BATTLE CRY!

Version 1.3 - House Rules for a bit more Simulation (C. 2003 - Black Cat Studio/Rick Barber)

BATTLECRY is a great game, with tense gameplay and almost infinite replayability.  However, it is NOT a tight, detailed simulation of ACW combat (nor, in fairness, is it claimed to be by its Designer). Hasbro may claim in the box blurbs that ‘every effort has been made to be accurate’ but the scenarios give a ‘flavor’ of the battles represented, more than any sort of accurate representation. Consider that the units’ firing ranges stay the same, regardless of how much the actual ground scales vary from scenario to scenario. (And in most of them, Infantry seemingly manages to fire in the 800 – 1000 yard range!)

Mind you, this is not meant as a criticism of the game as designed – Richard’s game succeeds wildly in what he had intended.  I’m just saying that a lot of the decisions made to produce a simple (not simplistic), quick playing game have definite negative effects on its value as any sort of simulation.  For whatever it’s worth to you, the following are some house rules that I’ve come with in an attempt to push the game a bit further as an ACW simulation, with as minimal an effect as possible on its playability.  Feel free to try any of these out and report back on what you think!

HAND CAPACITY  – To give both players a few more options than they might otherwise have, each player’s initial card deal and hand capacity is now equal to the number given in the scenario notes, PLUS 1 for each friendly General currently on the board.  This hand capacity is then reduced, immediately, for each General that is eliminated from the board. If using the full leader loss rules below, the hand capacity would go back up by one in the turn that a wounded Leader returns.

DISCARD – A player may, instead of playing ANY cards, discard a number of cards up to 1 + # of friendly leaders currently on the board and then refill his hand. (This allows you to avoid the ‘dead hand’ trap in the basic game, while providing a good carrot/stick decision – to get to recharge your hand you have to give up an entire turn, which can be quite dangerous in this game.) 

OPTIONAL COMMAND – instead of using cards, simply roll a number of dice equal to 1 + # of leaders you currently have on the board to see what and how many units you can move in your turn. Infantry, Cavalry and Artillery icons let you move 1 unit of that type, Flags let you move 1 unit of ANY type and Crossed Swords don’t activate any unit at all.  If you no longer have any of a particular troop type and their Icon comes up on any of the Activation dice, re-roll those dice with that icon counting as NO unit (crossed swords) on that roll.

FIREPOWER – Units need to roll the Icon of the target troop type to hit; single Crossed Swords count as a miss, doubles as a hit.  Since this will slightly increase the vulnerability of Infantry as compared to the other troop types, simply use 6 figures per unit rather than 4.   If Infantry or Artillery Units Fire at Cavalry units, they use the Infantry icons on the Dice to determine kills; any rolled Cavalry icons are treated as additional Flag (Retreat) icons.  (The basic rules were set up to give a very high kill rate, presumably to help produce a faster playing game.  This rule produces a slower kill rate, with proportionately more pushbacks due to Flag results)

INFANTRY  – Infantry units have a range of 3, Firepower of 3/2/1, and may move 2 spaces and then Battle when ordered. (Going by all other ACW games, as well as ‘real world’ info, Infantry should move 2/3, rather than 1/3 of Cavalry speed. Infantry fire is also too potent in BC, especially considering the long range allowed by the rules.  Reducing both the dice and range by one (3/2/1) gives a bit more realistic feel to the Battlefield, as well as reducing the game breaking effect of a single card play.   I do, however, highly recommend increasing the number of figures in Infantry units to SIX, which fits just as well in the hex and gives a bit more ‘depth’. Note, some of my own scenarios specify using 3,4,5 or 6 figures to represent historical units.

ARTILLERY  – Artillery units have a range of 5, Firepower of 5/4/3/2/1, and may move 2 spaces OR fire.  Artillery units may NOT move adjacent to any enemy unit.  Horse Artillery moves 3, like Cavalry, but has same range and FP as regular Artillery. (They used the SAME number and type of guns after all; only real difference was that in Horse Artillery ALL crewmen rode, rather than just the Limber crews as in Foot Artillery.) In addition, Artillery in Support (see below) may fire through adjacent friendly Infantry/Cavalry units, as long as the target unit is not adjacent to that friendly unit.

