MEXICAN REVOLUTION 
1910-1920

(Bring back Average Dice)
(VIVA  LA  AVERAGE DICE)
Equipment  needed:  Average Dice  D6  D10  D20   Ruler in inches
25/28mm figures on 1”diameter bases (infantry and artillery)

 Mounted on 2 -1”diameter bases 

No bases are needed for Machine Guns and  Field Guns

1 terrain board  6’ by 4’   positioned length ways

2 villages  consisting of 3 houses each     Mexican scenery.
Unit organisation:

1 unit consists of 10 figures   (basic organisation    a jefe controls between 50 and 100 men)

Each side starts with 10 units  (federal   villistas)
Then you each  throw  1 xAverage Dice . This is the extra units available to you.

OR

The Attacking Player throws 4xAverage Dice to see how many units he gets

The Defending Player throws 3xAverage Dice to see how many units he gets.

2 of your units can have mauser rifles .   The rest of your units have hotchpotch rifles.
1 of your units can be Dynamite Volunteers. Throw 1xAverage Dice  This is the number of figures in your unit that have volunteered to throw Dynamite Cans.

Up to half of your units can be Cavalry.  1 unit can have Winchester rifles.
Up to (throw 1xAverage Dice) units can flank march (Villistas) Throw 2x Average Dice to see what turn they arrive in  behind the 5’ line.
Throw 1xAverage Dice  to see how many units are prone to desertion (Federals)

Each throw 1x Average Dice to see how many Field Guns and Machine Guns are Available.
Scenario:
              Federals

	          




Villistas attack from this base line

                      Villistas

The Villistas player always goes first   (alternative turns)
The Federals  and villages are located  behind the horizontal 5’ line .  The 2 villages   must be at least  15”  in  from  both sides and must be at least   12”  apart. The aim of the Villistas is to take at least 1 village.
The attacking player(Villistas)  throws 5x Average Dice for the number of turns in the game

He can throw 5xAverage Dice  up to 5 times .  Each throw represents 1 day.   Draw 5 boxes and cross off each box.  A moral victory is given to the Federal player if you have used 3 boxes or over.
A minimum of  8 turns are needed to reach the 5’ line by foot  and 4 turns by cavalry so you would need a minimum of 12 to take 1 village if not flank marching.

A moral victory to the Federal player means that he can throw 1xAverage Dice  to change  units that are prone to desertion back to normal units.

Your General figure can be foot or mounted.He moves as per allocation as foot or mounted. He can fire (Mauser/Winchester). If killed you still move troops accordingly. You give your opponent a Moral Victory. Your troops are affected in that any units with 8 or less figures must take a Morale test.
Movement

Type                    Mexican Amble             Mexican Fast

Infantry                         6”                                  9”

Cavalry                           12”                              18”

Field Guns                       9”

Motorbike                      -                                  24”

Truck                               -                                   18”

Infantry moving with machine gun                 4”

Infantry pull/push   Field Gun                          3”

Infantry Crawling                                                3”

Prone                           0”     Infantry can move half distance and go prone and visa versa.
Infantry and Cavalry can  amble and Fast alternatively giving a total of 15” and 30” respectively.
When passing through soft cover deduct  1”   off movement       
When passing through hard cover deduct 2”  off  movement   (in and out of buildings)   
A unit of 10 figures can occupy any building
Soft Cover                                         Hard  Cover

Broken Ground                                 Trenches

Streams                                              Buildings( Stone and Wood inclusive of Bridges)
 Fences and walls                              Fieldworks

Hills                                                      Rivers

Barricades                                        Barbed Wire (infantry take 1 move to clear a passageway)
Trucks

Field Guns cannot pass through  Buildings/Fieldworks/Rivers/Barbed Wire/Walls/Fences.
Cavalry cannot pass through Walls/Buildings/Fieldworks/Barricades

Cavalry can jump over low walls and fences but deduct 2” off movement.

It takes 1 move to     unlimber/limber  Field Guns     dismount /mount  for cav and motorbike/truck
Firing (Can measure range) (Must fire at 1 unit only) 
Line of Sight only   

360 Degrees Infantry and Cavalry

60 Degrees either side of Machine Gun

45 Degrees either side of Field Gun (out of 45 Degrees must move to realign)

Cannot move and  fire
Fire once per move

You can move and fight in melee.
Machine Guns and Field Guns can move   but they cannot  fire.
Ranges:   
Mauser                             up to    36”

Hotchpotch rifles            up to    24”

Winchester                       up to    18”
Machine Guns                  up to     24”

Field Guns                         up to     48”

Hotchpotch Field Guns    up to     36”

Dynamite Can                    up to       6”
Firing Method:

Each Unit (10/9 figures) with a Mauser/Winchester rifle throws 2xAverage Dice. The score equals number of hit allocations.
Each Unit (8/7 figures) with Mauser/Winchester rifle throws 2x Average Dice and -1. The score equals number of hit allocations.

Each Unit (6/5 figures) with Mauser/Winchester rifle throws 2x Average Dice and -2. The score equals number of hit allocations
Each Unit (4 figures) with Mauser/Winchester rifle throw 1xAverage Dice. The score equals number of hit allocations.(if 3 or less figures they fire once per move)

Each Unit (10/9 figures)  with Hotchpotch rifles throws 1xAverage Dice. The score equals number of hit allocations.

Each Unit(8 /7figures) with Hotchpotch rifles throws 1xAverage Dice and -1 .  The score equals number of hit allocations.

