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Introduction 
These rules will allow you to create encounters between rival groups in the Napoleonic Wars. 
They are designed to cope with multi player games, 4 or 5 players is best, where each player 
controls between 6 and 10 individuals.  You will need miniatures to represent the combatants and 
some scenery to fight over.  

The rules are presented with a Peninsula setting in mind so that popular fictional heroes such as 
Richard Sharpe, Etienne Gerard and Horatio Hornblower can be included in your games.  

I have developed these rules from a set originally written by Bryan Ansell for general horse and 
musket skirmishing. This version has simplified the wound system to allow more players and less 
bookkeeping and added a default movement option for players to speed up play. Other than these 
small changes there is not much here that originates from me.  

You can use any miniatures in any scale that suits you. The rules are 
presented with 28mm miniatures in mind. Each miniature should be 
individually based, the size of base is unimportant.  

All measurements are given in inches. A 6ft by 4ft playing area is ideal 
and it should contain plenty of scenery and terrain to afford some cover to 
the participants.  
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Troop quality 
Participants are divided by quality into four groups.  

Raw: Ordinary or worse regular soldiers who have no 
experience of skirmish warfare, poor quality irregulars and 
armed civilians.   

Regular: Trained or experienced skirmishers, civilian 
hunters, woodsmen or similar, and particularly steady regulars 
(some officers and NCO's, the better class of Grenadier) 
irrespective of skirmishing experience.   

Veteran: Particularly tough and widely experienced 
skirmishers,  particularly fine officers and NCO's.   

Hero: Unique, heroic individuals.  

 

Fate deck 
Initiative and order of play is governed by the fate deck. The 
fate deck should contain: 

One action card for each character. 

One troop type card for each troop type; raw, regular, 
veteran and hero. 

One reload card. 

One joker.  

(As play progresses firing cards will be added to this as they're 
used.) 

The Fate Deck is used to determine which character takes a 
turn, and which characters load their weapons. The players 
take it in turn to draw a card (or chit or whatever),  then:    

If it is a character card, that character takes a turn, and the 
card is placed on the discard pile.    

If it is a troop type card then it is displayed face up on the 
table: The next player to draw a character card of a class at 
least as high as that of a displayed action card can keep it in his 
hand until he decides to use it to give a free turn to any of his 
characters of a class at least as high as that on the card at any 
time; even part way through someone else's turn. He can pick 
up any number of troop type cards simultaneously.   

If it is the reload card, it is placed face up on the table.  
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These are example 
character cards. Yours can 
be much simpler or more 
elaborate. Alternatively 
you can draw named or 
numbered chits from a 
container. 

Example character action 
card 

Example character 
shooting card 
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If it is a character's firing card, then, only if the reload card 
is face up on the table, the firing card is passed to the 
appropriate character's player. Otherwise, the firing card is 
discarded. 

Characters who are mounted never receive their firing card 
however. Firing cards are taken into the player's hand, and can 
be used at any time to take a shot, the firing card is then 
discarded. 

Characters armed with multiple firearms have a firing card for 
each.   

Unless a specific scenario dictates otherwise, a player always 
starts the game with all his character's firing cards in his hand.   

If it is the Joker, all discards and the reload card are shuffled 
back into the Fate Deck.  Any troop type cards held by players 
must now be shuffled back into the fate deck too! Players still 
hang on to their precious firing cards though!  

Precedence:  

When an action card is played part way through another 
character's turn, then the turn is only interrupted if the action 
card is of higher rank than the character who is taking his turn, 
otherwise it is used immediately after the turn is completed, 
but before the next card is turned from the Fate Deck.   

When more than one action card is played in the same turn, 
then irrespective of the order in which they were declared, the 
superior card goes first.   

In a similar way, if a firing card is played during another 
characters turn, or simultaneously with other firing cards or 
action cards, then rank always takes precedence.  So, a veteran 
character will always finish his turn before a regular action 
card is played, which will always take precedence over the 
firing card of a raw character, and so on.   

If rank is a draw, then characters making an action in their 
own turn take precedence, followed by action cards, with firing 
cards coming in last. Otherwise, the first to declare goes first.  
If in doubt throw a dice. 
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Example troop type card



OVER THE HILLS & FAR AWAY PAGE !4

Actions 
During a characters turn he can make one of the following 
actions:   

Stand: Do nothing (except turn to face any direction) . 

Move: Throw the dice or accept the basic move. This is the 
maximum distance in inches that he can move, he may set off 
in any direction at the beginning of his move.  A move that 
ends in base contact with an opponent initiates melee. No 
charge bonus, see below.  

Aim: Only possible if the character has a firing card. He aims 
at an opponent; stating who his target is and turning to face 
him. Aiming gives +2 to shooting roll.    

