Colonial Wars Wargames Rules

SEQUENCE OF PLAY

Each side follows the sequence listed below, in every one of its turns. 

1. Morale tests
2. Movement
3. Small arms firing
4. Artillery firing
5. Close assaults 

1) Morale Tests

The only units that have to test morale are infantry and cavalry. 
1. Casualties and morale. Morale only has to be tested if casualties were inflicted during the opponent’s previous turn (use a counter when losses are inflicted, and remove this from the table after morale has been tested).
2. DRMs. Every unit rolls a die and applies the following DRMs.
Factor






DRM
Second-rate troops





-1

Lost close assault in enemy’s last turn


-2
Elite troops






+1
3. Morale results table. The resulting score is then cross-referenced on the morale results to determine the unit’s option for the rest of the turn.
	Morale score

	Action
	Saving roll
	H-to-H combat morale level

	4-7
	Act as desired
	5-6
	3

	3
	May advance at half normal speed. May fire with half effect *
	4-6
	2

	(-2)-2
	May neither advance nor fire
	3-6
	1


* Always round fractions down for firing at half effect.
4. Hand-to-hand morale level. The hand-to-hand combat level, determined following a morale test, continues to count in the enemy turn if the unit is close assaulted.

5. Saving rolls. These apply for the following enemy fire phase. If no further casualties are inflicted, the unit status automatically returns to ‘act as desired’.

2) Movement 

1. Movement rates. Units can move in any direction, with the requirement that the maximum move distance for any stand in the unit, is not to be exceeded. Units move at the following rates each turn: 

	Unit type
	Terrain
	Type
	

	Unit type
	Road
	Open ground
	Difficult terrain

	Infantry, Artillery 
	10cm
	10cm
	8cm

	Cavalry
	15cm
	15cm
	12cm


2. Moving and firing 
a. Infantry and Cavalry may move their full distance and fire.
b. Artillery may never move, if it wishes to fire.
3. Difficult terrain. This covers woods, rough/rocky ground, marshes, depressions, fields and groves.
4. Obstacles: this covers walls, fences and hedges. Artillery may not cross. Other troops treat this as difficult terrain. 
5. Rivers: once contacted in the current movement phase rivers can be crossed as if moving in difficult terrain in the next turn.

6. Hills: these have no effect on movement. Steep hills and slopes, however, count as difficult terrain.

7. Buildings and fortifications: once contacted in the current movement phase, buildings and fortifications can be occupied in the next turn.

8. Interpenetration: no unit may interpenetrate another. Units retreating from close assaults may pass through units positioned behind them.

9. Going Prone. 
a. This action can only be performed in open ground and hills.
b. Infantry and dismounted cavalry may go prone. 

c. The unit or stand counts as being in partial cover with a -1 DRM to small arms fire.
d. For observation the unit still counts as being in the open.
e. Prone units can be fired over by erect friendly units.
f. It takes half a move for infantry units to go prone.
g. Units may move from prone to standing up without any movement penalty
h. Units may go to or from a prone position only once in the same move.
i. Prone troops that are close assaulted automatically rise but receive no cover benefit.
j. Crawling. Prone units in the open or on hills can crawl a maximum of 4cm per turn. 
k. Troops on hills count as moving and can be observed as if in the open.
l. Denote the prone status with a prone marker. 
10. Column formation. 

a. Dismounted units (including cavalry) must adopt column formation while moving along roads. 

b. There is no movement penalty for this formation change.

c. In addition to moving along roads, dismounted units (including cavalry) may adopt column formation to negotiate terrain features, intervening units and obstacles. 

d. Units cannot fire their weapons while moving in column.

e. Units may go prone and crawl while in column formation.

f. There is no movement penalty for this formation change but the unit may only adopt or move from column position once in the same move.
3i) Firing: General 

11. Observation: enemy units can only be fired upon if they can be seen. 
a. Troops are assumed to have 360 degree visibility which extends across the entire table. Line of sight is measured from the centre front, side or rear point of the observing base to any point of the target unit. 
b. Troops in the open, or firing from cover, are located automatically unless the line of sight is blocked by intervening terrain. 
c. This does not apply to concealed forces that have withheld their fire (have not fired yet in game) where the following tests apply:
i. To locate infantry and cavalry in cover at a distance of between 10cm and 25cm and artillery between 25cm and 50cm a score of five or six on a D6 is needed. 
ii. At 0 to 25cm a score of five or six is necessary to locate infantry in buildings (including fortifications).
d. Any tests required to permit firing are performed first in the appropriate firing phase of the turn sequence.
12. Concealed units: only one test is permitted for each concealed unit in each turn.
a. If a successful score is thrown then the concealed unit is visible to all enemy forces within the appropriate location distance i.e. 25cm or 50cm.
b. Concealed units firing are visible as if they are in the open.
c. Units withholding fire need to be located if they are concealed.
d. Units that don’t fire subsequently but have been previously located are now visible at the location distance if occupying concealed positions.

