Skirmish Wargames Rules

BASES
In these rules, one figure represents one man. The combat element is the base, which is composed of between 2-4 figures. 

HOW TO WIN

The battle is won when the enemy force is eliminated.

CHARACTERISTICS

Each base has a set of characteristics, explaining how well it can perform each listed function.
TROOP TYPES

	Class
	Movement
	Shooting
	H-to-H
	Casualties
	Morale
	Points

	Levy
	8cm
	5-6
	1
	2
	5-6
	1

	Average
	8cm
	4-6
	2
	3
	4-6
	3

	Elite
	8cm
	3-6
	3
	4
	3-6
	5

	Hero
	8cm
	2-6
	4
	5
	2-6
	7


WEAPONS MODIFIERS

1) Normal weapons

	Weapons
	Points cost

	Bow, pistol
	0

	Musket, crossbow
	1

	Revolver, rifle, jingall
	2

	Repeater
	3


2) Special weapons

a. Spears. Spears add one to the base’s hand-to-hand rating (i.e. roll another die). There is no extra points cost. Bases using spears may not be equipped with missile weapons. Note that troops referred to as having ‘spears’ may in fact be equipped with swords, pikes or other hand-to-hand weapons.

b. Cavalry. The Cavalry move is 16cm. Add one to the base’s hand-to-hand rating (Cavalry can be equipped with spears in addition, adding a further one to the rating). Add two points to the normal cost of the base.
c. Camelry. The Camelry move is 12cm. Add one to the base’s hand-to-hand rating. Cavalry fighting camels lose their hand-to-hand bonus (horses are scared of camels). Add two points to the normal cost of the base.

3) Armour

	Armour type
	Points cost

	Light
	1

	Medium
	2

	Heavy
	3


MOVEMENT

Expressed in centimetres.

SHOOTING

The roll of a die, e.g. 3-6 = hitting the enemy on a 3,4,5 or 6.

HAND-TO-HAND COMBAT

A numerical rating, expressing the number of dice the base rolls in each hand-to-hand combat.

CASUALTY POINTS
Each base may suffer a finite number of casualty points before elimination.

MORALE

Listed as for shooting, e.g. 4-6 = passing morale tests with a 4,5 or 6.

WEAPONS

1. Hand-to-hand weapons. These are not distinguished from each other, once their effects are taken into account in each base’s hand-to-hand rating.

2. Missile weapons. These do have very different effects, and are distinguished as follows:

	Missile Weapon
	Range
	Comments

	Bows
	24cm
	Fire one shot

	Crossbows
	32cm
	Need to reload to fire

	Pistols
	8cm
	Need to reload to fire

	Muskets
	24cm
	Need to reload to fire

	Rifles (muzzleloaders)
	32cm
	Need to reload to fire

	Rifles (breechloaders)
	32cm
	Fire one shot

	Repeaters
	32cm
	Fire two shots

	Revolvers
	8cm
	Fire two shots


SEQUENCE OF PLAY

Both sides follow this alternately:
1. The action phase. Every base performs whatever (one) action it selects.

2. Resolve hand-to-hand combat.

3. Morale tests.

1) The Action Phase

Every base performs one action per action phase. The options are listed below:
1. Move. Bases can move in any direction. Infantry moves 8cm, and Cavalry moves 16cm. 
a. Heavy terrain: if traversing heavy terrain, the movement allowance is halved.
b. Obstacles: this covers walls, fences and hedges. Troops are affected as per heavy terrain. 

c. Rivers: once contacted in the current movement phase rivers can be crossed as if moving in heavy terrain in the next turn.

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

e. Barbed wire: once contacted in the current movement phase barbed wire can be crossed as if moving in heavy terrain in the next turn.

f. Buildings and fortifications: once contacted in the current movement phase, buildings and fortifications can be occupied in the next turn. Up to three stands may occupy a building or fortification.
2. Moving and firing. Infantry equipped with repeaters may move half speed and fire one shot.

