THE TURN SEQUENCE. 
      

Each turn sequence should follow the order indicated below


Morale
:-Complete combat morale tests.



:-Complete rout and pursuit morale tests.

Movement
:-Declare charges and charge responses.



:-Complete normal and charge moves.



:-Complete rout and pursuit moves.

Shooting
:-Complete normal shooting.



:-Complete charge response shooting.

Assault
:-Complete all mêlées.

MOVEMENT. 

Everything that can move has a movement allowance. This is the maximum distance in inches that the model can be moved.

Movement Phase:

Movement is taken in Inches, you do not have to move to the full amount listed, but you cannot exceed the amount listed when moving.

Light Inf   Inf/Gren   Light C.   Med C, Horse A   Heavy C.   Light A.     Heavy A.

Column 
    6”/12”      6”/12”          N/A                N/A                 N/A          N/A             N/A

Line                      4”            4”             10”                   8”                   6”             4”               2”

Loose                   6”          N/A            12”                  10”                  8”            N/A            N/A

Square            Immobile  Immobile     N/A                 N/A                N/A       Immobile   Immobile

Wedge                N/A         N/A            8”                     6”                   6”            N/A            N/A

Move at the Double

Units can move at the double (double their normal movement rate). However units that moved at

the double can be shot at with double normal fire rate. This can be in any formation but the unit

cannot shoot or assault that turn. 

Moving and Shooting:
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Units that have moved cannot sustain the same amount of fire as they would otherwise be able

to have. As such when a unit moves its ROF is reduced to 1. This includes all infantry stands

and the shooting of cannons balls by artillery. Grape shot however is still highly effective even

when rushed, but the amount of fire is reduced. As such Grape shot ROF is reduced to 2 when

shooting after moving. If already 1, like most light infantry have then a modifier of -1 is added to

the ‘to hit’ roll. For example a 4+ to hit would now be a 5+.

MOVEMENT PENALTIES AND DIFFICULT TERRA IN.  

There are three categories of terrain that units can encounter: Cross-country, Rough terrain and Impassable

Cross country

Terrain that is rated as cross country is basically level and smooth enough that troops can cross it without much difficulty. It could be grassy or barren fields, expanses of firmly packed desert or farmland.

Rough Terrain

This terrain will limit the speed which artillery can move. Rough terrain is likely to cause artillery to ‘bog down’ getting stuck in the mud or trapped on an obstruction. Rough terrain is rated as either difficult going or very difficult going.

Difficult going

Artillery attempting to move through this terrain must slow down and risk getting stuck. Obstacles such as shallow ditches, low walls and hedges are also difficult going. 

Very difficult going

Buildings, swamp and dense woods are all very difficult going, as are obstacles such as banked hedge rows, drainage ditches and streams.

Foot soldiers simply scramble around or over obstacles.

Impassable terrain

Some terrain is just so difficult it is impossible to cross, such as deep rivers, fetid swamps or cliffs. Impassable terrain stops all movement.

Linear obstacles

Some terrain features like hedges, walls and streams form a line running one point to another. A unit can be on one side or the other but never actually in them.

Area Terrain 

Terrain that occupies a large area on the table such as woods, swamps or snow is often represented by area terrain. 

Moving artillery through Rough Terrain

Gun crews have even more trouble man handling their guns across rough terrain. All gun crews must pass a bogging check to cross Rough Terrain. While gunners can move their guns through some obstacles, they simply can’t move through really difficult going at all. All artillery may not attempt to cross Very difficult going terrain. However they may begin the game in Very difficult going terrain - their crews having spent the time to haul them into position before the battle begins. Once there they cannot move since it will take just as many hours to haul them out again.

Infantry moving through Rough Terrain

Unlike artillery, troops on foot can go just about anywhere. They can cross almost any obstacle and make their way through all but the most impassable terrain. Infantry companies and cavalry squadrons never become bogged down and do not need to take bogging checks regardless of the terrain encountered. They move at the same rate on roads and through cross country and rough terrain.

