Eagle Games Civil War Tactical Combat Version 1.8

Setup  A “unit” is any of the four types of pieces, a  “brigade” is infantry, cavalry, or artillery. Elite cavalry is treated the same as cavalry unless listed separately.  Set up a screen in the middle areas, both players set up their armies in secret.  Major battles use the full battle map, minor battles merge the left, center, and right spaces into a single space.  Major battles are ones where there are at least six brigades on each side.  Units may be placed in the reserve, left line, center line, and right line spaces.  Each line space must have at least one brigade in it.  

Turns and Ending  The battle is made up of a series of turns, each turn consisting of the following phases:  cavalry, artillery, infantry, and leader.  During each phase, first the attacker performs actions with all of his units of the given type, then the defender does so, then the phase is over.  The battle ends immediately whenever one of the parts (left, right, or center) of a player’s battleline and middle has no brigades in it – that player’s army has been forced to retreat.  The battle may also end when a player declares that he is retreating; this may only be done on Turn 2 or thereafter during one of that player’s phases.  In addition, the attacker must retreat if at the end of the turn there have been no combat actions (fire or charge) by either side, there are no units in the middle, and a d6 roll is less than the turn number.

Pursuit  Once the battle is done, conduct pursuit – this is a last chance for non-retreating units of  the victorious force to inflict casualties on the retreating army.  If the retreating army has any cavalry remaining (not in the retreat box), then the pursuers may only attack with their cavalry, and must first eliminate all of the remaining cavalry of the retreating army before they may attack other units.  Otherwise, both cavalry and infantry may pursue, and may attack any units in the retreating army.  Each pursuing unit declares its pursuit target, a roll of 2d6 ≥ the hit number for the target’s unit type eliminates the target.  Target units in the reserve or retreat boxes have a –1 DRM.

Actions  There are five actions: fire, charge, move, entrench, or rally.  If there is a leader in a space with a brigade receiving a fire attack or on either side of a charge, the leader is killed if the opponent rolls a natural 11 or 12.  Units that retreat are moved to the retreat box and may only move out by rallying.  Units may not move or attack diagonally, and may only attack units in front of them.  Only one leader in a space may provide his DRM to any actions performed there.

Fire  Artillery may fire one or two spaces, infantry and cavalry may fire one space, leaders do not fire.  If artillery fires two spaces, there may not be any brigades in the intervening space.  For a fire attack, the brigade hits on a roll of 2d6 ≥ the listed to-hit number.  Once hit, the target is eliminated if a roll of 1d6 ≥ the listed result number, otherwise it retreats.

Charge  Only infantry and cavalry may charge, although a leader in the space with charging units gives them a +1 DRM.  For a charge, both players roll 2d6, add the appropriate modifiers, and compare the results:  tie is no effect, otherwise the winner is the one with the highest total and the loser either retreats or is eliminated based on the difference between the rolls (∆=win-roll minus lose-roll).  If infantry is charging cavalry, the cavalry may avoid the charge and move to the reserve box – this still counts as an action for the infantry but they do not roll for the charge attack.  Also, artillery may not be charged if there is infantry or cavalry in the space, as they will screen the artillery from attack.  If the attacker has twice as many brigades charging as the defender has brigades in the space, he receives a +1 DRM for all of the charge attacks; for three times the number of defenders, +2 DRM, and so forth.

Move  All units may move between their reserve, line, and middle spaces.  Units may not move from a space that is adjacent to enemy brigades directly into another space that is adjacent to enemy brigades.  Units may not enter spaces containing enemy brigades.  If only enemy leaders are present in a space, brigades may enter the space and conduct a pursuit roll against the leaders.  If the moving units succeed in their pursuit roll, the leader is eliminated, otherwise the leaders are moved to the reserve box. 

Entrench  Infantry units may entrench in their own battle line spaces.  They must roll 2d6 ≥ entrenchment number to create entrenchments in their space; there are modifiers based on the year of the battle and having a leader in the space.  Attacks against units in a space with an entrenchment suffer a –1 DRM.  

Rally  Leaders in the reserve box may attempt to rally any brigades in the retreat box.  Each attempt to rally a brigade counts as an action.  A roll of 2d6 ≥ the rally number for the brigade type rallies the brigade; it is moved from the retreat box to the reserve box.

Elite Brigades  All elite brigades receive a +1 DRM on rally attempts.  Elite cavalry receive a +1 DRM on charge and pursuit rolls.  Elite infantry and artillery receive a +1 DRM on all fire attacks.
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	A leader is killed in fire or charge combat if the opponent’s natural roll is ≥ 11.


War! Age of Imperialism Natives  Native armies do not have a leader, but may roll a number of rally attempts per leader phase equal to their number of  “+”s (either zero, one, or two), needing ≥ 8 to succeed.  All native brigades have a –1 DRM on charge and fire attacks.  Only “++” native brigades may fire, others may only move and charge.  Native artillery may not be screened.  Native armies may employ “human wave” tactics:  for each unit eliminated, all other units in that space receive a +1 DRM during their charge attacks during the current phase.

War! Age of Imperialism Forts  Brigades in battle are assumed to be within the fort while in their own battle line space(s).  Attacks against brigades in a fort (either by fire or charge) receive a –2 DRM.  Brigades in a fort may not entrench.

War! Age of Imperialism Elite Units  Do not use elite units for WAoI.

War! Age of Imperialism Entrenchment  Use the number listed in the table without a year modifier.

War! Age of Imperialism Schools/Technology  The technology advance and/or school DRM’s are added to all rolls performed by the brigade, including fire attacks, charge attacks, rally (performed by a leader on the brigade), and pursuit.

Stand-Alone Battle  If playing a stand-alone battle, choose a number of points and build their army using the following costs:  infantry(2), cavalry(3), elite cavalry(4), artillery(4), leader(5).  Each player rolls 2d6, adding one for each leader or cavalry unit in their army; the highest roll is the attacker, the other player is the defender.  If elite cavalry are used, they cost 5 apiece.

