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IIVTRODT]CTTOI{
These rules are the prcduct of extensive research into the colonial battles of 1879-1900, and into the

battles of the Great (Boer) trek. We have been plalitesting for over a vear and find that these rules

fulfil our design paranreters ie" realistic, fast and fun. We have tried tc make them as simple and as

easy to learn as possitrle, and yet retaining a high degree of realisrn, and so we hope that you will not
be put off b,r, the mass of rules that awalt vou. mosi of thern are only explanstory Cetails.

We have introduced a new melee systen'i so tha'L each hand ta hand corrbat requires on1:!'one calculation
however long it lasts. lle have given officers a littte personality altr of their own (it has been known for
some plavers to name their officers). We have introduced a randorn element into movement which
ailows for even the best ground having irregularities in it. In addition to all this we recommend the
use of certain event cards (examples are pdven later), and we hope to have our set published. Iilost of
these cards are based on actual, unusual, and most unfortunate incidents"

Although designed for Colonial warfare players should find these rules entirely suitable for any late
19th. century battle and should feel free to try them in Europe and America, and suppJement our Army
Lists wlth their own.

We cannot close this introduction without speciai words of thanks to those members of the Derbv
Wargames Society who have foot slogged over Africa and India, who have tried using their troops like
sensible Napoleonic Generals and watched them crumble before the Zulu Impies, shot to bits by wild
Afghans, and hacked apart by hordes of screaming Fuzzy liuzzies. Remeniber these are not Napolenic
battles so think Colonial and remember if you play Brits, ltou either win or...."'.""..

Let Battle Comrnence.

Copyright D.Elks and JrStanyon
Novernber 198?.

Published by TABLETOP GAMES
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1THE ARAIES
Before starting a game players should choose two compatible armies, terrain and make a note of
any special rules relating to their forces (from the army Iists), as these cornpliment or overide the
main rules.
Each figure has three different fighting characteristics;-
Fire ltaining This is expressed as a Roman Numeral, the value of which is deducted from the fire

factor (pla5rers should also note that this reflects weapon quality).
ReactionLetters A= Excellent R = Averaqe .C = poor
Morale Number 9 = Superb 3 = Extremelv Poor.

Thus British Infantry would be classed as:- ,-tc0 - A - 9--
pir"/R.actionl --}r'to.rt" 

Number

Zutus with rifles would be shown ur,- "t''t-f,.et:i" -\ ,rt"

There are standard abbreviations for weapon types these are:-
BLRR (C) = Breach toading repeating rifie (or carbine)
BLR (C) = Breach loading rifle (or carbine)
N{LSB = Nluzz}e loading smooth bore (Musket)

ryLR = lluzzle loading rifle
M/G or NI/Gun = il'lachine gun (Gatlings or l\laxims etc.)
llL/Cun = Nluzzle loading gun

BL/Gun Breach ioading gun or late muzzle loading gun.

QF = quick firing applies to a BL/Gun.
(B) = Bayonet.

2 SCALES
The game has been designed with 15mm figures in mind, but other scales may be used if distances
are ammended to suit.
1 inch is equatr to 25 yards ie. 1mm = 1 yard.
1 Gun or wagon model = 2 actual pieces
1 Tribal figure or 2 European/Regular figures = 40 men.

The above figure scaies are ignored unless refighting actual battles. An attempt shouid be made
to make kev terrarn leatures sult the guouncl scale.

3 BASE SIZES
The following base sizes have been designed for use with 1smm figures and are suggestions only.

Figure Frontage Depth

Regular Infantry
Other foot figures
Skirmishers on horses
N{ounted Regulars
Other mounted figures
Niachine gun
Field gun
Pack animals
Wagons

20mm
8mm

10mm
25mm
12mm
15mm
25mm
25mm
12mm
25mm

20mm
10mm
15mm
20mm
20mm
30mm
25mm
40mm
20mm
as reqd.

Figure Frontagt Depth

2 llorse/Ox gun team
4 Horsel0x gun teanr
S Horse/Ox gun team

25mm
25mm
25mm

40mm

60mm
80mm

* Because of the ground scale selected,
the use of limbers is optional,



4GAME EQUTPMENT
a A tape me&sure (imperial)
b Dicei- D6, D10, 1 red and 1 green average dice,
c Compatible armies
d Appropriate terrain

Players may find a calculator useful, however, the chart ,l'able 6a) in the casualty rules should be
found adequate: When calculating percentages on units over 30 figures strong divide the units
strength by 2 or 3 to bring it down to 30 or less. Take the percentage casualties shown and divide
by the same number used on the unit strength. Always round fractions down.

5GAME SEQUENCE
a Native players position the terrain.
b The native player draws a sketch map of the terrain showing his initial deployment.
c The British (Reguiar) player deploys his forces on the table and unconcealed natives are also

positioned (see rule Sg).
d Determine Officer modifiers (see rule ? Table 1)
e Play through the 'turntsequence until a victor emerges or the game is declared a ciraw.
f If the British deploy all or part of their force in terrain containing concealed natives. the natives

must back away 6'r. They stilt remain concealed even if this movement puts them in the open (the
natives are considered to be in a hidden ditch which is put on the table when the natives emerge,
the British rnove up to it or spot it). An exception to this is natives (Boers, Afghans etc.) in trenches
who must stay put and take their medicine like men (or mice).

g Some armies may use scouts. At stage c) of the game sequence ro11 one average dice. the score being
the number of scouts that may be used. Scouts get a free spotting dice before the game starts.

Note: Unless players feel it necessarv game and turn orders are not required.

6TURN SEQUENCE
Note: Al1 firrng, movement etc. is consiclered to take place simultaneously.
a Draw event card (optional rule see rule 21)
b Units entertng the board at a point visible to enemy troops are placed on the board edge. If the

unit is fired at then the range is measured from the firers to the board edge, The unit its self may
fire or move ncrmaly but all distances are measured from the table edge.

c Concealed units in line of sight of enemy units are placed on the board if thev intend to charge.
d tlnits wishing to charge declare their intenticn and nominate their target, responders state their

actions.
e Attempt to unjam machine guns.
f Units being charged check to see at what range they fire. (see Table i).
g Conduct firing. Concealed units may fire. Check for pinning.
h Units pinned last"turn but not this become unpinned.
i Check morale
j Conduct movement
k Units which fired at full effect may move (+rror 1!' <iepending on the weapon fired)
I Fight melees.
m Make sighting attempts.



TOTFICER MOT}IFIIR
a Each officer, chief or amir has a modifier he may appiy to the unit under his command.
b To find the officer modifier consult Table 1 below.
c The modifier may be used to effect firing, morale and reaction times'
d An officer ma5r add or subtract his modifier.
e To apply the modifier an officer must be in base to base contact with the unit. If his unit is split

into individual companies, guns or squadrons then he may only direct the part he is with.
f If an officer has no modifier he must always be in contact with part of his unit'
g Officers have no fire or rnelee capacity of their own and do not count as a figure for percentage

casuaity purposes.
h Generals have a rnodifier of 1 and may clirect any unit. adding their modifier to that of the units

commander. While thev are thus dlrecting a unit all other units mav not claim the morale tronus
for a general within Brr. The unit being directed rvill not only claim the generals officer modifier
but will also claim +1 for the general being within 8".

i Isolated officers ie. those more than 4lraway from a friendlvunit, may be fired on as though they
were a fast moving open order target. They are killed automaticaliy if contacted by enemy troops.

sREACTION TIMES

TABLE I (see rules ?, J,0, 15 and 18)

Officer Modifiers : Roll 1 x D10

Units must test to see how long it takes them to react to various conditions that arise during the
battle. This rule reflects how steady, or otherwise, troops are when faced with certain situations.
To test reaction roll 1 x D10 and add the officer modifier. Consult Table 1 and look under the
applicable reaction class: A, B, C and find the dice sccre, read along to the relevant column and

note the length of time it takes for the unit to react to a given situation.
Units must test reaction as follows:-
If being charged and making any response other than fire at attackers ( evaders CoI 1

may move at charge speed)

If being charged and firing at attackers
Any troops in an advance to contact situation
Troops wishing to fire at an opponent advancing to contact with him

Troops being charged by a unit that was hidden at the start of the turn
Troops reforming from disorder

Troops attempting to halt pursuit (roll at start of the movement phase)

Troops changing formation

CoI 2

CoI 3

Col3&2
Co1 3

Col 4

CoI 5

CoI 4

A unit must continue its current action until it has reacted, it may then respond to enemy
manouevers.

Score Modifier
1-5 0

6-8 1

9-10 2

Column 5 only;- Unit impetuous -1 to dice score.

a

b



9TERRAIN EFFECTS
a Cover is divided into soft and hard types, unless agreed by the players before the game begins only

buildings, brick or stone walls and trenches consltute hard cover. Everything else is considered soft.
tr{here two soft cover types occur together they should be treated as hard,

b If a unit is only partialy in cover moraie and meiee effects should be tested for each part of the
unit, but the same dice roll must be used.

c It takes half a move to enter or leave a building, but once inside there is no penalty for moving
about other than the usual move dice (see rule 14b).

d Units leaving a building are disordered.
e Figures in buildings are considered to be in close order and count as defending an obstacle for melee

purposes.
f Whenever a figure in a building is killed and artiliery contributed to the casualties then a i', wide

breach is made in the wall.
g A building will hold 1 figure per i"sq area and 1 figure may fire out per t', of frontage.
h Figures manning fort ramparts may operate in close order ie. with normal frontage. They count

hard cover, up hill and defending an obstacle.
i To defend a linear obstacle a figure may be considered to have a frontage of up to i'r and still

operate in close order or a frontage of 1i" and count open order-for melee purposes. Regardless of
the frontage he occupies in this rule he rvil1 stiil count as a close order target for fire purposes
unless he can legitimately use open order. It is necessary for figures to be able to extend their
frontage in this way as attackers may freely pass over or through obstacles at undefended points.

j Entry into forts is through marked door or gates, but troops on foot may attack over walls using
ladders which they are assumed to have.
Entry into other buildings is not confined to marked openings.

k Impetus may be claimed by troops attacking obstacles, buildings etc. provided the conditions of
rule 10d and 10e are fulfilled.

I Buildings may be set on fire by being shelied or through selected units attempting to fire them.
Roll 1 x D10 and the score must be equal to or less than the buildings inflammabilitllvalue for
a fire to start. Straw huts - g Forts - 2 Others - 6

Once a fire has started it spreads 1rtsq. each direction per turn. Each 1r'sq. of fire may be put out
by 2 figures roillng higher: than the flammability value (dice once only per two figures). Engineers
may modify their dice rolls by 3 when attempting to start or extinguish fires.

m Trenches and ditches are considered hard cover for firing and morale purposes but do not constitute
an obstacle in melee.

n To claim cover from a linear obstacle ie. wa1l or hedge a unit must be nearer to it than troops
who are firing at it.

lOCHARGES
a A player may only declare a charge on a target

his unit can see, The distance between units mav
not be measured until all charges have Lreen

declared. Troops who have declared a charge
and fail to contact are disordered. It should be
noted that some troop types are allowed to
rnove at charge speed each turn eg. Zulus, and
such troop types are not disordered unless they
have declared a charge which fails to make
contact as the distance to the target is too
great at this stage. This means that if a unit
charges an opponent and fails to contact because
it was held up on the movement dice then it is
still considered to be in good order.
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Charges must be declared at step d of the turn sequence. Players may find it helpful to write down un

intending to charge and their targets.
The target of a charge may fire at the range shown on Table 1 (see example following) or make some

other action after reacting. Generally the target of a charge may fire or move, but not both.
Note: evaders may move at charge speed.
To claim impetus a charging unit must spend the last i of its charge move prior to contact, travell-
ing 1n a straight line, and must cover a distance equal to * of its full charge move distance.
Impetus may be claimed by troops unabie to fulfil the conditions of 10d above providing they spent

the last i of last turn moving in a straight line and continue to do so this move and a charge has been

declared.
Cavalry must have greater frontage than depth to claim irnpetus.

The impetus bonus is shown in Tabte 5 and is added to the meiee factors.
Units involved in a charge must note their morale scores for use in the melee calculations.
Usually a charging unit halts at the point of contact with its target! however, in the case of a flank
attack the charging unit continues into its opponents formation up to the limit of its charge move.
(see rule 10m, 15b, 18f and 18h)
Units charged in.flank or rear are disordered on contact.
To count charging a flank the target must be hit at 180o-225o to its front. To count charging the
rear the target must be hit 225"-3600 to its front.

___l
Ftank ---->- I l+ Flank

Attack /L---:----i\ AttacK
.t t t'

/t\
Rear Attack

I In a fiank attack a figure fights each opposing figure it contacts. Thus if a charge went through 10

ranks both sides would count 10 figures fighting even though the chargers only had 1 man in contact'
(see rule 18f and 18h).

m If a melee results in Breakthrough, chargers may be continued into units behind the original target.
The charging troops count disordered for having fought a rnelee (see rule 13f, 15b and 18f).

Note: If a unit has charged and only part of it has contacted its target the rest of the unit may move

onto the opposing unit the following turn, counting as charging and constituting a fresh melee.
Similarly a new enemy unit may be engaged but the charging rrnit/subunit must not be split up

except as a result of the melee. Should this happen the unit n-rust reunite its self as soon as possibie.

11 FIRING
a Only the front rank may fire.
b Prone troops may only fire if in open order/Skirmish order and armed with breach loading weapons.
c Over head fire is only allowed if the intervening troops are prone or on iower ground than either the

firers or their target and 3r'away irom both (see rule 11q)
It is permissible to fire into the engaged side
of a melee inflicting 500,6 casulaties on each side,
Close order troops and guns may engage targets
at up to 45o to their front and skirmishers up to
1.80o to their front.

f When firing guns multiply the crerry as follows
to give the number of figures firing:-
Firing shot or shell crew x 2

Gatling gun crew x 3

Muzzle loading gun at close range
or being charged crew x 3

Nlaxim gun crew x 4

Note: BL/Guns may only fire shell, ML/Guns fire
cannister at short range or when being charged,
and round shot at medium and long ranges.

j
k

b

d

e



Nl/Guns, Spears' BL weapons and ML/Guns as close range or being charged, and snipers mav fire
each turn (snipers use the sniper column on Table 2). Other weapons fire everv second turn.
To fire measure the range to the target and obtain the range factor: Short ?, medium 5 Long 2.
Add the tacticat factors and cross reference the total with the number of figures firing to obtain
the number of casualties inflicted. Add ali the casualties a unit suffers together (see Tables 2 and
6 and rule 11p).
If a target is visitrle during the fire phase it mav be fired at. as though visible for the whole move.
Anv unit being charged which eiects to shoot at its attackers fires at the range obtaine6 in gc, not
the actual range to the tarset. This reflects the degree to which a charged unit panics and fires
high.
Check each machine gun that fired to see if it jams. Jammed machine guns may be repaired at
stage f of the turn sequence. For jamming and unjamming dice scores see Tabie 2.
{f a unit suffers casualties and any officers are with it then check to see if they are killed. Rol1 1 x
D10 per officer, a 1 is required to obtain a hit. The officer is kilied in addition to other casualties
the unit suffers.
lf a unit suffers casualties then it must check to see if it becomes pinned. Calculate the percentage
casualties the unit has lost Curing the move (this is the percentage lost from the unit strength at the
beginning of the turn, not the beginning of the game). When calculating percentages round fractions
down. RolI 1 x D1 0 and <iouble the score" If the resutt is equal or less than the percentage lost then
the unit is pinned.
A pinned unit may not advance this turn or fire in the next. It may remain halted, lie down or fali
back.
It becomes unpinned alter the fire phase but before morale is tested in the following turn unless it
has been pinned again (see rule 19g).
After the movement phase units which fired at full effect may move +r! or 1rt depending on the
weapon fired (see Table 2 or 4.).
Units mav fire at half effect and move the distance shown on Table 2.
Figures on horses maJi use carbines but not rifles.
When firing shot (muzzle loading guns at medium or long range) check eack rank of the target for
casualties until all ranks have been checked or a figure has been kiIled.
Note: shot will pass beyond figures in cover.
When dicing for casualties those inflicted by shot or snipers should always be rolled for seDaratelv.
Shell mav be fired through a skirmish screen at close order troops behind.
llounted troops do not require horse holders when they dismount,
ROCKETS
Occasionaly players may need to use rockets. Using the range for muzzle loading guns rotr1 1 x Dl0
scoring less than the range fact.or. This score may be rnorlified by the units officer. If a 10 is rolled
the rocket explodes on itd iaunciier k111ing its crew and any officer with it, or within 1r!of it, otherwise
li it hits its target it exptodes lvith a basic factor of ?, the target counts as being under sheli fire.
Rockets mav not fire and rnove in the same turn, but may tre manhandled 3'r if they do not fire.
Limbered they move at Horse gun speed. ?hey may be fired each turn and have a crew of 2.

