
FourthCon 27-28 August 2022 

28mm Napoleonics Players’ Pack 

 

Introduction 

The objective of this game at FourthCon is to have an enjoyable, multiplayer game of Black Powder 

2, set in the Peninsula. If you’re interested in playing Black Powder Napoleonics, or keen to try it for 

the first time, take command of a brigade and jump in! This is very much a friendly game intended to 

be a fun and thematic experience. 

Organiser/referee: Tom McGoram, ph 0415 720 927 

Where:  

When: Saturday 27 August (one day only) 

Scenario: Corunna, January 1809 – Elvina Ridge. Scenario by Mr Jonathan Jones, from O’er the Hills, 

Stand to Games. 

Number of Players: 4-8, each player taking one or two brigades, depending on numbers. Each side 

to nominate a CinC who controls the Divisional general, and who may also command a brigade. 

Background:  

At the end of October 1808, the Emperor Napoleon, at the head of The Grande Armée assembled in 

the northern Spanish city of Vitoria, prepared to place his brother Joseph on the throne of Spain by 

force. 

Several Spanish armies gathered to resist him and the British corps in Portugal was ordered to 

advance to Burgos and assist them. With the departure to England of Generals Burrard, Dalrymple 

and Sir Arthur Wellesley to face the enquiry into the Convention of Cintra, which had enabled 

General Junot and his army to be repatriated to France from Portugal after the Battle of Vimeiro 

with all their arms and booty, aboard British ships, command of the British army fell on Sir John 

Moore. Moore commanded 23,000 troops in Lisbon and expected 10,000 reinforcements to arrive at 

Corunna under Sir David Baird. 

As Moore proudly declared, “No British general had commanded so many soldiers since the time of 

Marlborough”. 

Moore sent his infantry by the northern route through Coimbra, Celerico and Badajoz to Salamanca 

in Spain. Late anxieties about the state of that road caused him to divert his artillery and cavalry by 

the southern Ciudad Rodrigo road. 

Arriving at Salamanca, Moore learnt that Napoleon had defeated the Spanish armies and was 

already in Burgos, Moore’s intended destination. Soon afterwards the French entered Madrid. The 

British army, outnumbered by some two to one, was now heavily threatened. Nevertheless, Moore 

felt reluctant to abandon the Spanish and advanced on Soult’s corps in Valladolid. 

But Moore had lingered within striking distance of the large French forces for too long. Napoleon 

was coming after him and it was imperative that the British army retreat with all speed to Corunna 

in the north-west Galician corner of Spain for evacuation by the fleet. 



It was late in the year and the retreat was one of great hardship. From Astorga, Napoleon left 

Marshal Soult to conduct the pursuit. The British rearguard comprising General Paget’s reserve 

brigade, Colonel Craufurd’s brigade and the cavalry seized every opportunity to hold off the French. 

A skilful holding action was conducted by the cavalry at Benevente and by the whole army at Lugo. 

Other than for the rearguard, the discipline of many of the British regiments of foot disintegrated 

and the troops ravaged the countryside and villages through which they passed. A notorious incident 

took place at Bembibre where two-hundred British soldiers became so drunk in a cellar that they 

had to be left for the French. 

The army marched into the port of Corunna on the night of 11th January 1809, many of the troops in 

a state of exhaustion. The French were some distance behind, but the fleet was not in harbour. The 

transports did not reach Corunna from Vigo until 15th January 1809. 

Moore formed his army south of Corunna be-tween the village of Elvina and the sea. Soult’s corps 

carried out a frontal attack on the British line with the emphasis on the British right flank at Elvina. 

The French took Elvina but were driven out by the 42nd Highlanders and the 50th Foot. They 

counter-attacked and recaptured the village. Short of ammunition, the two regiments returned to 

the assault led by Moore and the French were driven out again at the point of the bayonet. 

At the moment of victory Sir John Moore was struck by a round shot and fatally injured. Lying 

stricken, Sir John enquired as to the state of the battle and was reassured that the French had been 

beaten back. The French attack along the British line faded away, Paget’s reserve division driving 

back a late incursion around the open right flank. 

The next day the army was embarked on the transports. One of the last duties of the 9th Foot was to 

bury Sir John Moore on the city ramparts. 

The French charged with shouldered arms, according to their custom. Being at a short distance and 

the English line remaining immobile, the soldiers hesitated to advance, The officers and non -

commissioned officers cried to the soldiers : Forward– March– do not fire!’ 

The Marquis de Chambray 

Rules: Black Powder 2 Rulebook, with additional rules from Clash of Eagles and Albion Triumphant 

Vol1, listed below by phase. See summary on last page of this pack for quick reference 

Army Commanders:  

• May either provide a re-roll to brigade commanders if they commence the turn within 12 

inches of them (move into contact), or: 

• May give an order to any unit within their army that has not already received an order, 

successfully or not. 

