
Siege Train Scenario

The table, a standard 6 * 4 is set up as below. Only scenery provided by Bath Wargames Club is to be used i.e. nothing other than what the map shows. Neither army uses its own baggage.
Edge 1
Edge 1





Edge 3

Defender
Decided as per rules.

Deploys first, anywhere within 8 inches of road. They can also deploy up to 6 elements within 8 inches of any table edge as scouts. These scouts can make a normal tactical move without taking anything from their parent commands pip dice on turns one and two only. Loss will count towards demoralisation of home command. The 5 baggage elements are treated as ordinary artillery for movement. A separate dice is thrown for the baggage, note it is not allocated. Baggage elements are allowed to exit off table edge 4 during the game and will count as zone B for scoring.
Attacker
Marches any of his forces on to table edges 1, 2 and 3 as there first move. ( Troops not moved onto table edges 1-3 in the first turn, can move onto the table in subsequent moves. Any command that deploys on the fourth table edge is considered to have flanked marched (see rules). Note any commands that come on a different table edge from the CinC command must throw a separate dice until their sub general is on table, they then proceed as per rules.
Scoring

Defender scores 1 point for each baggage element in zone A and 2 for each element in zone B. An attacker scores 2 points for each baggage element destroyed. Both sides loose points for broken commands as follows. For an army with 4 commands loose 2 points for a demoralised CinC’s command, otherwise loose 3 points. For each sub general loose 1 point for each command lost. No side carries a minus score into the next round only a zero.
If your enemy’s army is destroyed and 1 undemoralised element of yours is within 12 inches of the baggage, then you gain a 10 nil.

Routing Troops

Any of the defender’s troops that are in route, are removed from the table unless held or moved by pip dice.

Any attacker’s troops that are in route, move towards and route off the edge they entered the game on, unless held or moved by pip dice.
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