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REGLEMENTS DES MARIE-LOUISE

Examples of Ple
By David S. Hughe

1.0EXAMPLE 1 - Formations, Movement and Fire

This first example covers the basic movement arelriles Pick a French light infantr
battalion— one with values of -8 on the front (if you have Litzen the 1/Légereis a gooc
example). The unit has 7 Increments and a MoverRetential of 8. Place it on the m
anywhere there is an area of clear ter(terrain we cover later At the start we want it to be
columnso place it so that the top faces sideof a hex. Now place a number or blank ¢, 6
hexes in front (this will be our first and very sila ‘target’).

It is our turn, our movement ase and we want to fire at the target. Move th8 df#e hex a
a time, at a cost of one 1 movement point per ¢iear until you are next to the target. Remen
that you could move into any of the front threedseXthey are shown on page 7 of thes) but
in this case we go straight ahead. When all movéimes stopped for our side we can fire. Si
we are incolumn you first look at the back of the counter and nibie top number on the le
hand side- in this case 8. This is tfcolumnFire Valie and it stays the same until there is ¢
one point of strength left (we call these pointetements’) when it is halved to

When firing you compare your value (8) to the defewalue of the hex the target is
Assume the target is alsocolurm. Sogo to the Fire Defence Chart of the game and Igpkhe
value for a unit ircolumn(that's what the formation of the target is) th&in clear terrain. The
Fire Defence value is 6 so the odds are 1:1, nit¢ good enough for 1.5:1. Now turnthe Fire
Chart (on page 3 of the -L charts) and roll two die (as you know one couassthe ‘first’
number, the other as the second. The result- a clean miss.

Well that was useless, except as a reminder that owumns are pathetic when firing!
line formation is much more useful. So at the starthef hext tur (imaginary of course we
convert ourcolumninto line. This costs one movement point (see pa of the charts) which i
irrelevant as we are adjacent, turning the coustethat it now faces the edge or point of a t
BUT spending any movement points, when in the fr@nan enemy (this is called its Zone
Influence) allows that enemy to usee dreaded Opportunity Fire. But in this case wei®
(being French) since opportunity fire values aveagk halved and so we know that the chanc
hitting is even worse than it was for us (a tagjetilar to us would fire at 4 to— that is 11.5 ard

the Fire Chart shows that will only hit on r
of 55-66).

Now imagine instead that we start where we did te, but inline. Advance towards tr
enemy! But immediate proble— the basic rule foline movement is that you add 1 MP to -
cost of enteng every hex, so each clear hex costs two. Butrnewed, just get adjacent al
fire. When inline, you can only fire at just the two front hexes arwlry fire-strength is
calculated differently- turn to the Fire Effects Chart of the game you f@eyinc and find the
multiplier for your type of unit irline: In Litzen the chart reads " Light (Légere) anduMg
Guard = x3". The rules dline formation (on page 10 of the-L rules) say that up to four poir
can fire from any one hex. So in this case cre strength is 3x4 = 12 and the odds are nov—
much better. The same die result of 43 now inflate hit.

This means that they have to take a Morale ChebkidDsly an imaginary target cannot
that so lets see what would have happened if t had been against us. The basic idea is
you roll two dice and if the number equalto or lesshan the morale rating of our unit, it fai
Our morale level is 24 (bottom left number on tlael). Now imagine that we roll & all is
fine, but alsoimagine that we have already lost no fewer tham &itength points, becau
sometimes this morale roll is modifie Look at the ‘General Morale Check Modifiers Cha
Some way down it says that when a battalion hasdoe-half or more of its startir strength
points then there is-6 modifier to the rol

Note that the game uses a base 6 counting sy so subtracting six from the «roll of 31
becomes a 21 (this type of counting is a bit triekyfirst so what | do is to count up and dc
the entries in the Fire or Assault Charts untilrapthe ideiof a base six into my head) which
lower than our morale of 24. Nasty things now happen! [Egere battalion is now Disordere
which basically halves movement and combat cappabéind also makes the battalion m
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2 Clash of Arms Game:

likely to fail morale again (checke chart used before and see that a disorderedetsits-3 modifier). And you do NOT want to fail again &
battalion then becomes Plus Grande Désordre (Ffen¢ham scared and | am running away’) which edfect the morale ohe entire arm-— but
that is for a later examp

