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Chapter 1: Pre-Game Activities and Definitions

1.1 Scenario Definition
Prior to playing, the game host or players should create a scenario using one of the following methods:
1. Select a historic situation, either a battle or part of a battle.
2. Use historic forces but set up a hypothetical engagement using the random terrain generator con-
tained in appendix B.
The game host or players should decide itbafard deployment and movement will be allowed in this
scenario. See appendix C for details and instructions.

1.2 Terrain & Ranges
In Cold Steelgach contour represents 20 feet of elevation.

If fighting a historical action, set up terrain historically. If fighting a4mstoric action, use the random
terrain generator provided. In any case, before each battle the terrain on and around the table must be
characterized as one of the following:

1 Open-- relatively flat terrain without undulations or trees, except for those actually indicated on the
table.

T Rolling--characterized by undulations every few hundred paces and/or covered with scrub trees, high
grain/grasses. Visibility and artillery fire will be restricted.

1 Mountainous-as open except that each contour on the table represents 40 feet of elevation.

1 Hilly-Wooded-primarily treecovered. On the table outline clearing areas with trees and assume all
other areas are wooded.

1 Desert--predominately flat and arid (hot or cold) with few features.

Terrain, aside from affecting movement and visibility, will also severely affect-fireth small arms
and artillery. Fire up a single contour line will be penalized moderately. Artillery fire in mountainous
terrain will be severely penalized.

Any unit within 20 paces of the crest of a hill is visible to a unit on the same elevation or one lower or
higher elevation.

1.2.1 Slope definitions

Gentle slopenot more than 1 contour per 400 paces
Moderate slopenot more than 1 contour per 200 paces
Steep slopemore than 1 contour per 200 paces

1.2.2 Key Battlefield Ranges
1 PX =beyond 1,200 paces. The point beyond which artillery will not fire effectively and at which
distance the presence of troops is indistinct. 1,200 paces is considered the PO point.

1 PO =6011,200 paces. The artillery zone in which guns primarily fire ball shot.



T P1=121600 paces. The canister zone.
1 P2 =21120 paces. The musketry zone.
T P3 =020 paces. The close combat zone.

1.3 Weather

Once the scenario type and terrain have been decided, determine the days weather conditions. If histori-
cal data is available, players can adapt it for usgoild Steel Otherwise, consult appendix B for ran-

dom weather and smoke conditions.

1.4 Troop Types and Quality
Each unit (infantry, cavalry & artillery) possesses two ratimgsrale and discipline. These are listed
below and should be noted on the roster provided. See appendix D.

1.4.1 Morale Ratings and Current Moral Levels
Morale affects how a unit responds to threats and its ability to fight. Each unit has a numerical-rating, 1
16, for its morale. The following are general classifications for use in designing scenarios.

14-16 = Anelite unit, one possessing extremely high morale, fanatical loyalty or will to fight and die.
11-13 = Asuperioror above average unit capable of facing threats with calmness and enthusiastic for
renown.

7-10 = Anaverageunit willing to face combat but not particularly motivated by courage, extreme loy-
alty or desire for renown.

4-6 = A poorunit, one in the field under duress or a jaded unit, unwilling to undergo further risks.

1-3 =Mob, a unit without esprit de corps; slave soldiers or individuals fired only by mass hysteria or
alcohol.

In addition to a morale rating, each unit has a current moral level. This level indicates the willingness of
that unit to endure the risks and rigors of combat. From low to high the ratings are

Dispersed The unit has dissolved into a group of fleeing individuals.

Routedd The unit is maintaining some cohesion but is moving away from the enemy rapidly.
Brokend The unit is maintaining its cohesion and is moving away from the enemy.
Waveringd The unit will not advance on the enemy but will follow all other orders.
Determined The unit behaves normally

Resoluted The unit behaves normally and may enjoy some bonuses.

All units start the game with Resolute morale unless specified by the scenario.

1.4.2 Discipline Ratings
Discipline affects a unités ability to maneuver
tions. The following are the classifications for use in designing scenarios.

Hardenedd a longservice unit subject to rigid discipline

Disciplinedd a welkdrilled veteran unit

Trainedd a unit which has undergone complete, but not necessarily thorough training

Militia & a barely trained unit, one incapable of performing any but the most basic maneuvers
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Raw Recruit® untrained in the drill of the period
Rabbled not technically a unit at all, rather a collection of individuals

1.4.3 Irregular Units

Irregular units are units that lack the need or ability to use formations. Thus, Irregulars posses a morale
rating but no discipline rating. Irregulars move as a collection of individuals. An Indian war party is an
example of an irregular unit. Assign a morale rating to an irregular unit that is indicative of its combat
ability.

1.4.4 Commander Ratings

In addition to unit ratings, all commanders above battalion/battery/troop level must be assigned a skill
level. Cold Steel uses three skill levels to distinguish between commander abilities. These are:
Superiord  Commander and his staff are outstanding in their ability to deploy and control the troops.
He can force the enemy to react to his plans and controls the battle. Examples of superior commanders:
Napoleon, Davout, Wellington.