CAVALRY – Move 3, Firepower of 3, against adjacent enemy units. May fire at range of 2  (FP of 1 – they DID carry rifles, though usually carbines, and needed horse-holders, which reduced the men on the firing line). If playing with 6 figure Infantry Units, Dismounted Cavalry may be represented with 4 figure infantry units.

CAVALRY CHARGE – If Cavalry moves adjacent to an enemy unit and announces it will Battle, (as opposed to STARTING its movement adjacent) it is conducting a Charge. If the Charging Cavalry Unit is still adjacent after any possible First Fire (below) by the defender, it gets to roll 5 rather than the normal 3 dice for the combat. Cavalry Units getting a Breakthrough Attack (below) do NOT count as Charging.

CAVALRY FALLBACK – If enemy Infantry or Artillery announces an attack on adjacent Cavalry, that Cavalry unit may elect to Fall Back.  The Infantry resolves its Attack using ½ its allowed, Range 1 dice (rounded up), the Cavalry gets to fall back up to 3 hexes and is marked as Shaken. If the Attacking Infantry moved adjacent in the same action (as opposed to starting there) the Cavalry gets to Fall Back without being fired at. (It is still marked as Shaken, though.  (See below).

DEFENSIVE FIRE ZONE  – It costs Infantry 2 to enter hexes adjacent to enemy Infantry, Cavalry or Artillery.  Costs Cavalry 2 to enter hex adjacent to Artillery.  (Option: If a unit moves adjacent to a DFZ and still has a MP remaining, it may ATTEMPT to enter the hex – roll 1 Die with a roll of the unit’s Icon letting the unit make the move. If there is an attached Leader, a Flag result is also a success). Shaken units do NOT have a DFZ.

RETURN FIRE – If an adjacent attack fails to eliminate or retreat the Defending unit, that Defender gets to fire back at its attacker with normal Range 1 dice, minus 1, to a minimum of 1.  If a retreated unit is hit a second time by a unit conducting a Breakthrough, it DOES NOT get Return Fire if the second attack fails.

 Artillery units also get to conduct Return Fire on any NON-adjacent units that fire at them, but only at ONE such unit per turn.  Cavalry Units using the HIT & RUN card may be subject to First Fire (below), but any Return Fire against them is made with ½ the normal range 1 dice, rounded down. 

FIRST FIRE – If an attacked unit is on a Hill, behind Breastworks, is being attacked by a Cavalry Charge or has an attached General, it may attempt to get First Fire instead of just the possibility of Return Fire.  Roll 1 die, with a Crossed Sword or Flag result allowing the unit to fire BEFORE its attacker.  This is only allowed against adjacent Attackers.

WITHDRAWAL FIRE – Unless switching with a SUPPORTING unit, any time an activated unit withdraws from a hex adjacent to a Non- Shaken enemy unit, each such unit gets to conduct withdrawal fire (1/2 normal range 1 dice, rounded up). In this one case, units withdrawing from a Woods or Rough Terrain hex DO get the  -1 die defensive modifier for the terrain. For Withdrawal Fire, Crossed Swords count as additional Flag result. 

BREAKTHROUGH – If an adjacent attack eliminates the defender or forces it to retreat, the Attacker (or any other adjacent attacker that hasn’t been activated yet or is in SUPPORT of the Attacker) gets to move into the space that was vacated. Cavalry units that follow up may then move an ADDITIONAL hex if desired, and may then conduct a second Attack on any now adjacent unit. Infantry units with a Leader Attached also get a 2nd attack.  Units in DIRECT SUPPORT may move THROUGH the original attacker (picking up an Attached Leader from that unit if desired) to enter the vacated hex, so long as they were not adjacent to any enemy themselves. No unit may get more than one BREAKTHROUGH move/attack per turn.

FOLLOWING UP – Unless they are still adjacent to another of the Active Player’s units, Infantry and cavalry units may also follow up into the hex vacated by Withdrawal if desired.  Regardless of the number of possible opportunities each enemy unit may only conduct Withdrawal Fire/follow up ONCE per turn.