Now just suppose that you did not want to be brawe preferred to fire at the enemy from a distalho®k at the back ohe Iégere counte
On the right is a picture of a cornette (light mfy used these instead crums to signal orders) and above it the numbehis means that you ci
fire at a range of two, not or— but only when inskirmishorder. To become a skirmisher spend the usual one mavepwnt for changing
formation and flip the counter to its bacook at the diagram on page 7 of the ri— the unit now hafour front hexes that you can fire ini
compared with just two foline. Unfortunately when you fire safely at a two hexge your fire is halved (unless you have ri— such as th
Prussia schiitzen battalions in Liitzen) and the multiplighange. AlLiitzenlooking at the Fire Effects Chart for Iégereskirmishorder (the end
row) shows that the multiplier is just x2 and tok&anatters worse only three points can fire perihstead othe four for line. So at o-hex range
the fire value is 6 (3x2) and at t-hexes a measly 3 (3x2 halved). So what's the pdiims2 remember you could have two units joinirrg fjiving
better odds and as w—look at the Fire Defence Chart for Litz— your fire defence iiskirmishorderis not 6 anymore, it is 1«

And there is one other neat feature of skirmiswhen attacked by enemy infantry, or even cavahgytcan retreat before combat to saf
But a discussion on Assault, as this prs is called, must wait for another exam|

Note that when playing you should have beside yeufour pages of I-L charts and the charts from the game you are mie— those fromr
Litzen are also four pages lo

2.0EXAMPLE 2 —Assaull

Compaing the results of the Fire and Assault Tables, fis hittles down an enemy, b

assault is decisive So you have to be much more careful about assgulbecause onc

pni— \ committed there is no turning back and the chamesone or the oth side will finish up
2 ~ wrecked.

But we are French and therefore brave and victerimod will proceed Even sogood
troops will hel, not the mere line in the previous exam| Both battalions of th1® Voltigeur
of the Young Guard will dcand just to ensure suces, we will take the divisional commanc
along with u, Dumoustie — whose relevant modifications are +2 for both infarmélée and
moraleis placed with the * Battalion However before we even start to move towards

eclare quivering Prussians have a loat the Roll to Close Modifier Chart (first page tble M-L
aults tables). Roll to Clost will be rolled when we get next to the Prussiang iuis governed by ho
far away from them we sta The best bet is at least 6 hexes away for the Ri—but a cunnin
opponent if he has the chance will get closer, tustnnoy! For the purpose of this example
ROII_ o Close Prussias selected a the  and FusilierBattaliors of the Colberg Regimen— eachwith 8
stance incrementsput bothreduced by losses tc (always try to bei up the enemy with artillery befo

(4 Rexes) closing) positioned on higher grou. The  Battalion (for clarity the one opposed to o

Battalion) is in column, the Fusilier in line andtb are now four hexes away. Both of «

battalions are of course inlumn —because that is the way the Emperor likes us écle

At the start of our movement phase'4’ chit and an assault chit are placed or of both
- battalions. They then move adjacent to tPrussias, ending up so that both are adjacent to-
o 1% Battalior. Note that the assault chit on each battamustbe pointed at the target of t
assault -in this case the Colber¢™ Battalion as it is still in cumn. After the Fire Segment
complete femember that units marked with the assault chitncd then fire)the Assaul
Segment begins First each French battalion muRoll to Close: This should be ea- the
French base morale is 15 and -3 for stating four hexes away is almost cancelout for the
1% Battalion by Dumoustier's +2. In addition, we subtract 3 for assaulting units ligher
ground for a net-4. A 25 modified to 1 passes we clos. The 2nd Battalion easily pass
with 33, so tht the fire of both battalion
is multiplied by twc. Next the Prussia
Rolls to Stan, checking the modifiers on the Roll to Stand tatile are a +3 for defending
higher ground and -3 because the 1st Colberg is being attacked inhemefrom twohexes
(see theAssault Odds Morale Table). He rolls a very averd8eand passes (morale is 23), ¢
with the fire doubled

