BRITISH ARMY ‘KRIEGSSPIEL’  DRAFT 1815 RULES – CASULATY RECORD SHEET
	3 Rank Infantry 

(1pt = 5 men)

30pts = 1/6 Bat
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	2 Rank Infantry

(3pts = 10 men) 

50pts = 1/6 Bat 
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	Line Skirmisher

(2pts = 3 men)

100pts = 1/6 Bat
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	Rifle Skirmisher

(2pts = 3 men)

100pts = 1/6 Bat
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	Heavy Cavalry

(2pts = 3 men)

100pts = Squadron
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	Light Cavalry 150

(2pts = 3 men)

100pts = Squadron
	0
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	Foot Artillery

(12.5pts = 1 gun)


	0
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	Horse Artillery

(12.5pts = 1 gun)
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NOTES ON RECORDING CASUALTIES

	There are several ways casualties can be recorded in Kriegsspiel. The simplest in a ‘free Kriegsspiel’ style game is for the umpire to keep a mental tally in is head and then make step adjustments as he feels appropriate. Alternatively, if only a small number of units are involved then a roster sheet is kept for each unit, hits are converted into casualties as taken, but this requires a lot of book keeping and mental artithmatic. In the firing rules it certainly says that casualties may only be applied to the front units being fired on and not those behind. 
The preferred approach of the Napoleonic Association Demo Team is to use the Casualty Record Sheet overleaf, using following method:
(1) Calculate number of hits caused by firing or melee

(2) Remember to half hits for cover or double if hit in rear

(3) Remember in melee winner takes half hits of loser

(4) If infantry, consider their current deployment – in 2 or 3 lines

(5) Cross reference unit type/deployment to Record Chart

(6) Round hits down to nearest ‘five’

(7) Roll a D6 for remainder 1-4 hits.

(8) If roll equal of less than remainder hits, round up five

(9) Move red/blue pin on that track to final result

(10) When end track reached, put pin back to start track

(11) Cross reference unit track to same unit on map taking most hits and apply lose to that unit.
While there is no example in the original Kriegsspiel rules the text certainly describes a sheet as shown overleaf.


	TYPES OF UNITS
Infantry: take 1/6 step lose > 5/6  > 2/3 > Remove block. If just half battalion, replace with 2/3 and then remove from game

Skirmish: remove skirmish  piece & apply 1/6 as above to unit

Cavalry: remove a squadron piece. If appropriate replace with one, two or three 50 man patrol pieces

Artillery
1st gun loss – replace ½ battery with 2 guns


2nd gun loss – replace 2nd ½ battery with 2 guns


3rd gun loss – put ½ battery back & remove 2x2 guns


4th gun loss – replace ½ battery with 2 guns


5th guns loss – remove the battery from game

If Infantry taking hits change from 2 rank to 3 or viva versa move pin to same percentage point on other track. Likewise, if skirmishers are recalled, move pin on type of parent unit track and reset skirmish pin to zero.

We find this system very simple and quick to play with minimal book keeping. Okay, a unit may have only taken half the total loses for that type of unit while two other units may have taken a quarter each, but it keeps the game flowing quickly and as units of one side start falling apart, you quickly start moving towards a result, particularly with a brigade v brigade game.
If there are several players each with their own brigade, it may be worth considering a record sheet for each brigade so that one player does not inherit a ‘friends’ loses.