Averaged Commander and his staff are able to deploy and control the troops. He can influence the
battle. Examples of average commanders: Oudinot, Wittgenstein, Archduke Karl.

Poord Commander and his staff are inept at deploying and controlling the troops. He occasionally in-
fluences the events on the field. Examples of poor commanders: Tsar Alexander, Brunswick,
Henestrosa.

1.5 Councils of War

Players may wish to hold a council of war (this is required for md5CEitury scenarios unless the
commander in chief is rated as a superior leader). At this time, players may discuss anything related to
the battle. Inan offenséef ense scenari o, the attackerds coun
deploys his granthactical cards. In a meeting engagement, the councils of war will take place prior to

any setup. Missions (see Command section) may be assigned.

Players whose forces are not scheduled to appear for more than 10 turns after the beginning of the sce-
nario are not eligible to participate (again unless recreating a specific historic circumstance).

A council of war may not last more than 15 minutes. Once it is concluded, players may not communi-
cate with one another unless their player figures (the lead officers representing them) ar¢oibhsse
contact or they pass messagksosts a player 1 command point to generate a message of 100

words or less. A message must be delivered by a courier, using the movement rules in the Command
phase section.

1.6 Force Deployment

Troops are hard to identify at a distance. To simulate @uk] Steelises cards to indicate the possible
presence and movement of troops beyond identification ra@glel Steelncludes deployment cards for

this hidden movement. Please feel free to photocopy these cards for your personal use. If you game
with 5mm figures either reduce the size of the
60 cards. You wi ||l al so need sever al Ssheets of

As a general rule of thumb, in an offertiefense battle the defender will be able to set up his forces not
more than 1/3 of depth of the table (e.g. two feet on a table six feet deep) or within 1/8 of the edge of the
ends of the table (e.g. within one foot of the table edge on anfemhwide table). Obviously, if space

is limited or the historic battle requires it, this rule may be modified. The intent is to avoid th&fank

army so common in wargaming.



If the scenario is a meeting engagement, ntabite deployments will be permitted, unless specifically
called for in the scenario. Initial troop dispositions should be noted on a separate paper, prior to filling
out grangtactical cards.

1.6.1 Using the Grand Tactical Cards

On one side of each card is a standard military symbol for infantry, cavalry or artillery. On the opposite
side is space to identify the unit to be represented by the card. It includes unit ID, superior attachment
(i.e. to brigade, division, etc.), number of constituentsuis (i.e. battalions/squadrons), number of at-
tached batteries and the unit commander. Fill in as much data as you wish, but at least ensure that each
card has enough information to identify the units it represents.

The empty box on the reverse side of the card should be used to sketch out the deployment of the troops
represented by the card. Be sure to indicate the position and ID of each component unit, including at-
tached artillery.

1.6.2 PreGame Allocation of Grand Tactical Cards

One card should be deployed for every infantry brigade (5 battalions or less) or infantry regiment (if the
regiment comprises at least 3 battalions). In the case of-4iagildion or singlesquadron regiments,

treat any & units as a mixed force as long as they are part of the same brigade or task force. For cav-
alry, each brigade or group of brigaded squadrons should have a separate card. Use the artillery card
only for groups of batteries not attached to an infantry or cavalry brigade/division.

For every division (2 or more brigades) each side may form one ad hoc group of at least 1 battalion or 2
squadrond not to exceed 4 units in total. This ad hoc unit may have its own deployment card.

Examples: a French division of 2 brigades of 2 regiments each, with each regiment comprising 3 battal-
ions (12 battalions total) should be represented by 4 cards. Attached artillery could be assigned to any
card A British brigade of 4 battalions (regiments) should be represented by 1 card. A cavalry division

of 4 regiments in 2 brigades, with attached artillery, should be represented by 2 cards.

Each side may have extra cards to use as dummies. These represent the ability of the army to employ
deception to mask its true deployment. Use the following procedure to allocate dummy cards. Remem-
ber, only the skill of the overall commander will be considered for this purpose.

1.6.2.1 Grand Tactical Dummy Cardg1D10)
Maneuver Units Divided by 2

Die Roll 1 2 3 4 5 6 7 8 9+
15+ 2 4 6 8 10 12 14 16 18
12-14 1 2 4 5 6 8 9 10 12
9-11 1 2 3 4 5 6 7 8 9
6-8 0 1 2 3 4 5 6 7 8
35 0 1 1 2 3 3 4 5 5
0-2 0 0 1 2 2 3 3 4 4
<0 0 0 0 1 1 2 2 3 4




Count the number of regiments (brigades for shingitalion regiments) on your side. Divide the result

in half, rounding up. Find that column on the table. Roll 1D10 and apply any modifiers from the
Dummy Card Modifiers table. The cross indexed result is the maximum number of dummy Grand Tac-
tical Cards for that side. Not all dummy cards need be used.

