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These rules add a dimension of realism absent from many miniatures wargames, but
also add to the book-keeping chores. Fatigue is awarded to units as specified in earlier
sections of the rules, as an adverse effect of taking fire or performing other actions. It
represents the attrition resulting not only from physical exertion but also that created by
the mental stresses of the battlefield. Each troop of a given grade can have a certain
number of fatigue points before being affected. This number is referred to as the unit's

"endurance limit":

Poor--2
Average--4
Veteran--6
Elite--8

For every fatigue point a unit accrues beyond the numbers listed above, the unit will
suffer fire and combat and other penalties. When a unit accrues more fatigue points in
excess of its endurance limit than it has bases, it is immediately removed from play,
having disintegrated. {A charging unit will disintegrate before making contact if the
fatigue accrued by the charge or from defender fire puts it over this limit.)

The only way to get rid of fatigue is by "resting,” which is not performing any activity
at all in a unit's movement phase. For each turn spent resting, a single fatigue point is
removed. A resting unit may fire in the fire phase following movement--resting occurs
during the movement phase.

If a unit has a general attached to it, its endurance limit is raised a morale grade (2 pips)
while the general is attached. Note that Heavy Cavalry in Skirmish formation and Line
Infantry in Skirmish formation will each count as a grade (2 pips) lower than normal
while in that formation. This does not apply to units in Partial Skirmish.
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These rules are intended to be used for any land conflict from the Napoleonic Wars
through the Second Anglo-Boer War. Encompassing both colonial actions and conflicts
between technologically advanced powers, they are intended for those who wish to
recreate the lesser-known conflicts of the period, for which specifically tailored rules
sets are often not available. They are designed as a framework that is easily modified to
fit the specific situation being recreated. Alternately, these rules are good for those who
wish to play battalion-level games that move quickiy, as a change of pace from more
complicated games or brigade-level rules sets such as Fire & Fury or Napoleon's Battles.
Toward this end, any consistent basing system can be used, with the number of figures
on a base left up to the individual. Casualties are figured on a base-by-base system.
Units can be any humber of bases, but between 4 and 8 for infantry units, 2 to 4 for
cavalry, and 1 for artillery is recommended. | use 1" wide infantry bases, anywhere
from 1/2" to 1" deep, depending on the tightness of the troop’'s formations {tribal
warriors get 1" deep, British line get 1/2"). Cavalry are mounted on a base 1 1/2" wide
and 1" deep; artillery on bases 1" wide and 1 1/2" deep. Brigade generals are mounted
on a base 1" square {one figure), divisional generals on 1 1/2" square (2 figures), corps
generals on a 2" square (3 figures) and so on. The number of figures used for other
types is up to you, but | mount three infantry or heavy cavalry, or two light cavalry or
light infantry per base.

Originally designed for units representing battalions, this system can as easily be
employed with units representing companies (you can double ranges and movement if
you wish, although | do not find that this is always neccessary). It is very much subject
to the interpretation of the players, and is anything but a "tournament” rules set. The
burden of researching and interpreting the capabilities of troops is left up to the players;
information is provided on several popular {and not-so-popuiar) conflicts to serve as
guidelines. | feel that this approach makes sense given the wealth of knowledge
possessed by most wargamers on their periods of interest.

The nineteenth century saw great change in warfare as it underwent the transition from
linear tactics to those that pre-saged the open-order tactics of the twentieth century.
These developments were dominated by a radical increase in firepower, relegating
cavalry to a secondary role on the battlefield, or transforming it into mounted infantry.
These dynamics are faithfully represented here.

These rules were designed with the philosophy that what matters most in combat is not
the sheer numbers of men slain, but the willingness of the soldiers to fight.
Consequently, both fire and close-combat systems revolve around the concept of
fatigue, with figures being removed as casualties only in those cases where a
significant number of combatants are actually slain. Even then, the number of figures
{bases, actually} removed is not a direct representation of the numbers of the slain, but
an indication that the number of those actively fighting (as opposed to those who lie
jow or run away) above the level that would destroy the unit has been proportionally
decreased. In real terms, the game's combat and fire tend to be fairly decisive--the
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a forgiving game system.

| hope that you enjoy these rules as much as | have, and that you use them in the spirit
intended. Note that all dice are ordinary six-sided dice. The distances as written are for
15mm figures--for 26mm figures, double all distances; 6 mm figures can be
accomodated by increasing the number of figures per base.