What follows can make or break an assault. Thedirogolls to get hi‘defensive shift’;
luckily for us the result is no shift as it is quipossible for this to cancel out all our strer
advantage Next up is simultaneous Offensive and Defensive.Fifhe * Battalion Colberg
fires (note that the Fusilier Battalioannot as it is not part of the assa —columnbase valut
of 6, doubled to 12 equals 2against a column; die roll is — one lossapplied to the "
Battalion note that there is no morale check for losses i fthas). However even a sing
loss can have a serious effect as each impactsméléetable. The simultaneousFrenct
column fire from both battalions (they both rolledclose and both have a printed fire valui
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Reglements des Mari-Louise 3

eight) is 16 doubled to 32 versus tlolumn defence of six become< atack. The die result is - two losses

And finally themélée: This is the only time when an instinct for basictihsahelps— the defender first he started at eig strength with imélée
of 18, now down tdour and therefore méléevalue of 9. The ™ Voltigeur is still at 18, the™ has lost one (from seven) of its initial value @f
(so clutching calculator 17 divided by seven eq@ad® something, multiplied by the six left equads5) for a French tal of 31.5, divided by th
Prussia 9 equals odds of 3 to 1. The die modifications+2 for good old Dumousti, and a net +6 for losses (+12 for Frenct-6 for Prussian)
An average di-roll of 36 is modified by +8 to 52 giving a DR réis(being a mathematical imbecile | count up ddown the left side number of bc
themélécand fire charts when handling modifierThe Prussians Ro—and the Emperor is pleast

Now that was very satisfying for the French, yet jike result one would expect from o\
twice the troops attacking poorer infant But whatif the Prussian had deployed his Colb
Regiment in a more intelligent manner, with the ikersBattalion still in line and with the ™
Battalion in column stilladjacer, but this time one hex further back? If th® Battalion is
attacked when now five hexes away the chance sfraids better (see the Roll to Close Tak
but the Zone of Influence of the Colberg Fusiliei stop a two battalion attack. v could stack
the two battalions togett, but then any fire against them would get a plus finodifier (for
increments over nine So we repeat the whole process, except that this bioth French uni
are attacking the Fusilier Battalion. We assumt the results of both Close and Stand rolls
the same, but then make one change. Now when tssiBn rolls on thMéléeDefence Columi
Shift (which is done just after the Roll to Star— instead of a result of-3, he rolls a 4-
meaning one shift ft. Not good— theFrench playe mumbles French fire value is identical
32, but the fire defence is now 9 not 6, giving:& &tack instead of a 5:— the same die rest
of 46 is now only one increment lo: And when the Prussian Fusiliers fihey do so with fou
increments and a multiplier of three for a doutddnot the pathetic 12 of th® Battalion). At
4:1 with an identical roll of 55 the French loseotimcrements.Since the ' Colberg Battalior
has a fire multiplier o just two, it might as well always be in colu the fire value is virtuall
the same as if in line, but movement is much gre

The basanéléc values are therefore different. The Colberg battahias five points left not four so tméléevalue is11.25, not 9. The Frenc
2" Battalion is now down to five increments, givinghot2.1 (2.42 times fivemélée
for a regimental total of 29.1. That is just 2:dahe Prussian ‘lucky’ shift of one le
takes this to 1.5:1. To make matters worse thel die modifier is nowminus four (a
net 6 for losses and a +2 for the leader). The sathasdefore of 36 now drops to
for a result of ‘no effect’. Remove both sets dfaéd Assault markers and the ass.
is over, leaving the French vulnerakn the next Allied fire phas

3.0EXAMPLE 3 —Cavalry Charges and Square:

This example uses units from tMoscowagame
The Charges of the" Heavy Cavalry Divisio

Select three of its un the £' Cuirassier (a-11) the 4/4 Lancier(3-14) both in
column, and the /1 Horse Atrtillery Battery, placing the divisionebmmander—
Defrance— with the cuirassiers The 2" Heavy Cavalry is assigned MIX to break the
Russian cavalry creen, so the matching MU Chit is placed beneath Defran
Wher MU Chit IX is selected the charge be(¢. The immediate targets are the Ps
Dragoons (a 1-12) and the Polish Uhla (8-14), which they are covering, on
formidable, but much reduced after being part of a combat inearlier MU plll
(remember that unit caniot be attacked by cavalry more than once in a siiU
pull) and located five hexes away (this distancey rha important The Melnikov
Cossack (7-16)are lurking nearb

