




















with the highest value card becomes Player 1 for that Command
Segment. In case of a tie, the Anglo-Allied Player is Player 1
unless the Napoleon Leader block is in play, in which case, the
French Player chooses who is Player 1.

Note: if the Napoleon Leader block is in the France Box or Force Pool,
it is not in play.

Note: if one player plays a Variable Event Card and the other player
plays an Operations or Draft Card, then the player showing the Variable
Event Card will be Player 2, but he will draw and implement an Event
Card before Player 1 undertakes his desired actions. If both players
play Variable Event Cards, both draw a card from the Event Deck.
Events are implemented at once with the lower-numbered Event Card
going first. The player showing the lowest numbered Event Card will be
Player 1 (6.21).

If both players have revealed Operations and/or Drafts Cards,
then Player 1 will undertake those actions he wishes within the
limits of the card’s value. When Player 1 has completed his
desired actions, Player 2 will undertake his actions.

Exception: 12.27 Intercept Action.

Note: If a player plays a Drafts Card with a higher number than an
Operations or Drafts Card played by his opponent, then he will be Play-
er 1. His units will receive their replacements before Player 2's blocks
perform any actions.

7.311 Variable Event Step: if a player plays a Variable Event
Card, he draws the top card from the Event Card Deck and
implements that Event Card at once. If during this phase, a card
is returned to the deck, it is placed at the bottom of the deck. If
one or more new Event Cards are added to the deck due to an
Event Card being played, the deck is reshuffled at the end of
that Variable Event Step.

7.312 Operations Step: this step is conducted when a player
plays an Operations Card, or a Drafts or Operation Card where
the player wishes to use the Operations Value instead of the
Drafts Value.

Operations Cards showing a 1, 2, 3, or 4 allow that number of
operations to be performed. For each operation, a player choos-
es one of the following: Siege, Formation Move, Sea Move,
Extended March, or Reinforcement Draw. A block can only per-
form one of these Operations in an Operation Step.

Operations must be performed in the following sequence:

1. Siege

2. Formation Move

3. Sea Move (Anglo-Allied blocks only)

4. Extended March

5. Reinforcement Draw
Example: A 3 Operations Card allows 3 Operations. The player could
choose to perform a Siege in one hex, then make a Formation Move

with blocks in another hex, and finally draw a block from his Force Pool
with his third operation.

Example: A player with a 2 Operations Card may not expend one oper-
ation to land a block using a Sea Move and then expend the other
operation to move the same block using an Extended March during the
same Operation Step because a block can only perform one Operation
in an Operation Step.

Example: A player plays a 3 Operations Card. He makes a Formation
Move with one group of blocks. He cannot then undertake a Siege as
he has passed it in the sequence of the Operations Step.

7.313 Replacement Step. A Drafts or Operation Card gives a
player the choice of playing it as a Drafts Card and receiving the
indicated number of replacements or using it as an Operation
Card with the Operation value of one point. The player must
choose this option before playing the card. Players indicate their
choice when the card is played (6.13).

7.314 Battle Step: this is conducted when when opposing blocks
are in the same hex at the end of a Command Segment.

Exceptions: 11.0 Fortresses and Sieges, 12.1 Leaders in Combat.
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Battles are fought one at a time in any order determined by
Player 1 (10.1).

After all battles are resolved, the next Command Segment is
played. At the end of the turn’s final Command Segment,
players proceed to the Attrition Phase.

7.4 Attrition Phase

After the completion of the last Command Segment of the
turn, both players determine if any of their blocks suffer attri-
tion and then implement any attrition losses.

7.5 Victory Point Check Phase

At the end of each turn, each player checks to see if he is
penalized for exceeding his Force Level and records any Vic-
tory Point penalty at once.

At the end of each Fall/Winter Turn and at the conclusion of
Turn 12, both players determine Area Control, and if
Catalonia has been annexed by the play of Event Card E22,
then calculate the number of Victory Points that they have
accumulated for that year and update the Victory Point Track
(17.2).

Victory Points can also be added or subtracted during a turn
(17.2) as a result of Event Cards, for the loss of the Imperial
Guard Infantry block (15.5), and for the destruction of the
Lines of Torres Vedras (4.23).