1.6.2.2 Dummy Card Modifiers
Twilight +4
Darkness +6
Rolling terrain +2
Hilly -Wooded terrain +4
Superior Commander +6
Poor Commander -4

1.6.3 Deploying the Cards and Figures
Each side may now deploy figures and cards, according to the following table.

1.6.3 Card and Figure Deployment Ranges

Range Object Deployed Information Available to Enemy
PX Covered Grand Tactical Carg None
Greater than 1,200 paces
PO Uncovered Grand Tactical Ca Number and type of units
1,200- 601 paces
P1 Figures General unit ID (line, light, guard) and strength
600- 121 paces
P2 Figures Exact unit ID
120- 21 paces
P3 Figures Exact unit ID
20- 0 paces

Subtract 1 range from the above in rolling or hilly wooded terrain or at night. Thus in rolling or hilly
wooded terrain units are deployed as figures only within P2 range or as uncovered cards within P1
range.

Optional rule: Instead of deploying units within 600 paces as figures, deploy them using cards. Then,
following the order writing (or equivalent) phase of the first turn, deploy the figures.

Another option: If you really like to see the figures massed on the table and think {bacéQ@le is
too restrictive, deploy any units out to 1,200 paces as figures.

Obviously, the above distances will be limited by {ofesight. Units in or behind cover that blocks line

of sight need only deploy as cards, covered with blank paper if over 1,200 paces or as uncovered cards if
within 1,200 paces. (This distinction reflects the ability of pickets or scouts to ascertain rudimentary
information about hidden units if close enough for some scouting.)

In woods or towns, use a spare board game counter or other small object, instead of laying a card over
your trees or buildings. Exception: artillery on the edge of a woods or town must be deployed as figures
if within 600 paces of the enemy.



1.6.4 Sighting the Troops

Once units reach PO point (1,200 paces), the number of and type of units (infantry, cavalry or artillery)
represented by a card, but not their strength or unit ID, are revealed. Once units reach P1 point (600
paces), players may place the figures on the table following the command phase of the turn after the

units became visible. (Again, subtract 1 from this range in rolling or hilly wooded terrain and at night.)

Or, they may take a more complicated approach. Once a maneuver unit moves into visibility range of a
friendly unit, measure from the sighted unit to the player/figure. This will determine the time taken for
the information to reach the commander. It will take 1 turn per 480 paces for the information to travel
by courier, etc., from the visibility point to the commander, including stops of one turn each along the
chain of command. In most cases this will work out to a turn or two.

During the interval between the time the unit is sighted and the player is notified, keep the enemy card
on the table, rather than deploying the figures. Alternatively, deploy the figures but do not allow the
player to give orders in response to the sighting until the appropriate time has passed.

1.6.5 Maintaining Realistic Deployment Distances

|l tds i mperative that players not use these card
expand the deployment as figures are placed on the table. Thus, while the cards need not (cannot) usu-
ally cover the entire deployment area of the grand tactical units, adequate table space must be allotted
for each card. Cards will normally have a large amount of space surrounding them, unless the maneuver
units are physically small.

This issue reflects one of the key activities of a ger@erdeploying his troops. And, since generalship

is what wargaming should be all about, we have to ensure that bad genéralshdpdeploymend is
suitably penalized. If, when the cards are replaced with figures, there is not enough room to properly
deploy the figures in the space allottedone deployment area overlaps another adjacendtaaipply

the following penalties:

1 Place 6 disorder markers on each unit in the overlapping brigades/regiments. This forces them to
immediately cease movement and reform.

T Any unit under fire or threatened by an enemy unit during the turns prior to figtup §et. while
the cards were used) must make an i mmedi ate m
modifiers.

1 Casualties from artillery on the units represented by the cards are doubled.

The overcrowded component units may not be simply shifted beyond the deployment area. Rather they
must deploy in the space allotted, with overlaps. This may create odd units out of line or units in physi-
cal contac® nice artillery targets.

1.6.6 Artillery and the Grand-Tactical Cards

While the cards are within PO range, the corresponding units may be under artillery fire. Note resulting
artillery hits on the top of the card. Do not conduct morale checks until the cards are replaced with fig-
ures. At that point, allocate hits or casualties equally among units in the leading line or wave of the

grand tactical units. Distribute 40 percent of hits to the leading units equally among the trailing units. If
there Iis a third wave, put 20 percent of the | e



1.7 Scales

Cold Steelses a flexible scale system, allowing players to recreate large or small engagements easily.
While the system is optimized for 1:20/1:30 figure scales, the rules will work with scales as small as

1:5 or as large as 1:60. Throughout the rules, distances are given in paces to accommodate this flexibil-

ity.
Use the following rules for consistent interaction of figure and ground scales.