Recover: Characters who have a shock token or tokens must 
use a turn recovering before they can make any other action.   

 Charge: A charge that ends in base contact with an opponent 
initiates melee and the charging character receives a charge 
bonus of +2 (+4 if they're mounted). Dice must be rolled to 
charge, no taking the basic move. If no charge was declared, no 
bonus.  

Movement 
Movement rates depend on character type. All movement is in 
inches.  

All characters except raw can choose to roll dice or just use a 
basic move. Rolling the dice can result in a longer move but 
may also result in a shorter one.  
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MOVEMENT
NORMAL 
MOVEMENT

WOUNDED 
MOVEMENT

MOUNTED 
MOVEMENT

MOUNTED 
WOUNDED

RAW 2D6 1D6-1
REGULAR 2D6 or 6 2D6-2 or 4 4D6 or 12 4D6-4 or 8
VETERAN 3D6 or 9 3D6-3 or 6 5D6 or 15 5D6-5 or 10
HERO 2D6+6 or 12 2D6+3 or 8 4D6+6 or 18 4D6+3 or 12

Example reload and joker 
cards 
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Mounted characters are never unhorsed, neither are horses 
killed. 'Killed' results actually mean the character is out of the 
combat, not necessarily dead, and so rider and horse are 
treated as a single entity.  

Raw characters cannot be mounted.  

 

Firing 
Firing arc is 360° because a character may turn to fire as part 
of the firing action.  

All shots hit if the player rolls a 4, 5 or 6; with the modifiers 
listed affecting his dice throw:   

Games Masters may further modify  the score as they find  
appropriate     

HOWEVER: on a roll of 1, the shot always misses. Raw 
characters always miss on a 1 or 2. 

Ranges 

Special weapons:  

Blunderbusses have a close range of 6" when it hits a single 
target and a maximum range (counted as medium for 
modifiers) of  9" when it hits every miniature touched by a 3" 
circular template.  

Grenades have three ranges: close 6" Medium 9" long 12". 
Grenades add a -2 modifier to the chance to hit at all ranges. 
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SHOOTING 
MODIFIERS 
All modifiers are 
cumulative 
Raw -1 
Veteran +1 
Hero +2   
Aiming +2 
Wounded -2     
Target charging -1   
Close range +1 
Long range -1  
Extreme range -2   
Pistol at close range +1 
Musket or rifle in combat 
-1 
Shooter charging -2 
Shooter mounted -2 
Target mounted +1 
Grenade -2

SHOOTING RANGES

Close Medium Long Extreme

Pistol 6 9 12 15

Carbine 8 12 16 20

Musket 9 18 36 LOS

Rifle 12 24 48 LOS

Shooting is deadly but 
infrequent. Not knowing 
when you will get to shoot 
again makes it important 
to pick your shots . 

The grenades and 
blunderbusses are usually 
reserved for Naval 
boarding parties and 
Spanish guerrillas.  
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This is cumulative with any normal shooting modifiers.  

If a grenade misses the intended target may move the template 
a number of inches equal to the difference between the 
thrower's dice roll and the score needed to hit in any direction. 

Grenades hit every miniature touched by a circular 5" 
template.  

Harper's volley gun uses an 8" cone template identical to a GW 
flamer template.  

Wound roll 

Cover: 

Cover is hard or soft.  

Hard cover gives +2 to save, soft cover gives +1 even for raw 
characters. So raw characters in hard cover get a 5+ save.  

Saving rolls of 1 always fail. 

Saving a dead result gives the character a wound 
instead.   

2 wounds kill.  
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DAMAGE TABLE

Dice 
roll Raw Regular Veteran Hero

1 WOUNDED WOUNDED 
save 6

WOUNDED 
save 4+

WOUNDED 
save 3+

2 WOUNDED WOUNDED WOUNDED 
save 5+

WOUNDED 
save 4+

3 WOUNDED WOUNDED WOUNDED WOUNDED 
save 5+

4 DEAD DEAD 
save 6

DEAD 
save 4+

DEAD 
save 3+

5 DEAD DEAD DEAD 
save 5+

DEAD 
save 4+

6 DEAD DEAD DEAD  DEAD 
save 5+

Characters who save a 
dead result are wounded 
instead. Two wounds kill. 

Every time a character is 
hit they receive a shock 
counter. Even if they avoid 
a wound they must spend 
their next action removing 
their shock counters thus 
missing a chance to move 
or shoot. 
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When wounded a character receives a wound counter and a 
shock counter for being hit. The shock counter must be 
removed next action with a recover move. Each time the 
character is hit they receive a shock counter even if not 
wounded. Multiple shock counters can be removed with a 
single recover action.  