8.0 MOVEMENT

8.1 Formation Movement

One or more friendly blocks located in a single hex is referred to
as a Formation. As one Operation, a player can move a Forma-
tion up to the limit of its blocks’ Movement Points.

Exceptions: 8.12 Napoleon March Bonus, 8.14 Force March.

When moved as a Formation, blocks are not required to stay
together for the length of the entire move.

Exceptions: 8.12 Napoleon March Bonus, 12.24 Force March Action,
15.4 Spanish in France.

Blocks can move as a group or they may move individually.
Moving blocks must obey Hexside Transit Limits (8.2). Mov-
ing blocks expend Movement Points to enter a hex or cross a
hexside (3.3). A block must stop movement if it does not have
sufficient Movement Points remaining to enter a hex or cross
a hexside. Blocks may not transfer Movement Points from one
to another (4.14).

Blocks may move only once per Command Segment, except to
retreat (10.4), Pursue (10.5), or to conduct an Intercept Action
(12.27).

All blocks may pass freely through hexes containing friendly
blocks, but must stop when entering a hex occupied by enemy
blocks or a hex containing an unscreened enemy-controlled
Fortress (8.11).

8.11 Fortress Screening A Formation entering an unbesieged
enemy-controlled Fortress hex may continue movement
through that hex by leaving behind at least one Combat or
Guerilla block to screen the Fortress. If the Fortress is occu-
pied by one or more enemy blocks, the moving Formation
must screen the Fortress by leaving in the hex a number of
Combat and/ or Guerilla blocks equal to the number of enemy
blocks in the Fortress.

8.12 Napoleon March Bonus: French blocks that start and
complete a Formation Move accompanied by the Napoleon
Leader block increase their Movement Points by one. This
may be done in addition to a Force March (8.14).
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on British and Portuguese block movement into Spain if the
British CL subsequently drops to Low.

British and Portuguese blocks may only enter France if the cur-
rent British CL is High. If the British CL drops below High, no
British or Portuguese blocks may enter France. British and Por-
tuguese blocks already in France when the British CL drops
below High may remain in France, but if they leave France they
may not re-enter it until the British CL subsequently becomes
High again.

15.2 Anglo-Allied Cooperation

British and Portuguese blocks may operate together with no
restrictions. Spanish and Anglo-Portuguese blocks together in
the same hex are considered two separate Formations and must
be activated separately (i.e., it would cost one Operation Point
to activate one Formation and another point to activate the
other Formation). Once Event Card E21 Generalissimo Wellington
has been played, Sﬁanish and Anglo-Portuguese blocks in the
same hex as a British Leader block function as one Formation.

15.3 Spanish in Portugal
The number of Spanish Combat blocks that may enter Portugal
is dependent on the Spanish Commitment Level:

Low: One Spanish Combat block may enter Portugal
Medium: Two Spanish Combat blocks may enter Portugal
High: Three Spanish Combat blocks may enter Portugal

Once Event Card E21 Generalissimo Wellington has been played,
there are no restrictions on the number of Spanish Combat
blocks that may enter Portugal, regardless of the current Span-
ish Commitment Level.

15.4 Spanish in France

Until Event Card (E21) Generalissimo Wellington has been played,
no Spanish Combat blocks may enter France. Spanish Combat
blocks may not enter France unless accompanied by the Wel-
lington Leader block. Spanish Combat blocks in France must be
in a Formation with the Wellington Leader block at all times. If
a Spanish Combat block in France is at any time not in a Forma-
tion with the Wellington Leader block, it is immediately
recalled to the Spanish Force Pool.

Note: this includes De Espana’s Division, even if 20.3 is in force.

15.5 Napoleon and the Imperial Guard

The French Imperial Guard Infantry block enters play when the
Napoleon Leader block enters play. When the Napoleon Leader
block is in the French Force Pool, the French player should set
the Imperial Guard Infantry block aside; it is not placed in the
Force Pool.

The Napoleon Leader and the Imperial Guard Infantry blocks
may not leave the France Box to enter the map unless the cur-
rent French CL is High. If the French CL is reduced below High
when the Napoleon Leader and the Imperial Guard Infantry
blocks are in play, they are recalled to the France Box at once.

