Fire and Steel Playsheet ver 1.00

PLAY SEQUENCE
1. Move Phase: Models move in random order each turn.

2. Combat Phase: Roll Iniative to determine what models shoot or fight first.

3. Repeat 1. And 2. above.
Move Actions

All models have 3 impulses per turn. Wounded models lose 1 impulse per wound. Models with one or more 'M' markers can only move to cover, run away, or surrender. An impulse can be used for the following:

-Movement: 3" for foot, 5" for mounted. Deduct 1" for foot and 2" for mounted in bad terrain.

-Firing: Cost 1 impulse to fire in either Move (need an AIM marker) or Combat phase.

-Reloading: Depending on weapon type, 1 or more impulses to reload.

-Other: Dismounting, pick up a body, cross an obstacle, mounting, Aim, etc, etc.

INITIATIVE
D6 +/- init. modifiers (below)


HIDEN MOVEMENT AND SPOTTING 

If D6 + / - modifiers is postitive, then spotting is successful.
Modifiers
Per full 6" distance between 

    spotter and partially obscured counter......................-1

Per full 3" distance between 

    spotter and counter in cover.....................................+1

Target type is conspicuous clothing.............................+1

Counter moved in NpoA..............................................+2

Counter moved 2 or more impulses.............................+2

Modifiers
Per Wound.......................................-1

Suprised....................................-4

Shooting Mod
Armed with long

 barrelled weapon/bow..............-2

Aimed Shot...............................+4


Hand to hand Mod
Cav armed with lance* 

     in open space.........................+2

Armed with pistol, 

    or long weapon**

     in open space...........................0

Armed with long 

    weapon** in 

    confined  space.......................-4

Armed with other 

    close combat weapon..............-2


*Lance cannot be used dismounted or in confined space.
**Long weapons include fixed bayonets, cavalry sabres, spears, etc.


RATES OF FIRE AND RELOADING
HITS ON HORSES

Single-action revolver
1 shot per phase
A Firing roll to hit a mounted model that fails by 1 or 2 points may have hit the horse. Roll a D6:

1 - 3 = No Effect

4 - 5 = Horse wounded, roll 4 - 6 to remain 

           mounted.

6      = Horse killed!!!

A model fighting a mounted opponent in close combat may opt to strike at the horse or the rider. If striking the horse, roll to hit the rider as normal but hits have the followinng effects:

1 wound   = No effect

2 wounds  = Horse wounded, roll 4 - 6 to remain   

                     mounted.

Dead         = Horse killed!!!

Double-action revolver
2 shots in BOTH phases


Muzzle-loading pistol
1 shot, place 4 Reload markers after firing


Bolt / Lever-action rifle
1 shot per phase


Breach-loading rifle / carbine
1 shot, place 1 Reload marker after firing


Muzzle-loading musket
1 shot, place 4 Reload markers after firing


Muzzle-loading rifle
1 shot, place 6 Reload markers after firing


Pump-action shotgun
1 shot per phase


Break-action shotgun
1 shot, place 1 Reload marker after firing


Muzzle-loading shotgun
1 shot, place 4 Reload markers after firing


Bow
1 shot, place 1 Reload marker after firing


Thrown weapons (axe, spear, etc.)
1 shot per IMPULSE


SHOOTING

Skill + weapon / range factor + / - shooting modifiers + D6 = Result

Weapon
6"
12"
24"
48"
Shooting Modifiers
Suprise target, 

    unless in NpoA........................-1

Per change of

    target this phase.......................-1

Target in cover when shot at.......-2

Partially obscured 

    target at over 6" 

    range (                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                Dbl. Barrelled Shotgun
8
4
--
--



Single Barrelled Shotgun
6
3
--
--



Bow
4
3
2
--



Throwing Spear
4
2
--
--



Thrown knives, Axes, etc.
3
--
--
--



HAND-TO-HAND COMBAT
Skill + / - modifiers + D6 = Result

Modifiers
Pistol (reloading skill applies)...............+4

Specialist close combat 

weapon (e.g. sabre, fixed bayonet)........+4

Unarmed or other close combat 

    weapon (e.g. knife, rifle butt)............+2

Mounted attacking foot.........................+2

Per wound...............................................-1

More than one opponent.........................-2

Attacking shielded opponent..................-2

Attacking from above............................+1

Suprise attack........................................+1


RESULTS OF COMBAT
Attack Effect Table                        


Result
Effect
Both firing and hand-to-hand attacks will give a Result number, this is used in the Attack Effect table. Roll another D6 (with modifiers) on the indicated Hit Effect Table. If the modified hit effect is '0' the victum is NOT wounded, but must take a morale test. Any model takinng 3 or more wounds is DEAD!!!


6 or less
No Effect



7 - 8
Morale Test



9 - 11
Type 1 Hit



12 - 13
Type 2 Hit



14 or more
Type 3 Hit







Hit Effect Table


D6
Type 1 Hit
D6
Type 2 Hit
D6
Type 3 Hit


1 - 3
1 Wound
1 - 2
1 Wound
1
1 Wound


4 - 5
2 Wounds
3 - 4 
2 Wounds
2
2 Wounds


6
Dead
5 - 6
Dead
3 - 6
Dead

Results of Combat Modifiers

Shooting
Superior ammunition (e.g. buffalo gun, jingal)....+1

Inferior ammunition (e.g. arrow, assegai, 

improvised musket slugs, shotgun over 6" range)....-1
Hand-to-Hand
Hit by unarmed attacker (includes pistol butt)....-3

MORALE

D6 + / - modifiers

Result
Under Fire
In H-to-H Combat
*If result occurs durring movement phase the figure may continue remainder of move until reaching nearest cover.

**The figure is pushed back 1", it's opponent must follow-up unless defending an obstacle.

-1 or less
2 x Morale Markers. Goes to ground.*
2 x Morale markers. Pushed back.**


0 - 2
1 x Morale Markers. Goes to ground.*
1 x Morale Markers.


3 +
Pass test O.K.
Pass test O.K.


                                                    Modifiers


Per Morale marker.......................-1

Per wound....................................-1

If leader lost/out of contact..........-1
If 50% of own group lost or out of contact..........................-1

If under fire from machine guns or explosives.....................-1

If under fire/hand-to-hand 

    attack from more than 1 enemy model.............................-1