ABLE
I{eapon Range Factor

Fire at * ellect and move:
BLRs
fJLCS

short (7) [iiedium (5) Long (2)

0-4"
0-4"

- 10"
-8" - 18"

*move. repeaters {. move
*move, repeaters * move

}lLSB
&IL P,

a-2n
0-4"

- 5rt
_8n 19"

mounted * rnove, rest 0

mounted i move, rest 0

Jezail
Sniper

U 4"
n,4ll

- 9"
- 14" - 28r

may not move
* move

spear
[I/Gun 0-6" 1 tlt

0-3'r
- 3Oil

full move
1" only

ai,/Gun
I'lL/Gun

0-12"
0-6"

3U"
20r

8U"
60'r

1" only
1" only

m

n
o

p
q

r
s



Officer directing [ *t
Target in 3+ close order ranks I tt
Target in hard cover * I -3
Target in soft cover* | -2
Target in open order*x | -2
Target charging or moves c\'(.P r': ; I
MLRs or QF Guns firi +i

TABLE 2 Contd.

TACTICAL FACTORS

x l,Iutua]ly exc]usive
** Skirmishers and deployed gun crews.

I,{ACHINE GUN JAX4S AND OFFICER CA

l0
i

1-3
PINNING

RolI 1 x D10, double the score. This score must be equal to or more than units
percentage losses this turn.

Note;- Units firing at luII effect may move Itt (lrrif equipped with repeaters or QF guns) witlr u
penalty of any kind.

I

I

.-.1

12MARKSMEI{
a
b
c

i-or firing purposes marksmen count as 3 figures.
Marksmen may fire every turn using sniper ranges (see Tabie 2 previous page).
I'larksmen only test morale lf their friends rout. If contacted by enemy troops thev are automati
caliy killed and do not impede the progress of their attackers.
Isolated marksmen ie. those not in base to base contact with a lriendly unit, constitute an open
order target. If with another unit that receives casualties then assess the percentage charrce of
him being kiiled and ro11 e percentage dice (2 x D10s). A r'esrrlting score of less than the percentage
determined indicates the marksman is killed. if the marksman is killed it is in addition to other
caeualties and does not count to the strength of the unit for percentage casualty purposes"

FIRING EXAMPLE

25 figs and a +1 officer of the 24th. foot (0*A-9) are advancing
up a small hill where inovement rate is usually 4" but this was
modified by the nrovement dice, thev rolled 2 on the
flus dice and 3 on the minus dice, and iherefore they
may only move 3" this turn. In fact what has

happened is that they encountered a shallow drtch
too smali to be represented on the table, tut
which has slorved them dcwn"
Unfortunately for them the Zulu UmCijo
regiment (0-B-9), 50 figures strong, has been
moving up the other side of the hill, and appea.rs
on the crest 6't awav ai ihe end of the move.
The following turn, the ZuIu commander, wishing
to come to grips with the lteishmen as soon as
possible, declares his intention to charge,
Theire is nothing for it but to stand and fire"
Orders are rapped out and 2.: little Martini
Ifenries come smartly up to 25 little shoulders.
The reaction clice is rolled to see how stea<iv i.he 24th. ar.i.

$

Target prone | -2
Firerclassl i -1
Firer class 1I I -2
Firer class [V | -+
Using repeating weapons | 't
Firer is mounted I -Z

Gatling gun 1886 -
Native operated NI/Gun

KilI Officer
Clear jam

I - 10

8 - 10



i\ score of 2 is made, thatls bad. Fortunately their officer has some experience, and so applies his +1
modifier which brings the score upto 3. Their reaction class is A which means that they can fire as
though the Zulus were at medium range. Its a good job the officer knew his trade, if he had not and
consequentlv had no modifier then the riflemen would have been very shakey and aimed high, inflicting
casualties as though the Zulus were at long range. (If a unit is being charged it does not fire at its
attackers et close range thev actuallV are at but at the range at which the reaction dice tells
th€m to fire, the chargers are not moved until thev have tested for pinning antl morale).
'Presentl Firel Fire at wilil. They fire as fast as they can, rnedium range gives a factor of 5, target
cha:'sing is -1. +1 for the officels modifier. The total flire factor is therefore 5. 25 ligures are firing,(officers are alw:avs too busy controlling their men to fire themselves), they inflict 2S casualties which
is 2 figures and 5 carried over. A D10 is rolleci for thist5', a score of 4 is made and this results in one
further Zulu figure being removed. Had a 6 or rnore been thrown then the ,S, casualties would be ignored,'l'he Zuiu unit must now check to see if it is pinned, 3 figures out of 50 equals 69o (remember perclntage
casualties for pinning pirrposes are expressed as losses from the unit strength at the start of the turn
not the start of the game). The British commander rolls his pinning dice an<j scores a 4. 4 x 2 = g and
as 8 is greater than 6 the Zulus are not pinned. (To pin them a score of 3 or less would have been
required' 3 x 2 = 6, equal to the percentage casualties inflicted in the turn).
Unless the Zulu morale fails the men of the Z4th. are in for a rough time..........

13MORALE

t-1
t

-1

-2
-2

-2
-z

-1
-1
-1

Each friend routing within 8"
valry charging

charged by close order unit
Unit charged in flank or rear
General killed within 8"*
Under shell fire
Under fire
Unit pinned
No friends within 8"
Units officer killed*

Units test morale at step i of the turn sequence ie. after
all firing, pinning and unpinning has taken place
(exception treing breakthroughs see ruie 18h)"
Anv unit may voluntarily test morale. Compulsory
tests are taken when an!'of the following conditions
a rise:-
A unit loses one or more figures during the fire phase"
A unit wishes to charge, or is being charged.
A unit wishes to advance to contact, or has a unit

advancing to contact with it.
A unit sees friends in rout within 8,,.
A unit sees the general killed within 8".
To test morale take the units morale number, add
the score of 2 average dice ( 1 thrown as a plus
and 1 thrown as a minus), add th6 tactical factors
from Table 3. Read off the result on Tabie 3,
A unit which goes impetuous adds +1 to its morale
immediately. In a turn in which it ceases to be impetuorrs
it does not deduct 1 from its morale score.
If a unit is charging, being charged, advancing to contact
or has a unit advancing to contact with it, the morale
score must be recorded for use in the melee calculation (see rule 18).
TABLE 3

TACTiCAL FACTORS

d

+1 lGeneral within 8't
+l lUnit impetuous
+1 

I Uphill of nearest enemy
+1 I Unit in soft cover
+2 I Unit in hard cover
+4 

I unit in square **
+? lofficers modifier.

Counts for 2 moves only
fuuare may only be used by dismounted, bayonet
armed regulars in close order.

10



TABLE 3 Contd.
MORALE RESULT

1 or less
2or3
4or5

Rout
Retire, routers continue.
Halt. routers rallv.

6or7
8 or more

FoIIow orders
Natives go impetuous.

Note: A unit can avoid going impetuous bv scoring a halt result on Table 1 on Column 5 (rolling ir
the movement ohase).

e Nlorale results are as follows:-
Impetuous Attack nearest enemy, moving at charge speed. Impetuous units are not disordered for

spending more than one move at charge speed. Impetuous foot need not charge close

order cavalry, and may halt to receive a close order cavalry charge. Artillery crews

never go imPetuous.
Halt Unit may make any action provided that it does not move neal.r aJ k:rown enem:i

Positions.
Retire N4ove awav from enemy in a direction offering the most safety at normal speed, facing

the enemy. The unit may not fire until its morale has improved unless it is charged, in

which case it may fire at half effect.
Rout Unit becomes disorjered and moves away from the enemy at charge speed (unmodified

by movement dice, see ruie 14b). The first turn of rout must be in a straight line
directly away from the enemy, if there is nowhere to go they cower in the safest plact'

they can find, counting as routers until they can be ral}ied.

Note: Once a unit has a rout result it inflicts a -2 on the morale of its self and anv friends within
8" at the morale stage of the next move (see Table 3).

Rally Unit halts and ma5r reform facing any direction, and in any formation desired.

f Nlorale results apply until changed by another morale test.
Note: Except for breakthrouehs and flowing round a square (rule 18h) units only test once per turn.

g If a unit breaks through an opponent in melee,it may (if it has enough movement remaininE) attacl:

a new target. It must keep its originai number score (counting disordered for the first melee)" 'fhe

new target must test morale at this stage (even it it also tested at step i) of the turn sequence'

It counts as routing, the unit its attacker broke throuqh'
The unit may not exceed its total charge distance.

14MOYEMENT
a Basic movement distances and penalties etc. are shown on the following table

TABLE 4

Troop \pe Normal Charge

Regular horse/Horse artillery
Regular foot/Foot artillery
Tribal horse, mounted irregulars,

mounted skirmishers.
Tribal f oot, irregulars, Skirmishers
Oxen pu1led equipment
Uniimbered gun
Unmiimbered Screw Gun

8"
4"

oI

5il

2u

4t1

10n
6I

12"

:,

i'Iote: Remember the movement dice.
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},1 OVEI,I ENT PENALTIES

Obstacle or Action Oxen Skirmishers Others
Linear Obstacle x

On a steep hill **
Broken groundx
Jungle * and *+*

4 moves
* speed
* speed

may not move

l move
* speed

no penalty
* speed

1 move
* speed
i speed
* soeed

Formation Change Roli on reaction table" Ta ,le 5 coiumn 4
t ace change
Step back (foot ont-v;
\'iount/Dis moun t
Limber/Uniimber
Lie down/'Stand up
Climb in/out trench,/ditch

not applicable
not applicable
not applicable

* move
not applicable

2 MOVES

4 move
no penaltv

, Ilt ove
not apptrcable

no penalty
l4 move

i move
,l speed
1z move
z move
a move
z move

* Disordering terrain: Not appricable to tribals or skirmishers on foot.** Horse i speed
*xx No hcrses
Broken ground includes woods and bogs etc.

n Apply the penalties to the movement distances shown as appropriate and ro11 the rlus and minu:
dice, if the resuit is a negaiive subtract this as a distance in inches, the remaining figure is the
distanc€ the unit mav move riuring the turn. Bullock drawn items should be moved and roIIetJ i';r,,
indlvidualy.

c Units on roads do not subtract a negative movement dice score (see 14b) but du add r.rry positir, .

results.'l.o count as being on a road a unit must start its move on the road in a formatior c.-pablc
of marching down it eg. a llne would not be considered a suitable formation for marching down a
road, but a column would.

cl Artil}ery moves at either butiock/Ox, regular horse or regular foot speeds depending on its tvpr.
Artillerv mav move at charge speed in a turn in which it iimbers or unlimbers. It mav not rFo.'r: if
over half the team is kilIed.

e Units which fired at half effect mav rnove the distance shown on Table 2.
i units which fired at futl effect rnav move the distances shown on Tables 2 and 3.

Note: This takes place after all other units have moved and is not subject to the plus ancj nrilus crce
(see 14b and 14c). There is an exception to this, see rules 14h and 14i.

P; Chargers (rule 10) are subject to movement dice rol1s, as are evaders. Note: Evaders may move at
eharge speed.

h Units with a morale result of rout or retire move first in the movement phase. They move even if
they fired at fuli effect"

I Units moving as a result of melee io so in the foliowing move, at the same time as units
as a result of morale tests.
Nlovement may in some cases be affected by reaction times (see rule 8 and Table 5).
Interpenetration with other units is allowed but causes disorder unless one of the units ts in open
order (including officers and marksmen etc.) and neither unit is charging or routing.

moving

j
k

x2



15DISRUPTION OF FORMATION
a
b

It should be noted that if a unit becomes disordered only its melee capability is affected.
The causes of disorder are as follows:-
Begular Troops Crossing a linear obstacle
(not in skirmish Moving in broken ground, woods or jungle.

order) Moving on a steep hill
Any Tloops Contacted in flank or rear, or while changing formation.

N4oving foot contacted by charging horse.
Any unit involved in interpenetration (see rule 14k)
A unit declaring a charge which does not make contact (see rule 10)
At the end of a melee, or having been broken through.
Leaving a building.
A unit which routs or Evades.

Troops must remain stationary while reforming, they may fire if armed with breech loading rreapons
To reform from disorder see rule 8 and Table 5 column 4.

b
c

c
d

rcENGtrNEERING
Any aspect of engineering may be undertaken using this rule although the only one needed generally
wiII be the construction of trenches.
Engineering may only be undertaken by specialist units, or bv armies with entrenching capabilitv.
Any engineering atternpts are made during the movement phase by troops who harre not fire4 or
moved.
Troops wishing to make an engineering attempt ro11 1 x Il10 and must score 10 or more to succeecl.
+1 may be added to the dice score for each continuous turn spent, Engineers automatically add +1

to their dice score.
Trenches may be constructed by any troops with entrenching capacity, other aspects of engineerlng
requires specialist troops.

1TADVANCETO CONTACT
a
b

Units may advance to contact with enemy units they couid not see at the beginning of the turn.
When a unit sights its target it must declare its intention to advance to contact" Both sides must
react (see Table 5). Once the target has reacted it may take any steps necessary to counter the
threat, including firing a second time. It may fire for the tength of time available after checking
the range lt fires at, (see rule 8 Table 5). The charging unit must check for pinning if it suffers
casuaities. Both sides must check morale and retain the score for use in the meiee.
Note: This is the only occasion when a unit may ilre twice in a turn. its second shot must be at the

unit attacking it.
Units advancing to contact may claim charge impetus if they are able to move three quariers of
their charge distance in a straight line at charge speed after sighting and reacting, otherwise thev
ciaim advancing to contact bonus onlv. (see rules 10e and 10f)



lSMELEE
a When a melee occurs the factors relevant to it are assessed once only. The result shows the

duration of the melee, casualty factors and the units reaction at the end of the melee.
b Once a melee has started it may only be shortened by one of the units involved suffering adverse

morale, or by another unit entering the fight, bringing it to an earlier finish.
c Although a melee mav last four turns all casualties are removed at the start and count percentage/

officer losses immediately.
d When assesing the number of figures participating in a melee count only the number of figures that

the smallest unit has in contact with its opponent, the smallest unit is always considered to be
outnumbered. Except for rule 18f only the front rank of a unit may participate in a melee.

e Units charged or contacted in flank or rear, while changing formation, or moving foot contact by
charging horse are disordered.

f In a flank attack or breakthrough situation, a figure fights each opposing figure it contacts. Thus
if a charge goes through 10 ranks of a single file target both sides would count 10 figures fighting,
even though the chargers only had 1 figure in contact.
A11 units in a melee which results in breakthrough are disordered (for having fought a melee) but
may continue their charge into any units behind their original target providing they do not exceed
their charge distance for that move.

TABLE 5 MELEE rule 18

To the morale score from Table 3 add the following weapon and tactical factors:-

WEAPON FACTOR

Weapon Foot Horse
Bayonet +,

Sword or spear
Ashanti sword
Lancexx
Other weapons

,l

5

3

o

10

4

TACTICAL FACTOR

Defending an obstacle
Opponent disordered
X{ounted against formed

bayonet/spear armed f oot
Outnumbered or against tribals
Opponent in open order
Nlounted with impetus
Foot with impetus
Advancing to contact
Foot attacking a square

+t
+4

+4
+4
+2

+1

+2

* Bayonets may not be used b5r mounted
troops

** To use a lance, cavalry must count as
charging.

Highest score wins the melee, take difference and consult the following table:-
Difference Mounted v Mounted Mounted v Others Others v Mounted Others v Others

Dur w1n Lose Dur Win Lose Dur Win Lose Dur Win Lose
0-1
L- t

o- {

1

1

1

1

F2
F4
G6
G8

F2
F2
E1
E-1

1

1

1

1

C4
C4
G6
G8

C 4

C2
E1
E-1

1

1

1

1

A4
B4
B6
D8

A4
C3
E2
E-1

4

3

2

1

A4
B4
D6

G8

A4
C3
E2

E-1

Dur = Duration of melee
A = Attacker rallies back, defender holds.
B = Hold position, if attacking a square rally back.
C = Rally back, mounted troops flow round a square' square holds.

Impetuous mounted troops breakthrough aII formations except a square.
D = Attacker pursues, defender holds.
E = Rout
F = Breakthrough.
G = Breakthrough and pursue.
Number = The casualty factor to be used on table 6. (Note final number of casualties are DOUBLED)

Note: A unit may avoid pursuit by getting a halt result orr the reaction table (Table 1 column 5).

g To calculate a melee add to the morale score obtained in 13c, weapon and tactical factors from the
above table. The highest score wins the melee. Take the difference in the scores and read off the
results table. Players should note the different unit types involved in the melee and use the relevant
column.
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h Melee results are applied in the move phase of the turn following the end of the melee, and are :-

Hold Hold the position.
Rirlly back Fall back at least haU a move, end facing enemy.
Bout (Init is disordered and moves directly away from its attackers at.charge speed without

rolling movement dice. If there is nowhere for a routing unit to go it cowers in the safest
plaee it can find and counts as routing. Alter the first move of rout a unit may change
direction to avoid friends, obstacles etc.

Pursue Unit moves at eharge speed (applying movement dice) after its routed opponent. It
pursues until halted by rolling successfully on the reaction table (see rule 8c, Table 1

column 5), its morale fails, its opponent is over half a moves distance away. A pursuing
unit may declare charges on any units in its path.

Breakthrougtr A unit passes through its opponent fighting a melee on the way. It must continue to
move at least half its remaining charge distance. It may continue its charge into units
behind the original target, keeping its original morale seore. The new target tests morale
after the breakthrough has occured counting its broken through friend as routing. The
unit breaking 11p6rrgh is disordered for having fought a melee.