RETREATS – Each Flag result that a unit receives forces it to Retreat up to its normal Movement Allowance, but at least 1 hex.  This movement should be towards its friendly board edge, but the first priority, for each hex of the retreat, is to move away from the unit that fired on it. The retreating unit may move through a hex adjacent to an enemy unit (DFZ) in the course of the Retreat if it has no other choice, but loses an additional figure if it does so and must continue moving until it is not in an enemy DFZ. If the retreating unit is already down to its last figure in such case, roll one die, with a Crossed Swords result eliminating the unit.  A unit may Retreat THROUGH or displace another friendly unit, but both units (retreating unit first) must then roll 1 die scored as for a normal Attack to see if they get an additional casualty or Retreat result. 

Retreating units END their movement at the board edge; any further Flag results from the same Attack that remain to be resolved count as Kills instead. If any unit occupying a board edge hex receives a ‘Flag’ result against it, it ignores the first such result and treats each additional ‘Flag’ as a kill. (Although it would still become Shaken as a result). If it is down to its last figure, a Flag result counts the same as a Crossed Swords. 

GENERALS IN RETREAT - Retreating units with a General attached do NOT have their path of retreat blocked by an unattached General.  In this case the unattached General should simply be displaced 1 hex (not towards the enemy).

HOLDING YOUR GROUND – Units that are occupying Hills, are behind Field works, have a General attached or are Supported may ignore the FIRST Retreat (Flag) result they receive in any single combat.  (Including the automatic Retreat result if using the ‘Last figure’ rule below). Except for an attached General, these reductions are NOT cumulative, meaning that you can ignore at most 2 Flag results.

SUPPORT – A Unit is considered to be SUPPORTED if it has at least one adjacent hex occupied by a friendly unit, which is itself NOT adjacent to any enemy unit.  A Supported unit may ignore the first Flag result rolled against it in any single attack. A single qualifying unit may be considered to be In Support of any number of adjacent friendly units, but can only give Fire Support (below) to a single such unit per activation. If a unit eliminates an adjacent enemy or forces it to retreat, any friendly unit which is in DIRECT SUPPORT may be ‘leapfrogged’ THROUGH the Attacking unit into the now vacant hex (and may conduct a Breakthrough Attack if it would otherwise qualify – Cavalry, Infantry with Leader or not yet Activated). 

As a single activation, units with DIRECT SUPPORT may switch places with that supporting unit without triggering Withdrawal Fire or allowing the enemy to Follow Up.  This counts as the entire allowed movement for BOTH units, does NOT allow the withdrawing unit to attempt to Rally, but does allow the new front line unit to Battle. Likewise, two adjacent units NOT in contact with the enemy may switch places as a single activation, which counts as the entire action for both units.

SUPPORT FIRE - - Artillery units in Direct Support of an infantry unit may fire through that Infantry unit at no penalty, as long as that Infantry unit is not directly engaged by an enemy. If the Infantry unit is engaged, the supporting Artillery unit simply adds 2 dice to the Infantry unit when it fires.  Infantry units may not fire through each other, but a supporting unit also gives an additional die to the front unit's rolls against adjacent targets.

SHAKEN (Optional) – Any unit that Retreats due to a Flag result is marked as SHAKEN (either use a marker or just turn the unit to face its owner). Except to Rally, SHAKEN units may NOT be activated or conduct Return Fire, and lose their SHAKEN status at the END of the next friendly turn. SHAKEN Units that receive any hits get an automatic single Flag result, in addition to any rolled by the enemy. (Optional – require units to roll 2 dice, with any Crossed Swords or a Flag result removing their SHAKEN status, but allow all such units to do so as a free action at the end of the turn.  An attached leader automatically removes the marker.) The SHAKEN Markers from SUMMER STORM are perfect for this! (What? You don’t have that yet? :-0  

THE LAST FIGURE – Any Attack which reduces a unit to its last figure also counts as an automatic Retreat (Flag) result (which may be negated by Defensive terrain or an attached leader). The last figure in a given unit may only be removed by rolling two Crossed Swords; a single Crossed Swords counts as a ‘Retreat’ (Flag) result.  (This gives units a bit more staying power, while making it harder to keep a ‘beaten’ unit in the line.

