IN THE HEART OF INDIA
The Indian Mutiny variant of the Heart of Africa rules
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Sequence of Play
· Dice for late arrivals

· Movement, one unit at a time

· Move independent figures and baggage

· Shooting (place smoke if appropriate)

· Close Combat

· Morale Tests, Rallying
Movement
                                                               Open                             Cover
British, Sepoys, Barkandaze           D6 +2                            D6 -1
Badmash Mob, Ghazi Fanatics      2 x D6                            1 x D6
All  Horse                                            3 x D6                            1 x D6  

Horse Artillery                                   3 x D6                            1 x D6                  
All Other Artillery                             1 x D6                                -
Elephants                                            1 x D6                             D6-1  
Gunboats                                             2 x D6                            1 x D6  
Shooting                                 Only two ranks may fire            5-6 to hit  
+2 for:     British firing
+1 for:      Sepoys firing 

-1  for:      Target is over half range

                  Target moved into close combat (unless defender is entrenched)
                  Target began or ended movement in cover (unless in close combat)

   Target is dispersed
   Firer behind fieldworks or inside building
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  Ranges    (in inches)
   British Infantry               24”

   Mutineers                         16”   
   Barkandaze                      16”  
   Sepoy Artillery *             40”

   British Artillery *            50” (30” if Horse, 70 if Heavy)
   Gunboats *                       50”(2 shots per turn)

    *  All artillery takes a turn to reload
Leader Characteristics:  If characteristics of leader not decided, then roll a D6
1. Charismatic:        Attaches to any unit, prevents morale test until it takes 50% casualties
2. Discplinarian:    All units within 4” disregard one morale test per turn
3. Eloquent:            Rallies units on a score of 2-6 
4. Warrior:              +1 on all personal shooting or melee rolls 
5. Cunning:             Detects ambushes at 8”Can deploy extra ambushing unit 

6. Organiser:           Can move before all other units, and his reinforcements appear on a 3-6
Close Combat 
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Roll a D6 per figure, and add or subtract the modifiers below. If two figures are fighting one opponent, then the defender chooses his attacker, and fights him as normal, and if he survives he fights the second figure, who gets an additional bonus.  

+2 for:   British, or if a second figure is fighting a single opponent
+1 for:   Sepoys or Ghazi Fanatics
-1 for:     If attacker storming defences

If final score is 2 less than opponent then figure is killed. 
Characteristics 
Leader                   If shot at by anyone but a Regular, he gets a saving throw (4-6). 

                                  Saving throw is lost after the first volunteer is killed.
Scout                        Detects ambush at 8” and blocks late arrivals within 12”. If attached to a  

                                  unit it moves at his speed. If shot at by anyone he gets a saving throw (3-6).
Standard Bearer   Cancels any one morale test of a unit within 18” and LoS each turn
Mounted Troop     Only regulars can dismount. Takes one whole move to mount/dismount, 
                                  but may fire at end of move without any bonus.
Artillery                   2” blast radius if target hit (usually on a 6, regardless of 

                                  Cover). Counts as a single figure stand. Gets a saving 
                                   throw of 4-6 against all shooting hits. Cannot move and fire. 

Elephants                Optional firing ability (fires as Barkandaze) – at up to four targets. 

                                   Morale check if fired upon, and if it fails a 1st morale test it stampeded for 1 

                                   turn (1 x D6) in direction chosen at random by die or spinning a pencil.

Gunboats               As artillery, but fires two guns a turn. Throw 2 x D6 every time vessel moves 

                                and on a 2 or a 12 it runs aground for rest of game. No fire bonus if it moves 

                               and fires in same turn. Total each hit (artillery hits count as 10 hits). Morale  

                               check after each 2o hits. Retires from table after it fails its second test. 
Morale
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Test in each of the following circumstances:

· Friendly unit within 12” and LoS is destroyed
                or routed     
· If enemy within 8” springs an ambush

· If Leader or Standard Bearer killed within 18” 
· If Elephant under fire
· If baggage captured or defending village burned 

· Unit receives high casualties –     6 figures or less:       1 casualty

                                                                            7-12 figures:              2 casualties

                                                                            13-20 figures:           3 casualties
                                                                            21+:                            4 casualties
Procedure         Roll 1 x D6   All British (including Cavalry & Artillery) & Fanatics pass on a 3-6.
                                                  Sepoys (including Cavalry & Artillery) & Barkandaze pass on a 4-6.                                          

                                                                                                                                All others pass on a 5-6.
If it fails its first test, place a morale marker beside the unit.
If a non-British unit fails a second time it is removed from the table. British units may no longer advance, and are removed from the table after failing a third test. 
Rallying:   A Leader may attempt to rally one unit within 8”each turn, regardless of whatever else he is doing. To rally the unit he needs to roll 5-6 on a D6 (3-6 if British). 