When the Napoleon Leader block is recalled, the Imperial
Guard Infantry block is also recalled. Certain Event Cards
require the Napoleon Leader and the Imperial Guard Infantry
blocks to be removed from play. When one of these is played,
the French Player must place the Napoleon Leader block in the
French Force Pool and set the Imperial Guard Infantry block
aside. If the Napoleon Leader block is subsequently drawn from
the Force Pool, the two blocks are placed in the France Box and
are eligible to enter play if the French CL is or becomes High. In
this case, they are returned at full strength.

If the French Imperial Guard Infantry block is ever eliminated,
it and the Napoleon Leader block are immediately placed in the
France Box at full strength. and the French Player immediately
loses one Victory Point.
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15.6 French National Guard

The French National Guard is a Combat block that starts the
game in the France Box. It may not leave the France Box until
the first time an Anglo-Allied Combat block enters a Town or
Fortress hex in France, at which time it may immediately
deploy from the France Box to any French-controlled Town or
Fortress hex in France. The French National Guard block may
not leave France. While not in the France Box (i.e., when
it is in the France portion of the map), it counts against the
French Force Level. The French Player may voluntarily
return it to the France Box, where it will not count against
the French Force Level (8.52, 14.2).

15.7 Invasion of France
If an Anglo-Allied block enters a hex in France and there
are no other Anglo-Allied blocks in France, the French CL is

increased by one.

15.8 Peninsular Crisis

If the Anglo-Allied Victory Point lead equals or exceeds
twenty during a Fall/Winter Victory Check Phase, the French
Commitment Level is increased by one.

15.9 Peninsular Complacency

If the French Victory Point level equals or exceeds twenty
during a Fall/Winter Victory Check Phase, the French Com-
mitment Level is decreased by one.

15.10 Wellington’s Victory

If an Anglo-Allied formation with three or more British
Combat blocks and the Wellington Leader block defeat (10.8) a
French force of three or more Combat blocks in a Battle or
Amphibious Assault (not Fortress Assault), the British
Commitment Level is increased by one.

15.11 Wellington a Perdu (Wellington has Lost)

If an Anglo-Allied formation with three or more British
Combat blocks and the Wellington Leader block are
defeated (10.8) in a Battle or Amphibious Assault (not For-
tress Assault), the British Commitment Level is decreased by
one.

15.12 Guerilla Restrictions

Guerilla blocks once placed in an Area may not voluntarily
leave that Area. They may be forced into another Area by
retreat requirements, but once relocated to another Area the
same restrictions apply. Guerilla blocks may not leave Spain.

16.0 AREA AND HEX CONTROL
Control of Areas and Key Towns affects block deployment.
Fortresses are also Key towns (3.43).

16.1 Control of Hexes

A hex is controlled by the player that has unopposed
block(s) in it. Unopposed means that there are neither enemy
blocks nor an enemy-controlled Fortress in the hex. An
unopposed block in a hex automatically controls any Town in
that iex. A friendly block in a hex does not automatically
control a Fortress in that hex (16.3).

16.2 Control of Key Towns
Key Towns are designated by a colored circle indicating the
original controlling nation:
Red: British
Green: Portuguese
Red, Green, or Yellow Key Towns, even if unoccupied by
Anglo-Allied blocks, are friendly to and controlled by the
Anglo-Allied Player except when occupied by French block(s),
then they are controlled by the French Player.

Blue Key Towns, even if unoccupied by French blocks, are
friendly to and controlled by the French Player except when
occupied by Anglo-Allied block(s), then they are controlled by
the Anglo-Allied Player.

Blue: French
Yellow: Spanish
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18.0 CAMPAIGN GAME
Set up and arrange card decks, blocks, and markers as
described below.

18.1 Cards
18.11 Event Card Deck: the initial Event Deck consists of
Event Cards E1, E2, E3, E4, and E5.

18.12 Command Deck: the deck consists of all 30
Command Cards.

18.13 Command Cards: in the Card Phase of Turn 1, each play-
er is dealt seven (7) Command Cards. Thereafter each player
gets six (6) Command Cards per Card Phase. (See also 20.9)

18.2 Initial Track Settings
18.21 Turn Track: Place Turn Marker on the Turn 1 Box:
Fall/Winter 1808
18.22 National Commitment Levels
French: 2 — Low Commitment
British: 2 — Low Commitment
Spanish: 5 — High Commitment
18.23 National Force Levels
French: 15 — Force Level Track is at 11
British: 6 — Force Level Track is at 2
Spanish: 20 — Force Level Track is at 10

NOTE: Until Event Card E7 Beresford Trains The Portuguese Army
/,'_g played, Portuguese Combat blocks do not count against the British
orce Level.