If the figure scale is 1:5 or 1:10, consider the ground scale 1 inch per 10 paces.
If the figure scale is 1:20, consider the ground scale 1 inch per 20 paces.

If the figure scale is 1:30, consider the ground scale 1 inch per 30 paces.

If the figure scale is 1:40, consider the ground scale 1 inch per 40 paces.

If the figure scale is 1:50 or 1:60, consider the ground scale 1 inch per 50 paces.

Option: Normally, the elevation scale is not changed, regardless of ground scale. For those who pre-
fer, when using a 1:5 or 1:10 figure scale, consider each contour to equal 10 paces. For 1:50 or 1:60
scales, consider each contour to equal 40 paces. Be sure to take this into consideration when defining
slope gradients (see Terrain & Ranges).

Cold Steetloes not require figure remounting. Players may use figures mounted to any other system.
Ideally, each side should use the same mounting system, but this is not essential. Some mounting sys-
tems will require slight variations in considering figure scalapireor Legacy of Glorysystems may

be used without modification. Fé&ire & Steelor Complete Brigadiedeploy each base approximately
Y#inch apart.

For Napoleon's Battledivide the figure scale in half. In other words, if playing with a 1:20 figure

scale, count each figure as 10 men. Also, only the front rank of figures on a base may fire. Another way
to look at it is to calculate the figure scale by-fileus every file (2 ranks on 1 stand) is the equivalent

of 1 figure in a singleank mounting system.

The artillery scale is based on the infantry/cavalry scale used. Each piece is assumed to require ap-
proximately 15 paces for deployment. Thus, at a 1:20 scale, one piece takes up ainctit Blayers

may assign any artillery scale that approximates this deployment. For example, an artillery stand that is
2-3 inches wide in a game with a 1:20 scale could be considered either 3 or 4 guns for game purposes.
Use your best judgment (common sense) when the ground scale and artillery scale do not match ex-
actly.

1.8 Threatened

A unit is considered threatened if it can see enemy infantry within 240 paces or enemy cavalry within
400 paces that possess raw figure odds of 1:2 (1:4 if threatening the flank or rear). Smoke banks of 6
or more smoke balls within 100 paces of the line of sight negates this effect. Out of sight, out of mind.



Chapter 2: The Turn

1) Command Phase
a) Command points acquisition
b) Write commands for aides/regimental commanders, write messages
c) Leader movement/order marking
d) Reveal orders (not missions)
2) Initiative Phase
a) Mark units for automatic order activation
b) Conduct initiative checks
c) Conduct division effectiveness test
3) Rally and Morale Checks Phase
a) Attempt to rally routing units
b) Attempt to rally broken or wavering units
4) Movement Phase
a) Check for offboard arrivals
b) Simultaneous movement/formation changing
i) Deployment card movement
i) Figure movement
5) Artillery Fire Phase
a) Announce targets and conduct fire
b) Mark smoke
¢) Conduct morale checks as necessary
6) Small Arms Fire Phase
a) Announce targets and conduct fire
b) Mark smoke
¢) Conduct morale checks as necessary
7) Close Combat Phase
a) Resolve all combat involving cavalry first
b) Resolve all combat not involving cavalry
c) Mark smoke, if necessary
d) Conduct morale checks as necessary
8) Leader Casualties & Disorder Recovery Phase
a) Determine leader casualties
i) Conduct morale checks as necessary
b) Determine disorder removal results
c) End turn tasks
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Chapter 3: Command

Command points represent the commanders ability to accomplish the job of command. Issuing orders,
moving to where he can best control his troops, dispatching a message, etc., require the commander to
spend effort and time. In Cold Steel this ability is regulated by the use of command points.

3.1 Command Points Acquisition

Each player rolls 2D10, adding or subtracting modifiers as necessary. Cross reference the final result on
the Command Points Acquisition table to determine how many command points he has for the current
turn.

3.1.1 Command Points Acquisition Tablez2p1o)
7 or less 8-12 1317 18 or higher

2 3 4 5

3.1.2 Command Point Acquisition Modifiers

For every 4 or more smoke balls within 200 paces of the commanders figure -4
Superior commander +4
Poor commander -4
Lightly wounded -4
Seriously wounded -7
New order received from superior commander last turn +3

3.2 Command Points Use

Each player may write commands instructions to an aide or aides within 20 paces. These may be mis-
sions or orders. Each such command requires 1 command point. Aides move during the movement
phase, not the command phase. They move up to 480 paces per turn. Place appropriate chits with the
aide; these move with the aide to the target unit.

A player may also spend 1 command point to write a message of 100 words or less. This message may
be given to a courier at no cost in command points. The courier will move 480 paces per turn. A mes-
sage may be read in the first command phase after it arrives at its destination, unless during the leader
casualty phase the recipient is killed or seriously wounded. In that case, the order will be read by the
succeeding officer (if the leader was killed) or by the wounded leader followingtamnaelay.

