English Civil War

Darrell 02/02/02


General Information

Each unit represents a regiment or its equivalent – the figures only represent the unit type and do not indicate its strength

D2D6


The delta of 2D6, treated as positive

Distance


Measured in centimetres

Led by Staff Officer
Means officer base touches unit base (leads all units it touches) 

Flank attack

Attacker is completely behind targets front base edge

Rear  attack

Attacker is completely behind targets rear  base edge

Winning


When an army has lost 20% of its original Combat Efficiency Rating (below) it quits the field

Unit Rating

Each unit is rated according to its Combat Efficiency (CER) – which is the sum of many factors – and will decide how the unit reacts to its orders – the ratings range from 0 to 5 – its initial rating is decided by an Average Die – when 0 is reached the unit is deemed ineffective and removed from play

The rating is indicated by a coloured marker
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Reaction to orders

During this period there was uncertainty whether or not units will always obey orders.  Therefore to reflect this uncertainty their reaction is tested in the Command phase of each Turn by adding D2D6 to its current CER and modifying according to circumstance.  The final result is compared against the Reaction Table 

Reaction modifiers

Unit is disordered

- 2

Unit has a Melee advantage
+ 1


Unit attacked in flank
- 2

Unit led by Staff Officer
+ 1

Unit attacked in rear
- 3

Unit is routing

- 3


Melee advantage

Uphill / Attacked across a linear obstacle / Attacking the flank or rear

Reaction Table

	>= 3
	Obey order
	

	      2
	Halt Disordered
	This is its movement this turn

	      1
	Retire Disordered away from the enemy
	This is its movement this turn

	<= 0
	Rout   away from the enemy
	This is its movement this turn


Cavalry will pursue enemy units (at rout speed) they have Routed until the enemy are removed from the table or until the pursuers are Rallied. … Pursuers are Disordered whilst pursuing

Game Phases

1. Both
Command

2. Side A
Movement

3. Side B
Firing

4. Side B
Movement

5. Side A
Firing

6. Both
Melee

Command

Test each units reaction to its current situation

Pursuing cavalry units test to Rally only if led by a Staff Officer … (Royalist – 1 modifier) … Continue pursuit if result is Retire or Rout 

Movement

Road


Negates Broken / Difficult terrain deductions

Only if unit has Reformed on entering road – unit must Deploy to leave road

Unit must Reform to cross a bridge


Broken  Terrain

Open  woods / Scrub  

Difficult Terrain

Dense woods / Village / Marsh

Unlimber


1 Turn

Artillery, once unlimbered, may never limber during the game

Mount/Dismount

1 Turn

Reform/Deploy/Reface
1 Turn


The only manoeuvres a deployed unit may make are Advance directly ahead / Wheel / About turn (no oblique movement)

A moving unit will not contact an enemy and will halt no closer than 1away

A unit may not Wheel / use Road movement / Reform / Deploy / Reface in/through an enemy’s Charge distance

(exception: may wheel to contact that unit)

Movement Table

	Unit
	Advance
	Square
	Charge
	Rout/Road

	Pikes
	10
	0
	+ 1
	15

	Musketeers
	12
	N/A
	+ 1
	18

	Dragoons - Mounted
	15
	N/A
	#1         + 3  
	20

	Dragoons - Dismounted
	10
	N/A
	+ 1
	18

	Cavalry
	15
	N/A
	+ 3
	24

	Staff Officer
	20
	N/A
	N/A
	30

	Artillery    - Limbered
	06
	N/A
	N/A
	N/A / 09


#1
Only vs flank / rear

Deduction Table

	Unit
	About turn
	Wheel
	Broken terrain
	Difficult terrain
	Wall
	Hedge
	Ford
	Climb slope

	Pikes
	3
	2/3
	1/3
	2/3
	5
	8
	2/3
	1/3

	Musketeers
	4
	2/3
	1/3
	2/3
	4
	6
	2/3
	1/3

	Dragoons - Mounted
	5
	1/3
	1/3
	IMP
	IMP
	IMP
	1/3
	1/3

	Dragoons – Dismounted
	4
	1/3
	1/3
	2/3
	4
	6
	2/3
	1/3

	Cavalry
	5
	2/3
	1/3
	IMP
	IMP
	IMP
	1/3
	1/3

	Staff Officer
	0
	0
	1/3
	2/3
	5
	5
	0
	0

	Artillery - Limbered
	N/A
	2/3
	2/3
	IMP
	IMP
	IMP
	2/3
	2/3


Distance to travel table

	 Normal
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	1/3 deduction
	1.5
	3.0
	4.5
	6.0
	7.5
	9.0
	10.5
	12.0
	13.5
	15.0

	2/3 deduction
	3.0
	6.0
	9.0
	12.0
	15.0
	18.0
	21.0
	24.0
	27.0
	30.0


Firing

Arc of Fire is 90 degrees forward from the units’ front base edge – Center of to center of target base - Line of Sight only

Dragoons may only fire when dismounted;  Others when deployed

Soft   Cover
Hedge / Open woods / Scrub 

Hard Cover
Wall / Dense woods / Village

Range Table
( <= )

	Weapon
	Close
	Medium
	Long

	Musket
	4
	8
	16

	Saker - Ball
	12
	24
	48

	Saker - Cannister
	3
	6
	12


Effect on target is CER + D2D6 modified by circumstance

Firing modifiers

Target in or behind soft  cover
-   1

Close range


+ 1

Firing unit is Disordered

-   2

Unit led by Staff Officer

+ 1

Long range


-   2

Canister



+ 2

Target in or behind hard cover 
-   3

Divide all positive results by 10 and that is the % chance of CER loss to the target  (0 or negative is No Effect)

