De Bellis Jacobitis
Using Phil Barker’s “DBA” to Simulate the Last Jacobite Uprising
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By David G. Medlock
with Troy D. Stair

Troop Type, Range (in parenthesis), Movement Rates and Combat Factors
	Troop Type
	Movement in 

Good Going
	Movement in

Bad Going
	Movement on

Roads
	Vs Foot
	Vs Mounted

	Muskets 

(200p)
	200
	200
	400
	+4
	+4

	Shooting Warband

(200p)
	200
	200
	400
	+3
	+2

	Dragoons 

(200p)
	400
	300
	400
	+2
	+2

	Light Horse 


	500
	200
	200
	+2
	+2

	Cannon 

(700p, max for 3 pndrs)
	200
	n/a
	300
	+4
	+4

	Musket Square 

(200p)
	100
	n/a
	100
	+4
	+4

	Shooting Warband Square (200p)
	100
	n/a
	100
	+3
	+3

	General
	500
	300
	500
	n/a
	n/a


Rear Support:  Muskets add +1 in close combat versus mounted if supported by another Musket which is contiguous behind and facing in the same direction, and neither is in bad going or attacking a Camp.  Shooting Warband add +1 in close combat versus foot if supported by another Shooting Warband which is contiguous behind and facing in the same direction, and neither is in bad going or attacking a Camp.
Impetuosity:  Light Horse, Dragoons and Shooting Warband are impetuous.

Tactical Factors

	+2
	If Camp Followers or other foot occupying a camp

	+1
	If General’s element

	+1
	If in close combat and either uphill or defending a river

	+1
	If Dragoons in close combat

	+1 
	If Shooting Warband firing on mounted

	-1
	If in good going and shot at by cannon at 300p or less

	-1
	If in square and shot at by cannon

	-1
	for each flank overlapped, and/or each enemy element in contact with flank or rear, or each 2nd or 3rd element aiding a shooting enemy. A camp has no flanks and cannot be overlapped.  A square has no flanks and can only be overlapped by foot.

	-2
	If any but Dragoons in close combat in bad going

	-2
	If Muskets or Shooting Warband which has been forced to turn to face mounted, or which is flanked by mounted (instead of the usual +1)


Combat Outcome

If total is less than the enemy’s but more than half:

	Muskets
	Destroyed by Shooting Warband in GG or BG, or if in close combat with mounted in GG, otherwise recoiled

	Shooting Warband
	Destroyed by mounted in close combat in GG, otherwise recoiled

	Dragoons
	Flee if defeated by shooting foot, otherwise recoil

	Light Horse
	Destroyed by cannon in close combat, flee if defeated by foot, otherwise recoil

	Cannon
	Destroyed

	Musket Square
	Destroyed by foot in close combat, otherwise no result (enemy recoils)

	Shooting Warband
	Destroyed by foot in close combat, otherwise no result (enemy recoils)             


If total is less than half of the enemy:

	Muskets
	Destroyed

	Shooting Warband
	Destroyed

	Dragoons
	Flee if defeated by foot in close combat, otherwise destroyed

	Light Horse
	Flee if defeated by foot in close combat, otherwise destroyed

	Cannon
	Destroyed

	Musket Square
	Destroyed

	Shooting Warband

Square
	Destroyed


Interpenetration:  Mounted can pass Dragoons, Dragoons can pass through any friends which are facing in the same or opposite direction if there is room beyond the first element met. Mounted can recoil through any friends except Muskets.  Muskets can pass cannon.
Special Rules
Squares

Forming Square:  The infantry square is (usually) a hollow oblong creating an endless front of musketry, suitable for standing off cavalry.  It is capable of movement and cannot be flanked.  This renders infantry virtually invulnerable to cavalry; during the Napoleonic Wars only one British square was ever broken by horse.

Squares versus Infantry:  Squares are quick killed by infantry.  This is because if one side of the square recoils, the other three sides are immediately flanked or, worse, are assaulted from  the rear.  
Squares versus Cannon:  Squares receive cannon fire at -1.  Round shot passes through not one but two ranks, or, much worse, rakes the sides.
Forming Square:  To form square, move one element back-to-back with another like unit.  The result is its own separate element; the two fight and move as one.  Muskets cost an extra pip to form or un-form square.  Shooting Warband cost three to form or un-form square.  Example:  Musket A forms back-to-back with musket B, costing one pip to move.  A second pip is spent creating the square, for a total of two.
Moving/Shooting Squares:  Squares have four fronts, so may move 100p in any direction without turning.  Squares may fire in a 360 degree arc.  Squares may not form in or enter bad going.  Squares may not approach any group or element closer than 100p, but said groups may approach it.  Squares may not join a group, but may overlap an enemy, acting as part of a group.

Flanks and Squares:  Squares, having no front, can’t be flanked.  To overlap a square mounted elements must move into edge-to-edge contact.  Foot may overlap squares in the traditional manner, or in the same manner as mounted, but may not flank.

Mounted Beating Squares:  Mounted which beat, but don’t double, a square are themselves recoiled.