3. Firing. Repeaters fire two shots, other weapons fire one shot. Crossbows, pistols, muskets, MLRs and jingalls may only fire if they are loaded.

a. Bases must first hit their enemy by rolling the score they need on a die.

b. If the target is in partial cover, it receives a saving roll. Roll a die for every potential hit. If a 4-6 is rolled, then the shot is assumed to hit the cover instead of the target.

c. If the target is in deep cover, it receives a double saving roll. This means that two dice are rolled for each potential hit, and if either result is a 4-6, the hit is disregarded. 

	Dice roll
	Weapons / casualties 
	inflicted
	
	

	
	Bows
	Rifles, pistols, crossbows, repeaters
	Muskets, MLRs, hand-to-hand weapons
	Jingalls

	1
	0
	0
	0
	1

	2
	0
	0
	1
	2

	3
	0
	1
	2
	2

	4
	1
	1
	2
	3

	5
	1
	2
	2
	3

	6
	1
	2
	3
	3


d. Bases receive a saving roll for each potential wound if they are equipped with armour, as follows:

	Armour type
	Saving roll

	Heavy
	4-6

	Medium
	5-6

	Light
	6


e. Arcs of fire: troops may fire at any target within 90° of their frontal facing.

f. Range is measured from the centre front point of the firing base to the closest point of the target.
g. Firing path. 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.  

h. Friendly bases. Firing through or over friendly bases is never allowed, apart from over prone bases by standing troops.
4. Reloading. Crossbows, pistols, muskets and jingalls are reloaded. Note it is impossible to fire such weapons in the same turn as they reload. Units required to re-load are denoted by placing a marker next to them. 
5. Charge. A normal move, but ending in base contact with an enemy. Hand-to-hand combat will ensue.

6. Mount or dismount. A horseman may perform either action as appropriate.

7. Ambush. A base may either fire or charge any time during the opponents’ next action phase. All enemy actions are suspended until the ambushing action is completed (this is a good action to use if the aim is to catch the enemy traversing open terrain between cover).
8. Go prone, crawl or rise. These actions can be performed in open ground. The base counts as in partial cover for firing while prone. If the base wishes to move it must either rise up first (another action, but the base can move up to half distance) or crawl 4cm. If crawling, the base still counts as being in partial cover for firing but receives a -1 modifier to saving rolls. Bows, crossbows, muskets, muzzle loading rifles and crew served weapons cannot be fired while prone. Prone troops who are charged have to rise up to receive the charge and deduct one from their hand-to-hand rating (i.e. roll one less die). 

2) Hand-to-Hand Combat

9. Procedure. Every base involved rolls the appropriate number of dice. The highest score wins. If the highest scores are equal, compare the next highest, and so on. If the scores are still level, then no blows are struck.

10. Two or three bases versus one base. Each base rolls all appropriate dice. However, if the superior side has two or more bases rolling higher than their opponent, then both (or all three) roll on the casualties chart. 

11. Cover save. A cover save only applies if the defender occupies the terrain in question, and the attacker is fighting to gain access. The defender only enjoys partial cover in such circumstances.

12. Casualties chart. Roll on the casualties chart above, taking account of armour saving rolls.

13. Loser retreats. The loser (or defender in the case of a drawn combat) retreats 2cm.
14. Flank and rear attacks. Bases attacked in their flank or rear, deduct one from their hand-to-hand rating (i.e. roll one less die). The defender automatically turns to face fresh attacks from the same opponent. Flanks and the rear of bases can only be attacked if the attacker’s charge commences from a point that without deviation, contacts the defending base on these edges.  

15. Casualties. The impact of casualties received by a base are:

1. For firing a DRM of -1 is incurred if the base reaches half the number of casualties allowed. 

2. For hand-to-hand combat the combatant with more casualties deducts one from their hand-to-hand rating (i.e. roll one less die).

16. Modifiers. For modifiers which reduce hand-to-hand factors to below one, if this occurs, add the deductions still to be applied to the opponents hand-to-hand rating. 

