
RULES FOR WARGAMING 25mm BATTLES DURING

 
THE AMERICAN WAR OF INDEPENDENCE
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   BY THE IRON BRIGADE

1.
Equipment, basing and turn phases
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When using these rules the following items are required:




a) Dice: 3 x D6; 1 x D8; 1 x D10; 1 x D20 and 1 x D4

b) Shell burst marker(s) and template

c) Attrition markers, e.g. different coloured beads

d) A rule marked in inches

e) Cotton wool, or similar, to identify units which have recently fired.

Specific base and unit sizes are irrelevant.  No individual casualties are removed from units on the table. 

Most actions are carried out in alternate turns.  On occasions simultaneous events will occur e.g. firing at a charging enemy unit.  Notwithstanding such situations the general sequence of each players turn is as follows.  

a) Rallying

b) Movement

c) Firing

d) Melee

When completed the next player takes his/her turn.

2.
Examples of troop type and class 

Ostensibly the nature of these rules is that success, or failure, is largely dependent upon the capabilities of the rank and file and the competency of the officers, or more likely a combination of the two.


Attrition


Category
marks
British
American

Elite
6
Grenadiers/Artillery/Light Troops
Artillery/Light Troops


Line
5
Hessians/Regulars/Dragoons
French/Continentals/Riflemen


Inferior
4
Regulars/Loyalists
Continentals/Militia/Dragoons


Raw
3
Loyalists/Indians
Militia/Indians


Attrition marks are used instead of removing casualties.  Once a unit loses all it’s attrition marks it is withdrawn from the battlefield

3.
Movement

Movement can take three forms: basic; charge and pursuit/rout.  As mentioned above the outcome of an order to move, in whatever guise, relies on the class of troop as well as the quality of the officer giving the order:

(a)
Basic movement
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Infantry

Elite/Line/Inferior

Up to 6”

Raw


1 x D8”

Cavalry

As above but  8”. (Mounted troops can never be classed as raw)

Artillery

Limbered, up to 7” and unlimbered, up to 3”.

(b)
Charging

Prior to making a charge units must pass a morale test.

Elite/line troops charge at double their basic movement (see above).

Inferior/Raw troops roll a D20 + basic quality factor of Brigade Commander.

Failed charge

If a declared charge falls short the charging unit is considered temporarily “disordered”.  It's now susceptible to either: a counter charge; a volley of fire; or both.  To reflect this situation a modifier of +2 is given to the attack value of the counter charging unit and +1 to each die thrown in small arms fire (see firing and melee sections below).

Example:

A unit of Queen’s Rangers (inferior class) is ordered to charge at a Continental unit (line class).  Their brigade commander (good) is 4” from them and the enemy 12”.  They pass the morale test and roll an 8 on a D20.  Even with an additional 1 for the quality of the brigade commander the charge falls short.  The Queen’s Rangers are now “disordered”.  The Continentals decide to unleash a volley into them.  Being a “line” unit they roll 3 x D6, firing at short range.  They roll a: 3, 4 and 5.  The 3 would normally miss, but as a +1 modifier exists all three dice hit.  Consequently three attrition marks are removed from the Queen’s Rangers unit.  

(c)
Pursuit / rout

If routed an infantry unit will roll 2 x D6 and a cavalry unit 3 x D6 and move that distance towards the nearest friendly edge of the table.  If artillery units are forced to rout they are automatically lost.  Should the pursuing unit (also rolling the same configuration of dice) catch the routing unit the routing unit is automatically lost.

Raw troops will always initially pursue a routed unit.  They require passing a morale/leadership test to stop the pursuit.  Elite, line and inferior troops have the option to pursue.  However, once in pursuit they also need to pass a morale/leadership test in order to halt.  If a routed unit cannot be rallied before reaching a friendly edge that unit is permanently withdrawn.  The same follows for any pursuers.

