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Turn Sequence:


Place Order Chips (Moving or Stationary)


Reveal All Orders


Moves / Charges


Random Events (Natives Appear)


Shooting (simultaneous)


Melee (simultaneous)


Morale Tests


Stationary units may fire at any time during the turn, including during another player’s move, but they may only fire once per turn.





Shooting:


Roll number of fire dice based on weapon ROF x number firing, each roll =< modified Unit’s Shoot number is a hit.  Modifiers are cumulative.


-2�
Firer is Moving�
�
-1�
Target at Long Range�
�
-1�
Target in Light Cover�
�
-2�
Target in Heavy Cover�
�
-1�
Target Infantry in Skirmish Order or gun crew�
�
+1�
Target Cavalry in Close Order�
�
+1�
Target is enfiladed and in close order�
�
+1�
Target is attempting to charge and firer is infantry in close order (Volley Fire)�
�
-1�
Target is Elite or protected�
�
+1�
Target is Green�
�
+1�
Target is large vehicle  (see unit card)�
�
+3�
Target is enormous vehicle (See unit card)�
�
Hits on Infantry / Cavalry / Guns = casualties


Artillery hits on Infantry / Cavalry / Guns place blast template


Hits on Notable Persons force saving throw to avoid casualties (See Unit Card)


Hits on Vehicles force armor save (see vehicle charts)





Move:


Movement rates and terrain penalties on unit cards


Must Move in Direction of Arrow


Chargers move normal move plus charge bonus


Infantry / Cavalry / Guns:


Change formation before move. stationary units may change formation and still be stationary


Move leader


Move all other figures around him in formation


Close order = bases touching, loose order = 1” between bases


Vehicles


Roll <= SUSTAIN or break down 


Turn up to SPIN rating


Move up to SPEED in straight line


Automata


Roll <= SUSTAIN or roll on Haywire table








MELEE:


Rolls 1 die for each individual in combat or dice based on vehicle melee attack rating, each roll =< modified Unit’s Melee number is a hit.  Modifiers are cumulative.


-1�
Target in Light Cover�
�
-2�
Target in Heavy Cover�
�
-1�
Attacker in Skirmish order�
�
Hits on Infantry / Cavalry / Guns = casualties


Hits on Notable Persons force saving throw to avoid casualties (See Unit Card)


Infantry Hits on Vehicles force armor save (see vehicle charts)


Vehicles hitting vehicles, each roll save, pass = roll on Dent column, fail = roll on crack column





Morale:


When to take Morale Test:


To charge or receive charge during move phase


When infantry / cavalry / gun take casualties (1 test per turn)


When vehicle takes any hits (only 1 test per turn)


Infantry / Cavalry / Guns: 


Roll d10, <= number of figures left in unit = pass�
�
-1�
Attempting to Charge�
�
-2�
Infantry Attempting to charge vehicle�
�
-1�
Skirmish order receiving charge�
�
+1�
In Light Cover�
�
+2�
In Heavy Cover�
�
-1�
Army Commander within 3” of Unit Leader�
�
+6�
Gun (for gun crew only)�
�
x2�
Power Armored Infantry count as 2 figures�
�
Vehicles:  Roll d10, 10 = fail�
�
-1�
Each Crew Casualty�
�
-1�
Each 3 points of attribute reduction, round down�
�
-2�
Penetrating Hit this turn�
�



Morale Failure Results�
�
Roll�
Non-vehicles�
Vehicle Results �
�
1�
Unit hangs tough, acts normally�
�
2�
Irregulars mill around, Regulars hang tough, form close order if in skirmish order�
Vehicle commander confused, no action next turn or sit still this turn�
�
3�
Mill around, no action next turn�
�
4�
Unit Backs 6” away from Enemy�
Back 6” straight back�
�
5�
�
�
�
6-7�
Close Order regulars back 6” away from enemy, others run 12”�
Back full move straight back�
�
8-9�
Whole unit runs 12” away from enemy, 1 figure flees�
Turn around, move full move�
�
10�
Whole unit runs 12” away, d10 / 2  figures flee�
Turn around, move full move away from enemy, 1 crew member bails out and flees the table!�
�





















Armor Saves


For every hit on a vehicle or automata, the owner rolls a single armor save, modified as below. A roll of <= the ARMOR rating counts as a non-penetrating hit for shooting or a dent for Melee, above counts as a penetrating hit for shooting or a crack for melee.


