SEQUENCE OF PLAY
1. REINFORCEMENT ARRIVALS

2. FIX BAYONETS!

3. INITIATIVE

4. MOVEMENT: A) COMMANDERS

                              B) UNITS

4a.  EXPLOITATION MOVES

5. REMOVE MARKERS – Disorder/Low Ammo

6. ARTILLERY FIRE: Simultaneous

7. RIFLE FIRE AND MGs: Simultaneous

8. MELEE: Simultaneous

9. CRITICAL HITS

COMBAT CHART: ALL COMBAT EFFECTS

Number of Hits
Effect on Target
Melee (Loser Shaken)
1 Hit

Disorder

1 Kill (melee hit dif)

2 Hits

Shaken

2 Kills (melee hit dif)

3 Hits

Shaken and 1 Kill
3 Kills (melee hit dif)

4 or more Hits
Shaken and 2 Kills
4 Kills (melee hit dif)

See Combat Chart definitions, Sec.2.7.1

Disorder: Removed during Remove Markers Phase 

Shaken: Unit must Rally; repeated Shaken = 1 Kill

Kills: Permanent damage.  Foot and mounted units can sustain 4 Kills; artillery and MGs 2 Kills 


ARTILLERY FIRING PROCEDURE (12.4)
Measure range from front-centre of the firing artillery unit to the nearest point of the target.  

Each gun rolls a number of D6s determined by gun type and range.  Modify die results and compare the results of each die to the (to hit( requirement (4-6).     

Each die cast can inflict a maximum of 1 hit.  Use the Combat Chart to determine the effects of hits.
MODERN ARTILLERY FIRE CHART: 

Range effects number of D6s thrown

Quality

Short
Effective 
D6 to Hit

(+0-12")
(+12-36")


1st Rate

5 D6
4 D6
4-6

2nd Rate

4 D6
3 D6
4-6

3rd Rate

3 D6
2 D6
4-6

ARTILLERY FIRE MODIFIERS CHART: Modifiers affect each D6 rolled
Firer Shaken



-1

Firer Low on ammo
-1

Target in cover or skirmishers* or gone to ground
-1

Artillery pivoted this turn


-1

Target in column/Deep


+1

Heavy Gun



+1

Light/Mountain Gun



-1


____________________________________________________ 

SPECIAL COVER/ FIRE EFFECTS: ARTILLERY/RIFLE
*All units in skirmish order may not claim ‘hard cover’ nor ‘gone to ground.’  However, Pathan and Boer units skirmishing may also claim hard cover when in Sangars but may not claim other types of hard cover or ‘gone to ground’.  All STATIONARY Formed or Massed units and Artillery/MG crews may claim hard cover.
If modifiers remove the possibility of achieving a hit, remove a fire die for each additional modifier.

RIFLE/MG FIRING PROCEDURE (13.4)
Measure range from front-centre of the eligible firing stands to the nearest point of the target.  

Roll 1 D6 for each stand eligible to fire/choose dice cast for MG.   

The range modifies the required D6 result for a hit.  Firer and target condition modifies the D6 rolls.  

Each die cast can inflict a maximum of 1 hit.  Use the Combat Chart to evaluate the effects of hits. 

MODERN BREECHLOADER FIRE CHART:
Quality
Short
Effective


(+0"-9”)
(+9-24”)

1st Rate
3-6
4-6


2nd Rate
4-6
5-6


3rd Rate
5-6
6


MACHINE GUN CHART:
Gun
D6/stand

Short
Effective


(+0-9”)
(+9-24)

Various
3, 4, 5 or 6

4-6
5-6

Maxim 
3, 4, 5 or 6

3-6           4-6                             

Jamming: D6 result below number of fire dice thrown=jam

Unjamming: D6 result=6; +1 on each attempt after 1st

Maxim modifier: +2 for both jamming and unjamming D6 rolls

RIFLE AND MACHINE GUN FIRE MODIFIERS: affects the D6 rolls
Firer Shaken



-1

Firer Moving and Firing
-1

Firer Low on ammo



-1

Target in cover or skirmisher or gone to ground
-1

Target in contact

(fragile -2; elite 0)
-1 

Target Column/Deep Massed


+1

_____________________________________________________

MELEE PROCEDURE (16.4)
Calculate the effects of melee for each unit in turn.  