Flow Round Cavalry end their move at least half their full charge move distanee past the square
(even if this means that the cavalry exceed their normal charge distance). They fight
a melee with one face of the square on the way past, and may declare a charge on a
fresh enemy if their movement permits (see breakthroughs).

OPTIONAL A random element may be introduced into the duration of a melee. At the end of each
turn a melee lasts role 1 x D6 dice, if the score is greater than the melee duration numbe

" then the melde ends that turn. If the score is less or equal then the melee eontinues
and the dice is rolled again next move, one being added to the score. For each turn a
melee lasts the dice is rolled and 1 added until the fight ends.

MORATE AND MELEE EXAMPLB
Following on from the firing example, both the Zulus and the British have to test their morale. The Zult
have a morale class of I and throw their plus and minus average dice scoring +1, to which is added the
following tactical factors;- Under fire -1, No friends within 8l' -1, 5% casualties -1., uphill of enemy
+1, this giving a total score of 8. This gives a morale result of impetuous, which means that they can
immediatley add 1 to their score, bring them up to 9.

The 24th. test their morale at the same time their morale class being also I and they score a +2 with
their average dice. They now apply the following tactical factors:- No friends within 8" -1, Officer
modifier +1, grving a total score of 11, ie. OK.

The Zulus swoop down the hill, now its Bayonet v Spear, as the melee develops. For the Zulus the scorer
are as follows:- Morale seore 9, using spear +7, foot with impetus +2, g:rving a total of 18. The British
score; Morale 11, Bayonet +7, outnumbered or fighting tribals (either applies here) -2, giving a total
of 16. The difference in the scores is 2 in the Zulus favour, which makes them the winner. This melee
result means that the fight lasts 3 moves the Zulus inflict casualties on a factor of 4, and the British
on a factor of 3 (both sides cotmt 25 figures fighting as this is the maximum number that the smallest
side has engaged, overlaps are not counted). The men of the 24th. lose 38 men and the Zulus lose 28
(casualties are doubled in melee remember). The Zulus roll the dice to see if they kill the British Officer
but roll a 6 and so fail. The fight ends after 3 melee rounds (including the one in which its result was
calculated and figures removed, a calculation that is only made once) the Welshmen are forced to Rally
Back, and the Zulus hold the position.

:
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a'

CASUAITMS
To calculate the casualties a unit inflicts
on its target cross reference the casualty
factor with the number of figures firing
or fighting in a melee. Divide the result
by 10, and whole numbers equal figures
removed and any fractions must be rolled
for using a D10 dice. The score of this dice
must be equal to or less than the fraction
for a further figure to be removed. Thus
if a unit inflicts 23 casualties on its target,
23 divided by 10 = 2.3 which is equal to
2 figures and a score of 3 or less on the D10
will remove a third figure (see table 6)

b Remember to double the casualties
inflicted in a melee.

c Guns firing ball (ie. muzzle loaders at
medium or long range) and snipers should
assess the casualties thev inflict seperately.

d If a unit loses a figure check to see if anv officers with it are also killed (see rule 11j).
e When casualties are inflicted on limbered artiliery the person causing them may distribute them

as he desires. If a horse is killed it does not count towards percentage casualties but must be cut
free (i move) before the team may move.

f When removing casualties, figures should be taken from the part of the unit involved in mejee or
closest to the firers.

g When calculating percentage casualties for pinning or morale purposes, sub-units (companies etc.)
2" or more awav from other elements of the same unit calculate seperately. If the1, rcut they count
as a routing unit and not as casualties inflicteri on the rest of the unit.

TABLE 6 CASUALTIES rule 19 (see also rules 11 and 18)

Casualty
Factor

Number of figures firing or in melee
234 5678 9 10 11 12 13 1615t4 20191877

-J
-2

0000
0000

0000
0000

00 1 1

11 1 1

1

1

1

1

1

1

1

1.

2

2

1

2

1

2

1

2

0

1 UUUU
0000

UUIl
0111

11 1 1

1.2 2 2

2

2

2

2

2

3

2

3

3

J

,2

3

z

3

J

3

2

t 0011
0172

1112
oor,

22 2 2

34 4 5

3

5 6

J

6

.1

6

4

8

3 4

7

4

8
J

4

l122
1223

3 4 4 5

45 6 6 10

56 7

78I
8 8 o

10 11 72 13

10 10 11 11 72

74 74 15 16
5

6

1234
7245

5ti78
6 7 8 10

9 10 11 1,2

17 12 13 t4
1 16

1918

74
t7

13
16

5 77 18 19 20
20 22 23 24

8

IJ4t'
2356

7 U lU tt
8 101112

13 14 15 77

14 16 18 i9
22
26

21
24

20
22

18
21

24 25 2',1 '28

27 29 30 32

10

2 457
2 4 6 8

I 11 13 14
10 12 14 16

618 2A 22

820 22 24
23 25 27 29
26 28 30 32

31 32 34 36

34 36 38 40

Notes Double melee casualties
Guns firing shot or shell, crew x 2

Galting gun firing, crew x 3

Mrtzzle loading gun firing at close range, crew x 3

Mrzzle loading gun being charged, crew x 3

Maxim gun firing, crew x 4
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PERCENTAGE LOSS TABLE

Original unit
StrenEth

Number of Casualties (in figures)
1 2 3 4 5 7 8 I 16 14 15137211 16 t7 18 19 20

1

2

J

4

5

tuu
50 100
33 66 100
25 50 75 100
20 40 60 80 10

6

8

I
10

16 33 50 66 83

74 28 42 57 7l
12 25 37 50 62

lt 22 33 44 55

1C 20 30 40 50

100
85 100
?5 8? 100

66 7? 88 100
60 ?0 80 90 10(

11

tz
t.1

l4
15

918273645
816253341
7 15233038
7 74212835
6 13202633

54 63 72 81 90

s0 58 66 ?5 83
46 53 61 69 ?6
42 50 57 64 71
40 46 53 60 66

100

91 100

84 92 100

78 85 92, 100
73 80 86 93 10C

16

77

18

19
20

ti IZ IE Zb Jt
571772329
517762227
s 10 1s 21 26

5 10 15 20 25

37 43 5U 5ti 62
s5 41 47 52 58

33 38 44 50 55

3t 36 42 47 52

30 35 40 45 50

6E 'i,5 UI U? YJ

84 70 76 82 88

61 66 72 77 83

5? 63 68 73 78

55 60 65 70 75

100
94 100

88 94 100
84 89 94 100

80 85 90 95 100

ZL

22

LJ

24
LA

4 I 141923
4 913 1.822
4 8 731721
4 8727620
4 8 121620

28 33 38 42 47

27 31 36 40 45

26 30 34 39 43

25 29 33 37 47

24 28 32 36 40

52 57 61 66 71

50 54 59 63 68

47 52 56 60 65

45 50 54 58 62
44 48 52 56 60

76 80 85 90 95

72 77 81 86 90

69 ?3 78 82 86

66 70 75 ?9 83
64 68 72 76 80

ZO

27

28
29
30

it 7 11 Ib r9
37111418
3 7 10 1417
3 6 10 13 17

3 6 10 13 16

Z3 26 JU 34 J6
22 25 29 33 37

zt 25 28 32 35
z0 24 27 37 34
20 23 26 30 33

42 46 50 53 57

40 44 48 51 55

39 42 46 50 53

37 41 44 48 51

36 40 43 46 50

61 65 69 73 76

59 62 66 70 74

57 60 64 67 7l
55 58 62 65 68

53 56 60 63 66

20 VISIBITITY
a At the start of the game units may be hidden in buildings, woods, jungle' broken ground, scrub,

ditches and trenches etc,
b Concealed units are not placed on the table but their position is noted on a sketch map of the

board.
c Concealed units may not be engaged in any way until they are sighted. To spot units in an area of

terrain then that area of teffain is designated as the spotting zone. Measure the distance from the

spotters position to the nearest point of the spotting zone and consult table 7 cross referencing
the distance with the terrain type. The player whose units are being spotted makes adjustments
to the distance as shown and secretly rolls a D10. If the score is equal to or less than the spotting
number he must place any troops previously hidden on the board' otherwise he merely states that
nothing can be seen. Only one sighting attempt may t'e made per zone, per turn, and officers may
not modify the dice roll.

,r Once spotted figures may only hide in terrain not currently visible to the enemy. To do so the-v

must spend a full move concealing themselves.
.r The distance a figure can see into, along or the height from which he can see over a given

terrain type is shown on Table 7.

i If a unit has a charge declared on it by previously hidden troops, or the first time it is fired on by

a concealed unit, it must react (Table 1 column 3) before making any response.
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At the beginning of the game some armies may deploy seouts (see rule 5). Scouts may be killed in
the same manner as officers (see rule ?g and 7i), and are allowed a free spotting roll before the
game starts. Scouts must be taken from troops available to the army, but may operate as individual
figures if desired.
Whenever a unit is spotting from it may not see further into a given terrain type than the distance
given in Table 7 eg.

Open Ground eLL-t unittrci;--------t--
El

Jungle

Unit
D4"-----4

Unit
-B

As units A and B are in the open they can freely see each other. Unit A is 6t'away from unit C and
may therefore spot on a D10 score of 1. Unit B is 2trfrom unit C which means unit C is automatic-
ally spoited by Unit B. Unit D is hidden from all the other units as the maximum visibility distance
in jungle is 3",

TABTE ? CONCEALMENT AND SIGHTING Rule 20

Tefrain
TVpe

Distance in inches
0-2" _6 

'' -9" -12\ -18't 36" -4RI -96il

Scrub/Broken ground
Woods

Jungle/Buildings
Ditches/Trenches
Hedges/Walls
Off table*

A
A
A
A
A
A

A
8

4

t)

A
A

A
5

1

3

I
A

8

3

1

5
o

7

1

2
o

5

1

7

2

5 3 2 1

* Distance measured to the table edge.
A = Automatically spotted.

Column Shifts on above Table

Unit in spotting Zone Wagons, guns or mounted troops

Spotting Unit

Moves or fires
In skirmish order
weArlng conspicuous clothing
Using smokeless powder
Moves or fires
Using smokeless porvder

Distances figures may see into terrain.

Height Effect
When looking into woods, jungle or scub from higher ground, the line of sight extends ltlinto the

terrain type. Figures mav see out of scrub normally.
Jungle may be seen over from a hil1 three contours higher, other te;"rain may be seen over from a

hill one contour higher.

Shift 1 column left
Shift 3 columns left
Shift 1 column right
Shift 1 column left
Shift 1 coiumn right
Shift 1 column right
Shift I column left

18

Terrain Type Woods Jungle Buildings Scrub Broken Grounc Along Trenches A.lonE ditches etc.

Distance 6" Q ll 3" II 15" QI 6t,



zr Event C ards (optionaD
Although the use of these event cards is optional we would highly recommend players use them in their
games. We have included with these.rules some of the cards that we use but we suggest that you invent
additional ones to suit your own games. An event should turn up approximately every 4 to 6 turns' and
is applied as soon as appropriate during the turri. Only event cards applicable to the region/period are
coJrnted, others are treated as blank. A few additional suggestions are:-

Colonel Burnaby Gets His Chips: Any one unit in melee with Dervishes loses its officer. If there is
a choice the officer with the highest modifier dies. (Colonel
Burnaby was killbd by Hadendowah at Abu KIea).

WD 40;

Camels Stampede:

Native Shields Turn Bullets:

Crawl, WaIk, Run:

Cetshwayors Champion:

I'hese are a few of the events that can turn up in our pack of cards. They include Heroes of fact
and fiction (Sgt Bourne is quite a favourite, and even Biggles has appeared). N'Iany of the events
are based on actual occurences, and others are just for fun. The possibilities are endless and we
hope you have as much fun making your own set as we had making ours.

zz House Rules
We are aware that no matter how much research and play testing go into a set of rules (and a very
considerable amount has gone into this set) there are occasions when players will find themselves in
a situation not covered by the rules, or one where our rules do not giVe a realistic result. Rather than
spend valuable game time arguing about rule interpretaions etc. we stronEly recommend that you
put your knowledge of the period to work and create a feasible House Rule to cover the difficultv.

All jammed machine guns are unjammed after soaking in
wD40t.
British camels stampede directly eway from the nearest Dervish
unit. Troops in the way are disordtred and suffer casualties as
for melee, cross referencing their own numbers with a easualty
factor of 1. The camels move at n&tive cavalry charge speed.
(The camels stampeded during the battle of Tofrek).
All firing at on€ specified native unit incures a penalty of -1 as
the shields turn the infidel bullets. (just like Allah promised).
One pinned Zulu unit may crawl towards the enemy at 2, per move
until in contact (they must stand to charge). If no Zulu unit is
currenfly pinned this card applies to the next pinned Zulu unit.
(based on an incident at Isandlwana)
Champion of the Zulu nation, upset by his countries present
progress runs to fight at the front of his Impi. He counts as 5
figures in melee, uses a spear, and is class O-A-10. He is also
a +2 officer.
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Additional Rules
BOATS

Firing: Troops may fire ft'om boats as per firing from a building. Artillery may only fire from specialy
reinforced points.

Movement: Steamers 8"' Junks 6", Rowing boats 4rr, Swimmers 2" (wind dir€ction is ignored)
Boats may only speed up or slow down by 2" per move. (However the anchor may be dropped
in an emergency which will stop the boat in one move but no troops may fire from the vessel
next turn as they will be shaken). It takes one move to weigh the anchor.
To see if there is a current throw the plus and minus average dice, a score of 0 means there
is no current, a positive or negative result is the strength of the current. The current strength
is the number of inches the boat/srvimmer drifts <lown stream (direction of the current beirig
decided at the beginning of the game). Nlove the boat/swimmer the appropriate distance down
stream before performing his normal movement.

Grounding: Boats which hit land or sandbanks by accident may run aground. To check for this roll a
D10 and a score of 1 means the boat is aground, Boats may be refloated again if a 10 is
rolled on a D10 throw.at the end of every movement phase after going aground.

Damage: Boats are damaged in the same way as buildings they can take half of their perimeter in
damage before sinking. Thev count as hard cover (swimmers are alwavs disordered and
count as a normal target). Perimeter rs the total edge of the model.

' When a troat sinks only half of the troops it contains will escape and thev must swim ashore
or to another boat. They will fight at half effect for the rest of the game.

Embarking: Embarking or disembarking for foot, is as per entering/leaving a building. Others must
roll a D10 per unit needing a 10 to be successful. 1 is added to this dice score each move the
attempt is made.

BALLOONS

Balloons have a crew of two and start the game on the ground. To become airborne or land requires a
roll of 1 to 3 on a D10. One free attempt is allowed at the start of the game alt other attempts are
made once per turn at the start of the movement phase.
Balloons will drift. if they are not anchored, and will do so as per a boat in a current.
To shoot a balloon down requires that it takes 50 casualties in men (not figures). Also roll a D10 every
time the balloon is under fire. A result of 1 indicates that one of the crew is kiliedra 2 and the balloon
explodes.
Airborne balloons always count as a target at long range provided weapons firing at them are in range
measured on the table. Balloons on the ground count as a normal target in more than three ranks.
Observers in balloon spot all troops behind hills, in trenches (if in the open) and troops off table.
Observers get one sighting attempt each per move counting as being 12!'away regardless oi the
actual distance involved.
Observers may direct indirect artillery fire if the balloon is not more than 4rraway from the guns.

TRAINS

These run on tracks marked at the beginning of the game at a maximum speed of 24" per move.
Trains may accelerate/decelerate by 8r per move. (They may perform an emergency stopiand stop
totally in one move but the passengers may do nothing next move. The train will also derail if a 1 is
rolled on a D10. Derailing causes 2570 casuaities to passengers).
Ruies for boarding/alighting are as for embarking/disembarking from boats above.
Trains can be shot at in the same way as causing breaches in buiidings. They count as hard cover.
Trains are counted as 12" long; carrSz 25 infantrv and 2 guns or 30 infantry or 15 cavalry. Unless
otherwise stated at the beginning of the game.
Trains will take 9" of damage before ceasing to function. They always count as hard cover until
destroyed (after taking 12rrof damage).

INDIRECT ARTILLERY FIRE

This type of fire can only be performed by BL heavy guns (Note, the heavy gun may increase mediuro
range by 3" and long range by 6"). Indirect fire can be used against a target which can only be seen by
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the batteryrs observer who is witiliil 4" or by the guns themselves, NE sbserver fire lands irl t&e fire '

phase efter it is ealled down. 'fhe point tire observer vrishes the iire to iand is marke-d o* a sketeh ntap
in ihe move he requests ihe fire.
The point of aim is indieated end the plus and minus average diee are tttrowr*" A neg'ativ€ scarc ineans
the sheils miss and have no effect, a posltive sccre means the sl.leHs land on target and all. fQures in
the blast area (see below) are targets. A zero score means the stlot wss a *ear miss afld anly hat{ sf
the figures in the blast area &re targets (round up fractions)
Target figures are ireated as treirig fired at by the n-irrnber of figures in the Table .4 with a lire factar
cf 5, This is modified by the normal tactical factors in the firing rulm, {ie tt}ey ceunt mov*r*ent
detiuetions etc, end the number of firens dnubled in the us*al wav).

