WELLINGTON’S


WAR








Figure mounting: 


 All infantry, cavalry and artillery are mounted on a 60mm square stand. Cavalry are mounted 3 figures to a  stand for heavies and mediums. Two figures for lights. Infantry have 6 figures for  line, guards and grenadiers. Rifles and voltiguers have 3. Artillery is 1 gun and 2 crew.


Elements and commands: 


  Each individual stand is called an element, an army is made up of from 12 to 30 elements + 1 General for each 12 elements.


Each element or group of elements that are moving together are called a command,  all stands touching, are concidered a command. Armies are composed of as many commands as the player desires. The more commands the harder to move everyone. The fewer commands the bigger they are and are harder to move. As you play this game you will be able to develop your own tactics and be able to develop your own army composition.


Turn Sequence:


1. Determine Initiative.


2. Player 1 moves, stopping after rolling a  6, 1 d6 rolled after each command is moved, or all elements have moved.


3. Player 2 fires all missle troops, must have clear line of sight to target.


4. Melees are fought.


5. Player 2 moves, stopping after rolling a 6 or all elements have moved.


6. Player 1 fires missle troops.


7. Melees fought.


Repeat as often as necessary to determine a winner.


Movement:


Movement is kept as simple as possible. All measurements are in inches. 


Type		Normal 		Rough


Hvy/Med Cav   8			 1 -  4   No move  5-6 normal * Roll 1 d6 


Lt Cav		     10			 1 -  2  No move   3-6 normal


Lt Inf		      6			  No Penalty


Inf line	      4                            1 - 5  No move     6  normal


Inf col 	      6			 1 - 2  No move    3-6 normal 


Turns are made by wheeling. except Lts. who may face in any direction without penalty.


 Lt infantry are rifles and voltiguers.


 Hvy Inf are Guards and Grenadiers.


Shooting:  Range in inches.     Range is cut in half if mounted.


Weapon =>	rifle      musket    artillery


Range	 =>	   9	     6	            15





Missle Fire Modifiers; ( add a +1 for each additional element firing at same target)


Target	 =>      Inf. col     Inf. ln   inf. sq     Hvy Cav     Lt Cav 	Art      


Modifier =>    - 2              0            - 3   	    1	            2	  2


Roll 1 d10 use Attack Results table ignore all results less than 5 if target can not fire back.








Basic Melee Modifiers


Defender=>	  Hvy Inf    Line Inf   Lt Inf   Hvy Cav  Med cav  Lt Cav    Art   


Hvy Inf	       0                1             3             1               3            3            1


Ln Inf		       1		  0	     2	         1		  2 	     2	       1


Lt. Inf		     - 1		- 1	     0	         0		  0	     2	       3


Hvy Cav	       0		  0	     3              2    	  1	     2	       2


Med Cav	       0                0             2           - 1	              0	     1            1


Lt. Cav	     - 3		- 2	   - 1	       - 2		  0	     0	       3 


Art crew	     - 4		- 3            0	       - 3		- 2	   - 1           0


Special Melee Modifiers


Melee Mod 		Hvy Inf    Line Inf     Lt. Inf     Hvy/Med Cav     Lt. Cav


Locked		    NA	           NA         NA                 0	                - 1   		


Rough			  - 2		  0	       1               - 2	                - 1			


Fire fight*		  - 1		  0	       0       


Attk Flnk/Rear	  - 3	           - 2	       0	            - 3		    - 3			


*British receive an additional + 1 due to training


Veterans + 1, Some British and French units


All Cav vs Sq receive a   - 2


Disengaging from Melee or Fire fight Roll 1 d10 


Diseng. unit =>	Hvy Inf^  Line Inf    Lt. Inf     Hvy/Med Cav     Lt. Cav


Succeed	 	      7 +		5 +	 Always         5 +	          Always       +


On a successful roll unit will back up 4 inches.





Attack Results   Attacker rolls 1 d10


Die Roll =>      1 or less	       2		3 - 4		5 - 6		7		8 +


	             Attacker	 Attacker     Locked/        Defender      Defender     Defender


		 Destroyed	  Recoils       Fire fight       Recoils	           Flees	    Destroyed


Recoil   1 Stand Depth Facing enemy.


Flee	  1 Normal move Facing away from enemy.





Optional Rule


A unit with a general attached can be moved without rolling to stop movement.


A command may form square by not moving  and placing a marker on the elements.