Primary Melee Unit:  

Roll 4 D6s for a foot or mounted unit (2 in column/Deep); 2 D6 for an artillery or MG unit. 

Support Melee Unit:  

Roll  2 additional D6s for each Support unit added to the Primary melee unit allotment; 1 for Column/Deep and Artillery/MG.

DOUBLE allotment for Primary unit flank/rear charge

Modify each roll as necessary.

Each modified D6 roll of 4,5 or 6 causes a Hit.  Use the Combat Chart to evaluate the effects of Hits.  Results apply to all units; distribute Kills to all losers starting with Primary melee unit loser.

Regardless of the impact of modifiers, a ‘1’ is always a miss and a ‘6’ is always a Hit.  
MELEE MODIFIERS:
Steady Mounted OR Massed foot 1st round
+1


Fanatic Charge



+1


Defending obstacle


+1


Defending terrain

+1


Opponent in Skirmisher order or artillery/MG crew
+2
Shaken



-1
Unfixed bayonets against Massed opponents
-1


CRITICAL HIT TABLE: Roll 2 D6
Dice total
effect
2-3
Cdr or mule killed

4-5
Cdr or mule out 1 turn

6-8
OK

9-10
Cdr or mule out 1 turn

11-12
Cdr or mule killed

ZULU WAR: UNIT CONDUCT CHARTS

 Steady Charts for Foot and Mounted Units; 

Artillery and MGs do not use the Steady Charts 

Guns and Carriage MGs: limbered 12”, unlimbered 3”

Mountain guns and Maxim: limbered 9”; unlimbered 6”

STEADY CHARTS

Close Order: British Regulars

D6 RESULT

Massed ‘Assault’:Zulu, NNC

No move




Less than 1

No move

Slow: 3 foot/9 mounted


1


Slow: 6 foot/12 mounted

Normal: 6 foot/12 mounted


2-5


Normal: 9 foot/15 mounted

Fast: 9 foot/15 mounted


6 


Fast: 12 foot/18 mounted

Fast: 9 foot/15 mounted*


More than 6 

Fast: 12 foot /18 mounted**

*No penalty formation/facing change




**Fanatic Charge

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

UNIT CONDUCT CHART MODIFIERS

Army Commander within 12”

+1 (attached +2)

Leader attached



+1 (including attached to any unit in a multi-unit formation)

Defending field works OR in square

+2

Friends Fanatic Charging within 12”                +1

Elite Unit                                                               +1

Steady Imperial Column                                      +1

Melee Opponent Recoiled or Destroyed             +2

Disordered
-1 

Each Kill



-1 

Fragile Unit



-1

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

Shaken Charts for all units including Artillery and MGs

Artillery/MGs that Rallies and is not in melee may perform all allowed actions (e.g., full move).
SHAKEN CHARTS
Close Order: British Regulars

D6 RESULT

Massed ‘Assault’: Zulus. NNC


Remain Shaken, Recoil 3” if in melee

Less than 1 

Unit Destroyed, Recoil 3” and remove
Remain Shaken, Hold


1-2 


Remain Shaken, Recoil 3” if in melee

Rally, No move



3


Remain Shaken, Hold

Rally, slow: 3 foot/9 mounted


4 


Rally, No move

Rally, normal: 6 foot/12 mounted

5-6 


Rally, slow: 6 foot/12 mounted

Rally, fast: 9 foot/15 mounted*

More than 6

Rally, fast: 12 foot/18 mounted**

*No penalty formation/facing change




**Fanatic Charge

Irregular Horse/Volunteers 

Unit Destroyed, Recoil 3” and then remove
Less than 1

Remain Shaken, Recoil 3” if in melee

1-2

Rally, No move



3
Rally, slow: 6 foot/12 mounted

4
Rally, normal: 9 foot/15 mounted

5-6

Rally, fast: 12 foot/18 mounted*

More than 6
*No penalty formation/facing change

A unit is automatically Destroyed when in Melee contact in the following circumstances:

