HONOUR & FORTITUDE
Warfare in India

Sequence of Play      Movement – Firing – Attacks & Melees – Compulsory Moves - Rallies

       Moves are is alternative: Dice each turn to see who moves first

Movement

	
	Aggressive
	Active
	Passive
	Cowed
	Plodders

	Infantry in line, Siege Guns
	10”
	6”
	4”
	2”
	1”

	Infantry in column, Field Guns
	14”
	10”
	6”
	3”
	2”

	Skirmishers, Regular Cavalry, Elephants
	18”
	12”
	8”
	4”
	2”

	Irregular Cavalry
	24”
	16”
	12”
	6”
	3”


       Broken terrain (brush, hills, woods, rocks etc. ): One column to right                                                                                                          

                                                                                             All except skirmishers are “disordered” 
       Rough terrain (jungle, swamps etc.):                     Two columns to right for foot, three for others                                                               

                                                                                             Skirmishers “disordered”, all others “confused”. 

Firing

	
	Close Range
	Long Range

	Matchlock
	4”
	8”

	Flintlock
	5”
	10”

	Rifle (or Jezail)
	6”
	12”

	Enfield Rifle (or  Jingal)
	8”
	16”

	Weapon used from horseback
	2”
	4”

	Light  Gun 
	12”
	24”

	Field Gun (6-9 pdr.)
	18”
	36”

	Siege Gun (12pdr or more)
	24”
	48”


Roll 1 D6 per gunner or two firers.  Hit on a “6”   Fire in two ranks
Casualties                            
	
	No. of hits

	Morale + Drill

± Modifiers
	
	1
	2
	3
	4
	5
	6
	7
	8  
	9
	10

	
	0
	(1)
	(2)
	(3)
	(4)
	1
	1
	1 + (3)
	2     
	2 + (3)
	3

	
	1
	(2)
	(3)
	(4)
	1
	2
	2
	3
	3
	4
	5

	
	2-3
	(3)
	(4) 
	1
	2
	2 + (3)
	3
	3 + (3)
	4
	5
	6

	
	4-5
	(4) 
	1
	1 + (3) 
	2 + (3)
	3 + (3)
	4
	4 + (3)
	5
	6
	7

	
	6-7
	1
	1
	2
	3
	4
	4
	5
	6
	7
	8

	
	8-9
	1
	2
	3
	3 + (3)
	4 + (3)
	5
	6
	7
	8
	9

	
	10 + 
	1 + (3) 
	2 + (3) 
	3 + (3) 
	4
	5
	6
	7
	8
	9
	10


(1, 2, 3 etc.) = Roll this or less for an extra casualty
Modifiers        

Firers:                                                Target: 

Disordered        -2                            Deep Target (column or square)  -2

Confused           -4                            Open Order                                      -3

Moving               -2                            Soft Cover                                        -2 

At Long Range   -3                           Hard Cover                                       -4

Mounted            -3

When an artillery piece is hit by counter-battery, roll a D6. On a “1” the ammo explodes:

Lose a gunner, and check morale for all units within 8”, as if under artillery fire. 

Initiating Orders
Units follow initial orders (eg. march along the road to Cawnpore).  Anything else needs an “Initiation Roll” on a D6, apart from orders to fire, melee or counter-charge. Failure means it continues with current orders. If stopped from undertaking current activity, the unit needs to roll.
	Die Roll needed to “Initiate” (D6)

	Aggressive
	Active
	Passive
	Cowed

	1-5
	1-4
	1-3
	1-2


Attacks
Units stop 6” away from enemy. The attacker and then the defender (if necessary) check morale. If defender passes, he may choose to: Counter-attack, Fire Defensively at Close Range, Retire, or Change facing/formation to face the attack (if he rolls under his drill rating). 

Melees
Fight in one rank, overlap of 1 figure per side allowed. Roll a D6 per figure, and compare “advantages” and “disadvantages”. A “Bundle” is a temporary retreat for the turn.
	Evens or Disadvantage
	“Bundles” on 5, Kills on 6

	Advantage of 1
	“Bundles” on 4-5, Kills on 6

	Advantage of 2+
	“Bundles” on 3-4, Kills on 5-6


Advantages                                                                             Disadvantages
Charging Infantry                                     +1                          In Disorder                     -1

Elephant                                                    +2                          In Confusion                  -2

Heavy Cavalry                                           +1                          Enemy in Soft Cover    -1

Good order Infantry with bayonets      +1                          Enemy in hard cover   -2

Higher morale (first round)                    +1                          Gunners                         -2

Higher Drill (second round onwards)   +1

Count losses on both sides. Kill = 2 pts., “Bundled” = 1 pt. Loser tests morale.

“Disordered” if beaten by 50%, “Confused” if beaten by 100%. If the loser passes, the melee continues.
Morale

Test when: Declaring or receiving a charge / Lose casualties from enemy fire / Lost a round of melee,   

                                If the C in C falls / if a friendly unit (of equal or better) morale routs within 12”
To test, roll equal to or less than the unit’s moral modifier. 

	
	Unit is: 

	
	Aggressive
	Active
	Passive
	Cowed
	Routing

	“1” or less
	Become “Heroic”
	Become Aggressive
	Become  Active
	Become Passive
	Halt, Disordered

	Pass
	Obey Orders
	Obey Orders
	Obey Orders
	Obey Orders
	Halt, Confused

	Fail by 1
	Obey Orders
	Halt
	Halt
	Halt
	Run!

	Fail by 2
	Halt
	Retire
	1-3: Retire

4-6: Panic!
	Panic!
	Run!

	Fail by 3
	Retire
	Panic!
	Panic!
	Panic!
	Run!

	Fail by 4+
	Panic!
	Panic!
	Panic!
	Panic!
	Run!


Modifiers:     +1     If in disorder / each 20% loss / friends in rout / enemy to flank / under artillery fire

                       +2     If in confusion, enemy to rear / facing charging elephants
                       -1      If General present / in square or soft cover / supports within 8”

                       -2      If in hard cover