Once a unit receives a command via an aide, that command is acted updoliowhieg command

phase. Aides without active command instructions automatically move with the commander in the
movement phase. Those who have delivered an order return to the commander automatically moving
480 paces per turn.

Regimental commanders of mditattalion or multisquadron regiments may function as aides for their
regiments in the following way. A player may issue a command to a regimental commander within 20
paces, except that the regimental commander may convey this command to every unit within 300 paces
of his figure at the time the command is issued.

If a regiment consists of more than 4 battalions, the command may not be implemented until the follow-
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ing turn. If the command involves more than one order (example: the regimental commander is in-
structed to form two battalions into line and to form two battalions into column) this also delays execu-
tion by one turn. These effects are cumulative.

Option: if playing a scenario where some players represent reinforcing forces, allow those players to
act as regimental commanders under a superior's orders. In this case, each brigade commander must
give a Mission (se 3.31) to each such regimental commander. The regimental players will roll for com-
mand but will subtract 3 from the die roll.

Each player/brigadier may now spend any remaining points to move andissiensor orders Each
cost 1 command poi nt, eMissienwhich gequired Agointea c hment 0 or

Orders may be given to units or satamponents of units, (companies/troops/sections)-cBuiponents
of units may only be ordered to wheel or prolong. This allows units to refuse or advance a flank, etc.

Each command point enables a player to issue an order and/or move 240 paces. Thus a player with 2
command points may move 240 paces, issue an order and move 240 paces and issue a second order. C
he may move 480 paces and issue 1 order.

A player moves his leader figure at this time and issues orders by placing chits with the unit. Often an
order will require more than one chit. Only one of each of the following chits may be given as a single
order:

Movement/formation/attack as a single order

Movement/formation as a single order

Special as a single order

Special and formation as a single order

A unit which wheels or changes formation may use any unused movement allowance to move forward
straight ahead along its new forward axis.

The leader figure must pass within 20 paces of the command stand of the unit (or the center of the unit if
no command stand is present) to issue an order to that unit.

Once all players have expended their command points to move their command figures and place order
chits with their units each player turns over the chits he has placed and announces any order clarifica-
tions needed. This is not a debate, simply a proclamation of intended action.

3.3 Command Types

3.3.1 Missions

These are written sets of commands. They will outline an objective, a route, any contingencies or condi-
tional instructions and timing. They allow the player to mark this unit with order chits consistent with

the mission even though the unit may be far away from the player/figure. Missions must be given to off
board troops who will not enter along the friendly base edge (friendly rear only, not flanks).

There are six types of missions: attack, support, defense, rearguard, maneuver and skirmish. If players
feel so inclined, the mission only, not details of the same, must be announced during the reveal chit step
of the turn in which the unit(s) receive the mission.

Attack--a unit will move along a specified route toward an objective and attack (move toward to fire at
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or engage in close combat) any units along the route or within 200 paces of (or 100 paces beyond) the
objective.

Protect-a unit will maintain relative position with the unit designated for support and will attack any
unit that moves within 120 paces of the supported unit and 240 paces of the supporting unit.

Defense-a unit will defend a defined area and may initiate attacks (movement toward) only against
units which penetrate or move within 120 paces of that area.

Rearguarea unit will move to a designated position, defend that position (including attacks against
units penetrating the position) or move again to another designated position. Any movement, except
attacks, must be away from enemy troops.

Maneuver-a unit will follow a route to an objective but will not come closer than 500 paces to an en-
emy unit unless it outnumbers the total enemy strength within 900 pacek twyrore.

Skirmish-a unit will remain in place or move to 420 paces of the enemy. Once an enemy is within
this distance, the unit will attempt to maintain this distance. If a friendly unit not in open or extended
order moves through the skirmishing unit, the skirmishing unit will move to the sides of the other unit.

Follow me-a unit or units will maintain relative positioning and move forward or obliquely maintaining
relative distance to the player figure. The player figure must be among the units he issues this to (i.e.
not beyond the front, flanks or rear of multiple units) or adjacent to a single unit if the mission is given

to only one unit. The turn in which a unit or combination of units begins such a movement, each unit is
marked with the appropriate movement chits (forward, oblique, march, double, etc.). These chits may

be changed each turn that the player figure is not wounded or does not alter his relative position to the
units operating under this mission. Once he is wounded or changes his relative position, each unit keeps
the last movement chits placed, until individual units are given new chits as normal orders.

3.3.2 Orders

Orders are single instruction or instruction set issued by a commander. In most cases orders also are
given in support of a mission. In Cold Steel, orders given to a unit are represented by chits placed dur-
ing the command phase. Alternatively, orders may be written on a unit roster.

