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Turn Sequence (Red Turn / Blue Turn)

Issue Orders from each Commander on Active Side
1. |Initiative Orders
2. Regular Orders
3. Follow me or Rally Order
4. Move Commander
5. Repeat for each Commander

Move General for Active Side

Shooting for Active Side
Hand to Hand Combat for both Sides

Remove disordered units

Check for Broken Brigades
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Command (follow this sequence for each commander)

Initiative Orders
Units within 12” of the enemy can chose one automatic order rather than being issued order. Movement is constrained to forward or backwards in a
45-degree arc. Can change formation with order. Disordered units may only retreat up to 12”. These orders must be taken before the first order roll.

Issue orders to units or whole brigade until one failed. No orders possible for disordered units.

Per 12” distance from commander Blunder 12
+1 Enemy unit within 12” of receiving unit Fail 7+ 8+ 9+ 10+
-1 Attack Column 1 Move 5-6 6-7 7-8 8-9
-1/-2 March Column (not road / road) 2 Moves 4 5 6 7
-1/-2 Limbered Artillery (not road / road) 3 Moves 2-3 2-4 2-5 2-6

Brigade Order: Chain of units within 6” of each other

Final Orders

Follow Me Order

Unit must be within 12”. Test for order, any success is required then leader attaches to unit and it may make 3 moves. On a fail
neither leader or unit can move. Must be last order by a commander. Commander joins unit.

Rally Order

Unit must be within 12”. Unit must have two or more casualties. Test for order, any success removes one casualty. Must be last
order by a commander. Commander joins unit.

Commander Moves fter all h |
On Foot moves 36”, on horse 48" (After all commanders have moved general moves)
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Movement

= Type m _

Manhandled Artillery

Woods
Infantry 12”
Limbered Foot Artillery Rough Ground
Wagons
Manhandled Battalion Guns 12”

Obstacles
Cavalry 18”

Limbered Horse Artillery

Commander Foot/Mounted 36” / 48"

* Units within 12” of enemy can only advance or retreat within
front or rear arcs

* Units must move to rotate but after move may have any
direction or facing desired

* Changing formation takes 1 move

* Shaken units can’t charge

» Disordered units may optionally make one move to their rear
and then must remain disordered for another turn

* Aunit can only charge a target in a 90-degree arc face it starts
its move in (no charging into the side of a unit you start facing)

Infantry in Skirmish Order Only. Each 1” in woods
counts as 2”

Infantry or Cavalry. Each 1” in rough ground counts
as 2”

Infantry or Cavalry. Cost is 6” of movement. Ignore
unless designated as major by scenario.

romaion—oenit |

Line More dice when shooting
Attack Easier Command Roll
Column Better Morale Saves
March Best Command Roll
Column

Skirmish Harder to shoot

Order Worse in Hand to Hand

Mixed Order 1/3 of unit forms skirmish line
Rejoins automatically if charged
Unit is treated as skirmishers for
firing coming from front arc
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Shooting

Weapon I m m

Pistols, Shotguns, Thrown Weapons
Bow and Arrow
Smoothbore Carbines
Smoothbore Muskets
Rifled Carbines

Rifled Muskets
Breech-Loading Carbines
Smoothbore Battalion Guns
Breech-Loading Rifles
Bolt-Action Carbines
Bolt-Action Rifles
Smoothbore Horse Artillery
Smoothbore Foot Artillery
Rifled Horse Artillery

Rifled Foot Artillery
Smoothbore Siege Artillery

Rifled Siege Artillery

12”
12”
18”
18”
24”
24”
24”
30”
30”
36”
36”
48"
48”
60”
60”
72"

Line Shooter is shaken
None March Column and/or disordered
(only apply once)

1dice Attack Column

-1 Target is Not Clear
1dice Mixed Formation

Target is Skirmisher
1/face In Square Target is Artillery

2/face  In Building (only apply once)

+1 Range < 6”
4+ to hit Closing Fire

Any 6 causes target shaken (Only apply once)

* Measure range from commander's head to nearest point of enemy unit

* A45-degree firing arc

*  Must fire at closest unless Not-Clear (obscured by terrain, in buildings or skirmishers)
* Artillery can fire anywhere if no enemy is within half range (24”)

* Enfilade rolls misses again

* No shooting into melee

Machine Gun 36"

Rocket 60"
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Hand to Hand

0 Before Contact:
* Closing Fire causes break test if stamina number 3 Determine Winner
reached or exceeded in casualties Add net casualties to modifiers below. Highest total wins.
* Charged Calvary can evade (one move backwards) or Loser must make a break test.
counter charge (meet in middle and disorder attacking
infantry). Skirmishers can evae. W
1 Both sides roll to hit Support on Rear (max +1) within 6”
If a unit is engaged by more than one unit it can split it’s attack dice e,
but at least half must be on its front face. +1 Support on Flank (max of +2) within 6
4+ to hit +3 Battalion Square vs. Calvary
; e
To Roll Loser must make a break test. On draw any shaken unit
+1 Charging must make a break test.
+1 Won last round of combat If loser breaks, then winner can:
. * Follow up on move back into contact (even if disordered)
-1 Shaken or Disordered (apply once only) «  Hold their Ground
1 Skirmishers * Change Formation
* Fall back one move (even if disordered)
-1 Engaged to Flank or Rear * Make a sweeping advance one move if charge results in
2 All combatants roll, morale saves are made and net an immediate win (not into combat unless unshaken cavalry and then
4 only once)

casualties are applied «  Occupy building
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Morale Save

