Tenir le Fort
(Hold the fort)
by Keith Jordan 
(With good ideas stolen from all over.  Subject to change without notice.)
INTRODUCTION
Here is a list of the pieces used for my game:

· a desert fort model with a tower
· a model village (6-8 buildings), an oasis, and a wadi
· about 200 Arabs (on foot), with 10 leaders
· 2 mounted Arab command figures
· an old style muzzle-loading artillery piece for the Arabs

· a mounted Arab unit (10 or so figures)

· scaling ladders 

· 10 French Foreign Legion (FFL) units with 5 enlisted and one sergeant with stands numbered by unit
· 1 FFL Maxim MG with crew of 3

· 1 FFL Artillery piece with crew of 4

· 3 FFL Leaders, (Lieutenants or Captains) with the stands marked appropriately
· markers to indicate levels of wounds on FFL soldiers

· An activation chip for: 11 Arab groups, Arab command (one), 7 FFL squads, FFL command (one), FFL support fire from the fort (two).
· 10 numbered move trays for the Arab figures
· tape measures

· handfuls of six-sided dice

· a rough map of the playing area for the Arab player
There are several "fog of war" aspects to this game, so a referee would make the game more interesting.  The referee should read the rules and determine what each side should be informed of.

SET UP
Before the attacks, the players have a number of actions that they can perform to prepare for the battle.  The Arab player can muster more men, build scaling ladders, and attempt to sabotage the French, as described in the Arab Briefing at the end of these rules.  The FFL player starts with five units inside the fort, and can do a number of actions listed in the FFL Briefing to improve his defenses.

SEQUENCE OF PLAY
The game is broken up into multiple attacks, with each attack being broken up into multiple turns.  The attacks do not necessarily occur on the same day.   When an attack has ended, the Arab player rolls to determine when/if the next attack can begin.
Units are activated randomly during each turn of the attack by drawing labeled poker chips.  Once activated, units may move, fire (FFL units may move and fire), or conduct close combat.  At the end of the turn, if the Arabs have incurred enough casualties, they must check their resolve to determine if they continue the attack or fall back.  If the Arabs continue the attack, another turn is played out and the process is repeated until the FFL have been defeated or the Arabs fail the resolve check.  The game is over when either the FFL have been wiped out or when indicated by the Arab roll on the Subsequent Attacks table (see the reference sheet).
GAME SEQUENCE
The game should follow the sequence below:

Pre-game sequence:
The Arab players decide on the number of days to prepare for the assault.
The referee then rolls to determine on what day FFL reinforcements arrive.
For each day before the attack starts, the FFL players determine their defensive preparations.
For each night before the attack starts, both players resolve sabotage missions.
On the day of the attack, use the attack sequence below.  Each “attack” is composed of a number of “turns”.  A turn is over when all the activation chips have been drawn, and the attack is over when the Arab Resolve roll is missed (more later).

Attack sequence:
1. The Arab players roughly map the starting position of each unit.

2. FFL players deploy their troops and defenses.

3. Both sides roll for Command points (1d6).

4. The Arab players place their troops on the table, as marked on their map.

5. Turn Sequence.   For each turn during the attack a random activation chip is drawn and the indicated unit is activated.  
a. Activated Arab units can:
i. move (or attempt to move if pinned) OR
ii. fire OR
iii. charge and engage in close combat.
b. Activated FFL units can:

i. move (or attempt to move if pinned) OR

ii. fire OR

iii. Move and fire OR

iv. charge and engage in close combat.

c. Leader units can spend command points any time a friendly unit is activated.

d. Repeat step a) and b) until all units have been activated.
e. Check Arab check resolve at the appropriate casualty levels.
f. Repeat steps a through e until Arab resolve fails or all of the FFL are killed.  Then return to the Attack Sequence.

