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About-Face, 42
Action Cards
- if CinC is captured, 62
- no cards left in the deck, 33
- no cards left in your hand, 31
- starting hands, 24
Army Morale, 23
- and reinforcements, 82
- loss of officer, 62
- when playing doubles, 83
Artillery
- disruption and breaking, 10
- interpenetration, 37
- smoke marker, 33, 39
- movement, 39, 42
- when it may fire, 43
- range, 44
- gabions, light artillery, 86

- early 18th century, all guns bombard, 87

Bad terrain, 12, 13, 56, 64
Battlefield cards, 18-20
Bridges, 12-13, 21-22
Changing Formation, 40-41
Charge

- who may charge, 50

- mandatory charge, 52

- non-charging units in a charging force, 51

CinC (see Officer markers)
Clerics, 80
Command path, 30
Cover

- definition, 12-13

- from fire, 47

- in combat, 56

- hard cover (towns), 64

Detachments, 79

Difficult terrain

- definition, 12

- and roads, 13

- effect on force composition, 15
- and movement, 36, 39

- changing formation in, 41

- and charging, 50

- and falling back, 59

- towns, 63

Disruption

- disrupted shooter, 48
- as a combat modifier, 56

- and breaking, 10

Enfilade, 48

Engaged (in combat), 53
Engineering, 84
Evasion, 65-66

Field Works, 84

Flank

- definition, 11

- effect on fire (enfilade), 48
- and charging, 51, 54

- and garrisons, 64

- and evasion, 66

Force

- definition & restrictions, 5

- and activation, 27, 29-31

Fords, 12, 21-22
Formations, 9

Garrisons, 63-64

Hand size, 26

Hazard test, 61-62, 72-74



Hills, 12-13
- when setting up the table, 21-22
- as obstructions, 46
- fire modifier, 48
- higher elevation modifier, 56
"In Water," 12
Interpenetration, 37
- when changing formation, 41
- not allowed when charging, 50
- when falling back, 59
Interrupt cards, 27, 31
- changing the sequence of fire, 43
Isolated units surrender, 33
Mercenaries, 22, 102
Modifying cards, 27, 31
- for fire, 43
- for combat, 56
- during evasions, 65
- and clerics, 80
- when playing doubles, 83
Near the Enemy
- definition, 10
- effect on movement, 37, 39, 42
- effect on rallying, 60
- limits garrison formation, 63
- limits arrival of reinforcements, 82
Nightfall, 32, 67
Notables
- capabilities, 73
- use on the table, 74-75
- discarding, 76
- sacking, retiring, promoting, 100
Objective, 5
- and victory, 67
- and setup, 22
Oblique movement, 81

Officer markers, 14

- movement, 29, 61
- loss, 23, 61-62
- and shooting, 44
Pikes, 85
Rally action, 60
Re-Roll (definition), 10
Reshuffle, 32
Retrograde, 36, 38-39
- in a charging force, 51
- with oblique, 81
Roads, 13,
- when setting up, 20-22
- and columns, 37
Scouting, 18-19
Smoke marker, 5
- and artillery movement, 33, 39
- and shooting, 43, 86
Unit Quality, 8
- when creating an army, 16
- and disruption, 49
- in combat, 56
Victory, 67
- and army morale, 33
- and epic points, 71
- honors of war, 85
Visibility, 13
Walls, 13
- when setting up, 20-21
- as an obstruction to fire, 46-47
Wheeling, 38-40

- at the start of a charge, 50



