) It
does,however.roll for Disruptionforentering/crossingany terrain for which
it would otherwise do so. At the completion of withdrawal, if it wishes to
change facing it pays any MP costs (see 7.12) inherent in such change. but
those MP’scome from itsOW movement rate(6.41). (Thus, ifaunit hasonly
one MP to use for OW. it may change facing only one vertex; see 7.12 and
7.l3.) Double-sized units, such asSwedish Hl brigades, may n_ot “change
facing” after OW because that would entail movement; see 7.15. if the
Withdrawingunitwas beingapproachedfromarearorflank hex (i .e.,the hex
into which the enemy, moving unit intended to move) the player rolls for
Disruption regardless of what type of terrain into which it withdrew. Note
that units soapproached from the rear may “withdraw forward” - aslong as
there are hexes into which they may move.

A Historical/PlayNote: Orderly Withdrawal isa “retreat” in theface ofan
approaching enemy, long before that enemy can close. This is why the
witlulrawing unit can return to the originalfircing (withminimum cohesion
cost) it hadbe Ore the enemy approached. In play/game terms, you simply
move the counter backwards.

>>(6.43) A unit ‐ combat or leader - may Withdraw anunlimited number of
times during agame turn. No movement points are expended, no orders are
needed... and a leader is always considered to have ahigher MA than any
combat unit.A leadermay OW uptonine(9)MP’seachtime. However,each
time a leader withdraws more than one hex in any phase the player rolls the
ten‐sided die. lfthe dieroll ishigher than the Leader’s Initiative Rating, that
Leader isautomatically Finished ... even ifhehas notyet undertakenaPhase
that turn! If he is already Finished, there is no dieroll, no penalty.

>>(6.44) Units may not withdraw:

" into an enemy ZOC, woods, town or marsh.

Exception#1: leaders may OW into/through anenemy ZOC if such
hex is occupied by a friendly combat unit.

Exception #2: Leaders and Light Infantry M AY withdraw into
woods if the movement differential allows.

" across a deep stream or wall (unless crossed by a road)
" across ahexside or into ahex that would cause anautomatic Disruption
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n in violation of Stacking Restrictions (6.5)
u or into any hex, or across any hexside. into/across which movement

would beprohibited.

Units _n_Lay withdraw across a hexside or into a hex for which they would
normally m f o r Disruption, in which case they do so. Units may NOT fire
when undertaking Orderly Withdrawal. (Optional Retreat Fire. 8.42, is not

treated asOrderly Withdrawal asit is by the phasing player.)

(6.45)Orderly Withdrawal takesplaceduringthephasingplayer’sMovement
or Advance after combat. Other than the latter, a unit may mt Withdraw in
the Shock Combat segment. The attacking/moving unit may continue to
complete its movement in the face of such withdrawal.

(646) Units already in anenemy ZOC may NOT use orderly Withdrawal.

(6.47) Disruptedunits may use Orderly Withdrawal. However. in determining
theirability towithdraw theirDisrupted MA'sareused,andtheplayermustmake
a ten-sider Disruption dieroll (6.22) at the conclusion of each withdrawal. See
[ 2 2 2 and 12.31for theeffect of anadditional “D"onanalready Disruptedunit.

(6.48) Line Withdrawal: Under certain circumstances, an entire Line (Q
defined by the rules) may withdraw at the same time. The normal OW rules
apply. but here, if an enemy approaches, and ifthe units in that individual
Line have at least one unit in that Line within two hexes of an eligible
commander,t ha tmune may withdraw. (TheRaggedvsRigidLinerules
apply asto how many units may besowithdrawn.) All units in the linedo not
have to do so. All other OW rules apply.

(6.49)ExamplesrefWithdrawal:

#1. [Ltitzenit homemadeunit,MA of8, is in 2217, facingWest.An ‘
Imperialist.iIIbrigade;MA cf ‘4’, is in 2220. The Imperialist player

‘ moves"theHI brigadeinto2219,atwhichpoint,the Swedishplayer- the
3 HI brigade now being two hexes away ‐ exercises his OW option and
' withdraws.TheHC hasanOW movementaitowanceof ‘4’ MP’S {8‐4}, 5

andusestwo of these to moveinto2215,maintainingitsoriginal facing. ‘

#2. [L‘utzen]: A SwedishLI unit ( M A of ‘5 ’ ) is in 2610, facingNW.An
ImperialistHI brigadestartsthephasein2410,facingSE.TheImperialist ;

, player indicatesheis goingto move the HI unit. As this unit is starting 5
two hexesaway.theSwedishLI unitmustexercise itsOW optionbefore
the HI actually moves. However, it must move “away”, which means

‘ back, and that means it would have to cross the Elevatedroad. Such a
move would take 2 MP‘S,which it does not have. So the LI cannot use
OW.

#3, [Lumen]: Six imperialist cavalry units, all 3 SP’s or more, are in ‘
2219‐2221and2] 18-2120.They are all in rangeof their commander. A
fine of 3 SwedishHI brigades is in the ditch, 2519‐2524. The Swedish ,
piayergivesaLC to the HI brigades,andthey rumble forward out of the i
ditch. As the first HI hits 24204 the Imperialist Player exercises his 1
ability useLine Withdrawal}, which he must use to OW the cavalry (as

they cannot stack, asper6.53).

>>(6.5) Stacking

(6.5 l ) Stacking refers to having more than one unit in a hex at any one time.
The Basic rule is: one combat unit per hex. This applies at ALL times. The
Exceptions:

L i o n
l . A Light Infantry (LI) unit may stack with another LI unit,with amaximum

of tw_o LI units in ahex.However,atnotime may there bemorethan 4 SP’s
of LI in ahex. ( I fusingthe optional 10.35rule,amaximumof 2“Dispersed”
LI SP’s, or one unit, whichever is less,are allowed per hex.)

2. OneCommandedmusketunit maystack withonecavalry unit,regardless
of the SPof either unit.

3. “Regimental”artillery units maystack withonecavalry unit,ORone (LI)
unit, OR another regimental artillery unit. Regimental artillery may not

stack with H] or Field/Heavy artillery.

4. Individual Field and Heavy Artillery units may be stacked with one
cavalry unit. one LI unit OR one similar cannon unit. (See #6.)

5. Two cavalry units (maximum) totalling up to four (4) SP’s may stack in
one hex and beconsidered as“one" cavalry unit for the purposes of #’s
2and3,above. However,Heavycavalry (includingCR’s) may not stack
with Light cavalry (which includes dragoons).

6. An infantry or cavalry may move through anartillery unit - friendly or
enemy - at no extra cost or penalty to either unit.(H0wever, see 8.45 for
capturing artillery.) '

7. One combat unit may stack with a Baggage Train unit.

(6.52)Leadersandinformationalmarkersdonotcountforstackingpurposes.
A hex may contain any number of leaders/markers.

(6.53) Bothcombat units stacked in ahex must have the same facing. Ifone
unithas to change facingto do this, it must. [ f a unitwishes to enter ahex and
stack with aunit in that hex it must haveenough MP’s to maintain the same
facing; ifitdoesn’t, it may notenter that hex until itdoes.This does notapply
to aunit passing through anoccupied hex (6.55). Both units in astack may fire
(butnot together), andM unitsareaffectedby any results. (See8.23 and9.22)

(6.54) A unit may never move into or through a hex containing an enemy
combat unit, except for 6.5 l [5].

>> (6.55)A unit may never voluntarily move (andthat includes withdrawal)
into ahex occupiedby another, friendly combat unit in violation of stacking
restrictions. However, retreating and routing units may be forced by
circumstances to do so. '

l . If aretreating/routingunit is forced to move through afriendly, occupied
hex in violation of stacking restrictions, the stationary unit must roll for
Disruption (6.22). (There is nochange in the status of the retreatingunit,
which is, most likely, routed anyway.)

2. If a retreating/routing unit’s retreat would force it to stop in a friendly‑
occupied hex, the retreating unit, instead, continues to move one more
hex, through the friendly unit, ifpossible. I fi t cannot movethat extra hex
becauseof terrain or enemy presence, it stays in place(anddoes notenter

the friendly‐occupied hex) and loses two SPs, one for each hex it could
not retreat (as per l2.32). If it does move through the friendly unit,
that stationary unit rolls for Disruption (as per 6.22).

3. If a retreating/routing unit is forced to move into or through an already
Routed unit, the latter is immediately eliminated.

4. UnderNO circumstances, voluntary or involuntary,may aunitever enter

aTercio‐occupied hex.
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(6.56) It takes two Orders to move two units stacked in the same hex. (For
leaders, this will have to be done in separate Orders Phases, asone leader
cannot order another to move. unless he is the Overall Commander.)

Exception: a single Order from the Overall Commander may move every
unit stacked in a hex with the OC. See, also. 5.22 and 4.5.

(6.57) Combat units may enter a hex containing only a leader at no
movement cost. However, Leaders pay a Movement penalty of +I MP to
enter a hex occupied by a friendly combat unit.

(658) A combat unit stacked with aLeader may Withdraw together. or the
leader may withdraw and the combat unit remain. lfthey withdraw together.
they may withdraw to separate hexes or the same hex.

7.0 Facingand ZOCs

(7.1) Facing

(7. I l )All units must befaced in ahex sothat the top ofthe unit (theside with
its name) laces into the vertex of the hex (between two hexsides, asbelow).

All units in ahex must befaced the same way. The two hexes to the front (3
for double-sized units) are called the Frontal Hexes; those to the side, the
Flanks.andthose behind.the Rear.A unitmay only moveintoahex to itsFront.

Flank

Front Front Front

5 Grorra [8] H]

Rear Rear

(7.12) In order for asingle-hex unit to change its facing it must pivot within
itshex.All units.exceptfbrtercios(see 10.11),maychangefacingone vertex
(pcrhex)without anycost.Al l facingchanges aboveone vertex (perhex)cost
one MP peradditional vertex. Tercios may reverse-faceatacost of 1MP (see

l ( ) . l l ) . A unit cannot change facing while in anenemy ZOC (Exceptions:
see 9.32 and 8.3). although double-sized HI brigades may pivot in a
Wheeling Maneuver, asper 10.23.

(7. I3) Any Heavy Infantry or Tercio unit that changes facing more than one
vertex in asingle hex in the same Orders Phase rolls for Disruption (6.22).
This does & apply to front-to-flank or Reverse Face maneuvers.

(7. l 4 ) Heavy infantry and heavy cavalry that change facing in aWoods or
Town hex are automatically Disrupted.

Rulebook

(7. I5) Double-sizedunits don_ot “change facing”; they can only change the
direction in which they are facing by moving (and paying any costs for so
moving)one side of the counter forward,thus pivotingthe counter. (See l0.22.)

(7.16) Routedunits have no facing. Units shock attacking routed units are
automatically Attack Superior (9.25).

(7.2) Zones of Control and Shock Requirements

(7.2I)Al lcombatunits.exceptartillery.exertaZOCintotheirFronthexes(only).
Tercios alsoexert aZOC intotheir flank hexes,andArtillery unitsdoNOTexert
anyZoneofControl. DisruptedandRoutedunitsand leadersdoMexertZOC’s.

(7.22) ZOC’s do not extend into ahex into which movement is prohibited.
They also do not extend across a hexside which produces an automatic
Disrupted result, such asDeep Streams.

>>(7.23) A unit must cease movement the instant it enters anenemy ZOC.
A unit in anenemy ZOCmay notchangefacing. (Exceptions:Caracole,8.32;
AdvanceafterCombat,9.32.)A unitthatbeginsmovement in anenemy ZOC
can move out of the enemy ZOC only if:

I. It is the Overall Commander issuingan Order to himself;

2. It is a leader issued two Orders or an LC by his 0C;

3. It is acombat unit that can receiveanorder to move.has at least one
unoccupied frontal hex,and its printed MA isgreater than the MA of
any enemy unitexerting aZOC onit.(Use the Swedish double-sized
extended MA of ‘5’ for this purpose.) See 7.25.

4. Optional Rule: It uses Retreat Fire (84) to extricate itself from the
enemy ZOC.

(7.24) Units in anenemy ZOC can always begiven anOrder/LC to Fire. Units
that do manage to leave anenemy ZOC may draw Reaction Fire (see 8.21).

(7.25) A unit leavinganenemy ZOC may immediately enter anotherenemy
ZOC, but would then cease movement for the remainder of that Orders
Phase.Unitsvoluntarily leavingaunit’sZOCduringthe Move/Firesegment,
aspartofanOrder,aresubject toReactionFire(8.2 l ).Notethatbeingsubject
to Reaction Fire when leaving a ZOC applies only to movement in the
Movementsegment; it does NOT apply to advance after Shock.Retreats,or
anything that occurs during the Combat Segment.

(7.26) lf opposing units extend a ZOC into the same hex they are both
considered to “control” that hex.

>>(7.27) ZOC’s inandofthemselvesdonot requireunitstoundertakeShock
attacks; the absolute (MUST) requirement to engage in Shock applies o_nly
to undisruptedcavalry'units that have attempted aCharge and/or Counter‑
Charge (see 9.4). All other, eligible unitswithenemies in their ZOC’s M AY
CHOOSETO (but do not have to) undertakeShock.See 9.21 for whom and
how this isapplied. And asyou will see in 8.3.Cavalry units (CR) that have
used The Caracole Maneuver this turn may NOT Shock.

"A PRELIMINARY NOTE ON C O M B AT “

There are two kinds of Combat: Fire and Shock. Fire occurs aspart of ‐ or
instead of ‐ movement at M point during the Movement segment of an
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of the Movement Segment, after all orders have been issuedand movement
is completed. A unit (exceptions: artillery and caracoling cavalry) can
participate in both types of combat during the same Order Phase.

8.0 F i r e Combat

Design/HistoricalNote: The mainproposeofFire was tocause casualties
and. in doing so, either disrupt the enemy or soreduce it ‘s strength and
morale that it couldeasily beswept aside (bychargingcavalry or pikemen).

Virtually all Firetakes place in the Movement/FireSegment,although there
may be Reaction Fire by the non-phasing player in the Shock Segment.
Artillery Fire is treated somewhat differently from small-arms fire.

(8.1) F i re Ratings

(8.1 I) Weapons: There are two classes of firing weapons in the game:
Small-arms - representedbyMatchlock Muskets(blackcircle)andWheelock
Pistols(redcirle)- andArtillery.which issimply subdividedinto Regimental.
Fieldand Heavy guns. The small-arms Weapon color refers to the Weapon
Rowonthe FireTable that unit uses toresolvefire. Artillery andartillery fire
is covered in 8.5 and 8.6. although rules pertinent to both weapon systems
occur in appropriate sections.

Historical NotezT/ie match/och was a system in which a pre-packaged
cartridge was propelled by esp/ruling powder. which, in turn. was lit by
applying the business endofa longfltse to thepowderchamber. This meant
keepingthe/uselitthroughout thebattle-notaneasything, tobesure. Pistols
were ofthe wheel-lock variety, amechanic that was more effective than the
mate/dock (no jitsesl). However. the wheels were delicate (and hearty)
mechanisms that tended to jam quite readily. Both weapons systems were

slow, unwieldy and unreliable.

(8.12) Fire Rate: Each small‐arms unit has a Fire Rate Adjustment. a
numberprintedinside the Weapon Typecircle.rangingfrom -3(worst)to+2
(best).This ratingis usedasadieroll adjustmentonthe Small-arms FireCRT
each time that unit fires; HOWEVER, the FRA is NOT used when using
either type of Salvo (8.27). The FRA is usually (but not always) different
(worse)whenaunit isDisrupted.There isnolimittothe numberof timesasmall‑
arms unit may fire during the tum. Artillery units have noFire Rates; see 8.6.

(8.I3) Caracole-capablecavalry (CR)hastwo FireRatenumbers.The second ‑
better- rating is used ONLY when the unit is executing aCaracole, asper 8.3.
Disruptedcavalry may not use caracole andthus haveonly one FRnumber.

(8.14) The range - number of hexes ‐ over which aunit may fire is given on
the Range Effects Chart. Artillery units also have their range printed onthe
counter. A unit may never fire at a distance in excess of its maximum range,
andthe ability tofire within that rangemay belimitedbyLineofSight (8.24).

(8.15) A unit may Fire with the number of Fire Strength Points it has.

.. TheHl/TEbrigadeunit strengthsaredividedintoFire/Shock:the first
number is the Fire (musket) Strength. See Sample units.

" Al l other units fire with the printed strength rating.

The printed strength may bereduced by casualties: sec 12.1.

L i o n
(8.16) Tercios andCommandMusketLl havethe ability tofire throughtheir
flank hexes. the only units that may doso. Actually, Tercios are required to
“use” this ability. ( L l are not sorequired.nor are they affected by any ofthe
rest of this rule.) However, this ability reduces the TE fire strength directly
forward (see note, below). Therefore, Tercios fire one half ( 1/2) of their
Musket SP's, rounded up, into/throughtheir frontal hexes,AND one‐fourth
(1/4) of their Musket SP’s, rounded down, into/through their flank hexes.
Thus, atercio with astrength of “7/4"can fire 4 SP’s frontally, and I SPinto
eachflank. (Yes.this meansthe unitgets short-changedone SP,butthe tercio
was a remarkably inefficient formation for concentrating fire.)

(8.17) A unit's Fire strength may not besplit between two target hexes.

Exception#1: Tercio fire; see 8.I6.

Exception#2: A Swedish,double-sizedHI brigade(but NOTanImperialist
one) MAY (not “must") split its fire between any two (but not all three) of
its frontal hexes.This split must beby halves, roundingdown - even if that
means apoint is lost.Thus a ‘7’ SPHl brigade may fire 3SP’s into any two
of its frontal hexes.each.

Design/HistoricalNote: Splitting/ire (agaming term) wouldhavebeenan
improbableact/orany unit other than the Swedish brigades. Coordimtt'ion
offire was adifficult loner-levelcommandproblem. at best. To insure that
everyone was doing the same thing - musketeers did NOT simplyfire at
anything they wanted to - everyone hadto point their muskets in the same
direction. (No one actually “aimed”. they simply pointed.) The Swedish
brigades can “split/ire " because, essentially. their musketeemfiflankedthe
pikeson eitherside (ratherthan ringthem, as in the tercios), enablingeither
side tofire in itsown direction.Asjortheprohibitionagainst the Imperialist
units sodoing. this isbecause the Catholics hadonly recently shifted/rout
square tomore litrear/ornratimr;their lineswerenotaswellarrayedasthose
oft/reSwedes.andthe leveloftrainingandcommandinsightandknowledge
wasfar below that of their opponents.

>>(8.2) BASIC FIRE PROCEDURE

(8.21) Units may fire atenemy units at the following times:

I . Ordered Fire:When given anOrderor LineCommand to Fire,or Moveand
Fire. (The Car'acole Maneuver [8.3] is Movement and Fire - not Shock.)

2. Reaction Fire: Any time anenemy unit:

" Enters a unit's ZOO“; or
-- Voluntarily leaves a unit's ZOC: or
.. Fires at that unit

”‘ Eithervoluntarily orasAdvanceAfterCombat.The latteristhe only time
Reaction Fire occurs outside othe Movement Segment.

A unit may use Reaction Fireonly ONCE in any single Phase,regardlessof
the circumstances. See 8.28.

Exception: Artillery operates under a specific set of restrictions; see 8.6.

(8.22) A unit may fire at any single target hex which is within its Range ‑
which extends from its frontal hexsides (and flank hexsides for tercios and
LI) ,through thecenterofthe adjacent frontal (andflank, if applicable)hexes‑
and to which it can trace a Line ofSight.
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(8.23) Small-arms units tnay mtcombinefire.even it‘they are stacked. (See
8.62 for combining attillery fire.) Stacked units in a hex may each fire at
different targets. or they may fire.separately.at the same target. Exception:
stacked. charging cavalry units must fire at the hex they are charging (see
9.22). Ifthere ismore than one combat unit in atarget hex.the Hits from Fire
aredistributedequally (withthe top unit taking the “odd"hit),except that hits
do not affect stacked artillery (as per 8.56) until/unless the other unit is
eliminated. DisruptionDierollsapply to the top unit in astack. lfthat top unit
Disrupts. the unit under it must also check. A target unit may befiredmany
number of times in a turn or phase.

(8.24) A unit can fire only at an enemy target unit to which it has an
unobstructedLineOf Sight (LOS). litheLOS is blocked,unitsmayn_otfire.
A LOS iscalculated by tracing apathof hexes between the center of the hex
the firing unit is in and the same for the target unit. through the firing unit’s
frontal (or fiank. if tercio) hexsides. LOS is blocked by woods. towns/
villages. and Town/Castle Walls (but not Garden Walls), unless they are in
hexes at a lower elevation than both the firer and the target. LOS is also
blocked if any part of a hex of higher elevation is between the two units.
Small-arms LOS isalways blockedby combat units.asisartillery fire lFthe
blockingunit iscavalry. lfthe blockingunit is infantry.and it iscloser to the
artillery then the target (inhexesdistant). the artillery may fireoverthe heads
of that infantry. Artillery. however. may never tire through an occupied
adjacent hex. '

Exception #1: Units may always tire m adjacent hexes.

Exception#2: Units may always fire through walls into hexesof which the
wall is a pan.

Play Note: Because ofthe relatively/lat terrain, LOS isusually aproblem
only when troops are in the way. Because they used low trajectotyfire,
friendly artillery rarel_y_)‘iredover the headsoft/teir own troops, unless the
latter were closer to the guns than the intended target. In any case, LOS is
often a cause of “player tension Wesuggest that LOSrules/orfiring be
interpretedstrictly, while LC LOS rules (4.25/11) be interpreted liberally.
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(8.25) Generally, phasing units may move and fire in the same phase.
However, once a phasing unit has fired it may move no more that phase.
(Exception: the Optional Rules for Retreat and Creeping Fire, 8.4.) In
addition, Infantry and regimental artillery units that have already moved in
a Phase suffer a penalty when firing after such movement and in the same
Orders Phase. For each Movement Point that unit expends moving in that
Orders Phasebeforefiring there is a l L adjustment to thecolumn onthe Fire
CRT.Thus,aunit that hasexpended3MP’sprior to firingearns a3L column
adjustment. This penalty does NOT apply to cavalry. (Nor does it apply to
the optional Rulefor CreepingFire(8.4I). It alsowill not pertainto field and
heavy artillery, nor toSwedish HI’s usingtheir 5th Movement Point (6.12).
none of which can ever move and fire in the same phase.

Design and Historical Note: This rule represents the difficultv and time
entailedinactuallyfiringoneoft/tesemuskets,includingsettingupindividually
anddressing the Iineforcoordinatedfire.

(8.26) To resolve Small-Arms Fire:

I. The firing player totals his firing Strengthpoints and consults the row on
the Small-arms FireTable corresponding to hisWeapon Type. Heuses this
row to find his Fire Strength column. The total strength may be increased
(multiplied) ifthe unit isSalvo Firing(8.27). Hethen rolls the die, adjusting
that dieroll for FireRate(8.12).The FireTablecolumn may also beadjusted
bythe Range Effects Table. Terrain. the Density of the target hex. etc. See
the Fire Table for all adjustments. There is no limit asto how far the
columnsmay beadjustedineitherdirection,except that thefinal adjustmentmay
not go lower than the “0 or less”column.or higher than the “21+” column.

2. Having found the adjusted column. the player rolls the die, adjusts if
applicable, cross-indexes the adjusted dieroll with the adjusted column
(usingthe appropriate weapon-type row),and obtains aCombat Result: the
number of “Hits” (12.1) the target has taken.

3. Ifthe target unit has fibeen eliminated by Hits and the result is two (2)
or more Hits (in bold typeface; e.g.. ‘2’), roll the six-sided die to see if that
unit isDisrupted,addingto that dieroll the numberofhits incurred in THAT
fire (n_ot the total a unit has absorbed). Iftheadjusted dieroll (Hits + DR) is
greater than the unit’s TQ, that unit is Disrupted. If the unit was already
Disrupted(includingaTE or HI unitjust havingreachedthat status because
it was reduced to less than halfits printed SP.asper I2. l3), it is Routed.

Exampi§f<Aunitwitha’I’Qof ‘6’~takestwohits;Theplayertellsthe six‑
sider, rolling;a“»‘3’. 3+ 2 a 5; no:disruption. If hehadrelieda"5’, the
adjuste‘dtdtalhf«‘7? would havedisrupted the unit. »’»’

See 4.43 for fire effects on leaders.

(8.27) Salvo Fire: Salvo is firing by volley of massed ranks. DoubleSalvo
is even more concentrated fire by well-trained. disciplined massed ranks.

When fir ing Salvo, the unit doubles (2x) its Fire Strength.
The following units (ONLY) are capable offiring Salvo:

.. Swedish infantry (heavy or light):
I. In that unit’s Initial Orders phase ‐ not a Momentum-generated

phase - if they have not moved more than two (2) Movement
Points (and see 8.25).

2. Any one ( l ) time inasinglephase inwhichenemy unitsentertheir
ZOC.
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" mperialist HI units at Liitzen (only):
I. In that unit’s InitialOrders phase‐ notaMomentum‐generatedphase

‐ iftheyhavenotmovedmorethanone(l )MovementPoint(see825).

2. Any one (1) time in asingle phase in which enemy units enter their
ZOC.

lmperialists may never use any type of Salvo at Breitenfeld.

When firing Double Salvo, the unit quadruples (4x) its Fire Strength.
The following units (ONLY) are capable of firing Double Salvo:

" Swedish infantry (heavy or light) units that have not moved in the
Initial Orders Phase - never in a Momentum-generated phase and
never asReaction Fire.

Disrupted units may NOT Salvo/Double Salvo Fire, and the Fire Rate
Adjustment (8.12) is NOT used when firing Salvo.

HistoricalNote: Mostmusketlinesfiredinsections, othersectionsbeinggiven
time to reload. Thus, the impact of the musketry was dispensed and difiused.
Gustavus implementedthe Salvo - or combinedfire by ranks - alternately with
C1eeping Fire(below). Itsaim was to concentrate thepowerof themusketat one
pointsothat it could, almost literally, blow a hole in the enemy line.

(8.28) ReactionFire (see 8.21) may occur atany time anenemy unit enters
afriendly unit‘sZOC,voluntarily leavesthatZOCorfiresatthat friendly unit
atarangeofonehex.However,anindividualunitmayuseReactionFireonly
once per phase, so the instant a unit uses Reaction Fire place a “Reaction
Fired” marker on it tosoindicate.That unit may not use Reaction Fireagain
that phase. See, also, 8.27 for restrictions on Salvo asReaction.

(8.29) lfthe target unit is lmperialist Caracole or Heavy Cavalry. there is l‑
to-the-Left adjustment to the Small-Arms FireTable column to account for
the heavy armor worn by these units.

DesignNote:There isnoadjustmenttoH1orTEbecauseatleasthalflifnotmore)
ofthemen‐ andcertainly theonesmostlikelytobe “upfront” ‐ were unannored
musketeers. Thepikemen”sarmor, which was somewhat lessthan the cavalry ’s,
is taken into account by the 2‐to~l casualty rate rule, below.

Exampleof Fire: A SwedishbrigadewithaStrengthof t 1/6movestwo
2 hexesandthen files atan adjacent tereio,whichhas aprintedSPof8/7, ‑

but has taken 7 Hits already.The “base” column is ’I L 13‘ . However,
it moved two hexes, for a 2L adjustment, so the Swedishplayer rolls
under the 6‐7 column, getting a ‘7’. The Swedish Hi has a Fire Rate '

; Adjustment of ‘+1’, sothereis adieroll adjustmentforthat,makingit an
i ‘8‘ dieroll; there are no other adjustments. This-means the tercio has

absorbedtwo Hits,whichgives it atotalof ‘9‘hits.Tlru's ismorethanhalf
its printed SP. soit is immediately Disrupted The ImperialistPtayer
nowchecks to see if there isany furtherDisruptiontohistercio. Herolls
a ‘6’, to which headds the ‘2’ Hits.The total of ‘8‘ ish'rgher than the
tereio’s DisruptedTQ of ‘6’,sothe tercio unit now Rental

(8.3) The Caracole

Caracole Cavalry (CR) are usually not very good at
executing a full‐ tilt Charge. (They can try; they’rejust not

very good at it.) What they do best is use the Caracole
Maneuver, in which. during the Move/Fire portion of the
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Orders Phase,they enter anenemy ZOC. taking enemy Reaction Fire ( i f thc
enemy unitis inaposition todoso).andthen the CR’sFire‐ usingtheirhivher
Fire Rate adjustment number (usually a +2). Then. they must move away.

