American Civil War Wargames Rules 

UNITS

1. Infantry units consist of four bases. They operate in line formation (depth of one base).
2. Cavalry units may operate either mounted or dismounted (Cavalry must dismount in order to fire). They always adopt line formation.
3. Artillery units consist of one base.
HOW TO WIN

Unless the scenario states otherwise, victory is achieved by reducing the losing side to 25% of its original strength in terms of units. 

SEQUENCE OF PLAY

Each side follows this sequence every turn: 

1. Rallying attempts.
2. Charge declarations. 

3. Movement. 

4. Firing – Infantry and dismounted Cavalry. 

5. Firing – Artillery.
6. Hand-to-hand combat.

7. Morale tests. 

1) Rallying Attempts
1. Rallying. Infantry and Cavalry units may attempt to regain one eliminated base per turn by means of rallying. Artillery units may never rally. Units may only rally if:

a. No enemy Infantry or Cavalry unit may conceivably fire upon the rallying unit.

b. The rallying unit remains stationary.

2. Procedure. Roll a dice, and consult the table below. If the unit achieves the score listed, it regains one of its eliminated bases.

	Unit class
	Dice score

	Elite
	3-6

	Average
	4-6

	Militia
	5-6


2) Charge Declarations 

3. Measure distance. If a unit wishes to engage an enemy in hand-to-hand combat, it must first measure the distance to the defending unit.
a. Only one unit may charge each face of a defending unit (these being front, left flank, right flank, and rear). A unit only fights against the unit it is in frontal contact with.
b. A charging unit may not turn more than 45°. 
4. Charge test. Assuming that the unit is in range, the attacker must (if charging the defender frontally) pass a charge test. Roll a die and consult the following table, and move the unit into contact if the score is achieved. In the event of failure, the charge does not take place.
	Unit class
	Dice score

	Elite
	4-6

	Average
	5-6

	Militia
	6


5. Defensive firing. If a charge takes place against the front face of a defending unit, then the defending unit may shoot at the attacker before hand-to-hand combat is resolved.
6. Hand-to-hand combat. Resolve hand-to-hand combat. 

3) Movement 

1. Move distances. Units move the following distances each turn: 

	Unit type  
	Movement rate

	Infantry, dismounted Cavalry 
	8cm

	Mounted Cavalry
	16cm

	Artillery
	12cm


2. Formation changes.
a. Troops may only change direction by wheeling or by an about turn (180 degrees). Wheeling is defined as a change in direction by keeping one front corner of the unit stationary.
b. Wheeling or turning costs half a unit’s movement. 

c. Cavalry may mount and dismount at no cost, but may only perform one function per turn.

3. March Columns. 
a. Infantry and Cavalry units must form into March Column when negotiating bridges and fords, and when moving along roads.
b. March Columns comprise four ranks of one base.
c. March Columns are prohibited from charging.
d. Units take half a move to form into and un-form from this formation.
e. March Columns, if charged, immediately form into line but must conform to their attacker.
f. Infantry units in March Column may never fire.
4. Terrain modifications.
a. Woods. Cavalry and Artillery may not enter. Infantry move at half speed.
b. Hills. No effect movement. 
c. Rivers. Artillery may not cross rivers. Other units take one complete turn to cross a river. The unit moves up to the river’s edge on one turn, is placed in the river on the next turn, and may move out normally in the last turn. 
d. Deep Rivers. These may only be crossed at Bridges and Fords. The rest of the river is impassable. 
i. Bridges. These can only be crossed by march columns, artillery and units with a single base remaining. Units do so at full movement rate.  
ii. Fords. Fords can only be crossed by march columns, artillery and units with a single base remaining. Fords are treated as rivers. 
e. Ploughed field. Units move at half speed.
f. Towns. Only Infantry may enter. They take one complete turn to occupy a town. Any individual town may only contain one unit.
g. Fences, Hedges, Walls and Fieldworks. Each such linear obstacle crossed costs 4cm of movement. These cannot be crossed by Artillery.
h. Roads. These may only be used by units in march column. If they spend their entire turn moving on a road, their movement rate is increased by 4cm. 
5. Moving and firing. Units may never move and fire (dismounting counts as movement).
6. Interpenetration. Units may never pass through each other under any circumstances. 

4) Firing – Infantry and Dismounted Cavalry 

1. Procedure. Units roll one die per base remaining in the unit. Mounted cavalry units never fire.
2. Firing arc. Units may fire at targets within 45° of their frontal facing.
3. Artillery firing 
1. At long range any enemy unit is an eligible target.

2. At short range the artillery unit must fire at the closest unit.

4. Infantry firing 
3. A unit must fire at the closest eligible target within its arc of fire.
5. Firing ranges
	Unit type
	Range

	Infantry
	16cm

	Dismounted Cavalry
	8cm


6. Scoring hits. Hits are scored if each dice rolls the following totals:
	Unit type
	Dice score

	Infantry
	3-6

	Dismounted Cavalry
	4-6


7. Breechloaders. Dismounted cavalry armed with breechloaders may re-roll any misses.
8. Saving rolls. Gun crew and units in cover receive a saving roll. For every potential hit, roll a die. The hit is disregarded for every roll of 4-6.
9. Removing bases. For every four hits, remove a base. Carry over any fractions of four to the next turn (mark the victim with one, two or three counters).
10. Firing on artillery. Artillery may be fired upon. It has only one base, and is therefore removed from the game after suffering four casualty points.
11. Walls, Fieldworks, Hedges and Fences. Units behind Walls, Fieldworks and Hedges (but not Fences) count as in cover if the firing unit is on the opposite side of the terrain.
12. Range is measured from the centre of the unit to the closest point of the target.
13. Firing path. Bases eligible to fire must be able to trace unblocked flank lines from their front to the target unit. The firing path is blocked by any intervening units or terrain. If a portion of the firing path is blocked then no base may fire.
14. Overhead fire. The only overhead fire allowed is to or from a higher elevation on troops by artillery at long range.
15. Engaged units. Shooting at units engaged in hand-to-hand combat is never allowed.
5) Firing – Artillery 