 

Fighting 
When two opposing characters physically come into contact, 
they will fight. 

In a turn, there are three rounds of combat: 

The assault round: when a the attacker first lunges towards 
his intended victim, and weapons with the longer reach have 
the advantage, firing at almost point blank range may also take 
place in this round. 

The close combat round: when blows and counter-blows 
are exchanged. 

The grappling round: when one combatant comes through 
the other's guard and the bloody business of grappling, 
gouging and hacking commences.   

Each class of character has a number of combat points; which 
are adjusted by various character modifiers and the effect of 
some skills. Each player divides his character's combat points 
between the three rounds, allocating between one and six 
points to each: the player takes three dice (a different colour 
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Melee Weapons

Sword Bayonet Butt Club Knife spear Lance

Assault 
round +1 +2 +1 +3 +5

Close 
combat 
round +2 +1 +1 +1 -1 -2

Grappling 
round -1 -1 +1 +2 -2 -3

All Spanish guerrillas have 
a knife to use in close 
combat as well as 
whatever else they're 
armed with.  
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for each round) and secretly turns each one up so that it shows 
the number of his combat points allocated to each round, he 
conceals these beneath his hand. When both players are ready, 
they simultaneously reveal their dice!   

The exception to this is raw characters, who are not capable of 
planning their tactics, and simply throw a dice for each round 
of combat with the roll halved (D3) for their points.  

Weapons modifiers are then applied, and the result of the fight 
is calculated.   

The character's objective is to either:  Completely overpower 
his opponent in any of these rounds: by scoring double his 
opponents total in any round. Or: Beat down his opponents 
guard, then follow through with a telling blow: by scoring 
higher than his opponent in any two rounds.   

Success in either objective strikes a blow on his opponent. The 
maximum number of blows that can be struck is therefore 
four; if the victor scores over double on each round.   

COMBAT POINTS (points split between rounds, maximum 6) 

Raw: throw a D3 for each round in turn. 

Regular: 6 points. 

Veteran: 8 points. 

Hero: 10 points.   

CHARACTER MODIFIERS: These modify the total number of 
combat points that the character has available to divide 
between the three combat rounds.  All modifiers are 
cumulative.  

Compare the opposing characters totals one round at a time.  

A character who scores over double his opponent in a 
single round immediately rolls a hit. 

A character with the highest scores in any two rounds 
immediately  rolls a hit.   

Each hit is a roll on the damage table and a shock counter.  

Outnumbered characters. 

The character whose turn it is must fight all enemy characters 
that he is in contact with. He fights alone; he is not assisted by 
any friends who are also in contact with the same enemy.  Of 
course, when it is the enemies turn, they too must fight all of 
their opponents alone. 
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CLOSE COMBAT 
MODIFIERS 
All modifiers are 
cumulative 
Wounded -2   
Each shock counter  -1 
Opponent behind cover -2 
Charging on foot +2  
Mounted charging  +4

COMBAT POINTS (points 
split between rounds, 
maximum 6) 

Raw: throw a D3 for each 
round in turn. 

Regular: 6 points. 

Veteran: 8 points. 

Hero: 10 points.  
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If he fights more than one enemy simultaneously, he turns just 
one set of three dice, and compares them to each of his 
opponents dice in turn, first fighting the assault round with 
each, then close combat, then finally a grappling round with 
each.  

Firing in combat: 

A character entering a fight with a loaded weapon may fire at 
his opponent. This occurs after combat dice are selected. 
Characters fire a shot before the assault round. Characters 
armed with a pair of pistols fire a second shot before the 
grappling round.   

After the battle 
Wounded and 'killed' characters roll for recovery if you're 
playing a campaign.  

All wounds are removed with a roll of 5+ 

Raw: -1 

Veteran: +1 

Hero+3 

Raw characters who do not get better are removed from the 
game.  Everyone else who fails their healing roll starts the next 
game with a wound. However, these old wounds do not count 
towards the two wounds kill rule. A character needs to receive 
two wounds in a single game to be killed.  

Kills become wounds on a roll of 5+ 

Raw characters who were killed are actually dead, sorry.  

Veteran +1 

Hero +3 

A Hero who rolls a 6 recovers fully.  
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O'er the hills and o'er the 
main 

Through Flanders, 
Portugal and Spain. 

King George commands 
and we obey 

Over the hills and far away. 

Here's forty shillings on 
the drum 

To those who volunteer to 
come, 

To 'list and fight the foe 
today 

Over the Hills and far 
away. 

Then fall in lads behind the 
drum 

With colours blazing like 
the sun. 

Along the road to come 
what may 

Over the hills and far away. 

If I should fall to rise no 
more, 

As many comrades did 
before, 

Ask the pipes and drums 
to play 

Over the hills and far away.
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