And off we go, thundering past cowed Cossacks etaty to glory (the cuirassi
first since the movement of one stack must be cetagibefore another can sta But
the Russian makes a desperate move: Once thesteisaare two exes from the fror
of the Melnikov Cossacks (and therefore in its Opportu@tyarge Zone) he ordean
Opportunity Charge Opportunity Charge require that a Morale Check be meto
launch an Opportunity Char. Very fortunately (in many ways for both) the atp
fails and the charge continue (Had the charge gone in tftMélée modifiers woulc
have Cissackwith a mélée value of , the cuirassier staying at7, for odds of -3.
Not good. Note that in Moscowa the usual doubling for Heagysus Light Cavaln
does not take place when cuirassier fight Cos+— dragoons on the other hand remi
doubled.)

So the Cuirassier (now with a Charge marker on wp$es with thePskov
Dragoons ancmélée begins. For cavalry chargeand mélées all take place in th
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Movementnot the Assault Segment, so that the divisionakartillery battery wil
move and decide whether or not to unlimber afteiméléeis over. Also had it wishec
the Russian unit could have Opportunity ChargedGbgassier as it approach— but
thiswould not help the battl

Cavalry on cavalnméléeis straightforwarc— there is ncRoll Close or Stand ar
no possible defensive shi The Frenckméléevalue is 27, the Russian 33 giving 1:
odds. The sole modifier is the +3 to the -roll of Defrance. The roll is 46, modified t
53 giving absolutely nothin¢c Howeve, while infantry would remain glaring at ea
other, cavalry must simultaneously recoil on a magfhiesult— known asa Bounce. Both
retreat on-third of their movemel, become disrdered lose one increment (for leavil
a Zone in the process) and then take a morale ¢ Both pas —it they had failed the
would have Route~ and both are now Exhaust As the Cuirassiers bounce past
Melnikov Cossacks they may not attempi Opportunity Charge, because Boul
movement is considered Involuntary Movem

This is the chance the Lanciers have been waitingThe way is now clear t
charge the battered Polish Uhla The Russiaméléevalue has dropped preciously —
the bise of 33 is noy, halved for disorder and then halved again forifigaexhauste:
mounts. They charge (note that the Russians are doublyilpteti from making ai
Opportunity Charge as being both disordered andwsted) The French have mélée
value of9 adding two fc the lance bonus against the 8of the Russians This time the
odds are :1 and an unmodified roll of ! generates a DD1. Normally the Russi
would recoil one hex, taking one loss for leavihg French zone durinmélée. But
since they were already Disordered they now PGDpartbrm Rout Movement to tt
rear. The Frencmustenter the now vacant hex amayRegroup— a process by whic
they could move up to five hexes away (there inosuit when the target is caval
In this case they do regroup so as to allow thae-artillery a later clear line of sigl
and are then marked as Exhaus note that this cannot be removed at the end o
current turn as the Charge marker is still on tF Instead the Charge meer is remove
during the Reorganization setm, allowing this Exhausted marker to be removedea
end of thenextturn.

4 Turns pass and on
e ) again the gallant ™
210 Division and its three unit
_____/ is picked. This time th
target is infantry— both battalions of the Reval Regiment in line y Konovnitsyn, the
3 Division commander with the™ Battalion. Once again the heroes advance, this
the lancers first. As ey get tofour hexes distance refer to ttMoscow: Square
Formation Chart As can be seen the further away the enemy thertibtechance c
forming square, but both always get the nasty +6ifiao for lancers, cancelled for tl
1% Battalion only by te presence of its commanc Note that this has nothing to
with the printed morale of the ur—one is instead rolling against the printed chainc
form square

This is a tricky decision for the Russians: Therend guarantee that the lanc
will strike home and forming square might then do no ntisa@ make a juicy target f
the horse artillery that will undoubtedly arriveosoafter the cavalry. So he waits ¢
then at two hexes the French player places a Chaag&er on, indicating that tt
lancer mustattack,calling the Russian bluf The Russians now attempt to form sque
At this range a 46 or less are nee—in the case of the™ Battalion the +6 for lancel
is cancelled by th-6 for a leader; a 35 is rolled and a square forriied 3 Battalion
then rolls as we, but fails — 41+6 is 51 ands disordered. Since, the ™ Battalion
failed its square attempt the lancers choose them to hartjet

