The NUGGET Feb 1999
A WEE DRAM OF NAPOLEON
Onside Report by Tim Gow

A reasonably successful session, the system having previously been play tested at the
Sheffield club. The game at COW involved Ney's Armee du Nord, comprising | Corps (D'Erlon)
and VI Corps (Lobau) as it may have appeared at Waterloo, opposition being provided by
Blucher’s Prussians from the same pericd. To {(hopefully) put the following rules into context, |
include the orbat from D'Erlon’s Corps. In the game the Prussians were eventually put to flight
although the French were in no condition to fight on. One of the highlights for me, at any rate,
was Wayne Thomas' splendid rendering of Blucher — every turn was spent issuing orders to
“ATTACKI®

Following the COW outing, and comrespondence with Tim Cockitt, | have identified some areas
which require amendment or clarification:

»  risk to generals involved in combat;

+ supply effects and looting rules {You can never have too many wagons!)

+  examples of generals’ characteristics,

Changes will be made as and when | get round to it, but if anyone is interested in further
playtest and development games in the Sheffield area, my contact details are on the back

page.

i Corps

D'Erlon CRO AP3

1st Division 2 bases line infantry SP3
2nd Division 1 base line, 1 light infantry SP4
3rd Division 2 bases line infinfantry SP3
4th Division 2 bases line infnatry SP3
Cavalry Division 1 base light cavalry SP3
Corps Artillery SP1
1. Scales

1 game turn = 2 hours

6 inches = 1 mile (1:10,500)

1 base of figures = brigade-sized unit
1 stand = division

1 gun model = 2 - 4 batteries

2. Sequence of Play
Exhaustion Tests
Movement
Reveal Orders
Combat
Re-organization
Issue New Orders

3. Exhaustion
When a stand’s SP rating falls to 50% or less of it's starting value, it may no longer voluntarily
move into contact with enemy.
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4. Orders

Generals (usually corps commanders) may issue order chits according to their ability point
(AP) rating. It costs 1AP to issue an order to a stand within 2 miles.

If not in direct line of sight +1 AP

If between 2 and 4 miles distant +1AP

Orders which may be issued are as follows:

Order Use Next Order May Be:
Deploy Changing between other orders Any
Reserve Resting (not possible D,R.M
within 2 miles of enemy)
Attack Engaging enemy DA
Manoceuvre Marching D,RM

Higher level generals may also issue written orders (on the back of a business card) lo
subordinate generals. In this case, their AP is the maximum distance (in miles) such an order
may be sent.

5. Movement

Movement rates in miles are as follows. “M” rates may be doubled on good roads.
Troop typse D R A M

Infantry 1 ) % 2

Heavy Cavalry 2 o) 1 2%

Light Cavalry 2 0 1% 3

Artitlery 1 0 0 1%

Generals 2 2 2 3

Wagons 1 1 1%

6. Combat

Only stands in contact and artillery in range (1 mile) may engage in combat. Place a strip of
“smoke” between engaged stands, and a puff in front of active artillery. Count own SPs
involved and apply modifiers:

+CR (Charisma Rating) of friendly general in contact

+1 if infantry in BUA/woods

+1 if cavalry which moved to contact this turn
+1 if artitlery

-1 if attacking across a bridge of ford

Count out the relevant number of dice and pass to the enemy player, then roll on the following
table to see what casualties he has inflected on you. The scores shown are those required to
suffer a casualty.

Enemy Order
R A M
D - . 6 -
Own R - - 5,6 -
Order A - 6 56 -
M - - 56 -

Stands which started the turn with zero SPs are removed if contacted by enemy in "D” or *R".
Stands which are forced by combat results into °negative equity” are also removed. Bases
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from removed stands straggle back through friendly lines, thus adding to the look of the thing
and getting in the way.

7. Reorganisation

Infantry and cavalry stands with “R" orders which are not engaged in combat may attempt to
reorganise. Roll 1 D6 per stand

+CR of own general if within 1 mile

-1 if enemy advancing or in contact within 2 miles

2 if stand is cavalry

if the result is a 6 add 1 SP to the stand. The result must not, of course be higher than the
stands original SP rating.

8. Sorting out the Toys
Basing details are as follows:
Type Width Depth Figures
{inches) (inches) (15mm scale)
Infantry Brigade 1 1 4
Cavalry Brigade 1 1 2
Artillery 1% 3 1gun
Division 3 5 1-6 brigades
Corps HQ 1% 3 1-2
Army or Wing HQ 2 4 2-4
Supply Column 1% 4 1 wagon
9. Calculating Strength Points (SPs)
SPs are calculated as follows:
18P per 2,000 infantry or 1,000 light cavairy or 750 heavy cavalry or 12 guns
+2 if excellent troops e.g. Old Guard
+1 if good guards e.g. Young Guard
+0 if good line e.g. most British
-1 if average line e.g. later French
-2 if poor line e.g. Landwehr
3 if awful e.g. Spanish
+1 if good officer corps e.g. French, British
-1 if poor officer corps e.g. Spanish, Austrian
+1 if mostly heavier than 12pdr guns
-1 if mostly lighter than 6pdr guns
-00o0-
Offside Report by Bob Cordery

I have to declare an interest before making comments about this session. As one of the people
Tim Gow had discussed the game mechanisms with before and during the design of DRAM, |
knew what to expect before | took part. That said, this was the first opportunity | have had to
actually play a game with the system, and | was very interested to see how it would work “for
real”.

I was not disappointed. The game seems to flow along at a fairly rapid pace - the moves
represent two hours of real time - and the result, when analysed, seemed realistic. A Prussian
Corps (it was, in fact, modelled on the Prussian contingent that arrived on the afternoon of the
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Battle of Waterloo and contained a mixture of Line and Landwehr units) was attacked by a
French Corps. The Prussians formed a defensive line, shielded on the left flank by a cavalry
division, with a small reserve to the rear. The French pressed forward, and after being held for
four hours, forced the Prussians to retreat (in fact, the Prussians suffered cas}:alues which
forced them to take an exhaustion test, which they failed). The exhausted Prussians fell back
in good order, and when nightfall came they were in able choose whether to rest and
recuperate or withdraw to a more defensive position. On the other hand, the Freqch were in
control of the battlefield, and still had sufficient strength to be able to consider pushu:ag forward
the next moming, with the intention of continuing the battle and destroying the Prussian Corps.

The game system worked well, and | particularly like the exhaustion test, as this epsuned that
units did not “fight to the last man”. With only very minor changes (i.e. to incorporate
movement by rail etc.) the system could work equally well for any war between 1815 and 1914,
and by next DMCS/COW probably will be being used to do just that.

pu CH | > /((‘jégo?./
TR STTRE FRR: R

.... DOESN'T FIGHT TOTHE LAST MAN