(8.31) Only undisruptedCR units may perform acaracole. To dosothey must

havesufficientMovementPointsavailable toenter the hex adjacent to the target
(usually in its ZOC). fire.and then tum (changefacing) and leave,movingaway
at least one hex. If they cannot complete this maneuver, they may not begin it.

(8.32) As anexception to7.23.aunit performingacaracolemay enterandfreely
leave anenemy ZOC at no extra cost in MP’s. However. that hex must be
controlledbythe target unit.although it may bemutually controlledbythe target
and another, enemy unit. The CR is still subject to Reaction Fire and potential
enemy Counter-Charge. A CR unit using the Caracole Maneuver may change
facing inanenemy ZOC (anexception tothe general rule).However,it paysany
MP’sengendered by any such facingchange. It may NOTbackout likeanOW.

(8.33) The following restrictions and exceptions apply to The Caracole:

" Cavalry that m an Orders Phase in an enemy ZOC may NOT
employ the Caracole.

-- Cavalry may NOT advance after caracole, even if the enemy hex is
vacated.

0- CR cavalry that are successfully Counter‐Charged fire with their
lowerFireRate insteadoftheirCaraeole FireRate (Seeexampleafter
9.49). and must remain in the hex where they were Counter-Charged.

" CRCavalrythataresuccessfully Counter-Chargedmay NOTattempt
to counter-charge during the ensuing Shock Phase.

" Cavalry that uses caracole may NOT shock or charge attack in the
Shock portion of th_atOrders Phase. They will defend against Shock
normally. but they may NOT attempt a counter-charge. Use the
“Caracole" markers to indicate this status.

(8.34)Evenif the caracole comesabout by means of aLineCommand,multiple
caracoles against asingle target are resolved sequentially.

(8.35)The “Caracole" takes place in the Movementand Firesegment of the
Orders Phase. It is NOTaShock (oreharge) ‐ although caracoling units may
be counter‐charged. CR‘s may always make a non‐charge shock attack if
they wish ‐ and if they have not undertaken Caracole in the Movement
segment. But the 0_nly time Caracole units get to use their higher Fire rate is
when they perform a Caracole Maneuver.

(8.36) CR unitsthat do not Caracole are free to doanythingany othercavalry
units could normally do. within the rules for such.

Example (#I) of the Caracole Maneuver :
lLiitzen}: Swedish HI brigade (SPof 8/5) is in 2313-2413, facing SW. An 5
lmperialistCR(5SP)is in23l7,facingE.It isthe{minedalistOrdersPhase,
Movement Segment. and the imperialist Player decides to have his CR .
undertake aCaracole against the Swedish HI.He moves the CR, entering ,
2314,at which point the HI brigade fires a Salvo right into the caracolers,
rolling a ‘5’ and thereby reducing their ranks by 2 SP’s. Undaumed, the ;
Imperialistcavalry, reducedto 3SP’s, fires their Wheelock pistols in time‑
honoredcaracole fashion, rollinga ‘5’,which is increasedby the Caracole t
Fireratetoa ‘7’.which meansthe HI brigadetakes a1SPloss.TheCRunit,
whichuptonow,hasexpendedonly3MP’s,changesfaeingin 23l4.moves
into23ES.andchanges facingagain,to theEast,which it hasthe movement i
pointstodo ,AstheH1alreadyfiredoneReactionFire,it maynotfireanother.

, Notavery goodexchange of losses,was it?Shows why thecaracoiedidn’t
really work well against the firepower‐orientedSwedishinfantry.
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(8.37) When a Caracoling CR moves into one of an enemy unit‘s frontal
hexes anddeclares Caracole Fireagainst that unit,the enemy unit mayeither
use Reaction Fire ( i f it has not already fired that Phase) OR attempt a
Counter‐Charge; NOT BOTH.When aunit usingCaracole moves intoahex
that is in the frontal hex ofmore than oneenemy unit,EACHsuchenemy unit
may either use Reaction Fire ( i f eligible) or attempt a Counter-Charge. In
such cases, all Reaction Fire occurs BEFORE Counter-Charge attempts.
ANY successful Counter-Charge forces the Caracoling unit to use its lower
Fire Rating and remain in the hex, asper 8.33 and 9.47.

Caracole Example#2:
l Continuingthe aboveexample,lithehex the ImperialistCRenteredto l
‘ Caracolehadalso been in the ZOC of a SwedishHC unit (as well asthe I

HI).then the Swedecouldhaveattempted aCounterchargewith the HC i
after theHI usedReactionFire.If"successful,thatwouldhaveforcedthe 1
CRto firewithits lowerFireRetell-+0).turning the‘7" die roll(aHit)into
a‘5’ (aMiss).Additionally,.the‘CR‘wouldhave hadto standand accept
the Swedish Counter-Charge in the Shock segment. l

_,_........._......_.._.. . _ _ . . . . .._._.._r

(8.38) If a Caracoling Imperialist CR is counter-charged but, in the same
Orders Phase. an Imperialist HC or LC successfully charges the counter‑
charging Swedes. the CR is now ”out of the picture" and does not take part
in ANY of the charge/countercharge shock. It may lire, asper 8.37

Example: Strozzr‘s CR attempts to caracole Baudisson‘s HC, but the
latter successfully countencharges. It is still the lmperialist Orders
Phase,sothe Impplayernow announces he is chargingBaudissonwith
Wengersky'sPolishHC.IfthePolishHCcharge issuccessful.Baudisson's
counter-charge is automatic (see 9.48). However, Strozzi's CR is no
longer involved in the Shock.

>>(8.4) Optional: Special Types of Small-Arms F i r e
See Optional Rules.

(8.5) Art i l lery

HistoricalNote:Mostartillery were reallysiegepieces,heavyandextremely
cumhersomc; they were often overrun. The major exceptions to this were

Gustavus" “regimental" pieces, which could pretty much keep up with
advancing cavalry and their commanded musket attachments (as long as
they didn 't more toofast). The three madeforquite a combinedarmspunch.

(8.51) HeavyandFieldArtillery may not moveandfire inthe samem;they
may do one or the other. Regimental guns are not so limited; see 8.52.
Markers are provided to show whether aunit has done one ‐ and may not do
the other - duringaturn. See,also, the LineCommandexception in4.23.The
Artillery Usage Chart states when anArtillery unit may Move and/or Fire.

(8.52) Artillery may change facing; they do not pay any MP cost to change
one vertex. Any additional changes in the same hex, at the same time, cost

1MP, regardless ofhow many vertices it changes facing. 11mayn_ot do so in
anenemy ZOC, of course, and field and heavy artillery that change facing
are considered to have Moved that turn. For regimental pieces, it is simply
treated asone MP of movement.The lmperialist restrictionsof8.54doNOT
apply tochangingfacing.The bigheavypiecesmaychange l‘acingmvertex
without rolling; for any further changes they must roll the same asifthey
wished to move. Changing facing, though, is movement for these guns
and they may not Fire after moving (and vice verso).
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(8.53) Swedish regimental artillery may move and fire during the same
Orders phase (when allowed), but each MP it expends causes a ‐l dieroll
adjustment to its fire capability, in much the same manner as8.25.

(8.54) Imperialist heavy artillery was close to impossible to move under
battleconditions. If the player wishes to move one ofthese Heavy pieces he
first rollsadie. Ifthedieroll is ‘6-9’ the unit may move.Otherwise, it is stays
putfor the remainderofthe turn and may NOTfire.Only one suchdieroll per
turn. Best strategy is to leave these beasts, some of which needed 30-40
horses to pull them, where they are and pray they don’t get overrun.

(8.55) Artillery units do not have m Shock capability - AT ALL. If an
artillery unit ism in ahex, and anenemy infantry or cavalry unit moves
adjacent to it, the latter may use Reaction Fire but, immediately thereafter,
it becomes Abandoned.

" HI andTE may move intoahex withanAbandonedgun, immediately
eliminating the artillery unit (so noneed to worry about “stacking”).

-- A LI or any Cavalry unit that entersahex with an“abandoned” enemy
artillery unit may either destroy it, asabove, or “Captures” that unit
by stopping in that hex. (Why only Ll or cavalry? See 6.41.) Flip
the counter to its “Captured” side to so indicate, and placing a
“Disrupted” marker on it to indicate that it is also disrupted. (See
8.56.) Abandoned guns that are capturedare automatically recrewed.
The capturing player may now use these guns for his own purposesll

Artillery units may never retreat orwithdraw. lfthey are stacked with alight
infantry or cavalry unit and that unit is forced to vacate the hex, the artillery
is abandoned assoon as its “support” unit leaves.

Exception: Swedish “regimental” sections may Orderly Withdraw a
maximum of one (1) hex per Phase if stacked with withdrawing Cavalry.
They may not withdraw by themselves.

DesignNote: Virruall_vallartillerywasmannedbycivilians, whosecontractsdid
not include mixing it up with the pros withpikcs. Gustavus ‘ gunners, although
more militarilyprofessional, were similarly inclinedwhen it came to melee.

(8.56)Artillery unitsdo not take”l‐lits”. Any Hit result that would beapplied
to artillery becomes, instead, a Disrupted result. Disrupted artillery may
neither Fire nor Move. It’s TQ is reduced by one (- l ) . The “Artillery
Disrupted, TQ- l ” markers placed, so indicate.

(8.57) If aDisruptedartillery unit takes ahit,or gets another Disrupted result, it
isAbandoned, itscrew havingscattered toasafer location.Abandoned artillery
must be“recrewed” to be of any use. The friendly player must move a Ll or
cavalry unit into the same hex asthe Abandonedguns andthen stop. The player
may then removethe Abandoned markerbut leavethe guns in aDisruptedstate.
Of course, the enemy can always Capture and recrew them, as in 8.55.

(8.58) Note that artillery units are free to enterenemy ZOC’s ifthey so wish
and want to live dangerously.

(8.6) Art i l lery F i re

Artillery fire never causes casualties (hits). (What never? ... well, hardly ever.)

When effective, which isnot that often, it usually results in disruption. Artillery
fire uses its own Artillery Fire Table, and although, like the Small-Arms Fire
Table, itsresultsarenumbers,theArtilleryTablenumbersareapplieddifferently.
Ratesof Fireare built into the AFT, thus there are noFire RateAdjustments on
anartillery unitcounter.TheArtillery UsageChartindicateswhenaunitmayFire.
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(8.6l) Artillery units have no printed Strength. Instead, they use specific
columns on the Artillery Fire Table under which the unit fires, and the
dierolls to which the player makes any adjustments.

(8.62) Each artillery unit fires separately at any target within range and Line
ofSight, Exception: see the Torstensson rule in Breitenfeld.To resolve this
fire the players use the Artillery Fire Table, which works rather differently
fromthe Small‐armstable becausethe AFT includestheeffectsof rateof fire.
The AFT requires the use of two dice: one ten‐sider, and one six‐sider. The
firing player rolls bothdice atonce. The ten‐sider determines which column
the player will use for the six‐sided dieroll, depending on which type of
cannon- regimental, field or heavy - he is firing, and what “side” he is on.
The six-sideddieroll isadjustedasperthe Arti l leryDieroIladjustments listed
below the table to obtain the result. See 8.67.

(8,63) The result onthe Artillery FireTable isa“Disruption Number". Having
gotten that number,the player now rolls another six-sideddie, to which headds
the Disruption number. (A ‘0’ means use just the dieroll; a means nothing
happensat all sono dieroll is necessary.) If the adjusteddieroll ismghegthan the
target’sTQrating,the target (all unitsstacked inthat hex) isDisrupted If the unit
isalready Disrupted,it remainsDisruptedand loses I SP. lfthetarget isdisrupted
artillery it becomes Abandoned, asper 8.57.

Exception: Regimental Hits: Any printed result of ‘3’ or more caused by
regimental fire results in the target incurring one Hit - even if it doesn’t
become Disrupted!

(8,64) UncommandedArtillery Barrage:Artillery can fire without anOrder
or LC in the Artillery Barrage Phase. The players may fire each of their
artillery units m, whether or not they are within a leader’s range. The
Swedish Playerfires the first unit, and then the players alternate firing each
unit once until both players have finished firing. A player does not have to
fire all - or any - of his guns, and all LOS and range rules apply.

PlayNote:Asplayproceeds,andthe unitsm o r e in_fro/1oft/reguns, 17arrages
will become less and lessfrequent.

(8.65) One of the major adjustments to artillery fire, asyou will see from the
Artillery FireTable, is the type of unit beingfired at.aswell asthe angle of fire.
In the first instance, the greater the numberof m aFormationhad.the greater
the chance that the “bowling ball” type of fire artillery effected would cause
problems. Thus, while many Swedish brigades have just asmany “men” asa
tercio, the fact that theSwedesare formed in only six or soranksmakesthemless
inviting targets than the 30‐rank tercios. HOWEVER,firing through the flahkj
of these units turns “rows” into “ranks”, with aconcomitant effect.

Exception: Regimentalfire doesn_otgainthe benefitof eitherRank orFlank
fire.

(8.66) Exploding GunslSee Optional Rules]

An ExampleofArtillery Fire: Artillery BarragePhaseatLiitzerr.An E
ImperialistHeavyArtillery section in2434hasaclearLOStoaSwedish ‘
HI brigade in 2627‐2628, which is facing NZNW.The Imperialist guns
therefore are firing through the Swedes’ flanks. The ImperialistPlayer
rolls a ‘4’ on the iO‐sided die for his coiumn. He has a ‐i dieroil
adjustmentforRange(7hexes)buta+2dierolladjustmentforFlankfire,
fora total adjustmentof+i .Hissix‐sideddieroll isa ‘6’,adjustedto ‘7’

' fora“Disruptionnumberof “2” .The Swedenow rollsa3 onHIS six‑
' sideddie-for a total'of ‘5’. As his H1unit has aTQ of ‘7’, there is No

Effect. '
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9.0 Shock Combat

(9.1) Shock Strengths

The numberofStrengthPointsaunit has ‐ usually itsprintedStrength rating,
perhaps reducedby Hits (see 12.I4)- is its Shock Strength.The Tercios’ and
HI brigades’ shock strength isthe secondnumber;seesampleunits.Artillery
units have NO Shock strength, nor do leaders.

(9.2) Shock Procedure:

General Principles:
After the completion of the Movement Segment ofan Orders Phase, shock
combat occurs. Shock is part of a leader’s Orders Phase, and all shock
engenderedby that leader is resolvedbefore the next leadermay beactivated
(or momentum attempted).

IMPORTANT: Each shock combat is conducted asa series of steps
performed in order for a_ll units participating in shock combat - before
the nextstepof shockcombat isconducted.Thus,Step ‘9.23’ iscompleted,
followed by Step ‘9.24’ for all involved units. After which Step “9.25” is
undertakenfor all units,etc. Wesuggest undertakingeach separate step from
left to right, across the map.

Design Note: It would be easier to resolve each separate combat as one
“piece ”. However, todosocreates a “blitzkrieg" type of'efi'ect, wherein the
attacker gets to choose which attacks he wants to dofirst so that he can

achieve “breakthroughs”. Despite its simplicity, this would hesofarjrom
reality as to render the system - and the game - inaccurate. HOWEVER,
isolatedshocks can certainly beresolvedasapiece, if doing so would n o t

affect otherattacks. The methodyou choose shouldkeep this intent in mind.

>>(9.21) Shock Designation Sec,ment: This is used by the attacker to
determine which of his units are going to Shock attack, andLhQ which of
them (and/or their targets) must make pre‐shock Disruption dierolls.
1. As stated in 7.27, the only units that MUST shock are charging and/or
counter‐charging cavalry, For everyone else, shock is voluntary.
2. However, even though shock is voluntary for these units, some of these
muststill makeapre‐shock Disruptiondieroll,while othersdonot.The basic
premise is, “You Moved? You Check for Disruption!”

The following unitsundergoaPre‐Shock Disruptiondieroll. (PlaceaMUST
CHECK marker on top of them):

-- Infantry units that moved adjacent to an enemy unit in thi_s phase
that are going to shock, as well as their targets.

u Targets of acavalry Charge that are notattemptingto counter‐charge.
u CR Cavalry units that did NOTexecute aCaracole maneuver but did

moveadjacent to anenemy unit in order to engage in Shock,and their
targets. (Caracoling units may not Charge; see 8.33.)

The following units do NOT need a Pie‐Shock Disruption diedroll:

.. Charging and counter‐charging cavalry (which have a “similar but
different” TQ dieroll; see 9.4)

.. Units that began the phase adjacent to enemy units and are going to
shock simply because they are already in position (and within a
leader’s range, asper 5.25), and their targets.
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Play Note: Remember todifferentiate between which unitsMUSTSHOCK
andwhich unitsMUSTCHECK. Only charging cavalry MustShack, butal l
moving units that are going to engage in shock Must Check (9.23).

(9.22) Who Can Attack Whom?. Units that attack by Shock must attack all
units in their ZOC’s (7.21), unless that defending unit is being attacked by
another, friendly unit in M Shock Segment.The attackerdetermines which
units will be involved in each. individual combat resolution, within the
restrictions that follow.

.. A friendly unit may attack more than one unit.aslongasthe targeted
defenders are all in the attacking unit’s ZOC.

.. An attacking unit (even a two-hex unit) may not split its attack
capabilities, although two (or more) units may combine to attack m
defender.

.. If more than one unit isdefendingand/orattacking,total the Strengths
" Each unit may attack only once per Shock Combat Segment.
.. A defending unit may be shocked attacked only once per Shock

Combat Segment.
>> -- Stacked, charging cavalry units must charge the same unit(s); they

cannot split attacks into different hexes. Non-charging - but shock
attacking - cavalry may split. (see 9.41)

>> .. Ll stackedwithcavalry unitsdo notaddtheir SP’sto thecavalry unit‘s.
In essence, they doNOT participate in the Shock.They do, however,
automatically suffer any Disrupted, Retreat or Rout results incurred
by the cavalry. They may NOT advance after Shock.

Other than theabove restrictions,the attackingplayer may divide his attacks
amongst his units as he sees fit.

Example-til:A-SwedishHI brigadein 3722/3822 has threetercio units
ineachof itsthree frontal hexes(3622/3721/3821). If it wishes to Shock
it must attackalldefendingunits (whichtotal their SP5)asoneunit. If a
HG unit was in 3920 and capable of attacking the tercio in 3821, the
SwedishHI wouldhavetoengageonly theother twotercios if it wanted 1
to attack.

Example #2f: -A tercio in 2419 moves adjacent to at Ll in 2518. ‘
Unfortunatelyfor thepoormusketeers,anImperialist LC unit in sitting
in 2618. The Imperialist player may either combine the cavairy and l
tercio unitsin the (voluntary)shockattack.have the cavalry unitattack
andhavethe tercio sit by and watch. or vice versa (assumingthe LC is i
in Command Range).

SHOCK RESOLUTION:

An Overview of the Combat Resolution Procedure:
Sections 9.23 through 927 et seq. are descriptions of the sequence and
procedure used to resolve Shock Combat. While extensive in narrative
terms, players will soon realize that these steps are:

l. Cavalry with “Charge Check” markers roll to see if the Charge
was successful; see 9.4.

2. Non‐phasingcavalry beingcharged may attempt to Counter‐ Charge (9.4).

3. Pre‐Shock Disruption Check (see 921):
a. Units with MUST CHECK markers see if troops will attack/

stand [see 9.23].
b. Units defending against cavalry charges add one (+1)
c. This does not apply to Changing and counter-charging units;
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4. Use Clash of Arms Chart to determine which column on the
Shock CRT will be used [see 9.24];

5. Determine whether terrain, leaders and/or comparative
strengths and capabilities will have any effect [see 9.25];

6. Determine results using the Shock ResultsTable [see 9.25];

7. Defender exercises Disengagement Options; see 9.26

8. Check for Cavalry Pursuit [9.6].

After a few turns of resolving shock combat, most of this will become
“second nature”. Trust us.

>>(9.23) Pre-Shock Disruption Check: This section applies only to units
that must undergo Pro-Shock Disruption Checks, asper 9.21.

A_ll units with a “MUST CHECK” marker (AND their intended targets)
undergo aDisruption (6.22) check by rolling the lO-sideddie for each unit,
all suchchecks beingsimultaneous. In allChargesbycavalry (9.41defending
units add one (+12to that Disruption check dieroll. Charging and counter‑
charging cavalry, don_o_t undergo apre-Shock Disruption check.

1. If the dieroll is higher than an attacking unit’s TQ, it is immediately
Disrupted.See 13.2for effect. It still continues with the attack, however.

2. If the clieroll is higher than a defending unit’s TQ, it is immediately
Disrupted: the player may then exercise hisDisengageRetreatOption,
9.26.

3. It is possible that the attacker and defender both become Disrupted, but
only a defender can use the Disengage Retreat option.

4. A Disrupted unit that fails the DisruptionCheck Routs. See 12.22.

After the Disruptioncheck, if the defenderdid not retreat,goto the next step
(9.24). If Defender did retreat shock for both attacker and defender is over.

(9.24) The Clash of Arms

The Clash ofArms Chart is now consulted to determine under which Shock
CRT column the combat will occur (prior to any adjustments). If there is
more than one type of defending unit, defender chooses which type will be
used for determination. However, if the attacker is attacking with more than
one unit, and such attack iscoming from more than one “angle”, the attacker
chooses the angle of attack most advantageous to him. If a unit is being
attacked through the vertex between different facings, that defender gets the
benefit of the most advantageous facing.

Example:A tercio attackingLightInfantry frontally wouldusevColumn
i 1on the Shock Table (beforeany adjustments).

(9.25) The Melee
Players now determine the effect of any advantages either side has and then
resolve the shock combat:

ONE-DETERMINE SUPERIORITY: There are two “types” of
Superiority: Position Superiority, which results when one side’s angle/
position of attack is from the flank or rear; and Weapon System Superiority
- the weapons and tactical system and armor/protection of one side is so
superior to the other that it will result in amarked increase in “losses” to the
inferior side. (See 9.25l4l.) Either one side or the other may (but not must)

gainsuperiority,eitheras:Attack Superiority (A82)orDefenseSuperiority
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(D52 or DS3). In many instances there is no Superiority. Superiority is
determined asfollows:

A. If a friendly unit is attacking anenemy through its Flank or Rear (or all
defending enemy units are Routed) it is considered Attack Superior to the
defender. However, whichever unit the attacker uses to determine position
Superiority must also be used to determine Shock Column on the Clash of
Arms Chart ‐ UNLESS defender chooses the column asper 9.24. In such
case, defender pickscolumn, but PositionSuperiority will still apply aslong
as it is applicable to one defending unit.

>>Exception #1: See Attacks vs. Tercios, 10.13.

>>Exception #2: Light Infantry attacking in conjunction M other unit
types are neverusedtodetermine PositionSuperiority (This does not apply
to certain Swedish LI units atBreitenfeld - see that scenario - or when using
Compact L1asper the optional 10.35.)

Exception #3: Regardless of angle of attack, NO unit may gain Position
Superiority if its Flank or Rear is in the ZOC of another, enemy unit that is
not being shock attacked in that same phase.

Examplqu ’ , unit is attacking two units at once: one 3
; CaraeQiejCav

l
l
l

l
l

‘ itsrear)andoneLC(frontally).Thedefender '
gets toaho‘ds‘e the, £924); if hechooses the LC he will see that
designatingtheM edCamcoleCaVairyproducesthe ‘8’ comma, -,
whilethefrontala sttheLC wouldforceattackertouse the “it’_._.
column,Thus,for ” is abettercolumn.HOWever,theattacker

cause of position (attacking the Caracoters f
ough the defending LC ISbeing used ta

tr”(A),above ‑determinethee

B. If no position superiority is attained, the opposing units check their unit
type relationship (see the Shock Superiority Chart) to determine if either
weapon system is superior (either Attack Superior or Defense Superior)
to the other. If morethan one unit type is involvedonany oneside the players
usethe units they chose to determinethe Shockcolumnonthe Clashof Arms
Chart.

Players’Note:Manydifferentpermutationsandcombinationsarepossible,
in terms ofunir types andmultiple attack angles. The two precepts, above,
should cover virtually al l ofthesepossibilities. If they don ’I, try to attain a
result that bestfirs in with the generalprinciples.

TWO-DETERMINE STRENGTH DIFFERENCE RATIO: Compare
the total Strength points of the attacking unit(s) to those of the defender(s).
(Remember,Tercios and HI brigades use the second strength number.) For
each level of StrengthRatioDifference(SRD)greater than 1to l aunit has
it gets a Shock Results Table Column Adjustment of one in its favor. (The
attacker adjusts to the right, the defender to the left.) Players should reduce
all SPratios to a# ‐ l, roundingoffin favor ofthedefender. Thus a5SPunit
attacking a4 SPunit is 1‐1; but 4‐5 is 1‐2. Players may use the SRD Chart
to eliminate the math in determining this adjustment.

Example: Attackingat 105 (or24 odds} adjusts theShockTableone
columntotheright.Likewise,usingtheSRDChart,weseethat repaints
attacking 5 will produce a IR adjustment,

L i o n
THREE-ADJUST COLUMNS AND RESOLVE: To resolve shock, the
Attacker consults the Shock Table, determines the “base” column and
adjusts that column for any Strength Ratio Difference, Disruption and/or
Terrain effects. He then rolls the die, modifying thc dieroll by the Charisma
Rating of any Leader stacked with the units of either side. For example, if
Gustavus were leading (stacked with) the attackers the dieroll adjustment
would be +5. There are NO Leader casualties in Shock.

>>FOUR-DETERMINE DISRUPTION POSSIBILITY NUMBERS:
TheresultsontheShock Tableare DisruptionPossibilityNumbers (DP#)for
bothattacker anddefender.The# in parentheses is the DP#for the defender.

" If the attacker was superior (A82) then double the defender’s DP#.
" If the defender was superior (D53 1,then triple the attacker’s DP#.
0 If the defender was superior gDSZl, double the attacker’s DP#.
- If the sole unit inflicting the DP# was enemy LI , halve the DP#,

rounded down; See 10.3.

Design Note: Players of the two previous games in this series will note a
change in the application ofthe numbers on the Shock CRT. This is in line
with the decreasing effectiveness and use (ifs/rock combat, vis avis/ire.

>>FIVE - DETERMINE RESULTS OF SHOCK' DISRUPTION
POSSIBILITIES:

.. If the adjusted DP# was greater than the unit’s TQ, that unit is
automatically Disrupted.

0- lftheadjustedDP#was less than one-half( 1/2)the unit’sTQ.nothing
further happens.

" If the adjusted DP# was the same asor more than one-half (1/2) the
unit’s TQ, roll the six-sided die. adding to it the DP#. Ifthatadjusted
dieroll is greater than the unit’s TQ, it is Disrupted; otherwise, No
Further Effect. See 12.2.

Exception: See the "Saxon Courage” rule in the Breitenfeld scenario.

See 12.0. for descriptions of combat results.

>>(9i26) The Disengace Retreat Option: A defending player that suffers a
Disruption from Shock ‐ either from the Shock Table or Pre-Shock Check ‑
has the option to Retreat one hex the instant the Disruption is applied.

Exception#1: Disengage is n_ot available when the attacker ischarging (or

counter‐charging) cavalry.

Exception#2: Disengage does not apply to Post‐Charge Disruption (9.49)
or to any Disruption that occurs from anything other than Shock.

To Disengage, the disrupted unit retreats one hex, retaining its original
facing. It may not retreat into an enemy ZOC or an occupied hex (even if
friendly), and it may not retreat intoahex that would normally cost that unit
more than l MP to enter. B U T, after completing the retreat, the player now

rolls the ten-sided die. lf the dieroll is higher than the unit’s TQ (Disrupted
side), the unit immediately Row! See 12.32.

(9.27) If Disengggement is successfully effected the attacking units may
NOT advance! I f , however, the Disengaging unit Routs, the attacking unit
that caused the original Disruption, if it, itself, is not disrupted, then my
advance into the vacated hex. See 9.3. (This section is anexception to 9.31,)



95313511199;
An Exampleof infantry Fire and Shock Combat: [Lutzen J

1

I brigadeisin2212-2213alsofacingNW.Forthe Inrpcrialists,theKehransHI

(he isin 1914)andhegives aLC tothe three lmperialistunits,which move
asfollows:Waldsteininto2116-2217,v.Breunerinto2] l5,andKehransinto
2112-2113. (For sake of the examtnle. the Swedes do not use Orderly
Withdrawal, which they could.)