A
Number of Cun Models Diameter ef Blast Area(Burst eircLe) $urnber of figs firiar

1

2

3

4 or more

Z"
Qt1

olrr

4\l

3

5

?
,I

Notes: The area is a circle"
Breaches in cover are caused in the nermal way, ie, everli tlrne a figuee is killed.

F&ENT'S VALUES
tihilst it is against what we have set cut to der in the following }ists; c,re reelise we *ri!l be eriticised in
some quarters for not having a points svstem, So, for those of -:rou diehar,Js who like spending hour=
p'ouring over lists, calculator in hand, rvorking out the h;est fix arrnyl flere it is, A points sysier*: **e
more complex than Newhury R.enaissance rules, as uneven as the WR.G lists, es unfinished as ?e*cio. aI]
this AND ac time consuming as Challenger" ENJOY IT l:
For attack/defence games defenders points should be eqr.ral to the attaekers poilts x S.?-
POINTS VALUE EXAMFLE :- .{ Rifte armed tsritish infantryma* B ELE S-IL-S ffi}it or 25 figrres

*ignore if troops are only armed with spears/bows.
t2r

strcng in a building 31r x 3".

Points total per fie" Foints tota];er fir
First take the morale value 9 THEN what iire arms do trsops have

Any fig ri+ith BLR, BLC, tslLSB = +5
Repeaters eg" BLR*., B}.RC = +1

MLR = +6

QF=+1
MG = +9t)

4 crew srtillery = +1S0
3 crew artillery = +8$
Rocket = +30
Heavy Artillery = +14S

Pom Pom = +18$
BowlSpears ete- = &

5THEN Look at reaction class;
ForC=-2

B=+0
A=+1 L

THEN add on the following:
If cavalry +4

If mounted +1

If skirmish Order +1

If Native Troops +2

If irregular Troops +1

If other rnelee weapons/none -1 0

THEN What terrain are the troops in?
Soft cover per 1" = +2

Hard cover per 1rr = +4
NB for whole building 12 x 4 pts.

4

,.I'HIJN

BL weapons = points st&y the same
ML weapon/no fire reepon = Ilalved,

TUfAL PEE FTGUBE = 19
T(IFAL FOB UIIIT = 4?5-THEN What fire class are the troops*

0=+0
i=-1
ii=-2
iii = -3
iv=-4
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ARMY LISTS
Army lists have long been an estabiished part of wargaming.
invariably players make their own choice of troops from a
Iimited number of types at so many points each. We have
never been totally satisfied with this svstem and so have
adopted a different approach.
For each conflict we have produced two or more lists, one
of each antagonist. Each iist shows the official opponent,
and any special rules that may apply, and ten army options.
One player chooses an army from the ten options, This
could be done bv rolling a D10. Both plavers use arnries
with the same number. unless armies are specificallv noted
as being interchangeable.
(Though interesting situations might arise if anyone fancies
their chances fighting with different options particularly
where the smaller army is in the hancls of the club champ).
eg. ZuIu war Zulu armv 8 must always fight Zulu war

British Armv 8.

To ensure that each arm1, is as representative as possible we have based the majority of British forces
on historical orders of battle. Some armies are reproduced on a one to one basis others have been
scaled down. Their opponents have been designed to give a balanced game. There are also some
fictional lists to give greater variation.

In each list optionrA is an average list which should give a balanced game against any other option A.
Each list also contains notes which supplement or even over ride the main rules.

NOTES ON TROOP TYPES

There are three main troop types. The troop type is specified in each list by the letter in brackets
shown be.low:-

1. (R) = Regulars eg. British infantry
2. (I) = Irregulars eg. Boers
3. (N) = Natives eg. N{ahdists

Weapon types and abbreviations are at the front of the rules.

GENERA!
A11 armies have one general figure in addition to the number of officers given in the lists.

REGULAR UNITS

T'hese units must be organised into battalions, regiments etc. Thev are under the command of an
officer. Unit sizes are as follows:-

Foot units of 20 to 40 figures (the minimum sub unit being 5 figures)
L{ounted units of 10 to 25 figures (the minimum sub unit being 5 figures)

Artillery/Others units of 2 to 4 pieces (the minimum sub unit being 1 piece)

Sub units roay operate independently. When over 2" away from the main body they count as a seperate
unit.
tlnits rvhich are not large enough to fit into the above scheme can not have officers unless they are:-

1. Naval Brigade, in which case the officer may also command the artillery.
2. The troops are in a building or fort.

Note; Sub units do not count as'friends within 8"rfor morale purposes unless of a different unit to
the testers.

NOTES ON HIGHLANPERS 4ND NATTVE OFFICERS

1. Highlanders may ignore all penalties for moving on steep hills, Each Highland unit has 2 pipers
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(who may be kiiled in the same way as officers). For each piper deduct s70 casualties when check-
ing morale and pinning. Highland units wlth an initial strength of 10 figures or less have only one
piper.

2. Officers of native regulars. For purposes of this rule a regular native unit is any non British non
artillery unit appearing in any British army.
Such units may be given an extra'Native officer'in addition to the British officer allowed in the
lists. The native officer mav not be given a modifier, or be used in any way untiL the British
officer has been killed. When assesing the native officers modifier deduct one from the D10 die
roll (see rule 7 Table 1).
The native officer may not assume command until the turn after the loss of the British officer,
although he himself may be killed at any time but unless he has assumed command his loss will
not force a morale test.

IRREGULARS/NATTVES

These can not have sub units and must remain in base to base contact at all times. They may or mav
not have an officer attached (see appropriate lists). Unit sizes unless otherwise stated are 10 to 50
infantry figures 1 to 4 gun models.

TERRAIN
Unless otherwise stated the native piayer sets up the terrain. The lists below show a number of set
terrain pieces and a number of additional ones which are decided upon by throwing a D6 dice. The
number of terrain pieces is for a 6ft. x 4ft. table these numbers should be halved for a Zft. x 3ft.
tab1e. A'll pieces are approximatley 6" x l2rrpreferably an irregular shapeil Note: One terrain type may
be placed on top of another and their effects added together.
South Africa (ie. terrain for Boer/Zulu battles)
Set Terrain; 6 low hil1s and 3 areas of scrub or broken ground.
Diced; 1=noadditionalterrain. 2=1lowhili, 3=2lowhilts. 4=2lowhillsan<llarea

of scrub. 5 = 3 low hills, 2 areas of scrub, 1 steep hill, 1 dried up water course 2ft. long
by 3" wide and counts as a trench. 6 = 2 dried up water courses (as in 5 above), 3 low
hills and 3 areas of scrub.

Eygpt and $.rdan (ie. Mahdist/Egyptian/Ni geri ans)

Set Terrain; 4 Low hil1s and 3 areas of scrub/broken ground.
Diced; 1 =noadditionalterrain. 2=1 area ofscrub. 3 = 1 areaofscruband 1 low hill.

4 = 2 areas of scrub, 2 low hills and 1 dried up water course (as above).
5 = 3 low hills, 3 areas of scrub and 1 dried up water course (as above).
6 = 2 iow hills, 2 areas of scrub and 2 dried up water courses (as above),

Northwest Frontier (ie Afghans)

Set Terrain: 5 steep hrlls, 2 iow hills and 2 areas of broken ground.
Diced; 1=noadditionalterrain. 2 = 1 steephill. 3 = 2 steephills, l areaofbrokenground, l

low hilland 1 wood. 4 = 3 low hills, 2 areasof broken ground. 5 = 2 steephills, 2
areas of broken ground and 1 river (as watercourses above). 6 = 3 steep hills, 2 areas of
broken ground, 1 village and 2 woods.

Gold Coast (ie. Ashanti)
Note; halve the areas of these terrain pieces as a smaller table is used. but keep the number the same
Set Terrain; The entire table is treated as jungle bar one road down the rniddie.
Diced; 1=2clearings. 2=2clearingsandlmarsh" 3=Sclearingsandlmarsh. 4=3clear-

ings,2 marshesandl villageinaclearing. 5 =2 clearings, l villageinaclearing,2
marshesand 1 low hill. 6 =2 clearings, l villagein a clea.ring, tr low hill,1 sreephill,
1 marsh and 1 river across the table with a bridge. The river is fordable and counts as a
linear obstacle.

China (Roxers)
Set Terrain; 3 x Rice paddies (broken ground) and 3 low hills.
Diced; 1 =noadditionalterrain. 2 = 1 rice paddyand 1 low hiil, 3 = 1 lowhil1,1 steephill,
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and i !'Jood" 4=2riee paddies, l iow hilland l villag€. 5 = 1wcod, i low i:riii, ani 1

steep hiil. 6 = 2 rice paddies, 2 low hilis, 1 village and I river as previ*us.

Se€ Up Nm6es
For each option there is usually a set up note which exptrains rvhichr side sets up terrain etc. lioivever,
if there is no set up note tllerr the natives set up the terrain and drarry a set up map of their initiai
dispositions. The British who are defending then set dcwn their troops sn the table, anv native trcops

whicn are in iine of sight are also placeci in pcsiticn. Anv other troops are revealed as they are spotted.
The winning side shouid be obvious otherwise it is a <irarv!!

Cwsmpe€E€Eosas
'rhere are three v/avs of using these 1ists lor ccmpetitions; (ignore this p&ge if yor-i ane nc,t a crinpet_
itrcn piayeri!).

1. Each competitor chooses a i.ist (eg. Zulu !Ver) and a perticutrar option (ie Option 3) and si:pplies boih
the British and the Native forces. E{is opponent ehooses a list (eg. Ashanti War 1B?3*18?4 option4)
To decide which option is pla'yed troth competitors roil a d!ce, the piayer with the highest score
chooses which oi the piaver! armies is r.rsed" The otirer player then chrooses which side he wishes to
play. The players then follow the set up options in the lists.
Exarnple; A informs the eoinpetition organisers he will enter with Zuii; tr9ar List Cption 3. (He

brings both thb Rritish figures and the Zulu figurres for this option).
Ptrayer B informs the competition organisers he wlil enter with Ashanti i{ar i873-18?4
List Option 4. ( again bringing both forces).
On the day pXayer A wins the diee throw end opts to use the Asl-ianti lfar llst Cpticn 4"
Flayer B then chooses to use Ashantis and sets up the terrain. The game is then plaved
according to the note in the iist.
A draw scores 2 points and a win scores 3 i*rith a deleat seoring 1. It is suggested a round
robin systen'r is played rather then a knock out. (The points vaiues given later can be used
but rnost games should give a decisive result alter 2i hours of play so these should not
be essential).

2. A standard type competition using a points values of 1500 points per army, The maximum number
of figures cf any troop type being the highest number in any Option. Troops may use optional rules
(ie. flank marches are ailowed where specified but may not come on from the opponents base iine).
There are no compulsory troops, Generals and Offieers are free and the number of officers is the
same as in the A option..
Players mlrst set up 6'r in from opposing 6ft. edges
of a 6ft, x 4ft" tatrle.
It is suggested that objectives be used which must
be eaptured aFall costs, ie, The winner is the player
capturing the most objectives. Itrowever, some
competition organisers maSr prefer to use the
traditional scoring s.ystem where both number of
objectives captured and the values of the troops
Iost are added up.
Terrain is decided by the competition organisers.

3. Each competitor chooses one of the A Options, eg.
ZuIu British Option A. Eaeh plaver rolls a dice and
the one with the higher seore sets up the terrain. He
also specifies 5 objectives which must be held. The
other player then chooses which side he wishes to play
on. Both players are subject to the same set up restrictions
in 2. above, The winner is the player who controls the
most objectives at the end of the game. (Points can
be used again if needed).
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THE LISTS
These lists have been laid out in a slightly different way from normal, the troops being listed down
the side of each table. The numbers from 1 to 10 across the top of the table are the options, option
A being at the end of the row.
Therefore eross reference the option against the troop type to give the number of figures, eg. in Opti,:
4 in the Lst. Boer War list the Boers have 40 mounted infantry and 2 offieers.

LISf, la- lst. BOER 1!IAB (1881 - 1882) ;
BOERS

Tloopsl234S6?9910A
I/Mtd. inf BLR 35 20 50 40 60 S0 55 ?0 65 60 ?5
IM/Gun3crew 1 1 1 1

Wagon Laager. 4"x4" 1 1

Officers213ZZZ33JZ4
Notes
1 All units may operate in skirmish order and fire while mounted.
2 AII Boers count inconspicuous clothing,
3 Boers have entrenching capacity and get one free roll before the game starts.
4 Each army is allowed 1 average dice score of scouts (not 2nd. Boer War).
5 Boer units in skirmish order and prone may erawl 1" per move.
6 Each army is allowed 1 average dice score of marksmen.
7 Boers can place 5 areas of long grass on table these count as broken ground for sighting only and

have no other effect.
8 Boer units should consist of 10 to 20 figures. An officer can command only one unit.
LrsT rb. lst. BoER WAR (1881 - 1882);

tsRITISH

PFC
14 0-B-7
44 ii-B-g
64

Troops
R/Rifle Brg Inf B BLR
cR/Brit Inf B BLR
R/High Inf B BLR
cR/Naval Brig B BLR
cR/Eng Inf B BLR
cR/BL Ft Gun 4 crew
cR/BL Hrs Gun 4 crew
cR/Screw Gun 3 crew
cR/Gat Gun 3 crew
cR/Rocket 2 crew
R/Hussars swd/BLC
R/Mtd Inf B BLC
I/N{td Inf BLR
I/Inf BLR
i/Inf BLR
Fort 4"x4'r
Officers
Notes

l2
15 10

10
10

5

5

35

30

5

678
20 10

20 30 30
30

15 15 10

1

2

I

11
11

910A
35 L0 15

10 25

20 20 20
10

221

1

tl

PFC
16 0-A-9
15 0-A-9
1s 0-A*9
1s 0-A-9
13 i-B-g
120 0-A-9
120 0-A-9
90 0-A-9
r00 c-A-g
40 i-A-g
18 i-ts-g
15 i-B-g
13 i-B-?
? ii-c-6
6 ii-c-s
64

3010

10 10 10 10
66665

888
20

5

1

1

1 All Rifle Brigade infantry, mounted troops and Irregular infantry may operate in skirmish order.2 In army 4 the gun crews are infantry and not gunners and are classecj ii-B_g.
3, British are allowed 1 average dice score of scouts.
4 Irregular units must stay as the size in the lists they may not split down.
NoTES ON SET UP FOR lst. BOER IIIAR
1 In options 4 to 10 the Boers choose and set up the terrain drawing a sketch map to show their

initial positions' The British then deploy 6" from any table edge specified by the Boer commander.
The British may keep troops off the table, and mounted troops may enter on any adjacent board
edge; the point and turn of arrival must be noted.
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1
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The following show which options are based on actual battles:-
4 = Pretoria Sorte. 5 = India Brigade. 6 = Langs Nek. T to 10 are imaginary.

2. The set up of option 1 (based on Ingogo) is in Note I previously but the British set up 24rrfrom any
table edge and win if they get the guns off the tab1e.

3. In option 2 (based on a typical siege) an umpire should set up the terrain (including the wagon laager
and the fort) on a 2ft. x 4ft. table. Armies start in their respective bases, the player wins who
captures his opponents base. Both sides are allowed 1 average dice score of scouts.

4. In option 3 (based on Majuba hill) the set up is the same as for Note 1 but the roles are reversed ie.
British choose and set up temain etc. then the Boers deploy.

NOTES ON SET UP 2nd. BOER WAR

1. In option 8 (Elandslaagte) the Boers may use 6" of barbed wire. The wire is impassable unless
cleared away with engineering dice rolls. 1 roll should be made for eaeh 2" of wire.

2. In option 1 (Farm house) and 10 (Wpodgate at Spion Kop) the terrain shoutd be set up by an umpire
who nominates up to two objectives,ln option 1 one of these must be the farm house. Both sides
show initial deployment on sketch m4ps. No figures may set up nearer than 12" to the gbjective,
except that the farm house has a garrison of 5 Boer figures (provided from the list). The player
who captures the objective wins. Neither side may use scouts. Players may wish to write game/
move orders for option 10.

3. In option 2 (railway patrbl) terrain (including the railway) should be set up by an umpire. The British
may position the block houses but must be at least 24'r apart. The Boer must write down turn, point
of entry and the exact point of line he is to rip up (5 figures required for each attempt per turn,
and done in the same way as entrenching). The British position the mounted infantry who must act
as a unit.
Until the Boers appear the mounted infantry must move 6" or dismount. The Boers win if they rip up
the railway line.

4. For options 4 to 9 (see later for whats what) the Boers choose and set up the terrain. Drawing a

sketch map to show initial dispositions. The British then depioy 6" away from sny table edge specified
by the Boer player. The British may keep troops off the table; their point and turn of arrival must
be noted.
Both British and Boers are allowed 1 average dice score of scouts.
Note; in option 5 the Boers may start in the farm.

The following show which options are based on actual battles;-
4= Paardeburg. 5 = Abrahams Kraal. 6 = Colenso. 7 = Reliefof Kimberley.
8 = Elandslaagte 9 =Talanahill.