Each Unit (6/5 figures ) with Hotchpotch rifles throws 1xAverage Dice and -2  The score  equals number of hit allocations.

Each Unit (4 figures) with Hotchpotch rifles  throws 1xAverage Dice and -3 The score equals number of hit allocations. (if 3 or less figures they fire every other move)
Each Machine Gun figure throws 2 Average Dice.  The score equals number of hit allocations. If 1 figure is killed a figure can be detached from an infantry unit but that figure throws 1 Average Dice.  If the other Machine Gun figure is killed  detach another inf figure and that figure throws 1 Average Dice also. A machine gun must have 2 figures at all times to fire.
Each Field Gun figure throws 1 Average Dice.  The score equals number of hit allocations.If 1 Field Gun figure is killed you must detach from an infantry unit and that figure throws 0 average dice. If another Field Gun figure is killed you must detach from an infantry unit and that figure throws 0 average dice.   A Field Gun must have a least 1 artillery man  if not the Field Gun cannot fire and must have 3 figures at all times or it will not fire.

Only Artillery Men can fire captured Field Guns.
Infantry can fire Captured Machine Guns.

Each Dynamite Can (figure) throws 2 Average Dice. The score equals number of hit allocations. If you get a 2 on any of the  Average Dice the Dynamite Can figure is killed instead.
Hit Allocations Scores to Save each figure per hit:

Scores to Save                                                                       Behind                           Behind

Firing weapon                                      Open                        Soft Cover                     Hard Cover

Mauser/Winchester     1xD10           4 - 10                       3 – 10                               2-10       
Hotchpotch Rifles         1x D6            3- 6                           2 - 6                                -
Dynamite  can               1 x D20         8- 20                        7 - 20                                6 -20

Machine Gun                1xD20           6 - 20                        5- 20                                4- 20

Field Guns                     1xD10            4 -10                        3 - 10                               2 - 10        
Add 1 to your score if  fired at  from  over 12”away  (does not apply to dynamite can)     
Add 2 to  your score if prone, if fired from the prone position Add 1 to your score. 
Add 1 to your score if crawling.   
Artillery Men behind Field Guns are classed as in soft cover

No firing in buildings see melee.

All  Stone buildings have a value of  40 hits. 
Wooden buildings have a value of 20 hits 
All linear stone objects  have a value of 10 hits per 6” length. (barbed Wire)

All linear wooden objects have value of 5 hits per 6” length.(barricades)
Fieldworks or earthworks have a value of 40 hits per 6” length.

Field Guns and Dynamite Cans are the only hits that can reduce structures to rubble.

When totals are down to 10 hits all buildings/ bridges/Fieldworks/Earthworks are unusable.

Any units caught in a building/bridge with 10 hits or less are removed from the battlefield.

Any figures caught in Fieldworks/Earthworks with 10 hits or less per 6” length are removed from the battlefield

All linear objects are deemed destroyed and passable when there hits are reduced to 0.  Any figures caught behind any linear objects of 6”length  with a value of 0 hits are removed from the battlefield.
Throw  1xaverage dice per artillery man figure for field guns and 2xaverage dice per figure for dynamite can figure. (do not forget a 2 on any average dice and the dynamite can figure is blown up instead) This is the total of  hits to allocate.

Melee (up to 3 figures against 1)
Base to Base Contact (in buildings we assume contact is made)

Only melee in your turn. Opponent melees in his turn or can move away unless surrounded by  3 figures
Throw 1xD10 per figure   to see if you kill opponent

Fighting figure in the Open    7 8 9 10   kills

Fighting figure behind  Soft Cover   8 9 10 kills

Fighting figure behind Hard Cover   9 10 kills (inside buildings)

-1 if Infantry figure fighting Cavalry figure 
-1 if Artillery figure fighting Infantry figure (inclusive of machine gun figure)
-2 if Artillery figure fighting Cavalry figure  (inclusive of machine gun figure)

+2 Fighting  figures that are prone(inclusive of figures that have fired from prone position)
Field Guns and Machine Guns are captured when there figures are killed in melee
Morale

Units with 4 or less figures cannot move into melee.

Units with 4 or less figures cannot move towards the enemy but can still fire. (Machine Guns can still move towards the enemy)
Units with 4 or less figures can join other units with 4 or less figures but the total of the unit must be 4 or more so that it can move towards the enemy.

Unit prone to desertion    throw 1xD6   each time it loses 1 figure      123 take unit off the battlefield  456 carry on as normal
General killed  affecting only units with 8 figures or less throw 1xD6   123 take unit off the battlefield   456 carry on as normal (throw only once)
A  Moral Victory occurs if you capture a village  ( 10 points each)

A Moral Victory occurs if you  kill a General   (5 points)

A Moral Victory occurs if your opponent has crossed 3 boxes or more out (10 points)

A Moral Victory occurs  if you have more units than your opponent (5 points per unit extra)

Notes.

I have used a standard scenario but you can use different ones  ie U.S troops can get involved. You can have Trains arriving with troops. Spotting planes. Captured Prisoners do you shoot them etc? You can halve unit strength if you have not enough figures etc. You can give different figure morale i.e. Volunteers . Indians. Etc. For small number of units use 1 field gun and 1 machine gun. When you throw 1xAverage Dice for Field Guns and Machine Guns that is for both, so if you get a score of 3 do you want 2 field guns and 1 machine gun or do you want 3 machine guns.It is up to you what ratio you want to use.