TheSwedescanuseReactionFire,sothey do.They areeligibletouseSalvo.
The Mitzlaffbrigade, with 10musket SP”s,fires aSalvo atthe Kehrans
brigade,givinghimaFireStrengthof ‘20‘.There are noadjustments (Fire
rateadjustmentsdonotapplytoSalvofire),thedieroll isa‘4’,sothe Kehrans
brigadetakes two Hits,reducingitsstrength to6/4. The Bosebrigade,with
amusketSPof ‘l 1’ nowchooses to split itsstrengthto ‘5’ and ‘5‘ (see8.17)
butuseSalvo,Whichmeanseachsideof the brigade isfiringatastrengthof
‘10’.The righthalfof Bosetires at von Brenner (using the 8-10 column) ‑
again,noadjustments;theplayerrollsa‘7’,andthatresultsinthevonBreuner
brigadetaking 2_;Hits,reducingitsSPto 1/2.Ir passesthe Disruptiondieroll
(8.2613D.ItdoesnothecomeDisrupted(from 12.13)becauseit hasnottaken
morethanhalfitsSPin hits ...yet.ThelefthalfofBosetiresattheWaldstein
brigade(whichitcandobecausethe lefthalfofthebrigadeisin2116,afrontal
hex for Bose),usingthe8-l0column,theplayer rollsan‘8’.andWaldstcin

‘ fearful poundingfrom the swedishmusketeers, set themselves to reply.

1 TheKehransbrigadehasused 1MPtoreachtheMitzlal'f,soanyfirehasa1L
adjustmentfor movement (8.25).There are noother adjustments (theirFire
RateAdjustment is ‘0’), sotheKehransisfiringwith anSPof ‘6’ (as perthe
abovelosses).TheImperialistplayerrollsa ‘6’.andthe MitzlafftakesaHit,
reducing its SP to 9/6. The von Brenner, which has a 1L movement

- adjustment, now tires at the Bosewith amusketSPof “l ’. Theplayer rolls
a ‘3’:No Effect.TheWaldsteinbrigade.which used two MP’sto reachthe
Boseflank (andearna2L adjustment)now fires with itsreducedmusketSP

fire, now prepare for the lmpen'alist Assault.

it is atamanpowerdisadvantage There is noSuperiority of eitherkind,but

ShockColumnadjustmentforSize.Therearenootheradjustments.HI vsH1
inafrontalattack uses the ‘7’ column,adjustedheretothe ‘6’.Thedicroll is
a ‘3’,sotheDisruptionNumberresult is2/2.Thenumbersare less than 1/2
the TQ of each unit,sothere is No Result from the Assault.

TheImperialistPlayernowusestheWaldsteinbrigadetoassault theSwedes

' Superiorin this Assault,which iseven in terms of Size (5 to 4). HI vsHI in
the flank uses the ‘10’ Column on the Shock Table. There are no other
adjustments.The ImperialistPlayerrollsa‘ l ’ (Aargh!1),whichproducesan
Attacker DP of ‘2’ and aDefender DP of ‘2’, doubled. however, to ‘4’
because the Imperialist was A82. Since the DP# was at least 1/2 of the
Swede’sTQ(6),theSwederollsasix-raider ‘5’ which,plus“4”, is9andhigher

its DP# is ‘2’ (tom than 1/2itsTQ), no church is necessary.
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(9.3) Advance A f te r Combat

(9.31) AttackintT units that are not Disrupted M advance into any hex
vacatedby enemy unitsasaresultofShock (only).Exception: see9.27.This
does not require an Order, but the advancing unit undergoes all possible
Terrain Disruption dierolls engendered by such a move. See 6.45 for
continuingmovementinthe face ofenemy Withdrawal. Victoriousdefenders
may never soadvance.Advance takes place before Post-Charge Disruption;
9.49.

Exception: Victorious counter-charging cavalry (see 9.43) must advance.

Play Note: Essentially, advances (including Cavalry Pursuit) occur when
defendingunitsare routed.Assuccessfullydisengaging unitsare not roll/ed.
there is no advance.

(9.32)Advancing single-hex units may change their facing one vertex upon
finishing the advance,even in anenemy ZOC.(This isanexception to7.23.)

(9.33)Advancingdouble-sized unitsmohangc the direction in which they
are facing only if they can move, asper 7.14 and 6.54. A Swedish double‑
sized unit advancing after shock my useeither straight-ahead advance or a
Wheeling Maneuver, if opportunity for such presents itself - as long asit
undergoes any Disruption dierolls inherent in such advance. Scc 10.22-3 .

1 ‘wedish H1brigade in 2321-2 has just routed an
. 223.There is alsoanlmperialistH1in 2221.The
l r advancebymovingdirectly forward into2222‑

ance by Wheeling into 2222-2321, after which it
would undergo a Disruptioncheck. Sec 10.23 i

(9.34) lftherc was more than one attackingunit.the unit that hadSuperiority
( i f any) must advance. If no such unit, the one with the highest TQ must

advance. Tie? Player chooses. See, also, Cavalry Pursuit. 9.6.

(9.35) There is usually no advance after Fire, alone. regardless of what the
target unit does.

Exception: Chargingand/orcounter‐chargingcavalry that “empty” atarget
hex by the fire that precedes acharge (butn_0tanormal shock or caracolc; scc
8.26I3I) must advance.

DesignNote: The (Jo-chargingcavalry were usuallyprecededbya wave of
pistol‐firing troopers, allproceeding orofirirlvr' rapidpace by the flow llwy
hit the enemy. Thus, {ft/w pistolfire happens to rout the defenders, the
attackers' inertia enables them to advance. This would never happen with
infantry, which are standing still whenfiring, or ”our/taming cavalry or
cameo/err, whose movement is of the slow-umI-steurlr' variety.

(9.36) Unitsadvancingafter Shock are subject to ReactionFire from cncmy
units if the advancing units enter the lattcr’s ZOC AND the non-phasing
enemy is not in the ZOC of a unit other than the advancing one.

(9.4) Cavalry Charges

Cavalry shock is divided into Charge and non-charge, the latter being
handledin the same fashion asstandardShock.Thissection covers only what
happens in a Charge.

Pug



A ProceduralOverview: (Helpfulasapreviewandhandy‐dandyreference)

1. ln MovemenUFire Segment:
a. Move cavalry adjacent to intended targets
b. Place “Charge Check” markers
0. Optional Rule: Undertake Interception attempts; see 9.5.
d. Attempt Counter‐Charges against Caracoling Cavalry (9.47)

2. Shock Segment (Use 9.23 overview):
a. Resolve Charge attempts
b. Resolve Counter-Charge attempts

Pre-Shock Disruption Check for non-cavalry targets
Resolve Shock/Charge ‘
Resolve any Pursuits.
Post-Charge Disruption

(9.4 I ) A Charge isaShock attack which isprecipitatedby Movement.Only
cavalry that movestw_o (2)hexesor more to moveadjacent to anenemy may
Charge. A move of only one hex will not bringabout aCharge. In addition,
the chargingcavalry unitmay NOTchangefacing in any ofthe last two hexes
it enters before moving adjacent. Other than that, it can move anywhere in
any fashion. It can charge into or across any type of terrain that it could
normally move across/into; however, it must make all required Disruption
dierolls, and iftheunitbecomes Disruptedit stops in the hex in which it does
so. For any such terrain-mandated Disruption dieroll during a charge, add
one (+1) to the dieroll.

Play Note: This means,for example, that the Swedes can attempt to charge
across the ditch at Liitzen (assuming there is noopposition therein), asthey
( l i dhistorically.However, theplayerwouldaddfour(D3plusthe charge +1)
to the Disruption dierollfor leaving the ditch. Rislcv, and they could not
counter-charge across the ditch.

(9.42) A cavalry unit may always shock attack without Charging; they
simply donotgetany benefitthataccruesfromcharging. Thefollowingunits
may n_ot attempt to charge or counter‐charge:

" Disruptedunits - but aCharging unitdisrupted bythe Charge attempt
must still Shock. See 9.46 example.

.. Units starting the phase in the ZOC of anenemy unit.

.. Units that have UsedThe Caracole Maneuver that turn (8.36).

.. Units that move less than two hexes.
-- Units that use Orderly Withdrawal or ReactionFire may not counter‑

charge in the m phase (a vice‐versa).

(9.43) Implementation and resolution ofa cavalry Charge covers both the
Movement and the Shock segments of the Orders Phase, asfollows:

I. The player moves the cavalry units with which he wishes to charge
adjacent to the intendedtarget in the MovementSegment. He then places
a “Charge Check” marker on top of that unit and the target.

2. At the start of the Shock Phase, the phasing player uses the Cavalry
ChargeTable (9.44) to determine how successful his cavalry has been in
charging. See also, 9.47.

3. After all phasing cavalry units have undergone their Charge Check, all
eligible defending cavalry may attempt to Counter‐charge, again using
the Cavalry Charge Table (9.44).

(9.44) A playerwishing toCharge(orCounter‐charge)rollsthe ten‐sideddie
and consults the Cavalry Charge Table. This table lets the player know:

L i o n
.. What he must add to his Charge Attempt dieroll. In addition to the

adjustments listed,Leader’sCharisma ratingsmay besubtractedfrom
any charge/countet‘~charge dieroll, as long as that leader is stacked
with that unit and partaking in the charge.

" What result ‐ in terms of success - that dieroll produces.
“ The augmentation value of being able to Charge/Counter-charge.

This iseither amultiple ofthc Shock strength or adieroll addition (o r

subtraction if counter‐charging). It may also mean using a different
column (charging HC) or row (counter‐charging HC and CR) on the
Shock Superiority Chart.

(9.45) Cavalry attempting to charge (o r counter‐charge) do NOT undergo a
pre-Shock Disruptiondieroll (9.23). Target units beingcharged that cannot
counter-charge (usually infantry or disrupted cavalry) DO undergo Pre‑
Shock Disruption checks. If they are thc target of asuccessful charge, a_dd
M i l to the dieroll (9.23).

(9.46) As noted above, all Charge Checks are resolved before the defender
checks to see if he can Counter-Charge. The methodology is the same ‑
except that the playeradds one (+1) t o all counter-charge attempts in addition
to other adjustments: but the defender gets to wait to see how the attacker
does before he makes his decision. Given that, remember that the Charge/
counter-charge results are independent of each other, and the strength
multiples, etc., are applied to the individual units regardless of What is
happening to anopponent.

Example: A SwedishHC (4SP) attempts tocharge anlmperialistCR
3 (3£115)butfailsandmustattack Disrupted,witha2L columnadjustment.
' “Thailfimbefialist player, hearing opportunity knock, attempts acounter‑
”f amazesucceeds. The result is that the Swedes must charge with4

”SPagainstanadjusted6,with atotal of 3columns to the leftadjustment
-(2forbeingdisrupted. l for attackingat4‐6).Moreover,the Swedeuses
the normal”PIC column on the Superiority Chart while the imperialist
gets to use his CR Counter-charge row.

9.47) As an exception to having Counter‐Charges determined only in the
Shock segment, a defending cavalry unit may attempt to CC a Caracole
Vlaneuver in the Movement Segment, before the CR fires. If the counter‑

charge is successful:

" The CR tires with its “0" rate and stops.
" The Counter‐charge is resolved in the Shock segment A N D thie

defender is now the attacker, using the Charge augmentations. The
now defending CR may NOT counter‐charge.

If unsuccessful (i.e..the dieroll is not lower than the TO), the Caracole
continues normally, with the initial defender either in normal or
disrupted status, asper theCharge table results.

(9.48) A unit may attempt to counter‐charge o_nly those enemy units in its
ZOC. however, while a unit may make only one counter‐charge dieroll
attempt per Shock segment of the phase. if succcssful, it will counter‐charge
any and all units that are charging it. regardless of angle of position! In the
latter case, ifthe counter‐charging units are ”flanked", Position Superiority
will still apply for the attacker ! And remember 7.23.

Play Note: Therefore. a defending cavalry unit successfully charged both

defender couldNOTattempt a counter-charge! Social/ting to ponder when
hulking those tactical decisions you a l l love.
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(9.49) Post-Charge Disruption: ALL cavalry units involved in a Charge
‐ this includes those attacking by charge. counter‐charging or defending
against acharge ‐even Pusuingcavalry ‐ are automatically Disruptedat the
conclusion ofcombat andany Pursuit. If aunit has already been Disrupted,
it remains Disruptedand retreats two boxes maintaining its original facing.
If it cannot so retreat the two hexes, it retreats as far as it can and becomes
Routed (but moves no further at that time).

An Exampleof a EavairyAction EL'utzen}
The Swedish FinlandBC is in £012,1the UpplanderHC is in 2112,and
the Ostergotla’nd HQin 2213, all facing NW. There are also Swedish
unitsin-19102111111124 13.The imperialistshavebothsquadtonsof the Alt- .
Trcka CRin 1715, 1816,while Piccolomini’s CRis in 1615,all facing .
SE. It isanImperialistOrders Phase,and the lmperialistplayer decides
to Caracole the smash.cavalry.

The two Swedishunits in 1910and 2413 ptevent the Imperialists from i
undertaking aidartk attack so a frontal caracole is necessary In the
ImperialistMovement Phase,hestaits with Piccolomini'3CR moving 1
into 1912sat11rhiohpointthe SwedishplayerstatesthatheISattempting
3.Counter Charge With theFinns As the FinnsTQ 1s'9',and the Swede ‘
rolls a '4’ theCounte1-Cha1ge is successful He places a "Counten ‘
Charge“ marker on the Finns, but a f t ; Piccolominis troopeis get to
fire. at then reduce“0“ rateThe firehas no effect.The same sequence 1
takes place with the first Alt-Tisha CR attempting to CaracoIe the
Uppl‘anders; the latter'issuccessful111countet--chargingtheAlt-Trckas
but the Imperialiisteavalty (now'in 2013)doinflict aHit fromtheir fire
onthe Uppliinders; reducing their SPto ‘2‘. When the other Alt-Trcka
starts its charge, the Ostergotlanders, instead of counteocharging use

».Orderly Withdrawal toreheat into2212.Given the new positionof the
1Swedishunit's (they haveunits in 2112and2 4 ] 3 plustl‘ieUpplandersin
211211111:Iniperialistplayer seeingthat hedoes not haveenoughMP‘s

' remainingtoundertake aCaracole, given the situation, stops his Alt- .
1Trcka regiment in 2214. l

. As we move to the Shock Phase, we have a situation where the two
Swedish'HCunits,havingcounter-chargedCaracolingCavalry,arethe
attackers- intermsof resolvingthecharge. (TheCharge/dierollsituation ,

,. has aheady been resolved, because this was a Caracole) The two
Swedish HGeach double their SPand use the HC Charge column (as 1
theyaretheattackers);the two ImperialistCR’susetheirprintedstrength
andthenormalCRrow onthe Superiority Chart.This unfortunately for
theHapsburgers,means that the SwedesareAttack Superior.TheFinns

. Charge at 1-0-5, for a IR shift from the ‘6' column on the Clash of Arms
Chart to the ‘7'. A dieroll of ‘4' produces a result of 2/2, with the AS
makingit 2/4.This means the chargehashadnoeffectontheFinns,but,
asthe '4' ishalfthe Piccolomini‘s1“me8), the Imperialistmust rollfor
Disruption.Hedoesso,andthePiccolorniniCR‘spasswithnoDisruption.

TheUpplandersnow countencharge the Alt~Trcka regimentat4(2x2)‑
4,whichearns noshift,although the Swedes are still AS. A dieroll of '8'
produces a 28, adjusted by the AS to 2/6. Again, no effect on the
Upplanders and apossible disruption for the Alt-Treka. This time the
disruption dieroll is bad,andthe Alt-Trcka isDisruptedby the counter‑
charge. ‘

As there has been a counter~charge during shock, all four of the 1
participantsarenow,andautomatically,Disrupted.AstheAlt-TrckaCR
was already Disrupted, it is now forced to retreat two boxes, which it
does.
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(9.5) Advanced Rule: Interception
See Optional Rules

(9.6) Cavalry Pursuit

One of the problems with victorious cavalry throughout military history is
that it was often difficult to stop from pursuing the fleeing, enemy troops.
The telling factor in getting the runaway horse back into the battle was
usually the regimental/squadron level of leadership control.

Pursuit resultswhen unitsare Routedby Cavalry Charges (or counter‑
charges). Pursuit is resolved before Automatic Disruption (9.49).

(9.61) If an enemy cavalry unit is Routed by a friendly, CHARGING or
COUNTER-CHARGING cavalry unit - n_ot simply normal Shock or Fire
(e.g., from acaracole) - the victorious cavalry must check to see if it must
Pursue. If more than one cavalry unit causes the rout,all of them haveto roll
(individually) for Pursuit!

Exception #1: Disrupted units do NOT pursue.

Exception#2: If the defending unit would beeliminated because it cannot
complete its routbecauseit issurrounded(asper I2.3l etseq.and 12.35),and
at least one of the surrounding units was NOT one of the attackers, there is
NO pursuit. Or ”I f they can‘t run away. you can't chase 'em."

Exception#3: If acavalry unit shock attacks two separate units atonce and
only one routs, there is noPursuit.

Exception #4 : There is NO pursuit after a Disrupted result, nor after any
result from fire, nor if ”pursuer" is in the ZOC of another enemy unit.

(9.62) To resolvePursuit,players rollon theCavalry PursuitTable,applying
the applicable, listed adjustments. One of three things can happen:

1. Break-Off: There isNoPursuit.Routedunit undergoes Rout Movement
. Pursuing cavalry breaks off pursuit but may advance into vacated hex.
2. Eliminate and Pursue Off‐Map: Fleeing, routed unit is eliminated (no

combat necessary) and the pursuingcavalry unit is picked up and placed
in the “In Pursuit” section of its Off‐Map Cavalry Pursuit Box.See 9.49.

3. Eliminate and Break-Off: Fleeing, routedunit iseliminated (no combat
necessary) and the pursuing cavalry unit advances into the vacated hex.

>> The rolling player may choose to ADD or SUBTRACT his in-range
leader’s Charisma, depending on what effect he wishes to affect. Choice
must bemade before rolling the die.

(9.63) Pursuingcavalry that pursuesoffthe mapmustfirstbeRegroupedbefore
it is eligible to return.To beregrouped,any leaderthat can commandcavalry (as
per 4.29) must also be off‐the‐map and in the “In Pursuit” box. See 9.66.
Regroupingoccurswhenthat leaderisactivated.Hemaythen issuea“Regroup”
Line Command to all units in the “In Pursuit” box and then move them (and
himself)intotheRegroupedBox.That leaderisimmediatelyFinishedfortheturn.

(9.64) Cavalry units in the Regroup Box are eligible to Return to the map
starting with the TURN m they have been Regrouped AND if there is a
leader in the Regroup Box. When it is that leader’s turn to give Orders, the
playersimply moves allcavalry in the Regroupboxonto the mapthroughany
hexesalongthe mapedgeonthe sideofthe mapwhich containsM Cavalry
Pursuit Box, as if they were Reinforcements. The leader may either enter
with them or bemovedback to the Pursuit Box. lfthe leader isplacedonthe
map, he is Finished for the turn (no Momentum allowed).
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(9.65) Pursuing cavalry that leave the map are not considered eliminated,
and they do not count towards determining victory. This also applies to
leaders that go off‐map to recall them. Disrupted pursuing cavalry may be
Rallied instead of being Regrouped.

(9.66) A player may place a leader in the Pursuit box.

(a) during Combat Resolution the instant any cavalry unit in his
Command Range goes into Pursuit; or

(b) insteadof issuingOrders or LC for that leaderwhen it is his tum to do so.

(9.67) Leaders are simply picked up and placed in the In Pursuit Box. They
may not beplaceddirectly intothe “Regroup” Box;normay they beremoved
from the map if they cannot trace a line of hexes free from enemy units/
ZOC's to the map edge which contains the box. Leaders that are so moved
off-map are now Finished.

(9.68) A Leader “In Pursuit” may give only one Regroup or Return Line
Command to cavalry units in the same, off-map Box per turn. Q he may
Rally Disrupted cavalry.

10.0 Special Un i t
Capabilities

(10.1) Tercios

(10.1 |)Tercios pay a movement cost of 1MP each time they change facing
(voluntarily), for each vertex of face change. However, they may change
facing 180"‘three hexsides), in essence reversing their facing, at the cost of
only 1MP. The Reverse-Face maneuver may not bedone in any hex into
which tercio movement would cost more than 1MP (such asa woods hex).
Disrupted tercios may not Reverse‐Face.

(10.12) If a tercio changes facing more than one vertex per hex it must roll
for Movement Disruption,asper 6.22[ 11.Exception: they do not socheck
after a Reverse-Face maneuver, 10,11.

( 10.13) The Tercio Benefit #1; Regardless of the position of the attacking
unit, no single unit may cvergain Position Superiority against a Tercio.
However, ifenemy HI.HC.CR, and/or LC units are attacking atercio from
two different angles (i.e., front and flank, flank and rear, or front and rear)

then the attackers dogain PositionSuperiority against the Tercio. Attacking
LI or Dragoons (mounted ordismounted) may neverbeusedtogain Position
Superiority against aTercio, even in combination with other‐type units.

(1O.14)The Tercio Benefit#2 (or, asthe Playtesterscalled it,The DeathStar
Formation): Tercios often favored a pyramid-like formation, which used one
tercio directly in front of two. rear tercios. This was aratherpowerful,defensive
formation .. . and the ImperialPlayermay choose toadopt it during Breitenfeld.
As longasthe three units maintain this “formation“ ‐ onedirectly in front of the
other two ‐ allof them are treated asone unit for purposes of IndividualOrders,
Line Commands (they are considered in Rigid Line) as well as resolution of
Shock, bothattack anddefense. Thus, any unit that Shocks one of the tercios in
pyramidformationessentiallyattacksthemall!Moreover,nounitsmaym gain
Position Superiority against a Death Star; ‐ 10.13 (multi-positions) does n g t

apply. Any pie‐shock Disruption dieroll is made only for those sections of the
formationactuallyadjacenttotheenemy.Any DisruptionorRoutresultisapplied
only to thoseunits in directcontactwiththeenemy. (See,though, 10.15foreffects
on the formation.) Fireishandledasper 8.16,andhitsareabsorbedby individual
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tercios. Maintaining such deployment carries with it no specific movement

penalties,other than the built‐in problems with keeping such units in line. Each
grouping, however, must maintain the same facing to beeligible for the above
benefits.

(10.15) There are some drawbacks to the “Death Star”, however.

.. I faDeathStar isissuedm IndividualOrderora LineCommandit may NOT
voluntarily split,eachbrigadegoinginadifferentdirection.Thatwouldtakethree
Individual Orders. However, in moving adjacent to an enemy unit/line, the
formation may be”adjusted", so that the two rear brigades move forward to
transform the DeathStar intoan“extended line”.This isallowableaslongasthe
brigades remain adjacent. However,once done, the benefitsof the DeathStar ‑
combined strength,etc. - disappear.The advantage is only usingone Individual
Order to get three tercio brigades into a line opposite the enemy.

ExanQfle.[Breitenfeld] TwoSwedishHIbrigades are t
' mathStartercioformationrsin2622 + 2721/2.The fo
(ladlwdualOrder to move It moves into2521+2621/2
_brigadescontinuetomoveinto2250and2522.This may ..,

. rhougitmayoneIO hasbeenissuedHowever,eachof there abrigades13
110W treated individuatiy,with noDeathStarbenefit.

" I f a Death Star is victorious in shock and must advance, only one of the
origades advances, as per the usual rules for such. Combat will tend to
disintegrate the formation.

" If any of the brigades in a Death Star formation becomes disrupted, the
units may stay in that formation, but they do NOT receive any of its benefits
until all units are in normal status again.

Historical/Play Note #1: There is much argumentation, back ondforth,
over the exact make‐up of the Imperial deployment at Breitcnfcld. Most
sources say they usedthepyramid; others that they were more elongated(as
wehavedone) to extendtheirfrontage vis it vis Gustavus ’superiornumbers.
The Scots LI com/minder, Monro - a major source of information on the
bottle ‐ says they adopted a diamond‐like, four‐tercio formation. (Sure,
Robbie, and it 's a wee too much peat and haggis ye 'vc had, me lad . . )
Notice, also, that ElectorJohan hasplacedhis Saxon “Leipzigcr Bund" in
asor t ofmussivc pyramid. Fat lot of'good it did them.

Historical/PlayNote#2: There issomecontroversyastoWhether Wallcnstein
used tercios at Liltzcn. Merton 'sdetailed lithographs certainly depict them
as such (and using yc olde Monro-mentioned, diamond‐like, four tercio
grouping, to boot).However, it isourfeelingthat, byLiitzen,Wullcnstein had
abandoned the square-like tercios_)‘or a more linear approach. Period
sources indicate that Wallcnstcin had reduced the number of rows in his
heavy infantry regimentsfromc.30(atBreitcnfeld)toc. 10atLutzcn.Recent
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German scholarship agrees with that position. So, why does Merian show
them as pure tercios? Because he was drawing/rota “interviews", rather
than on‐the‐spot information.Merian‘ssources were likelystill referringto
the Imperialist/Leaguer Heavy Infantry as “tereios”... so that ‘s what he
drew them as.

(10.2) Heavy Infantry Brigades

HistoricalNote: In his appliedstudy ofthe works ofMaariee ofNassau. et
a1., Gustavus realizedthat the depth anddensity ofthe tereios was a waste
ofnzanpott'er. especially in the new age of effectivefirearms. Trained and

thedaycouldachieve, thespeed,flexibility,andfirepowerofthemusket-and‑
pi/rebrigades were anunfortunaterevelation to Tilly andthe Imperialistsat
Breiten/eld.

(10.21) TheSwedishHI BrigadeshaveanaugmentedMovementCapability:
see 6.12. lmperialist HI brigades don_ot have this.

(1022) The Front-to-Flank Maneuver: A double-sized HI can either go
forward, with both halves ofthe unit entering new hexes, or one halfof the
unit can enter a hex while the other half pivots in the space it occupies ( in

essence changing the facing ofthe unit). There is m additional MA cost for
this pivot,other than the cost to enter the hex.However,Front-to-Flank may
NOT beperformed ifthe unit is Disrupted. It can beundenaken in anenemy
ZOC: see 10.23.

(10.23)The Wheeling Maneuver: (This isaFront-to-Flank poiformedwhile in
anenemy ZOC.) Ifoneside ofa double-sized unit (that isnotDismpted) is in an
enemy ZOC the other side may still move forward (in essence. using the front‑
to-flank maneuver).Aftercompletingsuchpivot(even inanadvanceaftershock).
theplayerundergoesaDismptioncheck.asper6.22.HOWEVER.the lmmrialist
Playeradds three (+3) to this Disruptiondieroll. See 9.33 for anexample.

Exception: lftheenemy unit exertingthe ZOC isLight Infantry there isNO
TO check for Disruption.

(10.24) Column Movement: Infantry units are. essentially, in “Line"
formation. They were capable. however.of using much looser.more mobile
formation (in modern terms. “Column"i. A double‐sized Hl brigade ‐ or
ANY non-TE infantry - that is neither in an enemy ZOC nor is Routed/
Disrupted may change to “Column". with a MA of 5“ . “Column” Hl’s
move using the L1column ofthe Terrain Chan.except that they still may not
enter any hex they were prohibitedfromentering in normal formation.There
is no cost in Movement Points to change formation: however. that change
may occur only at the conclusion of movement. Moreover.the new "front”
‐ the edge the pikes are point at ‐ must face the hexside ( n o t the vertex) and
only the hex directly in front of them is frontal. asbelow:

Front

Flank
Front

Flank Flank
93
5 Flank

T Flank Flank
: as

Flank
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(10.25) Column units may move, “short‐end” first, into either their frontal
hex or the flank hexesadjacent to the frontal hex.They may not shock attack.
they may not fire, they may not change facing; they may only move. If
attacked,the attacker isautomatically Attack Superior, regardlessof the type
of unit attacking or the angle of attack.