TURN SEQUENCE

1. Player A checks command control {including personal initiative rolls}), changes
standing orders, and moves units, including charges, making formation changes,
resting, and moving generals.

2. Player B fires eligible units, and Player A makes involuntary moves as necessary.
3. Player A fires eligible units, and Player B makes involuntary moves as necessary.
4. Melee is conducted, including involuntary moves and occupying moves.

5. Players A and B switch rolls, and sequence is repeated, completing the turn.
(Each numbered step is a "phase.")

Player A will generally be the attacker of the scenario.
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Each brigade or similar grouping of an army will recieve a standing order, which may be
one of the following:

1. Attack--All units of the brigade must advance at least a half move toward the enemy
if capable of doing so, uniess formation or facing changes are being made in response
to a direct enemy threat {enemy unit capable of charging is within charge range, or unit
will be taking fire from enemy musketry in rear or flank, for example}. Such formation or
facing changes must result in a tangible benefit in terms of fire or melee modifiers (not
being meleed or fired on from flank, for example). The units do not need to advance
further if capable of firing on an enemy unit, but may do so if desired (this allows
artillery to support an attack with fire). Note that, as desired, you may rest and change
formation to the exclusion of fire once within range, if deemed worthwhile by the
player.

2. Defend--Units may only advance toward the enemy to reoccupy positions held when
the order went into effect, and they are not required to do this unless desired.
Otherwise, they will stand their ground, although changes of formation and facing are
allowed in the occupied positions. Units may move away from the enemy or laterally,
however.

To change a standing order, a brigadier* who is within the command radius of his
divisional general or who has successfully made a personal initiative roll must be
unattached and within 9" of some part of every unit in the brigade. If a Corps general is
present (whenever there are two or more divisional generals), the divisional generals
must be within the command radius of their Corps general or successfully roll personal
initiative to be able to command their subordinate generals. Command control is
checked before leader figures are moved, and before any other units in the brigade are
moved. The change in order goes into effect immediately. (See Leaders, below.) There
must always be either an unbroken chain of command from the overall commander or a
general at some level on the chain of command who has passed a personal initiative
check down through the ranks in order for units to be in command control. Generals
can only command their own organizations, although a general at any level can directly
exert command over a unit under their command that is within their command radius.

Whenever half or more of the units in a brigade have been removed from play for any
reason, the standing orders of that brigade automatically revert to Defend, until such
time as new standing orders can be issued. Every time a unit is removed from play
thereafter, the brigade's standing orders will again revert to Defend. If a general is
attached to a unit or units, the unit{s) may disobey standing orders as desired. An
attached general is one who is physically touching the bases of a unit’or units, and as
such has no command radius outside of this contact.

*Note that for company scale battalion commanders replace brigadiers, regimental
commanders replace divisional generals, and brigadiers replace corps commanders, etc.
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FORMATIONS:

Regular troops operate in Close Order or Skirmish (if historically capable). Irregular
troops operate in Mass formation or Skirmish (if capable). Artillery is either limbered or
unlimbered, and has no other formation. It cannot skirmish, and is considered to be in
Ciose Order for game purposes. It is always classed as Regular. Close-Order formations
are defined as follows:

Line--A formation wider in bases than it is deep. You can refuse one or both flanks if
desired {up to 45 degrees or to conform to terrain).

Field Column--A formation as deep or deeper in bases than it is wide.

Road {or March) Column--A column that is only 1 base in width, and specified as a
March Column when formed (otherwise will be considered a Field Column).
Square--A formation facing outward to all sides. Cavalry cannot form Square. It may
involve more than one unit if historically accurate, and may be able to move in
formation if historically accurate.

Except for Squares, all Close Order units must have the bases arranged in even rows of
equal numbers of bases (last row may have one fewer), with a single facing, except
that Lines may bend one or both ends backward or forward. Units in Skirmish Order
must have all bases of the unit within a base width of another base in that unit, but
they cannot ever touch another base in their unit. Mass Order units must have all hases
touching at the end of each move, with all bases sharing a frontage (may angle to
reflect terrain).

During formation changes, at least one of a unit's bases must remain stationary, and no
base may move further than half it's column movement would permit. Units with only a
few bases must in some cases specify their formation. They can assume any normal
formations, and are governed by the same rules. {You can deciare a 2-base unit to be in
Field Column, for example, although it might look like a Road Column. A single-base-
width formation can represent either a road column or a column of companies--
considered a Field Column for game purposes--so the choice of formation must always
be specified.)

