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Size of the garrison or the army in number of SS 
calculated at the end of the strategic movement sequence 

[1 - 4] [5 - 9] [10 - 19] [20 - 29] 30 et +
1 and - 0 0 0 0 2

2 0 0 0 1 3
3 0 0 0 1 3
4 0 0 1 2 3
5 0 1 2 2 4

6 and + 1 2 3 4 5
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Modifiers
• Garrison : -1
• Movement in at least one SZ requiring 
1 PM (plain) : +1
• Movement in at least one SZ requiring 
2 PM (mountain, forest) : +2, this modi-
fier is only +1 if PN counter (pioneers) is 
stacked with the army.

•Round in a harsh period (from No-
vember to February) : +1

Résultats
• 1,2, etc. : number of SS eliminated to 
distribute uniformly among the units be-
ginning with those with the weakest CF
Note : an army that does not move receives 
neither bonus nor penalty.

Modifiers
Siege of a fortress 
for the besieged, shift one column to the 
left per point of FV not eliminated by a 
cannon shot.

Battle
Modifier linked to the tactical advantage 
to be added to the result of the 1D6 roll 
for a battle (It only benefits the attac-
ker when he attacks from an opposing, 
conquered TZ) :
• Attack from the 1st or 2nd line toward 

the 2nd or 3rd line respectively : +1
• Attack from one of the two wings 
toward any central line: +2
• Attack from the 2nd or 3rd line toward 
the 1st or 2nd line respectively : +3

Results 
Losses are expressed in the form A/D.
The tactical marker Charge doubles the 
defender’s losses. 
The tactical markers Charge and Dis-
mount entail for the attacker the elimi-
nation first of all of units that made it 
possible to use these markers.

• 1, 2, etc. : number of SS to remove.
• R (Battle) : retreat of one TZ for all the 
units except the cannons.
• R (Siege) : the result is ignored for the 
besieger and the besieged except for an 
exit.
•*: Elimination of a historic commander, 
during a battle or a siege, on the result of 
a 1D6 roll = 1. A commander anonymous 
ignores this result.

1D6 Random Event 

1 Arms at their sides 

2 No money,
 no Swiss

3 Alle Freunde

4 Nothing

5 Unmanned wing

6 Rain or snow (1)

1D6
Ratio A/D

(rounded in the favour of the defender)

1/2≤ 2/3≤ 1/1 3/2 ≥2/1
1 4*R/0 2*R/0 1*/0 1/1 1/3R
2 4*R/0 2*R/0 1/0 1/1 1/3R
3 4*R/0 2R/0 R/0 1/1 1/3R
4 3R/1 1/1 0/R 0/2*R 0/4*R
5 3R/1 1/1 0/1 0/2*R 0/4*R
6 3R/1 1/1 0/1* 0/2*R 0/4*R

Legend
• (1) If the game round is during a harsh 
weather period (November – February), 
the rain event is replaced by snow.
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