(d) Movement modifiers

(i)
Pursuit/routing
2 x D6 for infantry, 3 x D6 for cavalry

(ii)
On road (column only)
As normal movement + 1 x D6

(iii)
Column (across country)
As above less 2”

(iv)
Change formation *
½ move

(v)
Fire & move / move & fire *
½ move

(vi)
Limbering / unlimbering
1 move

(vii)
Loading artillery/small arms
1 move

(viii)
Crossing obstacles
Less 4”


(ix)
Through woods
½ move except: Light troops; Indians and 




Riflemen


(x)
Across difficult ground
Less 2”

* Raw troops can only: move; fire or change formation in any one turn.
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4.
Firing

(a) Small Arms




      Range [to hit]




Short
Long

Troop type
No.of dice
(0 to 4”)
(5 to 8”)
Elite
3
3+
4+

Line
3
4+
5+

Inferior
2
4+
6

Raw
1
5+
6

One hit = loss of one attrition mark; two hits = loss of two attrition marks and so on . . .

Modifiers: target unit in hard cover –2; target unit in soft cover –1; target failed charge +1; first volley (as long as unit has not been previously involved in a melee) +1; target in skirmish order –1.

Example:

The 4th Pennsylvanian Regiment (inferior) open fire, at short range, on the King’s Own Regiment.  However, the British are positioned behind a hedgerow that offers them soft cover.  The Pennsylvanians roll 2 dice and score a 4 and a 5.  Applying the –1 modifier for soft cover means that they achieve 1 hit and an attrition mark is removed from the King’s Own.

(b) Unit being charged directly

If able to, i.e. loaded, a charged unit will automatically fire upon the unit charging at them.  If under the control of a poor/normal commander the outcome is resolved as at long range, if commanders rating is good/excellent it is conducted at short range.  However, unless fire results in the charging unit losing all its attrition marks, i.e. it’s lost, the defensive fire never prevents the charge “hitting home”. (See below)

(c) Firing upon friendly unit being charged 

All loaded units within short range of an ensuing melee can fire on the charging unit, at short range, so long as they: (i) pass a morale/leadership test and (ii) are within a 45º arc of fire of the target.  Of course, they cannot then fire offensively in their next turn.

(d) Artillery fire (shot and canister)




Range [to hit]




Short
Medium
Long

Type of gun
No.of dice
(0 to 12”)
(12 to 24”)
(24 to36”)
Battalion
1
4+
n/a
n/a

6lb
2
4+
5+
n/a

24lb
4
4+
5+
6

Modifiers: Grapeshot (preferably limited to a couple of rounds per game) +1 for each die rolled; target in skirmish order -1

(e) Artillery (shell fire)

Estimate the distance to where the shell’s to land, from a minimum 12” up to a maximum range of 36”.  Add to the estimate the score on a D10 and place a marker on that spot.  Note that a score of 0 means the shell is a “dud” and fails to explode.  Then using a circular Perspex template judge which units are affected by the shell burst.  Roll 4 x D6 and any score of 4+ causes the loss of an attrition mark.  Allocate “hits” as evenly as possible.  Note that if allocated a hit brigade commanders are not automatically killed.  Roll a further D6 and score a 6 to do so!
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5.
Melee
(a) Number of dice thrown during melee:

Troop type
Infantry
Cavalry
Elite
3
4

Line
3
4

Inferior
2
3

Raw
1
n/a

Obviously this reflects superior training and/or the height advantage of mounted troops.

(b) Modifiers (only effective on a valid dice roll)

(i) +1 attacking/defending from a higher plane

(ii) +1 initial charge into melee

(iii) +1 defending behind light cover

(iv) +2 defending behind hard cover

(v) +1 flank attack

(vi) +2 rear attack

A valid dice roll is 4 or above.  Any initial score (irrespective of modifiers) of 3 or less is invalid and does not count.

(c) Other aspects of melee

Victory in a round of melee results in the removal of an opponent’s attrition mark(s) and the pushing back of opposing unit by 2”.

On a unit’s turn it may opt (on passing a morale test) to temporarily disengage from melee in order to expose its opponent to friendly artillery or small arms fire.  Of course using this manoeuvre runs the risk of giving an opponent the advantage of added impetus (+1 modifier) by charging back into melee next turn.

