American War of Independence Wargames Rules

UNITS AND FORMATIONS
a) Infantry. Units consist of four bases, and may adopt one of the following formations: 

1. Line. Comprising one rank of four bases.  

2. Column. Comprising four ranks of one base. 
3. Single Base Formation. When units are reduced to a single base, they can only adopt Line formation. 

b) Skirmishers. Units consist of four bases. They deploy in skirmish order (two ranks of two bases). 

c) Indians. Units consist of four bases. They deploy in two ranks of two bases. 

d) Cavalry. Units consist of four bases. They always deploy in two ranks of two bases. 

e) Artillery. Units consist of a gun and four crew on a single base. Guns are either limbered (denoted by turning the barrel away from the enemy) or deployed (barrel facing the enemy). 

HOW TO WIN
Victory is achieved when the vanquished army is reduced to two remaining units. For every Infantry unit exiting the table on the enemy side, the enemy immediately removes two of his units. All three units count as eliminated. 

SEQUENCE OF PLAY
Each side follows this sequence every turn 

1. The charge sequence 

2. Movement 

3. Firing 

4. Hand-to-hand combat. 

1) The Charge Sequence 

1. Measure the distance between attackers and defenders. If this exceeds the attacker's eligible move, the charge does not take place and the rest of the sequence is ignored. 

1. Only one unit may charge each face of a defending unit (these being front, left flank, right flank, and rear). 

2. A charging unit may not turn more than 45°. 

2. Defenders fire. If a charge takes place against the front face of a defending unit, then the latter may fire against their assailants before contact. 

1. Exception: Cavalry defenders may never fire against any attacker. 

3. Move the units into contact. Resolve all fighting in the hand-to-hand combat phase. 
2) Movement 

1. Normal movement rates. A unit's type and formation affects its normal movement rate, which may be modified by other factors. 

	Troop Type  
	Movement Rate

	Infantry in Line 
	8cm

	Infantry in Column 
	12cm

	Skirmishers
	12cm

	Indians 
	12cm

	Cavalry  
	24cm

	Limbered Artillery 
	8cm

	Deployed Light Artillery 
	4cm

	Deployed Field Artillery 
	No Movement


2. Turning and wheeling. 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.
3. Infantry, skirmisher and cavalry units. 

a. Units may turn up to 45° without penalty. Only one turn is permitted per move.  

b. If units turn more than 45°, this costs half their movement allowance. Only one turn is permitted per move. 

c. About turns (180°). Units may about turn once per move without penalty. If they choose to make two about turns during their move, this will cost half their movement allowance. 

1. Indian units may move freely and without penalty in any direction, turning and facing as desired while moving.  

2. Deployed artillery units. 

a. All artillery may pivot in any direction in their turn. 

b. Light artillery may pivot up to 45° before or after moving in their turn. 

c. Artillery may not fire on any turn in which they turn or move. 
2. Changing formation. 
a. Close Order Infantry may change formation at the cost of one move. 
b. Units anchor to one stand and must maintain its position in relation to this stand. 
c. For columns this is the lead stand of the formation. Formation of lines may move bases to either side as desired around the nominated anchor.  
d. Light artillery takes half a move to either limber or deploy. 

e. Field artillery takes one full move to either limber or deploy.
4. Moving and Firing. Cavalry, Skirmisher and Indian units may combine movement with firing (at a cost of half their movement allowance). Firing may either precede or follow movement. 

5. Terrain. This affects units in the ways stated below:
1. Hills. Do not affect movement. 

2. Rivers. It takes 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. 

3. Deep Rivers. These may only be crossed at Bridges and Fords. The rest of the river is impassable. 

a. Bridges. These can only be crossed by Indians, Skirmishers, Artillery, Cavalry, units with a single base remaining, or units in Column. Units do so at full movement rate.  

b. Fords can only be crossed by Indians, Skirmishers, Artillery, Cavalry, units with a single base remaining or units in Column. Fords are treated as rivers. 

4. Towns. Only Infantry, Skirmishers and Indians may enter or leave a town, and it takes a complete turn for them to do so. Any individual town may only contain one unit.
5. Woods. Only Infantry, Skirmishers and Indians may enter. Infantry move at half speed. Skirmishers and Indians move without penalty. 