18.24 British Sealift Capacity: 6
18.25 Victory Point Track: starts at zero.

18.3 Block Placement
Set up each nationality in the order indicated. Blocks are
placed at full strength unless otherwise noted.

18.31 British and Portuguese Block Placement:
In Britain Box: Moore Leader
Hill Infantry at strength 2

in Gulf of Cadiz Sea Box: Spencer Infantry at strength 1
in Atlantic Ocean Sea Box: Wellesley Expeditionary Force
at Gibraltar (2807) Gibraltar Garrison in Fortress

at Oporto (1702): Bishop of Oporto Portuguese Infantry
18.32 Spanish Block Placement:

at Lugo (1303): Blake Infantry

at Valadolid (1608): Cuesta Infantry at strength 3

at Saragossa (1713): Palafox Infantry at strength 2

at Barcelona (1717): Vives Infantry Besieging Fortress

at Badajoz (2205): Galluzo Infantry at strength 3

at Valencia (2214): Cervellon Infantry

at Seville (2506): Castanos Infantry

at Grenada (2610): Reding Infantry

in Bay of Biscay Sea Box: La Romana Infantry at strength 2
in Baleric Sea Sea Box: Del Palacio Infantry at strength 1
18.33. French Block Placement:

at Bayonne (1213) Thouvenot Garrison in Fortress

at San Sebastian (1311): Rey Garrison in Fortress

at Pamplona (1413): Cassan Garrison in Fortress

at Perpignon (1418): Reille Infantry

at Burgos (1509): Dubreton Garrison in Fortress

in Hex 1509 outside Fortress: Bessieres Infantry
Dorsenne Infantry
Verdier Infantry

at Madrid (1909): Moncey Infantry
Savary Infantry
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at Barcelona (1717): Deshesme Infantry in Fortress
Note: the Player Aid Card shows this block as “Duhesme”

at Lisbon (2201): Junot Infantry at strength 3
Delaborde Infantry at strength 1

at Evora (2403): Loison Infantry at strength 1

at Cordova (2407): Dupont Infantry

in France Box: Napoleon Leader

Imperial Guard Infantry
National Guard Infantry
18.4 Control Markers
18.41 Place Anglo-Allied Area Control Markers in:
Gibraltar Leon
Aragon Murcia
Asturias Santandar
Estremadura Tras os Montes
Galicia Valencia
18.42 Place French Area Control Markers in:
Toulouse Gascony
Algarve Navarre
18.43 Place Contested Area Markers in:
Andalusia Old Castile
Beira New Castile
Catalonia Viscaya

18.44 Place French Fortress Control Markers at:
San Sebastian (1311) Pamplona (1413)

Burgos (1509) Barcelona (1717)
Almeida (1804) Elvas (2204)

18.5 Force Pools

Blocks not part of the Initial Set-Up are set aside until called for.
When they are added, place them into their respective Force
Pool face-down and shuffle them.

18.51 French Force Pool

18.511 Initial Force Pool:
Soult Leader Ney Infantry
Augereau Infantry St Cyr Infantry
Lannes Infantry Victor Infantry
Lefebrve Infantry Milhaud Cavalry
MacDonald Infantry =~ Montbrun Cavalry
Mortier Infantry

18.512 Add to Force Pool on Turn 2:
Marmont Leader Hudelet Infantry
Massena Leader Leval Infantry
Suchet Leader Marcone Infantry
Brennier Infantry Reynier Infantry
Bonet Infantry Sebastiani Infantry
Cafferelli Infantry Serras Infantry
Clausel Infantry Souham Infantry
Decan Infantry Kellerman Cavalry
D’Erlon Infantry Barrie Garrison
Foy Infantry Habert Garrison
Gazan Infantry Phillipon Garrison

18,513 Add by Event Cards:
Joseph Infantry (E3)
Gensdarmes Cavalry (E2)