(10.26) In Column units (that are neitherDisrupted,Routednor in anenemy
ZOC) may voluntarily changeto normal,combat-linear formations bybeing
given anIndividual Order to do so, atwhich time it may change back to its
normal formation (at the m of movement, asper 10.24). However. they
cannot move until another Order/LC is given. In addition, a unit changing
from Column to normal battle formation must roll for Disruption after the
change is effected. They must “face” in whatever direction they happen to
beat the time.

Example: If-a‘hrigade in 3828/3928 facing directly north, in Column, ]
changes to lineataitis automaticalty facing east.

l............... i _._ _ - _ . _ . _ , _ _ _ . . _ . _ ‐ . _ _ _ _ . u . . . . . . . u . . . . .

(10.27) If an In Column unit is shock attacked or fired at by anything other
than cannon, at the conclusion of that Orders Phase the unit automatically
goes back to its “combat” formation and is Disrupted ( i f it has not already
been so by the combat). A unit In Column 1may NOT use Orderly
Withdrawal.

Historical Note: There was really no “columnformation" in this era. In

because of't/zeir susceptibility to attack.

(10.3) Light Infantry (Commanded Muskets)

(10.31) Commanded muskets may fire through their front or flank hexsides;
see 8.22. CM’s donot have aZOC into their flank hexes, only the ability to
fire into them.

(10.32) The following adjustments apply to Ll in Shock combat:

" Halve (roundingdown) all DP#’s “inflicted” ( m y )by LI in Shock
Combat. Thus, if a Light Infantry attacking a HI would produce an
unadjusted result on the Shock Table of4(2), the actual result would
be4(1), with DS3 making it 12(1).

0° LI unit may never be used to gain Position Superiority, even in a
coordinated attack with other‐typeunits. l f aLI unit attacks anenemy
in conjunction with another Type offriendly unit (e.g.,aHI unit), the
other, non-Ll, unit determines superiority ‐ never the L1unit, even if
the LI is flanking”

Exception: if only L1isshock attacking solely LI, none of the above apply.

Play Note: In the Breitenfeldscenario, Ramsay's(Scots) and Hamilton 's
(English) regiments have special Shock capabilities. See, also, 10.35.

(10.33) Ital‐SPCommandedInfantryunit(eitherprintedorreduced)suffers
a Disrupted result from Shock combat it is NOT disrupted; it is Routed.
However, it does NOT lose 1SPfrom such a Rout. This does not apply to
LI with >1 SP. Non‐combat induced disruptions m applied.

(10.34) Lutzen only: Commanded Musket units may move without benefit
ofan Order or a Line Command in the Command Musket Phase. (See, also,
10.35.) Each unit may either Move OR Fire, although units that are only
firing may change facingone vertex(maximum).High dieroll goes first, and
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that player gets to move/fire all of his units ( i f he wishes) before the other
player goes.

Exception: If there is Light or Heavy fog, there is NO CM Phase.

(10.35) Optional: Advanced Play Light Infantry Usage
See Optional Rules

(10.4) Dragoons

Designand HistoryNote: There isnomentionofclragoonsfig/ztingonfoot
in any descriptions oft/te battles wecouldfind. However, wedo have some
informationconcerning specific unitsbeing “c/rttgoons soweinclude this
rulefor those who wish to use these units in their multiple roles.

(10.41) Dragoons have two separate counters: one for their mounted state
(DG),andone for their dismounted state (DR).Mounteddragoons are Light
cavalry; dismounted dragoons are Light infantry.

(10.42) To change dragoon status from mounted to dismounted (or vice
versa) requiresanIndividualOrder; it cannot bedonewith aLineCommand.
The change must be done at the M of the Order Phase, before any
movementoccurs.The “changed” unit then can move in that phasewith one‑
half of its MA. rounded down.

(10.43) Each time - after - a dragoon changes status,the player must make
a Disruption Check dieroll, asper 6.22. Regardless of the result, it always
gets to change it status.

(10.44) Disrupted and routed dragoons may not change status.

(10.45) Dismounteddragoons may betreated asCommanded Muskets for
the purposesof beingusedin theCommandedMusketPhase. Optional 10.35
does not apply to dismounted dragoons; they are always “dispersed”.

11.0 The Comba t Tables
)

The way in which these tables and charts are used are discussed in 8.0 and
9.0. The effect of the actual combat results, and how they are applied, is
discussed below.

(11.1) The Range Effects C h a r t

This table is used to determine the effects of Range upon the strength of a
firing unit. Small‐arms effects are column adjustments; artillery effects are
dieroll adjustments.

(11.2) The F i r e Tables

There are two Fire Tables: one for small‐arms and one for artillery.

.. The Small‐Arms Fire Table: This table is used to determine how many
“hits” the target unit has received from such tire. The effect of tire is often
ameliorated or augmented by other factors, and these ‐ listed beneath the
table ‐ are taken into consideration when determining results. The Hit
number is also used to check for possible Disruption from fire.

-- The Artillery FireTable: This table isused toobtain aDP# which is then
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added to a six-sided dieroll to see if Disruption occurs. In certain cases ‑
where the DP# is 3 or more ‐ regimental gun fire causes casualty hits.

(11.3)The Shock Superiority C h a r t

This chart is used to determine the superiority (i_f_a_ny) of one type of unit
compared to another, depending on which side is attacking or defending.
Always read down the column ‐ from the Attacker’s point of view.
Superiority is used to augment the DP# on the Shock Table.

(11.4) Clash of A rms Chart

This chart is used to determine which Column will be used on the Shock
Table (subject to adjustments).

(11.5) Strength Ratio Difference Chart

Use this Chart to help determine the Shock Table column adjustment for
strength.Cross-referencingthe total attackingStrengthto the total Defending
strength will produce the applicable column adjustment.

(11.6) Shock Table

This Table is used to determine the DP#for bothattacker and defender. The
DP# is compared to T0 to see if Disruption results.

12.0 The Effects
of  Combat

The following sections describe the effects of what happens in combat.
Essentially,Firepower causes casualties and Shock causes Disruption and,
perhaps, loss of position.

(12.1) Hi ts

(12.11) Hitsresultfromfire by Musketsandpistols .. .andoccasionally from
Regimental gun fire. See, also, 12.32 and 12.35, for rout‐induced hits.

(12.12) Hits reduce a unit’s Strength, although this reduction is applied in
different ways depending on the unit. SPmarkers are used to indicate the
numberof hits aunit hastaken. When this number reaches the unit’s printed
Strength it is immediately eliminated.

LightInfantryandall Cavalry: Hitsreducethe units’ StrengthforbothShock
and Fire. Use the large number on the marker.

Tercios/Heavy Infantry:Tercioand HI brigadeshavedual strengths, the sum

of which is the total manpower available. Regardless, every “third” hit
absorbed by aHI unit reduces its Shock (pike) strength; all others reduce its
Fire (musket) strength. Thus an 8/6 tercio that has absorbed 5 hits has a
reduced, usable strength of 4/5. The next hit would reduce it to 4/4. Use the
two smaller numbers on the marker. See, though, 1214.

Artillery: Artillery units do not suffer “Hits”. Any hit against anartillery
Disrupts it. If it is already Disrupted, it isconsidered “Abandoned”; place an
“Abandoned” marker on top of it. (The crew has routed.) '
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DesignNote: The reason why the tercias, with their almost 1-1 ratios, Still
take 2‐1 in hits, is that most of the musketeers were “upfront”, in a ring
around the inner pikemen. Their lack of armor also made them more

vulnerable.

(12. I3) A Heavy Infantry or Tercio unit (only ‐ n_ot Ll nor cavalry) that has
absorbed hits greater than half its original, total strength is automatically ‑
and permanently - Disrupted.

Example: A Swedish ‘ With a printed SPof 7/4 has 5 Hits, for a
reducedSPof3/3. If/whe t-t‘akes a6th Hit,its SPis reducedto 3/2 and ;
it is automatically Disrupted;it may neverbeflippedover to its normal l
side again, ‘ . i ‘

(12.14) Some of the Hl/TE units do not have strengths that are in an exact
2-1 ratio, musket to pike. It is mathematically possible that such units will
haveone kindofstrength remainingbut noneofthe other.Forexample.a 16/
6 HI unit that has taken 18hits ( 12/6) would have 4 musket SP’s left.but no
pike SP’s. When this happens, instead of using the usual hit markers to
indicate losses, use the special Musket Strength or Pike Strength markers to
indicate exactly what IS left. In addition:

0° Units reduced to only muskets are automatically Ll for all combat
purposes,

°° Units reduced to only Pikes may NOT fire. (Obviously)

(12.15) Units may n_ot recover lost SP‘s.

(12.2) Disruption

(12.21)Therearetwotypesof Disruptionresults: combat-inducedDisruption
and Terrain-induced Disruption.

-- Disruption from combat may beadirect result (e.g., see 12.13)orit may
come from asix-sided dieroll augmented either by Hits inflicted by Small‑
Arms Firepower, or by Disruption Dieroll #’s (DP’s) that appear on the
Artillery Table or the Shock Results Table.

.. Disruption from Terrain comes in four forms:

D = Roll for Disruption; ifthe ten-sided dieroll is higher than the TO,
unit is Disrupted

D3 = Roll for Disruption, but add three (+3) to that dieroll
DA = Automatic Disruption
DH = Automatic Disruption,plus rolldie. Ifdierollgreater than TQ, DR

‐ TQ : number of Hits.

For ANY D-type dieroll in the above categories, if the unit is charging
or counter‐charging cavalry, +1 to dieroll.

(12.22) A Disruptedunit isflipped to its reverse/Disruptedside.TheTO and
Movement Allowance ofa Disrupted unit is (usually) lower than its normal
status, although the printed (and adjusted) Strength remains the same. If a
Disrupted unit receives an additional Disrupted result it is usually Routed
(see 12.3).

Exception#1: Artillery Fire, 8.63

Exception#2: Post‐Charge Disruptions, 9.49
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(12.23) A Disrupted unit may NOT:

1. Enter anenemy ZOC. ( I t may leave one ifalready in one.)

2. They may Shock Attack only if they MUST attack. (This will happen
only when anattacking unit is Disrupted immediately prior to Shock by
enemy fire OR when cavalry fails aCharge dieroll) [ f a Disrupted unit
Shock Attacks, there is a2L adjustment to the Shock Table Column.

3, Disrupted infantry and cavalry may Fire, but they may not use Salvo,
Creeping or Retreat Fire. Disrupted Artillery may NOT fire.

4, Disrupted units have NO Zone of Control.

5. They may not Advance after Shock.

6. They may not use a Front-to-Flank maneuver (10.23)

7. They may not change into Column (10.24).

(12.24) Disrupted units may use Orderly Withdrawal; see 647.

(12.3) Rou t

Aside frombeingworthless untilrallied,aroutedunitusually lostconsiderable
manpower during its flight - soldiers simply outran their leaders and the rest
of their brethren.

(12.31)There isnospecific“Rout”result.RoutsoccurwhenaDisruptedunitgets
another Disruptedresult; that unit is now Routed (exceptions-8.63, 9.49).

(12.32) An infantry unit that Routs, asper 12.31, instantly loses 1SP and
then is immediately moved two (2)hexcsaway from the unit that caused the
rout. (Note that this means that when aunit, already reduced to anSPof ‘ l ’,
is Routed, it is, instead,eliminated; but see 10.33.)Cavalry units that routdo
not soloseSP’s. l fa routingunitcannot complete the mandatedRoutRetreat
(eitherhere,oras per 12.34), it moves asfar asitcanand losesoneSPf o r m
hex it cannot so retreat; see 12.35.

(12.33) The ultimate “destination" ol'each routed unit is its Retreat Edge.
The unit may be refaced as needed, with no penalty to do so, although
“facing” of routed units is a moot point (7.16). No Movement points are
expended, but the unit may NOT enter anenemy-occupied hex, a hex into
which it could not normally move,or anenemy-controlled hex not occupied
by afriendly unit. However, the path it takes to get there may besomewhat
convoluted and tortuous because of its position vis a via other units, both
friendly or otherwise. The Basic Premise is that a routing unit routs into the
hex of“least resistance” (see below),takingthe mostdirectpathpossiblethat
will least likely cause it harm ‐ even if that means moving away from its
Retreat Edge initially. The following are the Hexes of Least Resistance, in
order of preference (and remember 6.55I4I):

1. Vacant hex not in enemy ZOC
2. Friendly‐occupied hex not in enemy ZOC
3. Friendly‐occupiedhex in enemy ZOC ( i f allowed by stacking rules)

The routing unit will always enter a ‘ l ’ before a ‘2’, etc., always with aneye
towards its RetreatEdge. Units that cannot retreat the full distance loseSP’s;
see 12.35. Place a “Routed” marker on a unit to indicate such status.

Exception:Cavalry Pursuit,9.6,mayrenderRoutmovementandconcomitant
hit loss extraneous.

Page 29



Play Note: Remember, these men are trying to get o u t ofthere, andthey 're
trying toavoidrunningintoanyone else. So, ifaroutedunithastofirstmove
awayfrom the RE in order to get intoposition to then headfor it, that’s the
way it’s done. However, don 't take this asan invitation to meanderaround
the map trying to avoid the Retreat Edge.

(12.34) In the Rout Movement Phase all routed units are moved their full,
printed movement allowance in the same fashion as in 12.33 ‐ even if they
movedpreviously during the turn. Routedunits use normal movement rules,
except that they may not enter enemy ZOC’s unoccupiedby friendly units.
They donothaveto rollfor terrain DisruptionduringRout/Retreatmovement.
Routedunits usetheir DisruptedMovementAllowance,soflip the unitover.
However, all Routed units have 8TO of ‘ l ’ and no facing; see 7.16.

PlayNote: Routin theRoutMovementPhaseisusuallyfartherthan theoriginal
Rout result (12.32). They both use the samepremisesandretreat rules, though.

(12.35) Routing units lose SP’s under certain circumstances:

" Eachandevery time aninfantryunitRoutMoves it losesone Strength
Point. (This does notapply to 12.32,wherein the unit has already lost
an SP.)

" lfanyroutedunit - infantry or cavalry - cannotcomplete its mandated
rout movement because it is blocked by impassable terrain, enemy
combat units or enemy ZOC's (not occupied by friendly units,
6.55[4}), it loses 1SPfor each Movement Point it could not expend.
[t is possible fora unit to betotally eliminated in this fashion.

(12.36) A unit that rout moves off the map (for whatever reason) is
permanently removed from play and considered eliminated for Army
Withdrawal purposes. Routed units may NOT stack, regardless ofcountry,
class or type. See 6.55 for situations where stacking appears unavoidable.

>>( 12.37) If,asaresultof Shock.A_L1: attackingand defending units would
rout, the side with the unit that incurredthe Mybest DP# routs; the opponent
stays in place,Disrupted,and loses one SPfrom each unit. If the DP#’s were
the same, the side with the lowestTQ‐rated unit routs,etc. IfTQ‐ratings are

all equal (and we’re pickingatnits here, folks), neitherside Routsl Bothstay
in place, Disrupted, and each affected unit loses 1SP.

( 12.38) If aLeader is stacked with arouting/retreating unit that leadermy
rout move along with that unit. He is otherwise ‐ and usually ‐ unaffected by
the rout. lfthecombat unit is eliminated, simply move the leader up to three
hexes in any direction. If that is not possible,THEN he is eliminated.

( 12.39.) Routedunits may not receive or use Orders, other than Rally, nor
may they fire. They may not enter an enemy ZOC and they may not shock
attack. Routedunits have no Facingand pay no cost to change facing when
rout‐moving. If attacked, they defend normally; however,

0 they have aTQ of ‘ l ’ ;
" they have m ZOC!
" they havenofacing,andallattacksagainst themareautomatically AS.
" they use their Disrupted M A , and are soflipped.
" ifthey receive anew Disruptedresult, they are eliminated. See, also,

6.55[3 ].

(12.4) Recovery a n d Rally

Players may Rally Routed units and attempt to get units to Recover from
Disruption. However. lost SP’s may never berecovered. regardless of how
they were lost.

L i o n
>>(12.41) Getting units to Recover from their Disruptedstatus requires an
Individual Rally Order ‐ never aLC - from acommander that has the unit in
its Range.The Disruptedunit may not bein anenemy ZOC, may not bear a
"Rallied"marker,andthe rangemay notbetracedthrough impassableterrain
or enemy occupied or controlled hexes.

" I f the leader is stacked with or adjacent to that unit, simply using one
Order allows that unit to recover, Flip it to its normal status side
(retaining any SPmarkers.of course).

" If the leader is t w o or more hexes away (but within range), the player
rolls the die. HeM the distance in hexes between the leader andthe
Disrupted unit AND subtracts his Charisma Rating. l f the adjusted
dieroll is the same as or lower than the unit’s Disrupted TQ, it
recovers. Otherwise, no effect if it fails. See 12.44 for attempt
limitations.

>>( 12.42)DuringanOrders Phaseaplayer may attempt to Rallyany routed
unit which is not in anenemy controlled hex by using an Individual Order
(never a Line Command) for each unit. To Rally a unit the player makes a
Rallydieroll.usingthe same mechanicsasin 12.41;however,the difference,
here, is that the TO Rating is ‘ l ’ ! Stacked and adjacent leaders need not use
adieroll; their rally is automatic.

THE RECOVERY-RALLY FORMULAE:

“ If DR + Hex distance, minus Charisma = or < TQ... Recover/Rally
.. If DR + Hex distance. minus Charisma > TQ. .. Nothing

>>(12.43) A successful Rally (dieroll or automatic) flips the Routedmarker
to itsRalliedside and returnsthe unit to itsDisruptedstatus. It may berefaced
at nocost. However. the player may not attempt Recovery (12.41) for th_at
unit until the M turn. regardless of which commander is where with how
many orders left. It is free. however, to move, etc.

(12.44) l f a Rally attemptfails the unit remains Routed,but it does not move.

No further attempt may be made that Phase. Additional attempts to Rally
may occur in a laterPhase,aslongasthere is only one attempt perPhase.The
same mechanic applies to Recovery.

13.0 Victory

>>(13.I) A r m y Wi thd rawa l

(13. l 1)As play proceeds,each player keeps track of his units that havebeen
eliminated. either asadirect result of combat or by Routing oif the map.
These Eliminated Units are used to determine whether anarmy has reached
its Withdrawal Level.

(13.12) Eachcombat unit isworth itsTQ times itsSPin Withdrawal points.
(Normal side; not the Disruptedside.) Thus atercio with a9/4 SPand 21TO
of 7 isworth 91Withdrawal points (9+4 x 7 z 91). Exception:each artillery
unit is worth five (5) Withdrawal Points if Abandoned; ten ( 10)Withdrawal
Points if captured or eliminated.

(13.13) Each leader killed is worth double his Initiative times his Charisma
in Withdrawal Points.Thus, Brahe is worth 16WP’s (4 x 2 x 2:16). Treat
“0 ” Charisma Ratings as ‘ l ’ , but do NOT double. Overall Commanders are
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(13.14) Destruction of an enemy’s Baggage Train unit is worth 25 points.
The “train” must be destroyed, not simply looted. See 13.2.

(13.15) During the Army Withdrawal Phase each player totals the WP's of
all his eliminated units. Ifthat total is the same or higher than the Army WD
Level for that army in that battle (see the individual scenario instructions),
that army has Withdrawn from the field and that player has loithe game.

(13.16) If both sides reach Army WD Level at the end of the same turn, it’s
a draw.

Design& HistoricalNote: Historically,mostban/esn'erejoughttoafairly
decisive result - at least tactically. if’notstrategieallr - with the losingside
su/j‘ering around 30-50+% losses. while the winners kept their alsualties
down to the IO% area. At Breitenfeld, Tilly lost 609? of his (II'III_\‘, while
Swedish losses were less than lOVr. (Saxon losses were of the “good‑
riddance-to-had-rubl7ish”variety. )Hmre\‘er. atLiitzen. losseswere relatively
evenl

(13.2) DestroyingBaggage Trains

Mostof the troops in the 30Years War were poorly-paidmercenaries. It was
actually policy to pay the troops by having them loot. although Gustavus”
system was more professional. Looting. therefore. was fairly common ona
battlefield, as the enemy‘s Baggage Train usually contained all sorts of
goodies. (A tBreitenfeld,routingSaxonsoldiers actually stoppedto loot their
Swedish allies’ train before heading home!)

(13.21) BothsideshaveBaggageTrains ineachbattle.However,
in bothscenarios,onesidehas it”sTrain off-map.On-maptrains
may be voluntarily destroyed asvictory objectives (13.14) or
involuntarily looted( l 3.3),asperbelow.The off-map trains are
covered in the individual scenarios.

(13.22) Any undisrupted. unrouted combat unit may attempt to destroy an
enemy Baggage Train counter. To attempt to do so. the train must be
unguarded - i.e., not stacked with a“guard“ combat unit. If there is aguard,
the guard unit must first beforced away from the train by any combat means
allowed by the rules. The trains never move.

(13.23) For voluntary destruction, a single unit must be given a special
“Destroy BaggageTrain” Individual Order to doso. Place a“Destroy Train
Order” markeron the unit.That unit now must move asdirectly towards the
train aspossible.However, it does not needany more DirectOrders to do so,

nor does it need adirect [O to attack any guards. The owning player simply
uses an Individual Order from ANY leader whose phase it is, who is
anywhere on the mapll This order enables that Train-targetted unit to
undertake whatever it takes to destroy the train. The effect of this order
ceases eitherafter the unithas, instead,Looted(see 13.3),beenrouted, or has
successfully destroyed the train and returned to a friendly commander‘s
range. Once the train is destroyed, the unit may attempt to destroy another
train, or return to the battle. It cannot do anything else (like attack anenemy
unit not with the train).

Play Note: Essentially, a unit given a Destroy Train Order is a unit with a
nar row, singlepurpose. However, it may notmove more than other units, so
wehave enabled this unit tohepropelledon itsmerry way simply byhaving
any other leader expend an order, regardless oft/zeir relative locations.

Rulebook

(13.24) If (or once) the train is unguarded, and the “destroying” unit starts

an Order Phase adjacent to the train, the player rolls the die.

" If the dieroll is the same asor lower than its present TO, the unit
Destroys the train. Remove the train counter.

" If the dieroll is higher than its present TO, the unit, instead of
Destroyingthe train.Loots it. Lootedtrains are NOT Destroyed.Ih_ls
dieroll is in addition to that undertaken in 13.3211.

(13.25) BaggageTrains mayn_otmoveduringthegame. (lftheycould.you’d
move them off the board to forestall all of the above antics, and we’re not
about to let you do anything THAT slimy.)

(13.3) Looting

(13.31) Looting of Baggage Trains occurs involuntarily. either during a
botched Destruction mission ( l 3.24) or simply by having the wrong type of
units come too close to the tempting targets. See, also. the special rules on
Saxon looting in the Breitenfeld scenario.

(13.32) Any combat unit (including aunit with a Destroy Train Order) that
comes within four (4) hexes - the path may not go through enemy-occupied
or controlled hexes - of anunguarded (i.e., there is nocombat unit stacked
with it), undestroyed enemy Baggage Train unit, must check to see if it
decides to Loot. instead. Roll a die, and adjust it by the following:

" All Swedish units, and all lmperialist infantry. subtract one (-1 )
" Croatian cavalry adds two (+2)
" Routed units add one (+1)

The above arecumulative. Ifthedieroll ishigherthan the unit's undisruptcd
TQ rating (the one on the front), the unit has opted for Looting.

(13.33) A Looting unit is immediately removed from the game (and

appropriateWP’s taken), but the Lootingplayerdoes get 10WP’s for doing
that Looting.

(13.34) M a m ‐U M g Q M The lmperialist Croatian cavalry tsutagf

were tough. bloodthirsty little troopers, about two (small) Lcn

evolutionary steps removedfrom Neandetthalicbanditry (... as t [5
they still seem to be.) Unfortunately they cared little whose
baggage they looted.Therefore, in addition to the above ( 13.32,etseq.),any
time aCroatian cavalry unit routs off the map. roll one ten-sided die. If the
dieroll is higher than the Croat’s DisruptedTQ level, the Croats have looted
the lmperialist Train. Give the Swedes 10VP‘s, but do nothing else to the
baggage counters.

Exception#1: Croats that are pursued off the map by Swedish cavalry do
@ Loot.

Exception#2: In Liitzen,Croats thatRoutmoftheFlongrabcndoMLoot.
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Artil lery 8.5, 8.6
Abandoned 8.55, 8.57
Capturing 8.55[2]
Command of 4.291Ex #1]
Disruptions 8.57
Enemy [118.5511]
Exploding Guns (Opt) 8.66
Facing Change 8.52
Fire 8.61-8.65
Hits 8.56‐57, 8.63, 12.12
Imperialist Heavy Move Restriction 8.54
Move/Fire 8.51-8.54, 8.58
Recrewing 8.55, 8.57
Regimental Stacking 6.5113-4]
Swedish Regimental 8.53, 8.63
Tortenson 4.291Ex #2], (Breitenfeld)
Uncommanded Barrage 8.64
Withdrawal 8.55

Baggage Trains 13.2
Croat Off-map Looting 13.34
Destroy Train Order 5.2216].13.23
Destruction Procedure 13.24
Looting 13.22
Movement 13.22, 13.25
Saxon Looting(Breitenfe1d)
Stacking 6.51[7]
Withdrawal Points for 13.14

Caracole 8.3
Countercharging 8.32, 8.33134], 8.37-38, 9.47
Disrupted Limits 8,13
Eligibility 8.31, 8.3311]
Fire Rate 8.13, 8.33[3]. 8.35, 8.37, 9.47
Move/Fire Action 8.21, 8.35
Restriction from Charge 8.3315]
Sequential Resolution 8.34

Cavalry
Charge Check 9.43
Charge in Shock 9.2216], 9.42, 9.44
Charge Procedure 9.4
Counter-charge Caracole 8.3313-4), 8.37-38
Countercharge in Shock 9.31, 9.44
Interception (Opt) 8.5
Post‐Charge Disruption9.49
Pursuit 9.6
Stacking 6.51[4-6]

Disruption 12.2
Additional Disruptions 12.22
Combat‐induced 12.21[2]
HI/TE Facing Changes 7.13
Lower Movement Allowance 6.11
and Orderly Withdrawal 6.42, 6.47
Recovery 12.4
Restrictions 12.23
Retreating/Routing through occupied hex 6.55
Terrain‐induced 6.22-3, 7.14, 9.41, 12.21[2]

Facing 7.1
Changing 6.42, 7.12-15
Double~Sized units 7.15
Enemy ZOCs 7.12, 7.23
Leaders 6.14
and Movement 6.0, 6.32
and Orderly Withdrawal 6.42
Routed Units 7.16
of Stacked Units 6.53

I ndex
Combining Fire 8.23, 8.62
Creeping Fire (Opt) 8.4
Fire Procedure 8.2
Fire Rate 8.12, 8.27
Fire Through Flank hexes 8.16
Infantry That Move 8.25, 8.27
Line of Sight 8.24
Range 8.14
Reaction Fire 7.25, 8.21, 8.28, 8.37
Retreat Fire (Opt) 5.2213], 8.4
Salvo Fire 8.27
Small-Arms Fire Procedure 8.26-28
Swedish HI that move 6.12, 8.25
Weapons 8.11

Heavy Infantry
Column 1024-27
and Enemy Artillery 8.5511]
Facing 6.32, 7.15
Front-to-Flank Maneuver 10.22
Orderly Withdrawal 6.41-2
Permanent Disruption 12.13
Swedish Movement Allowance 6.12, 10.21
Wheeling Maneuver 10.23

Hits 12.1

Leaders 4.0
Activation 4.2, 5.0, 5.11-14, 5.25
Alone in hex 4.42
Casualty Check 4.43-44
Charisma 4.1, 5.25.
Combat 4.4
Command Range 4.1, 4.21, 4.4412]. 521
Death of Gustavus (Opt) 4.48
Dieroll of Doom 5.33
Elite Commander Initiative 5.45(Note), 5.5
Enemy ZOCs 4.27. 4.3, 4.41, 5.25, 5.3111], 5.47
Finished 4.28, 5.11, 5.15. 5.25, 5.3112], 5.3313],

541-2, 544‐5, 6.43
Initiative Rating 4.1, 5.12, 5.32
In Pursuit 5.1516]. 9.67
Killed 4.4212,3],4.44[3]
Line Commands 4.23, 4.25, 5.22
Momentum5.14, 5.15113], 5.2711], 5.3,
5.4212], 5.45, 5.5
Mortality 4.1, 4.44
Movement4.1, 4.26, 6.14, 4.44123], 4.5, 4.518],

6.14
Orderly Withdrawal 4.42, 4.517], 5.1514], 6.41,

6.43
Orders 4.21-25, 5.0, 5.22
Overall Commanders 4.2514], 4.3, 4.47, 7.23111
Rally 5.2215]
Reactivation 5.33[2], 5.45
Recovery 5.2214]
Replacements 4.46-47
Restricted Command 4.1, 4.29
Strategy Rating 4.1, 4.2513]
Trump 5.15123], 5.27, 5.3113], 5.4
Withdrawal Points for
Wounded 4.44[2]

Line
Composition 4.24
Line Command Eligibility 4.23‐4(Chart)
Line Withdrawal 6.48
Ragged vs. Rigid 4.24(B)

Movement
Breitenfeld Terrain 6.26
Disruption from 6.22
Enemy ZOCs 7.23

and Fire6.12, 6.13, 8.25
Impassable hexes 6.25
Leaders 4.1, 4.26, 6.14, 4.44123], 4.5, 6.14
Movement Allowances 6.1
Restrictions 5.23, 6.13, 6.27, 6.3, 6‐54-5
Swedish HI 6.12
Terrain 6.2

Destroy Train 5.2216], 13.23
Individual 4.21-2, 4,26, 4.511,245], 5.24
Line Commands 4.23, 4.25, 4.26, 4.3, 4,513.61.