3.3.2.1 Movement Orderqdirection and speed)
Forward march/walk

Oblique march (not more than 22 degrees off straight ahead)
Backward march (infantry only)

Wheel march/walk (from one flank or the other only)
Conversion march (infantry onlwvheel on center)
Forward quick/trot

Oblique quick

Wheel quick/trot

Forward double/canter

Wheel double/canter

Prolong

3.3.2.2 Formation Orders
Column (multiple typessee appendices)
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Line (multiple types-see appendices)

Open

Extended

Square

Limber/unlimber

Divisions/klumpen (only units in open or extended order)

3.3.2.3 Special Orders
Reform (recovers disorder)
Special (used for the following:

Attachmen(the player/figure will move in the movement phase with this unit)

Brigade(combine different units into an ad hoc unit, including-salmponents previously de-

tached from other units, e.g. elite companies) Include formation chit. Use lowest component unit
morale. If converging units which took casualties in the current battle, drop morale one level fur-
ther. Note on cavalry units: players may define groups of squadrons as a single unit. This may
be done prior to the game or during the game. Ugeeaialchit and announce that the squadrons

are being brigaded.

Converge Elite Companie€ommanders may converge elite companies to form elite units on
demand. A converged elite battalionds mor al
parent unitds morale rating drops by 1 when
unit.

Create/Clear obstacl@equires engineers/sappefsr each engineer figure, roll 1D10, result is
number of paces affected (round to nearest u
round to nearest 20 paces)

DestroyApplies to inflammable light or medium structures. Calculate the same as fortify/build
works. For spiking guns, rolls 1D10, add +3 for attached engineers, suBtfactavalry. If the

result is 6 or higher, all guns within 20 paces are destroyed.

Detach/Regrougdetach component squadrons, companies or sectiatsahing the same,

also attaching engineers/pioneers/sappers and skirmishers) Include formation chit for regroup.
Detach skirmishers A unit with integral light infantry (and in some cases those without) may
deploy their skirmishers. Usespecialchit. Detached skirmishers will adopt open or extended

order 60260 paces in front of their parent unit. They will automatically move with the parent

unit. Deployed skirmishers prevent small arms fire on the parent unit from the direction of the
skirmishers. They may fire without having the unit forfeit its first fire bonus. An enemy unit may
target skirmishers for small arms or artillery fire. If detached skirmishers take a casualty, they
automatically regroup on their parent unit at the end of the appropriate fire phase. Detached skir-
mishers threatened by cavalry will automatically regroup on their parent unit in the current
movement phase. (This is not considered an order or movement.) When the parent unit reaches
P3 range (or P2 range at ©playerodés discretion
of the parent and may participate in small arms fire and close combat. (Consider them as formed
for this purpose.) To regroup skirmishers, usesttecialchit and announce skirmishers will re-

group on their parent. Nationalities who use the third rank as skirmishers, may deploy every

third stand as skirmishers. This does not affect the parent unit for fire purposes. However, if third
rank skirmishers take a casualty, they must reform with the parent, and that loss will count
against the unit for fire and other purposes.

Dismount/Remourihclude formation chit.

Embark/DisembarKinclude formation chit for leaving buildings.)

Lie down/Stand ufrequires initiative check to stand up)

Move boat{ 46 per turn up stream, 90 inches per t
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stream-any movement not within 20 degrees of up or downstream is considered across stream
upon arrival on opposite bank, roll 1D10, result is number of pacesX20 that boat drifted down-
stream, move immediately to this point)

Fortify/Build works(requires at least 1 company of engineers/sappeitsl D10--divided by 2
rounded dowsper company every 5 turns, result is number of paces improved one level (up to
heavy works or stone buildings).

Multi-battalion Formation Two or more units may be combined to create a romiti formation,

such as a regimental square. Each unit must be given the necessary individual orders to form
their portion of the unit, i.e. Form line to the right, form line to the left, etc. Additionally, each
component unit may be moved up to 40 paces to place it in its appropriate position relative to the
other units in the formation. This adjustment is considered to take an additional % turn.

Occupy buildings or works/leave buildings or wotkslude formation chit for leaving build-

ings.)

Start/Fight firesApplies only to flammable structures. Roll 1D10, subtract 3 if it is raining. If the
result is 7 or higher, a fire is started. A fire will reduce the cover level of a structure 1 level every
five turns. To fight a fire, the unit must roll 1D10 every turn, subtracting the number of turns the
fire has burned. On a roll of 6 or higher, the fire is extinguished. If a fire burns for more than 5
turns, roll 1D10 for every nearby structure within 20 paces, adding +3 if the building is down-
wind, subtracting 3 if it's raining. On a roll of 7 or higher, that structure catches fire. Each burn-
ing structure will generate 10 smoke balls per turn.
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Chapter 4: Initiative

In Cold Steel the Initiative Phase represents the actions of subordinate unit commanders as they react to
situations that affect their unit. If the player commander is present and attached to the unit in question
the unit will follow his orders to the best of
where at once and in his absence, the junior leaders take over. Company commanders, battalion com-
manders, regimental commanders will attempt to
Aright thingd i s what the player commander desi
what the player desires he can allow it to proceed with its activation, otherwise he may attempt to cancel
the action.

