DIE KRIEGSKUNST  PLAYSHEET
Sequence of Play

1. Determine Initiative 


Page 16
2. Command / Orders  (Alternate)

Page 18
3. Compulsory Moves


Page 26 
4. Charges (Alternate)
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5. Movement  (Alternate)
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6. Firing  (Alternate)

Page 31
7. Melee



Page 38
8. All Morale & Pursuit Tests
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Initiative: Roll 2 D6    Prussians: +1     Excellent CinC: +1    Poor CinC: -1
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	Definitions
	Charges Allowed
	Automatic Brigade options 

	
	Infantry
	Cavalry 
	

	Assault
	Declared objective. Units may make formation changes. 50% of brigade must advance or engage the enemy. 
	Yes 
	Yes


	50% of brigade, Hold

Cav success, Assault

Cav threat inf, Hold

	Engage
	Declared objective. The brigade must advance to until one unit is within charge range cavalry or musket range infantry of the enemy. Brigade may then hold its ground or follow up the enemy.
	No, may counter charge.
	Only one unit per brigade. No restrictions for enemy unformed, faltering or skirmishers or counter charges
	None

	Support
	Support declared friendly brigade specifying whether, left or right flank or rear. 
	As engage orders
	As engage orders
	If supported brigade breaks then either Hold or Retire.

	Approach
	Move to within 18” of nearest enemy, then revert to hold or move orders.
	No
	No
	None

	Move
	Move to declared objective or proximity of friendly brigade.
	No
	As hold orders
	None

	Hold
	Hold declared area. May move units in brigade area to make best use of the terrain. 
	No
	May Counter Charge or declare opportunity charges.
	None

	Retire
	Units must retire half move back towards friendly base edge. Artillery must limber and retire.
	No
	No
	None


 An Objective must be a terrain feature or an identifiable enemy brigade or friendly brigade.
	Order Change 
	Prussian
	Austrian, British 
	French, Russians, Other

	 2d6
	8
	9
	10

	Brigadier’s loss of nerve table

	Present 

order
	Loss of 

Nerve(3)
	Panic 

(2)

	Assault
	n/a
	Hold

	Engage/Support
	Hold
	Retire

	Move
	Hold
	Retire

	Hold 
	Retire
	n/a

	Retire
	Retire
	n/a


	Order Modifiers:   2D6
	

	C in C issuing order
	+2

	CinC over 12”
	-2

	CinC commanding brigade
	-2

	CinC in contact with brigade general
	+2


 Excellent General +1, Poor -1. If CinC commanding brigade no roll required.
Any unmodified 2  = Panic or

                             3  = Loss of nerve
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	Formation Changes

	Column of March into Line (or vice versa): 1 turn  (involves a 90° change of facing)

Deploy as skirmishers (or vice versa):          1 turn
Form square:                                                  1 turn 
About face:                                                    ½ turn

Limber or unlimber artillery:                         ½ turn 
(1 turn if 12-pdr. or larger)

Enter or leave a built-up area:                       1 turn


	
	Line
	Charge
	 Column
of Coys. 
	Involuntary
 Move

	Guard, Grenadiers 
& Prussian Inf.
	8”
	6”


	12”
	10”

	Other Infantry
	6”
	6”
	8”
	10”

	Cavalry
	10”
	12”
	16”
	12”

	Irregular

Cavalry
	12”
	12”
	18”
	16”

	Artillery
	6”*
	-
	-
	8”

	Generals
	12”
	-
	-
	-


* 6-8-pdrs. can be manhandled 2” a turn. 3-4-pdrs. move as “Other Infantry”.
	Terrain

	Difficult Terrain: Farms, villages, open woods, fordable rivers, streams, steep hills etc.
Effect:   All units (except skirmishers) move at ½ speed.  Retreating or routing troops aren’t effected. Cavalry (except Cossacks) unformed.  Artillery larger than 3-4-pdrs. can’t deploy.   

	Severe Terrain:   Dense woods, marshes, rugged high ground etc. 
Effect:  Impassable to cavalry and artillery. Move at ½ speed, and close order infantry is unformed.

	Note: All units recover from being unformed by remaining stationary for a turn.