5.22, 5.24
Regroup/Return 5.2213], 9.63-4
to Stacked units 6.56

Disruption 6.42
Facing 6.42
Restrictions 6.43-7

Attack Superiority vs. routed units 7.16
Effects of 12.32, 12.39
Facing of Routed Units 7.16
Leaders Stacked w/ routed units 12.38
Losing SPs 12.35
Mutual Rout in Shock 12.37
Rally 12.4
Restrictions 12.39
Rout Movement Phase 12.34
Rout Path 12.33

Advance 9.27, 9.3, 10.1512]
Charge Modifiers (Chart)

Clash of Arms 9.24
Designation 9.21
Disengagement Option 9.26-7
Disruption Possibilities 9.2514-5]
Leaders Effect 9.2513]
LI Attacking 9.25[I,4], 10.32
Ll Stacked w/ Cavalry 9.2217]
Mutual Rout 12.37
Position Superior 9.2511]
Pro‐Shock Disruption Check 9.21, 9.23, 9.44-5
Procedure 9.23-27
Shock Strength 9.1
Strength Difference Ratio 9.2512]
Weapons Superior 9.2511]

Leaders 6.52
and Orderly Withdrawal 6.58

Death Star 10.14, 10.15
Description 2.4
Facing 10.11-12
Fire Strength 8.15‐16
Fire Through Flank 8.16, 8.22(II.)
Permanent Disruption 12.13
Position Superiority 10.13
Reverse-Face Maneuver 10.11
Split Fire 816

Caracole Ignore 8.32
and Command Range 4.21
and Facing 7.12
and Leaders 4.27, 4.3, 4.41, 5.25, 5.3111], 5.47
and Orderly Withdrawal 6.46
and Shock 7.27



(4.48) Death of Gustavus

Play NotezThis is an optional rule/"or those who like lots offlavor and
historicity. I t 's involved, but it happens only once.’

First off, if Gustavus dies, there is NO EliteCommander Segment any more
v as the Elite Commander is No More; however, see below.

Breitenfeld: If Gustavus is killed at Breitenfeld, in the turn following his
death, and forthe next turn, the TO ofaillSwedish units,normal or disrupted,
is raised by one (maximum of ‘9’). In addition, for all Shock Combat in
which the Swedes M. the Swedes receive an adjustment of 2R on the
Shock Table. Forthe following turn. the TO isback tonormal,and the shock
adjustment drops to IR. After that, all is normal.

Lu‘tzen: I q u s t a v u s i skilled a tLtitzen,the SwedishPlayermay Withold the
information, so that there is no effect to his units which could prove to
be dangerous. Thus, there are two possible results: Told, and Rumor.

TOLD: At the instant the Swedish Playerdecides to releasetlteinformation
of Gustavus’ death to his troops:

" Each HI , HC and LC unit must undergo a ten‐sider, 6.22 Disruption
Check. '

.. In the turn following being TOLD the TO of Q Swedish units.
normal or disrupted, is raised by one (maximum of ‘9’).

n In addition, for all Shock Combat in which the Swedes attack, the
Swedes receive an adjustment of 2R on the Shock Table. For the
following turn, the TQ is sill +1, but the shock adjustment drops to
lR. After that, all is normal.

RUMOR: Starting with the turn following Gustavus’ death. in the Elite
CommanderSegmentTo Have Been,the Swedish Player rolls one die. [ t h e

rolls a “0’ or a ‘9’,Gustavus’ death has become awildfire Rumorand it hits
the troops.

" ALL units undergo a Disruption (6.22) Check, BUT, in addition to
Disruption results, all HI units that fail that check lose a number of
SP’s equal to that Disruption Dieroll minus their TQ (at the time of
the dieroll) ‐ as deserters.

" HOWEVER,all Non‐DisruptedunitsbecomeFrenzied:forthe next

tw_o (2) turns, the TO o f fl Frenzied Swedish units is raised by one
(maximum of ‘9’). In addition, for all Shock Combatin which the
Frenzied Swedes attack, the Swedes receive aFrenzy adjustment of
2R and +2 DR (i.e., 2 columns to the right and addZ to the dieroll)

on the Shock Table. Forthe following two turns (after the first two) ,

the TO is sill +1, but the shock adjustment drops to lR/+1.

>>(8.4) Special Types of Small-Arms F i r e

Designand Play Note: 8.21andthe Fire ratespretty much cover howfire
was undertaken in this era. However, there were several “tactical" fire
maneuvers that were used. Players shouldbe aware that using these rules
makes the Fire system rather complex, andaddonly peripheral.flavor. The
game playsquite well without them. Therefore, weinclude them.forplayers
who do n o t mindsuch added complexity.

(8.41) Creeping Fire: Swedish Heavy Infantry units (only; see 10.35 and
Breitenfeld LI exceptions) that start an Orders Phase t w o hexes from an
enemy unit can use Creeping Fire. There is m Movement penalty (8.25)
when using Creeping Fire. The procedure is asfollows:

" The phasing unit fires once at the two hex range; then
" The phasing unit moves one hex adjacent to the target unit; "OiR

-- The non‐phasing unit may use Orderly Withdrawal ( i f capable)
before the phasing unit moves ‐ but after it fires. If OW is used, the
phasing unit still gets to advance into the vacated hex but stops there.

" The non-phasing unit may, if it wishes, stay and use Reaction Fire
(8.21) instead of using OW; in which case

" The phasing unit fires again (withpossible enemy Reaction Fire).

-- It may fl u s e either form ofSalvoduring the Creeping Fire process.

Disrupted units may not use Creeping Fire, and the one hex of movement

must notcost more than one MPtoenter.The unit,ofcourse, is free to Shock
after it uses Creeping Fire.

Play Note: So why use this somewhat comp/ex method of'j iring while
advancing aforerunnerofthe standard tactics oft/re late I7th century,
et. seq. ?Well, the phasingpiayergets two shots, one ofwhich comes be "ore
‐ and even if- OW is efieetetiby the non‐phasingplayer, and hej'ires with
no Movement Penalty. Then again, he has to M two hexes away and

discipline requirementrjor such}.

(8.42) Retreat Fire: This is atype of fire used only by a Phasing Player to
back out of anenemy ZOC in the Move/Fire segment; it may beeffected
only by an Order - not a Line Cornmand; and it may be used by Swedes,
Imperialists,‘and Saxons alike. Only undisrupted infantry units may use

Retreat Fire. The unit must start in an enemy ZOC with its rear hexes
consistingof unoccupied, clear terrain, with no streams, walls or whatever
tocross.Theunit may then.havingbeengiven anorder/LC, fire atthe enemy
to its from and move backwards gm hex. (See 6.41 for movement method‑
ology.) Salvo ofany level may n_ot beused, and this type of fire may M b c
used during Orderly Withdrawal. Retreat Fire has anautomatic 2L adjust‑
ment. Retreat firing units are subject to Reaction Fire after the Retreat Fire.
but before they move.

(8.66) Exploding Guns

Mid-17thcentury cannon could still be explosively unreliable, especially
when fired at too rapid a rate. Exploding guns, while not usual. were

common enough to be an occupational hazard often remarked upon by
observers. Therefore, each time an artillery piece fires and the player rolls
anadjusted ‘4’ on the 6‐sided die to resolve that fire. it is possible one of the
fi ring guns hasexpioded.The player rolls the (six‐sided)die again. l fhe rolls
another “ 4 ” agun hasexploded. Placean“ExplodedGun/ ‐2” marker under
it. This means that unit has an automatic ‐2 dieroll adjustment on the Fire
Table when it fires. li‘suchaunit has another explosion, it iseliminated. This
rule is optional because, while adding historicity, it requires additional
markers and a dieroll.

(9.5) Interception

PlayNote: This is a rule thai'addr “accuracy in terms ofcavalry tactics,

some interest, in game terms, and even more complexity. We heartily
recommendyou know the game and the system before adding it in. Even
then, do so only ifyou don 'l mindthe type of “do this, but not that " that the
rules entail.

A non‐phasinacavalry unitthat is notalready in anenemy ZOC may attempt
to “Intercept” anenemy cavalry unit while the latter is moving during the
Movement/Fire segment of the Orders Phase. The moving/phasing unit
does not have to be charging; it simply must be moving.



(9.5 l )A cavalry unitmayattempt Interceptionagainstany movingenemycavalry
that comes within two or three (3) hexes (traced through its frontal or flank
hexsides; do not count the hex the counter‐charging unit is in when determining
distance)ofthenon‐phasingunit.ThatdistancemustuseLOSrules,andmaynever
be traced through another combat unit. As it is undertaken by the non‐phasing
player, Interception does NOT require anOrder or a LC.)

(9.52) The attempt may be made when the moving trnit comes within two

o_r three hexes. The two‐or‐thrce hexes must beClear terrain with noterrain
hexsides to cross. (Thus, a unit may not intercept across the elevated
road).Only one attempt may be made per phase ‐ regardless of how many
units move within that range.

(9.53) The Intercepting unit M A Y change facing one vertex in its original
hex to effect the counter‐charge. It may n o t change facing while moving or
when adjacent to the target.

(9.54) If all of the above are met and followed, the Interceptingplayer rollsaten‑

sider, to which he adds any dieroll adjusmtments listed on the Cavalry Charge
Table forcharges. In addition,headdsoneforeachhex hemust moveto intercept.

.. I f the adjusted dieroll is less than the unit’s T the moving (enemy) unit
stops (no facing change!) where it is and the counter‐charging unit moves
forward until it is adjacent to the target. The interceptiing unit is now the
Attacker, even though the attack is resolved in the other player’s Shock
segment. (This is an exception to the basic premise that the phasing
player is always the Attacker.) The phasing, counter‐charged unit, if
eligible, m use Reaction Fire (an exception to the rule about phasing
players not able to use Reaction Fire then again, the “positions” have
shifted here) and the now-defending unit may attempt counter-charge, but
only ifthe intercepting units are in his frontal hexesl

0°Ifthe dieroll is the same asor Greater than the unit’s T the attempting
trnit stays where it is and rolls to see ifi t is Disrupted (ten-sider), adding t w o

(+2) to such dieroll.

(9.55) A unit may not Orderly Withdraw from a unit and then intercept it.

(9.56) Units that attempt an Interception may NOT attempt a normal
Counter‐charge, whether they are successfull with the former or not.

(10.35) Advanced Light Infantry Usage

LI can assume one of two “formations”: Dispersed or Compact. The
decision asto which formation is to beused must bemade at the start ofthe
game and cannot be changed during its course. Use the “Dispersed’V
”Compact” markers ‐ of which there are, admittedly, far too few ‐ to so
indicate.

Compact: Compact LI may not fire thru theirflank hexsides. However, they
may beusedto gain positionsuperiority (an exception to 10.32). In addition,
10.33 does NOT apply to Compact LI . Use them column when determin‑
ing Movement costs. Compact LI may not be moved or fired in the
Commanded Musket Phase.

Dispersed: Dispersed LI may fire thru flanks. However, all of 10.32 and
10.33 applies,the latterapplyingregardlessofthe SPofthe unit. In addition,
subtract two (‐2) from ALL fire dierolls in which aDispersedLI is the target.
Dispersed LI may NOT use Salvo Fire in any form. Dispersed LI may NOT
be part of a Line with cavalry. Dispersed LI may be moved/fired in the
Commanded Musket Phase. ’

Design Note: This rule reflectsmore ofthe details astohow LightInfantry
could have been used. It simulates the difference between L] acting as
“Commanded Musketeers” and LI acting as L] , vis a r'is Gustavus" Scots

andBritish regiments. Note that no commander ofthe day usedmmketeers
as “skirmishers " in the sense one saw them with Frederick or Napoleon, so
this application does n o t reflect the abilities created by such usage.

Gustavus tended to use his Ll , even when “commanded", in Compact

stein deployed his ditch musketeers in what we would consider a quasi‑
skirmisherformat, o r, aswe("a l l it, Dispersed morefor their annoyanee/
delay capabilities than anything else.

OTHERGAMES AVAILABLE IN THE
GREAT BATTLES OF HISTORY

SERIES

V o l I. The GreatBatt lesof ALEXANDER: The
Macedonian Ar t of War, l'eaturing the battles of
Chaeronea, The Granicus, lssus and Gaugamela

V o l 2. S.P.Q.R. The Art of War in the Roman
Republic,l'eaturingthe battlesofBeneventum,Bagradas
Plains, Cannae, Zama and Cynoseephalae

Module 1. JUGGERNAUT, The Battle of The
Hydaspes, Alexander vsPorus in India

Module 2. W A R ELEPHANT, The Battles of
Raphia and Magnesia

Module 3. CONSUL F O R ROME, Battles of the
2nd Punic War, The Trehbia and the lVletaurus

Modu le 4. PYRRHIC VICTORY: The Eagle
Lands in Italy,The battles ol' Heraclea and Auseulum

. . . . a n d Coming Soon

V o l4. The Great Battles of JULIUS CAESAR:
The CivilWars,The battlesof Dyrraehium, l’harsalus,

Ruspina,Thapsus and lVlunola



Each INDIVIDUAL ORDER allows the player to:

The Caracole Maneuver (8.3) is a Move/Fire Operation.

2. Individual Fire, with any unit capable of doing so; or

3. [Optional] Retreat Fire, asper 8.4

4. Attempt to Recover from Disruption, as per 12,41; or

5. Attempt to Rally a Routed unit, as per 12.42.

6. Destroy Baggage Train, an unusual IO; see 13.23.

Each LINE COMMAND allows all the units in one line to:

1. Move any/all units in that line. Moving units may fire, subject to 8.25
The Caracole Maneuver (8.3) is a Move/Fire operation.

I.ine Command Eligibility Chart
Swedes Imperialists
1. Heavy Infantry [a] 1. Heavy infantry

2. Light Infantry 2. Light Infantry

3. Cavalry, Light Infantry [b], Regimental Artillery 3. Cavalry (either or both types)

4. Cavalry and Light Infantry
(Lutzen ONLY)

4. Heavy Infantry and Regimental Artillery

[a] : If using Optional 10.35, line may include Compact LI

[b] = When using Optional 10.35, only Dispersed LI may bein the same line with cavalry.

.. Field and Heavy artillery cannot receive Line Commands

.. Light Infantry also includes dismounted Dragoons, at the player's option.

The Artillery Usage Table
Regimental Artillery

2. Fire, if capable, without movement, with any/all units in that line that may.

-- Leaders may NOT use a LCfor Individual Order #s 3-6.

The Dieroll Reference Chart

Use the 6-Sided Die When/For

" Check for Hit-induced Disruption (8.26[3]; Hits +Dieroll)

to OnArtillery Fire Table. to determine the DDR#: the lst 6-sided
dieroll (8.52)

00OnArtillery Fire Table, add dieroll to DDR# for Disruption; the
2nd 6-sided dieroll (8.53)

n Optional: Check for Exploding Guns (consecutive 4‘s; 8.56)
to Shock Disruption Resolution; DP# + dieroll (9.25 and Shock CRT)

Use the 10-Sided Die When/For
" Line Command capability (Strategy Rating) determination (4.25)

n Forced Leader Withdrawal check (3-9=Captured] (4.42)

.. Check for Leader Casualty (4.44)

" Optional Gustavus Death Checks, including Frenzy and TO Checks (4.48)

" Momentum (5.32)

.. Dieroll of Doom (‘9' on Momentum; 5.33)

-- All Trumps Attempts (5.4)

" All Terrain/Movement mandated Disruption Checks from the Terrain Chart,
including ”",0 “D3", and “DH” (6.22)

.. Leader Voluntary OW"Finished" check (6.43)

" Disrupted unit uses OW, check for Disruption/Rout (6.47)

n Resolve Fire on the Small-Arms Table (8.26[1])

” Determine whether lmpenalist Heavy Artillery may move (6‐9, Yes] (8.44)

-- To Determine Column on the Artillery Fire Table (8.52)

.. To attempt a Cavalry Charge or Counter‐Charge; Table has many adjustments (9.45ff)

0° To determine DP# on Shock Table (9.25)

" Disengage Rout Check (9.26)

” Cavalry Pursuit (9.52)

“ Tercio Facing Change > 1vertex, Disruption Check (10,12)

00HIWheeling Maneuver Disruption Check (10.23); Imperialists +3

-- Change Column to normal formation Disruption check (10.43)

.. Dragooons mount or dismount Disruption check (10.43)

-- All Recoverand Rally Attempts (122.41, 12.42) See Formula for adjustments

0° Destroy/Loot Train (13.24)

a Saxon Cut‐Out (Breitenfeld)

-- Imperialist Reinforcements (Lutzen)

1. Artillery Barrage Phase

2. In a Leader‘s INITIAL Orders Phase

3. As Reaction Fire (once)

The Se.uenoe of Play

A. Artillery barrage Phase

B. Commended Musket Phase (Liitzen only)

C.Leader Activation Phase
1. Elite Leader Segment
2. Standard Leader Segment
3. Liitzen Reinforcements

D. Orders Phase
1. Movement and Fire Segment
2. Shock Combat Segment

E. Momentum Phase ORReturn to "C"

F. The 3R Phase: Remove, Rout, and Replace
1. Remove Rallied and Caracole Markers
2. Rout Movement
3. Replace Killed Leaders; Flip Finished Leaders

G.Army Withdrawal Phase

T h e Great Battles of History, Vo lume I I I



Cavalry Pursuit Table

LCCroats HCm u:
Break Off 0»? 0 0-5
Pursue Off Map and Eliminate 8 1-8 6‐7
Etiminate and Break Otff 9 9 8-9

Dieroll Adjustments

onIf fleeing units are infantry, add five (+5)

Cavalry Char -e Procedure

1. In Movement/Fire Segment

a. Move Cavalry adjacent to intended targets.
b. Place “Charge Check“ markers.
c. Optional Rule: Undertake Interception attempts; see 9.5.
d. Attempt Counter-Charges against Caracoling Cavalry. See 9.47.

2. Shock Segment (Use 9.23 overview):

a. Resolve Charge attempts
b. Resolve Counter‐Charge attempts
c. Pre-Shock Disruption Check for non-cavalry targets
(1. Resolve Shock/Charge
e. Resolve any Pursuits.
f. Post‐Charge Disruption

SEE 9.62 FOR DESCRIPTIONS OFRESULTS

The Cavalry Charge Table

Potential Charging Add to Effect of Effect of
or Counter- 10-sided Successful Successful
Charging Unit Oieroll ** Charge Counter-Charge

SPx2 SPx2
Use HCCharge Comma Use HCCounter»Charge

onSuperiority Chart How onSuperiority Chart

CR ' +4(Breitenfeld) SPx 2 SPx 2
+2 (Liitzen) Use CRCounter-Charge

How on Superiority Chart
j . . .

LC, DG +3(Croats) +2to Shock -2 to Shock
+5(all other) Resolutiondierott Resolutiondieroll

** = a. Add one (+1) to all Counter-Charge dierolls, regardless of unit type.
b. Player may subtract Leader's Charisma Rating if LEader partakes in that charge/counter-charge.

Charge Success Result

Adjusted Dieroll LESS THAN TO: Charge is successful. Use augmented slengths and different Superiority Column, if applicable.

Adjusted Dieroll SAME ASTO: Charge fails, unit MUST Shock using normal rules and strengths.

Adjusted Dieroll LESS THAN TO: Charge fails, unit is Disrupted. Must attack at printed strength but with a 2L column adjustment, as per 12.23

i Counter-Charge Success Result

Adjusted Dieroll LESS THAN TO: Counter‐Charge is successful. Use augmented counter‐charge strengths and different Superiority Row, if applicable.

Adjusted Dieroll SAME ASTO: Counter‐Charge fails, but unit is able to defend using printed strengths.

Adjusted Dieroll LESS THAN TO: Counter-Charge fails, unit is Disrupted. It defends using Disrupted TOand printed strengths.
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Combat Effect on

Table Tableld]TerrainType ’ Hi TE Ll Hc

Pond NA NA NA NA NA

mm _b 3 3 31T3f 1
Change Facing1Vertex o 1 o o 0

Change Facing for each
additional vertex 10 1lmlD 1 1 1

NA: Not Allowed
NE= NoEffect
D: Roll for Disruption

For ANY D-Type dieroll in the above categories, it the unit is
charging or counter-charging cavalry, add one (+1) to dieroll.

Notes:

a: Units prohibited from crossing aWall hexsidejNA] may do so only if
c ossed bya road, and the unit is lN COLUMN infantry, in which case
trey use the Road costs. The road has no effect on combat modifiers,
trough.

b: This cost does not apply if units are using the road by entering that hex
from another, connecting road hex. Units pay the cost for leaving the
d’tch in addition to the cost to enter the new hex.

r a hex and is fired at through a listed hexside that is part of that hex
eg., Town Wall). The number to the left of the slash is the Small Arms
olumn adjustment; to the right, the artillery dleroll adjustment.

d: Stock column adjustments apply if any defender is in that hex, unless
0 herwise noted.

c: This adjustment applies only if all attackers are in a Marsh hex.

g: The column shfts apply only to shock attacks entirely across a berm
hexside. Shock ”into” aditch is when the attacker is outside the ditch;
shock "leaving" a ditch is when the attacker is in the ditch and the
defender is not.

ditch hex and is fired at from a non‐ditch hex.

Clear 1 1

Awoods . 3 3D kas f
fiercest , ‘ ‘A a an; 1

Marsh 3 310 .
‘ Vittagefiewe . so” 3 g .

Castle Wallsla] NA NA +4011 NA NA

Town Wall[a] NA NA +4DA NA NA

Garden Wall[a] +31) NA +2o NA NA

sNtEs‘oNsstifl ‘ a ”3 < 3 } 3 3 2]
. 3333333333333 +333 333 ,~ +3 .»~+3m3 33333133

‘ i 33333~-333333331+3333 3333. ~~i333 i 33 +3333 +333,

33333331 A‘ j « 7 NE Ne. NE NE“ Ne.

Deep Stream +3oH +2on +31) mm +an

Shallow Stream +1 +1 +1 +1 +1

Marshy Stream +2 +2 +2 +3 +2

NA

NA

NA

NA

NA

1 1 _ NE NE

2‘ 3 33mm“ 21;

k 3 g 3 j R E N E

4 3251.33 ;~~333i ”333333
A2 3 ” ztsizs 2L

NA NA NA 4L/-6 NA

NA NA NA 2L/-3 5L

NA +2 NA 1L/-1 2L

as 71 1 z. A» 33314: 313.533

toNA +3 3337181 33313, _{‘f33.333

ACNE Na 7 NE - . 3133333135“: 31133333

NA +5 NA NE NA

+1 11 +1 NE 1L

NA +1 +2 NE 2L

NA NA NA NE

gain} 1 } . 71 f A. NE“

0 u 0 NE

1 o 0 NE NE

D3: Roll for Disruption and add three (+3) to dierol.
DA: Automatic Disruption
DH: Automatic Disruption, plus roll die. If dieroll is

greater than TO, DR‐TO:number of SP losses.

i= Road rates apply only tooleaders, cavalry, and infantry in Column.
They also apply only if the unit moves directly from one road hex into
another, connected road hex.

m: Tercios may Reverse Face at acost of M P, total, with no Disruption
die roll.

11: Artillery units may NEVER enter a Ditch hex, even if road-connected.

o: if artillery is firing there is NOcolumn adjustment, because any
possible protective effects of the woods is negated by the deleterious
effect of the flying splinters created by the balls hitting the trees.

p: The effects of the berm on movement are included in the Ditch (both
entering and leaving). Combat effects apply only to units NOT in a
Ditch but in a clear hex with a berm hexside; shock applies only if all
attacking units are doing so through a berm hexside.

CHANGES lN ELEVATION: These have no effect on movement, and the
only effect on combat is possibly blocking Line of Sight.
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L i o n
T h e B a t t l e o f

[51 B r e i t e n f e l d
17 September, 1 6 3 1

Historical Background
The battle of Breitenfeld isawatershed event in Western, military history.

aHapsburg/Catholic German power.but it changed, forever. the way wars
were fought. As such. Breitenfeld is considered the dawn of modern
warfare.

The Thirty Years War, one of mankind's more depressing exercises. was
amodernwar inways more than military. inthat it was truly a"conflict for
the hearts and minds”. Ostensibly an argument between Catholics and
Protestantsover whose view was “correct". it was equally abattle between
political systems. pitting small. independent-mindedGerman duchies and
states against the imperial system of the Holy Roman (read Hapsburg)
Emperor. From the start of the war until 1630.the armies of the Emperor
Ferdinand 11(the Imperialists) and his Catholic allies. The Catholic
Leaguers. had pretty much had their way throughout most of Germany ‑
and we use the word in a geographical sense. as “Germany" as a state
simply did not exist. which was one ofthe peripheral bones ofcontention
- in repressing the Protestant, anti-imperial uprisings of the heretofore.
independent local princes. However. in making eyes at Denmark and the

Sweden - and her king. Gustavus 11Adolphus - away from Poland and
towards anexpedition into Germany.

For Gustavus. any expedition into Germany was more of an enterprise
aimed at securing the northern. Baltic shores of Germany to ensure
Sweden's economic and political growth than a Protestant Crusade.
Sweden already hadseveral footholds in Europe.mostly in EasternEurope.
and she was still in the midst ofa protractedanddesultory war with Poland.
B_\ 1629.Ferdinand felt that hehad the situation in Germany well in hand.
so he ordered Wallenstein’s army disbanded. Moreover, much of the
Imperialist manpower was busy in Italy helping to determine who would
beDukeofMantua.Gustavus.therefore.hadnoopposition when helanded
at Peenemilnde on June 26. 1630. He also had no allies.

The German princes who opposed the Emperor were not exactly
overwhelmed in their enthusiasm for Gustavus‘ enterprise. either. They
preferredto neutralizethe Emperorontheir ownand feared that the Swedes
were simply lookingtoexpandtheir Europeanholdings. In reality.Gustavus”
army of some 20,000 was too small to conduct afull campaign, especially
ifhe had to garrison what hetook, and too large to feed without some local
support.The first stepwas signinganagreementwith thecity of Magdeburv,
which hadjust survived an Imperialist siege. By autumn of 1630 hehad
picked up a few more allies. but the Protestant princes still seemed intent
on forming their own league. The key was the most powerful of the
Lutheran princes, Johan Georg, Elector of Saxony. But John was a
problem: heessentially believed in the Imperial power,hepreferred peace
to war. and hejealously guarded his political prerogatives. Therefore. all
talks intent on neutralizing both Ferdinand and Gustavus ended in
disagreement.