Difficult Going

Difficult going is the bane of all artillery teams. Each time a team needs to take a bogging check for crossing Difficult Going, roll a die

On a roll of 2+ the team continues moving without any problems.

A roll of 1 means that the team has Bogged Down and may not move any further until it is freed.

DIRECTION OF FACING. Models are assumed to be facing in the direction as indicated by the position of the figure/stand. 

HIDDEN UNITS. Troops can be hidden in buildings, woods, behind linear obstacles, such as hedges and walls (only in a line of one stand), crop fields, and depressions in the ground such as gullies or sunken roads and fortifications. Visibility in the woods is limited to 2” because of the vegetation; troops inside the woods cannot be seen at all from outside unless they disclose their position by shooting. However, they can see just as far looking from the edge as they could in the open. The wood itself is of course visible, so can be fired on by artillery even if the presence of enemy troops is only suspected.

DISCOVERING HIDDEN UNITS. Units that are hidden can be discovered if the hidden unit fires from hiding or the hidden unit charges from its hidden position. An opponent will discover hidden units by moving to within 1” of the hidden unit. Units that are hidden can also be discovered if an opponent is a Conscript or Trained unit and moves to within 2" of the hidden unit or the opponent is a Veteran unit and moves to within 3" of the hidden unit and the opponent takes and passes a Motivation Test. 

Test as follows 1: Roll a 2D6

         

    2: If the result is more than the Initiative (I), the test has failed and the unit will not discover the hidden unit.

Units discovering a hidden unit, other than from an Initiative test, are surprised and must take a morale test on the units Leadership. 

SHOOTING   
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Fire during this era was mainly either a simultaneous massed discharge of a large number of inaccurate missiles at a large solid target as a musket volley or else the successive discharge of a series of relatively accurate projectiles at a number of smaller targets. Shooting is conducted by firing a Battalion at a Battalion. You cannot split the fire of your Battalions.

After designating the platoon you wish to fire at you must check to see you have Line of Sight, LOS, to your target as demonstrated below. Then you must see if the unit is in range.

In On War pre-measuring is NOT allowed. Muskets were highly inaccurate and temperamental weapons and you want the enemy to be as close as possible to ensure your volley has effect. Once you have made sure that you have LOS and Range you then roll the amount of D6 as attributed to the stands firing. Once you have rolled to hit tell your opponent of your Targeted unit, BEFORE rolling for saves. If the save(s) is failed then that stand is taken off the field as the men either flee the field or lie dead and wounded.

FIELDS OF FIRE. The direction in which the model is facing is assumed to be the actual direction faced by the individual. A weapon may be fired at a target within a 90 degree arc to the front of the model. 

SHOOTING FROM ELEVATED POSITIONS. Soldiers and artillery on hills, the upper storeys of buildings, or in elevated positions, can draw a line of sight over lower terrain features, linear obstacles or models and be shot back at by the first enemy rank.

LINE OF SIGHT. The firer must be able to draw a clear line of sight to the intended target: a firer cannot shoot at a target that he could not theoretically see. 
LOS stands for Line of Site. To be able to shoot at a target a stand must have line of site to it. In On War all units have a 180 degree LOS from the front side their base. 
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Stands can see through allied stands; however you cannot fire through allied stands. So a line made of 4 stands wide and 2 deep only the front 4 stands (so half the Battalion) can fire.
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Because Artillery is arched it can fire over the heads of units that are 4” in front of them otherwise they are unable to shoot. Batteries cannot grape through allied units!
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To have line of sight to a stand you must draw a straight line from the CENTRE of your stand to centre of the enemy stand. This stand of Light Infantry can ‘see’ a small part of the base however it cannot draw a line to the centre of the enemy stand and as such has no LOS to the enemy unit.
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In this Example the unit does have LOS to the enemy unit:
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Some Battalions may be placed so that one or more stands have site to an enemy stand but [image: image8.emf]other do not. In these cases the stands that have LOS are the ones who can shoot. 
Range:

Units have different ranges to represent the range of the weapons firing. Muskets and Rifles have a generic range of 16” while the range of artillery depends on the type of shot fired and the type of artillery firing.  