5. Option 3 follows the procedure for options 4 to 10 except that the British choose and set up the
terrain etc. and the Boers deploy 12" from a specified table edge. OnIy Boers may use the scouting
dice throw.

LIST 2a 2nd. BOER WAR

BOERS
Troops 1 2 3 4 5 6 7 8 I 10 A P FC

I/Mtd. Inf. BLRR 1s 45 140 45 35 40 60 35 50 150 60 i5 0-B-7
I/BLQFHse.Gun4crew Z 7 2 2 2 I I 120 0-B-8
I/BL Hvy.Ft.Gun 5 crerry 1 I 149 0-B-8
I/PompomFt.Gun3crew 1 1 1 t 1 1090-B-8
I/Maxim Gun 3 crew 1 1 89 0-B-8
1 Gun emplacement 2 5

8'toftrenches 1 2 2 2 32

1 Wall 6" long 7 24

1 Farm house 3"x3" 1 1 48

Officers01310111131
Note

1. See lst. Boer War lists for notes.

26



LIfYT 2b. 2nd. BOER IYAB
BRTTISH

Troops I
R/British Inf B BLRB
R/High Inf. B BLRR
R/Eng Inf B BLRR
BL QF Hse.Gun 4 crew 1

R/BL QF Ft.Gun 4 crew
R/BL Hvy.Gun 4 crew
R/BL Ft.Gun 4 crew
R/Pompom Ft.Gun 3crew
R/Maxim Gun 3 crew
R/Laneer L Swd BLRC
R/Hussars Swd. BLRC
R/Dragoons Swd BLRC
R/S.African Hse Swd BLRC
R/Mtd Inf B BLRR 20
8ttof trenches
1 Blockhouse 3"x3" with
5 R/Line Inf. B BLRR
1 Railway line
Officers z

Notes

3

40

2

1

J

4

7

0346588674

2o

456
25 40 50

20
10 5
ooo

t

1

11
11
15 5

10
15 35 20

7 8 I 10 A

rb 7i loo )o
15 20
10 5

31
2331
1l

1

I
30 15 10

30 15

10 15

10

40 15 15 15

2

PFC
7'.1 0-A-9
L7 0-A-9
15 i-B-g
121 0-A-9
121 0-A-9
150 0-A-9
116 ii-B-8
110 0-A-9
100 0-A-9
19 i-B-g
19 i-B-g
19 i-B-g
18 i-B-8
16 0-B-9
32

133 0-A-9

1. Al1 units are in inconspicuous clothing.
2, The heavy gun may increase medium range by 3riand long range by 6r'. Players may wish to provide

a traction engine to pu1l the gun in which case it moves at foot artillery speed, provides soft cover
to its drivers. If the engine is shot at it counts as hard cover; but will be damaged and stop after
receiving 3 figure casualties.

3. The Pompom fires like a maxim gun ie. as a machine gun but the target counts as being under
sheli fire.

4. AII units may deploy their full strength in skirmish order.
5. For purposes of this list all Imperial troops are designated British.
6. south African horse and mounted infantry move as irrequlars but are regulars.
7. The British may use bailoons in this list. crew of 2 x R/Inf. -A-9 see page 20.
See previous page for set up notes.
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LIST 3a ZULU WAR

ZULUS

Troops

N/Zulu Inf. SPR MLSB
N/Zulu Inf. SPR MLSB
N/Zulu Inf SPR BLR
Officers

Notes

3456
105 175 210 2t0
70 120 120 120

10 10

JOJf,

7 I I 10

105 140 165 175
125 150 135 165

10 10

4544

APFC
720 6.5 iv-A-g
100 6 iv-B-9
10 12 iv-B-9
4

12
60 75
25 75

1. A11 units may move at native charge speed without becoming disorganised, unless failing to contact
in a charge.

2. AII units are in inconspicuous clothing.
3. Against Boer Trekers delete all MLSB.
4. Officers may command up to 3 units but onlv one at a time.
5. Unit organisation:A9Zulus in 10, 25, 35 or 50 figures. B9 Zulus in 25, 35, 50, 60 or 75 figure

units (except the units eqrripped with BLR which should be in units of 10 or mixed with other
units of 89 Zulus.
Provided the units are about this size and not less than 10 figures slightly different units may be
fielded.(Hint;organisetheAg'sin1x10to1r25to1x35andtheBg'sin1x35to2x25).

6, Note; all natives throwing spears count as 0 for firing.

LIST 3b. ZULU WAR

BRITISH
Troops 1

cR/British Inf. B BLR
cR/Naval Brig B BLR
cR/Eng.Inf. B BLR
CR/BL Ft. Gun 4 crew
cR/Gat. gun79 3 crew
cR/Rocket 2 crew 1

cR/Lancer L Swd BLC
cR/Dragoon Swd BLC
R/NItd Police BLC
I/X{td. Inf. BLC
I/Mtd. Inf.
I/NNH Mtd. Inf. 72

N/NNC Spear Inf. 75

N/NNC Soear Inf.
N/Zulu Spear NILSB
Officers 1

Notes

10

. 10

55555
10

10 10 5

t2 12 L2

1,2 50 50 1.2 1.2 50

22476575

lOAPFC
80 50 15 0-A-9

10 1 5 0-A-9
13 i-B-g

2 2 120 0-A-9
1 100 0-A-9

1 1 40 0-A-9
10 18 i-B-g

18 i-B-g
5 16 i-A-g
10 13 i-B-?
5 11 i-c-6

72 13 i-B-?
4 ii-B-6

25 2.5 iv-C-5
20 5.5 iv-B-8
64

2

10

,1 +i

30 55 50

10

5
1to

i
111

b{

60 50

10

5

32

89
70 80

10

11
11
11

1. Note that all natives throwing spears count as 0 for firing.
2. NNC units each have 5 figures with BLR which fire with a factor shown.

3. Dragoons may add one to their charge impetus bonus.

4. The army may use 1 average dice score of scouts.
5. The following show which options are based on actual battels:-

1 = Durnfords. 2 = Rowlands. 3 = Pulliens col. 4 = Glyns col. 5 = llade up.

6- Ulundi col. ? =Flyingcol. 8 = Perasonscol. 9 = Costalcol. 10 = I{oodscol.
?. NNC units must be ?5 figures strong. Only where tists specifies 12 figures may they be in less:

Zulu units in option 10 are 2 x 10 figure units.

Notes on Set Up

1. The Zulu plaver may choose and set up the terrain drawing a sketch map shorving the locations of
concealed units and also the table edge (up to 3) the balance of the force will arrive on. Troops off
table can arrive at any point and anv turn on the table edge,
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of the Zulus kept off table the central force (representing the lions and head) should be stronger thaneach of the other forces (representing the horns).

NOTES ON SET UP FOR ALL EGYPT AND SUDAN ARMIES
Unlike the other lists in these rules the following four lists may fight against each other. options g
and 10 may either attack or defend where as the options must act as sp-ecified in the lists.
MAHDIST SET UP NOTES

1. The Mahdist player always chooses and sets up the terrain.
2' The position of the hidden ditch (options 2, 3 and 6) should be marked on a sketch map, togetherwith the units occupving it. It may be revealed at any time.
3' In option g the fort is positioned by the Egyptian/British player after note t has been performed.4' when the N{ahdists are attacking (options 6 to 10) initial;is;ositions are shown on a sketch map.Troops may be kept off the table and enter on a specified turn from up to two adjacent edgeswithin 12" of the point indicated. When attacking the fort (option 9) the Mahdist may not deploycloser than 8', to it.
5' when Nlahdists are defending (options 5 to 10) the Mahdist piaver should nominate two objectives.(in option 5 the zariba must be one of them). The attackers may deploy on the board edge or atleast 18" from the objectives the Mahdists may now complete their deployment. If the hidden ditchis used it must back off at least 8'r from the attackers. other troops must be set up at least 12,'from the attacking units, and concealed if desired. They may not be deployed direcily to the flankor rear of the attackers.
6' options 1 and 5, the Nlahdist troops must be placed on the table after their opponents have deployec7' In option 3 the position of the trench must be shown on the deplovment map,
EGYPTIANS/ANGLO EGYPTIAN v 1882 BRIfiSH SET Up-
1' The defender may choose and set up the terrain and show initiai dispositions on a sketch map. Hemay specify the general direction the attacker comes from (except in option 9).2' The defender must indicate his front line to his opponent (the fort counts as the front line in option9). The attacker deploys glror more from this position. (the front line must have figures to hold it).3' If the Egyptian troops are defending they must have two free entrenchment attempts per unitbefore play begins.

Notes:-
a' we have included the British v British option as experience shows that players on occasion fail toprovide a native army and so must go to civil war.
b' The Egyptian army lists include armies from three periods; Arabi pasha,s rebeilion; early expedi-tions to the Sudan and the armv reorganised by the British, we are aware that this may create sorn€historical mismatches, but the Egyptian piayer should find a wider range of armles and garnes opento him.

29



LIST 4a EGYPT AND SUDAN: ANGLO/EGYPfiAN (opponents; Mahdist, Egyptian British 1882)

T!oops

R/British Inf. B BLR
R/British Inf. B BLR
R/High Inf. B BLR
R/Indian Inf. B BLR
R/Indian Inf. B BLB
R/Eng. Inf. B BLR
R/Eng. Inf. B BLR*
R/Egyptian Inf. B BLR
Ebyptian Mtd. Inf
fl/Mtd. Inf. B BLR
R/Sudanese Inf.B BLR
British/Egyptian Arty.
R/BL Ft. Gun 4 crew
R/BL Hse Gun 4 crew
R/BL Screw gun 3crew
Eg'yptian Arty.
R/BL Ft. Gun 4 crew
R/Gat Gun 82 3 crew
R/Maxim Gun 3 crew
R/Brit Cav Swd BLC
British Lancers
R/Cav L. SWd BLC
Bengal Lancers
R/Cav L. Swd. BLC
Egyptian Lancers
R/Cav L. Swd. BLC
Zariba 4r'x4ir
Zariba 6"x6!r
Fort 4rrx4'r

Officers

1234567
20 40 50 60 20 60 40

20 20 20
25
25

10

z5

10 25

5

25

10

89
50
15

20

10A
25 25

PFC
15 0-A-9
11 ii-A-8
15 0-A-9
13 i-A-8
11 i-B-?
13 i-B-g
12 i-B-B
11 i-B-?

1Q ; A n

12 i-B-8

120 0-A-9
120 0-A-9
90 0-A-9

10

10 30

10 15

1

2

Notes

1. AII units at the battle of Ginnis (option 4) are in conspicuous clothing (this was the last time the

British troops fought in red).
In options 5, 6 and A the British troops are equipped with repeating weapons and QF artillerv.
Egyptian mounted infantry are on camels.
In Lption 8 the whole force is mounted on camels. It is recomended that a few kneeling camels be

used to indicate their presence.
Camels must be placed behind their unit and count as disorganising terrain to all troops passing

through them. N{ovement through camels is at half speed, In option 8 the cavalry may not claim

2 119 0-A-8
1. 2 1 100 0-A-9

100 0-A-9
5 18 i-B-g

5 18 i-B-g

17 1-B-8

10 17 i-B-g

64
96
64

l)

J.

4.

its charge bonus.
5. In option 10 the 4,'x4'r Zariba is only half finished. The larger 6rrx6" Zariba is full of camels. The

camels may be stampeded by a X{ahdist unit spending one full move with them and rolling a 1 or 2

on a D10 dice.
6. One average dice score of scouts may be used with options 1' 4' 5 and 6'

?. Options 1 to S are offensive. Options 6 to 10 are defensive. Options 8 and 10 are interchangable'

{i. The following show which options are based on actual columns or battles;-
1 = Jebel Kirbekan. 2 = Tami. 3 = El Teb. 4 = Ginnis' 5 = Atbara'

6 = Britishbrigadeat Omdurman. ? = Hashin. 8 = The Camel Corps. g = Fort Kosheh. 10 = Tofrek.

9. The British may use a balloon. It has a crew of 2 R/Inf. -A-9, see page 20'

30

20

22

72
11

15

10

1

1



LIST 4b. EGYPIIAN BRITISH 1882 (Opponents Mahdist and Anglo Egyptian)

Troops 1

cR/British Inf. B BLR 15
cR/NavaI Brig. B BLR 10

cR/High. Inf. B BLR
R/Indian Inf. B BLR
cR/BL Ft. Gun 4 crew I
cR/BL Hse. Gun. 4 crew
R/BL Crew Gun 3 crew
cR/British Cav Swd.BLC 5

Life Guards
cR/Cav Swd BLC
cR/Dragoons Swd tsLC
Bengal Lancers
R/Lancers L Swd. BLC
cR/Gat.Gun 82 3 crew 1

Officers 2

Notes

Zariba 6"x6"
Officers 2

2

20
10

2

5

20
10
20

2

10

34
40 45

PFC
15 0-A-9
15 0-A-9
15 0-A-9
12 i-B-8
120 0-A-9
120 0-A-9
90 0-A-9
18 i-B-g

20 i-A-10

18 i-B-g

17 i-B-8

100 0-A-9

6 7 8 I 10

80 25 25 30 Z0

20 20 60
100 30

3
Qeo

3

10 10 15

15 15

15 15

15 5

A

50

20

10

11
334

211
4 10 I 6 5 4 4

1. Regular I{igh}anders in option 7 are in wearing conspicuous c}othing.
2, The Life Guards and Dragoons may add 1 to their charge impetus bonus.
3. Each army may have 1 average dice score of scouts.
4. Options 1 to 5 are defensive, options 6 to 10 are offensive, options 8 and 10 are interchangeable.
5. The following show which options are based on actual battles:-

5 = Holding the locks on the Suez Cana1. 7 = indian Brigade at Te1-e1-Kebir.
8 = Highland Brigade at Tel-el-Kebir.

LIST 4c MAHDIST (Opponents; Egyptian 1882-1898, Anglo Egyptian 1884-1898)

6 7 8 I 10 A
15 50 170
30 25 20 110

150 200 75

5 20 10

20 z0

35 30 20

312N/Inf. Spear BLR 2 2

N/BL Ox Gun 4 crew 1

N/Taaishi Cav L.Swd.
N/Baggara Cav Swd. 10
N/Baggara Cav Swd 5

N/Baggara Cav Swd.
Hadendowah Cav 8

Trench 10" long 1 1

Hidden ditch 8'! long 1 1

Troops1,2345
N/Hadendowah Inf. Spear 70 90
N/Taaishi Inf. Spear 25 30 20
Ja'a1in/Dongolavi
N/Inf. spear 1oo 65

Hadendowan Rillemen
N/Inf. Spear BLR 10 20

Taaishi Riflemen
N/Inf. Spear RLR 20

Jihadiyya Riflemen
N/Inf. spear BLR 20 10 10 20 40

NIarl<srnen

PFC
5.5 0-B-9
5.5 0-B-9

5 0-B-8

1.4 ii-B*g

74 ii-B-9

13 ii-B-8

15 0-B- 8

2

15 20
10 1s 15

10 5

1

1

1

577

2 1 116 ii-C-8
20 10 7.5 - -B-9
45 7.5 - -B-9
25 10 6.5 - -r.t-g
15 10 7 --B-8

15 6.5 - -, -9
140

32

96
6354

31



1.

q

NOTES

Haden<lowah may move at native charge speed without becoming disorganised uniess failing to
make contact after declaring a charge.
Tassishi foot may move at native charge speed (like Hadendowah) oniy after going impetuous.
They continue to move at charge spee<J until getting halt or worse result in a morale test.
All other troops (bar Ox Guns) mav move at charge speed (1ike Hadendowah) only while impetuous.
A11 units not designated as equipped with iirearms, have 507o of their number carrying BLRs and
have a fire training of ir,. (The BLR is in addition to other weapons carried).
Mahdist armies may have 1 average dice score of scouts lvith any force containing mounted troops.
ltahdist infantry should be organised into units of 20 to 40 figures strong (Hadendowha mav be up
to 50 figures strong) or fielded as large as shown in the lists if this is less.
Any figures described as cavalry in the above lists may be mounted on camels.
The following show which options are based on actual battles:-
1 = Jebel Kirbekan. 2 =l'amai 3= EI Teb. 4 = Ginnis. 5 = Atbara. 6 = Omdurman.
7 = Hashin. 8 = Abru Klea/Tofrek (note option 10 of the Anglo Egyptian lists may be fielded againsi
this force). 9 = Storming Fort Kosheh. 10 = Cavalry armv.
Options 1 to 5 are defensive, options 6 to 10 are offensive, options 8 and 10 are interchangeable.o

3.
A

.r.

6.

7.

8.