3) Morale Tests
17. Procedure. When a force is reduced to 50% of its starting strength, all remaining bases must test morale. Roll one die per base and compare with the morale rating. If the base fails the test, then it is removed from the battlefield at once.
18. Morale: in addition to the general test for 50% casualties, the other occasions where bases test morale are:
1. Discrete sub-units test morale as separate units when they reach 50% casualties.

2. If the command base is lost the entire force rolls for morale.

COVER
Bases may either choose to be in partial or deep cover. Units in deep cover enjoy greater protection, but their firing effectiveness is limited. Units in deep cover are denoted by placing a marker next to them. Bases must specify if they wish to be in deep cover otherwise in any situation assume the base is in partial cover if it is fully inside the terrain piece. 
Cover is based on anything classed as heavy terrain:

1. Woods, rough ground, marshes, depressions, fields, groves

2. Obstacles: walls and hedges

3. Buildings and fortifications

4. Steep hills (entire area)

5. Gentle hills (crest only)

COVER AND FIRING EFFECTIVENESS

Consult the table below to discover the effects of cover on firing bases’ effectiveness.

	Firing base
	Target base
	
	

	
	Open
	Partial cover
	Deep cover

	Open
	Open
	Partial cover
	Deep cover

	Partial cover
	Open
	Partial cover
	Deep cover

	Deep cover
	Partial cover
	Deep cover
	No firing permitted


VISIBILITY
Observation. Enemy bases can only be fired upon if they can be seen. Bases are assumed to have 360 degrees 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 the closest point of the target base.

Bases in the open, or firing from cover, are located automatically unless the line of sight is blocked by intervening terrain. 
This does not apply to concealed forces that have withheld their fire (have not fired yet in game) where the following tests apply:

1. To locate bases in partial cover at a distance of between 10cm and 25cm a score of five or six on a D6 is needed.  At distances of less than 10cm location is automatic.

2. At 0 to 25cm a score of five or six is necessary to locate bases in deep cover or in buildings (including fortifications).
3. Any test required to permit firing is carried out first before the chosen action of the base. Only one test can be performed by each base. There is no action cost for performing a test. 

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

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

6. Hills provide cover for stationary bases only (last action phase the base must have been stationary).

7. Bases moving into cover from the open count as being in partial cover until their next turn when the player may choose the use of cover.

Concealed units. Only one test is permitted for each concealed base in each turn. 

1. If a successful score is thrown then the concealed base is visible to all enemy forces within the location distance of 25cm.

2. Concealed bases firing are visible as if they are in the open and are treated as located.

3. Bases withholding fire need to be located if they are concealed.

4. Bases that don’t fire subsequently but have been previously located are now visible at the location distance if occupying concealed positions.

COMMAND AND CONTROL
There are three levels which govern a command’s movement.
1. Must have LOS to the Command Base (CS) if wish to move. May end move out of LOS but may not move again until this is re-established.

2. Must have LOS to the CS if wish to move, at both the beginning and end of the move. 

3. No restrictions if the CS out of LOS.

Command bases: command bases (hero bases) can allocate additional actions to any bases within command range through a command roll on one D6. This is determined at end of the action phase once all bases have performed their actions. The command range is a 20cm radius less 10cm if there is no radio communication and less 10cm if the LOS is blocked. Touching bases are automatically within command range.

Command Roll (D6)

1-3
No effect

4-5
One additional action to any base within command range

6
Two additional actions to any bases within command range

Additional actions. For firing weapons (including multi-shot weapons) an additional action means one additional shot. Each individual base can perform a maximum of one additional action per turn.
MODERN SUPPLEMENT
	Missile Weapon
	Range
	Comments

	SMG
	16cm
	Fire three shots

	LMG
	32cm
	Fire three shots

	HMG
	50cm
	Fire three shots

	Mortars
	12cm-90cm
	Fire one D6 shots

	Grenade launcher
	90cm
	Fire one D6 shots

	Assault rifles
	32cm
	Fire two shots


1. Moving and firing: troops equipped with SMGs and assault rifles may move half speed and fire one shot.

2. Heavy weapons: it takes one action for LMGs, HMGs and mortars to be setup to fire. It takes one action to dismantle a HMG or mortar prior to movement.  