During the Initiative Phase, players check their units and determine which ones will activate automatic
orders. If those automatic order activations are in accordance with the player commanders wishes he
can let them happen. If he does not want the unit to act on the automatic order, he may attempt to cance
it.

4.1 Automatic Orders

1 Cavalry Advance: Cavalry threatening an enemy unit will advance against that unit (use fire priori-
ties to determine which unit in the case of multiple targets). Exception: Militia, Raw Recruits and
Rabble cavalry will never charge unless ordered.

1 Protect: A unit with a Aprotecto mission and wi't
line of sight will advance against that threatening unit.

1 Artillery Withdraw: Threatened artillery will limber and move away from the nearest enemy.
(Takes % turn to limber but incurs 2 disorder.)

1 Form Square: An infantry unit threatened by cavalry will form square unless in a firefight (at P3
range and received this result on the close combat table last turn). A threatened infantry unit in open
or extended order will form skirmisher squarddumpen or rally by divisions.

T Reform: A unit with 6 or more disorder markers will reform.

1 Form Line: An infantry unit at P2 range will attempt to form line unless ordered to fall back or
unless threatened by cavalry.

1 Return Fire: An infantry unit that took casualties from small arms fire in the previous turn will halt
and return fire. It will not advance but may form line.

T Irregulars Advance: Irregulars threatening an enemy unit will automatically activate an order to
advance to P3 at the fastest possible speed unless the irregular unit passes an initiative check.

1 Fall Back: A unit that meets any of the following criteria will fall back during the movement phase:

Threatened on the flank or rear and no supporting friendly units
More than 75% casualties
More than 10 disorder

Automatic order activatiomay beignored for a unit to which a player figure is attached (that is touch-

ing the unit in question).

4.2 Automatic Order Activation

Each player checks his units for automatic order activation. Any unit whose circumstances require an
automatic order must be marked with the appropriate chit. Place the chit face down next to the unit.

The player may attempt to cancel this by performing an initiative check on that unit. The results are in-
dicated by placing the original order chit, or the automatic order chit, face down. (This should be done
secretly, so the opposing (and other friendly) players do not know the reRaeltsember that cancella-

tion of an automatic order change is considered changing an order for results on the table. Thus, an
infantry wunit threatened by cavalry must fApasso

16



Each player may then attempt to change the automatic order of any unit anywhere. He does this by per-
forming an initiative check with 2D10. As before, each result (or lack of result) is indicated by placing
the appropriate chits face down. EXCEPTI ON:
chits in place and immediate receive 2 disorder markers.

4.3 Initiative Check
Use the following table and modifiers to conduct initiative checks. After all initiative checks are com-
pleted, players reveal their new (or old) chits.

4.3.1 Initiative Check(b10)
7 or less 8-14 15 or higher

Confusion Failed Succeeded

Confusiond leave order chits in place or fail to perform desired action and receive 2 disorder markers.
Failed 0 leave automatic order chits in place or fail to perform desired action.
Succeeded remove order chit or perform desired action.

4.3.2 Initiative Modifiers (cumulative)

Unit Type Circumstance Modifier
Threatening an enemy in flank or rear within 320 paces and wishing not to ¢ -5

Cavalry Threatening an infantry unit not in square -3
Threatened unit is in cover (light/medium/heavy) +3/+5/+7
Supported by infantry or cavalry within 60 paces +3

Artillery
Threatened on flank or rear -5
Morale Rating +1-16
Each disorder marker -1
Rabble -9
Raw Recruits -7

All Militia -3

Disciplined +3
Hardened +5
Each 25% of original strength lost (see note on % of losses for moral checks -4
Contradicting order issued this turn. +5




4.4 Division Effectiveness Test

If the number of destroyed/routed/dispersed battalions, squadrons or artillery sections in a division ex-
ceeds 30% of the original total, each remaining unit will automatically retire to P1 during the next move-
ment phase unless it passes an initiative check. In addition to the modifiers listed in section 4.3.2 add
any that apply from the Division Effectiveness Test Modifiers table. The Division Effectiveness Test is
applied at 30%, 50% and 75% losses.

4.4.1 Division Effectiveness Test Modifiers

30% or more units lost or routed -2

50% or more units lost or routed -4

75% or more units lost or routed -7
Friendly works taken by enemy -4 (per)
Other friendly structures taken by enemy -1 (per)
Enemy works taken +4 (per)
Other enemy structures taken +1 (per)
Each regimental/brigade commander killed or seriously wounded -2

Each enemy unit routed or lost +1
Leader within 40 paces +1/+2/+3

In order for structures or works to be considered taken, they must be occupied with no opposing forces within
P3 range. Structures include buildings, bridges, major road intersections and any items specifically desig-
nated in the scenario. Every 100 paces or less of contiguous works are considered as a single work for this
purpose.