It is allowed (though perhaps a little unethical) to fire into a melee.  The risk is clear – friendly casualties may accrue.  To reflect this utilise the fire rules above, but determine which side suffers each hit by way of: 1,2,3 versus 4,5,6, or odds and evens on the roll of a D6.

Example:

The 1st Connecticut Regiment (inferior) and the 21st Fusiliers (line) are fighting on level open ground.  They have locked horns for a couple of turns.  The Americans roll 2 dice:  4 and 5.  The British roll 3 dice: 2, 4 and 6.  The 2 is discounted (being invalid).  The British highest score, 6, beats the American highest score, 5.  The two remaining valid scores are level meaning that the 1st Connecticut loses an attrition mark.  Had the British scored another 4, instead of a lowly 2, the Americans would have lost 2 attrition marks.

The British push the Americans back 2” (NB both units stay in contact) and the losers’ test to see if they continue in melee.
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6.
Morale
(a) Score required in order to pass a morale test:



No.of attrition marks

Troop type
1
2
3
4
5
6


Elite
3+
2+
1+
n/a
n/a
n/a

Line
3+
2+
1+
n/a
n/a
n/a

Inferior
4+
3+
2+
1+
n/a
n/a

Raw
5+
4+
3+
n/a
n/a
n/a

(For modifiers see Commanders competency tables.)

(b) Examples of situations where a morale test is required (not considered exhaustive)


If failed

(i) Initiating a charge
Do nothing

(ii) Receiving a charge
Rout

(iii) Friendly unit routs within 6” (cannot induce ripple effect if failed)
Rout

(iv) Brigade commander is killed (all brigaded units within 6”)
Rout

(v) Continuation of melee (losing unit only)
Rout

(vi) Rally / pursue
Rout / pursue

(vii) Firing at an enemy unit charging into friendly unit (see movement)
Do nothing

(viii) Temporarily disengage from melee
Do nothing





7. Commanding Officers
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(a) Effect on morale:



In base

Competency

Within 6”
contact
Drunk / poor

-1
0

Normal

0
+1

Good

+1
+2

Excellent

+2
+3

These factors apply to both Brigade and Divisional commanders, though not cumulatively.

(b)
Targeting Commanders
If a commander is within short range of small arms fire he can be targeted on any double (throwing 2 x D6).  He is killed if a 6 is then thrown on a single D6.  (See also section on Sharpshooters).

If a commander falls within the range of enemy artillery fire he is killed on a 6 from a D6.

In melee if he is in base-to-base contact with an enemy unit, or a friendly unit, which is itself in base-to-base contact with an enemy unit, he is killed on a 6 from a single D6.

Of course in each instance the attacking unit must expend one of its hits in attempting to kill a commanding officer.

8. Couriers

Couriers deliver orders from Divisional command to Brigade command.  They move at 6” + 2 x D6.  However, if a double one, or six, is thrown the courier is killed.  Couriers are used as a pool.  If one has failed to get through another, if available, can take his place.

Orders relate to brigades and should be structured as simply as possible.  For instance: “Brigade will advance and hold the hill to its immediate right”.

9.
Chain of Command
Generally the “rule of three” applies.  A brigade is made up of 3 battalions and a division is made up of three brigades.  Artillery and, if agreed, cavalry can be brigaded separately.

10. Victory conditions

If no particular terms relate to the agreed scenario the following is a reasonable guide:

British withdraw if they lose 40% of their force; Americans withdraw if they lose 50% of their force and the French will withdraw if they lose 1/3rd of their force.

11. Sharpshooters

(a) Number of sharpshooters available is the lower of 1 per brigade, or 4

(b) Can only fire once per game, then are removed

(c) Concealed at the start of the game

(d) Need a 5, or 6 on a D6 to hit at short range

(e) Need to score a 6 on a D6 to hit at long range

12. Etiquette

As this was the age of the gentleman soldier the following good manners will be observed at all times:

(a) No pre-measuring

(b) Measurement for firing takes place from flag to flag; or end of gun muzzle to flag for artillery

(c) Charges can only be made in a straight line
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If in doubt, line of sight etc must be amicably resolved

MOST OF ALL, HAVE FUN!!

Andrew, Kevin and Jim

The Iron Brigade
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