Rate of Fire:

Different units have a different rate of fire. This is to represent skill, training and ability and the speed it takes to reload a weapon. The premier shooting formation was the line in which infantry were often drilled extensively in. To represent both Line Formation and the effects of movement and different kinds of artillery fire units have a ‘Rate of Fire’ or RoF. RoF represents the amount of fire an individual stand can shoot at the enemy and is represented by a number such as 1 or 2. When shooting you roll an equal number of d6’s to a units RoF characteristics. An infantry stand has a RoF of 2 when in Line Formation so when shooting you would roll 2d6.

‘First to fight’ US Marine Corp motto 
Infantry Shooting:

[image: image9.png]


Infantry were trained, when in Line Formation to fire in rows, with the 1st row crouched so that the 2nd could fire over their heads and then in well trained units the 2nd would crouch allowing a 3rd or sometimes even a 4th row to fire. To represent this when in ‘Line’ the stands have a RoF of 2. Some nations train their troops very well, such as the elite Light Infantry of the French and Austrians or the British Line Infantry. For these special cases the stand directly behind the front stand when in Line formation can fire at a RoF of 1. If in any other formation infantry only have a RoF of 1.
Cavalry Shooting:

Shooting from a horse is a hard thing indeed and while possible requires a lot of training and skill to master. As such missile cavalry have a harder time hitting their targets and re-loading their guns. Each missile cavalry stand has a RoF of 1 whatever formation they are in.

Artillery Shooting:

Artillery fired cannon balls when firing at range and canister or grape shot when the enemy was close. As such Artillery has two RoF characteristics the first is their ‘cannon’ RoF and the second is there ‘Grape’ RoF. Artillery units also have different ranges to represent the different firing lengths of the period. They also have a fire power rating for showing their ability to destroy troops in buildings or the buildings themselves.
Cannon Range 
Firepower 
Grape Range 
Cannon RoF 

Grape RoF

Light Artillery

24”

       5+ 
       12”

           3 

        6

Horse Artillery 
18” 

       4+ 
       12” 

           2 

        4

Heavy Artillery 
40” 

       3+ 
        -- 

           4

         -

Howitzers 

40” 

       3+
         - 

           2

         -

Hitting

Once you have decided which enemy Battalion to fire at and have checked LOS and Range you must roll the combined RoF of your stands and attempt to hit your target. The roll to hit is representational of the skill need and the amount of fire possible. Remember being in different formations can modify the number needed to hit.
Infantry usually needs a 5+ to hit as the accuracy of the musket was terrible, however when in Line, having not moved the needed roll is a 4+.

Cavalry find it hard to fire from horse back and as such need a 6+ to hit. If the Troop didn’t move then the roll is 5+

Artillery needs a 4+ when firing cannon 5+ if they have moved as well as having the ROF reduced and to represent the inability to hide or dodge from grape fire when firing grape the ‘to hit’ is only 3+.

COVER. Cover comprises features such as walls, ditches, or other features that offer some form of real physical protection or hedges and woods which offer flimsy protection.

To claim protection from linear cover that cover must lay between the target and firer, and the target must be within 1" of the cover. If the firer and the target are both within 1" of the cover it is effectively cancelled out and hard cover becomes soft cover and soft cover is ignored. 

Troops at windows and doors count as behind hard cover from outside fire. 

SHOOTING FROM IN-COVER AND FROM WITHIN WOODS.  Soldiers who are behind cover are not restricted in what they can see or fire at. 
In woods visibility and all firing ranges are reduced to a maximum of 2". 

