TAKE THAT CAMEL UP THE KYHBER PASS
1894
Equipment  needed:   D2 D3 D6  D10  D20  Direction Dice    Ruler in inches
25/28mm figures on 1”diameter bases (infantry and artillery)  
 Mounted on 2 -1”diameter bases   50 Event Cards
No bases are needed for Machine Guns and  Field Guns

1 terrain board  6’ by 4’   positioned length ways

1 Fort or 1 Mission house surrounded by a wall  or 2 Afghan villages
Unit organisation:

1 British Unit of foot or Cavalry consists of 5 figures.

If you are British you start with 5 Units and you then throw 1xD6 to see how many more units you get. You are allowed 1 Cavalry unit per 5 Foot units

1 Afghan unit consists of  rolling a 1xD20.   This score is the amount of  troops per Unit.
The Afghan player rolls 1xD20 for 1 unit each time the British player reaches the 1’ mark then the 2’ mark then the 3’ mark then the 4’mark and then finally the 5’ mark. So the British player reaches up to the 1’ mark without any incident.
 Half of your Afghan unit can have rifles and half of these can be  snipers.
There is no Flank Marches.
 Afghans can attack from either flank edge.
The British Player  gets    4 Mules , 4 Camels and 2 Elephants.

On 1 Elephant is a 1 screw gun   It takes 1 move to unload and 1 move to assemble gun
On 2 Camels  there are 2 field guns It takes 1 move to unload and 1 move to assemble per gun
On 2 mules there are 2 machine guns it takes 1 move to unload and 1 move to assemble per gun
The rest of the Elephant/Camels and Mules  carry food and ammunition supplies.

Scenario:
  British Fort placed behind the 5’ line or The Afghan Villages  orThe Mission House.
	          




   British Start Point
The British player always goes first   (alternative turns)
The  British Fort or Mission House  and  Afghan 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 Fort/Mission house Is placed in the centre of the table behind the 5’ line.The aim of the British is  to take 1 or 2 villages or resupply the fort/Mission House or rescue Mr and Mrs Diamonde from the Fort/Mission House and take them back to the British start line.  The aim of the Afghans is to stop the British  achieving there aims. 1 additional British Unit is placed in the Fort/Mission House but cannot come out of fort/Mission House until the other British Units arrive in base to base contact with the fort. It needs only 1 food and ammunitions supply animal to get to the Fort/Mission to win.  
Throw 1 xD6     
 1=  Resupply Fort   2 = Resupply Mission House (but must unload supplies which takes 1 move) 3= Rescue Mr and Mrs Diamonde from Mission House   4 = Rescue Mr and Mrs Diamonde from Fort   5  =Capture 1 Afghan Village    6 = Capture 2 Afghan Villages.
There is no set number of turns.

The Objective ends the game.

You have no  General figure  but have Heros instead They only have Revolvers  and are classed as foot. 
Before Movement Pick a Event Card first.

Movement    (you move Elephants/Camels/Mules as if they are individual Units)
Type                                           British Foot march             British Fast

Infantry /Mules/Elephants /hero?            6”                                  9”

Afghans                                                         10”                            -----

Cavalry /Camels                                          12”                              18”

Field Guns                                                    9”

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/Cavalry /Elephants/Mules/Camels can  March 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 5 figures can occupy any building
Soft Cover                                         Hard  Cover

Broken Ground                                 Trenches  (Afghan Low walls)
Streams                                              Buildings( Stone and Wood inclusive of Bridges)
 Fences and walls                              Fieldworks

Hills                                                      Rivers

Barricades  
There is no deduction passing through soft/hard cover for Hero/Afghan troops.                              
Field Guns cannot pass through  Buildings/Fieldworks/Rivers/Walls/Fences.
Cavalry/Mules/Camels/Elephants 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  
It takes 1 move to unload supplies.   It takes 1 move to assemble/dissemble guns.
It takes 1 move to build Trench(afghan low wall) per each figure width (1”)
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:   
All Revolvers                   up to      8”       
All Rifles                            up to    36”

Afghan Snipers                 up to   40”
Carbines                           up to    18”
Machine Guns                  up to     24”

Field Guns                         up to     48”

Firing Method:

Each Machine Gun figure throws 3 xD3.  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 1xD2 .  If the other Machine Gun figure is killed  detach another inf figure and that figure throws 1xD2 also. A machine gun must have 2 figures at all times to fire.
Each Field Gun figure throws 2 xD3.  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 dice. If another Field Gun figure is killed you must detach from an infantry unit and that figure throws 0 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.
Afghans can fire Captured Machine Guns each 1 figure throws 1xD2.
For every 1 British Figure throws   1xD3 for Hits.