 FIRING Page 31
	Firing Ranges

	Infantry (Fire arc 30° / 45° for  skirmishers)
	Artillery  (Fire arc 30°)

	Ranges
	Effective
	Long
	Battery Type
	Canister Range
	Shot Effective
	Shot 

Long

	Musket
	0-6”
	7-12”
	3-4-pdrs.
	0-11”
	0-18”
	19-36”

	Rifle
	0-7”
	8-14”
	6-8-pdrs.
	0-12”
	0-21”
	21-42”

	Carbine
	0-3”
	4-6”
	12-pdrs.
	0-13”
	0-24”
	25-48”


	Fire Modifiers

	Infantry
	Artillery
	Situation Modifiers

	Unit is:
	Modifier:
	Unit is: 
	Modifier:
	Target Unit is: 
	Modifier: 

	Elite / Line
	0
	Garrison Artillery
	-2
	In Column

of March
	+1

	Garrison / Militia
	-1 / -2
	Other Batt moved
	-4
	Supports within 4”
	+1

	Battalion gun attached
	+1
	Howitzers v. cover/buildings
	+1
	Square / Enfilade
	+2

	First turn of firing
	+2
	Battalion gun firing canister within 6”
	+2
	Charging Cavalry 
	+2

	Fired previous turn
	-1
	3-4-pdrs. firing canister

	+3
	In Cover
	-2

	Moved
	-2
	6-8-pdrs. firing canister
	+4
	Skirmishers or deployed artillery 
	-3

	Unformed
	-4
	12-pdrs. Firing canister
	+5
	In Buildings
	-4

	½ casualties at long range


	Musketry Casualty Table

	Figures Firing
	Modified Dice Score (2 D6)    Number = figures lost

	
	1-2
	3-4
	5-6
	7-8
	9-10
	11-12
	13-14
	15-16
	17-18

	8 or less
	-
	-
	-
	-
	
	1
	2
	3
	4

	9-12
	-
	-
	-
	
	1
	2
	3
	4
	5

	13-16
	-
	-
	
	1
	2
	3
	4
	5
	6

	17-20
	-
	
	1
	2
	3
	4
	5
	6
	7

	21-24
	
	1
	2
	3
	4
	5
	6
	7
	8


	Artillery Casualty Table

	Guns  Firing
	Modified Dice Score (2 D6)    Number = figures lost

	
	1-2
	3-4
	5-6
	7-8
	9-10
	11-12
	13-14
	15-16
	17-18

	1
	-
	-
	-
	
	1
	2
	3
	4
	5

	2
	-
	-
	
	1
	2
	3
	4
	5
	6

	3
	-
	
	1 
	2
	3
	4
	5
	6
	7

	4
	
	1
	2
	3
	4
	5
	6
	7
	8


	Skirmishers

	Roll 1 D6 per 3 figures.   A “6” causes a casualty.

Ignore range and target formation modifiers.    If 2 or more figures left in unit, roll an extra D6.  
½ casualties on troops in buildings or cover.  If a double 6 is rolled, then possible risk to general.
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Charge Procedure: 

· Declare charges (phasing player first). Receiving unit declares reaction (counter-charge, move and fire, stand and fire or evade).

· Chargers moved to half-way point. Resolve defender fire using “Firing at Chargers” table, or evade. Resolve support fire.

· Chargers test morale to charge home. If they pass they charge into contact. See morale results for failed tests.

· If chargers pass then defenders test morale. If they pass they carry on with reaction move or stand. See morale results for failed tests.

	Die Roll
	Firing at Chargers

	
	Long Range

	2-5
	Effective Range

	6
	Point-Blank Range. 

As Effective, with an extra +3 

	Firing at Chargers Modifiers:   

	      Elite
	+2

	     Veteran
	+1

	     Line
	0

	     Garrison
	-1

	     Militia
	-2


	Melee Modifiers

	Troop Type
	Formation & Grading
	Situation

	Cuirassiers 
	+5
	Charging or Pursuing   (
	+2
	If Unformed or Faltering
	-2

	Dragoons
	+4
	Following up in Melee
	+2
	If Pushed Back in Melee
	-2

	Hussars
	+3
	Formed Infantry in  Column of March 
	-2
	If Retreating
	-6

	Irr. Cavalry  (
	
	Formed Infantry
 in Square  (
	+4
	Attacked in Flank or Rear
	-4

	Infantry
	+1
	Lance-armed Cavalry v Foot
	+2
	50% or more casualties
	-4

	Artillery
	-2
	Elite
	+1
	In Cover / Uphill (
	+2

	Foot v Cavalry  (
	½ 
	Veteran or Line
	0
	In Buildings  (
	+1

	Superior Mounts
	+1
	Garrison
	-1
	Outnumber Enemy:  (or every 50%)
	+1

	Inferior Mounts
	-1
	Militia
	-2
	
	

	(  Lancer-armed cavalry are classed as hussars if charging, irregular if not.

(  Foot only count half numbers v cavalry. Not applicable if both units in difficult terrain.

(  Cavalry must move at least 3” in straight line to qualify. No bonus if in march column.

(  Only applies v cavalry!  
(  Only applies if the enemy is outside the cover or buildings


	
	Melee Results Table

	Difference between score:
	Result

	8 or more
	Loser routs. Squares broken and routed. Cavalry take pursuit test. Foot stand.

