II CORPS

HOUGOUMONT
CAPTURED

COUNTER
ACTION ATTACKS:
Target: II Corps (Hill) i
Roll a die: ENEMY
1. TR0 4 1AC COUNTER
20 1AC oo FREC 5. 2 AC: 1FC ATTéCKS;

g AC T LFC 6+ . 2A6 ¢ 0 1AM

+1 modifier for the die roll if IT Corps (Hill) in squares.

Al

IV CAVALRY CORPS

Cavalry: 5100 Artillery: 12

ACTION COUNTER ATTACKS:
Target: I Corps (Orange) Usxbridge
Roll a die: Roll a die:
1B 1FC 1...1FC
2. LAM .. ... 1FC 2...1AM ...1FM
3...1AM

biaaes 1AM ... 1FC ... 1AC
6+.....Ney’s cavalry charge
i) ENEMY COUNTER

ATTACKS:

At the end of the action I Corps must form squares (turn Oranges’s card).
+1 FC for all results if I Corps (Orange) in squares before the action.

-

III CAVALRY CORPS

Infantry: - Cavalry: 5100 Artillery: 12

ACTION COUNTER
Target: I Corps (Hill) ATTACKS:
Roll a die: Hill

Make the action against
II Corps (Hill) with +1 modifier
for the die roll.

b 1AM ... 1FC ... 1AC ENEMY
6+.....Ney’s cavalry charge COUNTER

t th d

e ATTACKS:

At the end of the action II Corps must form squares (turn Hill's card). -
+1 FC for all results if IT Corps (Hill) in squares before the action.
IV CAVALRY CORPS
NEY'S CAVALRY CHARGE

French player must choose to play this action until rallied
(unless all Kellerman’s and Milhaud’s divisions are lost.)

ACTION
Target: II Corps (Orange)

Roll a die: -x modifier for the die roll.
L ...1 AM... cavalry rallied (turn the card) . %= tthe n‘l‘mb(f.r of
2: ...1 AM.... cavalry rallied (turn the card) &(eol?e,ff:: 5 Sl’m;m;]s
3...1AM ..1FM

4. ..1AM +IIFéC for all results if
: o )
g """ } ﬁﬂ i 23 square(s)rg:ft()rea‘;l}ﬁ)alcrtl:ion.



Treclle

II CORPS

' LA HAYE SAINTE '
; CAPTURED ;

__________________________ COUNTER
ACTION ATTACKS:
Target: I Corps (Hill) i
Roll a die: ENEMY
e 1FC 4..1AC COUNTER
26 TAG oo FRC. 5o 2 AG: 1 FC ATTACKS:

S ARG T 1FC 6+. 2AC ... 1AM

+1 modifier for the die roll if IT Corps (Hill) in squares.

HOUGOUMONT
CAPTURED

Al

IV CAVALRY CORPS

Cavalry: 5100 Artillery: 12

ACTION COUNTER ATTACKS:
Target: I Corps (Orange) Uxbridge
Roll a die: Roll a die:
15 1FC oo 1FC
2 1AM ... 1 FC Do 1AM .. 1FM
S 1AM ... 1 FC 1AM
ARPAMD e : g ...... % ﬁg ...... 1FM
L5 o 1AM ... 1FC ... TAM s el o W
""6+....Ney’s cavalry charge B G e 1AM
(e fhe oard) ENEMY COUNTER
At the end of the action I Corps must form squares (turn Oranges’s card).

ATTACKS:

+1 FC for all results if I Corps (Orange) in squares hefore the action.

III CAVALRY CORPS

Cavalry: 5100 Anrtillery: 12

ACTION COUNTER
Target: II Corps (Hill) ATTACKS:
Roll a die: Hill

Make the action against
II Corps (Hill) with +1 modifier
for the die roll.

PR 1Fe 1AM ENEMY
6+....Ney's cavalry charge r
(turn the card) COUNTER

ATTACKS:

At the end of the action II Corps must form squares (turn Hill’s card).
+1 FC for all results if IT Corps (Hill) in squares hefore the action.

IV CAVALRY CORPS

NEY'S CAVALRY CHARGE

French player must choose to play this action until rallied
(unless all Kellerman’s and Milhaud’s divisions are lost.)

ACTION
Target: II Corps (Orange)

ol -x modifier for the die roll.

3 x = the number of

1. ...1 AM... cavalry rallied (turn the card) the lost cavalry divisions
2. ...1 AM... cavalry rallied (furn the card) (Kellerman + Milhaud)
3...1AM ..1FM +1 FC for all results if
40 T AM I Corps (Orange) in

5 squares before the action.
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6: ...1AM...1AC