RISK TO THE GENERAL – If any unit with a General attached receives any Kills or at least 2 Flag results in any single attack, or if the unit withdraws from contact with an adjacent enemy, roll to see if the General becomes a casualty.  If the attack resulted in the attached unit eliminated, roll 1 die, with Crossed Swords being a Kill. (1 in 6 chance)  In all other cases, roll 2 dice, with double Crossed Swords or double Flags being a kill. (1 in 18).  Risk to the General rolls are made BEFORE any Flag results are applied to the unit he is attached to, and if he is killed it counts as an ADDITIONAL Flag result against the unit. 

If an ordered unit moves into a space containing an unattached enemy General, roll 2 dice as above; 1 if the moving unit is Cavalry. If the General survives, he is immediately moved to his closest friendly unit.  Note that the removal of a leader will reduce the owning player’s hand capacity by one. Moving adjacent to an unattached enemy general simply allows the general to move to his nearest unit.

(Recommended option: When a Leader gets a kill result, the owning player rolls 1 die, with a Crossed Swords or Flag being a Kill.  On any other result, the Wounded Leader may return to the board at the start of any subsequent friendly turn on a single die roll of Crossed Swords or Flag, which then raises the player’s hand capacity by one.  For Victory purposes, a wounded Leader counts as a Flag until he returns to the board.)

RALLY – In addition to the Basic Game card effects, any ordered unit may move (no closer to the enemy) and then RALLY instead of Battling.  Roll 2 dice (3 if a General is attached); if the unit’s Icon or a Flag comes up, the unit regains one figure, up to its starting strength (up to 5 figures if using 6 figure Infantry units.)  Subtract 1 die if the unit is within 2 hexes (and LOS) of enemy Infantry or Cavalry, or within 3 hexes of enemy Artillery. Units withdrawing from a hex adjacent to an enemy unit may NOT attempt to Rally in the same Activation.

TERRAIN – Woods, Hills, Buildings, Waterways and Rough and Very Rough terrain hexes cost ALL units their entire MF to enter. This is NOT cumulative with Defensive Fire Zone.  If a unit moves adjacent to such terrain and still has a MP remaining, it may ATTEMPT to enter the terrain  –  roll 1 Die with a roll of the unit’s Icon letting the unit make the move. If there is an attached Leader, a Flag result is also a success. 

FIELD - Blocks LOS between units on the same level, but does NOT reduce combat dice. Fields have no effect on LOS for Units on Hills.

HILL – Reduces enemy dice from non-adjacent Hill hexes by 1, blocks LOS, and gives an extra die when firing from a Hill at units on a lower level. Units on Hills ignore the first Flag result rolled against them by enemies NOT on adjacent Hill hexes. (Even in the Basic Game’s scenarios, most of the time that a number of Hill hexes are adjacent they should be considered to be one single hill, with no movement or combat penalty for moving or firing between them.) 

HIGH GROUND – (new terrain type, you’ll have to print out the tiles, though you can also use the existing Fence tiles to represent the same thing.) This represents ground that’s higher than the base board level, and so blocks LOS between base level units, but which only counts as a Hill for movement and combat purposes over the hexsides marked as slopes. It’s possible to stack two such terrain pieces (or use the existing Hill or Rough for such purpose) with the doubled hexside counting as a Major Slope – same movement penalty, except impassible for Artillery, and reduces all incoming fire over that hexside by 2 dice. Unless stated otherwise in scenario notes, High Ground hexes count as blocking terrain for LOS, even if the LOS is traced over non slope hexsides.

WOODS – Reduces attack dice for NON-adjacent enemy units by 1 and blocks LOS.  Adjacent attacks, and Return Fire against fire from an adjacent Woods hex, do NOT suffer this penalty. (Optional, but highly recommended – Other than Light Infantry or Skirmishers, Units moving INTO a Woods hex must roll 1 die, with a Crossed Swords or Flag result rendering the unit Shaken, and unable to Battle. Units with a Leader attached or in an adjacent hex are only Shaken on a roll of Crossed Swords.  Enemy units do NOT get Return fire against units that become Shaken while moving adjacent to them.)

(Note: most game rules traditionally give Woods hexes the ability to function as mini-fortresses, which is the exact opposite of reality. Historically, Woods broke up a unit’s formation and firepower, and except for specialized Light infantry were usually AVOIDED by maneuvering Formations whenever possible. As far as combat goes, while a unit in Woods might gain protection against RANGED fire, once it gets to close range the effect of the wood’s edge would effect both sides to a roughly equal extent.)