Formations and orders: (p96-102, Clash of Eagles, and Albion Triumphant 1) – note, Attack 

Columns are not available to British or Portuguese. 

• Steady Line (British) 

• Column of Companies 

• Forming Square from Line  

• Forming Square from Skirmish 

• Cavalry Deep Formation 

• Lie Down/Prone 



• Cavalry Reaction Order 

 

1. Rules involving Firing (p 107, Clash of Eagles) 

• Infantry may fire if they have not moved more than once (i.e. stay still, or change 

formation, or move once). This does not apply to artillery. 

• Direct and Grazing Fire (p 107) 

• Shrapnel (p 107) 

2. Rules involving Close Combat (p108, Clash of Eagles) 

• Close Combat Fights Involving Line and Column  

• Column vs Line 

• Line vs Column 

3. Terrain (p110, Clash of Eagles) 

• Higher Ground 

• Woods 

• Heavy Woods 

• Light Woods and Orchards 

• Marshes 

• Crops 

• Rivers and Bridges 

• Opposed River Crossings 

• Earthworks and Entrenchments 

 

Elvina Ridge – scenario map, with initial deployments 

 

 



Table size: 8 ft by 6 ft. For deployment purposes, each grid ‘square’ above is 16 inches wide, and 18 

inches tall. The long edge of the table represents roughly 1.5 miles. 

Terrain 

The ground is rocky, with many stone walls, even if not represented explicitly on the tabletop. No 

major woods are present but scrubby areas of trees and bushes make cavalry and artillery 

movement a problem. Artillery and Cavalry will treat all terrain (except Elvina Ridge and the Monelos 

River) as Rough Ground, i.e. half movement 

Hills and crest lines: these will be marked on the table. Units up against the crest can see down the 

hill to their front and may fire at units moving up towards them. Units defending the crest may lie 

down, in which case they cannot be seen by enemy units moving up the hill towards them. If they 

are not lying down they can be seen and targeted normally by enemy units. In close combat, units 

defending uphill will gain +1 to their final combat result if otherwise unengaged (eg by other units to 

their flank or rear). 

Rivers: the Monelos River is fordable by infantry along its length. Cavalry may only cross at suitable 

fords (a double must be scored on two dice to find a ford and the ford marked for future crossings). 

Artillery cannot cross the Monelos in this part of the battlefield. Each cavalry unit within 6 inches of 

the river can search for a ford at the commencement of its Command Phase, it being assumed that 

each would detach sections to search the river bank. Therefore, at any one time the French 

commander could roll up to four separate search attempts by cavalry units within 6 inches of the 

river bank. Once a ford is discovered all search attempts cease and the cavalry will cross at the newly 

discovered ford. 

Elvina: Elvina may be occupied by one battalion, or two small units of skirmishers. Units in Elvina are 

at -1 to be hit and gain +1 to their morale save from shooting. In close combat, units occupying 

Elvina gain a +1 to their morale save and +2 combat result modifier. 

Roads - Troops must be in March Column or limbered to gain positive modifiers to Staff Ratings. 

French Victory Conditions 

Your orders are to take the Monte Mero Heights and/or break the British force holding it. The French 

occupy the heights if they have at least one infantry unit on the heights and there are no British units 

on the heights. 

The French are player A and take first turn. 

British Victory Conditions 

Your orders are to hold the Monte Mero Heights and/or break the French force attacking it. 

Maximum number of turns = 9 

If neither side has achieved its victory conditions by the end of 9 turns, victory will go to the side 

who has inflicted the most casualties on its opponent, as follows: 

• Shaken unit (not part of a broken brigade):         1 pt 

• Destroyed/broken unit (not part of a broken brigade):       2 pts 

• Broken Brigade:            5 pts 

• Occupies Elvina:                          5 pts 



Battle Notes and initial deployments 

This scenario represents the principal action on the British right flank of the Battle of Corunna near 

the village of Elvina. The French commander Soult had ordered the brigades of Gaulois, Lefebvre and 

Jardon to outflank the right of Moore’s position, held by the three British brigades of Bentinck, 

Manningham and Warde. 

The British brigades of Bentinck and Manningham deploy on the Monte Mero Heights above Elvina. 
The British player may deploy both brigades either behind or on the crest-line or on the forward 
slope as far down as Elvina, but may not occupy it. Warde’s brigade is in reserve and will arrive in 4 
one move after re-questing them from turn three. Disney’s brigade, part of Paget’s division, will 
arrive in 1 or 2 as a flank force on normal movement with randomised arrival: from Turn 2 onwards, 
roll a D6 at the start of the British Command phase. On a 6, Disney’s brigade arrives. Each time the 
roll is unsuccessful, add one to the next attempt. Disney’s Brigade will enter by turn 7 if it has not 
already done so. It may deploy on either side of the Monelos River. All British reinforcements arrive 
in column of companies unless they stay off table for a turn to arrive in the player’s chosen 
formation. 
The French brigades of Caulaincourt, Lefebvre, Gaulois and Jardon deploy as shown within 24 inches 

from the French baseline. 