Troops
cR/Egivotian Inf. B BLR
cRlEg5rptian Inf. B BLR
cR/Egyptian Inf. B BLR
cRlEgyptian Inf. B BLR
cglEg5iptian Inf. B BLR
Egyptian &Itd.Inf. B BLR
cRSudanese Inf. B BLR
cR/Sudanese Inf. B BLR
cR/BL Hse.Gun 4 crew
cRiBL Ft. Gun 4 crew
CR/RL Ft. Gun 4 crew
CR/BL Ft. Gun 4 crew
cRlcat. Gun 82 3 crew
cR/Gat Gun 82 3 crew
cR/Maxim Gun 3 crew
Egyptian Lancers
cR/Cav L. Swd. BLC
Egyptian Lancers
cR/Cav L. Swd BLC
Egyptian Lancers
cR/Cav L. Swd. BLC
I/Cav Swd. BLC
N/Inf. Spear BLR
R./Britiah Inf. B BLR
R/British Cav Swd. BLL
12'r Breast Works and
4 Gun Emplacements
12" 'Irench
Fort 4"x4" witL gr:,'
piatf orms

Oflicers

2345
60

25 25

50

15 15

50 50 50

7 I I 10
30 40 25 60

50

APFC
6 0 7 ii-c-6
25 5 ii-C-,l

11 i-B-?
I ii-B-6
5 ii-c-S
13 i-B-?

25 12 i-B-8
10 ii-B-7

1 1 I 0-A-8
1 1 I 0-A-8
114 ii-8-6

4 114 iv-A-8
1 99 0-A-8

94 ii-8-6
99 0-A-8

10 1 5 i-C-8

13 ii*c-7

t2 ii-c-6
74 ii-c-6
8 iv-C-?
15 0-A-9
18 i-B-g

LIST 4d. EGYPTIAN ARItdY 1882-1898 (Opponents; British 1882lMahdist)
1

30

50

2560
75

7q50

2

15 15

2

10 5

1510

15

15

15

20

72

48

64

32



NOTES

1. Units in options 2 and 6 are all wearing inconspicuous c1:'thing-'.
2. Against British armies the British units in options 3 and 4 should be repiaced b.r Egyptians and

designated Khedival Guard.
3. Egyptian and Sudanese Infantrv may entrench and have two free atternpts before the game start:
4. One average dice score of scouts may Lre used in armies 1, Z, J, 4, S, 6, Z and 10.
5- option 8 (Pasha Hicks army) may be converted to Baker Pasha's force by replacing the Bashi Baz

cavalry (I/Cav Swd. BLC ii-C-6) with 1b figures of Egl,rptian lancers (cR/Cal, L.Swd" BLC ii_C_6)
6. Except in options 2, 3. 4 and 6 units in the open which are charged by cavalry must react before

checking to see what range thev fire at, They inflict casualties in piroportion to the time spent
firing. If charging troops couid contact them belore the-v finish reacting they may not fire (see
Table 1 columns 1 and 2).

. Unit sizes are infantry 20 to 30, cavalry 5 to 15 and artillerv 1 to 4 pieces.
r. The following show which options are based on actual battles or columns:-

I = Pasha Rebbellionfield army. z = 1898 Sudanese Brigade. 3 = Toski. 4 = suakin.
i = Pasha Rebbellion field army. 6 = 1898 Egyptian Brigade. ? = Tel-el-Kebir.
8 = Pasha flicks'army. 9 = Holding the frontier 1884. 10 = Pasha R.ebbellion field armv at Kassr

9. Options 1 to 5 are offensive, options 6 to 10 are defensirre, options 8 and 10 are interchangeable.

liSt Sa. rHr NOnrH WEST

\FGHAN AND PATHAI'{ AiIMIES (Opponent; British Indian Army)
T:oops 1 2 3 .t 5 6 ? 8 9 10 A p FC

ni Tribesme,, Swd. .IZL 75
N/Tribesmen Swd. ,rZl.
N/Tribsemen Sw.,
\/Tribsemen Swd. BLR
N/i'ribal Cav. Swd JZL 5

,ilTribal Cav.Swd. BLR J

N/NIL Ox Gun 4 crew 1

N'Iarksemn 2

Ghazi Fanatics Swd. 6

Sangar(breastwork) 6,'Ig.
Officers (N oniy) 1

or
R/Afgan Inf. B BLR 30
R/Afgan llf. B MLR 30
R/Afgan Cav. Swd, BLC 0
1... BL F.. Cun 4 crew
R/BL Hse. Gun 4 erew
R/BL Screw Gun 3 crew 3

50 75 50 4C 50 25
55 25

100 100

75 50 8 0-B-9
10 7.5 0- B-8

50 5.5 - -B-9
25 25 15 0-B-8
25 12 0-B-9
5 10 19 0-B-9

2 59 i-B-8
6 5 18 0-A-9

4 24 --c-ts
248
11

11 i-B-?
5.5 i-B-T
15 ii-B-7

118 0-8-8
118 0-B*8
86 ii-B-8
48

25 Jr ]i

I
323
1L 10 7

1

221
{
AI

100
15

2

2

50
25 25

&
25
50

10

2

i5

1

5

t5 10 25
10 10 10
5 10

1

45262
t)

222
1111

&
30
30
10
3

2
I

6

Trench 6r'long
Officers (R only) : 6

NOTES

1. Pathan tribsemen (tribsemen are infantry) and Ghazis ignore movement penalties on steep hills.
2. Tribesmen on hills count soft cover following a move in which thev remained stationary (or fired

and moved +").
3. Tribsemen can be concealed on hills counting them as broken ground for spotting purposes.
4. Tribsemen may go impetuous moving at charge speed without rlisordering unless declaring a charg,

which faiis to make contact, Gha:;is (Ghazis are lniantry) act in the sarire wav as above but mav
noi be pinncd.

5. Trii:semen may opp€rate in formations having 3" between groups of figures. ?hese groups clo ni:t
count as sub units. Nor are the trib-qernen considered to be in skirmish order.

6' Afghan Regular infantry and artillery have entrenchine ability anri get one free roll before the
game starts.
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7. Tribsemen may construct sangers (stone walls) in the same manner used by above troops to
entrench.

8. Each army may use one average dice score of scouts.
9. The Screw guns are mountain guns and not the ones of Kiplings poem.
10.Unit sizes are; tribsemen infantry 20 to 30 figures, tribal cavalrv 5 to 15 figures, Ghazis 3 to 5

figures, regular infantry 20 to 30 figures, regular cavalry 5 to 15 figures and artillery 1 to 4

pieces.
Tribsmen should be organised into units which are a mix of weapon types but of the same morale
and reaction class. eg. A unit could consist of 10 x N/Tribsemen Swd. JZL 0-B-9 and 20 x
N/Tribsemen Swd. - -B-9.

11. Options 1 to 5 are offensive, options 6 to 10 are defensive.

LIST 5b. BRITISH INDIAN ARMY (Opponents; Afghans and Pathans)

3456?89Troops

R/British Inf. B BLR
R/High. Inf. B BLR
R/Gurka inf. B BLR
R/Gurka Inf. B BLR
RiSkikInf.BBLR
It/lndian Inf. B BLR
Indian Engineers
R/Inf. B BLR
R/BL Hse. Gun 4 crew
R/81, Ft. Gun 4 crew
R,/tsL Screr,v Gun 3 crerv
British Lancers
R/Cav. L. Swd. BLC
Guides Cavalr5r
Rr/Cav. Swd. BLC
Begal Lancers
R/Cav. L. Swd. BLC
Bcmbay Lancers
R/Cav. L. Swd. BLC
R/Gat Gun 79 3 crew
R/X{axim Gun 3 crew
N/Pathan Inl. Swd Ri,R
Pathan Cavalry
N/Cav Swd. BLR
Redoubt 2"x211

Fort 4"x4" + Gun plat'm
Oflicers

NOTES

10

FC72
20

10

20

25 25

20

20

25
25

5

I
2

.10

20

25 ,10

20 20 20

20 20
15 15

50 25
75

20
5

25
25

10

1515

15 0-A-9
15 0 A-9

10 16 0-A-10
10 16 0-A-9
30 13 i-B-g
30 72 i-B-8

11 ii-B-8

120 0-A-9
120 0-A-9

3 90 0-A-9

18 i-B-g

18 i-B-g

10 77 i-B-8

15 i-C-8

100 0-A-9
100 0-A-9
1,2 i-C-8

16 i-C-8

50

10

.)

2

3

10 10 5

10 1510 10

10 15

1

10

5

'2
20

5

8

32
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1. Gurkhas and Guides infantry may ignore all penaities for moving on steep hilIs.
2. A11 Guides and half of the Gukha infantry may operate in skirmish order.
3. cuides infantry on hills ma5r claim soft cover following a move in which theJi remain stationarv

(or fired and moved i").
4. Cukhas may move at tribal speed and count as tribsemen when in melee.
5. The Pathans have the same peculiarities as Pathan tribsemen (see Afghan and Pathan lists).
6. All troops are in inconspicuous clothing except the Highland infantry in option 4 (thel,wore red itr

the Ambaia campaign)"
In options 4 and 7 the sr,erl b-ins are infact mountain guns with 3 crew ii-A-9 using screw gun

range and movement,
In option 8 the British and Highland infantry have BLRR.
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9. Each army may use 1 average dice score of scouts.
10. The following show which options are based on actual columns or battlesl-

1 = Chakdara. 2 = Ahmerd Kel. 3 = Maiwand. 4 = Ambala. 5 = Malakand pass.
6 = Tax collecting in the Tirah Maidan. 7 - Piewar Kotal" 8 = larrei .,) ,, Chardeh.
10 = Black N{ountain.
Note3- options 3' ?' I and 2 are all 2nd. Afghan lVar battles. Others were fought solely against

Pathan tribsemen. For variety we have inciuded extra (fictional) Afghan orders of battle
which may be used as an alternative to the tribal lists.

11" Highlanders may ignore all. penalties for moving on steep hills. Each highland unit has 2 pipers (who
may be killed in the s:ime way as officers). For each piper deduct 57o casualties when checking
morale and pinning. Highiand units with initial strength cf 10 figures or less only have one piper.

12. Officers of native regulars:- For the purpose of this rule a regular native unit is any non British
non artiilerv unit appearing in the British or Indian army.
Such units may be gir,en an extra officer (Native officer) ir addition tc tne British oificer allowed
in the lists. The native officer may not be given a modifier ,r, ,' he u :d in anv way until the
British officer is killed. I!'hen assessing the native officers modifier deduct one from .tne D10 rlie
ro11 (see rule 7 Table 1).
Native officers may not assume command until the turn following that of the loss of the ir;.:t:s.
officer. Although he maSr be killed at any time his unit wii] take no morale deductior, ic:. :
death until he has assumed command of the unit.

13, Options 6 to 10 are offensive, options 1 to b are defensive.

SET UP NOTES

1. The AfghanlPathan player roay alwavs choose and set up the l.errain (the Briti-sn may phte ti,r
fort in option 1). He must show initial dispositions on a sketch map. If the defer ler is British ;rt'
then sets up all his figures. If the defender is Afghan then he must onlv -set up anv troops in ihe
open who are visible and indicate the rough position ol any trenches.

2' The attacker may keep troops off the table these may enter on any one side on the lurn arrC at
the point indicated on the map.

3" When British attack Afghan held trenches they must set up at least 6" away from theri.
4. In options 6 to 10 the British should set an objective, winning if they capture it or clerr :.'a,,

through it,
5. In options 6, 7 and 8 the AfghanlPathan player may indicate the general direction the ', i, : .

wiil approach from.
6. Note we have drawn a distinctton between Afghans who are considered regulars and Path,r .

who are tribesmen.
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LIST 6a. ASHANII WARS (L873-18?4)

ASHANlI
Troops

N/Inf. A Swd. MLSB
N/Inf. A Swd. MLSB
N/Inf. A Swd. BLR

NOTES

75 6

75 6.5
20 13

10567
50 60 80
50 80 80
20

1

80

90

20 20 2A

10 10 20
110 30

110 10

FC

ii-8-6
ii-B-7
ii-B-7

1. Unit sizes are 10 to 20 flgures with L officer/chief per 30 figures.
2. If in two ranks the front rank mav fire everv move if the unit is stationary. (Some accounts state

that the rear ranks of Ashanti passed loaded muskets forward. In addition to this their rate of fire
was quite rapid as thev often fired oni5, pebbles).

3. Ashanti mav use v;ooden stockades to their front. (Roll as per entrenching). Units are allo\,-ed t\ro
free attempts before the game starts. The stockades count as solt cover.

4. Ashanti may move at normal speed in jungle when not in sight of the enemy, this reflects the use
of secret jungle paths.

5. Ashanti mav enter on any point on a specified table edge.

SET UP NOTES

1. These scenarios are designed for a 2ft. x 4ft. table. The table itself is assumed to be covered in
jungle terrain; the track, clearings, viilages and marshes etc" are placed on as terrain features.
The Ashanti always set up ai1 terrain unless stated and draw a set up map of their troop positions,
The British then deploy,

2. Option 1; half the table is jungle and the other halfrwhich has three villages on itris open ground.
Ashanti must attack frorn the jungle and burn the viliages. The Ashanti piayer positions the terrairr
and one r,illage: the British plaver positions the other two villages. The Ashanti player must start
in the jungle ancl both sides <irarv a set up map. To win the Ashanti must burn at least two villaqes.

ll. Options 2, 3, 7, and 8,; The Britjsh set up 12" from anli iable edge and they win if they get a1l of
the bearers off the table ed€ie.

4" Option 4; The terrain and set up is as for option 1 above but the viliages are Ashanti and in the
jungle and not in the open. The British must burn at ]east two villages to win.

5. Option 6; Up to 20 British fig'ures are in the fort the remaining troops forn a relief column.
Asharrti win if they capture the fort or stop the reliel column'

6, Option 9; A series of 3 villages are set up aiong a river bank and the British plaver has to burn

at least 2 and also rout/ki11 half the Asharrti figures.
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LIs+ 6b. AsHANfl wARs (182g-18?4)

BRITISH

Troops I Z 3

cR/West Indian Rgt B BLR ZA
cR/Naval Brg. B BLR i
RlHigh. Inf. B BLR
R/British Inf. B BLR
R/BL Ft. Gun 4 crew 1

R/Rocket 2 crew
R/Eng. Inf. B BLR
I/lnf. Reporters B BLR
Hausas Arty
I/BL Screw Gun 3 crew
I/Rocket 2 crew
i/Huasas Inf. BLR A Swd.
N/Inf. A Swd. N{LR 20
N/Inf. A Swd. MLR 10
N/Inf. A Swd. N{LR
N/Inf. A Swd. MLR 15
Giffords Scouts
N/Inf. A Swd. BT,R
N/Inf. A Swd. MLSB ZA{)
Bearers

4567
720
s1915

25 20
25 30

11
1

55
1111

11
oc

6 10* 6* 10*

5* 5*
5*
5* 5*

11

8 I 10 A P

20 10 20 13
1552014
25 20 74
30 14

1 120
40

5 19
172
1

1

10*

2 89 i-B:g

z 39 i-B-g
10* 12 ii-B-?

7 ii-B-7
5* 6.5 ii-B-6
5* 6 ii-B-S
5* 5.5 iii-B-S

FC

ii-B-9
i-A-9
i-A-9
i-A-9
0-A-9
0*A-9
ii-B-9
ii-c-9

15 i*A-7

4 lil-L -b

2.5 - -C-4

96

5* 5*
8x 5x
5* 5*

11

N/Inf. unarmed 10 4 20 15 20 20

Fort 6"x6" I
Steamer 

2OfficersJ211334514
NOTES

1. In option I all BLR are N,ILR.
2. Fiusas infantry count as natives as far as movement and clisorder is concerned.
3. The steamer can carry i artillery piece and S infantry or 10 infantrv" Troops and artiliery may firefrom the steamer. The steamers perimeter is 12n.
4' Giffords Scouts may act as scouts as per the rules. Both Giffo;ds Scouts and the reporters count as

3 skirmish order figures for firing but as 1 close order figure for melee.
5' The reporters may man artiilerv or rocket pieces counting as 3 figures firing as iii-c-g.6' A11 troops mav operate in skirnrish orcler (as there rryere a hlgh percentage of oflicers in this

campaign and also the terrain necessitates skirmish order operations).
7' Engineer infantry may;- 1. buitd bridges. 2. repair fort rvalls. Ail as per .Lngineering rules.8' Al1 troops may cut paths through the jungle as per engineering acticns dice. Each figure cuts a pathlrrx 1'r square per turn.
L Units marked t*rcount as sub units (of a unit made up of all units rrrarked *) for percentage

casualties etc. in the same ivay as regulars"
10. A11 BLR. t,loops are fire trainrng i as thev have a Snider Rifie.
11. Each list is allowed 1 average dice score of scouts.
12.?he foliowing show which options are based on actual columns or batties:_

1 = 18$4 Ashantiwar. 2 =Butlersforce 1874, 3 = GroveRNisiorce 18?4. 4 =Essamanraidls?4.5 = fietion. 6 = Abrakramph defence 1824. ? = Odasuas attack 1g?4.
8 = Battle of Amoafu 18?4. 9 = River expedition 1gg6,
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LIST ?A. ASIIANTI WABS (1896-1900)

ASHANlI
Troops

N/Inf. A Swd. BLR
N/lnf. A Swd. BLR
Stockades 18" Long

t23456
40 20 30 50 45 40

40 20 20 50 45 40

11 1

789
35 25
30 25 40
111

APFC
60 t2 ii-B-6
60 13 ii-B-?

10

9q

1

NOTES

1. Ashantis had Snider rifles by 1890 and knew how to use theml But some NILR and \'ILSB'S ma!'
stlll have been used hence the ii BLR code. Ashantis now only fire in one rank.