6. Fences, Hedges, Walls and Fieldworks. Each such linear obstacle crossed costs 4cm of movement. These cannot be crossed by Artillery. 

7. Roads. These may only be used by Infantry in Column formation. If such units spend their entire turn moving on a road, their movement rate is increased to 16cm. 

6. Unit contact. 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.

7. Interpenetration. Units may never pass through each other except as noted below: 
a. Retreat. Light troops are allowed to interpenetrate and can be interpenetrated by other units. 
b. Compulsory actions. Any forced interpenetration due to compulsory actions initiates a Morale Test on the unit forced to move. Light units are exempt from these restrictions.
3) Firing 

All units may fire.


1. Small Arms. 

1. The ranges of relevant weapons are listed below: 

	Weapon 
	Range

	Rifle 
	24cm

	Musket 
	16cm

	Carbine 
	8cm


2. All bases of any unit may normally fire except units in column never fire.
3. Units may fire at targets within 45° of their frontal facing.
4. Artillery firing 
a. At long range any enemy unit is an eligible target.

b. At short range the artillery unit must fire at the closest non-skirmisher unit.

c. Enemy skirmishers do not block fire and may be fired through.

d. The artillery unit incurs a penalty of -1 to score a hit at short range. There is no penalty at long range.

e. Skirmisher units may be targeted with no penalty.

2. Infantry and Cavalry firing 
a. A unit must fire at the closest eligible target within its arc of fire.
b. Enemy Skirmisher units do not block fire and may be fired through

c. The firing unit incurs a penalty of -1 to score a hit. 

d. Skirmisher units may be targeted with no penalty.

3. Skirmishers firing 
a. Skirmishers must fire upon the closest eligible target within their arc of fire.

b. Enemy skirmishers block fire and cannot be fired through. 

5. If the target is in range, roll a die for every eligible base firing. The chances of scoring a hit varies according to the firing unit's formation as listed below: 

	Firing Unit's Formation 
	Score Required

	Infantry in Line 
	4-6

	Skirmishers  
	5-6

	Indians and Cavalry 
	6


6. For every four hits inflicted on a unit, remove a base (if under four hits are scored, carry the total over until the next combat is resolved).
2. Artillery. 

1. Artillery have two range bands: short and long. 

	Type 
	Short Range
	Long Range

	Light Artillery 
	16cm
	48cm

	Field Artillery 
	24cm
	72cm


2. Units may fire at any target within 45° of their frontal facing. 

3. After the range has been measured, the number of shots must be calculated. Two dice are rolled for short range and one die is rolled for long. The resulting number is always halved (any fractions should be rounded up). 

4. For every shot roll a die. A hit is scored if the relevant score is achieved on the table below: 

	Type 
	Score Required

	Light Artillery 
	5-6

	Field Artillery 
	4-6


5. As with small arms fire, a base is removed if four hits are inflicted upon the target (carry over all totals under four until the next combat is resolved).
3. Saving Roll. A unit may be entitled to a saving roll. If the saving roll is achieved, the hit has no effect. If a unit is eligible for more than one saving roll, it chooses which saving roll to use. A unit may never take more than one saving roll against a given hit. 

1. Units in Cover. Any unit behind cover rolls a die for every hit inflicted upon it. For every roll of 4-6 a saving roll has been achieved and the hit has no effect. 

2. Firing at artillery. Artillery units enjoy a saving roll of 2-6 for each potential hit. 

4. Terrain. Some terrain has an effect on firing. 

1. Woods. Where both units are inside, firing is limited to 5cm.
2. 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.
5. Range is measured from the centre of the unit to the closest point of the target.
6. 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.
7. Overhead fire. The only overhead fire allowed is to or from a higher elevation on troops by artillery at long range.
8. Engaged units. Shooting at units engaged in hand-to-hand combat is never allowed.

9. Morale tests: tests for base removal due to defensive firing, normal firing and hand to hand combat are performed at the end of the relevant phase in which the base was removed.