  



Order of Battle: French 

Unit/General Size (bases) Map Deployment Area Unit type 

2nd Division, General de Division Mermet (SR 8)  

Foot Battery (8pdr) 1  15 Foot Artillery 

Foot Battery (8pdr) 1  16 Foot Artillery 

1st Brigade, General de Brigade Gaulois (SR 8)  

1/47me Ligne 6 21 Line Infantry 

2/47me Ligne 6 21 Line Infantry 

3/47me Ligne 6 21 Line Infantry 

3/47me Ligne 6 21 Line Infantry 

47me Voltigeur 
Battalion 

3 (small unit) 21 Combined Voltigeurs 

2nd Brigade, General de Brigade Lefebvre (SR 8)  

1/122me Ligne 6 23 Line Infantry 

2/122me Ligne 6 23 Line Infantry 

3/122me Ligne 6 23 Line Infantry 

4/122me Ligne 6 23 Line Infantry 

122me Voltigeur 
Battalion 

3 (small unit) 23 Combined Voltigeurs 

3rd Brigade, General de Brigade Jardon (SR 8)  

1/31me Legere 6 22 Light Infantry 

2/31me Legere 6 22 Light Infantry 

3/31me Legere 6 22 Light Infantry 

4/31me Legere 6 22 Light Infantry 

31me Tirailleur 
Battalion 

3 (small unit) 22 Combined Voltigeurs 

Cavalry Brigade, General de Brigade Caulaincourt (SR 8)  

Horse Battery 1 19 Horse Artillery 

17th Provisional 
Dragoons A 

6 19 Dragoons 

17th Provisional 
Dragoons B 

6 19 Dragoons 

18th Provisional 
Dragoons A 

6 19 Dragoons 

18th Provisional 
Dragoons B 

6 19 Dragoons 

 

  



 

French Unit Stats and Special Rules 

Note: all French infantry have the following special rules as well as those in the table below: 

• Must Form Square 

• Lie Down 

• Column of Companies 

• Mixed Formation 

Unit Type Armament HtH Shooting Morale Stamina Special 

Line 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

6 3 4 3 Pas de 
Charge 

Light 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

6 3 4 3 Pas de 
Charge, 
skirmish, 
sharpshooter 

Combined 
Voltigeurs 
(small) 

Regular 
Infantry 

Smoothbore 
Musket 

3 2 4 2 Pas de 
Charge, 
skirmish, 
sharpshooter 

Dragoons Regular 
Cavalry 

Sabre 8 - 4 3 Heavy 
Cavalry D1 

Foot 
Artillery 

Regular 
Artillery 

Smoothbore 
Artillery 

1 3-2-1 4 2  

Horse 
Artillery 

Regular 
Artillery 

Smoothbore 
Light 
Artillery  

1 3-2-1 4 1  

 

  



Order of Battle: British 

Unit/General Size (bases) Map Deployment Area Unit type 

1st Division, LTGEN Baird (SR 8)  

1st Brigade, MAJGEN Warde (SR 8)  

1/1st Foot Guards 6 Off table – deploy 4 British Foot Guard 

2/1st Foot Guards 6 Off table – deploy 4 British Foot Guard 

Guards Light 
Companies 

2 (tiny) Off table – deploy 4 British Foot Guard 
Infantry Light 
Companies 

2nd Brigade, MAJGEN Manningham (SR 8)  

3/1st Foot 6 4 British Line Infantry 

1/26th Foot 6 4/5 British Line Infantry 

2/81 Foot 6 5 British Line Infantry 

Brigade Light 
Companies 

2 (tiny) 2/3 British Line Infantry 

3rd Brigade, MAJGEN Bentinck (SR 8)  

Foot Battery (6pdr) 1 3 Royal Artillery 

1/4th Foot 6 2 British Line Infantry 

1/42 Highland Foot 6 3 British Highland Line 
Infantry 

1/50th Foot 6 3 British Line Infantry 

Brigade Light 
Companies 

2 (tiny) 2/3 British Line Infantry 
Light Companies 

2nd Brigade, Reserve Division, BRIGGEN Disney (SR 8)  

1/52nd Foot 6 Off table – deploy 1 or 
2 

British Light Infantry 

1/95th Rifles 6 Off table – deploy 1 or 
2 

Rifle Battalion  

 

  



British Unit Stats and Special Rules 

Note: all British infantry have the following special rules as well as those in the table below: 

