2 by 2 Napoleonic’s Redux
In an effort to satisfy my longing for a simple game that doesn’t ignore the realities I’ve latched on to the game system propounded by Rod Humble. Its leading philosophies, the “glue of war” and the “evolving battlefield” make the game interesting. I, however, propose one change that, IMHO, would perhaps solve an issue that has been rehashed recently. This is the question of scale. The ranges for musketry and cannons don’t mesh with the physical size of the units. I believe Rod’s attempt to represent Napoleonic battles without having to deal with the many intricacies of deployment and loads of factors which bog down many rule systems. As Jon stated “As you, the player, are playing at a higher command level, the individual unit commanders(ie brigade and battalion commanders) are presumed to change unit formations at THEIR discretion. (i.e.: an infantry unit preparing to receive a cavalry charge would presume to change to square, etc). Therefore, unit formations are not shown on the table.” 
My proposed change would simply change the units of measurement. Rod used inches as this is very familier to him and easily implemented. If we change to centimeters, another easily implemented increment, it might appeal to a wider range of players. I propose a scale of 150 paces per centimeter.


1mm = 15p
25mm = 375p

40mm = 600p

Since 40mm bases are a popular and easily moved size, a brigade of either infantry or cavalry could easily deploy and manuever in this space.





Move

Range

AP

Infantry


4cm

1cm

2

  Guard



4cm

1cm

3

  Light*


6cm

2cm

3

  Militia**


4cm

1cm

1

HQ



12cm

NA

4

Heavy Cavalry

8cm

NA

3

Light Cavalry*

10cm

NA

3

Lancers*


10cm

NA

3

Cossacks**


12cm

NA

2

Foot Artillery


4cm

3/8cm

3

Horse Artillery

8cm

2/6cm

4

*may voluntarily rout

**rout whenever any rout w/in 4cm

Road bonus is 4cm

Units may not rally if within 4cm of the enemy.



Division HQ more than 8cm away



Corps HQ more than 16 cm away

Artillery canister = the lower range number

Moving to contact – last 4cm must be in STRAIGHT AHEAD

Each unit has a zone of control to its front and sides. Enemy units must stop on entering this zone. Infantry 2cm; Cavalry & Artillery 4cm

.
Please note that these are not EXACT conversions form inches to centimeters but represent my view of the proper relations of scale and abilities.
The next changes would be to the combat tables:
Resolving shooting

Roll 1d6

Results

8+
Target Routs: roll D6 on 1 or 2 destroyed, else, move max away then disrupted.

7
Target Disrupted: may not move or fire.

6
Target Pinned: may only change facing, may fire normally.

5
Target Halted:  may move or fire normally on next turn

4 or less no effect

Melee

Infantry cannot initiate melee with cavalry.

Artillery cannot initiate melee with an enemy unit.

Each player rolls 1D6

Results:  take the difference in scores.

Draw
Reroll
1
Loser Repulsed 4cm (unit in town, woods remain in control)
2
Loser Recoils full move unless in town or woods then disrupted

3
Loser Routs (see above)(voluntary follow-up)

4-5
Loser Destroyed removed from play (voluntary follow-up)

6+
Loser Destroyed (mandatory follow-up


unless winner is in a town/village)

The changes to the combat tables allow for more variety in results without adding undue record keeping.
Also one minor detail that was left out:  WHAT ABOUT BRIDGES?

Bridges are narrow obstacles and force units to cross in road column which is not a combat formation. The formation must first halt, form road column, move across bridge, then again sort itself out into a combat formation. So like the rule concerning towns units may only move by bridge at half rate, unless the unit has been on the road the whole turn, ie already in road column. Towns still negate the road bonus. I.E. If a unit on a road moves along a road, the road bonus may allow the unit to reach the edge but not into a town. If there is a bridge on the edge of town the unit must stop before crossing the bridge. If a unit is attempting to move through a town and then cross a bridge to engage an enemy unit, the enemy unit will prevent them from crossing unless forced to move away by a combat result.
If a unit that has traveled the entire turn on a road is subsequently contacted for melee by the enemy, that unit should receive the disrupted modifier (-2) in the melee.