2. A11 notes from the 1874 lists apply bar Note 2.

3. Stockades in this list count as hard cover (The Ashantis had learnt better construction techniques
from the British!).

LIST 7b. ASHANTI WARS (1896-1900)

RRITISH

Troops
R/British Inf. B BLRR
R/BL Ft. Gun 4 crew
R/Eng. inf. B BLRR
West Indian regt WAFF
etc. R/Inf. B BLR
CA regt/Gold Coast Con-
stabulary R/Inf. B BLR
R/BL Screw Gun 3 crew
R/BL FI.QF Gun 4 crew
RlMaxim Gun 3 crew
R/Sikh Inf. B BLR
N/Inf. A Swd. BLR
N/Inf. A Swd. NILR
N/Inf. A Swd. MLR
N/Inf. A Swd. MLR
Local Bearers
N/Inf. unarmed
Imported Bearers
N/Inf. unarmed
Fort 6"x6"
Officers

NOTES

1

A

1

2

1. In list 6 the number of sikh infantry shouid tre historically be only 3 figures.

2. All notes from Ashanti Yy'ars 1864, 1873-18?4 British list appl-v bar the set Up Notes,

3. Note that the BLR'i'is a Snider rifle BLR'0'is a Henri Martini rifle.
4. The following show which options are baseri on actual columns or battles;-

1 = 1896 Kumasi occupation (no actual fighting took place)" 2 = Kumasi break out 1900.

3 = Kokofu first attack 1900. 4 = Kumasi garrison 1900. 5 = fictional'
6 = I{okofu second attack 1900. 7 = Kumasi relief column, co1. wilcocks 1900.

8 = Co]. Baker's force 1900. 9 = Cpt. Benson force. 10 = Browne/N{ortaro's force 1900'

5. Each llst is allowed 1 average dice score of scouts on foot,

1072
34
2

5=

15

1530 ls 38

30 20

s0 15

72
1.2
72

5

PFC
16 0-A-9
120 0-A-9
15 i-B-g

13 i-B-8

L2 i-B-?

88 i-B-g
118 i-B-g
98 i-B-g
15 0-B-9
13 ii-B-7
6.5 ii-B-6
5 ii-c-5
4.5 iii-c-5

2.5 - -C-4

3 - -C-5

96

25 21

27
11
3

20

25
5ro10
5

5

30

30

1

1

2

45
30

1

422342322

10

1010
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SET UP NOTES FOR 1896-1900

1. These scenarios are designed for a 2ft. x 4ft. table. The table itself is assumed to be jungle terrain;
track, clearings, villages and marshes etc. are placed on as terrain features.
The Ashantis always set up the terrain, unless stated otherwise, and draw a set up map of their
troop positions. The British then deploy.

2. Options 7r 2,3,5,6,7,8,9, and 10; The British start 12'i from one edge of the'iable.'l'hev win if
they get some of their force off the table edge in good order (ie. not routing).

3. Option 4; The British set up in the fort (which the British plaver positions). The Ashanti win if
they capture the fort.

NIGERIAN CAMPAIGN 1897

LIST 8a.

NATIVES

Troops

N/Cav. L Swd.
N/lnf. Spear BLR
N/Inf Spear BLR
Officers

NOTES

t2
25 20

200 50

150 50

63

A

25

75

10 PFC
7 - -C-9
8 iv-C-7
9 iv-C-8

1. Cavairy wear armour and get a"1'1 to their melee factor.
2. Unit sizes are; Cavalry 10 to 25 ligures, Infantry 25 to 50 figures,
3. Not every unit wiil have an officer.
4. Infantrv were armed rvith l'1LSB, NlLR and Snider BLR but were not pioficient hence their 'iv,

classification.

LrsT qb.

BRITISH

Troops72345678
R/Inf. WAFF B BLR 25 1.7

R/BL Screw Gun 3 crew 3 1

R/BL QF Ft.Gun 4 crew 1

R/Maxim Gun 3 crew 3 2

Bearers
N/Inf, unarmed 8 5

Off icers 3 2

NOTES

In both options both sides set up for a pitched battie, Natives mav oniy hide 50 infantry in
concealing terrain and must come from the side of the table specified by the British plaver.
The foliowing show which options are based on actual columns or battlesl-
1 = Battle aqainst Bida, 2 = Battle against Ilorian.
Both sides are allowed 1 average dice score of scouts on foot.

10 APFC
50 13 i-B-8
2 88 i-B-g
1 119 ;-B-9
2 98 i-B-g

1.

,
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tISl' 9."" SOXER REBELLION (1900-1901)

ALLIES (Opponent Chinese Irnperial TroopslBoxers)

.Troops 1 2 3 4 5

BRITISH
R/British inf. B BLRR
cR/NavaI Brg. B BLRR I 75

RIBL QF Ft.Gun 4 crew
R/BL Ft.Gun 4 crew ?

R/l\ilaxim Gun 3 crew 2 4

R/Eng Inf. B ULRR 5

Sikh Inf.
R/Indian Inf. B BLITR
Punjabi Inf. etc.
R/Indian Inf. B BLRR
HM Chinese Regt.
Rllnf. B BLR
Hong Kong Arty.
R/BL Ft. Gun 4 crew
R/Gurka Inf. B BLRR
Begal l,ancers
R/Cav. L Swd. BLCR

FRENCHATALIANS/AUSTRIANS
c/R lnf. B BLRR 5 10

cR/BL QF Ft"Gun 4crew 7 2

R/Maxim Gun 3 crew 1

Tonkinese French troops
R/Inf. B BLRR
R/BL QF Ft.Gun 4 crew

JAPANESE

cR/Inf. B BLRR 1

cR/BL QF Ft.Gun 4 crew
cRlCav. Swd BLCR

AMERICANS

R/Inf. B BLRR
R/Maxim Gun 3 crew
R/BL QF Ft.Gun 4 crew

BUSSIANS

cR/Inf. B BLRR
R/BL QF Ft.Gun 4 crew
Cossacks
R/Cav. L SWd. BLCR
GERMANS

B/Inf. B. BLRR
I/Civilians B BLRR
6tt Barracade/defence
Armoured Tlain
Junks
Gun Boats(obselete)
Gun Boats
Officers

15

10

1515

60 20
1

10
2

1

15

15 10

11

1

55

1? 0-A-9
17 0-A-9
121 0*_{-9
120 0-A-9
100 0-A-9
1 5 i-B-g

16 0-B-9

1 5 0-B-8

12 i-B-?

tt? i-B-8'18 0-A-10

18 i-B-8

74 i-B-8
119 i-B-g
98 i-B-g

I ii-c-6

777 i-c-g

19 0-A-11
723 0-A-11
21 0-A-9

17 0-A-9
100 0-A-9
tzt 0-A-9

13 i-c-g
720 0-B-9

18 ii-B-g

17 0-A-9
72 ii-c-8

48

99
295

10

2

JI

25

20

1

20

10

5 10
1

5

15 20
1

10 75

2

20

2

70

J

90

4

5

10

50

2

50 30
13

5

10

4

3

4

5

1

1

75
1

.9

13

5

4

10

40
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40

20 15

25

10



LIST 9a. BOXER LIST ALLIES Contd.

Troops

BRITISH
R/British Inf. B BLRR
R/BL QF Ft.Gun 4 crew
R/BL Hvy.Gun 5 crew
R/Eng. Inf. B BLRR
Sikh Inf.
R/Indian Inf, B BLRR
Punjabi Inf. etc.
R/Indian Inf. B BLRR
HM Chinese regt,
R/Inf. B BLR
Hong Kong Arty,
R/BL Ft. Gun 4 crew
Bengal Lancers
R/Cav. L Swd. BLCR
JAPANESE

CR/Inf. B BLRR
cRiBLQF Ft.Gun 4 crew

AMERICANS

R/Inf. B BLRR
R/Maxim Gun 3 crew
R/BLQF Ft.Gun 4 crew
RU$SIANS

cRiinf. B BLRR
R/BLQF Ft.Gun 4 crew

Officers

NOTES

72 13 14 15 16 l7

15 10
32
1

5

20

20 20

20 15

10 10

20191811 FC

60 10

22
42

120
8

56666

77 0-A-9
721. 0-A-9
1 50 0-A-9
15 i-B-g

16 0-B-9

1 5 0-B-8

12 i-B-7

11T i-B-8

18 i-B-8

1 9 0-A-i 1

723 0-A-11

t7 0-A*9
100 0-A-9
121. 0-A-9

13 i-C-g
120 0-B-9

100
8

1. Gurkas did not actually fight in any major engagements but are included in imagirrary list.
2. Nlaxim gun inciudes other types of machine guns of similar effectiveness.
3. Japanese cavalry horses were of poor quality so they can not count charging cavalry bonus in a

melee.
4. Note that many of the nationaiities have been joined together. ie. Gerrnans/U.S.A/British as R/Na',.a1

brigade B BLR 0-A-9 to give playable sized units.
5. The following show which options are based on actual columns or battles;-

1 = Legation defence of Peking. (The 1 Japanese figure fights as 3 figures for firing and melee etc.)
2 = Seymores relief expedition on Trains. 3 = Seymores retreat on junks.
4 = Langfang. 5 = Taku forts, 6 = Defence of Teinsin, z =-Teinsin relief force.
8 = Battle of Peirsang 9 = Battle of yang Tsun. 10 = storming of Native Teinsin.
11 = Storming of Peking by Russian Brigade. 12 = Storming of Peking by Japanese Brigade
13 = Storming of Peking by the U.S. Brigade. 14.= Storming of Peking by the British Brigade.
15 = Patachow.

6' All troops mav operate in skirmish order although the Japanese and Russians rarely use<j it.
7. The trains are standard type trains see rules for details.
8. The junks perimeter counts as 12'r. Junks can carry 15 infantry or 3 Guns/N{achine guns but the

Iatter may not fire.
9. The Gun boats perimeter counts as 24'r.

Gun boats armament is;- obselete Boats = 1 x R/NIL Heavy Gun with crew of 5 0-A-9.
Other Boats = 1 x R/BLQF Ft. Gun with 4 crew 0-A-9 plus

1 x R/BL Heavy Gun with crew of 5 0-A-9
10.The Japanese are able to become impetuous as per natives.
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11. Russian troops always count +1 on their morale when defending.
12. Civilians are 5 figures per unit.
13. The allies may use a Balloon but only if the French have troops present. Its two crew are

R/Inf. - -B-8. (The French actually had a balloon but there is no record of its being used).

SET UP NOTES FOR THE BOXER REBELLION

i. The Chinese player always sets up the terrain; Allied player rnay then position any defences etc.
The approximate position of any trenches used by either side must be shown to the opposition.

2. Option 1; The terrain is a iarge number of buildings on a 2ft. x ilft. board, The Chinese will win
if they capture all the allied held buildings. Chinese set up 12" awa5r irom ouildings.

3 Option 2; The Chinese position the raiiway line which stretches from one table edge to the other.
The ailied player sets up 30" away from the edge specified by the Chinese player the allies tvin
if they get 3 of the trains off the specified table edge.

4. Option 3; The Chinese position a river and the allies win if they get ail their: surviving troops off
the table.

5. Option 5; Half of the 2ft. x 4ft. table is sea and the other haif is land. The Chinese position the
forts on the land side. The alUes then position their infantr-rr on the 1and. The allies win if they
storm the forts. (Note the destrovers of both sides which took part in this action are ignored).

6. Option 6; The allies have to defend three 4" r 4" buildings in a 12" x 12" area. The Chinese win if
they capture all the buiidings.

7. Optlons ?, B and 9; The ailies set up 18" a,,va5, from the table edge specified by the Chinese player.
The ailies win if they get off the specified table edqe.

B, t)ptions 10, 11, 12, 13 and 14; The allies win if thev storm the rvails. If a wall with 4 gates in it is

used then options 11 to 14 can be used together. In this case the first allied armv to storm the wa11

is the winner. The chinese win if they hold off ail attacks (a gooci game for 5 p1a1'ers)'

L Option 15; The allied player wins if they rout half of the Boxer units and sta-v masters of the
battle field.

LrsT 9b. B0{ER REBEILIST
C}IINESE

Troops

llanchu Banner Men
RIInf. B BLRR
R/BLQF Ft.Gun 4,crew

R/BL Ft.Gun 4 crew
Tenacious Army
R/Inf. B BLRR
R/Eng Inf. B BLRR
R/BL Ft.Gun 4 crew
R/BLQF Ft.Gun 4 crew
RlMaxim Gun 3 crew
R/Gingal Gun 2 crew
Kansu Braves
R/Inf. B BLR
R/Eng. Inf. B BLR
Boxers
N/Inf. Swd. MLSB
lrregular Cavalry
I/Cav. Swd. BLCR
Trenches
3'rx3r' Fort
6ft. Wall section
with 2 Gates
Officers

100 90

2

2

1

1

150 175

1

q

t23!1 5

20

1

.1

110

10
a

3
o

2

175 100

10 10

125 175

10 10
44
44
22
22

PFC

13 ii-B-8

118 ii-B-g
117 ii-B-g

I i-c- 6

8 ii-c-6
119 i-B-g
118 i-B-g
98 i-B-g
58 i-B-g

5 iii-c-5

6 iii-c-6

11 ii-c-6

10

2A

5

150 150

50

2

2

1

1

10

100

10

4

2

2

2

10 5

11
11

10 10 10

45 40

48

288

42

98



LIST 9b Contd.

Troops
Manchu Banner Men
R/Inf. B BLRR
RIBLeF Ft,Gun 4 crew
R/BL ft. Gun 4 crew
Kansu Braves
R/Inf. B BLR
R/BL Ft. Gun 4 crew
R/BLQF Ft.Gun 4 crew
R/Maxim Gun 3 crew
RlGingal Gun 2 crew
Boxers
N/Inf. Swd. N,ILSB
18" Wall section with
1 gate.
Officers

NOTES

t2 13 t4 15 16 77 18

50 zo

2

2

1920PFC
13 ii_B_8

118 ii_B_g
717 ii_B_g

5 iii_c_s

116 ii_B_8
717 ii_B_8
96 ii_B_8
56 ii_B*8

4 iv_C-7

11

30

1

1

20

1

1

50 50

12
1

11
1111

25 25 20 500

1111
433 10

'' fl:".fl:"se 
cavalry may operate in skirniish order, an other R troops as per rninimum given in

2. The trenches include gun emplacements.
3. The forts in the Taku lort 1ist are garrisoned bv the troops in ihat list.4' Boxer unit sizes are 15 to 50 figures *iin i.."grrr. cavalry 10 figures strong.5. Gingal guns are treated as a Bi Gun with u ,*o *un "."*.
_LIST 10 BOER TREK (Opponents, Zulu options 1 or 2)
There is onry one option in this list. As it is unusuar it is not in the main iists.5 units each of one wagon containing 5 I/Inf. MLSB 0-B-8 and i r,rl Gun with 2 crew i_B_8
NOTES

1' The NIrLSB may fire every move. This reflects women and children toad.forward. 1 artu urrllor.en toadlng muskets and passing them
2. Each unit counts as 10 figures (hence the first 3 casualties will not be rrigures), this rerrects the presence or, or un rno ;i,#;#;;"ffi i;I"#l:f [,]::. 

t,*n,,r*

' :nlil:l:ffi:;J:* other move at medtum and ions .n,*". i, 
"rn'." 

."ns." rhev ,,a,v iire

: I iUT:f#:i:iJTi-]",H#:: 
and ch,dren be represented bv rigures which are positioned

t 
;HJ[IJ;iresents 

the force ut *," ertt1" of Blood river which was ule larsest battle of the
6. For set up foltow the British v Zulu notes.7. The list is allowed one officer *ho ,"y-"olnmand one wagon.
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AEI'EvTAlIGNq,uqEq iN rHE RUrE_s AN! r{r$TE
TROOPS
c = Conspicuous elothing
R = Regular troops
I = Irregular troops
N = Native troops

DICE
D10 = Ten sided dice (0 to 9)
D6 = Six sided dice (1 to 6)
Ave = A.verage dice (2;3,3,4,4,5)

LIST HEADINGS

P = Points value per figures
A = Average army option
FC = Fighting characteristics

QF
NIL
BL

= Quick fire gun

= Muzzle loading gun (artillery piece)

= Breach loading gun (artillery piece)

WEAPONSBLR = Breach loading rifle
BLRR = Breach loading repeating rifle
BLC = Breach loading carbine
BLCR = Breaeh loading carbine repeeter
MLSB = Muzzle loading smooth bore (Musket)
$ = Bayonet
SP = Spear
Swd. = Sword
A Swd.= Ashanti sword
L = Lance
JZL = Jazzail
MLR = Muzzle loading rifle.

Ft. Gun = Foot gun (Foot artilierlT piece)
Hse. Gun = Horse Gun (Horse artillery piece)
Screw Gun = Screw Gun (Light mule carried artillery piece)
Hvy Gun = Heavy gun (Heavy artillery piece)
Ox Gun = Ox gun (Artillery piece drawn by oxen)

Ait the above guns can be BL or ML (see below)

Gat Gun = 1879 Gatiing gun.
Cat Gun 82 = 1882 Gatling gun

Bothe the above includes Nordenfeldts and Gardner guns etc.