1. A Foot unit that is forced to Recoil from melee contact with a mounted opponent is immediately Destroyed unless the mounted unit is still in melee contact with another unit at the end of the Movement Phase (e.g., Charged by a new enemy).
2. Skirmishers that fail to Rally and are forced to Recoil from Massed foot or Mounted units are immediately Destroyed unless the Massed Foot or Mounted unit is still in melee contact with another unit at the end of the Movement Phase.
3. Artillery or MG units that fail to Rally from any Melee opponent are immediately Destroyed.

4. Company Square that must Recoil from any Melee opponent is Destroyed.

SUDAN CAMPAIGNS: UNIT CONDUCT CHARTS

Steady Charts for Foot and Mounted Units; 

Artillery and MGs do not use the Steady Charts 

Guns and Carriage MGs: limbered 12”, unlimbered 3”

Mountain guns and Maxim: limbered 9”; unlimbered 6”

STEADY CHARTS

Close Order: Brit Regs/Egyptians

D6 RESULT

Massed ‘Assault’: Dervishes 

No move




Less than 1

No move

Slow: 3 foot/9 mounted


1


Slow: 6 foot/12 mounted

Normal: 6 foot/12 mounted


2-5


Normal: 9 foot/15 mounted

Fast: 9 foot/15 mounted


6 


Fast: 12 foot/18 mounted

Fast: 9 foot/15 mounted*


More than 6 

Fast: 12 foot /18 mounted**

*No penalty formation/facing change




**Fanatic Charge

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

UNIT CONDUCT CHART MODIFIERS

Army Commander within 12”

+1 (attached +2)

Leader attached



+1 (including attached to any unit in a multi-unit formation)

Defending field works OR in square

+2

Friends Fanatic Charging within 12"                +1

Elite Unit                                                               +1

Steady Imperial Column                                      +1

Melee Opponent Recoiled or Destroyed             +2

Disordered
-1 

Each Kill



-1 

Fragile Unit



-1

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

Shaken Charts for all units including Artillery and MGs

Artillery/MGs that Rallies and is not in melee may perform all allowed actions (e.g., full move).
SHAKEN CHARTS
Close Order: Brit Regs/Egyptians

D6 RESULT

Massed ‘Assault’: Dervishes
Remain Shaken, Recoil 3” if in melee

Less than 1 

Unit Destroyed, Recoil 3" and remove
Remain Shaken, Hold


1-2 


Remain Shaken, Recoil 3” if in melee

Rally, No move



3


Remain Shaken, Hold

Rally, slow: 3 foot/9 mounted


4 


Rally, No move

Rally, normal: 6 foot/12 mounted

5-6 


Rally, slow: 6 foot/12 mounted

Rally, fast: 9 foot/15 mounted*

More than 6

Rally, fast: 12 foot/18 mounted**

*No penalty formation/facing change




**Fanatic Charge

A unit is automatically Destroyed when in Melee contact in the following circumstances:

1. A Foot unit that is forced to Recoil from melee contact with a mounted opponent is immediately Destroyed unless the mounted unit is still in melee contact with another unit at the end of the Movement Phase (e.g., Charged by a new enemy).
2. Skirmishers that fail to Rally and are forced to Recoil from Massed foot or Mounted units are immediately Destroyed unless the Massed Foot or Mounted unit is still in melee contact with another unit at the end of the Movement Phase.
3. Artillery or MG units that fail to Rally from any Melee opponent are immediately Destroyed.