By early 1631, Gustavus managed to reach an agreement with France‘s
chief minister, Cardinal Richelieu, whose political machinations were
aimed at annexing Bavaria. Richelieu viewed Gustavus asa hired sword:
Gustavus essentially ignored anything that had to do with French policy,

and the only real value the treaty had was to raise afew princes’ eyebrows
aswell asSwedish morale. And it was not amoment too late. At almost the
exact same time GustavusandRichelieuwerecomingto terms atBarwaldc.
the MantuanWar in Italy was ending. freeing aconsiderable numberofthe
Emperor”stroops. andCountTilly hadarrivedatFrankfurt‐on‐Oderto take
command of the Imperialist army. The political machinations were over.
After some initial cat‐andAmouse. Tilly decided. in March. to take
Magdcburg.The city was in weakened condition from the previous siege,
and. when captured, it would provide the Imperialist forces with avaluable
supply base. Gustavus decided on a diversion to pull Tilly away from
Magdcburg. so he stormed Frankfurt‐on‐Oder. The problem was. the
attack was soferocious andsoinstantlysuccessful that Gustavus hadseized
the city before Tilly could react! Unable to do anything about Frankfurt,
Tilly returnedhis attention to Magdcburg.Gustavus was now in abind:his
army was too small tomarchacrosscentral Germany toattack Tilly’s. and.
even ifhe wished to do so. such amarch would take him across Saxony ...
and Elector Johan was still ruminating. So. and to everybody’s horror.
Magdcburg fell on May 10... and fell with aresoundingcrash. In the midst
ofthe usual sacking. the city caught fire and burnt to the ground. killing at
least 20.000ofits inhabitants.This horror.which noone - andcertainly not
Tilly - intended. not only deprived Tilly of the supply base heneeded.but
it spurred the recalcitrant German princes to a modicum of action.

With the Protestant princes rattling swords in the south. Tilly was forced
to move against them. thereby virtually emptying out central Germany.
into which vacuum Gustavus now rushed. And. given the recent events.
many ofthe princes moved to help him. not the least of which was Elector
Johan. whose policy of moderation and procrastination was now in ruins.
In early August. \\ ith Tilly knocking at his door. Johan Georg reached a
“defensive" agreement with Gustavus. The fact that there was about as
much mutual trust ascan be found at a Greco-Turkish soccer match was
reflectedin the fact that eachretainedcontrolover hisown army. Moreover.
Johan was not about to expend too much of his treasury on anenterprise
with which hewas not full} in accord. This was reflected in his reducing
his command staff. and then giving this skeleton crew - of whom only the
excellent Count von Arnim had any ability ‐ an army even the least
perceptiveGaul would haverejected.Whatever, it swelledGustavus" army
to some 42,000 ( o f which 18.000 were Saxons). and Gustavus and Johan
immediately headed south. towards Leipzig (just 25 miles away) and
Tilly’s veteran force of 35.000.

Tilly probably would have been wiser to retire into the easily defendable
Leipzig and wait until winter cancelled further operations. However.
Til ly’s second-in‐command. the fiery cavalier. Gottfried. Count
Pappenheim.was itching for actionandconsideredTilly senile atbest. He.
therefore. took his cavalry out and initiated a series of skirmish actions
against the approaching Swedish-Saxon army that virtually required Tilly
to come to hisaid.To await Gustavus“ approach.Tilly movedhisarmy five
miles north of Leipzig and positioned it on a slight ridge overlooking a
pleasant valleyjust to the east of Breitenfeld.On the eveningofSeptember
lo. Gustavus‘ army bivouacked for the evening just north of the Lober,
about a mile or sonorth of Tilly’s position.

The following morning. inamistyhaze.Gustavus” army crossedthe Lober,
marched through Podelwitz and spent the next several hours deploying.
(See the game for specific information.) While his men were moving into
position. Gustavus held a staff meeting. re‐acquainting his officers with
what he expected each of them to do. Tilly held no such conference,
assuming his “ever~victorious" army. powerful tercios and veteran
commanders would know what to do when the time came. As for Elector
Johan. who knows what hedid probably spent the morning waiting for
his trip-tik back to Wittenburg.
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At about 2 P.M.,all hell broke loose.The Swedish cannon, which not only
outnumbered the Imperialist guns but out‐fired them at a rate of 3‐ to‐ l,
started aferocious bombardment ofthe Imperialist lines.After aboutahalf
hour or soof this Pappenheim ‐ ever eager for battle, and equally eager to
make Tilly look bad - could stand it no longer, and, disobeying specific
orders to the contrary, took his left wing cavalry ‐ mostly heavily armored,
caracole-style troopers - and galloped straight at the Swedish right wing
horse under Field-Marshal Johan Banér. The first of several military
revelations immediately took place. Pappenheim’s men rode up in time‑
honored, Caracole style to the Swedish lines and began to fire their
wheelock pistols.Beforethey could makeeven adent, Bane’r‘splatoons of
commanded musketeers sent volleys of salvo fire into their ranks, and the
Swedish Heavy Cavalry charged forward todrive away the Imperialists.A
bit nonplussed,but still undaunted,Pappenheimtried again seven times,
and each time the combination of musket fire and hard-charging cavalry
drove the Imperialists off until Pappenheim had had enough. Hewheeled
his men, the entire Imperialist left wing, and rode off the field towards
Breitenfeld. Whether Pappenheim was seeking to avoid further losses, or
he was seeking to ensure that Tilly would be embarrassed, is open to
conjecture. Whatever, the immediate result was that it freed the Swedish
right wing cavalry to help out elsewhere ...and help was definitely needed
over on their left.

The Saxons were indeep trouble. While deploying, they hadendured some
raiding, slashing and harassment from Isolano’s Croats. Now, assoon as
Pappenheim took off on the left, so did Furstenburg’s cavalry. The
Imperialist right wing slammed into the unwilling Saxons, who, almost
without any resistance,fled the field ...with Johan in the lead,markingthe
routehome.Seeingthesedevelopments,Tilly immediately orderedhis line
of tercios forward in oblique fashion, towards the Saxon position, His
intent was to moveopposite the now denuded Swedish leftflank andwheel
his tercios into the Swedes while Furstenburgswung behindand squeezed
them from the rear. Tilly, however, did not count on the ability of the
Swedish brigades to maneuveratspeeds only dreamedofby the lumbering
tercios. By the time his musket-and‐pike squares hadreachedthe Swedish
left, Gustavus had wheeled most of his - and Horn’s ‐ front line around to
face the tercios, while his second echelon of infantry moved to the left of
Horn’sline to keep Furstenburgin check.With Horn’s infantry holdingoff
the tercio advance with volley after volley of deadly, salvo-level musketry
(afire effectivenesseasily 3-to-4 ti mesthatofthe poorlyarrayedImperialist
musketeers), Gustavus galloped across the field to Banér and ordered him
to cross to the other side to assist Horn. While Bane’r set off with most of
the heavy cavalry, Gustavus, himself, took several squadrons and rode
south, overrunning the undefended Imperialist artillery, capturing them
and training them on their own tercios.

When Banér arrived, the encirclement of the tercios, too slow to move
against such a maneuver, was complete. With both Torstensson and the
captured guns pouring shot into their massed midst, and with Horn’s
infantry likewise pounding away, the battle turned into a debacle. The
tercios, proud veterans, stood their ground, taking heavy losses, but the
outcome was never in doubt. After only a few hours of fighting, Tilly’s
army hadbeentotally destroyed.Pappenheim’spreviously vauntedcavalry
was in shockeddisarray, and the Imperialists had lost 13,000+ men andall
of their artillery. Gustavus” losses, aside from the fleeing Saxons, were
around 3000.

And, along with the bodies of the l6,000+ casualties, lay the carcasses of
the tercio, the caracoling cavalry and a Hapsburg‐ruled, Catholic
Germany. The death-knell had been sounded for the phalanx-bound,
Renaissance-style warfare that had predominated for over 200 years.
Modern warfare had been born.

Set-Up Information

Playing Time: 3‐6 hours. Maybe less, i f the Imperialists stand around
waiting for the sky to fall.

PlayBalance: Pretty much favors the Swedes,unless Tilly can quickly run
the Saxons offand negate Gustavus” superiority elsewhere. Wesuggest that
the more experienced playerplay the Imperialists, if it’s balance you desire.

Difficulty: The terrain iseasier, and there are far fewer “extra” rules, than
Lijtzen, sothis is somewhat easier to play. It does require anImperialist
player with good tactical skills to make it evenly-matched.

The Maps: The two maps are labelled, for deployment purposes, asWest
(the largeportion,with Podelwitz),and East(the smaller section). Deploy‑
ment hexes are listed aseither W or E.

Init ial Deployment

N B .The number in (#) indicates the number of units in that “regiment”?
brigade.

SWEDES (facing South, except asnoted)
Konungen Gustavus II

Adolphus [0C] [e] W2528
Fltmrskl Gustav Horn W2606
Overste Maximilian Teuffel W2620
Gverste John Hepburne W22 I6
Flimrski Johan Banér W2329
Overste Lennart Torstensson W28l9

Rhengreve Otto von Ludwig,
Overste Adolf Didr ik von
Efferen-Hall and fiverste
Nils Brahe plus any Repl
Leader counters

Available as Replacements

Field (4) and Heavy Artillery (2) W2816-2821

Regimental Artillery (14), two
in each hex W26I3, 2616, 2619, 2622, 2215.

2218, 2221

Gu1a(King’s Own) H1 W2620-1
Blaa Hl W2611-2
Oxenstierna’s Svensk Hl W26l7-8
Hand’s Hl W26l4-5
Grona H1 W2216‐7
Vitzthum’s Hl W22l3‐4
Thurn’s H1 W2219‐20

1
Ramsay’s Ll [b ] ' W2418
Monro’s L l [a ] W2416
Hamilton’s L1 [b] W24l4

Baner’s Commanded Muskets‐LI (4) W2624, 2626, 2629, 2833
Waldstein’s Commanded Muskets‐Ll W2609
Oxenstierna’s Commanded Muskets‐LlW2607
Hand’s Commanded Muskets-Ll (2) W2603, 2605

Baudisson [d] HC (3) W2602, 2604, 2606
Caldenbach’s HC (2) W2608, 2610
Horn’s Life Guards W2610
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Gstergotland HC W2623
Smalander HC W2625
Vastergotland HC W2628
Tott HC (2) W2730. 273l
Wunsch (Finnish) HC
Stalhandske’s Finnish HC
Rhengreven HC (2)

W2933 (Facing SE)
W3035 (Facing SE)
W2530, 2632 (Both Facing SE)

Sperreuter HC W2326
Damitz HC W2328
Donhoff’s Kurland HC W2330
Livland (Livonian) HC W2332

Ortenburg Life Guards (2) W24l5. 24I7

Courville’s HC W2205
von Efferen-Hall’s HC (2) W2207, 2209

Schaffman’s HC W 2 ] 16
Kochitzky’s HC W 2 ] 17

Swedish Baggage Train and
Taupadel’s Dragoons (4), one
ofeachin[c] W l l l 6 , W l 4 l 5 , l S l S , l 6 l 5

a = Monro’s regiment of musketeers was actually German, although h_e

was Scots.They appear tobeoperatingas“dispersed( l0.35)”,commanded
muskets. Although Monro, whose diary ofthe events of the war is one of
the valuable, prime sources, was quite capable, his hired-hand Germans
were probably best in quasi-skirmisher mode.

b = Ramsay’s (Scots)andHamilton’s(English)regimentsweresomewhat
more “shock-oriented” than the usual Ll /CM units, It is possible that the
pikemen originally in these regiments were distributed among the other
brigades, asthe returns of ten days prior show them each with about 100
pike. These LI my beused in conjunction with other-type units to gain
Position Superiority against non‐LI units. A l l other LI restrictions and
adjustments apply. If using 10.35, simply make them “Compact”.

c : Taupadel’s regiment of German dragoons, 464 strong, is listed in the
SK 0013 for Breitenfeld. This unit appears nowhere on any deployment
map (and there are many of those), nor is there any other mention of it. It
is our educated guess that these men were assigned to guard the baggage
train. They may be deployed mounted or dismounted.

d = Lt.General Wolf Henrik von Baudisson (boy, they had great names,
didn’t they!) was Gustavus’ adjutant, along with Gverste Nils Brahe, who
gets to command at L i j t z e n and, if I ’ mnot mistaken, is a descendent of the
early scientist,Tycho Brahe(anothergreat name!),who was one ofthe men

responsible for spreading (andadding to) Paracelsus’ “Lion of the North”
prediction (see the back of the box), a prediction which had a palpable
effect on the German people. Not truly necessary to play the game, but we
don’t waste information around here. Wait'll you read the next note.

e = I used to think that this Gustavus was the one who got “the shaft” at the
maskedball in the Auber/Mercadente/Verdi operas onthat subject. But,no,

that was Gustavus I I I .Whatever, Gustavus II did look like a tenor, with his
rather un‐martial, rotund physique. That “portliness” was rather mislead‑
ing, however, and GI IA ‐ asour Swedish researchers insist on calling him
‐ was aman of impressive physical and intellectual reserves. Actually, one
of his more impressive physical feats was showing up alive in the Greta
Garbo movie, “Queen Christina”, to pass the crown to his daughter. Hedid
look ratherold, though ... travelling all the way from Mama to Stockholm
while dead probably aged him tremendously.

SAXONS (facing South)
Elector Johan Georg E2539
General Hans Rudolph

von Bindauf [a] E2635
Field M a r s h a l ] Hans

Georg von Arnim [a] E2643
Field Artillery (4) E2735, 2737, 2739, 2741

Arnim’s TE (2) [b ] E2638, 2639
Klitzing’s TE (2) E2640, 2540
Loser’s TE (2) [c] E2537, 2437
Schwalbach’s TE (2) E2438, 2439
Starschedel’s TE (2) 1 E2440, 2441
Schaumburg’s Kurfursten HI [d] E2539

Arnim’s Life Guard CR 52643
Bindauf’s CR E2635
Bindauf’s LC E2534
Kurfursten (Elector’s) Life

Guard CR (2) E2542, 2543
Sachsen-Altenburg CR E2443
Sachsen-Altenburg LC E2444
Steinhaus CR E2442
Loser’s CR [c,e] E2535, 2536
Pflugk’s CR [e] E2434, 2435

Saxon Baggage Train (2) E1937, l939

a = Yes, these two have m ability to issue Line Commands, mostly a
simulation of the lack of command structure brought upon by the Elector’s
budget reductions. Bindauf bought it rather quickly (supposedly killed by
ImperialistcommanderFurstenburg,himself) ...hisdeath resultedin almost
his entire wing routing. Obviously. none of these guys had seen “El Cid”.
Von Arnim, whose low ratings reflect those budget/command situation
rather than his talents, was actually a ratheractive and highly capable leader
throughout the 30Years’ War. He formerly worked for Wallenstein and the
lmperialists, but then went free agent and signed up with the Saxons.

b = The Saxon infantry was not organized or deployed along any purely
regimental or brigade lines, although the units listed were those that
supplied men. This bunch, in some sources called the “Leipziger Bund”,
was newly‐raised,mostly‐disorganizedrabble,simply dropped intotercio‑
like places, 25 or so ranks deep and totally without a clue. The formation
used for the game is one suggested by several sources, although it looks
rather fantasy‐like to us. In any case, these bozos didn’t stay around long
enough for anyone to jot down where and how they were standing.

c = The most propitiously named unit in the game; art imitating life asit
were. Rumor has it that an Imperialist tercio commander, Colonel Alois
Baldiron, laterjoinedupwith these Losers to form arock group: Bald Iron
and the Losers. They specialized in biting the heads off peasants.

d : The Elector’sOwn Regiment. Their deployment is entirely guesswork
by your intrepid designers.

c: These two cavahy regimentswere from the nobility.They ranoffthefield
pretty much the instant the Imperialist RW cavalry made contact. Somuch
for upbringingandfamily lineage...probablyextras from “CovingtonCross”,
which, thankfully, disappeared almost asfast asthese two regiments.
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Count Johan Tzerclaes
Tilly [0C ] W37IO

Fieldmarshal Gottfried Hans
Graf Pappenheim W36 I9

Generalmajor Egon
Graf Furstenburg E3640

General Rudolph
Colloredo von
Wallsee (Cav) [c] W3910

Generalmajor Johan Wilhelm,
1 Duke of Sachsen‑

Altenburg W3713
Generalmajor Count Joakim

Kristin von Wahl W3700

Field ( I ) and Heavy Artillery (2) W3411-3
Field ( I ) and Heavy Artillery (2) W3300-2

Holstein TE [e] W3618
Chiesea TE W37 I6
Gallas TE W3615
Neu-Sachsen + Furstenburg TE W37l3
Baldiron + Dietrichstein TE W3712
Alt-Tilly TE W3611
Geleen TE W3709
Goéss TE W3708
Savelli TE W3607
Blankhart TE W3705
Pappenheim TE W3703
Camargo + Reinach TE W3602
Wahl TE W3700
Wangler TE [a, f] E3741

lsolano LC Croats (3)
and Dragoons[g] E4026-4029

Wengersky Polish HC E3733
Schonberg CR (2) E3734. 3735
AIt‐Sachsen CR (2) E3736. 3737
Cronberg CR (2) E3738. 3739
Baumgarten CR E3740

Montecuccoli CR (2) W3904. 3905
Haraucourt LC [b] W3906
Erwitte CR, LC W3907. 3908
Coronino LC W3909
Colloredo LC [c] W3910

Strozzi CR W36l9
Neu‐Sachsen CR W3620
Rangoni CR W362l
Neu‐Piccolomini CR W3622
Alt‐Piccolomini CR.LC W3623. 3624
Pernstein CR (2) [d] W3625. 3626
Merode LC W3627

Tilly’s Life Guard W3710[e]

No Counters. DeployedOff-map
for looting and WP purposes.
See Note below.

Imperialist Baggage Train

a=The Sveriges Krig.aswell asother sources,alsol ist the tercio regiments
ofCratz and Farensbach.Neither.however,areshown onany deployment.
Both units were recently raised (1630 and 1631). and there is some
indication that they were “late” arriving,whatever that means. This brings
up the question exactly how many tercio were present, with numbers
ranging from 14 to 18. There were. actually, 18 “units” on the lists.
However. six of these “brigades" - Baldiron’s and Dietrichstein’s. Neu‑
Sachsen and Furstenburg’s. plus Camargo’s and Reinach's - were com‑
bined into one tercio each. while the strongly-backed suspicion remains
that Cratz‘s and Farensbach‘s brigades never arrived. Eminent Gustavus
scholar. Michael Roberts. makes the statement that. and l paraphrase.
“7.000 men arrived late." . Late for the battle? Late for dinner? And
7.()()()!! Our guess is he’s referring to those Imperial troops returning from
the Mantuan wars in Italy.but nosuch.specific explanation was forthcom‑
ing. sowe go with what we see and wesee 14tercios.

b = Also listed asCaffarelli’s cavalry.

c=Several sourcesshow this regimentasbeingcommandedbyHieronymous
Colloredo - who may or may not be the Rudolph Colloredo of L'titzen.
Difficult totell ifthere‘sany difference. ..probably not.asmostsources list
only one Colloredo. We went with the theory that you’ve seen one
Colloredo. you’ve seen them all. However.hedoes have two counters. as
his level of command and responsibility changed:For Breitenfeld.use the
"Cav" Colloredo.

d = Also listed asAldobrandini's regiment.

c = Tilly‘s Life Guard is treated ashis “Personal Guard". Any time Tilly
moves. the LifeGuard moves.They are treated asany normalcombat unit,
except that ifTilly moves (o r isgivenanordertomove)andthey arestacked
with Tilly. they (the L G ) moves with the same Order. This does not apply
ifthey are NOT stacked. (For those ofyou who have and play SPQR. treat
them as Leader Elephants sans rampage rules.)

f: Both Holstein’sand Wangler’s tercios areactually not part ofthe “main
line"oftercios under Tilly and Dietrichstein.See special rules.below, for
attaching them to a cavalry line.

g = Yes. the Croats are way out of command range. It appears that these
Jolly Ranchers had participated in some early morning skirmishing north
ofthe Loberandthen retiredtothe far rightofthe lmperialistwing ... where
they sat. idle. for most of the battle. It wasn‘t until they saw the Saxons
streaming from the field that they saw their opportunity. Instantly. and in
the best tradition ofthe Croatian Light Cavalry. they made a mad dash for
the Saxon Baggage Train. looted it. and went home. Nice work. guys.

F ree Set-Up Scenario
Not much to say here.except that you can feel free toexperiment.usingthe
parameters of both side’s historical lines.The lmperialists set upfirst. then
the Swedes and Saxons.

Some of you might ask. why not follow history. have the Imperialists set
up. and then have the Protestants enter the map through Podelwitz? Well.
for one. any lmperialist game‐player who allows this to happen without
doing anything is probably allergic to dice. Which brings up the question
as to why Tilly let it happen. Seems they didn’t do that sort of thing;
partially because those were the rules - both sides knew how long it took
to actually deploy anarmy’“ ‐ and partially because they were afraid once
someone actually did do something like that, that would becomeThe Rule
(as eventually happened). Try it. if you wish.
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* 17thCentury BeanCounters: They actually hadengineers with rulersand
string who. upon being told the exact numerical make-up of each brigade,
would make some quick mathematical computations based on rank-and‑
file requirements and then go lay out, with that string and some sticks, the
literal parameters for the brigade. It was then up to the “non-coms” to herd
that brigade into formation within those parameters. Youcan imagine how
long it took to set upatercio with about 1000+men,20+ ranksandcolumns.
And you can imagine how much easier the linear age looked simply in
terms of deployment!

HISTORICAL INITIATIVE
The Imperialists actually started the battle. As noted above. Gustavus”
army had begun to emerge from the Lober valley at about noon, andTilly
allowed the Swedes and Saxons to deploy with only adesultory cannonade
to disrupt them. By about 2 PM. - and here the sources differ asto why ‑
Tilly’s army swung into action. The usual hoo-haa is that the Swedish
cannon hadstarted to annoy Pappenheim‘scavalry,sothey charged. More
reasonable is that Tilly noticed that Bane’r was starting to outflank his left,
and this hecould not allow to happen. Thus, Pappenheimcharged and
the battle was on.

There is NO Elite Initiative for the 1400 game turn. In addition. m the
first turn Artillery Barrage Phase. the Imperialist player gets three Orders
Phases, which hetreats asif they were Elite Initiative Phases ( in that the
play sequence reverts to normal after the Freebie Threebie and the used
Orders phases count against the leaders“ usual three~max). An Imperialist
leadergivenone of these phases may try fora secondone (via Momentum).
but no leadercan use more than two (2)ofthese phases.A bad Momentum
dieroll ( fo r the Imperialists) has no effect other than to deny that leader
momentum: there is no Dieroll of Doom. The Swedes may not attempt to
Trump during the Threebie Freebie. Once the three Orders Phases have
been completed. the game proceeds naturally.

DURATION OF G A M E AND DARK
The game starts with the 1400 turn. Dusk arrives for the 1800 turn, and
Darkness is complete (militarily) at 1930, sothe 1900turn is the la_st turn
in the battle. (Historically, the battle was over waybefore then.) There are
atotal of 11possible turns, 8 ofwhich are full daylight but that may be
shortened by one side achieving victory before then.

Dusk turns are treated asLight Fog turns; Dark turns are treated asHeavy
Fog Turns. See the L'titzen rules for these effects.

RETREAT EDGE

Swedish: The Swedes retreat o f f the northern edge of the western map.

Saxons: The Saxons retreat off the northern edge of the eastern map

Imperialists/Leaguers: The Catholics retreat off the southern edge of the
western map. (Actually,Tilly’s Lines ofCommunication were to the SW.)

TORSTENSSON AND ARTILLERY BARRAGE
Swedish Field OR (not “and”) Heavy artillery (but NOT regimental
artillery) in Command Range of Lennart Torstensson, the great Swedish
artillerist, may combine fire with any artillery units within his Range any
time they fire. The guns that are combining must be within two hexes
(maximum) of at least one ofthe other guns in the barrage,and Fieldguns
may NOTcombinewith Heavyguns.Al l guns that arecombiningfire must

befiring in the same Hex RangeGrouping(e.g.,3-4 hexes;7- 10hexes,etc.)

For each counter over the first. add one (+1) to the dieroll. Thus, if 4
Swedish Field Artillery units were combining fire, the Swedish Player
would add +3 to his (first six‐sided) dieroll.

Historical Note: Torstensstm was n o t available at Lit'tzen; he had been
captured in a smaller engagement prior to that. However, he was in

command of the Swedish army at Nordlingen - where the Swedesfinally
lost.

......and now,aseries of rulescalculated to cheer the hearts of any old
Normans left around... the “How Bad Can the Saxons Be?” rules

SWEDESANDSAXONS,ANDNEVERTI-IETWAINSHALLMEET
For all intents and purposes, the Swedes and the Saxons were fighting
different battles. Despitebeing lineduponthe same side of the field, their
“political” goals were quite different. Neither trusted the other. The
Lutheran, Johan - a fairly capable ruler who was not only somewhat of a
pacifist but had Imperialist (but not Catholic) leanings - was there only
because Gustavus was putting the political screws to him, while Tilly and
his Catholics were stomping all over Saxony. Anyway - and we’re not
making this up - it appears the hot rumor around the Saxon camp was that
the Swedes were really Lapplanderswithreversedkneecaps,ridingmoose.
Presents an interesting mental picture, doesn't it, though.

No Swedish leader may command Saxon troops and vice versa.
Gustavus may not give Line Commands to any Saxon leaders.

Exception: Any Saxon cavalry unitwith aTQ of ‘7’ (that means Arnim’s
cavalry and the Elector’s Life Guard) that are within command range of a
Swedish commander when ( I ’ dsay “ i f " ,but, let’s face it folks: it’s “when”)
the Saxons Withdraw (exceed their Withdrawal Level) may remain onthe
battlefield and fight with the Swedes. (This, of course, simulates what
actually happened.) Until then, however.the leader/commandrestrictions
still apply.

SAXON LINE COMMANDS
The Saxon command structure was pretty bad; only von Arnim had any
real, military capability, and that was severely ameleriorated by Johan’s
mixed feelings about being where he was. In addition, in a purely fiscal
move, the Saxons had cut their officer staff at least in half, making
command communications on the battlefield almost impossible. As a
result,neitherBindaufnorvon Arnim cangive LineCommands,andJohan
can give LineCommandsonly iftheProtestantplayergetsapositivedieroll
vis avis Johan’s Strategy rating,asif hewere anout-of‐range subordinate.

SAXON COURAGE
Many (but certainly not all) of the Saxon units, asyou can see from their
TQ’s, were BAD mostly because they either had no training (the
infantry) or nodesire to bethere (much of the cavalry). Quite a few were
divided in their religious sympathies, while the upper classes were rather
unsure as to just what camp they should be in, with much jockeying for
political position going on. To replicate this, any Saxon unit with aTQ of
‘3’ or less that receives acombat-induced Disruption result - meaning aD
received from anything that occurs asa part of combat, asopposed to a
terrain‐induced movement D - Routs instead.

SAXON HESITANCY
Apropos of all of the above, it can be discerned that the Saxons were not
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Happy Campers. The alliance was shaky, leaders were uninspired, and
most of the troops were rawer than sewage. For players who want a bit of
the ole historical feel. we recommend that Saxon units may not move
during the first (1400) game turn, unless they are shock~attacked by
Imperialist troops.

SAXON CUT-OUT
Aside from the rather low Army Withdrawal levels the Saxons have, they
appeared to have arather heart-warming affinity for their beloved leaders.
Why. the instant the right wing cavalry commander. H. Rudy Bindauf, got
blown away, all of his men instantly rushed to his home to console the
grieving widow who apparently lived off the north edge of the map.

To simulate this occurrence, ifany Saxon leader gets killed. the instant it
happens, the Swedish player rolls the lO-sided die for each Saxon unit in
that leader's Command Range. If the dieroll is the same asor higher than
the unit’s TO. the unit is immediately routed.

Note that some Saxon units have aDisruptedTQ of “0”. This is also their
Routed TQ - not the ‘ l ' the Routed markers say.

See the Withdrawal Levels for further Saxon Travel bulletins.

