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May retreat before Assault 

If the first hex retreated into, 

contains its parent battalion  

Placed at the bottom of the parent 

battalion stack assuming facing and 

formation 

Path of Retreat 

British and KGL light 

companies may execute a 

“parting shot” 

      Only change formation if: 

            Entering General Order Terrain.      STOP 

            Joining a friendly stack in Good Order.      STOP and placed at the bottom. 

      May expend up to their full MPs 

      No violate stacking rules during retreat. 

      Infantry:    No through enemy units. 

                        No into enemy ZoI. 

                        Friendly units negate ZoI if retreating through or into them. 

                        May through Opportunity Charges Zones, but may trigger Opportunity  

                        Charges. 

                        If expend more than half MPs      Disorder 

      Cavalry:   No through enemy cavalry ZoI. 

                       Friendly units negate ZoI if retreating through or into them. 

                       May retreat trough enemy infantry and artillery ZoI, but may incur Opportunity               

                       fire. 

                       May through Opportunity Charges Zones, but may trigger Opportunity  

                       Charges. 

                       If expend more than half MPs      Exhausted 

 

b. Target units which are PGD or in Road Column, Rout If no target remain 4 

Retreat Before Assault 
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Disorder and Assault Canceled Point the Arrow to the Target 

Insufficient MPs Sufficient MPs 

Declare Assault and indicate target 

Place “Assault” and “Roll to Close Distance (Numeric)” Markers 

Move Adjacent to the Target expending MPs 
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Automatic Advance 

If the target hex was vacated Assaulting units must advance to the vacated hex Mayhem a. 

They may immediately declare an Assault 

on any units in its front hexsides 
5 1 

 Leaders 

 Cavalry which is not exhausted nor PGD 

 Infantry deployed as skirmishers 

 Light Companies 

    1 Fire Attack on the assaulting 

stack before retreat. 

        Opportunity fire if the parent 

battalion is the target of Assault 

after the advance after Retreat 

Before Assault 

If the target hex was vacated Assaulting units must advance to the vacated hex 

They may immediately declare an Assault 

on any units in its front hexsides 
5 1 

Flow Chart for ASSAULTS (16.0) in the “Reglement des Marie-Louise”. 



 

Disorder 

Rout if already 

Disordered 

      Cavalry 

      Units in Special 

  Structures 

  All assaulting 

units have failed 

 

Offensive Fire 

Value X 2 

    Roll to determine 

“Defensive Shifts” 

If all defending 

units Rout 

If all assaulting units Rout 

Assault finished 

5 4 

4-5 

 

Die 

Roll 

1-3 

 

Left Column 

Shifts 

0 

1 

6 

 
2 

Stand with no 

more effect 

Pass 

Offensive Fire 

Value X 2 

Fail 

Disorder 

Rout if already Disordered 

3.a.ii

. 

Pass Fail 

Top infantry unit in the stack take a Morale Check 

consulting the “Roll to Close Modifiers Chart” 

Top infantry unit in the stack take a Morale Check 

consulting the “Roll to Stand vs. Assault Modifiers Chart” 

3. Assault Resolution 

a. Roll to Close and Roll to Stand 

i. Assaulting Units Roll to Close ii. Defending Units Roll to Stand 

b. Offensive and Defensive Fire 

d. 

c. 

Melee resolution die roll -6 Melee resolution die roll +6 

Attacking and Defending units simultaneously exchange a Fire Attack with the usual modifiers plus those of Step 3.a. 

(Defending units must have an Assaulting unit in their front hexsides to do so) 

If all assaulting units are eliminated Assault finished 5 

If all defending units are eliminated 4 

For each casualty inflicted by the defenders For each casualty inflicted by the attackers 

British Huzzah Charge 

British or KGL unit in Line, which passed its Roll to Stand, on assaulting units in its front may: 

“Huzzah!!” 

Each formerly assaulting stack Rolls 

to Stand applying modifiers from the 

“Roll to Stand vs. Assault Modifiers 

Chart” plus a -6 Huzzah modifier. 

  All stacks Pass       Not successful 

  Some Stacks Fail       Failing stacks disorder or Rout if already 

disordered 

  All stacks Fail       Failing stacks disorder or Rout if already 

disordered. The British or KGL now become the attacker.  Any Shifts 

from the Step 3.a.ii. now become right column shifts. If no originally 

units remain proceed to Step 4 with the British or KGL advancing .   

Determine Melee Odds 

The sum of the Melee Values of all units in the Assaulting stack(s) are divided by the sum of the Melee Values of the 

target stack. See Melee Modifiers Charts. Round down any fractions. Apply Defensive Shifts from Step 3.a. 

e. Melee Resolution 

Roll two dice, add modifiers from Step 3.b. and leader Melee Modifiers and consult the Assault et Melee Chart and 

the Assault et Melee Table Results Chart. 

4. Advance after Assault 

If the defending hex was vacated attacking units must advance. If it was because of a result on the Assault et Melee Chart, 

advancing units become disordered and marked as it before the advance. If already disordered they do not become PGD 

5. Clean Up 

Remove Assault and Roll to Close Distance Markers 
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