Rationale:  Why include this formation, even though it was hardly used in the uprising?  Because at the disastrous conclusion of Culloden, Lord George Murray and Lord Ogilvy formed their two battalions into square and successfully defended against the government troopers prowling the field and cutting down survivors.  If they can do it, so can the Brits, so there you go.
Shooting Warband
Firing:  Firing a group or element of Shooting Warband costs one pip.  Pips are “banked,” after movement, for the shooting phase.  Example:  The Jacobite Player rolls three pips, then moves a group of Shooting Warband into range of a line of muskets and an element of Shooting Warband within range of a Dragoon element, leaving one pip.  The player may either fire the group or the single element, but not both.
Return Fire:  Warband, if shot at in an opponent’s bound, do not return fire.  Example:  Musket  moves within range of Shooting Warband and fires.  Musket rolls a 1 for a total of 5, Shooting Warband rolls a 6 for a total of 9.  Musket does not recoil, as Shooting Warband’s roll is purely defensive. 
The Highland Charge:  For an extra pip either single elements or groups of Shooting Warband may make a second, subsequent move as long as it brings them into close combat.  Pips are “banked” during the movement phase.  Then shooting occurs.  Following that the Jacobite player may use saved pips to make a second move.  This is followed by close combat.

Rationale:  Jacobite regiments, with the exception of the French and Irish contingents, were profoundly undisciplined.  Their usual tactic was to approach within musket range of an enemy, fire a single volley, and then charge in wedge shapes.  The front rank of such a wedge consisted of the gentry:  men who could afford a sword and targe (only 1 in 5 Jacobites could).  The rest charged with musket and bayonet (many common soldiers carried either a French or Spanish firelock in .69 caliber).  They could, of course, stand and volley, but it required significant effort on the part of their commanders.

The General

Explanation:  In De Bellis Jacobitis the general occupies his own element, of standard base width and 15mm in depth.  
Pips:  Moving a general does not cost any pips at all.  He’s the one who makes the pips.  What’s he going to do, kick his own but into gear?

Close Combat:  If contacted alone in close combat the general is captured.  A player who has captured his opponent’s general, plus more elements than his opponent, wins the game.

Shooting:  If a lone general’s element is fired on by Muskets, Dragoons, or Shooting Warband, roll a dice.  On a 1-2 the general is captured.  On a 3-6 the general flees.  

Cannon:  If Cannon fire on a lone general’s element… the general’s horse is shot out from under him (Prince Charlie claimed to have had this happened).  The general gets up, dusts himself off, takes an aide’s horse, and now has an interesting anecdote to tell at fancy dress parties.  Yep, he’s fine. 

Attaching:  The general may attach himself to another element by moving into contiguous contact with it, behind and facing in the same direction.  This lends a +1 to the element.  When recoiling the element travels only its own base depth, not its depth plus the general’s.  If the element is destroyed, so is the general.
Rationale:  At Culloden, Bonny Prince Charlie tried to rally his retreating right, promising to lead them back to the government line personally.  They ignored him, but the incident implies that a more mobile command group may have had some influence, thus I have included a rule.

Camps

In De Bellis Jacobitis camps are not used.  Most Jacobites slept in the open, and camps had no bearing on battlefield tactics that I can discern.  As an optional rule you may pillage an opponent’s camp and, in a campaign game, make him lose one element to starvation after the battle.

Army Lists  

Government:
1 General, 1x3 Shooting Warband, 3x3 Dragoons, 1x1 Cannon, 7x4 Muskets

Jacobites:
1 General, 1x2 Light Horse, 1x3 Dragoons, 1x4 Muskets, 9x3 Shooting Warband
Simulating the Battle of Culloden
The Field:  We use a standard 2x2 board.

Terrain:  Set it up as follows:
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Deployment:  Armies deploy as normal, with the government as the attacker.
Victory Conditions:  As per the rules.
Enclosures:  Elements in front edge contact with an enclosure wall may fire beyond it, and defend at +1 whether shooting or in close combat.  Attackers in contact with the wall do not receive a bonus, whether shooting or in close combat.  To cross the wall an element must move into edge contact, then on the next turn move no more than 100p across.  Only single elements or columns may cross walls.  Infantry already in front edge contact with an enclosure wall may remove an element-width section at the cost of one pip, once per turn.  The gap is good going.
The River Nairn:  is impassible, and at your option may be left off the board.

On Divine Intervention:  This is spectacularly bad ground for charging warband.  Good luck.
Other Comments
Dragoons:  Dragoons fire as weak battalions of infantry with inferior muskets.  I’ve followed the Humberside Wargamers’ lead here and classed them as +2 when shooting, but at Culloden they fought as cavalry, earning them an additional +1 in close combat.

Mounted Versus Foot:  Mounted are a ground pounder’s worst nightmare if they find a flank.  According to the literature I’ve read, as soon as a line of infantry wavered when in close combat with mounted they were ridden down.  The only thing keeping infantry alive is a row of bayonets and a cloud of lead.  Take that away by avoiding the front, and you have a cavalryman’s paradise.  
Cannon:  In De Bellis Jacobitis Cannon fire 700p.  This, according to Stuart Reid’s history,

is the maximum range of the 3 pounder field pieces used by Cumberland’s artillery, 

Squares:  Although squares could fire 4 sides at a time I have chosen only to allow them to fire once, for simplicity’s sake.  That two elements fire as one reflects the reduced concentration of firepower.  

Thus Far:  So far Troy and I have fought Culloden twice.  The first time we behaved as the actual participants behaved, with identical results.  I have yet to win with the Jacobites, but we’ll continue our play testing.  If you give it a go please feel free to drop me a line at numidian123@yahoo.com and share your comments.

In the Future:  I plan to add a campaign component, and to determine the aggression factors and home terrain of both armies, at some later date.  Comments are appreciated.

Special thanks to the Humberside Wargamers, whose DBA extension is the basis of this rules variant.
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