6. The FFL player rolls to determine how much ammunition the troops have left.

The game is over when either the FFL have been wiped out or when indicated by the Arab roll on the Subsequent Attacks table (see the reference sheet).
COMMAND POINTS
At the start of each attack the commanders are given command points which can be spent on any unit to do a number of special actions.  At the start of the turn, each side rolls 1d6 for each command figure present, and gets a number of command points equal to the highest die roll.  The Arabs have 2 mounted command figures, and the FFL have the Captain and the Lieutenant.  Note that FFL Sergeants count as leaders, but not command figures.  Command points that are not spent during the attack may be saved for the next attack.  Command points can be spent by a player any time a unit on the player's side is activated and at least one leader is not attached to a unit.

Arab command points can be used to:

1. modify the roll when checking Arab resolve.  Each command point spent will modify the die roll by +1.  
2. modify the roll when checking for subsequent attacks.  Each command point spent will modify the die roll by +1.  

3. give a unit an extra turn.  An extra turn costs 1 command point and the turn is given on the commander’s chip.

4. crew a captured MG.  Costs 2 command point.

5. Un-pin a pinned unit.  It costs 1 command point to un-pin a unit.  The point is spent after a failed recovery roll.

FFL command points can be used to:

1. give a FFL unit an extra turn.  An extra turn will cost 1 point and occurs on the leader’s chip.
2. activate a hero.  Corporal Pierre LeChar rises from the ranks to protect his brethren and the honor of the Legion.  The hero figure can perform super-human feats of derring-do, as described later in the rules. 

3. re-crew an unmanned MG or artillery piece.  Re-manning a heavy weapon costs 1 command.  The figures must be taken from other units.
4. replace soldiers in the tower.

ARAB DEPLOYMENT
Before each attack, the starting positions of the Arab forces must be marked on a map.  Starting positions are 36” from the fort, or anywhere FFL figures have no LOS.  After the FFL player has deployed his sentries, the Arab figures are placed on the table at the positions marked on the map. 

FFL DEPLOYMENT
After the Arab player has mapped his starting positions, but before the Arab figures are placed, the FFL player deploys his troops within the fortifications, inside the oasis, or inside the village.  Unless otherwise specified, only the troops on sentry duty are deployed.  The rest are inside the barracks.
ATTACHED LEADERS AND FORMATIONS

FFL figures in a unit must be within 1” of another FFL figure in the same unit at all times.  A FFL leader is attached to a unit if the FFL player declares that the leader figure is attached and it is within 1” of a figure in the unit.
Arab units move as a disorganized group of 20 on a 6” x 6” movement tray, with one row of 6 figures at the front of the tray.  An Arab leader is attached if he is on the movement tray on the front row.  Casualties are determined randomly using a d6 and applied to the figures in the front row.  After casualties are applied, other figures in the group are immediately moved from the back to fill the front row with 6 figures.
MOVEMENT
Foot units roll 2d6 and move the total.  Mounted units move 4d6 inches.  Each individual figure in a unit may move the total shown on the dice. 
FFL units that move and fire move only 1d6.

If a leader is attached to a unit, the unit rolls an extra d6 and drops the result of the lowest die, i.e., roll three dice and use the best two.  

For movement, a hero figure rolls three dice and uses the best two.

Arab units move as a disorganized group of 20 on a 6” x 6” movement tray, with one row of 6 figures at the front of the tray, one of which should be the leader.  
Units in the open become pinned if fired upon and two 6's are rolled.  Pinned units cannot move and fire using only the rifle-armed figures in the front row of the movement tray.  To recover from being pinned, at least one of the rolled dice must be a 5 or 6 when rolling for movement or firing.
Units with an attached mounted leader cannot be pinned.

A FFL squad can move freely as long as a leader (sergeant, lieutenant, or captain) is attached.  If the unit has no leader, drop the result of the low die when moving in addition to losing the third die for the leader.   Units with no leader can be attached to units with a leader.

