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Hello. We hope you like these rules. They were 

designed for use with a specific scenario we ran at a 
convention several years ago. (The scenario is described 
at the end.) 

The distances used in the rules, along with the focus 
on individually based miniatures, lends itself best to 
25mm figures. But we think these rules are easily adapted 
to any scale and any battle of the Indian Mutiny. So 
enjoy! 

 
UNITS: 

Size: The standard-sized unit is 24 figures, including 
officer, standard bearer, and, if indicated by the special 
leader roll, a musician.  

Smaller-sized units also are permissible, but will be 
more vulnerable to routing under the morale rules.  

It is advised that units be formed in multiples of six (6, 
12, 18, and 24) as the consistency will make it easier to 
recall the units’ original sizes for morale determination. 

Special leaders: Roll 1d20 for each unit. On a 1, the 
unit’s leader adds +1 to all rolls. On a 2, the unit receives 
a musician.  

Limited ammo: All artillery must roll a d6+2 to 
determine how many times it may fire during the game. 

Formations: British units are “formed units” and may 
form one of several formations: 

• a double line of equal figures (ie. 12 figures in the 
front rank, 12 in the second), 

•  an extended line (24 figures in one long row),  
• an attack column (3-6 figures in the front rank, 

with the same number in subsequent ranks),  
• a square (a box-like formation of at least 4 figures 

per rank, with figures facing outward), or  
• a skirmish line (with a one-figure gap between 

each figure).Formation changes: Units may 
change formation at will, as long as no figure 
within the unit moves more than its allowed 
movement in a single turn. 

Mutineers may only deploy as a mob (similar to an 
attack column) when moving, but it may deploy in line or 
skirmish formation if defending a wall or other obstacle.  

Formation changes: Units may change formation at 
will, as long as no figure within the unit moves more than 
its allowed movement in a single turn. 

As casualties reduce a unit’s numbers, it must keep its 
ranks as equal as possible, with the largest rank in the 
front.  

Example: A British unit in double line starts with 12 
figures in each rank. After three casualties, it should be 
deployed with 11 figures in the front rank and 10 in the 
second.  

Adjusting ranks because of casualties has no affect on 
movement. The adjustment is made as casualties are 
taken. 

Artillery is either limbered or unlimbered, with crew 
deployed in skirmish formation around it. 

 

 
Unusual deployments: Any unit that does not move 

may angle its frontage so that some figure may face an 
approaching enemy. Example: A British unit in line might 
form an “L” shape to defend a corner of a wall or to 
guard its flank. 

Units also may deploy in an irregular line when 
deployed along a wall or obstacle.  
 
MORALE 

Morale check: A unit will check its morale at the end 
of any phase when it: 

• Takes a casualty as a result of fire. 
• Takes a casualty as a result of melee. 
• Is infantry in open terrain charged by cavalry. 

Determining morale: A unit that must make a morale 
check will roll a d20. If the number rolled exceeds the 
number of figures remaining in the unit, it will rout. 
 British units do not make morale tests until its leader 
is killed or it receives 50% casualties. 

Frenzied: Frenzied units never make morale checks.  
Cavalry: Figures count twice for morale purposes. 
Example: A cavalry unit of 9 figures needs an 18 or 

less to make its morale roll. 
Morale penalties: 
• A British unit whose officer is killed suffers a +1 

to its morale roll. 
• An infantry unit suffers a +10 to its morale roll if 

charged by cavalry in open/-5 if charged while 
deployed in a town street. 

 Special morale results: 
• A unit becomes frenzied if a natural 1 is rolled on 

a morale test. 
• A non-British unit automatically disperses on a 

natural 20 on a morale test. 
 Routs: A Mutineer unit that routs is removed from the 
table.  

A routed British unit moves away from the enemy a 
full move (based on its movement die roll)—or to the next 
logical defensive position, if closer—in its next move 
ment turn.  

TURN SEQUENCE 
British Turn 

• Rally Phase 
• Charge Announcement Phase 
• Movement Phase 
• Fire Phase 
• Melee Phase 
• Rally Phase 

Native Turn 
• Reinforcement Phase 
• Charge Announcement Phase 
• Movement Phase 
• Fire Phase 
• Melee Phase 
• Rally Phase 

 



A routing British unit is assumed to be facing away 
from the enemy and, if attacked in the enemy’s next 
movement turn, figures in melee may not be supported by 
adjacent figures. 
 Rallying: To rally, a British unit must make a 
successful morale test in the Rally phase. If successful, 
the unit may reform in any formation and facing it wishes. 
 Units may not rally if locked in melee. 
 
