Orsikany - Twilight of the Iroquois      6th August 1777

When Britain invaded the rebel colonies from Canada in 1777, more than one route was open to them. General Burgoyne chose to lead his main army down Lake Champlain and the Hudson valley. But it was also decided to dispatch a diversionary thrust via Lake Ontario, down the Mohawk Valley, towards the Hudson. The aim was to confuse the enemy about the main direction of the British assault, capture valuable farmland (near the Hudson end of the Mohawk) and rally loyalist Americans thought to inhabit the area. 

On 2nd August, scouts belonging to Col Barry St Leger's British force reached Fort Stanwix, an American outpost near the head of the valley. Being without a siege train of heavy guns, St Leger's troops blockaded the fort and prepared to starve them out. The Americans meanwhile sent a relief column with supplies for the garrison under Brigadier Nicholas Herkimer. When St Leger realised that a relief was on its way, he resolved to ambush them. Some loyalists were sent to conduct the operation, but the majority of men taking part were Iroquois braves in the pay of the British Crown. 

The battle of Orsikany, on 6th August, was therefore an ambush. That was the tactic favoured by the Indians. Herkimer's scouts, who included some Oneida (one of the Iroquois nations) failed to spot the trap and when the war whoops and firing began, the Americans were completely surprised. The brigadier's troops, being largely militia from the frontier villages, were terrified of the Iroquois, because of a fighting reputation that dated back to the Seven Years War. 

Although the American column seemed for a time to be in danger of being completely overwhelmed and massacred, the tide soon turned. An American sortie from Fort Stanwix soon sacked the British and Indian baggage. Reports of this caused many of the braves to leave the battlefield. Herkimer's column, or rather its remnants (for it had been a bloody affair), survived and the reputation of the Iroquois was tarnished. 

The Scenario

This is a very small battle indeed. The troops numbers given below go below even 1: 10 ratio and this is the closest that British Grenadier goes to becoming a skirmish ruleset. The aim here is to provide a very small battle that can be resolved in an hour or two 

(I suggest 12 moves) and allows players to put some exotic troops on the table. 

A 6 x 4 table is more than adequate, even for 25mm troops. 

Deployment & Reinforcements

British: The British player may chose to deploy anywhere on the board. Historically, of course, the units should be in ambush positions, within, say, 6-​8" of the path to Stanwix. The detachment of the loyalists that arrives later in the battle can come on any turn from Move 5, providing the British player throws an initiative throw of 5 or higher. In morale terms, it becomes part of Johnson's command. If the Optional Rule below re. the loyalists's wily stratagem is not played, the British player may chose to combine the reinforcements with the main body of Johnson's battalion or not. 
American: These should be placed on the board in the order listed above, in line of march, with everyone bur the rearguard starting the game on the table. As soon as there is room for them on the road, the rearguard enters .
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Loyalist  Forces -   Col. Sir John Johnson (Average) 

	Brigade 
	Unit 
	Strength 
	Grade 

	Col Johnson (Average) 
	King's Regt of NY 
	16 
	Militia 

	
	Rangers 
	6 (3x2)
	2nd Line 

	Lt Col Joseph Brant (Excellent) 
	Mohawk war party 
	24 (8x3)
	Levy 

	Chief Blacksnake (Average) 
	Seneca warparty 
	18  (6x3)
	Levy 

	
	Cayuga warparty 
	6  (2x3)
	Levy 

	Reinforcements:
	King's Regt of NY  (detachment)
	12 
	Militia 


Patriot Forces -   Brig. Gen.  Nicholas Herkimer (Average) 

	Brigade 
	Unit 
	Strength 
	Grade 

	Col Cox (Average) 
  Advanced Guard 


	Cox’s Militia 
	18 
	Militia 

	
	Klock’s Rangers 
	6 (3x2)
	2nd Line 

	
	Oneida Scouts  
	6 (2x3)
	Levy 

	Brig. Herkimer  (Average)
      Main Body  
	Bellinger’s  Militia Militia 
	18 
	Militia 

	
	Light  Gun 
	1
	2nd Line

	
	Hirkemer’s Militia
	20
	Militia

	
	Baggage Wagons
	4
	

	Col. Visscher (Poor)
   Rear Guard 
	Visscher’s Militia
	20
	Levy

	
	Scouts
	6 (2x3)
	Militia


Concealment & Spotting 

The nature of the ambush prepared for Herkimer requires rules for spotting. Remember the basics - for example that you cannot see something on the other side of a woodland base at hill. Follow these rules: 

· One attempt to spot, pet turn per unit. 

