WHN

by Justin Taylor (2002-11-09)                 Version 1.0

These rules are modifications to the WHFB system (currently in version 6) produced by GW. All trade marks are acknowledged. These rules are part of the Whatever Your War Hammer website, bringing together all the various modifications that people have made to the WH system. They are my contribution to the many options available to gamers and I would value your input to help get them right.

If you have any comments, please email: wywh@justint.gxn.co.uk

The aim is to create a set of easily understandable rules to play battles in the Napoleonic era. The first modification is to dump Magic completely! 

Troops and Formations

Regiments

Most units of infantry and cavalry are designated Regiments, in actual fact we are properly talking about battalions of infantry and squadrons of cavalry but regiments sound better and we can use the same term for both troops.

A regiment always has a leader (Champion), musician and standard bearer. Since regiments always have these, no extra points are paid for them in WHN. A leader is different from the rest of the regiment in that he has an extra attack in hand to hand combat, otherwise his stats are the same as the rest of the regiment.

Regiments can be between 5 and 48 figures strong.

Some regiments are special Light Troops and can either operate in formations or as Skirmishers (see pages 115-116 of the WHFB rules). Regiments of infantry must be specially trained to be considered Light troops but all regiments of light cavalry (such as Hussars and lancers) are Light Troops. 

Formations

A regiment must always be in a formation (except when fleeing). The formations available are:

Line; 
must have at least twice as many figures wide as it is deep. For example, a line two figures deep must be at least 4 figures wide. 

Column;
must have a least the same figures in depth that it is wide. For example, a column 4 figures wide must be at least 4 ranks deep.

Square;
a formation only available to infantry, in which the regiment forms a 'box' with troops facing out of each side. Can only be formed by Reforming the regiment (see p. 50 of the WHFB rules). Once formed a square cannot move. To leave the square  formation the unit must again Reform. This is the ideal formation to repel cavalry attacks. A square does not have flanks or rear.

If at the start of a turn a regiment that is not fleeing, is not in a proper formation, for example after receiving casualties, it must move so that it is. You cannot voluntarily keep a regiment so that is not in a proper formation. 

Skirmishers

Some units are designated Skirmishers and can use the rules on p.115-116 of the WHFB rules. These will mainly be a screen of infantry in front of the main lines but can also represent irregular cavalry such as Cossacks. Skirmishers do not have leaders, standards or musicians. Light Troops may chose to operate either in Formation or as Skirmishers but do have leaders, standards and musicians.

{Optional rule}

You may think is more realistic to have up to a sixth of a regiment of infantry to operate as Skirmishers. If so they must stay within 8 inches of their parent regiment and if they fail a leadership test, must immediately rejoin their regiment. To deploy such Skirmishers requires a Reform move. Whilst they are operating as Skirmishers they are considered separate from their parent regiment.

Artillery

Guns operate as single models. Each gun is really representing a battery of artillery.

Moving

No changes to moving except as noted above Squares do not move.

Cavalry cannot charge artillery frontally, although they can perfectly happily charge into their flank/rear or indeed pursue into them. This is to avoid the difficulties of canister against cavalry charges.

Shooting

No changes except to represent the increased effectiveness of a first shot, hand guns get +1 to their strength when firing for the first time in a game. I prefer this to increasing the chance to hit, as shooting is fairly effective anyway and the better chance of hitting should be reserved for better trained troops. You will also note in the weapons section that hand guns are weaker than in WHFB and have no save modifier. This is because these stats make for a more interesting game and few saves are allowed in these rules anyway.

Combat

Change the Extra Rank bonuses as follows, Infantry in square always get a rank bonus of +3, unless they are in combat with enemy infantry, in which case they get no rank bonus at all. Cavalry can get a maximum rank bonus of +1.

Psychology

Add to Leadership tests:


Add the rank bonus a regiment can claim to its unit Leadership. Note Skirmishers never get a rank bonus.

Instead of using the generals' leadership to take tests instead, add +2 to the regiments leadership if it is in formation and within 12 inches of the general. A 'general of division' (a group of regiments) may add +1 to regiments but only those under his command.

All these additions can be added together (i.e. cumulative) but a regiment can only ever have a maximum leadership of 10.

Weapons

Hand to Hand weapons

Weapon
Strength
Special

Musket/Rifle
As user
none

Sword
As user
none

Heavy sword
+1 to strength when charging
none

Lance
+2 to strength when charging
-1 to Initiative when not charging 

Missile weapons

Weapon
Range
Strength
Special

Carbine
16" 
3
+1 strength first time unit fires

Musket
24"
3
+1 strength first time unit fires

Rifle
30"
3
+1 strength first time unit fires

Artillery


M
WS
BS
S
T
W
I
A
Ld
Sv
Cost

Artillery Crew
3
3
3
3
3
1
1
1
7
-
Normal

Guard Artillery Crew
3
3
4
3
3
1
4
1
8
-
Add 50%

Weapon
Treat As
Cost

Light Gun 4pdr
Bolt thrower (p.124). Can move and fire.
50

Medium Gun 6/8/9pdr
Cannon (p.122). May not move and fire.
60

Heavy Gun 12pdr
Great Cannon (p.122). May not move and fire.
80

Howitzer
Stone thrower (p.120). May not move and fire.
80

Horse Artillery
Move of 8. Bolt thrower (p.124). Can move and fire.
80

Canister, all artillery except howitzers may fire canister instead of taking a normal shot. Treat as Grapeshot (see p.122) except that light/medium/horse artillery  have strength 4, -2 save modifier, whilst heavy artillery has strength 5 canister, with no saves allowed. 
Guard artillery may re-roll an Artillery or Scatter die when firing, however must abide by the new roll.