MOVEMENT 

Movement dice: Select one unit and roll the 
appropriate number of d10 dice. That is the number of 
inches a unit may move. Complete the movement of that 
unit prior to selecting the next unit for movement.  

Units may move less than their total available 
movement—or not move at all. Units may wheel or 
echelon forward or backward. 

 

 
 
Mutineer movement: Mutineers will not begin 

moving until ordered forward—or they become frenzied.  
Once movement has begun, Mutineers must follow a 

set priority of actions: 
1) A Mutineer unit moves directly toward the closest 

British unit to its front until it comes into contact with that 
unit.  

2) If a Mutineer unit cannot move into contact with a 
British unit because its path is blocked by another 
Mutineer unit, it may wait until the friendly unit in front 
no longer blocks its path (resolves its combat and routs or 
advances—or it may move so as to sidestep the combat 
and move forward adjacent to the unit to its front. 

3) A Mutineer unit that sidesteps a combat, so it may 
continue to move forward, must still move toward the 
closest British unit to its front. 

4) A Mutineer unit cannot exploit a gap in the British 
line by ignoring nearby British units—unless all British 
figures to the front are engaged. 

Example: A Mutineer unit sidesteps a friendly unit in 
combat. It still must attack the closest British unit. So, if 
by moving forward, Mutineer figures can come into 
contact with a British unit’s flank, Mutineers must engage 
the flank but not move into the British rear (except by 
Melee Movement, see below).  

If figures on the British flank already engaged in 
melee with Mutineer figures, however, then the 
sidestepping Mutineer unit is free to move forward behind 

British lines. But if even one British figure on the flank 
can be charged, it must be. 

5) In moving behind the British flanka Mutineer unit 
must move to engage the closest British unit to its front. If 
no target presents itself, only then may it turn into the rear 
of a British unit to its left or right. 

Exceptions: A Mutineer unit eligible to fire may 
forego its movement to fire at the closest enemy unit. 
Also, outside a town or woods, a unit may turn and charge 
an enemy unit that is within 12” of its flank or rear. 

Mutineer commanders must accept that their units are 
very limited in their responses to a tactical situation. They 
will interfere with one another’s movement and fail to 
respond to flanking maneuvers. It’s important to 
remember that Mutineer units always target the closest 
enemy unit to their front, unless the enemy is within 12” 
in the open. Thus deployment—and holding units in 
reserve—are key to a Mutineer’s battle plan. 

Wheeling: Formed British units may wheel. Pivot on 
one corner of the unit, and movement is measured by the 
distance of the figure on the opposing corner.  

Mobs and skirmishers may move as independent 
figures—as long as no figure moves more than its 
maximum—and the unit ends its move in its proper 
formation. Thus mobs may change its frontage without 
penalty. Simply turn the figures 90 degrees and move 
forward. 

Buildings: A unit wishing to enter a building moves 
each figure independently (as a skirmisher) and measures 
movement based on the distance covered by that figure. 
Distance is measured horizontally through building, 
adding 2” if changing floors. 

A unit may not enter an enemy-occupied building if 
the doorway is defended or locked. If defended, an 
attacking unit must kill all defenders at the doorway to 
advance after melee. If the doorway is locked, it must be 
battered down (see melee rules.  

All enemy-occupied buildings are assumed to have 
locked doors unless the defender states otherwise. 

Charging: Charges are announced prior to all other 
movement. Charging units are moved before all other 
units. A unit that does not announce a charge in the 
Charge Announcement Phase may not close into combat. 

Charge Movement: A unit may charge by moving its 
figures into contact with an enemy unit. Units without 
casualties or frenzied may charge automatically. Other 
units must make a morale roll to close into melee. 

An infantry unit may not charge cavalry unless the 
cavalry already is in melee. 

Cavalry charge: Sepoy and Mutineer units must roll 
a morale check immediately when contacted by a 
charging cavalry unit in the open. British units must do so 
if lacking a leader or at 50% casualties. 

Artillery: Artillery loses 1d10” to limber or unlimber. 
Interpenetration: Skirmishers may move through—

or be moved through by—friendly other units. Formed 
units may not interpenetrate other formed units. 

Going to Ground: A native unit may “go to ground” 
in mountainous terrain. In doing so, the unit’s figures go 



prone. They cannot see (or fire) nor can they be seen (or 
fired upon). 

It takes one-half of a unit’s movement to stand—and 
resume normal movement and fire. 

Leaders: Leaders move as infantry or cavalry, as 
determined by whether on foot or mounted. 

