





















































OUR NAPOLEONIC RULES

by

J . F.HALDON

After having read the 1965 'Wargemers' Annual', and the latest
issues of the 'Hewsletter', we decided to completely revise our
Napoleonic rules on the lines suggested by yourself in your booklet
on Napoleonic Wargames Rules, except for the morale and melee sections.
Here, we decided we needed something which would take into considera-
tion not only what was heappenins at one particular moment in 2 beattle,
€.g8., the death of an officer, but also what had happened previously.
We also decided that diceare inadequate for this, since, although
accounting for the chance basis well enough, they fail to properly
account for a trail of events. In our new system, however, we use
a 'melee factor', a combination of the state of morale with the power
of 2 unit in a melee. Each arm has & basic morale factor e.g., Line
Infantry = 3, Guard Infantry = 4 etc., (not to be confused with actual
points value of the soldier). To this figure is added 1 point for
every basic unit (5 points) involved in the melee. Once this had been
obtained, it can be gualified as follows:-

Add 1 if unit has won previous melee.

Deduct 1 if unit hes lost previous melee.

Deduct 2 if standard lost, if C-in-C killed, if attacked in flank
or rear, or if reduced by half in one move ete., etc.” = you can take
into account almost anything.

When you have obtained a final figure, throw 1 dice for every 2
in the no., and divide this by 2 - this is the total number of oppos-
ing pointes to be removed e.g., total = 4 - remove, say, = guard
infentrymen, etc.

Then, when the 'melee factor' of a unit has been reduced to a
certain number, that unit must do a certein thing e.g., in our case,
when melee factor is down to 1, the unit must retreat 1 move, but has
to throw a 5 or 6 to disengage, and so on.

All this may seem complicated in writing, but if you know what is
to be added and deducted for certain things, it becomes easy.

It will also be noticed by this method that a unit is lisble to
retreat after only a short melee and a few losses 1f it has already
been defeated. This is in order to cope with the low casualties in
most battles. E.g. at Salamanca, Wellington lost only 5,214 out of an
arny of over 48,000 - less than §. Iven the totally defeated lMNgrmont
lost only 14,000 out of an army of about 50,000. 14,000 by itself is,
of course, a larsge number, bubt in proportion, it is not seo large. ' From
what I have read, casualties in wargemes are often far too great. MNost
commanders, especially those with limited manpower, on campaign for
example, would rather lose the initiative rather than even half of
their men. Thus our losses, using the new method, are much smaller
end more realistic. We have also incorporated John 1'.Cape's "Major
Moralc" idea, also useful in reducing casualties, and from the '65




Annual, A.E.Nickel's idea of using differently coloured and numbered
dice to account for different armies' abilities.

Apart from these, the rest of our rules are just about the same
es8 those published in your handbook on Napoleonic Rules.

Generally, our revised rules are quite successful, but, as always,
something which we never dreamt would happen, heppens!
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Bruce Conard writess- "A few months back a modern enthusiast
wrote an article in which he gave an elaborate set of rules govern-

<

ing the use of hand grenades as an anti-tank weapon.

First, a hand grenade was never intended to be an anti-tank
weapon, it is basically an anti-personal weapon. The only authenti-
cated instance of the grenade being used in W.W.II was on cither
Saipan or Tinian in the Pacific. The Japanese threw a large-scale
tank-infantry atteck against the U.S.Marine positions ond as the
tanks drove over the fox-holes of the merines, they put grenades
on the tracks of the tenks, which, as they exploded, tore the
tread off the tank and thereby irmmobilized it. This cpisode is
from the menoirs of Hollald M,.Smith, General U,S.M.C., at that
time he was C.G. F.H.,F.Pac., The name of the book is CORAL AND
BRASS., I have read of very few men who have crawled on to a tank,
opened the hatch, and tossed a grenade into it.

The solution that I have to offer is simple - use rifle
grenades. The rifle grenade is a potent anti-tank weapon at short
range, and it does not take a hero to knock out a tank. R.G's are
standard issue in the U.S. armed forces and I sssume throughout
the world. They don't have the range or punch of a recoiless
rifle or rocket launcher, but just the same, at close range they
can give a tank commander the creeps!

In my game I use variation of Tarr's rules, adapting then to
more nodern warfare (1956-1967 Suez wars). The R.G. has o strike
of 3" which has the possibility of stopping almost any tank on the
teble at close range. This serves the same purpose as the "Hand
grenade rule" - e.z. keeping the tanks from running rough-shod
ovier. the, "PBIM N
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WANTED: 32s.6d. paid for second-hand D-Day; Stalingrad or
Bulge in good condition. J.A.Doyle, 99 Car Road, Fleetwood,
Lancashire.
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Still got a few copies of WARGAMER'S YEARBOOK 1966-67 — Ts. =d.
($1,00) post paid. Also the last of the electronically stencilled
"LITTLE WARS" H.G.Wells' famous book that forms the basis of our
hobby. 1 guinea post paid ($3.00).
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