4) Hand-to-Hand Combat 

1. Hand-to-hand combat is always simultaneous, with both sides attempting to inflict casualties upon each other. 

2. Zero casualties. Artillery, Skirmishers in the open and Indians in the open never inflict casualties in hand-to-hand combat. They may therefore never declare a charge.
1. Skirmishers under cover (in woods or a town) may never charge any enemy unit, but does defend as if it is an Infantry unit (Own Unit column). 

2. Indians under cover (in woods) may charge enemy units when the Indian unit and the enemy unit are both in the indicated terrain. 

2. Charging Artillery units. Artillery units may only be charged if the target unit has no friendly Infantry units within 8cm. 

1. Artillery is automatically eliminated in hand-to-hand combat. 
3. Infantry. These have the following restrictions:
1. They may never charge Cavalry.  

2. Other Infantry may be charged if the attacker is of superior strength to the defender (in terms of bases remaining) at the time the charge is declared. If defensive fire reduces the attacking bases to equal or lesser strength, the attack still proceeds to hand-to-hand combat.
3. Single base units are prohibited from declaring charges. 
4. Skirmishers and Indians may be charged without restrictions. 
5. Units in Column cannot declare a charge. 

Scoring Hits. Roll a variable number of dice for each base in the unit. To ascertain how many dice each base should roll, cross-reference one's own unit type with that of the enemy. For every die rolled, a hit is scored on a 4-6. As usual, remove a base for every four hits (carrying over any remainders).

	
	Enemy Unit

	Own Unit
	Cavalry 
	
	Infantry 
	Skirmishers 
	Indians
	

	Cavalry 
	1
	
	2
	3
	2
	

	Infantry (charging) 
	-
	
	2
	1
	2
	

	Infantry (defending)
	1
	
	1
	-
	2
	

	Indians 
	2
	
	2
	2
	2
	


4. Additional dice. Units in the following situations always roll one additional die per base. 

1. Units attacking an enemy flank or rear. 

2. Units on higher ground than their opponent. 

3. Units defending a riverbank, Ford or Bridge against attackers who are crossing to engage them frontally. 

5. Saving Rolls. 

1. Units (defending) in cover receive a saving roll of 4-6 for every potential hit. 

2. If an Infantry unit is charged frontally by cavalry, it enjoys the benefit of a saving roll that varies according to the number of bases remaining (note that units reduced to a single base do not receive this advantage against mounted attackers). 

	Infantry Formation 
	Bases Remaining

	
	4
	3
	2

	Line 
	2-6
	4-6
	6

	Column 
	6
	-
	-


6. Retreat. After a round of hand-to-hand combat, the losing unit must withdraw. It has two possible outcomes following a morale test: 

1. Retreat half a move directly to the rear, facing the enemy, if they pass the test. 

2. Retreat a full move directly to the rear, facing away from the enemy, if they fail a test. 
3. There is no deviation to the direction and distance moved.

4. Blocked Retreat. If any unit blocks the route of retreat, the retreating unit is eliminated. If the unit meets impassable terrain it is eliminated. Passable terrain modifies the retreat as per normal movement. Light troops are allowed to interpenetrate and can be interpenetrated by other units.
7. Ties. If a hand-to-hand combat results in a tied result, the defender usually retreats. The only exceptions are:
a. When a Town or Fieldwork is being defended; in this case the attacker retreats. 
b. When fighting American militia, the militia unit always retreats.
8. Walls and Fieldworks. Units defending these count as in cover in hand-to-hand combat.
9. 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.
10. Carried forward hits. Hits on bases are carried forward following a further base removal resulting from a failed Morale Test.
11. Casualties. Hits from defensive fire are not included in the determination of the loser’s casualties in hand-to-hand combat.

5) Morale Tests 

1. Testing morale. A unit must test morale under the following circumstances: 

1. It has to retreat after hand-to-hand combat. 

2. A base has been removed from the unit this turn, as a result of enemy fire. 

2. Morale procedure. Roll a die and consult the table below. If the unit fails to achieve the die roll listed, remove another base. A roll of 1 always results in a failed test.
	Unit class 
	Die roll required 

	Elite 
	3-6

	Average 
	4-6

	Levy 
	5-6


3. Generals and morale. Generals are assigned to a unit, and remain with it throughout the battle. 

1. If a unit is accompanied by a General, it may add +1 to all morale test die rolls. 

2. Generals are removed from the table when their unit is eliminated. 
6) Special Rules
1. Linear Tactics. These rules only affect Close Order Infantry in Line formation (not single base formations).