Formation changes include going from to and from Line, Column, and Sguare, breaking
into or forming up from Skirmish (including attaching or detaching partial units),
dressing ranks to recover from disorder, or changing facing in place. This also includes
going or rising from prone, attaching artillery to infantry formations, mounting or
dismounting for cavalry, and limbering or unlimbering for artillery. A unit must recover
from disorder before voluntarily performing any other action except movement
{including charges, which are allowed) or resting, and it is always allowed to do so
unless engaged in melee.

All formation changes require a half turn {(which is considered movement for firing
purposes). Facing changes are separate from formation changes, with the exception of
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same formation change. When breaking out of Square you can face in any direction
faced by the unit in question while it was in Square. When forming up from disorder, a
unit still retains its formation and facing, and must make separate formation changes to
alter these things. When artillery limbers or unlimbers, it may face in any direction
desired as part of the formation change. irregular troops do not need to make a
formation change to break into or form up from Skirmish (if capable). Note that only
infantry and dismounted cavalry are aliowed to go prone.

Multi-Unit Squares:

Note that muiti-unit Squares are allowed in those cases in which they were used
historically. A unit counts as being "in Square" if it is undisordered and has another
undisordered unit on each flank. In large multi-unit Squares, part of the Square may be
"broken" by the disordering or flight of one of the component units, but other parts may
still function normally. Note that although artillery can be formed into a Square, a
Square must not contain more than one artillery unit per infantry unit. If capable of
moving, a Square will go 2" per turn (base rate} or as its slowest element {unlimbered
artillery moving sideways, for example). Artillery units may limber and alter facing
within the larger formation to accomodate movement. If an artillery unit is not merely
part of a Square, but is actually attached to an adjacent unit, this must be specified and
an additional formation change is required.

Attaching Artillery:

Artillery can be attached to any single non-skirmishing infantry unit as a formation
change (for both units), which is represented by placing the artillery base inside the unit
to which it is attached (touching flush along at least full side and having a legitimate
facing within the unit's formation as if one of that unit's bases). You do not need to
make another formation change to "detach” the artillery. When attached, the artillery is
not eligible as a separate target for fire, and cannot be fired on, but it will participate in
any involuntary moves, and will take an equal number of fatigue points as the unit to
which it is attached. It cannot be destroyed in melee unless all bases of the attached
unit are destroyed, and it counts as an additional base for the unit for fire, combat, and
fatigue purposes, although it still fires normally as artillery.

Partial Skirmish:

Partial Skirmish is a formation that is common throughout the 19th century--a company
or two will be deployed to the front, side, or rear of a unit to provide a screen while the
unit maneuvers. This is represented by detaching a base {or more, depending on
historical proportions) and placing it within 1" of the unit on the side desired. This will
result in the unit counting as in Skirmish formation if fired at on that side {for purposes
of modifying fire only}. To detach skirmish companies requires a formation change, as
does voluntarily forming them back into the parent unit. If a unit is charged, if it
charges, or if it is forced to make an involuntary movement, then the skirmished base is
automatically retracted into the parent unit. It will not, however, count in the following
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fired at through a skirmisher screen of this type, and beaten, then the skirmishing
company is similarly retracted into the parent unit. When a unit with a skirmished
company charges or is charged, it will stil recieve or give (skirmished base cannot fire)
defender fire in its normal formation--the company is retracted before defender fire is
taken. A unit may not fire through its own skirmisher screen, either, although the
skirmished company can fire. Note that only infantry and Light Cavalry may partial
skirmish, and only if it was historically capable of doing so. Units with skirmished bases
move as the parent unit--the skirmished base can have any facing desired, but may only
screen one side of the unit. This gives all the benefits of Skirmish--you cannot get
flanking fire or formation-dependent advantages when firing on the unit through the
skirmisher screen.

MOVEMENT RATES:

Units move at the following basic rates:

Infantry: Line--8"; Column, Mass, or Skirmish--8" (Note that Line infantry gets a 1-grade
endurance limit penalty while in skirmish}; Square--2" (if historically capable of moving)

Light Cavairy {including Mounted Infantry): Line--12"; Column, Mass, or Skirmish--16"

Heavy Cavalry: Line--8"; Column, Mass, or Skirmish--12" (Note that Heavy Cavalry gets
a 1-grade endurance limit penality when in skirmish).