For every 1 Afghan Figure throws  1 xD2 for Hits.

A Hero throws 1 x d6  for hits.

Hit Allocations Scores to Save each figure per hit:

Scores to Save  from                                                                    Behind                           Behind

                                                                     Open                        Soft Cover                     Hard Cover

 All Rifles                        1xD10                    4 -10                         3 – 10                                2-10       
Revolvers                       1xD6                      4-6                             3 -  6                                  2 -6

Sniper  Rifles                  1x D6                     4- 6                            3 - 6                                   2-6
Machine Gun                1xD20                     7- 20                           6- 20                                5- 20

Field Guns                     1xD10                      5-10                           4- 10                                3- 10        
Add 1 to your score if  fired at  from  over 18”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 inclusive of Afghan stone towers  have a value of  40 hits. (20 hits per 6” section of stone fort wall)
Wooden buildings have a value of 20 hits 
All linear stone objects  have a value of 10 hits per 6” length. (Afghan low walls)
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 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  1xD6 per artillery man figure for field guns.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 Hero

-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 
 (Afghan have no morale will fight to the last man)
Units with less than 2  figures cannot move into melee but can continue to move but not towards the enemy.

Units with less than 2  figures cannot move towards the enemy but can still fire. (Machine Guns can still move towards the enemy)
Units with 2 or less figures can join other units with 2 or less figures but the total of the unit must be 3 or more so that it can move towards the enemy
HERO

Each Afghan Unit can have a Hero but must be diced for.

For every 3 British Units a Hero can be diced for.

  British Hero 
Throw 1xD6

1   =   Captain Keene                 Can only be killed in melee 
2   =    Brother Belcher              Can Move 10” at all times
3   =    Sgt Major Macnutt         Can fire twice per move and at different units
4   =     Major Short House        Can Move 10” at all times and fire before moving
5   =     Private Ginger Hale       Can fire twice per move
6   =     Private James Widdle     Can only be killed in melee   Throw 1xD6 if killed .  A   score of 6 and he is resurrected                          
 Afghan Hero

1   =    Fakir Offe                        Can only be killed in melee 
2   =    Bungdite Din                    Can move 12” at all times
3  =     The Knasi of Kalabar       Can fire twice per move and at different units
4 =     Abdul Butt                         Can move 12” at all times and fire before moving
5 =     Com  Asmuck                     Can fire twice per move

6 =     Ture  Banne                      Can only be killed in melee  When killed Throw 1xD6. A score of 6 and he is resurrected.
Notes :
A D3  is  a six sided dice numbered 1 to 3  and opposite sides adding up to 4.

A D2 is a six sided dice numbered 0 to 2 and opposite sides adding up to 2

You can buy blank six sided dice and D3 dice from :   Squash Goblin (The Dice Shop Online)

50 Event Cards
25 Cards with        The Mountains are still    CARRY ON.

2 Cards with           Elephants  have a funny turn.  Throw 1x direction dice  and all Elephants follow for 6” this turn
2  Cards with           Mules have a funny turn Throw 1x direction dice and all Mules follow for 6” this turn

2 Cards with         Camels have a funny turn  Throw 1x direction dice and all Camels follow for 12” this turn.

2 Cards with         Afghans cause a landslide  lose any 1 figure from a  British Unit.
2 Cards  with        No Firing this turn for 1 British Unit  Sneaky Afghans have pinched ammo.

2 Cards  with       No Firing this turn for 1 British Unit  Opium is in the air.
2 Cards with       No Movement for all  the Afghans this turn. Tribes having a debate. Who’s the leader.  

2 Cards with       No Movement for 1 British Unit this turn. Its to hot need water.

2  Cards with   British take the wrong trail this turn   Throw 1x direction dice for 1 Unit and follow for 6”.

2 Cards with  1 British Unit  take the wrong trial this turn  Move back towards base edge 6”
1 Card  with   Elephants have bad wind  No Movement or Firing this turn for 1 British Unit

1 Card with  Camels have bad breath    No Movement or Firing this turn for 1 British Unit

1 Card with  Afghans have poisoned the water. Lose 1Figure from a British Unit

1  Card with   Camels take a fancy to 1 of your British Units.   1 British Unit must move 6” away from any camels .

1 Card with  Elephants do there toilet on the trail.   All British Units move 3” this move. They need to go round the pile.