Army of the Ebro Counter-Guerilla Infantry (E5)
Hugo Counter-Guerilla Infantry (ES / E10)
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18.52 British Portuguese Force Pool

18.521 Initial Force Pool:
Picton Infantry Craufurd Infantry
Cole Infantry Baccellar Portuguese Infantry
Leith Infantry Silviera Portuguese Infantry
Clinton Infantry Paget Cavalry
Hope Infantry

18.522 Add on Turn 2:

Wellington Leader — if not already added by Event Card E8
Beresford Leader Maitland Expeditionary Force

Cotton Cavalry Murray Expeditionary Force
Graham Expeditionary Force =~ Popham Naval Squadron
18523 Add on Tum 4
Hill Leader — if not already added by Event Card E8
18.524 Add by Event Cards:
Wellington Leader (E8)
Hill Leader (E8)
Beresford Leader (E7)
Hamilton Portuguese Infantry (E7)
Portuguese Brigades Infantry (E7)
Lines of Torres Vedras (E8)
18.53. Spanish Force Pool
18.531. Initial Force Pool:
Ariezaga Infantry Infantado Infantry
Ballesteros Infantry O’Donnell Infantry
Campoverde Infantry ~ Santocildes Infantry
Del Parque Infantry Venegas Infantry
Friere Infantry Alvarez Garrison
Giron Infantry
18.532 Add on Turn 6:
De Espana Infantry
18.533 Add by Event Card E5:
Empicinado Guerilla Mina Guerilla
Longa Guerilla Sanchez Guerilla

Marquisita Guerilla

19.0 1812 SCENARIO

The 1812 Scenario provides for a five-turn game covering the
decisive phase of the war. It picks up the war at beginning
of the critical year of 1812. Napoleon has made the decision to
nvade Russia. The British are poised to launch their offensive
nto Spain just as the recently downsized French forces in
Spain are adjusting to a new strategy.

19.1 Cards

19.11 Event Card Deck:

The initial Event Deck consists of Event Cards: E2, E9, E14,
16, E17, E19, E20, E21, E22, E25, E26, E27, E29, E30

Available Cards (added as indicated):
£15, E23, E24, E28

Discarded Cards removed from play:
E1, E3, E4, E5, E6, E7, E8, E10, E11, E12, E13, E18

19.12 Event Cards: at the start of the Mandatory Event
Phase of the first turn (Turn 8) the French Player draws Event
Card E19 Russian War and shuffles the Event Card Deck
vefore proceeding normally with the Mandatory Event
Phase. During the Turn 8 Mandatory Event Phase, three Event
Cards will be played including Event Card E19. This reflects
Napoleon'’s decision to invade Russia. Although historically,
the Russian War did not start until the end of Turn 8, its effects
on the French war effort in Spain were felt earlier. The three
Event Cards, two played by the French Player, are imple-
mented per 7.2.
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Event Card E7, Beresford Trains The Portuguese Army, has been
played. Portuguese Combat blocks count against the British
Force Level. (19.23). (See also Optional Rule 20.2.)

Event Card E21, Generalissimo Wellington has NOT been played
(152, 15.3,15.4).

19.13 Command Deck: The deck consists of all 30
Command Cards.

19.14 Command Cards: during the Card Phase of the first turn,
Turn 8, the French Player is dealt ten and the Anglo-Allied
Player twelve Command Cards. The French Player chooses to
keep seven cards as his initial Command Card hand and dis-
cards the rest. The Anglo-Allied Player chooses to keep six
cards as his initial Command Card hand and discards the rest.
(See also 20.9)

19.15 First Command Segment: the French Player
starts the initial Command Segment of Turn 8 with a
free Command Segment by playing one of his seven
initial Command Cards. After completing this
French bonus play, determine Player 1 and 2
initiative normally for succeeding Command Segments.

19.2 Initial Track Settings
19.21 Turn Track: place Turn Marker on the Turn 8 Box:
Spring / Summer 1812
19.22 National Commitment Levels:
French: 5 — High
British: 5 — High
Spanish: 3 — Medium
19.23 National Force Levels
French: 36 — Force Level Track is at 32
British: 12 — Force Level Track is at 14
Spanish: 15 — Force Level Track is at 9

19.24 British Sealift Capacity: 6
19.25 Victory Point Track: starts at zero
19.3 Block Placement

Set up each nationality in the order indicated. Blocks are
placed at full strength unless otherwise noted.