Artillery:

Horse Guns: Limbered--12"; Unlimbered--2"

Gatling, Field (Light and Heavy) and Mountain Guns: Limbered--8"; Unlimbered--1"
Positional artillery does not move except to change facing (as specified by scenario)

March Columns and limbered artillery move double on roads. Infantry in Mass or Close
Order and cavalry in Skirmish move 1/2 speed in rough; infantry in Skirmish move full
speed in rough. Artillery and Close-Order or Mass cavairy move 1/4 speed in rough
{mountain guns move 1/2 speed in rough). Close-Order Line formations and moving
Squares are disordered by rough terrain (disorder sets in when they enter rough terrain).
Close-Order units and artillery may wheel or echelon 45 degrees to either side of
direction of movement. Movement sideways and backward is at half speed, except that
unlimbered artillery can move backwards at full speed. Infantry in Line and Square
formations may wheel no more than 45 degrees in a single move. Skirmish and Mass
Order units do not need to pay for facing changes (they move base-by-base). Disordered
units move at half speed. All modifications to the base rate are cumulative. Terrain and
other movement penalties are prorated according to the amount of a given move spent
in rough terrain or suffering from other factors. For example, if a unit in Line enters
rough terrain half-way through its move, it will be disordered, and move at the slower
rate, but only for the second half of its move (in this case, 1/4 speed--1/2 penalty for
disorder, 1/2 penalty for rough terrain, but only for the second half of its move).
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{except that they also count as roads for units able to take advantage of Road Column
movement rates), and any other terrain that impedes passage. Linear obstacles such as
hedges and stone walls generaily count as 1" of rough.

Undisordered units may freely interpenetrate. Disordered Close-Order or Mass-Order
units that interpenetrate will disorder any other non-skirmishing unit.

Note that prone units cannot move or make formation changes, except to recover from
disorder or rise from prone. Note further that musket-armed prone units can fire only
once after going prone (this does not apply to dismounted cavalry armed with
smoothbore carbines) until they rise (and can reload). Dismounted cavalry function as
infantry for all puposes except skirmishing, for which they never recieve the fatigue

penalty,
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Any unit capable of fire may shoot at any target within LOS, arc of fire (45 degrees to
either side of facing), and within range. To fire, units must not be disordered. Musket-
armed troops may not fire if they moved more than half in the preceding movement
phase. Units in March Column may not fire. Artillery must be unlimbered to fire. Only
the first row of bases in a unit, or those skirmishers with a clear LOS (at least a base
width gap; troops block LOS) may fire. {Note that the spaces between skirmishers
within a unit block LOS as well as the bases themselves.)

Each troop type has a base fire modifier, determined by weapon type, and a range:
These are:

Small Arms:

Flintlock Musket: -1 (3"}

Flintlock Rifle (Baker rifle}: -1 (6"}

Percussion Musket: O (3")

Cap & Ball Rifie: O (8"}

Minie Rifle: +1 (127)

Early Breechioader (Needlegun, Snider, Werdl}: +2 (127}
Later Breechloader (Chassepot, Martini-Henry): +2 (24")
Repeating Rifle--Magazine Fed (Lee-Metford): +3 (30"}
Repeating Rifle--Clip Fed (Mauser, Lee-Enfield): +4 (30").

Cavalry carbines have the same fire modifiers as their equivalent type, but have half the
range.

Artillery:

Gatling Guns: +4 {18")--Roll before each firing: will jam for the turnon a 1 in 6.
Smoothbore Light/Horse or Mountain Guns: +2 (24"}

Smoothbore Field Guns: +3 (36")

Positional Guns: +4 (42")

Rifled artiliery has double the range.

To fire, select an eligible target, indicate which bases are firing, and roll one die. The
target chosen will also roll a die. These rolls are modified as described below, and the
totals are compared to give the resuits of the firing. You may choose to make as many
separate firings on a single target as desired. If weapons with different base modifiers
are firing together, use the higher modifier if there are equal numbers of bases, or use
the modifier of the majority of bases. You can wait to see the results of one firing
before declaring another. Each base may only fire once per phase, however. Note that
artillery and small arms cannot be grouped together in the same firing. You cannot fire
with a unit when it is engaged in melee, nor may you fire on a unit that is engaged in
melee. Note that a unit firing in the phase immediately after an enemy movement phase
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target unit is moved back to where it started, and retraces its steps, with fire being
taken on it as it moves (first position takes fire, and then subsequent positions take
fire). The outcome of fire may alter the final position of the unit. Range is measured
from the center of each firing base to the closest part of an enemy unit. if half or more
of a target unit's bases are in a specific type of cover, the entire unit is considered
protected.