To Hit:

Unit firing 




To Hit:

Infantry 




   5+

Cavalry




   5+ /6+ is moved

Artillery 




   4+/ 3+ when firing grape

Allocation of Hits:

Hits are allocated before rolling saves with the front rank taking the first possible hits and all extra hits. No stands can have 2 hits allocated upon them until all stands within the enemy LOS have had at least 1 hit allocated before giving ‘extras’ to the front units. Front units include the first main stands of the unit including officers. When in column the front rank includes the first infantry stands of the column, not just the commander. Saves are as follows:
Type: 









         To Save:

Infantry and General and Battalion CO’s, Company Co 


     4+

Cavalry 









     5+

Artillery 









     3+
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Ending Shooting Phase

Once all saves have been taken those stands that failed their saves are taken off the field of battle as there are not enough remaining men to carry on the fight. Artillery stands remain and we recommend turning them backwards, using some cotton wool to represent their destruction or swap the stands for other artillery stands with no crew and/or damaged guns.

Summery of Shooting Phase:

1. Identify unit attempting to shoot.
2. Identify unit you wish to shoot at.
3. Check Line of Sight (LOS).


         ‘War does not determine who is right only who is left’ 
4. Check Range.






          Bertrand Russell.
5. Check Rate of Fire (RoF).
6. Roll amount of die equal to your RoF using the ‘to-hit’ table.
7. Opponent assigns successful hits to the battalion hit, starting with closest stands.
8. Opponent rolls his saves, using the ‘to save’ table.
9. Stands that failed their save are taken off the table.
10. Repeat with eligible Battalions.
Summery of Shooting Tables:

Musket has a range of 16” ROF 1

Artillery range and ROF:

Cannon Range    Grape Range    Cannon ROF    Grape ROF        Special rules

Light Artillery 
24” 

12” 

        3 

6

Horse Artillery 
18” 

12”

        2 

4 
    Can move and shoot

  without reduction to ROF

-1 to hit applies for moving

Heavy Artillery
40”

- 

         4 

- 
     Cannot move and shoot

To Hit Table:

Unit firing 







To Hit:
Infantry 







     5+

Cavalry 







     5+

Artillery 







     4+/ 3+ when firing grape

To Save Table

Type: 









To Save:
Infantry 








       4+

Cavalry 








       5+

Artillery 








       3+

Shooting modifiers

Firing 






Modifier
At Square Formation 




+2 to hit

At Column Formation 




+1 to hit

In Line Formation 





+1 ROF

Having Moved 





-1 to hit

Firing through a Skirmish line 



-1 to hit

Shooting over 16” 





-1 to hit

Cover







-1 to hit
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Assault Phase:

Assaults are desperate affairs, the order to ‘fix bayonets’ is often dreaded. Most Bayonet charges do not result in many casualties usually the defenders withstand the assault for a limited period of time and the gusto dies away from the attackers or the defenders fall back scared out of their pants! Assaults are carried out exactly the same way as they are in FoW. However, Artillery cannot assault, they can defend themselves but they cannot charge into an enemy.

Grenadiers and Light /Medium Cavalry get 2 attacks per stand. Heavy Cavalry get 3 attacks per stand. Infantry must be in line to assault unless French and cavalry must be in line or wedge.

Assault moves:

Infantry can assault up to 4”

Light Cavalry can assault up to 8”

Heavy and Medium Cavalry can assault up to 6”

Artillery cannot assault but can attack back when assaulted

If you fail to reach an enemy stand then the battalion must go back to their pre-charge positions but still take defensive fire damage.

Assaulting:

To assault takes a lot of courage. As such in certain circumstances a Battalion must pass a motivation check before assaulting. These circumstances are:

1. Infantry assaulting Cavalry

2. Infantry assaulting Artillery

3. Cavalry assaulting Infantry in Squares

4. Cavalry assaulting Artillery

Once a Battalion has passed its motivation check it is free to move up to its full assault movement

Defensive Fire:

Once the enemy Battalion has moved into contact with the intended target the defending Battalion gets to fire defensively if over half charge distance. For defensive fire a Battalion counts as moving. If the attacking Battalion suffers 1 unsaved hit the unit must pass a motivation check or return to their pre-charging position. Defensive fire contributes ½ normal rate of fire rounded up. As the troops are taken by surprise and not all of them are ready to fire.