	Cover =  

Target
	Cover (Chance Test)

Infantry in Buildings
	Cover (auto)
	Chance Test

	Infantry and Cavalry
	25cm
	10cm
	5-6

	Artillery
	50cm
	25cm
	5-6


13. Arcs of fire

a. Artillery may fire at any target within 45° of their frontal facing

b. Other troops may fire at any target within 90° of their frontal facing

14. Target priority: direct fire must be applied against the closest visible target.
15. Reserve fire: if a unit has not moved or fired when capable of this in it’s own turn, it may interrupt the opposing player’s next turn and fire at any suitable target. 
a. This facility is available to small arms and artillery.
b. This can be performed at any point in the opposing player’s movement phase and is resolved at the end of this phase.

16. Cover: cover is a terrain feature capable of concealing units. 

a. Cover is provided by woods, hedges, walls and buildings. 

b. Terrain which blocks line of sight are buildings, woods, hedges, walls, intervening higher hills and smoke.
	Terrain
	Observe (Cover)
	Observe (Building)
	Firing (Cover)
	Firing (Entrenchments & fortifications)

	Woods, hedges, walls
	Yes
	
	Yes
	

	Buildings
	
	Yes
	Yes
	

	Entrenchments & fortifications
	
	Yes
	
	Yes

	Hills
	Yes
	
	No
	


a. Entrenchments and fortfications count as buildings for observation.

b. Hills provide cover for stationary units for observation but not for firing.

c. Troops on hills may observe and fire over intervening terrain on lower elevations.

d. Troops on lower elevations may observe and fire on troops on hills over intervening terrain.

e. Units moving into cover from the open do not count as being in cover in the in turn it moved for reserve firing directed at it.

17. Artillery: these units comprise one gun and four crew for casualties. 
18. Artillery units. Crews only ever get one saving roll (2-6). 

19. Range is measured from the centre front point of the firing base to the closest point of the target.
20. Firing path. Individual bases eligible to fire must be able to trace unblocked flank lines from their front to the target. The firing path is blocked by any intervening terrain or friendly bases.  

21. Close Assaults. Firing at units engaged in close assault is never allowed.

22. Friendly units. Firing through or over friendly units is never allowed.
23. Automatic fails. Any roll of 1 is a miss even when DMs indicate there is no chance of failure.
3ii) Small Arms Firing 

24. Targets. Small arms may target Infantry, Cavalry and Artillery units. 
25. Procedure. One dice is thrown for each rifleman in the firing unit.
26. Casualty table. Consult the casualty table and roll the appropriate number of dice for each rifle, in an attempt to achieve the relevant score to hit men. Moving and firing incurs a DRM of -2.
	Rifles 
	Carbines 
	Native Weapons
	Target unit’s terrain
	
	

	
	
	
	Open Ground
	Cover
	Entrenched or fortified

	0-15cm
	0-10cm
	0-5cm
	2-6
	4-6
	6

	16-30cm
	11-20cm
	6-10cm
	4-6
	6
	No hits possible


27. Saving roll. Defenders attempt their saving roll (see morale section) for all figures hit. Artillery units have a saving roll of 2-6. 
4) Artillery Firing
28. Rolling to hit. Whatever the target, artillery must first hit it. Consult the table below, cross-referencing the range with the dice roll needed in order to score a hit. The gun crew must be able to see the target. 