Legionnaires do not leave their wounded or their dead officers.  FFL units with wounded or a dead officer lose the low die when moving.
Two or more figures can move the Maxim at 2d6, and one figure moves it at 1d6.  Three men can move an artillery piece 1d6 inches.  The bonus die for leaders can be applied if a leader is attached.  If a leader is attached to the weapon, the weapon crew rolls an extra d6 for movement and drops the result of the lowest die.
To climb up the tower, figures move to the tower and stop at the base.  At the end of the unit's next activation, the figures are at the top of the tower.
The Maxim and the artillery piece move only on their activation chits or when given an extra turn with a command point. Note that they may fire on their activation chips and command chips.
FIRE COMBAT




Rifle armed units may fire on any other unit in LOS, regardless of range.  Units may not fire through other friendly units.
Cover is classed as light or heavy.  Light cover is sand dunes.  Heavy cover is rocks and buildings.

Stationary Arab units fire one die per rifleman on the front row of the movement tray.  Moving Arab units cannot fire.  Targets with no cover are hit with a 4-6.  Targets in cover are hit with a 6, and targets in heavy cover save on a 4-6.  
Stationary FFL unit rolls 1d6 per rifleman/sergeant.  Moving FFL units roll 1d6 per 2 riflemen (drop fractions).  Targets with no cover are hit with a 4-6.  Targets in cover are hit with a 6, and targets in heavy cover save on a 4-6.  
If the Lieutenant or Captain are attached, add 1d6 when the unit fires.  However, note that command points may not be spent by command figures that are attached. 

Figures with pistols fire twice at targets within 6 inches.  FFL officers get pistol fire in addition to giving the 1d6 firing bonus to units.  The numbers to hit are as per rifles, above.
Units in the open become pinned if fired upon and two or more 6's are rolled.  Pinned units cannot move and fire at half.  To recover from being pinned, at least one of the rolled dice must be a 5 or 6 when rolling for movement or firing.
Firing is done at units.  The specific figure that is hit is determined randomly.   Arab casualties are taken from the front row of the movement tray.  If a mounted leader is attached to a unit that takes casualties, one of the casualties is the leader if a 11-12 is rolled with another 2d6.

Riflemen can target mounted leaders (dismounted leaders cannot be picked out of the crowd).  These figures are hit if fired on by rifleman in LOS by rolling 2d6 with the result being 11-12.  Only one rifleman may make one attempt per unit per activation.  

An artillery piece hits figures with or without cover on a 5 or 6 and hit figures in hard cover get no saving roll.
Anytime the Maxim or an artillery piece rolls a 6 when firing, roll again for another hit.
When firing the Maxim, if more than two dice show a 1, the gun is jammed.  On its next activation, the gun rolls to fire normally, and the jam is cleared if at least one die is a 5 or 6.  The gun is permanently broken if more than two dice show a 1 again before the jam is cleared.

At the end of each attack, the amount of remaining ammunition for the FFL must be determined.  The check is made before deploying the FFL figures at the start of subsequent attacks.  Check on the FFL Ammunition chart, adding the appropriate modifiers.

Up to two FFL soldiers can be placed in the tower.  These figures become a separate unit and fire on the FFL leader activation.  The figures can be moved into the tower for no command points in the initial deployment of an attack.  However, moving figures into or out of the tower after the attack has started, will cost 1 command point.  A soldier in the tower can see into, and beyond the oasis, the village, and any sand dunes.   Rooftops in the village and sand dunes do not offer cover from a figure firing from the tower.  The Maxim and artillery piece cannot be put in the tower.


The machine gun has a crew of three, and artillery piece has a crew of five.  Both weapons require a crew of at least one.  If half or more of the crew is lost, the weapon fires using half the normal number of dice.

If the Maxim is placed on the walls of the fort, the gun cannot be depressed enough to fire on figures within 6” of the wall.  If the artillery piece is placed on the walls of the fort, the guns cannot be depressed enough to fire on figures within 12” of the wall.