• Must Form Square 

• Steady Line 

• First Fire 

• Lie Down 

• Column of Companies 

• May not form Attack Column 

Unit Type Armament HtH Shooting Morale Stamina Special 

Line 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

6 3 4 3 Steady Line, 
First Fire 

Light 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

6 3 4 3 Steady Line, 
First Fire, 
Skirmish, 
Sharpshooter 

Rifle 
Battalion 

Regular 
Infantry 

Rifled 
Musket 

6 4 4 3 Skirmish, 
Sharpshooter, 
Reliable, Elite 
4+, First Fire 

Line 
Infantry 
Light 
Companies 
(tiny) 

Regular 
Infantry 

Smoothbore 
Musket 

2 1 4 1 Steady Line, 
First Fire, 
Sharpshooters, 
Skirmish, Tiny 

Highland 
Light 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

6 3 4 3 Steady Line, 
First Fire, 
Tough Fighters 

Guard 
Infantry 

Regular 
Infantry 

Smoothbore 
Musket 

7 4 3 4 Steady Line, 
First Fire, 
Reliable, Elite 
3+ 

Guard 
Infantry 
Light 
Companies 
(tiny) 

Regular 
Infantry 

Smoothbore 
Musket 

2 1 3 2 Steady Line, 
First Fire, 
Sharpshooters, 
Skirmish, Tiny, 
Reliable, Elite 
3+ 

Foot 
Artillery 

Regular 
Artillery 

Smoothbore 
Artillery 

1 3-2-1 4 2 Reliable 

 

  



Special Rules Summaries 

• Steady Line (British): 

o When charged, a formed British unit with this rule that is not disordered or shaken 

can either: 

i. Stand and fire as usual with the usual fire modifiers, or 

ii. Fire and counter-charge, in which case it does not receive the closing fire 

bonus 

• Column of Companies 

o Represented by a battalion in single file 

o A commander ordering such a formation gains +1 to their Staff Rating 

o Unit gets one free move even on a failed order (except a blunder) 

o Shoots with one die in shooting phase 

o Reduces Hand to hand value by 2 

o Counts as attack column when targeted by artillery but gets no morale bonus of any 

kind 

• Forming Square from Line (note: columns protecting flanks of line must be in flank zone of 

the line and within 2 inches of the line) 

o Infantry in line attempting to form square when charged by enemy cavalry must 

pass a command roll using their commander’s Staff Rating. The Staff rating is 

increased by one if the cavalry are over one move away, and by two if the cavalry is 

over two moves away, 

o A battalion that fails the roll by one forms a disordered square: any other failure 

disorders the infantry and it does not form square. 

o If infantry in line has both its flanks secure, it does not have to form square if 

charged to its front by cavalry. Flanks are secured by the following: 

i. There is terrain impassable to cavalry within 1 inch of the infantry and in the 

infantry’s flank zone. 

ii. There is a friendly infantry unit in square formation within one inch of the 

infantry and in the infantry’s flank zone. 

iii. There is a friendly infantry unit in column formation within 1 inch of the 

infantry and in the infantry’s flank zone, which successfully forms square 

when the infantry in line is charged by cavalry 

o Infantry who are caught by cavalry when not in square suffer a minus 3 (-3) combat 

result modifier, and suffer -1 to any subsequent break test caused by the cavalry 

• Forming Square from Skirmish (i.e. rally square) 

o Infantry in skirmish formation charged by cavalry use the same procedure as that 

above for infantry in line formation. 

• Cavalry Deep Formation (i.e. one squadron frontage) 

o Arrange cavalry unit two bases wide and three deep 

o Commander ordering such a unit gains +1 to their staff rating 

o Unit gains +1 combat resolution bonus 

o Artillery targeting such a unit gains +1 to hit 

o Unit reduced its hand to hand rating by 1 

• Lie Down/Prone 

o Infantry battalions can be ordered to lie down (must still pass command roll). 

o Unit that lies down is in the formation “Prone” which negates any formation it was 

in previously 



o Unit that is prone cannot move unless ordered to stand up, which takes one move to 

do so. 

o Artillery targeting a prone unit at medium or long range must re-roll any hits 

o Infantry fire hits a prone unit normally 

o A unit that is prone when charged and contacted can only declare a Stand reaction. 

Cannot deliver closing fire and becomes disordered. 

• Cavalry Reaction Order 

o Allows cavalry to react to enemy units moving within proximity range (12 inches). 

o If given a successful Reaction Order, place token/marker on unit. 

o During enemy turn, it may declare a charge on any enemy unit that comes within 

proximity range to the cavalry’s front.  

o This charge must be declared as soon as enemy unit is at proximity range. 

o Enemy unit gets all the usual responses to the charge. 

o Cavalry may make one charge up to its normal movement allowance. 

o Cavalry units does not have to change first unit that enters proximity range. 


