'KIDDIES ' HORSE AND MUSKET RULES

EQUIPMENT

A playing area (minimum 6' x 4')

Two armies of plastic soldiers (30mm scale or above)

Two normal dice (d6)

Books or other shapes to represent hills and ridges

Children's building bricks or construction system (e.g: 'Leggo') for buildings, woods or other such features

Suitably coloured chalk for roads and rivers (if required)

Projectiles for shooting (in three sizes)

TROOP TYPES – INFANTRY

REGULARS – capable of forming groups to fire musket volleys and the only type capable of manning cannon

SKIRMISHERS – move individually and may shoot as such. Cannot form groups or man cannons

CANNONS– a single artillery piece manned by two regular soldiers and able to fire individually.

CAVALRY – mounted troops who normally move individually. A group of three cavalry can mount a cavalry charge. Cavalry may not shoot.

SET UP

Desired terrain pieces are placed on the playing area.

For an ENCOUNTER GAME each player deploys his armies simultaneously up to 6 inches in from his baseline. The baselines should be on the opposite shortest edges if the battlefield is not square.

For an ATTACK/DEFEND game the defender will have a smaller army and deploys first up to half the distance onto the playing area. The attacker then deploys up to 6 inches in from his baseline.

Once the players have deployed their armies the game can start.

TURN SEQUENCE

MOVEMENT 

Each player rolls a dice and the winner has the choice of moving first or second in the turn. If the rolls are tied then dice again.

The FIRST player moves any of his troops as he wishes. Any troops that finish in base to base contact fight hand-to hand.

The SECOND player then moves any of his troops as he wishes. Again, any troops that are in contact with the enemy fight hand to hand.

SHOOTING

After movement is finished players may shoot with eligible cannon or troops.

CANNON fire is resolved first. Both players roll a die. The winner can fire any cannons that  may shoot. After the winning player has fired his cannons his opponent may do so. If the die rolls are tied then NO cannon fire is possible this turn

VOLLEY FIRE is next. Players roll a die each and the winner fires with any eligible groups of Regular Infantry that he has. Each group may fire ONCE. After the winner has shot with all his groups the loser then does so. As before, if the dice rolls are the same there is NO volley fire this turn

Finally SKIRMISHER FIRE is resolved. Again, the players roll to see who fires first. The winner can take ONE shot. This may be from any Skirmisher figure he has in play. The loser then takes a skirmisher shot if able. As before tied dice rolls means that there is NO skirmisher fire this turn.

Note that it may be that only one player has a particular type of shot available on a particular turn. If this is the case both players still roll dice and if the scores are identical then that type of shooting cannot take place. Only if BOTH players have no type of shot in a particular category is the dice rolling skipped.

HOW TO MOVE

All troops may move individually. Movement is measured in SPANS. A 'span' is the distance between the tip of the thumb and forefinger when these are splayed out.

All INFANTRY moves up to 1 span per turn

CAVALRY moves up to 2 spans per turn.

A CANNON moves up to 1 span per turn, provided it is manned by two regular infantry at the start of the turn.

All movement receives a bonus of 1 span if the mover remains on a road.

No troops may move on hills. Troops may not cross a river except at a bridge or where a road crosses a river.

HOW TO SHOOT


This is accomplished by flicking a projectile across the playing area. The projectile must be placed directly next to the shooter.

A CANNON is entitled to one shot per turn. It must be manned by two Regular Infantry to take the shot.

A VOLLEY can be fired by a Regular Infantry group only. A group consists of FIVE Regular Infantry standing side-by-side and facing the same direction. Each such group can take one shot per turn. It may be taken from either end of the infantry line. Infantry groups may not fire if one or more of their number are in a wood.

A SKIRMISHER shot is allowed to any ONE skirmisher figure in a turn. The projectile is placed directly next to the skirmisher firing.

To conduct the shot the player flicks the projectile using his thumb or forefinger. If firing a cannon or volley then the projectile must be flicked to the FRONT of the firer(s). A skirmisher shot can be taken in any direction.

RESULTS OF SHOTS

Any figure knocked over by a shot is killed and removed from play. This includes figures of EITHER side. There is no range limitation to any type of shot. Figures which are knocked over by ricochets or pieces of terrain dislodged by the shot are also killed. It may be that a shot rebounds behind the shooter. Any figures knocked down by such a shot are still killed. A single shot may kill ANY NUMBER of troops.

If, in the action of flicking a projectile a player knocks over one or more of the firers with his hand then these troops are killed.

