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Winning:
British: To take and hold in supply the cities Attock, Multan, Jammu, LaHore, Ludhiana, and Delhi – and Kangra Fort – by game’s end.
Sikh: Taking Delhi.
Games’ length:  9 monthly turns in the cooler, survivable weather.
Tribes’ Sympathies/Dispositions:
Setups:
First Sikh War: British or sepoy garrison unit on Attock.  All other British&sepoy units in Delhi or south off board down the Indus River, off-board.  All Sikh regular and irregular units – 6 each on LaHore and Multan, then 1 each on each other town or city not in Kashmir or Afghanistan. Afghans in Peshawar. Kashmiris in Kashmir.
Second Sikh War:  British garrisons at Mithancot, Attock, all points up to and including Ludhiana, Shimla, Julander, and Kangra Fort (destroyed). Same deployment
Campaign Game – he who wins the 2d war wins the combined game worth 2 games: In the first game, the Sikhs may sue for peace and end game if the British are 1 point away from LaHore.  The war stops, and British garrisons are placed as for the 2d game, unless Kangra Fort has not been taken. Replacements for 2d war: Any 2 British and any 2 sepoy units. 2 Sikh infantry and 2 Sikh cavalry units. All Sikh irregular units, infantry and cavalry.  Both sides: 2 artillery units
Turn Sequence – British and Sepoys first, then Sikhs and any allied tribes.
Movement – Land and River:
Land: Any number of units may go any number of lenths, as long as those are already under friendly control, but to attack they can only move/attack to a next point. (Points under British control should have markers on them.)
River: Up to 3 units may be moved along a river, from a friendly riverport to another, or only one river length to attack, and they may be combined with a land attack.
Combat – Abstracted on operational board or tactical on battle board.  Units attacking a point from different points must attack separately the first battle round or turn.
British units with a white + get an odds column shift on both defense and for each against 1 enemy unit of British choice on attack.
Disrupted units cannot attack, and attack results against them are shifted up one odds column. On the operational board, they can move one point if they aren’t accompanying an attack.  Disrupted units are faced toward the opponent until they are Recovered from Disruption.  British and Jack’s Sepoy regiment and Afghans are recovered at the end of the owning player’s turn.  Once the British win a battle against at least equal number, the same is true of all Sepoys.
If all defenders are retreated/eliminated from a point, the attacker may occupy and if British garrison it.  Destruction of forts.
Surprise: .
Indians and Casualties:  .
Forts – assumed to be on every point/city:  As many as 2 units plus 1 artillery unit may be in  a minor city fort – double those in a major city or Kangra Fort..  Add as many to defense, if matched. Hvy artillery can destroy it one factor at a time with a DR result or all with DE.  DW becomes D against units in it.  D becomes null.
Retreats after Combat:   Repelled attacking units must retreat back to a supply source.  To be retreated, emplaced artillery must sacrifice a round of combat/firing to be saddled up for withdrawal.
Supply: Sources:  .
Weather: 
Turn Sequence – each side, British first, then Sikhs:
1. British and Sepoy player-turn:
a. Reinforcements and Replacements:
b. UnDisrupted units’ movement
c. Attacks/Combat and any resulting change of sympathies or control.
1) Artillary Duel
2) Cavalry Attack/Duel
3) General Melee
d. Supply check.
2. Sikh and tribes’ player-turn:
a. Reinforcements and Replacements:
b. UnDisrupted units’  movement.
c. Attacks/Combat and any resulting change of sympathies or control.
d. Combat and any change of sympathies or control.
1) Artillary Duel
2) Cavalry Attack/Duel
3) General Melee
e. Supply check.
Solitaire Rules Possibilities:
50% chance a band will flee a village, unless Indian strength equal to or greater than US strength.
With 1 blank per tribe, randomize hidden, UnDisrupted Indian units.  In a 2-player game, US may use 4 blanks.
Brigadier Alexander Jack+: Sikh Wars, 1845-49 is Dedicated to 
1. my Great Great Great Granduncle Brigadier Alexander Jack and his younger brother Andrew, just ill-timedly visiting from Australia, who were murdered in the 1857 Cawnpore Massacre.
2. my children Rebecca, Robert, Rohan, and Johanna in the hope they will never suffer in a war
3. all the innocent people who suffered and died in these wars and massacres.
Alexander Jack was instrumental in getting the heavy guns up into the mountains to overlook and subdue Kangra Fort.
“War must be confined to history books and games and museums and films.” (LRC)
Suggested personal copy enhanced format:  Photocopy pieces separately for mounting on cardboard and scissoring.  Photocopy-enlarge map.
More Coatney historical games – and paper model ship plans – at http://www.CoatneyHistory.com 
Operational/Abstracted Battle Combat:  
A hit destroys an artillery cannon unit, but Disrupts other units, although they can still fire. A second hit destroys an already-Disrupted unit. The owning player decides how to distribute enemy hits against his units.
Sequence:
Cavalry (only) Battle – voluntary, unless a side with more infantry and cavalry units overall forces battle.
  British cavalry hit on 3-6, sepoy and Sikh on 4-6, Sikh irregulars on 5-6 and are self-eliminated by a 1.
Artillery Duel – The Sikh gunners were European trained and as good as the British/sepoy gunners.
  Can be started by either side.  At least 1 round.  4-6 destroys enemy cannon unit.  Sepoy Heavy cannon unit outranges Sikh cannon and cannot be destroyed by them – only by infantry or cavalry in the Frontal Battle.  Continues until one side doesn’t fire that round andd opts to attack frontally instead.
Climactic Frontal Battle:
  Same hit rate as for cavalry combat.  Cavalry can fire/charge, but any result other than a hit eliminates it.
Tactican Battle on Battle Board – Custom or Generic:  
Die Roll:
1:2
1:1
3:2
2:1
3:1
4:1
Arty vs. Arty/Others 2Ds = DE
6 or
1
DR
DR
DR
DR
DE
DE
DE/D
DE = Defenders Elimed.
5
2
DW
DW
DW
DR
DR
DE
DE/D
DR = Dfdrs D-ed&Routed  Sk- elimed.
4
3
D
DW
DW
DW
DR
DR
D
DW = Dfdrs D-ed Withdrawn 
3
4
BD
D
D
DW
DW
DR
D
D = Defenders Disrupted/”D-ed”
2
5
AE
BD
BD
D
DW
DW
-
BD = Both Attckrs and Dfndrs D-ed
1
6
AE
AE
BD
BD
D
D
-
AE = Attackers Elimed
1st Sikh War battles:
Mudki
Ferozesha
Sohana
Baddowal
Aliwal
Sobraon
Kangra Fort
2nd Sikh War battles:
Ramnagar
Chillianwala
Siege of Multan
Gujrat
FerozeshaS