INDIRECT ARTILLERY FIRE:

Off-board artillery fire is as Heavy Field Artillery or Positional Artillery, which is "called
down" on any enemy unit {written down) within LOS of a friendly unit in any fire phase;
the fire will fall on the spot specified on the following turn during that phase, affecting
whatever unit occupies that location, whether friend or foe.

FIRE MODIFIERS:
Fire modifiers for the firing bases are as follows:

Firer is Marksman: +1

Firer Untrained or Partially Armed: -1

Target in Soft Cover (woods, stone wall, ete.): -1

Target in Hard Cover {trenches, stone buildings): -2

Firer is Mounted: -1

Target in Skirmish: -1

Target Prone: -1

Target in Column, Square, or Mass Order: +1

Target is Being Fired on from Flank or Rear by at Least Half of Firing Bases: +1*
Target is Disordered: +1

Firer in Mass Order: -1

Target at Short Range (1/2 total range or less): +1

For Each Pip of Difference Between Number of Firing Bases and Number of Bases in
Target Unit (if number of firing bases exceeds number in target unit, +; if target unit is
larger, -}: +/-1

Artillery Fire at Target within 4" (not rifled artiliery): + 2 {rifled +1)

Breech-Loading Artillery: +1

Target is Uniimbered Artillery: -1

For Each Point of Fatigue of Target Unit Beyond Endurance Limit: +1

For Each Point of Fatigue of Firing Unit Beyond Endurance Limit: -1

The player whose unit is being fired on rolls a single die, modified only by the following:
Target Unit is Elite: +2

Target Unit is Veteran: +1
Target Unit is Poor: -1
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Compare modified total scores:
If the firer's score is equal to or less than the target's, the fire has no effect.

If the firer’s score is greater than but not twice the target's, the target takes a fatigue
point.

If the firer's score is twice or more than the target's, the target unit takes 2 fatigue
points and is disordered.

If the firer's score is three or more times greater than the target unit's, the target unit
takes three fatigue points, loses a base as casualties, and must make an immediate
involuntary move (see below).

Any positive number triples a zero. If the firing player has a modified score of zero or
less, the fire has no effect.

*Flank or rear fire is anything coming from behind a line drawn connecting the two
front corners of the unit.
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Any move that brings a unit into contact with an enemy unit is a charge move. When a
charge move is made, the charging unit automatically accrues a fatigue point. A
charging unit may wheel before making any other movement, but then must move in a
straight line (up to 45 degrees echelon) until the front of the charging unit is in contact
with the enemy unit declared as the target of the charge. No other action is permitted in

a turn in which a charge is made.

Artillery and prone units may not charge, nor may units in March Column or Square.
Disordered units may charge {and a unit disordered by enemy fire will still enter combat,
but will fight disordered). A unit capable of fire that is charged by an enemy unit
through its arc of fire {figured after reaction moves are made--see below) may fire at
that unit at short range before contact. If the charging unit is forced to make an
involuntary move, it will do so from a point 1" in front of the point of contact. Any unit
firing at a charging enemy automatically accrues a fatigue point. Note that charging
units may not take advantage of cover through which they charge for the purposes of
defender fire.





[image: image16.png]REACTION MOVES:

"Reaction” is a last-minute response made to face the threat of an imminent charge. It
includes forming Square (against appropriate opponent), changing facing, fleeing (for
cavalry and artillery), and rising from prone. After all charges have been declared and
moved, those units being charged will state whether they will attempt a reaction move,
and if so, which one. They will then roll to see if they are successful. If a unit attempts
to make a reaction move, it will accrue a fatigue point whether it is successful or not.
Reaction moves are made before defender fire. A unit may only make one reaction in
response to a given charge.