CLOSE COMBAT 

Close combat occurs when a unit charges and ends movement in base-to-base contact.  
To charge, a charging unit must be within 12” of a target and declare its intention to charge.  After the charge is announced, the unit rolls for movement with one extra die.  If the roll is too low and the charging unit cannot contact the target, the unit does not move at all, and is pinned.
If any of the dice of the movement roll of any charging Arab unit or leaderless FFL unit shows a 6, the unit has gone berserk.  Every figure in the unit receives a +1 in close combat and automatically moves as far as necessary to make contact with the target unit.  Any berserk figure that loses a close combat is KIA.  Berserk units remain berserk and continue to charge the nearest enemy, using 3d6 to move, until the unit is eliminated or there are no enemies in LOS.  Berserk units cannot be pinned.  French leaders within 6” can regain control of berserk FFL units if any of the dice of a subsequent movement roll shows a 6.
Figures defending a successful charge get a free defensive fire (if rifle armed) or a counter-charge before the charging unit closes.  If the defenders fire, treat the charging unit as if they have no cover.  If the defenders counter-charge, roll for movement, checking for pinned or berserk status.  
Once the charging figures have made contact with the defenders, each figure in the close combat rolls a d6, adds appropriate modifiers, and the highest total wins the combat.  Re-roll ties.  In close combat, a FFL figure is killed with a losing roll of 1.  A FFL figure is wounded, falls back 2d6, and is pinned with a losing roll of 2-3.  An Arab figure that loses with a 1-3 is killed.  Any figure that loses with a 4-6 falls back 2d6 and is pinned.
If a losing Arab figure is surrounded and cannot fall back, he surrenders instead.  The Legion does not surrender.  
A single figure cannot be attacked by more than 5 figures during a single close combat.  The combat with each attacker is resolved separately. Outnumbered figures that are wounded and fall back do so after the last of the 5 combats are resolved, if he survives. 

WOUNDS
All FFL soldiers check to determine the seriousness of their wound when they are hit by rifle fire.  Arabs are simply eliminated when they are hit.  

In close combat, a FFL figure is killed with a losing roll of 1, and is wounded, pinned, and falls back 2d6, with a losing roll of 2-3.  An Arab figure that loses with a 1-3 is killed.  Any figure that loses with a 4-6 falls back 2d6 and is pinned.

A wounded FFL figure can still function, but with a decrease in effectiveness.  Wounded figures get a -1 modifier in close combat, and only hit on a 6 when firing.  

A wounded figure is killed if he is wounded again.

Legionnaires do not leave their wounded.  Ever.  

DEAD FFL OFFICERS

Legionnaires do not leave their wounded, or their dead officers.  FFL units carrying a dead officer or wounded lose the low die when moving and can no longer fire and move.
WATER

If either side does not have access to water after the first attack, the “Low on water” close assault modifier applies.  The FFL has enough water stored in the fort, so will only have problems if the Arabs sabotage the water supply.
LADDER/GRAPPLING HOOK ASSAULTS
The ladders may be placed against a wall at the end of a move.  When the ladder is placed, up to 5 figures may ascend the ladder in assault.  One figure at a time is placed at the top, and conducts close combat with any FFL figures on the wall within 2".   The FFL figures are considered to be in cover.   The assault continues until all 5 of the Arabs are killed or there are no FFL figures on the wall within 2" of the ladder.  If the Arabs win the assault, any remaining of the 5 may be placed on top the wall and moved 1d6 inches.

If no FFL figures are on the wall within 2" of a ladder at the start of the assaulting unit’s activation, 5+1d6 figures can climb the ladder and be placed on top of the wall (as close together as possible).

Grappling hooks function as ladders except that only two figures ascend the rope to fight at the top, and 2+1d6 figures can be placed on the wall if no FFL figures are within 2” of the hook.
ARAB RESOLVE
If the Arabs have taken more than 25 casualties during the attack, the Arab Resolve Table must be checked at the end of the turn.  If the roll is higher than the numbers shown on the table, the Arabs fall back and the attack is over. 

Note that the Arab Resolve Roll is modified if Arab units are inside the fort, and if Arab units control the water supply.
Once the attack is over, the Subsequent Attacks table is consulted to determine when/if the next attack occurs.
DESTROYING THE GATE TO THE FORT
The gate is destroyed with 7 hits from artillery or dynamite.