19.31. British and Portuguese Block Placement:
19.311 Remove from play:
Moore Leader

Wellesley Expeditionary Force
Baccellar Portuguese Infantry
Bishop of Oporto Portuguese Infantry

19.312 Set Up on Map:
at Torres Vedras (2101): Lines of Torres Vedras

at Lisbon (2201): Beresford leader
Portuguese Brigades Infantry

in Mediterranean Sea Box: Maitland Expeditionary Force
at Gibraltar (2807): Gibraltar Garrison

in Britain Box: Popham Naval Squadron

at Almeida (1804) and / or in Beira:

Wellington Leader Clinton Infantry
Spencer Infantry Hope Infantry
Picton Infantry Craufurd Infantry
Cole Infantry Cotton Cavalry
Leith Infantry
at Elvas (2204) and /or in Algarve :
Hill Leader Hill Infantry
Paget Cavalry Hamilton Portuguese Infantry

at Gibraltar (2807) or Cadiz (2705):
Graham Expeditionary Force, at strength 1
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19.32. Spanish Block Placement

19.321 Remove from play:
Cuesta Infantry Pallafox Infantry
Del Palacio Venegas Infantry
Infantado Infantry Alvarez Garrison
19.322 Place Face Down as Initial Set Up Group:
Del Parque Infantry =~ La Romana Infantry
Giron Infantry O'Donnell Infantry
19.323 Set Up on Map:

at Valencia (2214): Blake Infantry, at strength 4, Besieged
at Gibraltar (2807): Ballesteros Infantry
in Beira, adjacent to the Spanish Border:
Castanos Infantry, at strength 2
in Galicia: Santocildes Infantry
in Murcia: Friere Infantry
The Anglo-Allied Player randomly selects blocks from
the Initial Set Up Group and places 1 of them at each
of the following:

Cadiz (2705) Almeira (2711)
Malaga (2708) Tarifa (2806)
19.33. French Block Placement
19.331 Remove from play:
Massena Leader Junot Infantry
Dupont Infantry Lannes Infantry

MacDonald Infantry ~ Mortier Infantry
19.332 Place Face Down in Set Up Group 1:

Cafferelli Infantry Reynier Infantry
Delaborde Infantry Sebastiani Infantry
Gazan Infantry Serras Infantry
Loison Infantry

19.333 Place Face Down in Set Up Group 2:
Augereau Infantry Moncey Infantry
Bessieres Infantry Ney Infantry
Deshesme Infantry Savary Infantry
Huedelet Infantry St Cyr Infantry
Lefebrve Infantry Verdier Infantry

Designer’s Note: most of the above unit designations
are not historically applicable for the 1812 Scenario and
the blocks used should be considered generic.
19.334 Set Up on Map:
in France Box: National Guard Infantry
at Bayonne (1213): Thouvenot Garrison
at San Sebastian (1311): Rey Garrison
at Pamplona (1413): Cassan Garrison
at Burgos (1509): Dubreton Garrison
at Barcelona (1717): Habert Garrison
at Cuidad Rodrigo (1805): Barrie Garrison
at Oviedo (1207): Bonet Infantry
at Benevente (1607): Souham Infantry
at Talavera (1907): Marmont Leader
Brennier Infantry Marcone Infantry

at Badajoz (2205): Phillipon Garrison
at Cadiz (2705): Victor Infantry, Besieging Fortress
at Tarifa (2806): Leval Infantry, Besieging Fortress
in Aragon: Reille Infantry
Note: if the French Pliyer elects to place the Reille Infantry
block, that sets up in Aragon, at Saragosa (Hex 1713), then
Saragosa is Besieged and a Besieged Marker is placed to
show this.
in Old Castile or Aragon: Dorsenne Infantry
in Catalonia: Decan Infantry
in Catalonia, Aragon, or Navarre: Gensdarmes Cavalry
in Estremadura, north of the Tagus River:

Clausel Infantry D’Erlon Infantry
in Navarre: Army of the Ebro Counter-Guerilla Infantry
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in New Castile within 1 hex of Madrid (1909):

