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Objectives

The British win if they destroy the bridge.
The French win if they kill the sapper before he does so.

Qpevial Rules

The sapper can only be shot at if he is the closet target.
Any shots at the sapper have a -1 to hit.
The sapper uses the rules as found in the main rule book.

The bridge has 35 hit points.

Qber Uy

The British can set up anywhere on the B side of the river.
The French set up after the British have done so and may set up in the marked zone on the A side of
the river.
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French

1 company of Grenadiers (8 bases of elite line infantry)
3 companies of Fusiliers (8 bases of trained line infantry)
1 company of Voltiguers (8 bases of trained skirmishers)

2 commander bases

British
3 companies of musketeers (8 bases of trained line infantry)

1 base of sappers
2 commander bases