2. Second Line Support

3. Infantry Lines (not single base formations) and Heavy Cavalry units may provide support. The supporting unit must be directly behind (facing the same direction and visible to the supported unit), so that at least half the frontage of the supporting unit overlaps the frontage of the supported unit which must be within the move distance of the supporting unit.
4. Friendly occupied towns may provide support if within 8cm.

5. Units with support add 1 in Morale Tests.

6. Protected Flanks
7. Infantry Lines (not single base formations), artillery units and Heavy Cavalry units can protect flanks. A flank is protected when a second unit is visible within 8cm of it.

8. Impassable terrain, friendly occupied towns and friendly controlled cover may protect a unit’s flank if within 4cm.

9. Units with protection on both flanks add 1 in Morale Tests.

10. Units with no protection on any flank deduct 1 in Morale Tests.
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.
American War of Independence Wargames Armies

BRITISH ARMY

Unit Type







Number per army

Rangers (Skirmisher, Average, Rifle)






0-1

Combined Light Infantry (Skirmisher, Elite)





0-1

British Grenadiers (Infantry, Elite)






0-1

British Infantry (Infantry, Average)






3-6 

Light Dragoons (Cavalry, Average, Carbine)





0-1

Artillery










0-1

Special Rules
· Discipline and Drill: British Infantry, German Grenadier and Elite Skirmisher units never test morale when the first base is lost, they automatically pass.
· Rapid Fire: all British infantry may move half their movement allowance and fire. Firing follows movement.

· Later war British Infantry. The British army changed from being the firepower oriented army of the 1740's to a shock oriented army in America. The typical tactic was to advance rapidly, stop at about 60 paces and give the enemy a volley and a halloo, then charge in with the bayonet. To simulate this, British Infantry of this period are not restricted by the rules on infantry charging other infantry and may charge any infantry unit, provided they are not themselves a single base formation and have already fired at the unit being charged if this has equal or greater number of bases.
· Up to 5 British Infantry units may be designated as German Infantry:

German Grenadiers (Infantry, Elite)





1

German Infantry (Infantry, Average)





4

· Up to 3 British Infantry units may be designated as Loyalist Infantry:

Loyalist Infantry (Infantry, Levy)






3
· Skirmisher companies. Loyalist Infantry units may re-roll one miss from firing to account for the presence of attached skirmisher companies.
· One British Infantry unit may be designated as an Elite unit.

Highlanders (Infantry, Elite)






1

British Guards (Infantry, Elite)






1

AMERICAN ARMY

Unit Type







Number per army

Frontiersmen (Skirmishers, Average, Rifle)





0-1

Combined Light Infantry (Skirmishers, Elite)





0-1

Continental Infantry (Infantry, Average)





3-6

State Militia Infantry (Infantry, Levy)






2-4

Dragoons (Cavalry, Average, Carbine)






0-1

Artillery










0-1

Special Rules
· Rifle armed skirmishers. American skirmishers were adept at picking off officers and this had a detrimental impact on unit morale. Any casualties from rifle fire, even if not resulting in a base removal, causes a morale test.
· Skirmisher companies. Continental Infantry units may re-roll one miss from firing to account for the presence of attached skirmisher companies.
· Militia defending fieldworks. These troops were far more confident when defending field positions. If assaulted they add one additional dice to their determination of hits. 
· Panic. Whenever a Militia unit tests morale it must do this twice.
· Up to 3 Continental Infantry units may be designated as State Line Infantry:

State Line Infantry (Infantry, Average)





3
State Line Infantry are prohibited from performing a charge test.

· Up to one Continental Infantry units may be designated as Elite

· Fieldworks. 0-2 fieldworks covering the frontage of an Infantry unit, may be deployed in the American deployment zone
· After 1778 French units may be substituted for American Infantry:

French Chasseurs (Skirmishers, Elite)





1

French Grenadiers (Infantry, Elite)






1

French Infantry (Infantry, Average)






4 

French Hussars (Cavalry, Average, Carbine)




1
· Battalion Guns. French Infantry units have attached light artillery and roll an additional dice when firing.
French Indian Wars Wargames Armies

BRITISH ARMY

Unit Type







Number per army

Rangers (Skirmisher, Average, Rifle)






0-1

Royal American Light Infantry (Skirmisher, Average)




0-1

Iroquois Indians (Indians, Average)






1-3

Grenadiers (Infantry, Elite)







0-1

Combined Light Infantry (Skirmisher, Elite)





0-1

Line Infantry (Infantry, Average)






1-2 

Highlanders (Skirmisher, Elite)







0-1

Provincial Infantry (Infantry, Levy)






0-3

Light Horse (Cavalry, Average)







0-1

Artillery










0-2

Special Rules
· Discipline and Drill: British Infantry and Elite Skirmisher units never test morale when the first base is lost, they automatically pass.
· Highlanders: These are treated as Skirmishers for movement and firing and are musket armed. In close combat they may charge and attack and defend as Infantry in Line, with the ability to do so in the open and while under cover. To reflect a more dispersed combat formation, they score hits on 5-6 in close combat. They are formed as Skirmishers.

FRENCH ARMY

Unit Type







Number per army

Coureurs De Bois (Skirmisher, Average, Rifles)





0-1

Huron Indians (Indians, Average)






2-4

Line Infantry (Infantry, Average)






2-4 

Canadian Militia (Infantry, Levy)






2-6

Artillery










0-1

War of 1812 Wargames Armies

BRITISH ARMY

Unit Type







Number per army

Peninsular Veterans (Infantry, Elite)






0-1

British Line Infantry (Infantry, Average)





2-4 

Riflemen (Skirmisher, Elite, Rifle)






0-1

Converged Light Infantry (Skirmisher, Elite, Rifle)




0-1

Light Dragoons (Cavalry, Average, Carbine)





0-1

Canadian Light Dragoons (Cavalry, Levy, Carbine)




0-1

Canadian Militia (Infantry, Average)






1-2

Canadian Militia (Infantry, Levy)






1-2

Canadian Irregulars (Skirmisher, Levy, Rifle)





0-1

Artillery










0-1

Special Rules
· Discipline and Drill: British Infantry and Elite Skirmisher units never test morale when the first base is lost, they automatically pass.
· Canadians. These can be used when fighting the invasion of Canada.
AMERICAN ARMY

Unit Type







Number per army

Line Infantry (Infantry, Average)






2-4 

Militia Infantry (Infantry, Levy)







1-2
Volunteers and Frontiersmen (Skirmishers, Average, Rifle)



1-2

Light Dragoons (Cavalry, Levy, Carbine)





0-1

Artillery










0-1

Special Rules
· Fieldworks. 0-2 fieldworks covering the frontage of an Infantry unit, may be deployed in the American deployment zone
Jacobite Rebellions Wargames Armies

JACOBITE ARMY

Unit Type







Number per army

Highlanders (Infantry, Average)






4-8
Skirmishers (Skirmisher, Average)






0-1
Horse (Cavalry, Levy, Carbine)







0-1

Artillery










0-1

Special Rules
· Formation. Highlander infantry units deploy on a frontage of two bases. 

· Impetuous charge. If charging, Highlander units receive one extra die for each of their remaining bases divided by two (rounded down) in the first round of any combat. They are not restricted by the rules on infantry charging other infantry if of superior number of bases and may charge any infantry unit, provided they are not themselves a single base formation.
· Fire drill. Highlander units fire with a DRM of -1.   
BRITISH ARMY

Unit Type







Number per army

Grenadiers (Infantry, Elite)







0-1

Line Infantry (Infantry, Average)






2-5 

Dragoons (Cavalry, Levy, Carbine)






0-2
Artillery










0-2
Special Rules
· Discipline and Drill: British Infantry units never test morale when the first base is lost, they automatically pass.