FFL REINFORCEMENTS
The FFL have sent for reinforcements before the start of the game.  The referee should roll on the FFL reinforcements table to determine on which day the reinforcements arrive, and not let the FFL player know.

If the attack and the reinforcements arrive on the same day, the reinforcements arrive at any point on the table edge that the FFL player wishes on a roll of 5-6 on the leader activation.   
If the reinforcements arrive prior to the attack, they arrive on any table edge the FFL player wishes and get one free move before the Arab players can react in any way.  If the Arab player wishes to attack the reinforcements, he may attack using the forces indicated with a -2 check on the “Arab Force Composition” table (see the Arab Briefing page) for the day on which the reinforcements arrive.
The reinforcements will be five units of infantry (each with five enlisted plus a sergeant) led by a Lieutenant and a supply unit with enough water and ammunition to last for the remainder of the siege (no more FFL ammunition rolls or “low on water” modifier).  The supply unit must reach the fort to eliminate the ammunition roll and “low on water” modifier.

FFL AMMUNITION 
At the end of the first attack, the FFL player must determine how much ammunition is left if no reinforcements have gotten through.  Two d6 are rolled and the total is found on the FFL Ammunition Table to determine the ammunition levels.  

FFL OFFICER CASUALTIES
The Legion does not leave their dead officers (Captain, Lieutenant) to the Arabs.  A unit carrying a dead officer loses the low die roll.

BUILDINGS
Mined buildings in the village automatically collapse when the dynamite is detonated.  All figures on or in a building that collapses are eliminated.
Up to three figures can fire from each story of a side of a building.
FFL HEROES
The FFL player can spend 2 command points to activate a hero.  When the situation is grim, the heroic Corporal Pierre LeChar will rise from the ranks to protect his brethren and the honor of the Legion.  The hero figure can replace any FFL figure, and is chosen by the FFL player.  A hero receives a +2 in close combat, ignores wound effects (except is killed with two wounds), can act as a leader, and can man the MG or artillery piece without any command points being spent.  Only one hero can be activated at a time.  A hero is a separate unit and is active on the leader’s chip.
GUN BARREL DEPRESSION
The Maxim and artillery piece have a maximum deflection that cannot be exceeded.  If these guns are placed on the fort walls, they cannot fire at figures closer than 6".

SENTRIES AND SABOTEURS
Unless other precautions are taken, the attack will start with 1 FFL figure on sentry duty at all the FFL positions.  The sentry for the fort will be in the tower, and nearby the position in any other place the FFL have taken outside of the fort.   All other figures are off duty and are unprepared.  
When a saboteur unit ends a “phase” of the operation, sentry units and the saboteur unit both roll 1d6 and add modifiers.  If the sentry roll is higher, the saboteur unit is spotted and is destroyed (unless the referee feels that conducting the remainder of the action might be fun).  If the saboteur unit rolls higher, that phase was successful.

A unit of up to 3 figures can potentially sneak from one point on the table to any other without being seen.  The operation will be conducted before an attack (at night).  A spotting check is made for each of the following phases of an operation:

· moving from the desert to the wall of the fort, or vice-versa
· moving from the outside of the wall to the inside, or vice-versa
· moving from the inside wall to a target inside the fort
· attacking the target
If a unit is spotted during any of these phases, the operation is unsuccessful.  The figures attempting the sabotage are lost.  Arab figures are replaced when the attack starts, but the number of figures lost is counted with the casualties incurred during the attack when checking Arab resolve.
Sentry figures in the tower within 36” and other sentries within 24” of the path of the sneaking unit can spot the saboteurs.  
Some examples of saboteur units’ objectives:

· sneak an FFL unit into/out of the fort to set up an ambush

· sneak Arab sappers in to set up explosives to destroy the gate/supplies/ammunition
· sneak Arabs in to assassinate sentries 

Each side may try one saboteur operation per night.
If the FFL player picks the increased patrols function before the attack begins (see the FFL Briefing), full units will patrol the walls and the Maxim will be manned.  For each function spent on increased patrols, an entire unit will patrol the walls of the fort.  If more than one unit is placed on sentry duty, the troops might become exhausted and receive a -1 in close combat.  Check the Exhaustion Table.