3. Number of casualties: SMGs, LMGs, HMGs, assault rifles and mortars use the Rifles column.

4. Mortars (including grenade launchers): these can be fired directly at visible targets or indirectly. Casualties are scored on 3-6 for direct fire and 6 for indirect.
5. Points

Assault rifle


3

SMG



3

LMG



4

HMG



5

Mortar



5

Grenade launcher

5

SCI-FI SUPPLEMENT

1. Moving and firing: troops equipped with power rifles may move half speed and fire one shot. 

2. Power rifles: these count as portable LMGs (which don’t require to be setup to fire) with a range of 32cm and are capable of firing three shots.

3. Blast rifles: these are comparable to assault rifles.

4. Low-tech rifles: these are comparable to rifles.

5. Portable Missile Launchers: these can only be fired directly at visible targets. Casualties are scored on 3-6.

6. Power armour: this counts as heavy armour for saving throws and adds one to the base’s hand-to-hand rating.

7. Body armour: this counts as light armour for saving throws.
8. Sensors and visor scopes: troops equipped with these increase the chance of location by one.
9. Sneak suits: troops equipped with these reduce the chance of location by one.
10. Points

Blast rifle


3

Power rifle


4

Portable Missile Launcher
5

Power armour


3

Body armour


1

Sensors and visor scopes
1

Sneak suits


1

TERRAIN GENERATION

Games table. Divide the table into 6 equal zones numbered 1 to 6. 

	1
	2
	3

	4
	5
	6


Terrain: there are 1-3 terrain pieces per table zone. Roll one D6 for each terrain piece.

Hills


1-2 (1-4 gentle, 5-6 steep)

Woods


3-4

Buildings

5 (4-5 outer walls present, 6 = fortification)

Other terrain

6

Other terrain

Marsh


1

Rough ground

2

Rocky ground

3
Depression

4
Field


5

Grove, orchard
6



Hills and woods: should cover an area of 10-15cm x 10-15cm. 

Rivers: 0-2 rivers may be selected. These run from a one adjacent edge to the other.

Roads: 1-2 roads. These run from a one opposite edge to the other.

SOLO RULES

1. First determine the terrain pieces which are to be the primary objectives to hold for the defender and take for the attacker. 
2. There will be no more than three primary objectives.

3. Each time an attacker observes a terrain piece or enters a terrain piece which has not been observed previously by the attacking force, roll on the table to establish the number of defending bases present and then allocate the remaining defending bases randomly to the terrain piece.

Number of bases


Primary objective
Other terrain piece

3 bases





1


-

2 bases





2-3


1

1 base





4-6


2

0 bases





-


3-6
VEHICLE RULES

Every vehicle performs one action per action phase. The options are listed below:

1. Move. Tracked vehicles can move 24cm per turn. Wheeled vehicles can move 30cm per turn.
2. Wheeled vehicles may not cross obstacles

3. Mount or dismount. A passenger may perform either action as appropriate.

4. Fire. Arcs of fire:
a. Anti-Tank Guns, Field Guns, HMGs, AFVs without turrets and VMGs: units may fire at any target within 45° of their frontal facing.

b. AFVs with turrets and other troops: units may fire at any target within 90° of their frontal facing.

5. Vehicles in cover location distance is 50cm and auto detection at 25cm 

6. For each hit against soft vehicle dice for the vehicle.

7. For all hits roll dice. If the vehicle is moving reduce the roll by one.
Dice roll
Results

1-2

No effect

3-4

Target immobilised (may still fire). Target destroyed if already immobilised.

5-6

Target destroyed

Immobilised assault guns may pivot on the spot and fire.

For destroyed vehicles roll a second dice and on a roll of six they go on fire. 

The vehicle burns for three moves. All occupants must make a saving roll to survive. 

Bases may not go within 5cm.

8. If destroyed catch fire on 1-2 on D6. Roll additional saving dice for all occupants

9. Moving vehicles count as partial cover with a -1 modifier.