‘The great questions of the day will not be settled by resolutions or the votes of the majorities in assemblies … but by blood and iron’ 
Otto von Bismarck, Chancellor of Prussia, 1862.
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Combat:

Combat is conducted with the charger getting a single d6 for each stand in either base to base

contact or 1” of a stand within base to base. Combat cannot occur unless at least 1 stand can

contact an enemy stand. To cause a ‘kill’ you must pass a skill test.
Quality 

  D6 needed

Conscript 


5+

Trained 


4+

Veteran 


3+
An Infantry Battalion of 7 stands in Line is assaulted by a Light Cavalry Battalion. Of the 7 stands in the Troop, 5 stands were within base contact or within an inch of bases in contact with an enemy stand. The Infantry Battalion now gets to fire defensively firing 8 shots needing a 6+ to hit. The Infantry score 2 hits of which only 1 is saved. The Light Cavalry must now take a motivation check, which they pass. The Cavalry player now rolls 5 dice, rated trained he needs a 4+ to make a kill, of the 5 rolls, 3 are above a 4 so 3 stands of infantry are taken away as casualties.
After a unit has suffered an attack it must pass another motivation check. If passed the unit is able to attack back and cause casualties in return this move also allows the attacking unit if they wish to move unengaged stands into combat with 2” move allowed for these stands else they stay in their current formation.

The Infantry Battalion, now 4 stands, passes its motivation check and rolls 4d6 in return attacks. Being conscript they need a 5+, they only succeed in getting a single 5 so 1 stand of cavalry is removed. The Light Cavalry Troop must now also take a motivation check, which it fails and falls back its full movement characteristic as defined by its formation.

As seen in the example the cavalry caused more casualties then the infantry. However as stated above if a Battalion had the ability to hold out against an attack it was likely they would succeed in forcing their attack back, as happened in the example.

Breakthrough

Successful assaults leading to the destruction of targeted unit leave the opportunity for the attacker to breakthrough 4” in the direction of the assault or consolidate by staying still and reforming. This happens after the unit has been destroyed! Not when one side forces the other to fallback. Cavalry can make 8” consolidate move representing the hit and run tactics usually used by the armies of the period.

‘Semper Paratus’
Squares:

Squares were the premier way of Infantry defending itself against cavalry. To form a square you must do so at the beginning of the movement phase or pass a skill check when assaulted. If moving into a square when assaulted you cannot use defensive fire. If having moved into a square in the movement phase only the stands facing the charger can defensive fire. Cavalry must pass a Motivation check to assault a square if failed the stands are placed 2” away from the closest infantry stand in the square. If a cavalry stand is within 2” of an enemy square then that square CANNOT change formation as they are fearful of cavalry charging them as they change formation. However stands can be moved to keep in square formation when stands are killed ending in smaller squares ultimately.
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‘The Black Watch; first to come and last to go’
Lines, Columns and Skirmish:

Attacking Lines and Columns is an easy affair and Infantry are often swept away in the tide of horses and men in these formations. When in Line or Column charging Cavalry get a +1 to the skill check required to force a kill. So a 4+ becomes a 3+. 
Falling Back:

After failing a motivation check the unit must fall back. The fall back distance for Infantry and Artillery is 6” while Cavalry fall back the distance of the formation they are in. You cannot Double Move when falling back. You must move directly away from the Battalion that has assaulted you; however you cannot in turn make base contact with an enemy battalion behind you otherwise they are regarded as destroyed in the cross fire. If the advancing unit making its 4” breakthrough makes contact with the beaten unit again for whatever reason i.e. terrain slowing movement. They are destroyed!
Assault Phase Summery:

1. Identify unit you wish to assault with

2. Identify unit you wish to assault

3. Roll any Motivation check required

4. Moved stands their assault distance, if unable to make contact with an enemy base they must fall back to their pre-charge position

5. Defensive fire

6. Combat, charger rolls 1d6 per stand within an inch of combat or in base to base with an enemy, needing a skill check cause a kill.