4. Company Square that must Recoil from any Melee opponent is Destroyed.

NORTH WEST FRONTIER/AFGHANISTAN: UNIT CONDUCT CHARTS

Steady Charts for Foot and Mounted Units; 

Artillery and MGs do not use the Steady Charts 

Guns and Carriage MGs: limbered 12”, unlimbered 3”

Mountain guns and Maxim: limbered 9”; unlimbered 6”

STEADY CHARTS

Close Order: Brit Regs/Indian Regs 
D6 RESULT


Massed: Pathans 

No move




Less than 1

No move

Slow: 3 foot/9 mounted


1


Slow: 6 foot/12 mounted

Normal: 6 foot/12 mounted


2-5


Normal: 9 foot/15 mounted

Fast: 9 foot/15 mounted


6 


Fast: 12 foot/18 mounted

Fast: 9 foot/15 mounted*


More than 6 

Fast: 12 foot /18 mounted**

*No penalty formation/facing change




**Fanatic Charge

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

UNIT CONDUCT CHART MODIFIERS

Army Commander within 12”

+1 (attached +2)

Leader attached



+1 (including attached to any unit in a multi-unit formation)

Defending field works OR in square

+2

Friends Fanatic Charging within 12"                +1

Elite Unit                                                               +1

Steady Imperial Column                                      +1

Melee Opponent Recoiled or Destroyed             +2

Disordered
-1 

Each Kill



-1 

Fragile Unit



-1

@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@

Shaken Charts for all units including Artillery and MGs

Artillery/MGs that Rallies and is not in melee may perform all allowed actions (e.g., full move).
SHAKEN CHARTS
Close Order: Brit Regs/Indian Regs

D6 RESULT

Massed ‘Assault’ Ghazis: Pathans
Remain Shaken, Recoil 3” if in melee

Less than 1 

Unit Destroyed, Recoil 3" and remove
Remain Shaken, Hold


1-2 


Remain Shaken, Recoil 3” if in melee

Rally, No move



3


Remain Shaken, Hold

Rally, slow: 3 foot/9 mounted


4 


Rally, No move

Rally, normal: 6 foot/12 mounted

5-6 


Rally, slow: 6 foot/12 mounted

Rally, fast: 9 foot/15 mounted*

More than 6

Rally, fast: 12 foot/18 mounted**

*No penalty formation/facing change




**Fanatic Charge

Massed ‘Fickle’: Pathans

Less than 1

Unit Destroyed, Recoil 3" and remove

1-2


Remain Shaken, Recoil 3” if in melee

3


Remain Shaken, Recoil 3” if in melee

4


Rally, slow: 3 foot/9 mounted

5-6


Rally, normal: 6 foot/12 mounted

More than 6
Rally, fast: 12 foot/18 mounted** **Fanatic Charge

A unit is automatically Destroyed when in Melee contact in the following circumstances:

1. A Foot unit that is forced to Recoil from melee contact with a mounted opponent is immediately Destroyed unless the mounted unit is still in melee contact with another unit at the end of the Movement Phase (e.g., Charged by a new enemy).
2. Skirmishers that fail to Rally and are forced to Recoil from Massed foot or Mounted units are immediately Destroyed unless the Massed Foot or Mounted unit is still in melee contact with another unit at the end of the Movement Phase.
3. Artillery or MG units that fail to Rally from any Melee opponent are immediately Destroyed.