16. Dice per base. Consult the following table to find out how many dice to roll per base.
	Gun type
	Short range (12cm)
	Long range (48cm)

	Napoleon (smoothbore)
	2 dice
	1 die

	Parrot (rifled)
	1 die
	1 die


17. Scoring hits. A hit is scored for every roll of 4-6. However, a Parrot may re-roll if it misses.
18. Saving rolls. Gun crew and units in cover receive a saving roll. For every potential hit, roll a die. The hit is disregarded for every roll of 4-6.
6) Hand-to-Hand Combat 

1. Procedure. Units roll a variable number of dice per base, as stated below. 
a. Note that combat is always simultaneous. 
b. Artillery is always eliminated if charged. 
c. Hits are scored on results of 3-6. 
	
	Enemy unit
	
	

	Own unit
	Mounted Cavalry
	Infantry
	Dismounted Cavalry

	Mounted Cavalry
	1
	2
	3

	Infantry
	1
	1
	2

	Dismounted Cavalry
	1
	1
	1


2. Additional dice. Units in the following situations always roll one additional die per base. 
a. Units attacking an enemy flank or rear. 
b. Units on higher ground than their opponent. 
c. Units defending a riverbank, Ford or Bridge against attackers who are crossing to engage them frontally. 

4. Saving Rolls. Units (defending) in cover receive a saving roll of 4-6 per hit. 
5. Loser retreats. The loser of a round of hand-to-hand combat (defender if losses are equal) retreats one move. The retreat involves an about turn followed by a full move which may include a turn to face deducting half the movement allowance. If the unit is forced to retreat off the table, it is eliminated instead.
6. Blocked Retreat. If any unit blocks the route of retreat, the retreating unit may interpenetrate the blocking unit, but the blocking unit must pass a morale test or lose a base. 
7. Unit contact.
a. Only one unit can contact a target unit's face at one time. This means that up to four units may attack a target (front, sides and rear). A unit only fights against the unit it is in frontal contact with.

b. Any contact, even with a unit’s corner, brings on a hand-to-hand combat in which all of each unit’s bases fight. 
c. A attacking unit can only make contact with it's front edge. 

d. Contact must be declared as a charge, otherwise the movement is prohibited.

e. The attacking unit always conforms to straight contact and hits the side of the enemy unit the majority of its frontage contacts.
8. Carried forward hits. Hits on bases are carried forward following a further base removal resulting from a failed Morale Test.
9. Casualties. Hits from defensive fire are not included in the determination of the loser’s casualties in hand-to-hand combat. 
10. Walls and Fieldworks. Units defending these count as in cover in hand-to-hand combat. 
7) Morale Tests 

1. Procedure. Only Infantry and cavalry units have to test morale. Whenever a base is lost, the unit rolls a die, and must achieve the score listed on the table below to pass the test.
	Unit class 
	Dice score

	Elite 
	3-6

	Average 
	4-6

	Levy 
	5-6


3. Failing the test. If the unit fails the test, it retreats a full move. The retreat involves an about turn followed by a full move which may include a turn to face deducting half the movement allowance. If the unit would have to retreat off the battlefield, it does not move. Instead another base is removed from the unit. 
4. Blocked Retreat. If any unit blocks the route of retreat after a failed test, the retreating unit may interpenetrate the blocking unit, but the blocking unit must pass a morale test or lose a base. 
5. Exemptions. Units that win a round of hand-to-hand combat but lose a base in the process, do not have to test morale.
6. Generals and morale. Generals are assigned to a unit, and remain with it throughout the battle. 
a. If a unit is accompanied by a General, it may add +1 to all morale test die rolls. 
b. Generals are removed from the table when their unit is eliminated. 
8) Special Rules 

Terrain. Some terrain has an effect on firing and hand-to-hand combat. 

1. Woods. Where both units are inside firing is limited to 5cm. To fire out or to be fired upon the unit must be within 5cm of the wood’s edge and must be entirely within the wood to receive the benefit of cover (for both firing and hand-to-hand combat). Cavalry may not attack units inside woods. 

2. Rough ground. Rough ground, in all respects, is treated as woods.

3. Towns. Towns possess four sides and units may fire and perform defensive fire from any of the sides with all their bases. Units defend towns on all sides counting these as their front edge and defend with all their bases. Cavalry may not attack units occupying towns. 
4. Fortifications. Only Infantry may enter or leave a fortification and it takes a complete turn for them to do so. A maximum of one unit may occupy a section of fortification which is two bases wide. Troops occupying and attacking fortifications adopt a consolidated frontage of two bases. Units may fire and perform defensive fire from fortifications with all their bases and count as in cover for shooting and hand-to-hand combat. Units defend with all their bases and fight with one extra dice per base in hand-to-hand combat.  Cavalry may not attack units occupying fortifications. Fortification sections breached by artillery lose their fortification status i.e. extra dice. Any section hit by artillery is breached on a 6 result rolled on one D6.