 
Movement Table  
Infantry, artillery in open 3d10” 
Cavalry in open 4d10” 
Wagons/elephants 2d10” 
In town/rough 2d10” 
Limber/unlimber -1d10” 
Cross obstacles -1d10” 
Move in rough terrain -1d10” 
Move in mountains * -2d10” 

* If unit lacks sufficient movement, it may not enter 
terrain. 

 
Melee movement: Figures in melee may not move 

unless they rout, advance after combat or, if winning a 
combat or frenzied, choose to extend their line. 

In a player’s turn, any unit that has caused more 
casualties than the enemy unit—or any unit that is 
frenzied—may extend its line while in melee. To do so, 
figures in the rear ranks of the unit may move around the 
sides of the units. 

 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figures extending the line must engage in melee with 

the closest enemy figure possible. Only once that enemy 
figures is in melee, can another friendly figure move 
beyond it to engage the next closest enemy figure. and 
contact the closest enemy figures they can contact.  

The unit’s movement must still be determined by a die 
roll to see how far friendly figures may move. 

 

FIRE 
Eligibility: Fire is by individual figure. A figure must 

be armed with bow, musket, or rifle to fire. A die is rolled 
for every figure firing.  

Officers with pistols do not fire in fire phase—they 
receive a bonus in melee for pistol. 

Targeting: All units must fire at a unit charging them. 
British and British-trained units may otherwise select 
their target, while native units always fire upon the closest 
enemy unit). There are two exceptions: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
• If two units are close enough to charge—or both 

are to equally close to the front of the firing 
unit—the firing unit may split its fire. 

• Rifled figures and sharpshooters may individually 
select their targets, without regard to proximity of 
target. They may fire at targets of their choosing. 

Fire Arc: A figure may only fire to a 45-degree angle.  
Split Fire: When firing at multiple units to the front, 

each figure should fire at the unit closest to its front.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 



Facing: A unit must hae its target within the forward 
arc of the firing figure. 

Held Fire: A British unit that does not move may opt 
not to fire in its turn, and hold its fire. It may then fire at 
any time in the enemy’s move phase, if it chooses. 

British units may fire half of a unit—and hold fire 
with the rest. In this situation, it is important to note how 
many figures hold their fire. 

Held fire is useful when threatened with a charge, 
particularly if waiting will allow the British to fire at 
point blank range at the charging unit. 

Reloading: British and British-trained units must 
reload after firing. To represent this, place a marker 
behind a firing unit. After spending one turn not firing, 
remove the marker. 

Limited native fire: Because of their uneven fire 
control, native units do not reload as a unit. Roll a d20 to 
determine how many figures fire each turn. This roll is 
made prior to firing.  

A native unit never fires more figures than it has. Thus 
if a d20 result results in a number greater than the 
remaining figures in a unit, reroll. For convenience, you 
can use a different die for smaller units. (ie. A 20-man 
unit is reduced to 12 figures. A d12 could be rolled.) 

Firing into melee: Only riflemen and sharpshooters 
may fire into a melee—and only at the third or fourth rank 
of an enemy unit. Such figures may fire only if they are 
not in melee.  

Casualties: A figure will hit (and kill) its target—
cause a casualty—if it rolls a 6 or higher on a die roll. The 
type die rolled, however, depends on the type of unit. A 
British regular unit will roll a d10 to cause a casualty; a 
Budsmasher will roll a d6. 

Modifiers: Certain conditions may result in a negative 
modifier to the die roll for fire (see fire tables). 

 
Infantry fire chart  
Unit type Die rolled 
British regulars d10 
Sepoys & Fanatics d8 
Hillsmen & cavalry d8 
Budmashers d6 
  

Die modifiers 
Any movement / long range -1 
In building/rough/mountain -2 
Behind melee bags -2 
Skirmishers * -1 

* Only British and British-trained units. 
  
 Long range: Long range is any shot fired at more 
than 12” 
 Impossible Shots: A look at the fire modifiers will 
reveal that many units cannot cause casualties to 
skirmishers behind cover—and Budmashers cannot cause 
casualties unless formed enemy units are in the open. This 
is intentional: In some tactical situations, units will need 
to “flush out” enemy units with the bayonet. 

Volleys: British regulars and Sepoys that do not move 
(or have held fire) may volley at enemy units within 12”. 
Volleys cause normal casualties but force a morale check 
with a +5 penalty to the die roll. 

A volley can be fired as part of held fire. 
Cannon: Cannons roll 10d10 for casualties, but the 

number needed for a casualty varies by weapon type.  
Cannister: Cannons gain additional die for casualties 

if enemy target is within 12”. 
Mortars: Mortars roll 1d10 at a target designated 

prior to rolling. On a 9-10, the mortar round hits and kills 
all figures within 3” diameter circle centered on target. A 
missed mortar shot falls harmlessly. 