	3 to 7
	Loser retreats. Cavalry takes pursuit test. Foot stand

	1 to 2
	Loser pushed back 6”. Cavalry follow up. Foot may stand or follow up. 

Infantry retreat if pushed back by cavalry. Artillery retreats if pushed back. 

Retreating units continue to retreat. 

	0
	Draw. The melee continues next turn. Exception: Cavalry must retire to their own lines to reform if they draw against infantry.

	Note:    Cavalry must beat squares by 8 or more to break them.  Any winning score less than an 8 

      or a  draw results in the cavalry retiring to their own lines, and the square remains formed.


	Melee Casualty Table

	Winning Cavalry v Retreating or Routing Foot
	1 per 1 *

	Winning Cavalry v Cavalry  (n/a to push backs)
	1 per 4

	Winning Cavalry v Pushed Back Cavalry
	1 per 6

	Winning Cavalry v Unbroken Squares
	1 per 8

	Losing / Drawing Cavalry v All
	1 per 8

	Winning Infantry / Artillery v All  (n/a to push backs) **
	1 per 6

	Winning Infantry / Artillery v Pushed back Infantry or Cavalry
	1 per 8

	Losing / Drawing Infantry / Artillery v All  **
	1 per 12


* 1 per 4 if Cossacks     ** All foot is half number against cavalry.       
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	Test unit morale when:
	Test Brigade morale when:

	Attempting to charge home, or to counter-charge
	Brigadier is killed or captured

	Being charged by troops who have passed charge home test
	A unit in the brigade routs

	Unit received 25% or more casualties in one turn
	All units in the brigade are routing

	Enemy fired into the rear of unit at effective range
	If CinC is killed or captured

	Friendly unit routs within 12”
	Procedure for both tests: Roll 2 D6

	Attempting to rally from retreat or rout
	

	Unit reached 50% casualties
	


	Unit Morale Modifiers

	C in C or Brigadier within 12”
	+1
	Testing to charge enemy flank or rear  
	+1

	Exceptional CinC or Brigadier attached to unit  (
	+3
	Unit has suffered 25% casualties
	-2

	Average CinC or Brigadier attached to unit  (
	+1
	Unit has suffered 50% casualties
	-4

	Elite
	+3
	Unit charged in flank or rear
	-4

	Veteran
	+1
	Each casualty suffered in charge
	-1

	Line  
	0
	Unit is Faltering, Unformed or Retreating
	-1

	Garrison
	-1
	Unit has secure flanks (Friendly within 4”)
	+1

	Miltia
	-3
	Unit is charged while Faltering , Unformed or Retreating
	-1

	Russian Infantry on Hold Orders
	+1
	Artillery, or Infantry not in Square charged by cavalry
	-1

	Prussian Infantry on Assault orders
	+1
	Each enemy unit retreating or routing within 12”
	+1

	In Buildings, Cover or Uphill or in square  (
	+1
	Each friendly unit retreating or routing within 12”
	-1

	Unit supported by close order troops within 10” of its rear
	+2
	Unit is Routing (One rally attempt only) Failing unit disperses
	-2

	(  Generals rated as poor have no effect on morale
(  For each category that applies


	Unit Morale Results

	Modified Score
	To Charge
	Being Charged
	Other
	Rallying

	6 or more
	Charge
	Stand, Evade or Countercharge
	Carry on
	Rally

	5
	Falter / Halt
	Falter
	Carry on
	Rally

	3-4
	Falter
	Retreat
	Falter
	Fail

	0-2
	Retreat
	Retreat
	Retreat
	Rout

	-1 or less
	Rout
	Rout
	Rout
	Disperse

	Brigade Morale

	Brigader in command
	+1

	Prussian, Russian or Guard Infantry Brigade
	+1

	 Garrison or Militia Brigade
	-1

	25% / 50%  of Brigade’s units are routing or retreating
	-1 / -2

	Over half of the Brigade is in cover
	+1

	Result:         6 or more:   Pass

1-5: Break. Retire 12”, retreating / routing units disperse

0 or less:  Mass Panic: Brigade removed from table. 


	Definitions

	Unformed
	Unit has lost cohesion. It cannot charge, and only fires at targets charging or firing at them. 

	Falter
	Unit halts and becomes unformed. May fire if charged. Recovers by spending a turn when it neither moves or fires.

	Retreat
	Unit retreats facing the enemy, moving directly away from enemy or towards own lines. May interpenetrate during first half of initial retreat move. Unit is unformed.  It may not fire, but it fights back if in melee. 

	Rout
	As retreating, but cannot fight back, Only 1 attempt can be made to rally. Failure means dispersal.

	Rally
	Unit rallies and halts. It is still considered unformed. 

	Disperse
	Unit is removed from play. Test brigade morale.