7. Defender takes away killed stands and takes a motivation check, if passed the defender rolls 1d6 per stand within an inch of combat or in base to base with an enemy, needing a skill check cause a kill

8. 6&7 continue until either a Battalion falls back or are destroyed.
Skill check table:

Quality 


D6 needed

Conscript 


5+

Trained 


4+

Veteran 


3+
Lines, Columns, Skirmish: Cavalry gain a +1 on their Skill rolls to force a kill when Infantry are in these formations.
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Motivation:

There comes a time when a soldier has had just too much and his nerve has broken. This can be for many reasons, his unit has been mauled by cannon fire, the bayonet or cavalry charge has broken their lines or he sees the rest of his Brigade running.

You must take a motivation check when:

1. A Battalion suffers 50% casualties every turn

2. You must take a motivation check for the whole Brigade if 50% of the Brigade’s Battalions have quit the field (either through motivation checks or casualties) if failed the Brigade quits the field and your opponent automatically wins.

3. After every round of combat if you suffer casualties.

4. If the Brigade Commander has died within 16”

5. Infantry attacking either Cavalry or Artillery

6. Cavalry attacking Squares or Artillery
‘Patriots always talk about dying for their country but never killing for it’ Bertrand Russell.
Motivation table:





Quality: 



Motivation Roll:


Reluctant 




5+

Confident 




4+

Fearless 




3+

Special Rules

* Some nations train their troops very well, such as the elite Light Infantry of the French and Austrians or the British Line Infantry. For these special cases, the stand directly behind the front stand when in Line formation can fire at a RoF of 1. If in any other formation infantry only have a RoF of 1*

‘It all depends upon that article’ Wellington.
Howitzers & Disorientation

Howitzers that successfully hit their targets use a 3” effect template (e.g. 2 successful hits = 2 3” templates). Units hit by howitzer fire suffer effects of disorientation preventing them from making skill tests to for squares, move. ROF is reduced by ½. Disorientated units roll a motivation test on their next turn. If successful unit returns to normality otherwise the effects of disorientation continue.

Officer Falling

When an officer dies men suddenly lack confidence and loose control of what they are doing and the outcome of the battle can become very different. When an officer is killed the unit may no longer change formation without passing a skill check as the sergeant tries to take control. However it still can conduct fire and assaults but needs to pass a motivation check to assault now.

‘Obedience, loyalty, resolution, these are the soldierly virtues. In a word, a soldier must be a nobleman’ Archduke Charles.

Commanders:

The General of your army is an important figure. 

You can attach your General to either a Cavalry Troop or Infantry Battalion.
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When attached they allow you to re-roll any failed motivation and skill checks check as well as allowing nearby brigades to re-roll motivation 8” and Adjutant can be sent to attach to either a Cavalry Troop or Infantry Battalion or to replace a dead officer and he allows the unit to re-roll motivation but not skill test.

Breaching Buildings

A lot of armies employed the tactic of placing units inside buildings to provide constant fire and cause the enemy to use resources to remove these troublesome units.

When shooting at a building that has troops in, there are 2 options to remove them.

1. Shoot at the building with normal shooting but for every unsuccessful save your units must take a Firepower test to see if their bullets have past the defences offered by these

buildings.

2. Fire at doors, windows or walls (ex if it’s a large manor) of the building as you would a unit with the wall window or gate having an armor save as well as wounds once all the

wounds have gone then that part is destroyed and your troops can flood in to engage in hand to hand combat with the enemy troops.

3. Destroyed buildings or obstacles that are breeched cause a 5+ occupancy save of any troops in or next to breeched area.
Unit 


   Firepower

Infantry 


6+

Cavalry 


6+

Cannon/Howitzer 

4/5+/3+
Building type 


Wounds Save

Unit Firepower

Brick wall 




6 



5+

Stone Wall 




9 



4+

Wooden Wall 



3 



6+

Door 





3 



5+

Window 




1 



-

Howitzers (Heavy artillery)

Were used for specialized jobs such as taking out large masses of men or destroying trenches and buildings

ROF 1 PER STAND each successful hit causes 3” small template to be placed whole on top of the middle of a stand units around suffer wound on 4+ and has increased firepower against buildings represented with its firepower 3+
‘There is nothing good about war except its ending’ Abraham Lincoln.
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