 
Artillery fire table 
Weapon type # of die rolled Casualty # 
9# cannon 10d10 6-10 
18# siege cannon 10d10 4-10 
Mortar 1d10 9-10* 
   

Die modifiers 
9# cannister +5d10 die rolled  
18# cannister +10d10 die rolled  
Per crewman lost -2d10 die rolled  
In building +2**  
Behind melee bags +2**  
Skirmishers +1**  

* On a 1-2, the mortar blows up. 
** Modifier to cannon fire only. 
 

Building damage: Buildings are assigned a number 
of hits before collapse or partial collapse. This will be 
determined by scenario. On average, however, a 2” x 2” 
area will be destroyed per cannon shot. 

Casualties on artillery: Roll a d10 for each “hit” 
(from musket, bow, or artillery fire) to determine effect 
on artillery. 

 
Artillery casualties  
Die roll Effect 
1-7  Missed shot 
8-9  Crewmember 
10 Cannon/mortar destroyed 

 
MELEE 

Melees are fought by figures—not units. One friendly 
figure in contact with an enemy unit is selected and all 
defending and supporting figures are determined. These 
figures will participate in a single melee. Then the next 
friendly figure (uninvolved in a previous melee that turn) 
is selected, and this process is continued until all eligible 
friendly units have fought a melee.  

Eligibility: Any figure in contact with an enemy 
figure is in melee and will roll one die to determine 
whether a casualty is caused. 

In addition, any friendly figure that is adjacent or 
directly behind this original unit—and not in contact with 
an enemy unit—are considered support figures and join 



the melee. (This means a total of four figures—the figure 
in contact, one on each side of the friendly figure, and one 
directly behind) could theoretically join the same melee. 

No figure in contact with an enemy unit may support 
another figure’s melee. If a figure could support more 
than one friendly figure in contact with the enemy, the 
player must choose a single melee for that figure to 
support. 

 Winning a melee: All figures involved in a melee 
roll a die and add modifiers. The player with the highest 
die roll result (on a single die) wins, causing a casualty to 
the enemy unit in contact (supporting units cannot be 
casualties). In case of a tie, all figures are locked in melee 
until the next melee phase, unless the rout due to morale. 
 Note that different units roll a different type of die 
depending on unit type (see melee table). 

Advance after combat: A figure that wins a melee 
must advance to occupy the space of the killed unit, and 
any figure adjacent may move up in the vacated space to 
support that figure. A victorious figure on the flank of an 
enemy unit may move forward along the enemy flank—as 
much as two enemy figures forward. Figures behind this 
advancing figure may move up to support, as well. 

Combat determination: Although melee is 
considered simultaneous, the order of melees are 
determined by the player who moved that turn. 
 

Melee table  
Unit type Die used 
All British d10 
Sepoys & fanatics d8 
Hillsmen & native cavalry d8 
Budmashers d6 
  

Modifiers to die roll 
Officer w/pistol +1 
Behind wall, mealie bags +2 
Defending doorway, stairs +1 
Infantry charging infantry* +2 
Cavalry charging infantry* +4** 
Cavalry not charging vs. anyone +1 
Frenzied +1 
Skirmishing -1 

* Unit must move at least 4” to gain charge bonus. 
** Modifier only applicable if infantry in open terrain. 

 
 Defending doors: Only one attacking figure may go 
through a door—and melee—at one time. Two figures 
may defend a door—and fight in the melee. 

Attacking doors: Up to four figures may roll a melee 
against a door. Two rolls of 9-10 are needed on a d10 to 
break down door.  

Cavalry withdrawal: A British cavalry unit locked in 
melee with infantry may opt to withdraw. It is 
automatically broken and retreats full move. 
  
 
 

ELEPHANTS 
Movement: Elephants move 2d10”. They may pivot 

180 degrees before moving but otherwise must move 
straight forward. 

Combat: An elephant attacks with 4d10. If the 
elephant causes more casualties than the number of 
figures it is in contact with, it will move forward up to 4” 
into contact with additional figures (and kill them).  

Example: If an elephant is in contact with two figures 
and causes four casualties, it will kill the two enemy 
figures, move forward an inch and kill a third figure, then 
move up to three additional inches to contact and kill a 
fourth figure. 

Casualties: An elephant can accept 10 casualties 
before being removed from the table.  

Rampage: At any time an elephant receives a 
casualty, it must make a morale test. If it fails, it will 
pivot in place in a random direction and move 2d10.” If 
this move causes the elephant to charge its own troops, so 
be it. 