Army Lists

British

British General


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Army General
8
-
-
-
4
3
4
-
10
4
100

Special:      Eye for Ground; a British army may always choose their table edge.
British Line Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Line
3
3
4
3
3
1
3
1
6
-
6

Equipment: muskets

British Rifle Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Rifles
4
3
4
3
3
1
3
1
7
-
10

Equipment: rifles
Special:       Light troops

British Highlander Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Highlander
3
4
4
3
3
1
3
1
7
-
9

Equipment: muskets
British Guard Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Guard
3
3
4
3
3
1
4
1
8
-
9

Equipment: muskets

British Skirmishers 


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Skirmishers
4
3
4
3
3
1
3
1
6
-
7

Equipment: muskets
Special:      Skirmishers

British Light Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Light cavalry
8
3
3
3
3
1
3
1
7
6
16

Equipment: swords
Special:      Light troops

British Heavy Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

British Heavy cavalry
8
3
3
3
3
1
4
1
7
6
18

Equipment: Heavy swords


French
French General


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Army General
8
-
-
-
4
3
4
-
10
4
100

Special:      Artillery General; French artillery deploys last after both sides armies.

French Line Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Line
4
3
3
3
3
1
3
1
4
-
3

Equipment: muskets
French Light Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Light
4
3
3
3
3
1
3
1
5
-
5

Equipment: muskets 
Special:      Light troops

French Guard Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Guard
4
4
3
3
4
1
4
1
7
-
10

Equipment: muskets 

French Skirmishers 


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Skirmishers
4
3
3
3
3
1
3
1
6
-
5

Equipment: muskets
Special:      Skirmishers 

French Light Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Light cavalry
8
3
3
3
3
1
3
1
7
6
16

Equipment: swords
Special:      Light troops 

French Lancer Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Lancer
8
3
3
3
3
1
3
1
7
6
18

Equipment: lances
Special:      Light troops 

French Heavy Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Heavy cavalry
8
3
3
3
3
1
4
1
7
6
18

Equipment: Heavy swords 

French Cuirassier Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Cuirassier
8
3
3
4
3
1
4
1
7
4
24

Equipment: Heavy swords 

French Guard Heavy Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Heavy cavalry
8
4
3
4
4
1
4
1
8
6
30

Equipment: Heavy swords 

French Guard Light Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

French Light cavalry
8
4
3
4
4
1
4
1
8
6
32

Equipment: swords
Special:      Light troops 

Prussian

Prussian General


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Army General
8
-
-
-
4
3
4
-
10
4
100

Special:      No Pity; Prussian Regiments within 12" of the general are subject to Hatred of the French.

Prussian Line Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Line
3
3
3
3
3
1
3
1
5
-
3

Equipment: muskets 

Prussian Militia Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Militia
3
3
2
3
3
1
3
1
4
-
2

Equipment: muskets 

Prussian Skirmishers 


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Skirmishers
4
3
3
3
3
1
3
1
6
-
5

Equipment: muskets
Special:      Skirmishers 

Prussian Guard Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Guard
3
4
3
3
3
1
3
1
8
-
9

Equipment: muskets 

Prussian Light Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Light cavalry
8
3
3
3
3
1
3
1
7
6
16

Equipment: swords
Special:      Light troops 

Prussian Lancer Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Lancer
8
3
3
3
3
1
3
1
7
6
18

Equipment: lances
Special:      Light troops 

Prussian Heavy Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Prussian Heavy cavalry
8
3
3
3
3
1
4
1
7
6
18

Equipment: Heavy swords 

Russian 

Russian General


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Army General
8
-
-
-
4
3
4
-
10
4
50

Special:      No special rules

Russian Line Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Line
3
3
3
3
3
1
3
1
5
-
3

Equipment: muskets 

Russian Militia Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Militia
3
3
2
3
3
1
3
1
4
-
2

Equipment: muskets 

Russian Skirmishers 


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Skirmishers
4
3
3
3
3
1
3
1
6
-
5

Equipment: muskets
Special:      Skirmishers 

Russian Guard Foot Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Guard
3
4
3
3
3
1
3
1
8
-
9

Equipment: muskets 


Russian Light Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Light cavalry
8
3
3
3
3
1
3
1
7
6
16

Equipment: swords
Special:      Light troops 

Russian Lancer Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Lancer
8
3
3
3
3
1
3
1
7
6
18

Equipment: lances
Special:      Light troops 

Russian Heavy Cavalry Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Heavy cavalry
8
3
3
3
3
1
4
1
7
6
18

Equipment: Heavy swords 

Russian Cuirassier Regiments


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Russian Cuirassier
8
3
3
4
3
1
4
1
7
4
24

Equipment: Heavy swords 

Russian Cossacks


M
WS
BS
S
T
W
I
A
Ld
Save
Cost

Cossacks
8
3
3
3
3
1
3
1
5
6
12

Equipment: swords
Special:      Skirmishers 

Design notes

17/11/02
Added Guard Artillery re-roll


Added Prussian and Russian army lists
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