Regular infantry units in close order may attempt to form "emergency squares" when
charged, if desired. This is accomplished by rolling the following score or less on a
single die: Poor troops: 2; Average troops: 3; Veteran troops: 4; Elite troops: 5. If this
roll succeeds, the unit will form square before contact is made, and before defender fire
is taken. Prone and disordered units may not attempt to form emergency squares.
Emergency squares may only be used according to historical doctrine--that is to say,
against cavalry, or as used by the British in the Zulu War and the wars with the Madhi,
against masses of irregular tribal infantry.

Undisordered artillery units may attempt to "fiee" contact by making a roll similar to
those above, but with different modifiers: +1 if unit is limbered; +1 for light artillery.
The unit immediately limbers and makes up to a half move in any direction that does
not pass within 2" of an undisordered enemy unit. The artiliery remains limbered. The
charging unit may still attempt to contact the charged artillery, or may charge any other
enemy unit along the path charged that is within reach. Disordered artillery units may
not attempt to flee.

Undisordered cavalry units may similarly make "flee” moves when charged. Modifiers
are as given below, and the following: dismounted cavalry may attempt to mount up
and flee, but will recieve a -2 modifier to their reaction roll. Dismounted cavalry that is
prone cannot attempt to flee.

All undisordered units, including those in skirmish, may attempt to change facing in a
charge situation {(not prone units), or to rise from prone, to better meet the attack of a
charging enemy. This is done as forming emergency square above, but without any
modifiers {except as noted below}. Musket-armed units that successfully rise from
prone as a reaction to a charge are not allowed to defensive fire unless they did not fire
while prone.

All reaction rolis are subject to the following modifiers: -1 for each pip of fatigue beyond
the endurance limit of the unit rolling; -1 if the charging unit being reacted to has moved
half or iess of its total movement in making contact; + 1 leader attached to reacting
unit; + /- leader initiative rating.
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When enemy units are in contact, a close assault ("combat”) exists. Close assaults are
resolved one unit at a time, as chosen by the charging unit's player {the one who most
recently moved). A unit in contact with two or more units will fight them one at a time,
although all of the combats will be fought in that phase, and the results from one
combat will go into effect before the others are resolved. Each side rolls a singie die,
modified as shown below, and the results are compared (see Results). At the end of the
combat, each unit will recieve a fatigue point. All the bases of the contacting units are
involved in the combat, and count for the purposes of determining numbers of involved
bases. If there is a continuing combat result for any combat involving a unit that is also
contacting other enemy units, then the bases of the enemy units involved in the
continuing combat will be counted as involved in the subsequent combats for purposes
of determining odds {numbers of bases). This happens in two ways: (1} if a unit charges
into a continuing combat that was determined to be such in the preceding close assault
phase; (2} if an earlier combat in any given close assault phase results in a continuing
combat involving a unit that is in contact with more than one enemy unit. The idea is
that a continuing combat is a general melee, and that additional charges will simply feed
more troops into the on-going struggle, as opposed to delivering a single shock. In these
situations, the unit selected for combat by the charging player is the one that
determines the modifiers; the other friendly units merely serve to add numbers when
figuring the numerical advantage. This works both ways--if a unit is in contact with two
enemy units, and the first to be resolved gives an ongoing combat result, then the first
enemy unit fought will add its numbers to the second combat. All units whose bases
are counted in an ongoing combat will be affected by the results of that combat--all
must take whatever casualties and penalties are awarded as written--if you are doubled
in a combat involving two of your units, they each lose two bases, etc. Combats must
be resolved in any given close assault phase until the only units left in contact are those
with continuing combat results.

OCCUPYING MOVES:

If all enemy units with which a charging unit {one that moved into contact that turn) is
in contact are destroyed or move away involuntarily, that unit may advance up to 1" to
occupy the enemy's former position if desired. This is an "occupying move.” You can
always make an occupying move when engaged in combat with units that occupied
hard cover, regardless of whether you are the charging player or not.

CAVALRY CHARGING SQUARES:
Note that cavalry charging a square must make an involuntary move after the first

round of combat if the units in the square did not flee {(make an involuntary move). They
cannot remain in contact with a square after a round of close assault.
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If the winner of the combat (the one who rolled highest) has a score higher than that of
the loser, but not double it, then the loser removes one base as casualties, and must
make an involuntary move. The loser accrues fatigue points equal to the difference in
combat rolls.

If the winner has a score twice that of the loser, then the loser takes two bases as
casualties and makes an involuntary move. The loser accrues fatigue points equal to the
difference in combat rolls.