If the FFL player has found out the day the attack starts (see the FFL Briefing), the entire garrison may start on the walls.  Otherwise, at the start of the attack, each FFL position will get a sentry roll each time an Arab unit moves.  When the Arab attack is spotted, the sentry alerts the garrison, and the units can begin moving from the barracks to the wall as they are activated.
To begin the game, the referee should tell the FFL players to schedule the functions for day 1 (see the FFL briefing).  Then ask if either side wants to send out saboteurs during night 1.  Resolve the saboteur actions, and then proceed to day 2 and repeat the process until the attack begins.  If both sides send out saboteurs, and the paths to their objectives cross, the groups will meet and fight a close combat action.  Before the close combat, both sides roll 1d6.  The higher roll surprised the other side and gets +1 on the first roll of the ensuing close combat.
AMBUSHES

An ambush will give the ambushing unit(s) two attacks on the activation of the target unit, and automatically pins the target unit.
DYNAMITE 
Dynamite can be used to make “mines” which can be placed on the table next to some terrain piece.  It takes 1 bundle to make a mine.  The mine is detonated with a plunger style detonator and can be detonated on a leader’s activation.
Dynamite can be used like a hand grenade (sort of) against units within 6" of an FFL unit with dynamite.  

When a dynamite mine or grenade is detonated, roll 2d6.  Any result other than a 2 or a 12 is the number of hits on the target unit or the number of points of damage done to the door of the fort.  If the dynamite bundle is a mine, it is a dud if a 2 is rolled.  If the bundle is thrown and the roll is a 2, it detonated prematurely, killing 1d6 figures in the unit.  If the roll is a 12, it's a dud.

If dynamite is used against a unit with a ladder and the result of the die roll is odd, the ladder is destroyed.

ARAB IN-FIGHTING

If a leaderless Arab unit consisting of mixed tribes rolls a 2 or 3 for movement, the tribesmen begin fighting among themselves.  They are pinned and immediately lose 1d6 figures.

TENIR LE FORT - ARAB CHARTS
Arab Resolve
Firing Dice
Figs. lost
to stay
HMG

4d6 

25-39 
2-6
Artillery
4d6
40-49 
3-6
 

50-59 
4-6
 

60-69
5-6
 

70+
6  

Mod:  +1 if any Arab figures are inside the fort, +1 if the Arabs control the oasis


Arab Movement

Foot: 2d6 normal move, 3d6 charge
Mounted: 4d6

· with attached leaders, roll 3d6 and use the best two.
· Pinned units recover with a movement roll if one of the dice shows a 5 or 6.

· Charging units are berserk if one of the dice shows a 6.

Arab Sentries/Saboteurs
+1 to groups sneaking outside the fort



Arab Firing
1d6 per figure on front row if stationary
hit on 6 if target is in cover.  Heavy cover saves on 4-6.
hit on 4-6 if target has no cover 

artillery hits all figs with 5,6

Mounted leaders are hit on 11-12 with 2d6, one try per unit 

NOTES:
2x6 pins units


MG and Artillery roll again w/6,  

MG jams w/3x1

Close Combat
Compare d6+mods, high total wins.

For the loser:


1-3=KIA


4-6=  pinned after retreating 2d6

MODS:  

	Mounted Leader
	+2
	Pinned
	-1
	Defending cover
	+1

	Tribal Leader
	+1
	Low on water
	-1

	Berserk
	+1
	Gun crew
	-1


Subsequent Attacks
5-6
Attack again today

2-4
Attack again tomorrow

1
Your troops are broken.  No more attacks.  Game over.

MODS:  -1 for every check after the first

Command Points

· Modify the roll when checking Arab resolve (1 per +1).  
· Modify the roll when checking for subsequent attacks (1 per +1)
· give a unit an extra turn (1)

· crew a captured MG (2)

· Un-pin a pinned unit (1)

TENIR LE FORT - FFL CHARTS
FFL Movement

Foot: 2d6 normal move, 3d6 charge
Mounted: 4d6

· with attached leaders, roll 3d6 and use the best two.