4. Company Square that must Recoil from any Melee opponent is Destroyed.

Unit Conduct Charts:  All types

Steady Charts for Foot and Mounted Units; 

Artillery and MGs do not use the Steady Charts 

Guns and Carriage MGs: limbered 12”, unlimbered 3”

Mountain guns and Maxim: limbered 9”; unlimbered 6”

Roll 1 D6 per unit

Steady:
Close Order: Drilled Europeans and European trained units

Less than 1
no move

1

slow: 3 foot/9 mounted

2-5

normal: 6 foot/12 mounted

6

fast: 9 foot/15 mounted

More than 6
fast: 9 foot/15 mounted (No penalty for formation change/change of face)

Steady: Massed or Loose Order Troops: Most Natives and Boers

Less than one 
no move

1

slow: 6 foot/12 mounted

2-5

normal: 9 foot/15 mounted

6

fast: 12 foot/18 mounted

More than 6 
fast: 12 foot /18 mounted (Fanatic Native Charge or Boers Mount/Dismount without penalty)

UNIT CONDUCT CHART MODIFIERS: 

Army Commander within 12”

+1 (attached +2)

Leader attached



+1 (including attached to any unit in a multi-unit formation)

Defending field works OR in square

+2

Friends Fanatic Charging within 12"                +1

Elite Unit                                                               +1

Steady Imperial Column                                     +1

Melee Opponent Recoiled or Destroyed            +2

Disordered
-1 

Each Kill



-1 

Fragile Unit



-1

Shaken Charts for all units including Artillery and MGs:  All types

Artillery/MGs that Rallies and is not in melee may perform all allowed actions (e.g., full move).
Shaken: Drilled European Regulars 

Less than 1
Remain Shaken, Recoil 3” if in melee 

1-2

Remain Shaken, Hold

3

Rally, No move

4

Rally, slow: 3 foot/9 mounted

5-6

Rally, normal: 6 foot/12 mounted

More than 6
Rally, fast: 9 foot/15 mounted

Shaken: Drilled European trained colonial recruits/Natives

Less than 1 
Unit Destroyed, Recoil 3" and then remove
1-2

Remain Shaken, Recoil 3” if in melee

3

Remain Shaken, Hold

4

Rally, No Move

5-6

Rally, slow: 3 foot/9 mounted

More than 6
Rally, normal: 6 foot/12 mounted

Shaken: Massed ‘Assault’ Natives (E.g., Zulus, Dervishes, Ghazis, Boxers including those in European Service)

Less than 1
Unit Destroyed, Recoil 3" and then remove

1-2

Remain Shaken, Recoil 3” if in melee

3

Remain Shaken, Hold

4

Rally, No move

5-6

Rally, slow: 6 foot/12 mounted 

More than 6
Rally, fast: 12 foot/18 mounted, Fanatic Charge

Shaken: Massed ‘Fickle’ Natives (Pathans et al, Ashante – often rifle armed Natives accustomed to skirmishing)

Less than 1
Unit Destroyed,  Recoil 3" and then remove

1-2

Remain Shaken, Recoil 3” if in melee

3

Remain Shaken, Recoil 3” if in melee

4

Rally, slow: 3 foot/9 mounted

5-6

Rally, normal: 6 foot/12 mounted

More than 6
Rally, fast: 12 foot/18 mounted, Fanatic Charge

Shaken: Loose Order Boers 

Less than 1
Unit Destroyed, Recoil 3” and then remove

1-2

Remain Shaken, Recoil 3” if in melee

3

Rally, No move

4

Rally, slow: 6 foot/12 mounted

5-6

Rally, normal: 9 foot/15 mounted

More than 6
Rally, fast: 12 foot/18 mounted

UNIT CONDUCT CHART MODIFIERS: 

Army Commander within 12”
+1 (attached +2)

Leader attached


+1 (including attached to any unit in a multi-unit formation)

Defending field works OR square
+2

Friends Fanatic Charging within 12"+1

Elite Unit                                               +1

Steady Imperial Column                     +1

Melee Opponent Recoiled or Destroyed+2

Disordered
-1 

Each Kill



-1 

Fragile Unit



-1

Note: Artillery that Rallies and is not in melee may perform all allowed actions (e.g., full move).

Guns and Carriage MGs: limbered 12”, unlimbered 3”

Mountain guns and Maxim: limbered 9”; unlimbered 6”