SAXON LOOTERS
As they were leaving the battlefield, several Saxon units thought it would
beagood idea to loot the Swedish baggagetrain. After all, they had to have
something to show for their efforts. Therefore, for each Saxon unit that
routs ot’fthe north edge of the map between the two sections of The Lober
(W 1010and E1039 ...and remember, routers move asdirectly aspossible
to the retreat edge. so no Gobschelwitz Side-Step-Shimmy across the
eastern Lober, thank you), the Protestantplayer rolls the 10-sideddie. If he
rolls an even number, that Saxon unit will attempt to Loot. If there is an
unguardedtrain unit, lootingand destruction is automatic. ll'there are only
guarded trains, roll again. I f the dieroll is higher than the guards TO, the

~routing Saxons have blown away the guards and looted and destroyed an
unguarded Swedish Baggage Train unit. Pick any one - and assess the
Swedes 25 WD Points for a Saxon Loot and Destruction. 11' all trains are
destroyed. don’t roll.

and now for Something Completely Different

AD HOC TERCIO COMMAND
Both Wangler’s and Holstein’s tercios - but mainly the former ‐ are not

really deployed with the main body of infantry. Each one appears to have
been detached to the cavalry wings. In fact, Holstein’s tercio appears to
have advanced with Pappenheim’scavalry and remained semi-isolated on
the Imperialist left for the entire battle. Wangler’s tercio, while it appears
to have advanced initially with Furstenburg’s cavalry wing, later seems to
have joined in with the advancing line of tercios that hit the Saxons.

Therefore, one tercio may be attached and made part ofa cavalry line, for
Line Command purposes. In addition, Imperialists cavalry commanders
may give Orders to any one tercio in any given turn. They may not change
which tercio it is within the turn, but they may do so in a succeeding turn.

Movement rates remain, of course.

Also, note that Tilly’s Life Guard cavalry may bemoved in the same Line
Command asany units to which Tilly gives a Line Command.

IMPERIALIST/LEAGUER BAGGAGE TRAIN
Tilly’s Train was south of the ridge his army is on ‐ and off the map. To
counter this seemingly unfair deployment, for each Swedish (not Saxon)
cavalry unit that exits the map between W4202 and 4218 (inclusive) the
Protestant Player receives credit for burning one Imperialist Train unit.
However, the cavalry unit may g o t return, and it is treated ashaving been
eliminated for VP purposes. A maximum of4 train burnings are allowed.

ARMY WITHDRAWAL AND VICTORY

Sweden: Army Withdraws when units with WP totaling 605 have been
eliminated.

Saxon: Army Withdraws when units with WP totaling 125 have been
eliminated. Obviously, there is anexcellent chance the Saxons will reach
this level before the other two armies. Therefore, instead of simply
removing the Saxons when they reach their WP level, all Saxon units
immediately Rout.Only the leaders are removed.The Swedish Playerwill
continue to Rout retreat these units until they are all off the board.

lmperialists: Army Withdraws when units with WP totaling 900 have
been eliminated.

Size and T Levels

Player InfSP’s’l‘ Cav SP’s'l‘ WD Pts WD Ratio""’"”‘
Swede 1070 574 1729 35%
Saxon’l"l‘ 384 231 615 2()%

Imperial 1429 793 2252 40%

”i ‐ Does not include artillery
= Elector Johan counts as20 WD points if eliminated

;;:

T h e B a t t l e o f

L i i  t  z  e n
16 November, 1632

Historical Back round
After Breitenfeld, Gustavus was the “man of the hour” for most of
Protestant Germany, Paracelsus’ prediction (see the box back) come true.

Ignoringthe Emperor’s “capital” atVienna becauseof, in Gustavus’ mind,
major supply problems,oncoming winter, and the relative lack of worth of
such an objective, he now headed south for the rich lands of the Rhinish
Palatinate. Here he would not only have supply and manpower in abun‑
dance, but he would lie athwart the Hapsburg route between the Nether‑
lands and Italy. After a successful, and relatively restful winter, Gustavus
set out to find Tilly.

Tilly hadnotbeen idle.Hespent the winter raisinganother army,andwhen,
in the spring of 1632,Gustavus set o f f northand crossed the Danube,Tilly
sat behindthe RiverLech,blockinghis passage.OnApril 16,with the help
of a massive bombardment, Gustavus forced a river crossing and soundly
defeated Tilly’s new army. Til ly, severely wounded, died shortly thereaf‑
ter, leavingGustavus with avirtually open field and Ferdinandwithout
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a reliable field general. That meant only one thing - and the one thing
Ferdinand really had sought to avoid - the return of Count Albrecht
Wallenstein.

Wallenstein, a Czech of rather diverse, often exceptional, and usually
malevolently self-involved talents, was aperverse model ofa Machiavel‑
lian prince. Greedy, mercenary, totally without guilt or scruples, and so
powerful as to be feared by the Holy Roman Emperor, Wallenstein, the
foremost military leader in the lmperialist camp, had one objective: to set
himself up as the Hapsburg version of Richelieu. So, when Ferdinand,
desperateforsomemeansofstoppingGustavus.came ‘acallinO.Wallenstein
was ready with his demands and they were rather considerable. With
Ferdinand reluctantly acquiescing, Wallenstein was not only placed in
supremecommandofall lmperialist/Leaguetroops- “General ofthe Baltic
and Oceanic Seas" was the sign over his tent - reporting to noone. but he
forced the Emperor to funnel all decisions of state through him!

Wallenstein, carte blanche in hand.wasted notime. In late April, 1632.he
seized Prague,driving Elector Johan‘s Saxon army out of the picture and
setting in motion a cat-and-mouse game of march, counter-march with
Gustavus. Eachsought to catch the other out of position,and, for the most
part, Wallenstein's maneuvers worked. Gustavus had caught up with the
lmperialist army entrenched atF'tirth and had stormed the position to little
avail, losing3000 men in thebargain.By this time,diseaseand fatigue were
starting to severely reduce Gustavus" manpower,and. in aneffort to draw
Wallenstein into an unfavorable position. another round of maneuvering
began. Gustavus did get some help from Bernhard and Wilhelm of Saxe‑
Weimar. but by this time (early November). hisarmy was badly in needof
a rest - or a victory.

Wallenstein, havingkept the Swedes atbay,now intendedon withdrawing
into Leipzig for the rapidly approaching winter. To that end, heencamped
most of his army around Liitzen, about 20 miles to the west. Sure that
Gustavus would do the same, Wallenstein despatched about one-third of
his force. under Pappenheim, to Halle, sothat the encampment shouldn’t
become over-crowded. The splitting of Wallenstein’s army, though, was
just what Gustavus was waiting for. For this briefwindow of opportunity,
Gustavus’ army now outnumbered Wallenstein’s,and hemovedrapidly to
attack, intending to use surprise asa factor. The ground, however, was in
bad shape, slowing down his progress, and, at Rippach,heran into several
squadrons of Croats under RudolphColleredo. The ensuing skirmish was
nothing, tactically, but it did serve to warn Wallenstein of Gustavus’
approach.

The count, though, was in a foul mood.Hisgout had flared up, forcing him
to becarriedaroundon asedanchair.andhehadnodesire to fight Gustavus
at this time. To that end hebegan entrenching his army and planning such
deployment asto dissuade Gustavus from attack.When,onthe morningof
November l6, he realized that Gustavus fully intended to seek battle, he
sent a hurried message to Pappenheim, in Halle, to get his men over to
Liitzenasfast aspossible. In the meantime,hebegan to plan for Gustavus’
approach.

Hewithdrew his men north of the Lijtzen‐Leipzig road, between the town

and the FloBgraben, a usually sluggish stream that November rains had
turned into a somewhat fordable but problematical military headache for
any sort of formed units.To make any Swedish attack even moredifficult,
Wallenstein had his men dig out the area in front of and behind the road,
creating a ditch into which he placed small platoons of commanded
muskets. As for his deployment, well, that shifted with each incoming bit
of news. Basically, hehad his infantry in the center and his cavalry on the
flanks standard set-up for almost any battle. The major question of
interest,though, isexactly what typeof infantry hehad.Were they the time‑

L i o n
honored tercios, assome historians (still)claim,or where they closer to the
Gustavian model of linear. firepower brigades? (See the notes, below.)
Even moredifficult to determine ishow Wallenstein’s army was deployed
when the battle started. Here, it is hardto find even two sources - periodor
modern; compare, e.g., Fuller to the Sverigex Krig to the more recent
Germans - that agree. (Again, see the deployment notes, below.) As afinal
obstacle to the approaching Protestants,asdawn approached, Wallenstein
fired the town of Liitzen, and, with the wind in a generally southwestern
direction, the dense smoke, together with the swampy Muhlgraben, added
an additional level of protection to his right flank.

As for Gustavus, havingfinally maneuveredWallenstein toground,hehad
every intention of attacking, regardless of the obstacles. His Breitenfeld
army had been reduced some 2()% by combat and (mostly) disease. Pike
replacements had been hard to come by, but hehad filled the ranks of lost
musketeers with German mercenaries so much so that his army was far
more German than Swedish. Early on the morning of the 16th of Novem‑
ber, while Wallenstein was busy redeploying and setting fire to the town,
Gustavus‘ army crossed the FIoBgraben (i t turned westerly at the rear end
of the battlefield; see the game-map). As a flying column, hedespatched
General Bulach and several squadrons of cavalry around the eastern side
of the stream to grab the bridge that controlled the Ltitzen-Leipzig road.
The only problem was. by the time Gustavus had gotten into position, an
extremely thick fog had developed, shrouding the entire battlefield.

The two armies stood, peeringthrough the mists for several hours until,at
around 10A.M., the fog suddenly lifted, the heavy artillery of both sides .
rang out, and Gustavus and his right wing cavalry shot forward. Despite
some initial problems crossing the elevated causeway, the Swedish heavy
cavalry pushed the lmperialist left back and withstood a determined
counter-chargefrom Piccolomini'sarmored troopers. In the meantime,the
Swedish left and center moved slowly forward, pushed Wallenstein’s
musketeers out of the ditch rather easily, and engaged their opposing
numbers.

At this point. several things happened, all of which lead to massive
confusion for all the participants as well as the commentators. The
Swedish left and center, under Bernhard of Saxe‐Weimar, appeared, after
some initial success, to be having some trouble. Gustavus sought to cross

the field, directly in front ofthe lmperialist lines (hewas northofthe ditch),
at the same time the heavy fog fell again. Outriding his cavalry escort,

Gustavus appears to have stumbled into a group of lmperialist cavalry,
been shot from his horseandthen shot again,several times, while he lay on
the ground. Although almost noone knew it at the time, the Kingwas dead.

With the fog havingdescended,confusion reigneduntil the fog liftedagain
at about midday. At the same time the view became somewhat clearer,
Pappenheim galloped onto the field with his Halle cavalry. His arrival
proved exceedingly timely, and his heavy squadrons quickly pushed the
Swedish right back across the causeway. Unfortunately, the peripatetic
Pappenheim suffered the same fate asGustavus, being mortally wounded
in his charge. Given this respite, the Swedish cavalry once again surged
across the causeway in yet another reversal of fortune.

Meanwhile, by mid‐afternoon, the bulk of the Swedish army heard the
news of Gustavus” death. After some initial confusion, and spurred on by
the urgings of Bernhardto .. win one for the Dolpher”,the Swedes ‐ and,
yes,even the German mercenaries‐ reachedalevelof battlefury that drove
them, once more, into the lmperialist right, commanded by Colleredo. It
was late afternoon by now, and the battle had disintegrated into a Holly‑
wood-style free‐for‐all, with little organized control over what was hap‑
pening. The lmperialist guns were captured, retaken and then lost again.
The fighting around Liitzensurged back andforth. The Swedish rightwing
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of the North
cavalry, under the Finnish hero, General Stahlhandske ( old Hands of
Steel; hiscoat ofarms emblazons the Finnishflag today), was holdingtheir
own but was still too busy to help on the other side ofthe field, even ifthey
had known what was happening.

By dusk, the Swedes appear to have gained the upper hand around the
windmills. and, with his retreat rout to Leipzig cut off - the Swedes
controlled the easterly banks of the FloBgraben - Wallenstein, despite the
late arrival of his (very tired) Halle infantry, sought to avoid the end-of‑
battlc fiasco that Breitenfeld had produced and ordered his army to retire
in fairly good order to Halle. As night fell, the Swedes held the battlefield.
had blocked Wallenstein’s lines ofcommunication to the east, but had lost
the key element of their army: the king.

Disregarding the importance of Gustavus” death. exactly who “won” the
battle is a bit of a contentious mystery. Several sources insist that had
Wallenstein hung in and used the arriving 3000 infantry he could have
turned the tide before the lack oflight made it far too confusing to continue.
Other sources (guess whose) state definitively that Wallenstein had been
driven from the field in disarray. Strategically. and because ofthe Leipzig
question. it was aSwedish victory. Tactically, we’d call it aSwedish “near
run thing".

Politically. and with the death of Gustavus. it was a Swedish disaster.
Actually. with hindsight, the entire war should have ended there. Both
parties were in shambles. and the Swedes were “headless". Wallenstein
soon fell out of favor and was assassinated two years later. The Swedes.
under Bernhard and Torstensson. were finally defeated at Nordlingen at
about the same time. What was left“? Well. Richelieu was left. and hewas
determined to assert Frenchcontrol over the Rhine.sothe war dragged on
for another fifteen years.

Playing Time: 4-7 hours.

Balance: Depends on the Fog and the arrival of the lmperialist reinforce‑
mentsto some extent. All things beingequal. slightly in favorofthe Swede.

Difficulty: This battle is somewhat moredifficult to play than Breitenfeld.
First, there’s the fog ... and then there are the problems with the ditch.The
units are also more evenly matched.sooptions do not seem soobvious. Of
the two battles. this presents the biggest challenge to the tactical capabili‑
ties of both commanders.

Init ial Deployment

SWEDES (facing N W )

Konungen Gustavus II
Adolphus [OC] 3317

Overste Nils Brahe 3321
Overste Knijphausen 3720
Duke Bernard v o n

Saxe-Weimar 3326
Gen. Stahlhandske 3307
Gen. Bulach 371 1
Christian, Prince of

Anhalt-Bernberg [c] 3728

Only the “Repl” leadersare availableasreplacements. l q u s t a v u s is killed,
heis replaced by the v. Weimar “Repl/0C” counter, with a Repl counter

taking von Weimar’s position assubordinate leader

3119‐3120
3121‐3125

Heavy Artillery (2)
Field Artillery (5)

Commanded Musket Ll (l())[a]
and Regimental Artillery (10), one
of each in each hex

, 335, 3333, 3331, 3329, 3327
3316, 3314, 3312, 3310, 3308

Finland HC 3307
Vstrgtld HC 3309
Sodermanlander HC 331 I
Upplander HC 3313
Ostrgtld HC[e] 3315
Smalander HC 3317

Svenska Brigade Hl 3318-3319
King’s Own (Gula) Brigade Hl[d] 3320-3321
Blaa Brigade [ L l H1 3322-3323
Grdna Brigade [L ] H1 3324-3325

B.v.Weimar HC [3SP] 3326
B.v.Weimar HC [ZSP] 3328
Karberg HC 3330
Donhoff [b] HC 3332
Tiesenhausen HC 3334
Courville HC 3336

Henderson H1regiment 3522

W.v.Weimar HC 3707
Goldstein HC 3709
Bulach HC 371 l
Beckermann HC 3713
v. Dalwigks Hessian HC 3715
Georg v. Uslar HC 3717

Bose H1Brigade 3718-3719
Knijphausen H1Brigade 3720‐3721
Thurn HI Brigade [L ] 3722-3723
Mitzlaff HI Brigade 3724‐3725

Hotkirchen Saxon HC 3726
v. Anhalt Saxon HC 3728
Lowenstein HC 3730
Brandenstein HC 3732
Steinbach HC 3734
Stechnitz HC 3736

Ohm LC 3922

Swedish Baggage Train See Note, below

[a] = These appear to be from Lowenstein’s regiment
[b] : Alternately listed asthe Kurlanders
[c] : One of the few “heros” for the Bohemians at White Mountain, 1620.
[d] : IMPORTANT: This unit starts with a strength of “7/4”, not the “9/
5” asprinted. (We saved on counters.) Give it 3 Hits (a 3, 2/1) hit marker),
but remember its base strength is ‘1 1’.
[ e ] : IMPORTANT: This unit starts with a strength of ‘ 1’ (give it 1Hit).
All other ratings are asprinted, and its starts in normal state (not Disrupted

again, saving counters).

Design Notes: The Swedish ‘fflying column" across the Flo/tgrabeh
appears to have crossed that stream about two miles to the south, as
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Gustavus ' armv approached. The Croats, who also appear in many battle
plans “across the Floss appear to have done that by galloping past the
pondand across the bridge when Gustavus’ intentions became apparent.
Our main source for Sl'i‘ffllS/Z deployment was the battle diagram in the
Sveriges Krig, Vol. V1, augmented by Matthias Merrian 's period litho‑
graph ofthe battle (a sor t ofvisual, legendizedOoB). Merian, not totally
reliable in a l l things, is bestfor the Swedish units and their locations. His
positionings are also borne o u t by other, drier sources. His drawings are

lessjelieitousfor the lmperialists and the terrain, unfortunately.

llVlPERlALlSTS/LEAGUERS (facing SE)

Design Notes: There are some major differences between Swedish and
German/Austrian sources as to which regiments were present and where
they were. What wehavedone is notedwhere the sources differ, and where
you can adjust/or same. Astorpositions, the lmperialist army dida lotof
unit shilling be ore and during the battle and we’ve got to s ta r t

souwwhere. You are alwaysfree to come up with your own deployment,
although we/eel the one wehaveprovided is the mostprobable/accurate/
historical (pick your own adjective).

Count Albrecht
von Wallenstein 10C] 1923

General Rudolph Colleredo
von Wallsee (Ltz) 2132

Ottavio Piccolomini,
Duca d’Amalfi [g] 2017

Fieldmarshall Heinrich
Grat‘ Holck 1913

Berthold von Waldstein [d ] 2129

Field Artillery (4)[f]
Heavy Artillery (3)[f] Li]

2223, 2225, 2227, 2229
2233, 2333, 2434

Commanded Muskets ( l) Li] 2942
Commanded Muskets (4) [ j ] 2737, 2838, 2938, 3039
Trcka Dragoons (Dsmntd) 2637
Commanded Muskets (15)[a] Any hex inside ditch or

directly behind (north of) ditch,
between27I2and2535 inclusive.

Waldstein H1 [d ] 2129‐2130
Grana HI 2126‐2127
Camargo H1 2124
Sachsen HI 2122
Mansfield H1 2120

Kerhaus H l l b ] 1921-22
Trcka HI 1928

Alte Breuner H1 1721
von Brenner H1 1723
Jung Breuner H1 1725
Baden HI 1727
Colloredo HI 1729

Reway Croats LC 1708
lsolano Croats LC [h] 1609
Corpes Croats LC 1709
Beygott Croats LC 1608

Hagen L C ( 2 ) 1811‐12
Holck CR 1913

L i o n
Alt‐Trcka CR (2) 1914‐15
Piccolomini CR 2017
Gotz CR 2118
Commanded Muskets (3) [ k ] 1912, 2016, 2117

Fontinelli CR [e] 1919
Lohe CR [d] 1925
Westrumb CR [e] 1930

Loyers LC [c] 1732
Hatzfield CR (2)[c] 1718, 1719
g Drost CR [c] 1719

H.Westphalen LC 2132
V.Westphalen CR 2133
Leutersheim LC [e] 2134
DesFours Polish HC 2136
Goshiitz LC 2138
Commanded Musket L1 (2) [k ] 2135, 2137

lmperialist Baggage Train (4) 1319, 1321, 1323, 1325

[a1=TheseappeartohavebeenfromThun’sandReinach’sinfantrybrigades.The
muskets behind the ditch may fire over the heads of the units IN the ditch.They
are also protected by the berm if fire is directed through aberm hexside.

[b] = This is Chiesa’s regiment from Breitenfeld with a new commander I
(and name).

[c] = There is a possibility that Hatzfield and Loyers actually arrived
towards evening,andthat Melchiorvon Hatzfield’scavalry didn’t show up
until after the battle was over! Swedish sources say Loyers arrived during,
Hatzfield after. German sources list Loyers aspresent, but no Hatzfield.
They do listDrost’sHC aspresent,though - somethingtheSwedes doNOT
do. If you play the Swedish version you may either start with both Loyers
and Hatzfield present at the start ‐ or use the Loyers/Hatzfield reinforce‑
ment sections. If usingthe lmperialist version, start with Loyers and Drost
present, and use the Hatzfield reinforcement schedule.

[d] = Wallenstein’s personally-raised “guards” units. It is possible that
these two regiments were dissolved (or so the emperor hoped) when
Wallenstein fell intopoliticaldisfavorat about the time the lmperialists felt
they had sewn the whole enterprise up (around 1629), only to have the
crafty Wallenstein give them different “names” and, in effect, “hide” them
until he returned to prominence. “Waldstein”, of course, was the family
name for Wallenstein. Although there is some confusion as to who
commanded the "center" infantry ‐ Wallenstein himself was the overall
commander ‐ several sources indicate that it was Berthold.Whether hewas

a relative or not (the Count's adopted son(?), Bernhard, appearsto have
been runningthe artillery,sohavinganother nepote hangingaroundwould
not be far-fetched) we were unable to ascertain.

[e] = The Italian/Catholic League, Fontinelli cavalry regiment is alter‑
nately listedasTontinelli, the latterapparently a“typo”.The Leaguers also
hadaFerrari regiment (eatyour heartout,Tom Oleson),but,alas, they were
on duty in Italy.The German/Austrian sources donot list this regiment, or
the Westrumb regiment, at all. It is possible that they were “Croats” ‐ the
imperialist sources tend to lump all non‐Germanic units into groups of
“others” (Croats, Poles and Hungarians, to bespecific). However, there is
no indication they are Croats; Swedish sources, which are quite specific as
to which units are Croats,etc., do not includethese two units.We also note

that the Germanic sources do not list the Leutersheim (a.k.a. Leutzheim)
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unit, either. I fyouare very strict about playingwith the Germanic sources,

none of these three units should be deployed! Fat chance.

i f ] = Swedish sources indicate that the Imperial artillery left its train with
the baggage (in the rear) and thus were not capable of any movement.
Players wishing to use this piece of information my treat all Imperial
artillery ashaving a MA of “0”. Not going to affect play much, is it.

[g] = The Czech authority onthis era, J.V.Polisensky, refers to the Duke, rather
deliciously,asthe “sinister” Piccolomini.Weassume it didn’tjust mean hewas
left-handed,and, throughout playtesting, we, too, referred to him assuch.

[h] = This unit - chose any one of the lsolanos - starts with 2 Hits to bring
it to its actual “maximum” strength of “3 ” for this battle. The lsolanos
performed far better at Ltitzen than they did at Breitenfeld.

[j] = These infantry units may befaced in any direction desired; PLUS the
heavy artillery unit in 2434 should probably face SE, directly towards the
ditch, but that’s up to you.

[k] = IMPORTANT: These are optional and Msupported by most ofthe
sources. There is much evidence that Wallenstein started to use Com‑
mandedMusketdetachments, a la Gustavus. However,the lmperialist RW
commander, Holck, says they appearedmixon the reinforced Left Wing.
We suggest leaving them out, with their inclusion a benefit (albeit slight)
for a beleaguered Imp.

Historical & Design Note: As noted, the historical deployment of the
Imperialist units is rather difi‘icult to pin down. and subject to some
controversy. Wehave usedthe informationfromamap in the S.K., which
is basedonamapfrom 1710 of the battlefield. Recent German sources,

especially books by Seidler and Golo Mann (which, we think. is Para‑
guayan/or “soccergoalie "), go to some lengths todebunk muchoftheSK
info on Imperialist deployment. The librarians at the Swedish War Ar‑
chives do admit that there may besome “romanticizing " in their Imperi‑
alist information, but we think that the differences arise from what
Wallenstein didbefore Gustavus movedupfront the south, andwhathedid

' during the night before the battle upon viewing the Swedish dispositions.
In any case, what wehave suggested as the “Historical" deployment is
quite differentfi‘om what appears in most modern-day maps ofthe battle,
especially aspertains to the refusalofthe Imperialist left - which may have
been so situated to await expected reinforcements (see the notes on
HatzfieldandLoyers, as well asthe arrival ofPappen/ieim 'smen) as well
as the placements of what now amounts to the 2nd and third litres in the
center. The second line - mostly the two extra HI “regiments" - is more

ofa “halfivay” measure between linear and tercio style. which, basedon
our readings, is about where Wallenstein stood in terms of adapting
Gustavus” linear methods. The third line of H1 units appears in many
modern maps ‐ even in Merrian (and also in S P ] 's Thirty Years’ War/
Liitzen scenario) ‐ as the right wing, interspersedwith cavalry Given our
position that the Imperialist right was anchored ‐ andmade safe - by the
Muhlgraben and the burning Liitzen and its castle ‐ and Wallenstein’s
dispositions thereunto, wefeel that so reinforcing the right against a
perceivednon‐threat is untenable. It ismore likely,andGerman/Hapsburg
records seem to agree, that this line was a true 2nd/rear line, used in
echelon as a reserve. The S.K. maps agree wholeheartedly.

FREE DEPLOYMENT
Asyoucanseefromtheabovenotes,the “historical”deployment isopentosome
speculation. It would bewell within the bounds of “historicity” to experiment.
Therefore, feel free to attempt your own deployments. basedon other ‐ or your
own ‐ ideas and sources. We do suggest the following parameters:

1. Set up the Imperialist/Leaguer army ‐ the units listed in the historical
deployment ‐ first. Exceptfor the gardenhexesandthe castle of Ltitzen,nounits
may be south of the Lijtzen‐Leipzig Road, and only Command Muskets are

allowed IN the ditch. No units may set‐up east ofthe FloBgraben.Rememberto
choose between the “Swedish” and “Germanic” source deployments.

2. Now set Lip the Swedes, all units being placed on or south of the 31xx
line.The Swedes may placeonly cavalry east ofthe Floligraben;how many
- and which ones - is up to him.

3. The lmperialist Player may now change one “Line" of units - asif he
were moving these units in aLine Command - to any position on the map
north of the ditch/road. Ignore any disruption problems that would nor‑
mally arise by such movement.

4.Remembertoplaceallyour BaggageTrainunitsinthehexeslistedhistorically.

5. You are now ready to start play.

IMPERIALISTREINFORCEMENTS:THEHALLEDETACHMENT
The dashing,capable - and impetuous- lmperialistcommander,Gottfried,
GrafPappenheim,was sitting in Halle, to the North-and some miles away
- when Gustavus’ approach was detected by Wallenstein’s advance guard.
He had with him about 2200 cavalry and somewhat more foot. Upon
receiving word from Wallenstein that the battle was about to bejoined, he
headed towards Liitzen.

Pappenheim’s horse arrived just in time (see rules, below on just from
where) torepelGustavus" initial attack against the [mperialist left - andjust
in time to get Pappenheim killed. His infantry showed up ‐ tired, pikes and
tongues dragging (which is why their TQ’s are low) -just asnight fell; they
were not involved in the actual battle. Sources indicate they also had some
heavy artillery pieces with them,but they have not been included asthey
would have been useless at this time of daytnight) anyway.

We have also included the Loyers and Hatzfield cavalry units in their
Reinforcement Mode, asdiscussed above.

Players can handle this one of two ways: Historical Arrival, and Random
Arrival.

HISTORICAL ARRIVAL: Group “ A ” (see below) arrives in the 1200
game-turn thru any hex between l035 and 1008.The infantry (Group “ B " )

arrive 1700 thru hex l035.

RANDOM ARRIVAL: At the start of each game turn - in the Leader
Activation Phase ‐ for which each group may arrive, roll one die. If it falls
within the listed range, those units may arrive asreinforcements. If the turn

happens to be Heavy Fog, subtract three (‐3) from the dieroll.

Scenario Book

Group A 0101113 B Loyersi‘i‘ Hatzficldif’k
1030 04: NO NO NO
1100 a r t NO NO NO
1l30 0-4 NO 03: NO
1200 0-6 NO 0:1: 0...
1230 0‐8 NO ()_| >li 0:1;

1300‐l 500 AUTO NO 0.2 0:1:

1530 0:5: 0_3 0-1,:
1600 0:2 ()_5 0‐2
1630 04 1: 0-7 03

1700 0-7 AUTO 0-5
** = See Initial Deployment notes
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Design and Play Note: There is little chance that the late‐arriving Hl
regiments will have any effect on the game. Then again, one never knows,
do one ?l

Location of Arrival:
1. * : Al l Reinforcements that arrive from a successful dieroll in a 0‐1
range (the ”‘ ones) MUST enter via the Halle Road. 1035.
2. For units that do not enter asper#l ( t h e units), at the beginningofthe
Turn Orders Phaseofthe turn immediately after the last asterisked turn, the
Imperialist Player must choose which hexes his cavalry Reinforcement
hexes will enter ‐ asper #3 or #4, below ‐ writing the locations down as
proofof his honesty. He may NOT change this decision. The same applies
to the late-arriving infantry reinforcements for the 1700 turn.