	Range of weapon
	Dice roll to hit

	0-10cm
	2-6

	11-20cm
	3-6

	21-30cm
	4-6

	31-40cm
	5-6

	41-50cm
	6


29. The artillery casualty table. Weapons then roll ten dice, checking on the artillery casualty table to see if a hit results.
	Weapon
	Target unit’s terrain
	
	

	
	Open ground
	Cover
	Entrenched or fortified

	Light Artillery
	4-6
	5-6
	6

	Heavy Artillery
	3-6
	4-6
	5-6


30. Saving roll. Apply the target has a saving roll. Artillery units have a saving roll of 2-6. 

5) Close Assaults
31. Procedure. Infantry and Cavalry may attack an enemy by moving into contact with them. Units performing a close assault may not fire their weapons in the firing phase.
32. Assaults upon Field Guns. These targets are automatically eliminated. The attacker suffers no casualties.
33. Assaults upon Infantry and Cavalry. In this case, the enemy fights back. 
a. Each figure has a combat factor, which is the same as the unit’s morale level. Multiply this figure by the number of figures remaining in the unit. The final figure is doubled in the case of defending units that occupy cover.
b. Roll a die for each unit and multiply the score by each unit’s final close assault factor.
c. Compare the totals. The loser (the defender in the case of a tie) suffers the following consequences: 1-6 dead (roll a die). The victim does not have a saving roll for these casualties. Retreat a full move.
34. Flank and rear close assaults: flank and rear attacks negate the value of cover for close assaults. Troops occupying buildings are assumed to be defending against an attack from any direction so are not impacted by flank or rear attacks.
35. Close assault casualties: if the difference between the final scores in a Close Assault are less than double for the winner, the winning unit takes 1D3 casualties without saving throws.
6) Special Rules
36. Buildings: each building can accommodate one unit of infantry. 
a. The first four hits scored against the occupying unit (which are resolved as per the rules) are absorbed by the building. 

b. Small arms fire does not cause damage to buildings.
c. Any further casualties continue to be removed, however, a D6 is thrown and on an odds result the building is destroyed and catches fire and all occupants must exit next turn.
37. Entrenchments and Fortifications. These are hard cover field positions: slit trenches and weapon positions, and individual timber and earth emplacements. Occupants are entitled to a saving roll.
38. Ruins. Ruined buildings classify as cover for firing and cover for observation (not buildings). They can be occupied in the same move without any delay. 
Colonial Wars Wargames Armies 

Period 1: The Zulu War 1879

BRITISH

Unit Type






Number per army

Foot Battalion
(Elite, Rifles)






1-3

Foot Battalion
(Regular, Rifles)





2-5

Natal Native Horse (Regular, Carbines)





1-2

Artillery Battery








0-2

Special Rules

· Foot battalions: each infantry unit is composed of 8 rifle armed figures. Represent these with two stands of 4 figures arranged two bases in line. 
· Unit squares: Foot Battalions may form unit squares (each stand facing in the opposite direction). There is no movement allowed while in square. It takes one move to move into our out of this formation. The square gives the unit +1 to their Combat Factor in close assaults to simulate greater unit cohesiveness and morale. 

· Natal Native Horse: each unit is composed of 6 figures armed with rifles. Represent these with two stands of 3 figures arranged two bases in line. In close combat, double the assault factor. They must dismount to fire at range. They may mount and dismount at no cost but may only perform one function per turn. When dismounted represent these with a two base Rifle unit in line and move the dismounted unit as Infantry. Horse holders are represented by one stand to the rear of the unit. 

· Artillery batteries: These count as Light Artillery. 
ZULU

Unit Type






Number per army

Warrior Regiment (Elite)






2-4

Warrior Regiment 







4-6

Riflemen (2nd Rate)







0-2

Special Rules

· Warrior regiments: each infantry unit is composed of 9 spear armed figures. Represent these with three stands of 3 figures arranged three bases in line. They get +1 to their Combat Factor in close assaults to simulate their effectiveness in melee and use of close combat weapons: spears and shields.

· Riflemen: each infantry unit is composed of 6 rifle armed figures. Represent these with two stands of 3 figures arranged two bases in line. Zulu riflemen were equipped with captured British rifles. Being unused to such weapons, they suffer a -1 DRM.

· Rapid movement: Zulu troops may move at an increased rate: 12cm over open ground and 10cm in difficult terrain. When charging to contact they roll a die and on an even result they move a further D6 cm.
Period 2: The Second Anglo-Boer War 1899-1902 

BRITISH

Unit Type






Number per army

Foot Battalion
(Elite, Rifles)






1-3

Foot Battalion
(Regular, Rifles)





2-5

Regular Cavalry Squadron






1-2

Artillery Battery








0-2

Special Rules

· Foot battalions: each infantry unit is composed of 8 rifle armed figures. Represent these with two stands of 4 figures arranged two bases in line.
· Regular cavalry regiments: each unit is composed of 6 figures armed with melee weapons only. Represent these with two stands of 3 figures arranged two bases in line. In close combat, double the assault factor. Cavalry must pass a Charge Test (4-6 on D6) to charge and contact dismounted Boer units frontally.

