
 

Kallistra’s American Civil War – Hex based rules Draft 
 
Sequence of play. 

1. Side ‘A’ moves or removes disruption markers as units rally (and declares charges into contact by placing 
charge marker in hex)  

Maximum number of stands in a hex – Infantry 6 (4 in column), Cavalry 4, Artillery 3 (2 in column) 
 

Generals can move up to 
5 hexes at the end of their 
sides movement phase. 
 
 
 
 

Infantry, cavalry and artillery units can extend a line across two or more adjacent hexes. 
Artillery cannot move in their movement phase and shoot in the flowing shooting phase in the same bound. 

 

Artillery Firing 

(1D12  for 1/2 stands in hex. 
2D12 3/4 stands, 

3D12 5/6 stands) 
 

Artillery can adjust their direction of fire before firing. Artillery must have a direct line of sight to their target, which 
should always be the closest enemy unit unless firing through enemy skirmishers. Skirmishers cannot be targeted by 
artillery at long range or fired through by friendly artillery.  

 

Firing (small arms) 1 x D12 per stand 

 
Range   

 

 1 hex 2 hex 3 hex 4 hex 

Weapon   E     R     M   E     R     M   E     R     M   E     R     M 

Smoothbore musket (SM)  5+ 6+ 7+ 10+ 11+ 12+  - - -  - - - 

Rifle musket (RM)  4+ 5+ 6+ 6+ 7+ 8+  9+ 10+ 11+  - - - 

Sharp shooter rifle (SR)  3+ 4+ 5+ 4+ 5+ 6+  7+ 8+ 9+ 9+ 10+ 11+ 

Rifled carbine (RC)  2+ 3+ 4+ 5+ 6+ 7+  10+ 11+ 12+  - - - 

Smoothbore carbine or shotgun (SS)  6+ 7+ 8+ 10+ 11+ 12+  - - -  - - - 

+2 target behind wall, + 1 behind fence, +2 target in wood, +2 skirmishing infantry 

 
Maximum of 3 infantry stands out of 4 in a hex can fire (2 from the front rank of two stands and 1 from the rear rank of 
two stands. They must fire at the nearest enemy target. Skirmishing units have one stand per hex and can only be 
targeted by small arms at a maximum range of 2 hexes. 
 

Terrain Effects on shooting 

Artillery can shoot 1 hex into a wood only at short range. Small arms can shoot to and from a wood hex, or from one 
wood hex to another. Small arms can only shoot into a wood at 1 hex range.  
Units cannot fire at enemy units on the reverse slope of a hill. 
Shooting over friendly hexes from a hill or slope hex (artillery and small arms) is only possible if the distance to target 
is at least twice that of friends to be overshot. 
 
Response to charge. The chargers move a normal move to hex to hex contact with enemy.  Test to see if the 

defenders choose to stand, fire and fight hand-to-hand. Role 1D6. The charged unit must achieve a score greater than 
shown below to stand. 
Elite/Veteran 2 
Regular         3 
Green/Militia 4 
Modifiers:-  -1 uphill of chargers, -2 defending linear obstacle, -1 defending wood hex, -1 brigade commander within 2 
hexes, +2 outnumbered 2:1 by chargers.  
If the test is failed all the stands in the hex must route. Infantry 1D6, Cavalry 2 hexes + 1D6. 

Movement Line Column 
March Column 

along road 
Woods, River, 

Linear obstacle 

Infantry 2 3 4 1 

Cavalry 4 5 7 1 

Artillery 2 3 5 - 

 
Canister 

(1 Hex)per gun 
Short Range Long Range 

6lb field gun 4+H, 11+HH 7+ (2-3 hexes) 9+ (4-5 hexes) 

12lb Napoleon 4+H, 10+HH 5+ (2-4 hexes) 8+ (4-7 hexes) 

3” Rifle 4+H, 11+HH 5+ (2-4 hexes) 8+ (4-9 hexes) 

2. Side ‘A’ artillery fire. Both sides (A&B) fire small arms + artillery canister simultaneously. 
3. Chargers making contact fight hand to hand if charged unit stan 



 
 
 

Charging into contact (1D12 per stand)[Up to 6 stands max per hex for infantry, and 4 for cavalry.] 

Troop Type D12 score to hit Infantry cannot shoot if attempting to 
charge into contact. If a charged unit 
recoils or is forced to flee, as a result of 
hand-to-hand combat, the attacking unit 
automatically occupies the vacant hex. 

Elite infantry 5+ 

Regular infantry 7+ 

Militia 9+ 

Mounted Cavalry 4+ 

Dismounted Cavalry 8+ 

 
 

Combat Table 

Number 
of Hits 

Elite/Veteran Regular 
Militia/Recruit 

Green 
Artillery 

Mounted 
Cavalry 

1 No effect No effect Disrupted No effect Disrupted 

2 No effect Disrupted 
1 stand lost, 

Recoil, 
Disrupted 

 Disrupted 
 1 stand lost, 

Disrupted 

3 1 stand lost 
1 stand lost, 

Disrupted 

2 stands lost, 
Route, 

Disrupted 

1 stand lost, 
Disrupted 

2 stands lost,  
Route, 

Disrupted 

4 
1 stand lost, 

Recoil 

1 stand lost, 
Recoil, 

Disrupted 

3 stands lost, 
Route, 

Disrupted 

2 stands lost,  
Disrupted 

3 stands lost,  
Disrupted 

5 
2 stands lost, 

Recoil, Disrupted 

2 stands lost, 
Route, 

Disrupted 

4 stands lost, 
Route, 

Disrupted 

3 stands lost, 
Disrupted 

Eliminated 

6 
3 stands lost, 

Route, 
Disrupted 

3 stands lost, 
Route, 

Disrupted 

5 stands lost, 
Eliminated 

Eliminated Eliminated 

7 
4 stands lost, 

Route, 
Disrupted 

4 stands lost, 
Route, 

disrupted 
Eliminated Eliminated Eliminated 

8 Eliminated Eliminated Eliminated Eliminated Eliminated 

The last stand in any hex remaining after combat is automatically eliminated except for artillery.  

Disruption: A counter is placed with a disrupted unit to signify its disrupted state until disruption has ceased i.e. the 
unit has rallied at the end of movement phase. 

 Disrupted Units shoot with one stand from each hex. They cannot move during their sides movement 
phase instead they reform. The disruption marker is removed at the end of their sides movement phase if 
they are not in hex-to-hex contact with an enemy unit. 

 
Recoil: Recoiled units move one hex away from their attackers but continue to face the enemy. 
 
Route:  Routers turn and face away from their opponents and move towards their own table edge and directly 

away from any enemy units. The distance they route is given by 1D6 for infantry and 2 hexes + (1D6) for 
cavalry. Artillery do not route, they are simply eliminated. Routing units stop at their sides table edge. If 
they are forced to recoil or route from this position, they are removed from play. Routers move full 
distance ignoring terrain effects. 

 
Evade:       Only skirmishing infantry (single stand in hex) and cavalry can evade. In response to contact they can 

make a normal move away from the enemy. This does not affect their movement entitlement next bound. 
 
Command and control. Each regiment has a command stand which is always the last stand to be removed from 

play. Brigade commanders can only move units within 3 hexes and any units in hex to hex contact 
stretching across the battlefield. 