· Pinned units recover with a movement roll if one of the dice shows a 5 or 6.

· A FFL squad can move freely as long as a leader is attached.  If the unit has no leader, drop the result of the low die when moving.   Units with no leader can be attached to units with a leader.
· FFL units with wounded figures or a dead officer lose the low die when moving.
· Two men can move the Maxim at 2d6.  Three men can move an artillery piece 1d6 inches. 
· Charging, leaderless FFL units are berserk if one of the dice shows a 6.

FFL Sentries/Saboteurs
+1 for each extra unit on patrol



FFL Firing (1d6 per figure)
Firing Dice
hit on 6 if target is in cover.  Heavy cover saves on 4-6.
HMG
6d6
hit on 4-6 if target is not in cover
Artillery
6d6
artillery hits all figs with 5,6

Mounted leaders are hit on 11-12, one try per unit

NOTES:
2x6 pins units


MG and Artillery roll again w/6
FFL Reinforcement Arrival

MG jams w/3x1
Roll
Day


1
5


2-3
4


4-5
3


Effect of hits on FFL
6
2
4-6
no effect
MODS:  +1 per extra courier
 

2-3
Wounded


1
Dead 

FFL Ammunition


2-7 
No problems
Sentry Exhaustion 

8-10
Low ammo, fire at half normal
1-2
Troops exhausted
12 
Low ammo, fire at a third normal, no more MG or arty ammo
3-6
No problems
MODS:  +1 for each time rolled (after the first)

Close Combat
Compare d6+mods, high total wins.

For the loser:


1=KIA


2-3= wounded+pinned after retreating 2d6


4-6=  pinned after retreating 2d6

MODS:  

	Captain
	+2
	Pinned
	-1
	Defending cover
	+1
	Defending loophole
	+2

	Sergeant
	+1
	Low on water
	-1
	Wounded
	-1
	Exhausted
	-1

	Berserk
	+1
	Hero
	+2
	Gun crew
	-1


Command Points
· give a FFL unit an extra turn (1)

· activate a hero  (2)
· re-crew an unmanned MG or artillery piece.  (1)
· replace soldiers in the tower (1)
ARAB BRIEFING
Algeria, 1905
You have convinced the tribes that it is time to rid our land of the infidels.  However, the tribes are never completely of one mind, and blood feuds have no end.  Mixing the tribes might prove troublesome, but only the Bedouins have guns.  The Tuaregs and Berbers have only their blades.  Allah has smiled upon you in that you have been able to obtain two bundles of dynamite from some geologists that were looking for oil for the French (dead trespassing infidels have no need of dynamite).  The explosives should be very useful in destroying the gate or a gun emplacement.
You know the fort is manned by at least 24 figures, possibly more.  The French have heavy weapons; a machine gun and an artillery piece.  They are apparently expecting an attack, and they have been seen preparing defenses in and around the fort, and possibly in the village and oasis.  You do not know how well the fort is stocked with food, water, and ammunition.  

However, this is the desert, so water will be an issue for you and the French.  The men will be very difficult to motivate if you do not have control over the oasis and the water there (note the modifier for the Arab Resolve Roll and the “Low on Water” close combat modifier).

Your men are adept at moving stealthily through the desert at night, and some have indicated they would be willing to attempt to sneak into the fort for sabotage.  A quick raid that destroys the main gate, their water supplies, or their ammunition would be very beneficial.  The dynamite could be very useful for this, as well.
Unfortunately, time is needed to rally all the tribes.  It will take at least a day to prepare the tribes for any serious assault.  You expect that you can muster all the tribes in five days, with one Berber tribe bringing an old artillery piece.  However, it is impossible to tell exactly when the tribes will arrive.  More time means more men, but the French are apparently expecting an attack and therefore time we spend preparing also gives the Infidels more time to prepare.  The French have also sent couriers to the next French outpost, and you believe reinforcements can arrive in as little as 2 days.  Your force depends on what day you commence the assault.   Choose a day, and roll 2d6 on the “Arab Force Composition” chart below to see who arrives.
Arab Force Composition