Joseph Infantry

Hugo Counter-Guerilla Infantry
in New Castile, West of Guadalajara (1910):

Foy Infantry Montbrun Cavalry
in Valencia (2214): Besieging Fortress

Suchet Leader

3 Blocks randomly chosen from Set Up Group 1 (19.332)
in Andalusia, North of Cadiz (2705):

Soult Leader

remaining 4 Blocks from Set Up Group 1 (19.332)
The French Player randomly selects blocks from Set Up
Group 2 (19.333) and places one of them at their lowest step

strength at each of the following:
Santandar (1309) Valladolid (1608)
Bilbao (1310) Soria (1611)
Leon (1407) Segovia (1708)
Huesca (1514) Cuidad Real (2209)

19.34. Spanish Guerrilla Placement:
in Old Castile or New Castile: Empicinado
in Viscaya or Santandar: Longa
in Navarre: Mina
in Leon or Old Castile: Sanchez
in Aragon or Asturias: Marquesita
Note: Guerilla Deployment Restrictions (9.322) prevent Empicinado
and Sanchez from BOTH being placed in Old Castile.
19.4 Control Markers
19.41 Place Anglo-Allied Area Control Markers in:

Gibraltar Tras os Montes
Algarve Galicia
Beira Murcia

19.42 Place French Area Control Markers in:
Toulouse Gascony
Asturias Leon
New Castile Navarre
Old Castile Santandar
Catalonia Viscaya
Estremadura

19.43 Place Contested Area Markers in:
Andalusia Valencia
Aragon

19.44 Place French Fortress Control Markers at:
San Sebastian (1311) Tarragona (1716)
Pamplona (1413) Barcelona (1717)
Astorga (1506) Cuidad Rodrigo (1805)
Burgos (1509) Tortosa (1816)
Gerona (1518) Badajoz (2205)
Peiiiscola (2015)
19.5 Force Pools
Blocks not part of the Initial Set-Up are set aside until called for.
When they are added, place them into their respective Force
Pool face-down and shuffle them.
19.51 French Force Pool
Place in Force Pool on Turn 10:
Napoleon Leader Kellerman Cavalry
Milhaud Cavalry
The two remaining blocks from Set Up Group 2 (19.333)

19.52 Initial British Portuguese Force Pool
Murray Expeditionary Force
Silviera Portuguese Infantry

19.53 Initial Spanish Force Pool

Arezaga Infantry Galluzo Infantry
Campoverde Infantry  Reding Infantry
Cervellon Infantry Vives Infantry
De Espana Infantry
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20.0 OPTIONAL RULES

The following rules are optional rules that add historical
depth to the game and can be used to help out one side or the other
for play balance purposes. Players should agree about which, if
any, of these Optional Rules they will use before starting
play.

20.1 Mondego Bay Limitations

Historically, Mondego Bay was the site where Wellesley
landed his Expeditionary Force in 1808. This site was barely
adequate for landing a large force of troops because it did not
offer any true port facilities. To reflect this in the game,
allow the British player to conduct Sea Movement to
Mondego Bay (Hex 2002) but do not allow any Sea
Movement from that hex. (This option provides a very
slight benefit to the French Player.)

20.2 Anglo-Portuguese Integration

As Beresford trained and reorganized the Portuguese Army,
Wellington began incorporating Portuguese units into his
British infantry divisions. Eventually each British division
(except the First) included a Portuguese brigade.

To reflect this, the British Light, Second, Third, Fourth,
Fifth, Sixth, and Seventh Infantry Divisions do not enter
play at full strength and may not be built up to full
strength until Event Card E7 Beresford Trains the
Portuguese Army is played. Until Event Card E7 is
played, they may only be built to a strength one step
less than the block’s maximum strength. These blocks
have their full strength pips with green centers
to show the addition of such Portuguese troops.
(Favors French Player.)

Example: The Hill Infantry block starts the game at a
strength of 2. Its maximum strength is 4. It may not be
b;l/” gp beyond a strength of 3 until Event Card E7 is
played.

20.3 De Espana’s Division

De Espana’s Spanish division served along side of Wellington’s
army for much of 1812. The Anglo-Allied Player may count the
De Espana Spanish Infantry block against either the British or
Spanish Force Level. If counted in the British Force Level, the
De Espana block is a British Combat block for purposes of
Command, Formation Movement, and Interception. (Favors
Anglo-Allied Player).