4.4.2 Division Effectiveness Test Results
Confusion: The affected unit retires to P1 range and takes 2 disorder markers.

Failed: The unit retires to P1.

Succeeded: The unit continues unaffected.

18



Chapter 5: Rally and Morale Checks

Dur i the Rally

ng

Phase,
point in the turn when a morale check may be conducted. Morale checks are conducted on units in the

pl ayers attempt to

phase indicated when they meet the criteria specified in section 5.1 When to Check Morale.

5.1 When to Check Morale

Why to check

When to check

Each 25% of original unit strength lost

End of the phase the casualty was received

Leader wounded/killed within 100 paces End of Leader Casualties & Turn End Task Phag
Adjacent unit retreating Rally Phase
Attempt to Rally a broken or routed unit Rally Phase

5.2 How to Check Morale

e

r al

Roll 2D10, add the unit morale rating and any applicable modifiers and cross reference on the morale

check table.
5.2.1 Morale Check Tablgzbp10)
Natural 2 | Less than 1 12-14 1518 19-22 23-26 27-30 Natural 20
Broken, Dispersed | Routed Broken Wavering | Determined| Resolute | Determined
Routed or or Resoluté
Dispersed

'Broken or routed if modified result 24 or dispersed if the modified result is less than 12 .
“Determined or resolute if modified result is more than 26 .

5.2.2 Morale Check Modifiers

In heavy woods +4

In medium works, stone buildings +3

In light works, buildings +2

In light cover +2 (+4 for irregulars)

In heavy cover +3 (+6 for irregulars)
Flank support within 120 paces +2 per flank

Rear support within 200 paces +2

Player figure within 60 paces +6

Other leader within 60 paces +3

Enemy retreating within 200 paces +2 per enemy, maximum of 2
Wavering -3

Broken -4

Routed in P1 or PO range -5

Threatened -1 (front)/-3(flank)/-5(rear)
No enemy in range and LOS +4

Each disorder marker -1

Irregulars checking due to small arms fire -3

Irregulars checking due to artillery fire -6




5.2.2 Morale Check Modifiers cont.

Unanswered fire -2 (-4 for irregulars)

Fired on flank -3 (-6 for irregulars)

Fired on rear -4 (-8 for irregulars)

Adjacent unit retreating within 120 paces -2 (maximum of 2 units retreating)
Unit converged because of casualties -3

Surprised -3 (-6 for irregulars)

25% to 50% casualties -2 (-4 for irregulars)

51% to 75% casualties -4 (-8 for irregulars)

76% or more casualties -6 (-12 for irregulars)

5.2.3 Morale Status
Resolute |Unit behaves normally, enjoys bonuses
Determined |Unit behaves normally
Wavering |Unit cannot advance toward enemy, suffers penalties

Broken Unit moves away from the enemy at the quick/trot toward cover each movement phase,|suffers
penalties. Movement away from the enemy halts once the unit reaches cover unless charged or
fired upon.

Routed Unit moves away from the enemy at the double/canter each movement phase. Movemegnt can
only be halted by rallying.

Dispersed |Unit is completely disintegratedl pi ck O0em up.

5.3 Rally--When to check

A unit may never attempt to rally in 23 range (120 paces or less) of an enemy unit. A broken or
routed unit may check for rally if it is beyond P1 range or at P1 range and in heavy cover or medium/
heavy works. A wavering unit may check for rally outside of P3 range (if it did not fire last turn).

5.4 Routed units in Close Combat

A routed unit that begins the Rally Phase in P3 range of an enemy unit will disperse at the end of the
phase. Move the unit its normal route move, conducting any necessary morale tests on adjacent units
then pick up the routing unit. If the unit is pursued, move the pursuing unit to maintain P3 range. The
pursuing unit may capture prisoners. Calculate prisoners as follows: Take the morale difference be-
tween pursuing and pursued unit (double morale value for light cav/halve faamprMultiply by the
number of figures in the pursuing unit(s) (not including casualties.) This is the base percentage chance
(per figure in the pursuing unit) to capture prisoners.

5.5 Disintegration of Routing Units

Routing units that do not rally will loose ¥ (rounded up) of their remaining stands each rally phase that
they fail the rally attempt. This can continue until the unit is gone. For example: A unit routs as a re-
sult of small arms fire. During the rally phase of the next turn an attempt to rally the unit fails. The unit
continues to rout and looses ¥4 of its remaining stands. The next turn, during the rally phase the unit
again fails the rally attempt, continue to rout and looses another % of its remaining strength. This rule
does not apply to irregulars.
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5.6 Irregular Units and Rout or Dispersed Results

Irregular units never rout or surrender. Instead, if they receive a rout, surrender or dispersed result, they
are picked up and moved to PO range toward the friendly table edge. Once there, the unit may not move
for 2 turns.
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