-6�
Rifle / Gatling�
�
-1�
Light Gun�
�
0�
Medium Gun�
�
+2�
Heavy Gun�
�
-5�
Infantry Melee�
�
-2�
Infantry Explosives in Melee�
�
+1�
Special Vehicle melee weapon (Drill, saw blade, etc.)�
�









Vehicle Shooting Hits


Roll�
Non-Penetrating Hit�
Penetrating Hit�
Catastrophic Hit�
�
1�
Clank! No effect�
Roll Extra Sustain Roll Immediately�
Internal Damage, -1d6 to SUSTAIN, 1 crew member killed�
�
2�
Clank! No effect�
Internal Damage, -2 to SUSTAIN, Roll Extra Sustain Roll Immediately�
�
�
3�
Clank! No effect�
�
Stops dead still, immobilized, may re-START�
�
4�
Clank! No effect�
Optics Damaged, -2 to SHOOT�
1 Random weapon is destroyed�
�
5�
Clank! No effect�
Armor Damaged, -2 to SAVE�
Armor buckles, - 1d6 to ARMOR, roll of 1 counts as 2.�
�
6�
Clank! Roll Extra Sustain Roll Immediately�
Steering damaged, may not turn until roll START, but may move.�
Vehicle EXPLODES! (treat as Large gun shell)�
�
7�
�
Steam Unit damaged, 1d6 turn to no power, may be repaired by rolling a START after no power�
�
�
8�
Roll d10 again:


1-2 : Weapon Sights damaged, -1 to SHOOT


3-4:  Motive systems Damaged, -1 to SPEED


5-6: Armor damaged, -1 to ARMOR


8-10: Minor Damage, -1 to SUSTAIN roll, make extra SUSTAIN roll now�
Stops dead still, immobilized, may re-START�
Stops dead still, immobilized, no repair possible�
�
9�
�
Crew member killed�
Steam Unit damaged, 1d6 turn to no power, may NOT be repaired�
�
10�
Roll on Penetrating Hit�
Roll on Catastrophic Hit�
Boiler hit!  Crew abandons vehicle.�
�






Vehicle Melee Hits


Roll�
Dent�
Crack�
�
1�
Clank! No effect�
Roll Extra Sustain Roll Immediately�
�
2�
Clank! No effect�
Armor Damaged, -1d6 to SAVE�
�
3�
Clank! No effect�
Weapon Damaged, -1d6 to SHOOT (determine randomly)�
�
4�
Clank! No effect�
Stops dead still, immobilized, no repair possible�
�
5�
Minor Damage, -1 to SUSTAIN roll�
Internal Damage, -1d6 to SUSTAIN�
�
6�
Motive systems damaged, -1 to SPEED�
Steam Unit damaged, 1d6 turn to no power, may be repaired�
�
7�
Roll Extra Sustain Roll Immediately�
Internal Damage, -3 to SUSTAIN�
�
8�
Weapon Sights damaged, -1 to SHOOT (determine randomly)�
Crew member killed, roll test of manhood now�
�
9�
Armor damaged, -1 to SAVE�
Assaulting Infantry get inside, capture vehicle.  Vehicle hits rupture boiler, vehicle EXPLODES! (treat as medium gun shell).�
�
10�
Roll on CRACK column�
�
�









Haywire Automata


Roll�
Effect�
�
1 - 2�
Babbage engine resets, no action next turn, return to normal�
�
3 - 4�
Babbage engine jammed, no action until repaired�
�
5 - 6�
Turn and move full move random direction, roll again next turn�
�
7�
Move Full Move directly forward, roll again next turn�
�
8 - 9�
Attack nearest unit, roll again next turn�
�
10�
Controlled by random enemy player until repaired by Scientist�
�
To repair automata, Scientist CHARGES automata, move him after the automaton.  Roll <= his SAVE to repair.





Automata Hits (Shooting or Melee)


Roll�
Non-Penetrating Hit�
Penetrating Hit�
�
1�
Clank! No effect�
Roll Extra Sustain Roll Immediately�
�
2�
Clank! No effect�
Internal Damage, -2 to SUSTAIN, Roll on Haywire table�
�
3�
Clank! No effect�
�
�
4�
Clank! No effect�
Weapon Damaged, -2 to SHOOT or MELEE�
�
5�
Clank! No effect�
Armor Damaged, -2 to ARMOR, roll on Haywire table�
�
6�
Clank! Roll Extra Sustain Roll Immediately�
Navigation damaged, may not turn until repaired, but may move.�
�
7�
- 1 to Armor, roll extra Sustain immediately�
Steam Unit damaged, 1d6 turn to no power, may be repaired�
�
8�
Minor Damage, -1 to SUSTAIN roll, make extra SUSTAIN roll�
Stops dead still, immobilized, may be repaired�
�
9�
Roll on Haywire Table�
-2 to SUSTAIN, roll on Haywire Table�
�
10�
Roll on Penetrating Hit�
Automaton explodes as medium gun shell�
�






Vehicles that have any stat reduced to zero are disabled!





Automata that have any stat reduced to zero are disabled!