Troops that are leaning against terrain or a friendly figure as a result of a shot are not killed and are placed upright in their current position. Troops that are moved as a result of a shot but not killed remain in their new position.

If a player accidentally knocks over troops during movement or troops fall over as a result of vibration etc then these are NOT killed and are replaced in their current positions.

Cannons are NOT destroyed if hit and may be re-manned by EITHER side if their crew is killed. If a cannon is knocked out of the playing area by a shot, however, it IS destroyed.

Any terrain pieces moved or knocked down by a projectile stay in their new positions.

PROJECTILES

There are three sizes of projectiles. The largest is used by CANNON. The medium sized is used for VOLLEYS and the smallest is used by SKIRMISHERS.

It is recommended that silver kitchen foil is used for the projectiles, compressed into jagged pellets. 

The smallest should be roughly the size of a pea; the medium size should be the size of a small marble and the largest should be the size of a large marble. Other alternatives are various sized dice. However, care should be taken with breakables and the silver foil is the safest bet.

Whatever is used, the projectiles should be irregularly shaped and should not be able to roll in a straight line.

HAND TO HAND FIGHTING

This takes place after BOTH PLAYER'S movement and is fought between enemy troops which are in base to base contact.

INFANTRY VERSUS INFANTRY

Where one infantryman is fighting against one enemy infantryman, both players roll a dice with the highest score killing his opponent. If the dice scores are equal then BOTH men are killed.

It is possible to move in such a way that two infantrymen fight against one opponent. If this is the case the players roll dice. The player with two infantrymen gets to add +1 to his dice score. If the totals are equal then all three infantrymen are killed. If the lone fighter wins then BOTH his opponents are killed.

The maximum number of infantry that can fight against a single enemy is two.

If a Hand to Hand attack is made against Regular Infantry which are in a Volley Group then it is not allowed to double up against a single infantryman in the group unless all other members of the same group are also attacked.

CAVALRY VERSUS CAVALRY

The rules are identical for infantry v infantry.

CAVALRY VERSUS INFANTRY

When a cavalryman fights against infantry the cavalryman will roll TWO dice and add the result for his score. The opponent will roll a single dice. Up to THREE infantrymen can fight against a single cavalryman. If there are two infantry then the player adds+1 to his roll. If there are three infantrymen then he adds +2 to his roll. If the cavalryman wins then all the infantry are killed. If the infantry win then the cavalryman is killed. If scores are equal then all on both sides are killed.

It is not allowed for two or more cavalry to fight in the same combat against infantry. 

CAVALRY CHARGE

If, at the start of his movement, a player has a group of three cavalry in base to base contact and facing the same way in a line, then he can declare a 'cavalry charge'.

If he does so the cavalry move as a group, either two or three spans (depending if on a road). This move must be directly ahead of the cavalry group IN A STRAIGHT LINE. No changes of direction during the charge are allowed.

Any infantry (of either side) that are in path of the cavalry charge are automatically killed.

The cavalry charge stops if it would reach any terrain feature other than a passable ridge or the edge of the playing area, or when it reaches the limit of its allowed move. Once the cavalry charge is complete the player may pivot his group in place to face any direction.

If it can be seen that the cavalry charge would contact one or more enemy CAVALRY during its movement, then it is not allowed.

A cavalry charge may move over cannon and will kill any crew as they do so. 

WINNING

There are several ways to win.

 LAST MAN STANDING – no explanation needed or

 ALL REGULAR INFANTRY KILLED – opponent wins when the last enemy Regular Infantryman is killed

FOR ATTACK/DEFEND GAMES – The attacker may also win by exiting a Regular Infantryman off his opponent's baseline or by occupying a specified piece of terrain (e.g a building) with a certain number of men.

Both players must agree the victory conditions at the start of the game. 

 NOTES

This is a game aimed at children. However it has some elements that will teach basic tenets : the grouping necessary for 'volley fire', the different speeds of various arms, use of cover, cavalry charges etc. One good tip is always to have a number of single 'reserve' Regular Infantry scattered about so they can rush to replace casualties in the nearest 'group'

It originated when I bought some old Spencer-Smith 30mm plastics at a show. They were in a pretty awful state. They were mostly decked out in red and blue uniforms so I had my two armies. The skirmishers are Indians and Rangers (from SYW America).

The game described above utilised these figures, along with 'Leggo' bricks for buildings, walls and trees, stepped contour wooden blocks for impassable hills and thin books for passable ridges (good for siting your cannons!).

Many a happy hour was spent playing this with my (then) young children and happy memories persist to this day.
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