STREAM - +1 die to Attacker’s roll if firing at unit IN stream, bridge or ford hexes. Moving into a stream takes a unit’s entire move, does not allow the moving unit to battle that turn, but does allows Return Fire by adjacent enemy units. (Optional – units entering a Stream hex roll to possibly become Shaken as per Woods, above.)

ROUGH Terrain – As Woods, except it does NOT block LOS. Occupying units ignore the 1st Flag result rolled against them in any single Attack.

VERY ROUGH Terrain  (such as Devil’s Den) – As Woods, except it reduces non-adjacent enemy dice by 2, adjacent enemies by 1, and DOES block LOS.  Occupying units ignore the 1st Flag result rolled against them in any single attack.

BREASTWORKS – Reduces incoming fire over the protected hexsides, and allows any occupying unit to ignore the first Flag result from such fire and gain an extra Die if conducting Return Fire.  Counts as Impassible terrain for Artillery. 

BUILDINGS – If identified as a HOUSE, or Not identified, Buildings have NO movement penalty, give NO penalty against adjacent attacks, and do NOT Block LOS; however, any ranged attack made into or with its LOS traced through the hex gets –1 dice. Any Unit occupying such a Building hex ignores the first Flag result rolled against it in any single attack. (Troops and Leaders tended to ‘guide’ on such landmarks, even if they didn’t provide any actual shelter).

If named as a TOWN in a scenario, buildings are treated as Woods hexes, except that units in the hex may ignore the first Flag result against them from any single attack.

(Given that the units in most scenarios are at least Brigade sized, Buildings in the standard game are far too powerful defensively – especially when they represent just a single building or farm.)

TERRAIN VICTORY POINTS – Just to add a bit of variety to what is otherwise little more than an exercise in ‘headhunting’.  If using this rule, it now takes 9 Flags to win a scenario. Each time a HILL, VERY ROUGH or BREASTWORKS hex is captured in adjacent combat, or is vacated by an activated unit with an enemy unit adjacent who follows up, place a Flag token in the space showing the capturing player’s colors. This now counts as a Flag for Victory Point purposes.

However, since that particular hex has now been ‘contested’, it is flipped to the other player’s colors if he later recaptures it by moving a unit into the hex.  Note: a defensible hex does NOT become ‘contested’ if the occupying unit vacates it with no enemy unit adjacent. 

MULTI MAPSETS.   Truly epic sized battles can be fought by simply combining several sets of BATTLE CRY.   This can easily be done by placing 2 or 3 maps edge to edge along their long sides, though you may have to photocopy the map to make up a line of blank hexes to ‘bridge’ the blank areas on the seams.  

BATTLECRY MOVEMENT TRAYS – As with most games involving the movement of groups of miniatures, things go a lot more smoothly if you can mount or place those individual figures on some sort of tray or group stand. I’ve worked up a sheet of such trays, sized for the Battlecry figures, that you can cut out, fold and glue together (hopefully available soon as a .pdf file if I can figure out how to set such a thing up!)

Each sheet has enough trays to outfit a single copy of the game, and I’ve included the 6 figure variant for the Infantry mentioned in the above rules. You can also cut out matte or poster board to fit inside the trays to give a bit more stiffness and weight, but either way you should probably glue the Flag figure to the stand – makes it a lot easier to move the whole thing. As an option to reflect the different between fresh and damaged but rallied troops, 6 figure Infantry units should remove the center rear figure first, and that space (*) may not be refilled by rallying. The same should realistically be true for all units, but the rest simply have too few figures to do so.

NEW TERRAIN HEX ART – I’ve started to post new terrain art online to represent the new types in these rules, which can be printed out and spray mounted onto thicker board. Poster board can be easily cut with a good set of scissors, but gives a noticably thinner tile.  Illustration board gives about the same thickness as the ones that come with the game, but require the use of a steel ruler and craft knife to cut them out.

NEW SCENARIOS – I’ve posted my first new scenario (Barlow’s Knoll) on John’s support site, but will try and follow it with others as I get the time. To avoid the MAJOR anomoly of Infantry having far too much range for the ground scale (even with reducing it to 3 hexes as in these rules), I’m sticking to smaller battles, or small parts of larger battles.  Plenty of such things out there!
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