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Perfidious Albion

If this is your first XTR game,
read this box first.

| Don't try to memorize these rules! No one does that.

| Wargame rules are written to create game systems that |

| simulate the realities of military command as much as

possible. As you play the game, you'll find things move

| along according to a real-world kind of rhythm. After a |

| few turns, that rhythm will become second-nature, and
you won't need to refer to the rules as often.

Read the rules through in their entirety at least once
before you punch out the playing pieces. During play,
look up specific rules when you need to, and use a pen or
highlighter to make notes and reminders to yourself at
places that give you trouble.

The rules are numbered to help you find the ones
you need. The first number indicates the major rules sec-
tion. The number to the right of the decimal point indi-
cates specific rules within each major section. For exam-
ple, section 2.0 deals generally with the uses of the vari-
ous components that make up a complete game, and rule
2.7 within that section explains specifically the meanings
of the various abbreviations printed on the unit counters.

_ The bold-type headings are there to help you locate |

| major topics more quickly. The boxed “Notes” distrib-

| uted throughout the text give examples of play or explain
the rationales behind various rules. In your first reading,

| skip those labeled “Old Hands Notes.”

| This is a wargame of low-to-intermediate complexi-
ty. That means you can learn to play it on your own, even
if you and vour opponent are completely new to the
hobby. Like starting anything new, though, the best way
to get into wargaming is have an old hand help you. If an
experienced gamer is available to instruct you, use him.

During your first few matches of the game, skip the
rules and sections marked with this symbol: Q. That way
you won't get the full competitive or historical experience
of playing with all the rules, but you will become accus-
tomed to the rhythm and flow, and that will make play-
ing later with all the rules easier.

Most of all, remember — the main reason to play
these games is to have fun. If there’s some rule or section
you're not sure you completely understand, don’t let it
throw you. Talk it over with your opponent and play it
according to your best understanding at the time. Later
on, after your gaming experience has increased and new
understandings come to you, you can look back on those

earlier matches and have entertaining and manly
exchanges like this: “Hey! Remember that last game
| where you beat me?! Well, that wouldn’t've happened if
| we'd been doing those attacks the right way!” And, “Oh, |
| veah?! Well, sit down here and I'll clean yer clock again!” |
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R E Y XA

Let us be the masters of the Channel for six hours and we are mas-
ters of the world....The Channel is but a ditch that shall be leaped
when one is bold enough to try.

— Napoleon Bonaparte, 1803

Sire, the sea which separates you from your enemy gives him
immense advantage over you. Wind and storms enable him to defy
you from his island, which is at present inaccessible to you. I can
remove the obstacles which protect him and, not withstanding his

fleets, I can transport your armies to his territory within a few

hours without having to fear storms or wait for a favorable wind.
— excerpt from Robert Fulton’s 1804 letter to Napoleon

1.0 Introduction

1.1 In General

Perfidious Albion is a two-player “what if” simulation of
a hypothetical Napoleonic plan to invade England in the
alternative history described in the article of the same name
printed in issue no. 47 of Command magazine.

1.2 Game Scale.

Each hex on the map represents five miles from side to
opposite side. Each complete game turn equals one week.
The combat units in the game represent divisions of about
10,000 men, and corps of about 30,000 to 40,000.
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Terrain Type Movement Cost
Clear 25

Beach eor O1TH”
Forest i

3¢ of Defender Strength
150% | 200% | 300% | 4£00%

Hills 2
AS AS AS EX |1 Turnpikes 0.5+

River/Canal Hexside +1 or NE
All-Sea Hexside NA except by sea

AS AS AS EX
AS AS EX EX

: move, see sec. 7.0
AS | EX | HX | DR Fortified Hex OTIH il
EX EX DR DH Signal Towers See 11.13
EX DR DH DE Town/Port OTIH
Fortress Town/Port OTIH

DR DH | DH DE
DH- | DH | DE DE
DEE; | DH DE DE

© || NS | | |w |9 | = |
oy 2td

DE DE DE DE NOt\eIZ Not All d
NA = Not Allowe
DE DE. | DE DE NE = No Effect

DE DE | DE DE

o
=

OTIH = Movement Costs determined by the Othe

*French units landing from sea movement pay 2\

TNullifies River/Canal crossing penalty of +1, but
movement rate when moving from one such hex to a
road/turnpike hexside; otherwise OTIH.

#This defender bonus is nullified for British defe
is participating in the French attack into their hex.

All applicable terrain costs and combat effects ar
effect in every situation.

automatic DE result.
[itomatic AE result.

| treated as 10.

hted as -3.




Attacker Strength As Percenta,

5% | 33% | 50% | 75% | 100%
-3 AE AE AE AE Ak |
_ -2 AE AE AR AE AH
oo 1 | AE | AE | AE | AH | AH
3 DRM in favor of the French 0 AE AE AH ATL AS
F 2 DRM in favor of the French 1 AE AH Al AH AS
1 DRM in favor of the French E 2 Al A AH HX AS
Doicmage o1 3 | A | A |lag | Hx | A
3:3 Chfﬂ_lge Alx | am | Bax [as | as | BxL
__ Nochange 5 | HX | As | a5 | X | iEx
1 DRM in favor of the British 6 AS AS EX O | TR
3 7 AS EX EX DR DR
to die roll checks when any French 8 | EX EX DR | DR | DH
rial Guard infantry are engaged. 9 EX DR DR | DH'} DH
to die roll checks when Napoleon in 10 DR DR DR DH DE
ged. iz
| to die roll checks when Wellesly is Notce
ged.

Attacker strength of 500% or higher has
Attacker strength of less than 25% has a:
Die rolls modified to greater than 10 are
Die rolls modified to less than -3 are tre:

1 applicable modifiers are cumulative
eir effect.

nly consult this table when half or

- of the British stacking points in a

e are volunteer infantry.
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15.2 Forced March Table

Die Roll

Result

1-3

The forced march is successful.

4.5

The forced march is successful,
but one step is eliminated

(owner's choice).

The forced march fails; the
unit/stack remains in place.
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