THE DEFENSE OF RORKE’S DRIFT

Sequence of Play

1. British Movement Phase

a. Eliminate British Units in Fire

b. Movement

i. Movement allowances

1. Officers/NCOs = 12mps

2. Other = 10mps

3. Wounded = 4mps

4. Mortally Wounded = 1mp

5. Hospital Patients = 4mps or 0mp

6. Fatigued (starting 10:00pm)  = -1mp

7. Exhausted (starting 2:00am) = -3mps

ii. Movement costs

1. Basic = 1

2. Ditch = 3

3. Roof = 6/up, 4/down, 2/across (can only climb onto Storage Bldg roof from inside perimeter)

4. Bushes = 2

5. Rocky Ledge = +1

6. Stone or Mealie Bag wall = +3

7. Biscuit Wall = +2

8. Wagons or Redoubt = +4

9. Thru Window = +3

10. Thru Door = +1Brit / 0 Zulu

11.  Thru Wall Hole = +1

12.  Dig Hole in Wall (Brit only, one per turn) = 5

13. Remove Fire = +5

14. Start Fire = +3

c. Roll for British Wounded

Result

1 = eliminate


2 = condition worsens (eg. W to M, M to Elim)


3-5 = no change


6 = condition improves (M to W, W recovers)



drms:  +1 orderly, -1M

2. Zulu Movement 

a. Eliminate Zulu Units in Fire

b. Movement allowances

1. Disordered = 0mps

2. Other = 12mps

3. Fatigued (starting 12:00am)  = -1mp

4. Exhausted (starting 2:00am) = -3mps

ii. Movement costs

1. Basic = 1

2. Ditch = 3

3. Roof = 6/up, 4/down, 2/across (can only climb onto Storage Bldg roof from inside perimeter)

4. Bushes = 2

5. Rocky Ledge = +1

6. Stone or Mealie Bag wall = +3

7. Biscuit Wall = +2

8. Wagons or Redoubt = +4

9. Thru Window = +3

10. Thru Door = +1Brit / 0 Zulu

11.  Thru Wall Hole = +1

12.  Dig Hole in Wall (Brit only, one per turn)  = 5

13.  Batter Door (Zulu only) = 10

iii. Batter Door Attempts

Result


3+ = 1 Zulu attempting


2+ = 2 Zulus attempting



drms:  Brits opposing: 1 = -2; 2 or more = -3

iv. Recover Suppressed and Disordered Zulus

v. Setup Reinforcements

vi. Move Snipers (rifle units) to Oskarberg (assuming sniping action last turn)

3. Burning Building Phase

a.
Spreading Fires?

Result



1 = One fire burns out



2 = no spreading



3-5 = All fires spread into adjacent areas



6 = High Winds, conduct 2x spreading

b.
Roof collapse?

# of Turns following total fire spread / D6 needed for collapse


1-2 = dr1


3-4 = dr1-2


5 = dr1-3


6 = dr1-4


7+ = dr1-5

c.
Fire burns out?

# of Turns following total fire spread / D6 needed for collapse


6-8 = dr1


9-10 = dr1-2


11 = dr1-3


12 = dr1-4


13 = dr1-5

4. British Fire Phase

a. Sniper Suppression

# of Units Firing



Die Roll
1
2-3
4-5
6-8
9-11
12-14
15-19
20+




1
-
-
1
1
1
2
3
4




2
-
1
1
1
2
3
4
5




3
1
1
1
2
3
4
5
6*




4
1
1
2
3
4
5
6
7*



5
1
2
3
4
5
6
7*
8*




6
2
3
4*
5*
6*
7*
8*
9*





# = Suppressed; #* = ½ Suppressed are Elim (round down)





Only Brits on south wall or rooftops may fire

b. Rifle Fire Phase

# of Units Firing



Die Roll
1
2
3
4
5
6
7
8+




1
-
-
D
D
W
W
M
M




2
-
D
D
W
W
M
M
M




3
D
D
W
W
M
M
M
1




4
D
W
W
M
M
M
1
1



5
W
W
M
M
M
1
1
1




6
W
M
M
M
1
1
1
1





D = Disorder; W = Wounded; M = Mortally Wd; 1 = Elim

Terrain / Unit Effects

1. Ditch = -2

2. Biscuit Box Wall = -2*

3. Bushes = -1

4. Stone or Mealie Bag wall = -3*

5. Wagons = -4*

6. Redoubt = -5*

7. Thru Window / Door / Loophole = -1 (Zulu target only)

8. Fatigued (starting 10:00pm)  = -1

9. Exhausted (starting 2:00am) = -2

10.  Wounded = -2

11.  Close Range (>5 inches during the day) = +1

12.  Long Range (<10 inches during night) = -1

*Zulu do not get benefit if Brit is adjacent.

All firers must be firing across terrain for mod to apply.





Units must fire at closes “danger”

c. Ranked Fire Phase

# of Units Firing



Die Roll
3
4
5
6
7




1
2
3
4
5
6




2
3
4
5
6
7




3
3
5
6
7
8



4
4
6
7
8
10



5
5
7
8
10
12




6
6
8
10
12
14





# = Hit Pts; 1pt = W, 2pts = M, 3pts = Elim



For Ranked Fire, units must be in 2-3 Ranks of 3+ per Rank, plus a Leader.  Leader does not contribute.  Ranks fire separately.  Ranks must be straight and must fire straight with up to 45 degree deviation (but still must fire straight as a Rank).  Only British Infantry may participate (i.e. no Artillery, Commissary, etc)

d. Advance / Retreat Ranked Line up to 1 Inch within 45 degree angle.