20.4 Besieger Attrition

During siege resolution, if the unmodified siege die roll (i.e.,
before any siege die roll modifiers) is a ‘1, the sieging force
loses one step from the strongest Combat block in the besieging
force.

Exception: 10.32. Imperial Guard Infantry block.

Ignore this loss if this would eliminate the block. Apply any
step loss before resolving Fortress Assault. (Favors Anglo-
Allied Player.)

20.5 River Retreats

Victorious Infantry blocks may conduct Pursuit Fire without
the expenditure of a Leader Action against enemy blocks
that retreat across a River Hexside and are eligible to
receive Pursuit Fire per Rule 10.5. Blocks that use this
type of Pursuit Fire may notadvance across a River Hexside.

20.6 Napoleon’s Offensive
During the first Command Segment after Event Card E4 The
Emperor Strikes Back is played, the French Formation containing

the Napoleon Leader block may conduct a free operation in
conjunction with the next French Operations Card played. The
free operation in effect increases the operations value of the
card by one but does not apply towards determining
player order and must be applied to the Formation that

Wellington’s War

contains the Napoleon Leader block. (This favors the French
Player.)

20.7 Portuguese Scorched Earth

When the Lines of Torres Vedras block is placed, the Anglo-
Allied player may immediately declare a Scorched Earth policy
that reduces the Forage Value of all Areas in Portugal by 1 for the
current turn and the following turn. This decision cannot be post-
poned. (This favors the Anglo-Allied Player.)

20.8 Expeditionary Force Restrictions

British Expeditionary Force blocks in Spain or Portugal may not
operate outside of any coastal provinces: Andalusia, Murcia,
Valencia, Catalonia, Galicia, Asturias, Santandar, Viscaya,
Gibralter, Tras Os Montes, Beira, and Algarve. British Expedi-
tionary Force blocks in France suffer no additional operational
restrictions (15.1). This represents political and logistical consid-
erations. (Favors the French Player.)

20.9 Increased Operations

This option will significantly increase playing time. It
can be used by players who want a longer game with
more operations or a game where the luck of the draw is
more likely to even out. Increase the number of
Command Cards dealt to each player by one to eight
cards on Turn 1, seven cards on all other turns.

Exception: if this Optional Rule is used, 19.14 will give the French
Player eleven cards, of which he will keep eight, and the Anglo-Allied
Player will get thirteen, of which he will keep seven.

Each Command Card will then represent 3-4 weeks of military
operations.

21.0 EXAMPLES OF PLAY

21.1 First Turn

The following example of play covers the first two
Command Segments of the first game turn of the Campaign
Scenario. While it does not necessarily demonstrate
optimal game play, it illustrates various game
mechanics including movement and combat as well
as aspects of card play during the heart of a game turn.

It is strongly suggested that players select and move
the noted blocks while reviewing this example in
order to get an understanding of the basic interac-
tions involved in this game system.

Mandatory Event Phase

During this phase both players draw an Event Card from
the At Start Event Card Deck. The French (FR) Player
draws the E2 Revolt Event while the Anglo-Allied (AA)
Player draws the E3 King Joseph Event.

The lower numbered E2 Card is implemented first. The Spanish
Commitment Level (CL) is increased to 6 as noted in the Commit-
ment Line. The Units Line indicates a block draw from the Span-
ish Force Pool and the AA Player draws the Venegas Infantry
block and chooses to deploy it at Tudela (Hex 1613) in the French-
controlled (as required by the card) Area of Navarre at its one
step Strength. The Spanish Force Level is increased by 1 on the
track as this block is a Combat block. The French Gensdarmes
Cavalry block is placed in the France Box at full strength. There is
no discard noted on the Cards Line so this Event Card is placed
on the bottom of the Event Card Deck.

The E3 Card is now implemented and the Spanish (SP) CL is
increased by 1 but as the SP CL is already at its maximum of 6
(High) there is no effect on the SP CL. The French (FR) CL is
increased to 3 (Medium). The Joseph Infantry block is placed at
Madrid (Hex 1909) at full strength, increasing the current FR
Force Level Track notation to 12. As indicated in the Cards Line
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