Day 1
Day 2
Day 3
Day 4
Day 5
2 ladders, 1 Bedouin, 2 Berber, 2 Turareg
2-9
x
x
x
x

4 ladders, 1 Bedouin, 2 Berber, 3 Turareg
10-12
x
x
x
x

6 ladders, 2 Bedouin, 2 Berber, 4 Tuareg
x
2-6
2-3
x
x

10 ladders, 3 Bedouin, 2 Berber, 4 Tuareg
x
7-9
4-7
2-4
x
PLUS 1 Bedouin, Bedouin Cavalry
x
10-11
8-10
5-9
x
PLUS 1 Berber with Artillery
x
12
11-12
10-12
automatic
FFL BRIEFING
Algeria, 1905
Rumors are that the locals have decided it is time to be free of French rule.  Your informants tell you to expect a major attack within 5 days, so you might have up to 4 days to prepare. Your command is a small outpost with plenty of food and water, but not enough men and ammunition for a prolonged siege.  To make matters worse, it would appear that the Bedouins, Tuaregs, and Berbers have decided to work together.  To date, the Berbers and Tuaregs have been poorly armed; however, the Bedouins almost certainly have plenty of rifles.
You also have 10 bundles of dynamite that some geologists had left at the fort before they disappeared.  They were using it for drilling, but you can use it for mining or dropping from the wall as a grenade.  You have enough wire to go from the plunger detonator to "mines" anywhere in the village or oasis.  

You have enough food and water inside the fort to last through any siege the Arabs would be able to sustain.  Of course, one clever Arab saboteur could easily change that.   The oasis is probably the primary source of water that the Arabs will use.  Holding it would be difficult, but would provide an advantage (note the “Low on water” modifier).
You have sent to another nearby garrison for re-enforcements and supplies.  You don’t know exactly how long it will take the couriers to get there and return with reinforcements (if any make it through the Arab lines).  You know it will take at least two days, with three or four days being most likely.  You can increase the chances of your couriers getting through by sending more couriers.  
You do not know how much time you have before the attack, but you must start preparing.  You have 3 functions per day you can complete.  Most functions can be done more than once.  The functions are:

1. On Day 1 only, you may send more couriers (maximum of 2) to modify the reinforcement arrival roll.  This will cost one figure per +1.
2. Bribe some of the locals to give details of the Arab attack plans.  Four 4 yes/no questions can be posed to the referee, who will answer truthfully.
3. Haul the artillery piece to the wall (can be done only once)
4. Place 5 “mines” using 5 dynamite bundles.  It takes three mines to destroy a house.
5. Build 8 sections of sandbag walls
6. fortify a house in the village
7. Increase patrols and sentries to add +1 to sentry rolls.
8. Sneak a unit out of the fort to set up an ambush position
If no points are spent to increase patrols and sentries, you will have 1 FFL figure on sentry duty at all your positions (inside or outside the fort) during the night.  The sentry for the fort will be in the tower, and nearby the position in any other position you have taken outside of the fort.   Any figures other than sentries are off duty and are unprepared.  
If you pick the increased patrols function, full units will patrol the walls and the Maxim will be manned.  For each function you spend on increased patrols, an entire unit will patrol the walls of the fort.  If you place more than one unit on sentry duty, your troops might be exhausted and receive a -1 in close combat.  Roll on the Exhaustion Table.
If you have found out the day the attack starts, you may start the entire garrison on the walls.  Otherwise, at the start of the attack, you will get a sentry roll each time an Arab unit moves.  When the Arab attack is spotted, the sentry alerts the garrison, and your units can begin moving (from the barracks) when they are activated.

Day 1: 
___________________________
Day 3:
___________________________

___________________________
___________________________


___________________________
___________________________
Day 2: 
___________________________
Day 4:
___________________________


___________________________
___________________________


___________________________
___________________________
