War in the Forest

Sequence of Play
· Dice to remove pins

· Movement (alternate units)

· Shooting (in skill sequence)

· Hand-to-hand Combat

· Check Morale

Exception: Regular soldiers may “volley and bayonet” during the movement phase 
(see p. 43 of the rules)

Motivation

Needed to move, fire or remove pins

Killers and Warriors are self-motivated

Motivation Range: Force Commander: 8”

                                Unit Commander:  6”

MOVEMENT
                                    Fire?        Spot?

Stealthy             3”      No               Yes

Manoeuvre    D6+3”  Unaimed     Yes

Rush            2D6+3”   No               No   

Assault           D6        Both within 6”

Turn only       -          Unaimed*    Yes

*Aimed fire if Killer

Note: Can’t use Rush in difficult terrain
SHOOTING

Weapon Range

Tomahawk   6”          It takes a turn
Pistol           8”        to reload a firearm.
Bow           12”      Bows can fire again  
Musket      16”         at same target, or  
Rifle          36”        another within 3”
Aimed Fire (D20)
Firer must be motivated, and target observed

14 or less: Missed

15-17:       Target pinned

18-20:       Target killed
Unaimed Fire  (D20)
D20 score to pin target – Killer:     19 
                                        Warrior:  16

+1 if target in                  Civilian:  14

     hard cover                  Rabble:   10 

Visibility

Visibility extends across table, but is blocked by buildings, walls, boulders, over 1” of forest, or over 4” of tall crops, open woodland or scrub.

Enemy is automatically spotted if it fires and in line of sight of observer (exceptions below). 

Other automatic spots are;

When emerging from cover 

this turn or halted in open:       30”

Halted or “stealthy” in cover:    4”

(12” if unit fires, and 0” at night) 

18” if Night, 30” if Moonlit, 48” if Dusk

Otherwise, Roll to Spot:

Spotter is Killer or Warrior: 4-6 required

Spotter is Soldier or Brave:  3-6 required
Spotter is Civilian or Rabble:  6 required

+1 if Delaware spotting enemy in cover

-1  if trying to spot Abenaki in forest

Pins

If Pinned: Place marker. Target takes cover or goes prone. May not shoot or move closer to enemy until pin removed.

To remove pin marker: Roll a 5-6

Killer gets 4 dice, Civilian or Rabble 1 die and Soldier, Brave or Warrior 2 dice

Killer or Warrior Saving Throw

1-3: Killed 4-6:  Wounded

Wounded figure cannot Rush and suffers firing and hand-to-hand penalties

Aimed Fire Modifiers

+3 If killer or warrior shooting

+1 If Ranger shooting

-1  If Civilian shooting

     If over ½ range (not bows)

     If target stationary or “stealthy”

     For each wound received 

-2  If Rabble shooting

     If firing bow over ½ range

     If target in cover
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HAND-TO-HAND COMBAT
There are no charge moves, and figures can’t “rush” into contact – only “assault” or manoeuvre. Figures on horseback may break off from contact I they have movement left. 
Roll a D6 per figure in combat

Lose by 2: Figure killed, or

                wounded if a Killer or Warrior

Lose by 3: Figure killed
Hand-to-Hand Modifiers

+2 If Killer or Warrior

     If making “stealthy” attack

     If on horseback

     Regular soldiers using bayonet

     Second figure fighting

+1 If Soldier or Brave

     If using club in “stealth” attack 

-1 If pinned

    If Rabble

    For each wound suffered

Capture: If figure declares he is trying to capture his opponent rather than kills him, he
                 declares this before combat begins. His opponent is captured if he loses the combat.
[image: image1.jpg]




CHECKING MORALE
Killers never have to test.

Others do so if:

· For each figure killed in melee

· If force commander or another unit 
· Leader killed within 12”

Test to pass:

Warrior, Soldier or Brave: 3-6 required

Civilian: 4-6 required
Rabble: 5-6 required  
1st Failure: Unit carries on as normal

2nd Failure: All figures pinned.

3rd Failure: Unit disperses 

Rallying

Unit may attempt to rally if it spent the turn stationary and wasn’t under aimed fire. It takes a morale test, and one morale marker removed if successful.   