Modifier | Reason
to Roll

+1 Infantry in Attack Column

+1 Target in light cover (Woods)

+2 Target in heavy cover (Buildings)
-2 Target in March Column

-1 Hit by Artillery / MG at long range

-2 Hit by Artillery / MG at close or medium
range

M: to save
(Usually 4+)

Break Test

2d6 Result Combat Type Outcome
Infantry / Cavalry

2-4 All BREAK
5 All RETIRE
6 Shooting HOLD
6 Hand to Hand RETIRE
7+ Shooting HOLD
7+ Hand to Hand HOLD RETIRE

Artillery always breaks on any result (2-12) in Hand to
Hand and breaks from shooting on a 6 or less

Modifier | Reason
to Roll
-1/per  Each casualty over stamina value

-1 Disordered

-1 At least from casualty from artillery
shooting causing test

Copyright Bay Area Miniatures 2021



Machine Guns and Rockets

Machine Guns:
* Roll 1d6 for first attack can be hit or miss
* On second attack (1d6) keep rolling as long as the roll is a hit

* On a1 for second roll or later then weapon jams. On subsequent turns the

crew can roll one dice and on a 5 or 6 result the weapon is repaired (no
shooting that turn)

Rockets:
* Nominate target point
* Roll 1d6. 6 is a hit otherwise roll on mishap table

* Troops hit by a rocket are automatically disordered. For each unit within 3” of
the hit unit roll 1d6 and they are also disordered on a 6.
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Battalion Squares

* Move once max per turn at half speed

* May not move if enemy cavalry are within 12”

* Shooting value is 1 per face (no max)

* Hand to Hand value is 2 per face (up to max Hand to Hand value for unit)
* Add +3 to Combat Result when fighting enemy cavalry

* Squares Ignore retire break test results and is not disordered

 Cavalry charging a square will halt 3” away from square and owner can use
remaining move as desires while remaining at least 3” away

* Units with Form Square special rule must form when charged by cavalry even if
disordered

* When forming square in response to a charge roll 2 dice: double 6 = disordered,
double 1 = disordered and no square formed. No closing fire.
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Brigade Squares

* Units form square through regular movement

e Other units may be in the center of the square and also form part of the same
unit

* All units always have flank and rear support (+3 combat result)
* May move a maximum of one move per turn

* If any unit break the square all special rules stop

* Friendly cavalry may move into and out of square

* Square ignores retire break test results and is not disordered

 Cavalry may charge Brigade square and square does not get +3 combay result
bonus
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Broken Brigades

* A brigade is broken when half or more of its units are shaken or destroyed
* Brigades of only two units require both

* Tiny units and artillery are usually ignored
* Marauder cavalry is usually ignored

* When half or more of the brigades are broken the whole army is broken
* Broken units can not be issued orders and will retreat one full move
towards their table edge
* Units in buildings, hand to hand combat or square may remain
* Disordered and Shaken units retain this condition permanently

* Artillery can limber before starting retreat
* Commanders will retreat with brigade
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Special Abilities

Bloodthirsty Re-roll misses on first round of combat

Brave Shaken units rally on 4+ if more than 12” from enemy
Crack Re-roll one failed morale save if units has no casualties
Determined Must charge when able to do so

Charge

Elite Overcome disorder at start of Command on roll of 4+
Ferocious Re-roll misses on combat following charge

Charge

First Fire +1 dice on first shot of battle

Form Square Can and must form square when charged by cavalry

Freshly Raised Random effectiveness on first turn of shooting or hand to hand
combat

Heavy Cavalry +D3 combat result on charge
Lancers -1 morale against cavalry and -2 against infantry on charge

Marauders Ignore distance modifier for command

Mounted
Infantry

Poor Shooters
Reliable

Sharp Shooters
Steady
Stubborn

Superbly
Drilled

Terrifying
Charge

Tough Fighters
Unreliable
Untested
Valiant

Wavering

Mount or dismount as part of a move as ordered

Re-roll one hit

+1 command

Re-roll one missed shot

Passes first break test of battle without rolling
Re-roll one failed morale save

Free move if command roll failed

Charged enemy must make break test

Re-roll one missed combat attack

No move on equal command roll
Randomize stamina 1=1 2-3= 2 4-5=3 6=4
One free Break test re-roll

Take Break Test when you take a casualty
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French and Indian War

Indian units outside of 6” of commander and 12” of enemy do this.... Freshly Raised Troops
(+2 on roll if shaken) First time unit shoots at an enemy or engages in hand to hand

1 Move one full move away from enemy 1 Terror! All shooting or hand to hand rolls need 6 to hit, unit is
disordered
2| Gl FeseR 2-3 Panic! All shooting or hand to hand rolls need 6 to hit

3 Move one full move to right flank of enemy 45 Nerimel

8 | Wit e il e @ i i el emaimy 6 Huzzah! Add one dice to the shooting or hand to hand
5 Move to within 18” of enemy and fire

6 Move to within 12” of enemy and fire

_ » Skirmishers may charge shaken units, units already engaged, other skirmish units

Formed Infantry -1 * Open Woods Rules:
Provincials =l +1 * Infantry move normally but can move only once
Skirmishers D) " *  Skirmish troops move as normal

* All units count as unclear targets (-1 to hit)
* Formed infantry don’t get cover bonus from woods
e Skirmishers gain from both unclear and skirmish bonuses at same time (-2 to hit)