The above guns may be Foot, Horse, Ox, Hea',T or crew types.

Mtd. = IVIounted

Cav. = Cavalry
High, = Highlanders
lnf. = Infantry
Eng. = Engineers
Rifle Brig. = Rifle Brigade.
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Imran Khan Plays Tlle Game

Before playing for India he played for
the Khyber 1st. XI and practiced bowling
with ?lb. shells. He counts as a
muzzle loading gun with 4 crew but uses

the muzzle loading musket ranges. His
target priority is English batsmen
against which he uses bodyline tack-
ticks (all batsmen -1 morale).

I{ater Every Where

Roll one average dice for ev€ry trench,
ditch and donga on the table. If the
score is 2 or less then water fills it
and makes it unusable. Also do this
for every trench dug from now one.

udibi Boy Hero

The Udibi boy is placed with any
Zulu unit (once placed he may not
leave that unit) and due to his
heroism that unit may not be
pinned whilst he is alive.

€lvy Rides Again

Any one dead British officer may be
resurrected as the spear/bullet bounced
off his pocket watch. As this was once
his great grandfathers he is annoyed
and counts as a +2 officer.

Crawl, Walk Run

One pinned Zulu unit may crawl
towards the enemy at 2" per move
until in contact (they must stand up
to charge). The umciio did this at
Isandlwana. If no Zulu unit is
currently pinned this card applies
to the next unit to be pinned.

Melton Prior Draws Sketch

One friendly and one enemy unit, in
melee, cease fighting for one move
whilst Melton Prior captures the
action.
These units will not suffer any
easualties this move.

See No Evil

Ttue to form Baden Powell has
scouted the area well and all natives
off table or still in cover are
revealed immediately.

Five Rounds For A Bottle Of Whiskey

At Isandalwana some soldiers gave
away all they had in money for a
bottle of whiskey during the dying
moments of the battle. One British
company is drunk and fires at -2 but
gets +2 on morale for the rest of the
game.

Dinner Time

All Boer units eat their dinner (routing
troops rally) and thus may not do
anything this turn. However, since no
man fights well on an empty stomach
all other troops add -1 to all rolls for
the rest of the game.

Lucky

Private Joseph Higgins is his companys
best poker player and his cool stare
automatically pins any one unit which
is charging his unit this turn. Due to
his luck this company cannot roll less
than evens on its morale rolls
(British player chooses the company)

Dr. Livingstone I Presume

No its Mr H.M.Stanley who was actually
present in the Ashanti campaign as a
War correspondent. Stanley counts as a
+1 officer 89 (after all he is American).
He is placed in the thickest of the
action and will advance towards any
gunfire, He may crew any gun as a
full B crew.

Biggles Saves The Day

Biggles counts as a three man unit, is
A class and counts as a +2 officer (may
not apply this to himself). He may
operate machine guns single handed
(as if crewed normally). He may have
two sniping chances per turn if doing
nothing else. British player plays
Biggles where ever he wants.

Afghans Break The Patent Laws

If thetsneaky Afghansrcard has been
played this card indicates that the
Afghans have successfully built a
machine gun around the stolen firing
pin. This gun is placed, with crew,
st the discretion of the Afghans,
during the movement phase.

The Golden Stool

This is an Ashanti sacred object. For
so whomever holds the stool rules the
Ashanti. It is placed in any of the
villages on the table (Ashanti choice),
if the British player captures it they win
the game, but whilst the Ashanti hold it
they get +1 firing and morale.

The Gentle Art Of Loading A Rifle

Natives find it better to load their
liberated Remmingtons via the breach
rather than the muzzle. All native
muzzle loaders become breach loaders
so long as the natives are unused to
firearms.

Its Alright Lads rNavies Herer

A company of 5 blue jackets and
a +1 officer succeed in fighting
through to the British troops. Place
these troops anywhere within 3" of
British/Allied troops in the movement
phase.

Your Home Is On Fire

All Boer units must test morale at -2.
Routs count as retire but units who
get this result must ride home
(leaving the board).

Quartermaster Loses [Iis Screwdriver

It is difficult to open the ammunition
boxes without taking the screws out!

Rifle fire slackens by -1 (starting
next turn) for one average dice score
number of moves.

Death To The Infidel

One native unit goes impetuous
immediately.

Bloggsr Private War

Bloggs was a poacher in Yorkshire in
his youth and upset at being sniped at
disobeys his sergeant to avengs the
death of Tommv Atkins, his best
friend. Place one extra figure A9 BLR
sniper on table.
(aloggs was courtmarshalled)

Ilarr5r Faversham Gives Back A
Feather

One British officer increases his
modifier to +2 for this turn only.

EYENT CARDS LIST 1

Joe





A Change of Side

One unit of NNC desert and move to the
nearest Zulu leader and upon contact
with him become Ag Zulu unit.

Billy T\IhiZ

The Beanors famous character may actually
have been brought up in South Africa. All
Boers in Wagon Laagers fire at +1 for the
rest of the game due to Billy loading the
rifles quickly.

Sneaky Afghans Creep Abort

Last night Afghans crept into the British
camp and stole the machine guns firing
pin. They may succeed in building a new
gun around the pin they nicked. One
British machine gun ceases firing
immediately.

Recnritment Drive

Onward christian soldiers on to foreign
landS, prayer books in your pockets
rifles in your hands, take the glorious
gospel where trade may be done, spread
the peaceful tidings with a maxim gun.

One extra crew Rev. Lottaguts for the
Maxim gun.

tBad Air Strikes!'

Malaria or bad air was the bane of all
white troops on the Gold Coast. It was
not until 1854 that Quinine was used to
help malaria extensively. Even so the
disease could strike. Remove 5% of any
British troops present.

Dingane Finds A Hill

All Zulu units count general within 2rr

but only one of the units may use this
modifier each turn. The Zulu general
and any +1 officer are moved to any
hill on the board.

Sgt. Bourne Gets Dust on His Tunic

Sgt. Bourne counts as a +1 officer and
as two figures. He may add his modifier
to himself but may not use it if he is
with a unit that already has an officer.
Sgt. Bourre appears this move but spends
this entire turn cleaning his tunic.

Enemy to Flank

Rumour of an enemy out flanking march
means that 10 figures (British players
choice) of British or allies are removed
the table to deal with it.
A score of 10 on a D10 throw will make
them return again.

Desert Nomads

1882 Egyptians helped by Desert tribes.
Place 30 C? IV MLR & Spear Camelry/
Cavalry are placed on any table edge,
Egyptian players choice.

EVENT CARDS LIST 2

Gurkha Down

The Gurkhas think thev are losing to
many men. If they become pinned or
suffer adverse morale they ignore the
result and draw their Kurris and
chdrge the nearest enemy (without
disorder for continuous charges). In
melee they count as sword +2 for being
dischuffed (counts for 1 melee only).

Corporal Scheisse Iends a Iland

Due to an injured leg Scheiss moves at
half speed and stands 8-10 (on a D10)
per turn of falling over. If he falls he
takes all next move to stand up (if in
melee he may not stand and must
deduct 2 from his melee factor). In
melee he uses his crutch (other weapon).
He also counts as 2 men in all respeets
and adds +1 to his firing.

fime

Lord Chelmsford and anv +1 officer
are placed in base to base contact
while they spend two moves eating
cucumber sandwiches.

Tea

Uust Timed That Nicelyr

Egyptian gunners in 1880rs list count
as II NOT IV as the shells they have
have for once got the correct fuze
length.
(Historicaily Egyptian artillery was
ineffective due to poor quality shells)

Buller Stmck by Fetish
In 1873 Buller was struck down by fever
whilst gathering intelegence. Thinking
his cot carriers were Ashantis he fired
at them.
Any one +1 or +2 officer (natives choice)
shoots at the nearest allied native unit
counting as 3 figs - Ag BLR for one
move only,

Captain Legrett Walks Again

In lhe 1900 Ashanti campaign Cpt.
Legrett crawled into Kumaji having
been wounded. He then helped in the
Kumaji breakout being wounded again!
only to succumb to Cisease a few davs
later?
Place a +1 officer next to any British
Native allied unit.

Misinformed

Durin the Boer War Wosley spread
incorrect information via the British
Press, particularly the Times.
Any hidden or off table Boer's fail to
appear during the game due to reading
the Times and being misled.

Gunga Din Sees It fiuough

After many adventures Gunga Din gets
water to one British battalion who them
add +1 to morale for the next two moves.

White Feathers

Any +1 p11i""r (British) loses his bottle
(whisky probably) and becomes a 0
officer and deserts counting as dead.
Natives choice.

Dust to Dust, Ashes to Ashes

So reads the funeral service of the
Boer gun erew whose home made gun
has just exploded.
British players choice.

The House That Jack Built

Any building on the table (natives
choice) falls down due to weak found-
ations. Any figures in the building
must ro11 three or less on one average
dice to survive the collapse.

Duck

At Isandlwana the Zulus noticed that
British gunners stood back from their
pieces before firing and consequently
laid down. Any one Zulu unit may count
prone from artillery fire this move at
the cost of 2rrof movement.





S0LDIERS OF Tm QIlEEIY by D.Elks and J.G. Stanyon.

TABLE 1 (see rules ?, 10, 15 and 18)

Officer Modifiers.: Ro1l 1 x D10

Column 5 only;- Unit intpetuous -l to dice score.

Score llodifier
r{0
6-8 1

9-10 2

TURN SEQUENCE

a Draw event card (oPtional)

b Units entering the plaving area (and visible
to enemy) are Placed in Position.

c Previously concealed units intending to
charge are placed on the board.

d Charges declare their charge.
e Attempt to unjam machine guns

f Units being charged check firing range.
g Conduct firing
h Unpinning
i Check mora1e
j Movement
I Melees
m Sishting attem

ion Class Column 1 Column 3 Column 4
espond to
enemy

I move
-l move
i rnove

Fire range i Reform
tnove *
1 move
i move
i move

Attempt to ha
pursuit

Pursue
HaIt
IIaIt

MORATE
TACTTCAL FACTORS

-2 Each friend routing within 8!r

-2 Cavalrv charging
-2 Skirmishers charged by close order
-2 Unit charged in fland or rear
-2 General kiiled within 8" x

-1 Under shell fire
-1 Under fire
-1 Unit pinned
-1 No friends within 8"
-1 Units officer killed x

+1 General within 8"
+1 Unit impetuous
+1 Uphill of nearest enemy
+1 Unit in soft cover
+2 Unit in hard cover
+4 Unit in Square **
+? Officer modifier.
* Counts for 2 moves only.
** Square only used by otsmounted bayonet armed

regulars in close order.

MORALE RESULTS

1 or less Rout
2 or 3 Retire, routers continue
4 or 5 HaIt, routers rallv.
6 or 7 Follow orders
8 or more Natives go impetuous

Note:- A unit can avoid going impetuous bv a thalt'

result on Table 1 in movement phase.

MACHINE GUN JAMS & OFFICER CASUALTIES

WEAPON D1O SCORE

Gatling gun 1879-1885 8 - 10

GatlinggunlS36- 9-10
Native operated Machine gun 8 - 10

Maxim gun 10

Clearjam 1-3
Officer Killed 1

FIRING

* llutuallv exclusive.
*+ Skirmishers and depioved gun crews.

\{eaoon Range Factor
Fire at * effect and move:

BLRs
BLCs

Short (7) Medium (5) Long (2)

0-4"
0-4"

- 10"
- 8rt

24\
1Bi'

*move, repeaters t. move
*move, repeaters t move

N'lLSB

N,ILR

0-2rl
0-4il 8"

- l2,l
- 18r!

mounted i move, rest 0

mounted * move, rest 0

Jezail
Sniper

0-4il
0-5"

_9"
1 All

22 I

- 28"
may not move
* move

spea r
I\{/Gun 0 - 6" 14',!

0 2r

- 30r'

full move
1'! only

BLIGun
[{L/Gun

U L'.t"

0-6"
3 0,'
2 0,'

- 80,'

- 60'l
1'r only
1" only

TACTIC.AI, FACTORS

Of licer direeting I " ?
I

Targct in 3* close order ranks I *t
1'arget irr hard cover + | -3
Target in soft cover* | -2
Torgct in oDen order{t | -2
Target charging or moves over 5" | -1
lll-Rs or QF Cuns f irrng | '1

Target prone
-1

-4
+1

Firer class I
Firer class Ii
Firer class IV
Using repeatirtg weaPons
Firer is mounted

PINNING

Roll 1 x D10, double the score. This score must be

equal to or more than units percentage loss this turn

MOYEMENT

Note: Remember the movement dice.
X{OVEMENT PENALTIES

* Disordering terrain: Not applicable to tribals or skirmishers on foot.
** Horse i speed

*** No horses
Broken ground includes woods and bogs etc.

TABLE 4

Troop Type NormaI CharEe

Regular horse/Horse artillery
Regular foot/Foot artillery
Tribal horse, mounted iregulars,

mounted skirmishers.
Tribal foot, imegulars, Skirmishers
Oxen pulled equipment
Unlimbered gun

Unmlimbered Screrv Gun

8"
4"

9"

5',

3"
2"
4"

1 0,,

6',,

72"

Obstacle or Acticn Oxen Skirmishers Others

Linear Obrstacle x

On a steep hill **
Broken groundx
'fttnJlle * 3id ***

4 moves
* speed
i speed

rra.,'n-t mSve

l move
* speed

no penalty
I speed

l move
* speed
* speed
J .-^-a

Formation Change Ro1l on reaction table. Table 5 column 4.
Face change
Step back (foot only)
N{ount/Dismount
Limber/Unlimber
Lie down/Stand up
Climb inlout trench/ditch

not applicable
not applicable
not applicabie

* move
not applicable

2 moves

ii move
no penalty

lz move
not applicable

no penalty
* move

,i move
i speed
* move
* move
i move
* move



MELEE I{EAPON FACTOR

Weapon Foot Horse
Bayonet *,

Sword or spear
Ashanti sword
Lance* *
Other weapons

,l

5

3

q

o

10

4

TABLE 5 MELEE rule 18

To morale score from Table 3 add

the following weapon and tactical

* Bayonets may not be used by mounted
troops

x* To use a lance, cavalry must count as
nhonoi no

Ilighest score wins the melee, take difference and consult the following table:-

TACTICAL FACTOR

Defending and obstacle
Opponent disordered
N4ounted against formed

bayonet/spear armed foot
Outnumbered or against tribals
Opponent in open order
x'Iounted with impetus
Foot rvith impetus
Advancing to contact
Foot attacking a square

+b

+4

-2
-2
+4
+4
+2

+1

+2

CASUATTTES
Notes;-
llouble N'Ielee Casualties
Guns firing shot/shell = crew x 2

Galtings firing = crew x 3

Muzzle loading(close range)= crew x 3

Muzzle Ioading(being charged)
=crewx3

Maxim firing = crew x 4

TABLE 6 CASUALTIES rule 19 (see also rules 11 and 18)

PERCENTAGE LOSS TABLE

Casualty
Factor

Number of figures firing or in melee
IZJ+ 5678 9 10 11 t2 13 l5 16t4 201918Lt
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thers v OthersN{ounted v Others Others v N{ountedN{ounted v X4ountedDifference

Number of Casualties (in figures)Originai unit
Strength 111213141

5C 100
33 66 100
25 s0 75 100

20 40 60 80 10

16 33 50 66 83

11 28 42 57 77

12 25 37 50 62

11 22 33 44 55

10 20 30 40 50

100
85 100
?5 8? 100
66 ?7 88 100
60 70 80 90 10

100

91 100
84 92 100

78 85 92 100

73 80 86 931

4 63 72 81 90

50 58 66 ?5 83
.{b DJ b-t bY /t)
42 50 57 64 71

40 46 53 60 66

94 100

88 94 100

84 89 94 100

80 85 90 95 100

64 70 76 82 88

61 66 72 77 83

57 63 68 73 78

55 60 65 70 75

5lt172329
5 1Lt62227
5 10 15 21 26

5 10 i5 20 25

35 41 ,17 52 58

33 38 44 50 55

37 36 42 47 52

30 35 40 45 50
80 85 90 95

72 77 81 86 90

69 73 ?8 82 86

66 70 75 79 83

64 68 72 ?6 80

52 57 61 66 77

50 54 59 63 68

47 52 56 60 65

45 50 54 58 62

44 ,18 52 56 60

33 38 42 47

27 31 36 40 45

26 30 31 39 13

25 29 33 37 ,11

24 28 32 36 10

4 9 14 19 23

4 I 13 18 22

I 8 13 1? 21

4 8 721620
4 8 12 16 20

59 62 66 70 74

57 60 64 67 77

55 58 62 65 68
53 56 60 63 66

.10 ,{4 ,18 51 55

39 12 46 50 53

37 41 11 ,18 51

36 ,10 43 16 s0
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Fmit:

Distances figr.rres may see into terrain.

Terrain T5rpe lfoods JungIe Buildings Scrub I Broken Ground Along Trenches {long ditches

Distance 6" 2il 3'l 9" 6"

8 16 25 33 11

7 15 23 30 38

7 L42L2835
6 13 20 26 33

3 7 11 14 i8
3 7 10 t4t7
3 6 10 13 17

3 6 10 13 16


