3. Reinforcements may arrive thru any hex between 1035 and 1008.
However, all reinforcements arriving at the same time may enter only
through two adjacent hexes.Thus. all units in Group A could enter through
1010 and 1011,but not 1011 and 1026.
4. If the Imperialist player so chooses. he may bring in any of his
reinforcements through any hexes on the northedge ofthe map, wot’the
FloBgraben. However, if he so designates those hexcs. the units so
designated arrive one turn a_fte_r they are eligible to arrive. The Imperialist
player may split his reinforcements between the two sides of the river (a
tricky option, considering command problems). and he may delay units
coming on west of the stream in an effort to confuse the Swede.

Example: At the beginning of the 1130 turn, the lmperialist player
decides to bring all of Pappenheim’s cavalry (Group A) in east of the
FloBgraben,writingsuchdown. Herollsa ‘7‘ forthe 1130turn, and then,
in the 1200 turn, hethrows a ‘2‘. However, because they are scheduled
to come in east of the stream. they actually enter the game in the 1230
turn.

Historical Note: The routesfrom Halle to Liitzen included a somewhat

towards theLeipzigRoad(which it joinedsomemileseastof the Flo/i’graben)
about a mile anda halfnorth ofthe battlefield. Historically, Pappenheiin
and his cavalry appear to have headed down the Halle road, turned
eastwardonthe Hal/e-to‐Leipzigroad, then turneddirectlysouthalongthe
western banks of the Flo/tgraben, appearing (sometime before noon, or
thereabouts) on the lmperialist lefljust in time to bhmt Gustavus” charge.
HOWEVER, it is o u r Crack Researcher,JohanArve ‘s, opinion thatat least
several ofthe Pappenheim cavalry units ‐ anda l lof the infantry ‐ came in
on the EASTside ofthe FIofigraben, the infantry actually entering via the
Leipzig Road/ The interpretational question here is. do the SK notes and
personal reminiscences which refer to the Leipzig Roadmean the Hal/e‑

these units actually arrived via the Leipzig Roadthat is on the game map,
as they would most likely have been interceptedby the Swedish right wing
cavalry. However, you have the opportunin' toprove i t s wrong, andJohan
right.

Group“A ” : Pappenheim,Batthyanyi,Bredow.Lainboy,Varoux,Orossy,
Forgachik, Sparr and Beninghausen cavalry units. plus Pappenheim’s
dragoons (mounted).

”i : Forgach’sCroats, while listed as“Croats" appear to actually havebeen
Hungarians.

Group “B” : Gil deHacs,von der Goltz,Moriamez.ReinachandPallant HI
regiments They may arrive In Column.

L i o n
Arriving reinforcements move normally, with the time of arrival during the
turn dependent upon the accompanying leader’s Initiative Rating. Arriving
leadersmay NOTTrump,butthey mayattempt Momentumonceonthe map.

Reinforcements arriving without a leader enter after all leaders are Fin‑
ished.They may move‐ only ‐ asifthey hadaLineCommandfrom aleader,
and once they have finished movement (one Orders Phase) they stop and
that portion of the turn is over. They may not enter anenemy ZOC and, if
their entrance is so blocked, they must delay their arrival until they may
enter freely.

DURATION OF GAME AND DARK
The game starts with the 1000 turn. Dusk arrives at 1600, Darkness is
complete (militarily) at 1730, sothe 1700 turn is the 1a_stturn in the battle.
(Historically, neither side wished to continue in the dark.) There is a total
of 15possible turns, but that may beshortened by Fogor one side achieving
victory before then.

Treat the 1600 and 1630 game turns as“Light Fog”. Treat the 1700 game
turn as“Heavy Fog”.

HistoricalNote: Dawn was actually around0700. However, thefog was
exceptionally thick, andneither side truly deployedso that Gustavus was
not actually ready to begin untilsome time after 9AM. As qimsi-chivalric
custom - andhis defensive position - dictated, Wallenstein was content to
sit and wait for Gustavus, as long as the Swedes didn 't get to use their‘
potent artillery as they did as Breitenfeld. See the “Bean-t.’ounter"- note

under the Breitenfe/dFree Set-upfitrjurther insight.

WALLENSTEIN’S GOUT
The Imperialist Overall Commander at Littzen. Count Albrecht von
Wallenstein, Duke of Friedland, has a greatly reduced movement allow‑
ance of ‘4’, as well as his own column on the Terrain Chart. This was
becausehewas sufferingfrom asevere attack of gout andwas beingcarried
around onapalanquin.Tangentially, this is why his Charismarating is “0 ” .

Exception: for any ONE turn during the game ‐ and for that entire turn ‑
Wallenstein may move with a normal Leader’s MA of 9. He uses the
normal Leader column on the TEC for that turn. In addition, his Charisma
for that turn (only) is ‘3’.

HistoricalNote: Despitehispainfullegandsedan‐chair condition, at one

pointduring the battle Wallenstein rousedhimself; mountedhis horse, and
( lashedoff His sudden, mounted, presence served to rally several Imperi‑
alist unitson the verge ofreturning home. His ride was brief; however, as
the goat was too muchforhim, andhequickly returnedto hisLeader on a
Platterstatus. Interestingly,at the battleof'Sekigahara, Japan, 1600, there
was also a leader, Otani, being carried around in similarfashion. His
problem, however, was leprosy a condition alleviatedat the endof the
battle by his death.

FOG
One of the key features of Lutzen was the importance fog played in the
courseof the battle. A heavy fog ‐ a result ofseveral days of rain ‐ lay over
the field in the morning and delayed the start of the battle by about two

hours. It lifted briefly, giving the Swedes just enough time to launch their
initial attacks, after which it descended again, its re‐appearance being one

of the factors in Gustavus’ death. When it lifted a second time it did so
“permanently”, allowing the battle to rush to its conclusion.
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In design terms, fog, itself, is not that great a problem. It’s the lifting and
falling that creates the problem. To use the exact times ofits occurrence is
to allow the players to actually plan for it; this is foresight known only to
D&D’ers with the appropriate traits. While we list, below, the historical
turns ofFog,we strongly suggest usingthe RandomFogTables. Ofcourse,
you can obviate the whole problem and ignore the rule. Ratherwimpish of
you. though.don’t you think, hmmm?And, i f ] were the ImperialistPlayer.
[ w o u l d strongly - very strongly - reject any such suggestion.

EFFECTS OF FOG:

There are three “thicknesses” of fog: Heavy. Light, and Clear.

Heavy Fog/Dark:
The effects ofHeavy Fogare asonerous asthey are numerous.There‘s not
much you m do but for those who wish to try:

Command

1. No Commanded Musket or Artillery Barrage Phase.
2. For units to be in a Line (4.24) they MUST be adjacent.
3. For Individual Orders, the Command Range is halved, rounding up.

Movement

l. All Movement Allowances (including Leaders”) are halved, rounding
up. Exception: artillery MA‘s remain the same. Swedish brigades that
use their Extended MA ol' ‘3’ (halved, from ‘5’) undergo a Disruption
roll asif they had used all “5".

2. If a unit moves, before it enters the last hex it would enter (where it

would stop) the moving player rolls the die. If herolls a0, it enters the
hex intended. If he rolls a 1‐3, it enters the hex to the frontal Left: 4-6
it enters the hex to the right.(One ofthese may actually bethe intended
hex. to be sure.) The unit pays all necessary costs and penalties to so
move. If it does not have the MP’s remaining to move into the
designatedhex.orthedieroll is 7-9, it stops where it is anddoes not enter

the intended hex. This does NOT apply to Leaders.

3. Ifaberrantmovement from#5wouldcause aunit to move intoafriendly
unit it,ofcourse, does not.and stops. However.bothunits now roll a 10‑
sider for Disruption (andadd+2to the dieroll.) This applieseven ifboth
units could normally stack!

4. Add two (+2) to all terrain-mandated Disruption rolls.

5. No Orderly Withdrawal is allowed

Combat

I. Al l firing ranges are w ( I) hex, asLOS is limited to one hex.

2. The following may NOT be undertaken: Retreat Fire, Creeping Fire.
Salvo ofeither kind, Caracole, Cavalry Charge or Counter‐charge, and
Cavalry Pursuit

Doesn’t leave much. does it?

Light Fog/Dusk:

l. The maximum fire range is eight (8) hexes.

2. Any artillery fire at a distance greater than three hexes incurs an

automatic -l dieroll adjustment, in addition to any other adjustments.

3. Movement Restrictions #’s 2, 3 and 4 from Heavy Fog still apply. but
they do so O N LY if a unit is going to use more than half its MA in a
Phase. I f aunit uses only halfit’s M A ,there are nodirectionalproblems.

4. No Commanded Musket Phase.

Clear: No restrictions.

DETERMINING FOG:
At the start of the first turn ofthe game (1000). the Fog is Heavy. Prior to
the Artillery Barrage Phase, a player rolls one die and consults the table,
below, for the column under which hechecks (the present fog condition).
The new fog condition is given at the left. Thus, if Fog is Heavy and the
player rolls a ‘4’. fog for this turn is now Light. Starting with the 1500
game-turn, assoon asany turn is Clear, there are no more Fogdierolls and
the condition is Clear until game’s end.

Present Fog Condition

New Condition Heavy Ligm Clear
Heavy 0-2 0-1 ' 0
Light 3-7 2-3 1-3
Clear 8-9 4-9 4-9

Historically: Heavy Fog 1000: Light Fog 1030: Clear. I 100 and I 130;
Light Fog 1200. 1230; Clear 1300 to Dark.

OPTIONAL EARLY START: Players may start the game in the 0930 turn
with fog dierolls. However, for the 0930 and 1000 turns, subtract three (‑
3) from any dieroll. This rule will mostly likely help the Swedish player,
but might be worth exploring in terms of meteorological possibilities.

M U D [OPTIONAL RULE]
The Swedish reports of the battle make several references to the fact that
the battlefield was quite muddy, drastically reducing maneuverability for
the entire battle. Movement rates (we assume for infantry) were estimated
at 500 meters per hour that’s 5 hexes every two turns!!! That’s quite a
reduction! Now, no one likes a game where the units seem to move in
millimeters, with M A’s of “I” and ‘2’ , and we’re not too sure that these
“sources" are accurate. (The subject doesn‘t seem to come up elsewhere.)

They may have been over-exaggerating, something not unknown in this
field. Therefore the “Mud" Rule is an optional, albeit interesting variant.

- A l l Clear, Garden and Marsh terrain costs are doubled, including Fog
Turns. Simple, huh?

IS LUTZENBURNING?
In order to protect his right wing against Swedish incursions, Wallenstein
set fire to the town of L'Litzen. With a southwesterly breeze, the resultant
dense smoke pretty much covered that approach.

No unit may enter any hex inside Ltitzen; they are on fire. In addition, all
hexesdirectly SWandwithin two hexesofa town hex (e.g.,2641and2642)
have Dense Smoke; any unit that enters a Dense Smoke hex stops and is
automatically Disrupted. The Castle hexes are anexception, they are not

affected by smoke.
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L i o n
There is one benefit to Liitzen being onfire; it acts like a lighting system!
In the 1600 and 1630 turns, which are normally Dusk, any/all non-smoke
hexes within five hexes of acity hex are NOT treated asDusk hexes. For
the 1700 turn, those hexes are treated asDusk hexes.

WINDMILLS
Any LI infantry unit in a hex with a windmill receives a 1L defensive
adjustment when fired upon. They have no other effect on play.

Historical Note: Yes, weknow. Virtually every map you’ve ever seen
shows these windmills onahill- usuallycalledWindmillHi l lor “Gallows”
Mountain/Hill.SP1’sLiitzengame hadthem ona‘hill(plusanothersimilar
hillbehind it). Unfortunately, this appears tobepretty muchafiction.The
Swedisharchives insistthere is/wasnosuchhi l l ;evenMerian ’slithosshow
no such elevation change. Mostconclusive, however, arepictures taken by
o u r intrepid German researcher, Dirk Dahmann. showing no perceptible
elevation or rise in the area - at least not one ofa militarily usable nature.
The Liitzen battlefield - in reality very lightly undulating, with an even
slighter rollupwards infavorofthe Swedes - is, essentially, andfor ganze
purposes, level. There was a slight “gully " effect in the area around where
the Leipzig Road crosses the Flofigraben - which is why there are no
ditches there -but this was not great enough to treat onangame level. The
one hex of higher elevation is a small (very small) hill that appears in
Dahmann’sphotograph of the Halle road, lookingsouth towards the city.
Who knows if it was actually there in 1632? This is very likely the city
“Gal/ow 'sH i l l a location borne out byseveralperiodmaps. It has little
- ifany - effect onthe game.

SWEDISH BAGGAGE TRAIN
The Swedish Train was south of the FloBgraben - and off the map. To
counter this seemingly unfairdeployment, foreach lmperialistcavalry unit
that exits the map from the southern edge and east of the FloBgraben the
lmperialist Player receives credit for burning one Swedish Train unit.
However, the cavalry unit may not return,and it is treated ashaving been
eliminated for VP purposes. A maximum o f 4 train burnings are allowed.

Beygott's Croatian LC is most likely the runaway Croat company that
swept wide of the Swedish rightpast the Schkolziger Wald, stoppedfor a
brieflootingforay amongst the Swedish Train, and then headedfor Club
Croatfor the weekend.

THE BROTHERS HOFKIRCHEN
It appears there were two Hofkirchenbrothers present in the battle ‐ one on
each side! The lmperialist “Hofkirch” was in command of several compa‑
nies in Sparr’scavalry squadron,whicharrivedwith Pappenheim‐ andthen
refused to fight much of the time, reportedly because of the brother’s
presence across the field. The Swedish “Hofkirch’s” cavalry unit did not

seem to have that sort of problem. This little bit of melodrama is reflected
by the relatively low TQ of Sparr’s cavalry asutilized by the Cavalry Pre‑
Charge TQ Check rule.

RETREAT EDGES:

Swedes: South, behind their lines.

Imperialists: North, behind their lines, but:

SPECIAL IMPERIALIST RETREAT EDGE RULE. The lmperialist
Lines of Communication ‐ and their winter supplies ‐ were actually

towards Leipzig. lmperialist units may use the Leipzig Road at2500 asa
rout retreat direction. Units that Rout off the map through this road hex, or
through any hex within two hexes of 2500, are eliminated. However, the
ImperialistPlayerhalves (roundingup)their WD Pointswhen determining
Withdrawal levels.

Example: If I-Iolck’s cavalry routs off the north edge of the map it is
worth 24 WP’s; if it routs towards Leipzig through 2500, et al., it costs

the Imperialists only 12WP’s.

DesignNote: In essence. even if'beatentactically, if Wallenstein ’stroops
canfallbackonLeipzigthey willhavedeprivedGustavusofany chance/"or
a strategic victory.Historically,few - ifany - troops were able todoso, as
Gustavus" cavalry quickly sealedofl'the road. Tangentially, and in refer‑
ence to the discussion in the reinforcement section, above, this may bea
reasonwhyPappenheim‘stroopsmayhavearrivedeastof theFlo/t’grabenl

ARMY WITHDRAWAL AND VICTORY

Sweden: Army Withdraws when units with WP’s totaling 615 have been
eliminated.

Imperialists: Army Withdraws when units with WP totaling 500 have
been eliminated. ‑

Note: Wallenstein’s charisma rating is based on his illness. For victory
purposes, the loss of Wallenstein is worth 90 points for the Swedes. In
addition, we did not include the Drostcavalry or the optional Commanded
Muskets, but we did include the Leutersheim and Westrumb cavalry.

Stren th Numbers andT Levels

Player In f SP’s* Cav SP’sil: WD Pts WD Ratio

Swede 132 69 1544 40%
lmperialist 1172“: 97 1424 35%

a,~‘: Does not include artillery
: Does NOT include HI reinforcements. Essentially, their presence is

a “freebie”.

Historical Note: Although most sources consider Liitzen a Swedish
victory, despite the death of Gustavus, the victory was more ofa strategic
nature in that Wallenstein decidedo retire rather than continue the battle.
In doing so, Gustavus accomplishedhis aim, denying Wallenstein access

to Leipzig. In pure tactical/battle ield terms, the result was much, much
closer, soclose that there are sources that insist thathadWallenstein stood
_firmandusedhis approaching infantry he would have been the winner. It
was truly the Swedish version of “ . . . a near run thing. ”
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Original System Designed By: MARK HERMAN

Lion System Designed By: RICHARD H. BERG

Richard H. Berg, Gene Billingsley,
Mark Herman

Game Developed By:

Art Direction /
Physical Systems Design: Rodger B. MacGowan

Game Maps: Mark Simonitch

Counters: Rodger B. MacGowan,John Kranz

Rules/Project Editing: Gene Billingsley

Historical and
Other Commentary: Richard H. Berg

In Charge of Research: FOR THE SWEDES: Johan Arve, Phantom
of the Swedish War Archives; FOR THE HAPSBURGS: Dirk
Dahmann, Court Photographer to the Hapsburgs

Additional Research: Ulrich Blennemann (for Imperalist 008
information), Detlef Wenzlik (for photostating practically every
German text on the subject!), Jack Polonka (for providing access to
some obscure English works), Paul Dangel (for research suggestions).
Charles Vasey (who provided the ME copies of Merian’s litho‑
graphs), Peter Syzmoneck (for the photostated copies of SPl’s “30
Years’ War” game), and Tomas Bjorklund (Swedish Liaison and
GEnie about town. )

Playtesters:
The Swedish Contingent: Johan Arve. Tomas Bjorklund
The Perlas Before Swine Testers: Peter Perla. Richard Phares, Ed
McGrady, Gregg Adams
The Smoked Salmon Group: Boyd Schorzman (The Midnite Faxer).
Greg Buechler, Bob Stettler
The GEnie Group: Dave Hall. Mike Reed. Allen Rines
The Lowlands Players: Walter Zaagman. Sander DeVos
The Solitaire Hawkeye: Jack Polonka
M r . Face-to-Face: David Fox

A MAJOR THANK YOU for the incredible researchjob done by our
European friends, the following of whom proved tireless and ceaseless
in gaining access to Swedish, German and Hapsburg sources. enabling

For that work, we are greatly indebted to the indefatiguable Johan
Arve, and his GEnie sidekick, Tom Bjorklund (Sweden); D i rk
Dahmann (Germany, who also provided on-site photos of the battle‑
fields), Bert Fridlund (Sweden), DetlefWentzlik (Germany). and
Neil Danskin (England). The width and depth of the information they
provided was unparalleled in all our years of doing work on games. We
literally could not have done this project without them.

SOURCES:

A Brief Note: There is not a whole lot of information in English on
Gustavus Adolphus and/or The Thirty Years War, although there are
some excellent books on period tactics and history in general, asnoted
below. The main sources are in Swedish, with some excellent informa‑
tion available from German authors (mostly Seidler and Opitz). The one
sticking problem, regardless of sources. is Order of Battle. While 0013
information is plentiful for the Swedes, it is fairly spotty (and often
contradictory) for the Imperialists/Leaguers - even frotn the German
sources. Interestingly enough, the most complete and accurate 008 in
English for these battles - before this game - was contained in the old
SP1“Thirty Years War Quad game, and its companion magazine piece.
“Breitenfeld”.

Brzezinski, Richard and Hook, Richard,The Army of Gustavus
Adolphus: l Infantry(Osprey Publishing, Ltd. London. 1991) The
usual excellent artwork (by Hook) Osprey provides is enhanced by
some surprisingly good “numbers” work along with good analysis of
Gustavus’ innovations. Brzezinski tries really hard to becontroversial. I
kept waiting for the cavalry volume to show up. but. alas. that tome

managed to maintain its Godot‐like stature for the entire developmental
period.

Chandler, David (ed), A Guide to the Battlefields of Europe. Vol 11,
(Chilton Books. NY. ]965) . Exactly what the title says: where to find the
battlefields today (along with “ratings" asto their importance and
accessability). Each battle contains a short. but well-written. essay (here

by Michael Roberts, no less). Breitenl‘cld map contains elevation lines!
Thank you, David.

Delbriick, Hans, The Dawn of Modern Warfare (Transl. by Walter
Renfroe; University of Nebraska Press. Lincoln and London. 1990). A
new edition of the fourth volume of Delbruck’s “History of the Art of
War Within the Framework of Political History". 1920 edition.
Delbrt ’ jck was, probably, the first modern military historian, and his
insights and opinions are still fresh, if arguable. Extremely valuable for
tracing the development and interplay of the various weapons. forma‑
tions and tactics. Delbriick’s ability to combine common sense with
historical insight make this an invaluable, although opinionated, book.
Anyone catch Hans’ appearance in “Young Frankenstein”.)

Dodge, Theodore Ayrault, Gustavus Adolphus, (Houghton. Mil‘flin and
C0., Boston and N.Y., 1895) Somewhat dated. but still interesting
survey of Gustavus, Turenne. Condé, Marlborough and almost
everybody else in that era. Maps not overly accurate (at best), and the
little headlines on each page are rather marvelous in a Victorian way:
“Pappenheim’s Error”, “The Saxons Run Away“, “The Swedes Elated”.
and so forth. Quaint but interesting. and not totally dismissable.

Gindely, Anton; trnsltd by Andrew Ten Brook, History of the Thirty
Years War (G. P. Putnam Sons, NY 1884). A landmark work by the
eminent Czech scholar. General, interesting. but a bit dated.

Griess, Thomas E. (ed), The Dawn of Modern Warfare (Avery
Publishing Group, Wayne, NJ, 1984). One in a series of West Point
Military History, this one ‐ at least in terms of information ‐ is better
than most. A good chapter on Gustavus, and some nice schematics of
tercios, Swiss squares, matchlock muskcts. etc. West Point series maps
are often open to question, although the Liitzcn map is better than you
find in most modern works.However. the Saxons at Breitcnfeld seem to
be too far back ‐ at least in comparison to other maps. Otherwise. again.
better than most.
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Jones, Archer, The Art of War in the Western World (U. of Illinois
Press, Chicago, 1987). A valuable survey of the whys and wherefores
of military developments, the book has anexcellent chapter on
Gustavus Adolphus and the mid-17th century. Book is especially
vaulable for tracing the rise of the square, the use of firearms and, most

importantly, the relative effectiveness of weapons systems ‐ which is
the heart of the game’s mechanics.

Konze, Dr. Felix, Die Starke, Zusammensetzung und Verteilung der
Wallensteinishen Armee Wahrend des Jahres 1633 (Verlag von
Hermann Behrendt, Bonn 1906) Ever notice how long the names of
German texts are? Whatever happened to short and peppy? Anyway,
although in German, most valuable for unit types and commanders,
especially the latter.

Kudert, Otto, Die Kampfe um Leipzig im GroBen Kriege
(Kommiffionsverlag der Buchhandlung Heinrich Matthes, Leipzig
1937) Printed in Gothic German, I can safely say all we did was check
for names and numbers. of which it had plenty.

Livesey, Anthony, Great Commanders and Their Battles (Macmillan
Publishing Co., N Y, 1987). Essentially acoffee-table special with great
visuals. There is anevocative chapter on Lijtzen, with a great painting
o q u s t a v u s ’ charge across the causeway.

Nofi, Albert A., “The Thirty Years War” (in Strategy & Tactics, nr. 55,
SP1, N Y, 1976) As good a survey article asyou’re ever going to get.
Great cover featuring the exceptional (and informative) period engrav‑
ing of Breitenfeld by Matthaeus Merrian. Part of the “Thirty Years
War” Quad game, this is the only English source that contains unit
namesll Don’t expect to learn that much about period warfare from the
game, though.

Nosworthy, Brent, Anatomy of Victory (Hippocrene Books, NY 1992)
The ex‐SPI designer’s excellent book on the development of linear
tactics includes a good introductory chapter on Gustavus’ innovations.
Has some interesting info on artillery.

Opitz, W. Die Schlacht bei Breintenfeld am 17September 1631
(Leipzig, 1892) Our German researchers placed heavy reliance on this
source, which appears to contradict some of what the Swedes have to
say. Given it’s another one of those Gothic German typefont specials,
I ’ l l take their word for it. Has good map of Liitzen, despite it’s title!

Parker,Geoffrey, The Military Revolution, (Cambridge Univ. Press,
Cambridge, 1988) Interesting study of development of modern warfare
and its effect on the rise of Western Power vis a vis the East.

Parker, Geoffrey, The Thirty Years’ War (Routledge & Kegan Paul,
London 1984). Parker is the present‐day, English language expert on
the war. This is actually a series of scholarly essays, with several
authors contributing on a wide variety of subjects. Any book that
includes, in its bibilography, a specific reference to SPI’s “Thirty Years
War Quad” must be on a higher plane!

Polisensky, Josef V. ; transl. by Robert Evans, The Thirty Years War
(Univ. of California Press, Berkeley, 1971) Polisensky and the Czechs
have done major research on the Bohemian area of the war - and the
book is rather tilted in that direction. However, it was useful in tracking
down a lot of commanders and their full names. “Enter the Duca
d’Amalfi, with sinister expression, from Stage Left."

L i o n
Pratt, Fletcher, The Battles That Changed History (Hanover House, N Y,
1956). The usually breezy, opinionated, and sometimes suspect
discourses by ole Fletch. Full chapter on Gustavus, but nothing new or
surprising.

Preil, Arndt, Osterreichs Schlachtfelder (H. Weishaupt Verlag, Graz,
1990) Recent book on “Austrian” (viz. Hapsburg) battlefields. Poor
maps, but good pictures and some 0 0 8 information on both battles. In
German, translated for us by Mike Reed, who says it’s like a German
Osprey book; tour the battlefield, see the bodies, and all that.

Roberts, Michael, Gustavus Adolphus, A History of Sweden, 1611‑
1632' Vol II. (Longmans, Green and Co., New York, 1958) The
definitive, English-language history o q u s t a v u s by aneminant
historian. Excellent chapter on the tactical developments of Gustavus ‑
aswell assome insight into the “Spanish” school of tactics. Roberts
differs from some others in his assessment of where that school was at

the time of Breitenfeld. but he is the only source that points out (in
detail) that Wallenstein pretty much adopted Gustav’s methods by
Ltitzen. Invaluable. There is a one volume, condensed version of this
work also available.

Seidler, J., Untersuchunven tiberdie Schlact bei Liltzen 1632
(Memmingen, 1954) The Germans accept much of the Swedish work on
Swedish 008 but flatly deny any sort of accuracy as to their work on
the Imperialist names/numbers. Seidler’s well-researched tome is
considered the definitive German view of the battles. although it
eschews pure OoB info for more “why’s and wherefores”. The
differences between Seidler and the 5 K . on the Catholic OB are an
endless source of design problems.

Weigley, Russell, The Age of Battles (Indiana University, Bloomington,
1991) Informative study of how battles developed into massive, all-or‑
nothing brouhahas. Good opening, survey-level chapter on Breitenfeld.
Weigley is author who claims cross/longbow was 40‐60 times as
effective asarquebus in this era.

‐ - ‐ ‐ - . Sveriues Krig 1611‐1632 (Volumes IV and V I ) ,

edited by the General Staff of the Swedish Army (Stockhom, 1936‑
1939). If you’ve ever read the OR’s for the American Civi l War, you
know what this is. Monumental and definitive, especially if you can sort

through the various papers. letters and side notes, asdid Johan Arve
and his crack staff of researchers. Absolutely impeccable for the
Swedish information; somewhat suspect for Imperialist OoB. Marvel‑
ous maps. The initials "SK” , used throughout the rules, refer to this
massive work.

THE MAPS

Both battlefield game‐maps were based mainly on the maps containedfi'
in the Sveriges Krig, a group of early‐18th century Saxony survey maps,
several modern terrain elevation maps, the German maps in Opitz
(which agreed with the Swedish/Saxon sources), as well as the battle
site photos taken by Dirk Dahmann... all, of course, interpreted through
the rheumy eyes of the game designer.
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