Roll D10 for any decimal 
EG
Result = 0.6
1 CER loss if D10 <= 6





Result = 1.2
2 CER loss if D10 <= 2 else 1 CER loss

Pikes in square divide result by 4 per face (round down to 1 decimal place)

If a unit is being led by a Staff Officer suffers CER loss then Staff Officer is KIA if D10 = 0

A unit suffering CER loss is Disorganised

Melee

Is simultaneous  … Pikes in Difficult terrain Melee as musketeers

Units can only attack through their front base edge ... Except that Routing units and units on a road do not fight

In order to initiate a Melee all units involved must test their reaction to the Charge order  … If it Obeys orders it moves into contact its charge distance …  otherwise it Stands Disordered … Units already engaged in Melee do not test

Unit Vs Unit table
(Frontal)
	Vs
	Pikes
	Musketeers
	Dragoons

Mounted
	Dragoons

Dismounted
	Cavalry
	Artillery

	
	Init
	Subs
	Init
	Subs
	Init
	Subs
	Init
	Subs
	Init
	Subs
	Init
	Subs

	Pikes
	+ 0
	+ 0
	+ 3
	-  3
	+ 5
	+ 5
	+ 3
	-  3
	+ 5
	+ 5
	KIA
	KIA

	Musketeers
	-  3
	+ 3
	+ 0
	+ 0
	+ 1
	+ 1
	+ 0
	+ 0
	-  5
	-  1
	KIA
	KIA

	Dragoons – Mounted
	N/E 
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	KIA
	KIA

	Dragoons - Dismounted
	-  3
	+  3
	+ 0
	+ 0
	+ 1
	+ 1
	+ 0
	+ 0
	-  5
	-  1
	KIA
	KIA

	Cavalry
	N/E
	N/E
	+ 5
	+ 1
	+ 2
	+ 1
	+ 5
	+ 1
	+ 1
	+ 0
	KIA
	KIA

	Artillery
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/E
	N/A
	N/A


Effect on 
target is CER + D2D6 modified by circumstance

Disordered

-  2

Unit led by Staff Officer

+ 1

Attacked in flank

-  3

Charging



+ 1
Not vs linear obstacle or village

Attacked in rear

-  5

Mounted dragoons v flank/rear
+ 0

If a unit is being led by a Staff Officer suffers CER loss then Staff Officer is KIA if D10 = 0

A unit suffering CER loss is Disorganised

Royalists

	Id number
	Type
	5
	4
	3
	2
	1
	0

	 
	
	
	
	
	
	
	

	100
	Staff Officer
	
	
	
	
	
	

	101
	Staff Officer
	
	
	
	
	
	

	102
	Staff Officer
	
	
	
	
	
	

	103
	Staff Officer
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	110
	Artillery
	
	
	
	
	
	

	111
	Artillery
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	115
	Dragoon
	
	
	
	
	
	

	116
	Dragoon
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	120
	Cavalry
	
	
	
	
	
	

	121
	Cavalry
	
	
	
	
	
	

	122
	Cavalry
	
	
	
	
	
	

	123
	Cavalry
	
	
	
	
	
	

	124
	Cavalry
	
	
	
	
	
	

	125
	Cavalry
	
	
	
	
	
	

	126
	Cavalry
	
	
	
	
	
	

	127
	Cavalry
	
	
	
	
	
	

	128
	Cavalry
	
	
	
	
	
	

	129
	Cavalry
	
	
	
	
	
	

	130
	Cavalry
	
	
	
	
	
	

	131
	Cavalry
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	140
	Pikes
	
	
	
	
	
	

	141
	Pikes
	
	
	
	
	
	

	142
	Pikes
	
	
	
	
	
	

	143
	Pikes
	
	
	
	
	
	

	144
	Pikes
	
	
	
	
	
	

	145
	Pikes
	
	
	
	
	
	

	146
	Pikes
	
	
	
	
	
	

	147
	Pikes
	
	
	
	
	
	

	148
	Pikes
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	156
	Musketeers
	
	
	
	
	
	

	157
	Musketeers
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


Parliamentarians

	Id number
	Type
	5
	4
	3
	2
	1
	0

	 
	
	
	
	
	
	
	

	100
	Staff Officer
	
	
	
	
	
	

	101
	Staff Officer
	
	
	
	
	
	

	102
	Staff Officer
	
	
	
	
	
	

	103
	Staff Officer
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	110
	Artillery
	
	
	
	
	
	

	111
	Artillery
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	115
	Dragoon
	
	
	
	
	
	

	116
	Dragoon
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	120
	Cavalry
	
	
	
	
	
	

	121
	Cavalry
	
	
	
	
	
	

	122
	Cavalry
	
	
	
	
	
	

	123
	Cavalry
	
	
	
	
	
	

	124
	Cavalry
	
	
	
	
	
	

	125
	Cavalry
	
	
	
	
	
	

	126
	Cavalry
	
	
	
	
	
	

	127
	Cavalry
	
	
	
	
	
	

	128
	Cavalry
	
	
	
	
	
	

	129
	Cavalry
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	140
	Pikes
	
	
	
	
	
	

	141
	Pikes
	
	
	
	
	
	

	142
	Pikes
	
	
	
	
	
	

	143
	Pikes
	
	
	
	
	
	

	144
	Pikes
	
	
	
	
	
	

	145
	Pikes
	
	
	
	
	
	

	146
	Pikes
	
	
	
	
	
	

	147
	Pikes
	
	
	
	
	
	

	148
	Pikes
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	156
	Musketeers
	
	
	
	
	
	

	157
	Musketeers
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