If the winner has a score three or more times greater than the loser, then three bases
are lost as casualties and an involuntary move is made. The loser takes the difference in

combat rolls as fatigue points.

If the scores are equal, then a state of continuing combat exists. Neither unit may move
or make any other action for the following turn, nor are engaged units eligible targets
for fire. The combat will be re-rolled in the next close assault phase. Units may charge
into contact with enemy units in a continuing combat, however. (See exception
regarding cavalry charging squares, abovel.

Any positive number against zero or less automatically triples the low score. If both
players roll zero or less, there is a continuing combat.
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[image: image19.png]COMBAT MODIFIERS:

Light Cavairy vs. Infantry Not in Square, Rough Terrain, or Hard Cover: +1
Heavy Cavalry vs. infantry (as above): +2

Heavy Cavalry vs. Light Cavalry: +1

Heavy or Light Cavalry vs. Mounted Infantry (in addition to above}: +1
Lance-Armed Cavalry {not in continuing combats): +1

Cavalry vs. Infantry in Square, Rough Terrain, Hard Cover: -2

Unit is Prone: -1

Unit is Disordered: -1

Enemy with Terrain Advantage/in Soft Cover vs. Charge: -1

Enemy in Hard Cover: -2

Unit in Skirmish {Not in Rough): -2

Unit Contacted in Flank or Rear*, or Is in March Column: -2

Unit Is Mass Order vs. Front of Close-Order Unit: -1

Outnumbered in Bases, per Degree (less than 2:1, 2:1, 3:1, etc.): -1

Unit Has Terrain Advantage (charging downhill, fighting fording enemy, facing a charge
uphill, etc.}): +1

Unit Is Elite: +2

Unit Is Veteran: +1

Unit Is Poor: -1

For Each Point of Fatigue Beyond Endurance Limit: -1

*Not necessarily by unit involved in combat being resolved--if a flank or rear contact
exists, the modifier is used.





[image: image25.png]FATIGUE

These rules add a dimension of realism absent from many miniatures wargames, but
also add to the book-keeping chores. Fatigue is awarded to units as specified in earlier
sections of the rules, as an adverse effect of taking fire or performing other actions. It
represents the attrition resulting not only from physical exertion but also that created by
the mental stresses of the battlefield. Each troop of a given grade can have a certain
number of fatigue points before being affected. This number is referred to as the unit's

"endurance limit":

Poor--2
Average--4
Veteran--6
Elite--8

For every fatigue point a unit accrues beyond the numbers listed above, the unit will
suffer fire and combat and other penalties. When a unit accrues more fatigue points in
excess of its endurance limit than it has bases, it is immediately removed from play,
having disintegrated. {A charging unit will disintegrate before making contact if the
fatigue accrued by the charge or from defender fire puts it over this limit.)

The only way to get rid of fatigue is by "resting,” which is not performing any activity
at all in a unit's movement phase. For each turn spent resting, a single fatigue point is
removed. A resting unit may fire in the fire phase following movement--resting occurs
during the movement phase.

If a unit has a general attached to it, its endurance limit is raised a morale grade (2 pips)
while the general is attached. Note that Heavy Cavalry in Skirmish formation and Line
Infantry in Skirmish formation will each count as a grade (2 pips) lower than normal
while in that formation. This does not apply to units in Partial Skirmish.




[image: image20.png]INVOLUNTARY MOVEMENT

When a unit is required to make an involuntary move, it must immediately make at least
half a column or limbered move within an arc that is 45 degrees to either side of the
unit opposite the axis of the enemy attack causing the check. The unit will end the
move in disorder, and will disorder any friendiy units interpenetrated by the move. Units
making involuntary moves do not pay terrain costs, but they may not cross
impenetrable terrain. They do not pay for facing changes, allowable to avoid other units
or impassable terrain. Fleeing units may pass through any gap one base width or wider,
but if they do they will end up in a disordered column formation at the end of their
involuntary move. Units in square always end up in column, too. Artiflery units
automatically limber. Units making involuntary moves always end up facing away from
the enemy who caused the check (facing the direction of flight). They cannot come
within 2" of an undisordered enemy unit while making an involuntary move, except to
disengage and fiee from any enemy units with which they are in contact. If it is
impossible to fulfill the requirements of an involuntary move, the unit in question will
surrender and be removed from play. If a dismounted cavalry unit makes an involuntary
move, it may no longer remount, as its horses are considered to be gone.
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[image: image21.png]TERRAIN & LINE OF SIGHT (LOS)