5. Zulu Fire Phase

a. Sniper Fire

Roll 1 die per Sniper:

dr6 = Hit = roll again

dr1 = Miss, dr2-4 = W, dr5 = M, dr6 = Elim 


drms only apply to 2d die roll

b. Rifle Fire

dr6 = Hit = roll again

dr1 = Miss, dr2-4 = W, dr5 = M, dr6 = Elim 


drms only apply to 2d die roll

Max Range = 20 hexes; 10 if level firing (day)



8 hexes; 5 if level firing (night)

c. Spear Fire

# of Units Firing



Die Roll
2
3
4
5
6
7
8
9+




1
-
-
D
D
W
W
M
M




2
-
D
D
W
W
M
M
M




3
D
D
W
W
M
M
M
1




4
D
W
W
M
M
M
1
1



5
W
W
M
M
M
1
1
1




6
W
M
M
M
1
1
1
1





D = Disorder; W = Wounded; M = Mortally Wd; 1 = Elim




Must be within 2 inches to fire.


Terrain / Unit Effects

1. Ditch = -2

2. Biscuit Box Wall = -2*

3. Bushes = -1

4. Stone or Mealie Bag wall = -3*

5. Wagons = -4*

6. Redoubt = -5*

7. Fatigued (starting 12:00am)  = -1

8. Exhausted (starting 2:00am) = -2  

*Zulu do not get benefit if Brit is adjacent.

All firers must be firing across terrain for mod to apply.

d. Flaming Spears

i. Four (4) attempts per turn

ii. Must be non-Rifle Zulus; no Spears onto Storage Bldg except from inside perimeter

iii. Dr6:  1-3 = no effect; 4-6 fire starts

Drms = -1 fatigued; -2 exhausted

6. Melee Phase

Zulu Melee Phase

Odds

Die Roll
1:3     1:2     1:1     2:1     3:1     4:1     5:1     6:1     7:1     8:1     9:1     10:1


1
  -         -        -         -         -        R        R       R      WR    WR    MR    MR  


2
  -         -        -         -         R       R        R      WR   WR    MR    MR       1  


3
  -         -        -         R        R       R       WR   WR    MR    MR      1        1


4
  -         -        R        R        R      WR    WR    MR   MR     1         1         2 


5
  -         R       R        R       WR   WR    MR    MR     1        1         2         2  


6
  R        R       R       WR    WR   MR    MR       1       1        2        2         3 






# of Defenders




Result

1
2
3




R

R
-
-




WR

WR
R
-




MR

MR
WR
R




1

E
MR
WR




2

E
E
MR




3

E
E
E




R = Retreat 1 inch




W = Wounded




M = Mortally Wounded




E = Eliminated

Terrain / Unit Effects

1. Rocky Ledge = 1L

2. Biscuit Box Wall = 3L

3. Bushes = 2L

4. Stone or Mealie Bag wall = 3L

5. Wagons = 4L

6. Redoubt = 5L

7. Wall Hole = 3L

8. Fatigued (starting 10:00pm or 12:00am)  = -1

9. Exhausted (starting 2:00am) = -3  

*Zulu do not get benefit if Brit is adjacent.

All melee attackers must be across terrain for mod to apply.

7. Construction

a. Redoubt - Takes 2 consecutive Turns (no movement or firing) of 6 men to complete each side.

b. Biscuit Box Wall – Takes 2 consecutive Turns (no movement or firing) of 8 men to complete each segment.

8. Zones of Control

a. Units must either close to adjacent or stop upon coming within 1 inch of the enemy.

b. No ZOCs do not extend through walls.

c. Zulu ZOCs do not extend across walls, doors, windows or loopholes.

9. “Stacking”

a. Up to 2 Zulus may be paired if adjacent.  Attacker can only fire at one unit, and if that unit is eliminated, the Zulu player picks which unit is effected.

b. Up to 3 British may be paired if adjacent.  Attacker can only fire at one unit, and if that unit is eliminated, the Zulu player picks which unit is effected.

c. All units within 1 inch of Melee may participate, counting all paired units.

10. Miscellaneous

a. A unit (or group of paired units) may only be fired at or melee’d once per Turn

b. Turns are 20 minutes each, and run from 4:30pm until 5:00am as long as there is light available (i.e. something on fire)

c. Disordered Zulus remain on the map only if within the perimeter.

11. Victory

a. Points

i. Zulus:  +1VP for each Elim; for each 2 MW; for each 4 W; for each 6 D

ii. Brits: –1VP for each W; –3VP for each M; –5VP for each Elim

iii. +2VP per turn for each Hospital Room originally occupied and still occupied beginning 7:00pm.

iv. +10VP per turn if Hospital dogleg occupied beginning 7:00pm.

v. +9VP for control of Small Kraal (reduce for proportional control – must be occupied to count) 

b. Game ends when VP level reaches 150+, or when light fails (i.e. no fires)

c. Victory Levels

i. 100+ Brit Decisive; 75-99 Brit Tactical; 50-74 Brit Marginal

ii. 25-49 Draw

iii. 0-24  Zulu Marginal; <25-1> Zulu Tactical; <26+> Zulu Decisive

Historical


700 Zulu eliminated = 700 / 5 men = 140 units x 1VP/unit = 140VPs


Small Kraal = 9VPs


17 British eliminated x 5VPs = -85VPs


13 British wounded x 1VP = -13VPs


51 Net VPs – Marginal British Victory

