BRITISH GRENADIER! AMENDMENTS.

In Scenario Book 1

Vulnerability of Artillery

a. Reduce the modifier for those firing at deployed artillery from -3 to -2.

b. Deployed artillery that is being fired upon at close range cannot rally off Disruption Points at the end of a turn. If enemy forces do not engage this battery during another turn, but remain within close or grapeshot range, then you may rally off DPs in the usual way. If enemy fire is maintained at close quarters, the only way to rally DP’s off a battery will be to withdraw it to a safe distance. [see below for modification to this second paragraph]

Optional – Open Order and DPs

In some scenarios players may chose to treat troops in Open Order in the same way as they would those in Extended or skirmish order; i.e. to limit DP’s from movement to one per move. This reflects the fact that Open Order formations suffered less disorder when moving through some types of woodland than troops in Close Order. I would urge players to use this optional rule only when the historical record supports the conclusion that adopting such formations made movement easier. The prime example I am thinking of is the Saratoga campaign. If in doubt stick to the original formation on this subject. 
In Scenario Book 2

Receiving Charge, Clarification
On page 27 of the original “British Grenadier!” ruleset, paragraph 2 of charge rules, it is suggested that units being charged “may now move the equivalent of the chargers move and/or fire”. This is wrong, the defender cannot both move and fire under these circumstances.

If the charger moves sufficiently far with his first movement dice to contact the defender, then that defender may not respond in any way to the charge except to test morale after the charger has tested his. If the charger’s first movement dice does not carry him into the defender, then that defending player may opt to fire or wheel. If the attacker then throws a second movement dice and fails to contact the defender, but the defender has not yet fired then the defender has the option to open up in the fire phase or to move (again) in the movement phase. 

British Grenadier Without the Average Dice

Over the years I have noticed the biggest single problem people have picking up British Grenadier! is an occasional confusion about when to use average dice (AvD, i.e. dice with faces bearing the numbers 2,3,3,4,4,5) or normal six sided dice (D6). To be clear, the AvD are used only for movement of Elite and Line units. All other throws involve D6. 

Some players are also puzzled as to why a less well trained unit, using D6 for movement might be able to move six inches instead of the maximum five available to the Elite or Line regiment. The logic behind this originally was to reflect the tighter discipline of these better units and superior skills at maintaining formation, skills that might sometimes involve moving a little more slowly. 

Given the objections I have heard to AvD – both of complicating the game and of allowing the rabble to move more quickly than steady troops, - I am setting out an alternative scheme for using only D6 in ‘British Grenadier !’

1. Elite and Line units use D6 for movement but accrue Disruption Points (DPs) only if they throw one.

2. Elite or Line units throwing one, take a DP but actually move two inches. All other throws should be moved as normal and without addition.  

3. 2nd Line, Militia, and Levy units use D6 for movement too, but accrue DPs if they throw one or six. 

4. 2nd Line, Militia, and Levy units throwing one or six move exactly that distance and take their DP.

These changes, in summary: allow Elite and Line units to move up to six inches per dice but not less than two; dictate that 2nd Line, Militia, and Levy units accumulate DPs on high as well as low throws, moving anything from one to six inches per dice. 
Rallying Artillery Disruption Points

In Scenario Book 1, Rule Amendments, it is stated that artillery cannot rally off DPs if is being fired upon by close range musketry (6” or 7”for rifles) or grapeshot. In future a simpler rule should be applied, simply that artillery cannot rally off DPs if within 12” of an enemy unit. 

Light Artillery Basing
Light guns (effectively 4 pdrs and 3 pdrs) should be based with three crew figures rather than four. They can also be mounted on smaller bases. I would suggest for 25mm troops, 50mm wide by 60mm or 65mm deep.
Commanders in Chief and Disruption Points

Under the existing rules, Commanders in Chief may rally one or two DPs (depending on whether they are poor/average or excellent) from a unit they are in contact with if that unit remains stationary (and subject to other restrictions, see above for artillery and subject to other restrictions for poorer training grades). 

From now on, a CinC joining a unit on ‘Assault’ orders will be able to remove DPs even if that unit is moving.  This is the only exception to the principle that units should be stationary to rally off DPs and reflects the effects of an army commander personally leading an assault unit to the exact place where he wants it.        
Super Light Guns

Pieces under 3 pdr, such as naval swivels, amusettes and 'grasshoppers', are based with a crew of two and fire on the musketry table '9 figures or less' bracket. Their range is 0-12" short and 12-24" effective. Ignore their fire at distances beyond that. They cannot fire canister but get +1 modifier at short range.      