An elephant may attempt to rally normally. The 
owning player also may opt to automatically kill elephant 
if rally fails. 

Limbering: A wagon may be limbered to an adjacent 
elephant adjacent that did not move in the turn. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



SCENARIO SET-UP: 
The scenario developed for these rules represents the 

final stages of a siege. A detachment of British troops are 
deployed in a town, surrounded by vast hordes of 
Mutineers launching their final assault. 

Below are the forces we used in our scenario. The 
exact Order of Battle obviously can be modified to suit the 
figures available to you. The goal, however, should be to 
have sufficient troops to defend your town perimeter, 
along with a unit or two in reserve. 
 
Forces: 
British: 1 Highlander, 3 East India Infantry, 1 Naval 
Unit, 1 burgka unit, two small British cavalry, 12 
riflemen, 1 sigh unit. 
Mutineers: 40 units of regular mutineers, two or three 
rebellious sepoy units, two or three Budmashers 
units,four to five calvary units. 
 

First turn: British move and fire first. 
Victory determination: Scenario ends when: 
• the British are destroyed 
• mutineers have 50% of their units rout off table, or 
• the time allotted for the battle ends.  
Victory also can determined by casualties and terrain 

objectives. 
 
Standard scenario: Mutineers have 40 units on the 

table, half deployed on each side of the town. As units are 
destroyed, the Mutineer players may place these units on 
the table again (recycle them). Reinforcements end when 
40 recycled units have been deployed on the table over 
the course of the game 



 
 

Infantry fire chart  
Unit type Die rolled 
British regulars d10 
Sepoys & Fanatics d8 
Hillsmen & cavalry d8 
Budmashers d6 
  

Die modifiers 
Any movement / long range -1 
In building/rough/mountains -2 
Behind melee bags -2 
Skirmishers * -1 
* Only British and British-trained units. 

 
Artillery fire table 
Weapon type # of die rolled Casualty # 
9# cannon 10d10 6-10 
18# siege cannon 10d10 4-10 
Mortar 1d10 9-10* 
   

Die modifiers 
9# cannister +5d10 die rolled  
18# cannister +10d10 die rolled  
Per crewman lost -2d10 die rolled  
In building +2**  
Behind melee bags +2**  
Skirmishers +1**  

 
 
 

 
Artillery casualties  
Die roll Effect 
1-7  Missed shot 
8-9  Crewmember 
10 Cannon/mortar destroyed 

 
Melee table  
Unit type Die used 
All British d10 
Sepoys & fanatics d8 
Hillsmen & native cavalry d8 
Budmashers d6 
  

Modifiers to die roll 
Officer w/pistol +1 
Behind wall, mealie bags +2 
Defending doorway, stairs +1 
Infantry charging infantry* +2 
Cavalry charging infantry* +4** 
Cavalry not charging vs. anyone +1 
Frenzied +1 
Skirmishing -1 

* Unit must move at least 4” to gain charge bonus. 
** Modifier only applicable if infantry in open terrain. 

 
Morale 
British: Stand ground until leader killed or 50% 
casualties. Loss of leader is +1 to die roll. Roll below # of 
figures on d20. 
Mutineers: Roll d20. Number must be below # of figures 
remaining. 
Cavalry: Figures count twice for morale purposes. Unit 
broken immediately if withdraws from combat. 
Charged by Cavalry/Elephant: An infantry unit suffers 
a +10 to its morale roll if charged by cavalry or elephant 
in open/-5 if charged in town street. 
 
Elephant Rules 

Movement: 2d10” 
Pivot before move 90 degrees 
Attacks: 4d10 
Morale: 20 minus casualties. Rampage if fail. Units 
charged by cavalry suffer morale penalty (see above). 

 
Mutineer reinforcements 

Mark off boxes as reinforcements deployed. 
         

         
         
         

 

Movement Table  
Infantry, artillery in open 3d10” 
Cavalry in open 4d10” 
Wagons/elephants 2d10” 
In town/rough 2d10” 
Limber/unlimber -1d10” 
Cross obstacles -1d10” 
Move in rough terrain -1d10” 
Move in mountains * -2d10” 
* If unit lacks sufficient movement, it may not enter 
terrain. 

TURN SEQUENCE 
British Turn 

• Reinforcement Phase 
• Charge Announcement Phase 
• Movement Phase 
• Fire Phase 
• Melee Phase 
• Rally Phase 

Native Turn 
• Reinforcement Phase 
• Charge Announcement Phase 
• Movement Phase 
• Fire Phase 
• Melee Phase 
• Rally Phase 

 