· Artillery batteries: These count as Light Artillery.

BOER

Unit Type






Number per army

Boer Commandos (Regular, Rifles)





2-5

Boer Commandos (2nd Rate, Rifles)





1-3

Artillery Battery








1-2

Special Rules

· Boer Commandos: each infantry unit is composed of 8 rifle armed figures. Represent these with two stands of 4 figures arranged two bases in line. Crack shots: Boers use a DRM of +1 for firing to reflect superior marksmanship.

· Mounted infantry: Boers must dismount to fight and fire, and if caught mounted will fight as Infantry, penalised with a DRM of -1. They may mount and dismount at no cost but may only perform one function per turn. Horse holders are represented by one stand to the rear of the unit. Represent as British Cavalry while mounted.

· Close assaults. 
· While mounted they may not initiate close assaults. 

· Dismounted Boers may not charge British infantry and cavalry units that are full strength (have no casualties). 
· Dismounted Boers must pass a Charge Test (4-6 for Regular, 5-6 for 2nd Rate on D6) to charge and contact British infantry and dismounted cavalry units, which have already suffered casualties, frontally.
· There is no prohibition on charging or test required if charging against the flank or rear of the British unit.  

· Boer units in the open, charged by British Cavalry, require to pass a Morale Test (4-6 for Regular, 5-6 for 2nd Rate, on D6) or lose a D6 Riflemen with no saving throws.

· Artillery batteries: These count as Heavy Artillery. Their maximum range is extended to 60cm. Boer artillery was more accurate, more effective and possessed a longer range than the British.

· Sangars and trenches: Boers may be deployed in sangars and trenches if defending prepared positions. Sangars count as cover for saving throws, trenches as fortified. Sangars may only be placed on hills or in broken ground. 

Period 3: Plains Wars 1860’s & 1870’s
AMERICAN ARMY

Unit Type






Number per army

Line Infantry (Regular, Rifles)






2-4 

Line Cavalry (Regular, Carbines)





2-4
Artillery Battery








0-1

Special Rules
· Line infantry: each infantry unit is composed of 8 rifle armed figures. Represent these with two stands of 4 figures arranged two bases in line.

· Line cavalry: each cavalry unit is composed of 6 rifle armed figure. Represent these with two stands of 3 figures arranged two bases in line. One unit may be designated elite morale. 

· Firing: Cavalry must dismount to fire at range. When dismounted represent these units as a two base infantry unit in line and move the dismounted unit as Infantry. Horse holders are denoted with one stand to the rear of the unit. They may mount and dismount at no cost but may only perform one function per turn. 

· Close assaults. For cavalry in close assaults, double the assault factor. Dismounted warrior units in the open, charged by cavalry, require to pass a Morale Test (3-6 for Elite, 4-6 for Regular, 5-6 for 2nd Rate) or lose D6 figures with no saving throws.

· Artillery batteries: These count as Light Artillery.

· Machine guns. The artillery battery may be replaced by a machine gun which uses rifle range but rolls six dice for casualties. The unit is treated as artillery for movement and firing restrictions. 
PLAINS INDIANS ARMY

Unit Type






Number per army

Warriors (Regular, Rifles)






1-2
Warriors (Regular, Carbines)






3-6

Warriors (Regular, Native Weapons)





1-3

Warriors (2nd Rate, Native Weapons)





1-3
Special Rules
· Warriors: each warrior unit is composed of 6 figures. Represent these with two stands of 3 figures arranged two bases in line. 

· Rifle and carbine armed warriors: warriors must dismount to fire at range. When dismounted represent these units as a dismounted two base unit of 3 figures in line and move the dismounted unit as foot troops. They may mount and dismount at no cost but may only perform one function per turn. Warriors firing is penalised with -1 DRM.
· Native weapons. These can be fired mounted but the unit counts as moving. 
· Close assaults. 
· Mounted warriors in close assaults double their assault factor. 

· Warriors may not charge American infantry and cavalry units that are full strength (have no casualties). 
· Warriors must pass a Charge Test (4-6 for Regular, 5-6 for 2nd Rate on D6) to charge and contact American infantry and dismounted cavalry units, which have already suffered casualties, frontally.
· There is no prohibition on charging or test required if charging against the flank or rear of the American unit.  

· Dismounted units in the open, charged by mounted warriors, require to pass a Morale Test (3-6 for Elite, 4-6 for Regular, 5-6 for 2nd Rate) or lose D6 figures with no saving throws.