· The area 'scanned' by a spotter in a turn is 12" 

· Use the-spotting table, throwing 2D6 to see if a concealed enemy may be seen.

· Units able to use concealment should normally be limited (for example to light infantry, riflemen, scouts and Indians) but in this scenario all Loyalist units may be concealed at the start. Concealed units are not placed on the table at the start of the game. 

· A concealed base reveals itself as soon as it fires (note, not the whole unit unless they all fire). 

· Concealed units may not be charged (i.e. the enemy may not rush speculatively into terrain they think might contain hidden troops). 

Spotting Test (2D6)

	2-6
	Enemy not spotted

	7-8
	Place closest one base of enemy which is closest to the spotter

	9-12
	Place the whole unit on the table


Modifers:                   

· Spotter Stationary and not under fire                               + 1 

· Spotters are Rangers, Light Infantry or Indians             + 1

· Spotter is firing                                                                       - 2

·  Hidden unit is Indian                                                            -1
· Hidden unit in woods                                                             -2
· Hidden unit within 6”                                                            +2
· Hidden unit is moving                                                           +3
Other Special Rules

· The first time the Loyalist player throws a double on his initiative throw, this causes a downpour. Firing should be rolled at half effect for this and the next move. 
· The second time the Loyalist player throws a double on the initiative roll, news reaches the Indians of the American breakout from Fort Stanwix, and the danger to their camp. Each Indian war party should then take a morale throw on the 'being charged' column. Retreat or Rout results should take them in the direction of Stanwix, otherwise they stay put. Attempts to rally them are done in the normal way. 

· Indians are allowed to charge the Militia battalions in this scenario once they have gone to 3 DP. If this happens as a result of a morale throw leading the militia to rout or retreat, the Indians may opt to pursue. 
· Indians passing within 6" of the American baggage must take a morale test under the 'other' column. Any result other than obeying orders means they will spend this turn and the next looting the baggage, incurring 2 DP as they do so. 
· If two or more American militia battalions adopt a 'masse' or 'square' formation, i.e. with all round defence, then they get a + 1 on both morale and melee throws. 
· The usual rule (p.34 of the rules) about troops using roads doesn’t apply in this scenario. Each American unit must roll for movement each turn, so it's a good idea to allow some space between them. Roll 1 D6 + 3" for the wagons, with the player saying before the roll whether he wishes to take full or half movement. 
· (Optional) The Loyalist reinforcements came close to surprising the Americans by turning their coats and pretending to be Continentals from Fort Stanwix. The British player may attempt this ruse de guerre. If it succeeds, the 12 fig loyalist unit will move to its charge distance (as close as the player wants above 2") without the American player being able to fire at them. 

Terrain
If modelled accurately, the terrain for this battle presents quite a challenge - to the extent that a purpose-built battleground of the type used at shows might have one side of the board a couple of feet higher than the other. This results from the fact that the path to Fort Stanwix ran along a steep sided ridge. To the left of the American column the ground rises abruptly, to the right it drops down towards the Mohawk river. At the minimum therefore you should try and simulate this basic topographical reality, even if your terrain system, or finances, do not allow the towering heights that might give the game the true feel of upstate New York. Once you've cracked the ground problem, there's an awful lot of trees needed too. It is assumed that everything off road has some level of vegetation, with denser patches represented by tree bases. The tree stands will carry the usual 1 DP penalty (except for Indians). Leave a few inches on each side of the road clear of tree bases

Tactics

Given the brittle morale of both sides in this contest, it will be apparent that successful generalship here is largely about stopping your own people running away and getting the enemy to do so. The key to this is trying to charge your enemy when you have no DPs and he has 3 DPs ! Early on, this will give the British side the advantage, since their troops begin the game in the ambush positions and do not have to move, the Americans of course must start the game plodding up the path to Stanwix, and are also likely to take the first fire hits. Later on, the Indians will get DPs of their own. Note that their chiefs can remove these, but the loss of a chief could be disastrous for an Indian war band. 

Uniforms

British: the King's Regt of New York (aka “Johnson's Greens”) had green coats with white facings. The Rangers under Butler may have worn the green hunting shirts and light infantry caps later adopted by his corps. Dress code for Iroquois is casual. 

American: It is doubtful that there was any real uniform among the New York militia. Some officers and NCOs may have had proper military coats, but by and large these troops should wear civilian and frontier clothing. 