Basically, anything that is on the same terrain level as a sighting unit can be seen
{unless hidden) if there is not an obstruction one or more terrain levels tall that
intervenes. Units see 360 degrees for gamre purposes. Troops, including skirmishers,
block LOS (unless prone), as can tall hedges, tall stone walls, etc., as specified by
scenario. Towns, woods, and low hills are 1 terrain level tall. Higher hills can be 2 or 3
terrain levels tall. If you are above the target you are sighting, and nothing intervenes,
then you have a clear LOS. If something is on the same level you are, and it intervenes,
then you cannot see beyond it. If you are one terrain level above such an obstruction,
then there is a "shadow" extending beyond the far edge of the obstruction a distance
equal to the distance from the sighting unit to the far edge of the obstruction. For each
additional level you are above the obstruction, the shadow diminishes by half of the
shadow experienced from the leve! below. Sighting up is the same as sighting down (if
you can see them, they can see you). Troops, tall hedges, etc., do not cast shadows.
If there is more than one possible obstruction, check them all. The direction of ridges
should be specified, and hilis shouid be described as being ridged or as being a plateau
in the scenario. All terrain descriptions should be given in the scenario.

LOS extends 2" into or through woods, towns, or other obstructive terrain. Linear
obstacles (hedges, stone walls, trenches) are generally considered to be 1" of rough,
but they do not block LOS unless specified by scenario. Swamps and wheatfields and
the like may block LOS during certain times of year, and can hide prone figures, but do
not provide cover {prone figures can also hide behind linear obstacles}. Towns are
considered rough for all purposes {stone buildings are hard cover, wooden ones are
soft), except that limbered artillery and units in march column can move through them
as if on roads.

For Close Assault purposes, combat advantages are conferred by steep slopes (charging
downbhill or defending uphill}, rough terrain {for defense against charges), rivers (troops
contacted while fording are at a disadvantage), and similar circumstances.




[image: image22.png]SPOTTING (Optional)

This system is especially useful for colonial games against Pathans, Boers, or other
opponents giving to hiding in the hills and forests, but it can be used with any game.
You will need to spot any unit that is within LOS but that is hidden in concealing terrain
{woods, rocky hills, buildings, etc.). Units in the open within LOS are always spotted
immediately. Spotting rolls are made using a single unit as a modifier, but a unit is either
spotted or unspotted for the army as a whole. Similarly, the army checks as a whole,
although the spotting player specifies one eligible unit for purposes of modifying the roll.
You may make a spotting roll at the end of any phase in which any of the following
have occurred; roll once for each condition fulfilled: (1) A friendly unit moves closer to
the hidden unit; (2) A hidden unit moves in cover within LOS; (3) A hidden unit fires on
a friendly unit {unless using smokeless powder). To roll, throw one die, and any
additional dice indicated by the modifiers below. A score of 6 on any die indicates
success. In refereed games, unspotted units and those not in LOS should be kept off-
table. In unreffed games, players may indicate a plan of march and disposition before
set up for each unit, which must be adhered to until an enemy unit is spotted. This
allows all units to be deployed on the table. You cannot fire at or charge an unspotted
unit. Note that contact results in an immediate spot.

SPOTTING MODIFIERS:

Hidden unit in close or mass order: + 1 die

Hidden unit has fired in LOS as cause of check (not for smokeless powder): + 3 dice
Hidden unit is mounted: + 1 die

Hidden unit has Bushcraft*: -1 die

Spotting unit has Bushcraft*: +1 die

Hidden unit is prone: -1 die

Hidden unit within 12": +1 die; 6": +2 dice; 2": + 3 dice

*Bushcraft is possessed by units such as Boers, Pathans, Zulus, North American
Indians, Ghurkas, etc., but not normal light infantry or light cavalry.





[image: image23.png]VICTORY CONDITIONS

If, at the end of any phase, half or more of an army's bases have been destroyed
(removed from play as the result of surrender, combat, fatigue, or fire) then that army is
broken, and has lost the battle. This rule exists in addition to whatever victory
conditions are established by the scenario--you can win a battle without breaking your

opponent's army. Generals count as bases for victory purposes.
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