Sllll’dl'(h

If the chosertarge hadformed squal, the lancerswould haveto attack (charg
marker placed) unless able to Rec In Moscowathat would require a roll of-4. In
this case of course thé" Lanciers charge the disordere™ Battalion. A sensibl
French player would never have later sent ® Cuirassier agnst the already forme
square of thd® Battalion, but we will assume that idiocy prevaitedshow what coul
happer
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Reglements des Mari-Louise 5

First Mélée Lanciers versus disordere(® Battalior: First the infantry loll to Stanc
(again note that charging cav¢, beingmore familiar with usin¢ I'arme blanch do not
need to Roll to Close The diemodifications to the roll are -6 for lancer and anoth+-3
for disorder against a bamorale of 16, passes with a roll of 45, but fadsget &
defensive column shifi Being disordered the fire value is that of a columoubled foi
Standing but then halved for disordered, the fire value of 6 ending up as a 1:1 aga
the defence of six, so a 42 rolled giving no eff Now theméléeroll: The lancers are sti
9 plus lance bonus of two totalling 11, the infgnias amélé¢ value of 11 als, but
halved for disorder— exactly 2:1. Result an unmodified 44 or DD1: The alre¢
disordered " Battalion routs, loses orincrementfor leaving the lancer zone, and retre
ten hexes (route move of ohalf more). The lancers advance into the vacated téuee
and then pursue. Sie, the target routed away the lancers can pwp to thre hexes —
(note that if the result was not R, but just a DD1 there would be no pursuit as
) disGrdered cavalry would already be adjacent after their adeaafter char¢). This inflicts 3 more
losses n the infantry and since the lancers are also lightlry they inflict one more lo
for a total of 4 losses from purs. The pursuit loss is in addition to the loss foreating
from an enemy zone. Butince the ™ Battalion has only 4 increme! it is eliminated
The exhausted lancers smugly regroup baclthe cover ofthe soon arriving hors
artillery.

fep
d

Second MéléeCuirassier versus ' Battalion in square Roll to Stand modifications a-12 for armouredcavalry (note thaMoscow: unlike
previous games shows this with a cuirass on thk bbthe counter) and +4 for the divisional leac The roll is 25, reduced to less than the mao
of 16. Normallythis would mean disord« but, when chargewnits in square (and general cr) donotdisorder when failing On the other hat,
fire is not doubled and there is no defenimélée shift. Now fire: Up to nine increments can fireffia square, but there are only five present w
with the Russian musketeer square multiplier ree equals 15. As usual all fire from square isdei¢t by three producing five generating a 1:1
against the defence of six. Roll 41 = m In the next step the cuirassméléeat 27 which is halved against a square to 13.5nagaiRussian 14 fc
amélée of 1:1.5, the net modifier of +1 (Defrance with & against Konovnitsyn with -2) then producing a total of 26. The result is A- the £
Cuirassir disorders, loses one point ais not allowed t regroup due to the adverse re, proving thit attacking squares with good morale rati
is risky

To see just how dangerous a square can be, adiivisimnal light battery to tt 1
Battalion stack and assume that they do not dis (the battery happens to have
same excellent morale of 16 as does the battalidn}. time the musketeer fire value
15, plus the closrange value of 12 for the™ Light Battery only because it is the tc
unit), the ne total then doubled to 4(passed the roll to stand) then divided by thres
final 14. This is 2:1 but then shifted twice fomester fire (adjacent hex artillery fir
giving 3:1. A roll of 25, modified to 26 by the ger artillery bonus gives one casua
Now theméléeandthis time the cuirassier only has 2méléevalue (loss of or-sixth)
halved as usual for fighting the square, whichlfitseenow worth 18 (adding the foi
mélé¢ value of the gunners) and therefore now being tatlkon the 1:2 column. Tt
same modifie result of 26 now produces an AD3. The cuirassies haw lost twc
points (and could easily have lost another witletds Russian fire resu
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