
Redvers Reverse is a solitaire boardgame portraying the Battle of Colenso, fought on the 15th December 1899 during the    
Second Anglo-Boer War. 16,700 British troops attempted to cross the Tugela River, defended by 4,500 Boers hidden in      
emplacements and on high ground, to try and relieve the siege of Ladysmith. The game puts the player in the same position as 
the British commander Redvers Buller, with the same constraints of time, poor knowledge of Boer deployment, unknown   
locations of drifts and the added problem of subordinates not acting as instructed.  
 
Each game turn represents 30 minutes of movement and firing and is played through in a sequence of five phases: Orders, Shell 
Fire, Movement, Rifle Fire and Status. Each phase is divided into a variable number of segments. 
 
If after consulting all the priority rules, there is still more than one possible game choice to be made, the player chooses. 
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Battery 
 
The reverse side shows that the guns are limbered. 
 
Any reference to British units applies to battalions, regiments 
and batteries. Battalions, regiments and batteries are also 
referred to individually, as are Buller, Long, HQ and leaders.  
 
British Brigades 
A brigade is a formation of battalions, regiments or batteries 
commanded by a leader. The Naval Artillery Section operates 
as a brigade for all game purposes. 
 
A brigade radius consists of all areas within one area of its 
leader. All his units must try to remain within this radius. 
The radius of a leader on the map does not extend into a 
‘Towards Ladysmith’ area. The radius of a leader in a 
‘Towards Ladysmith’ area does not extend onto the map. 
 
1.2   BOER ARMY COUNTERS 
There are two types of counters. The icons help differentiate 
between them. They also display their name and a coloured 
banner which shows the group they belong to. 
 
Counters have a number of SP printed on the left, each one 
representing 65 men for commandos and one gun for      
artillery. 
 
Counters do not have MP but commandos move one area 
when required to move. 
 
 
 
 
 

Commando 
 
The reverse side shows that it is reduced. 
 
 
 
 

 
Artillery 

 
Any reference to Boer units applies to commandos and   
artillery. Commandos and artillery are also referred to     
individually. 
 
Boer Groups 
A group is an ad hoc grouping of commandos. The 1st group 
consists of commandos on the Boer extreme left flank, the 
2nd commandos on the left flank, the 3rd commandos in the 
center and the 4th commandos on the right flank.  
 
A sub group is a single commando or artillery positioned at a 
strongpoint. A sub group operates as a group for all game 
purposes though they will not voluntarily move. 

1.0   PLAYING PIECES 
 
1.1   BRITISH ARMY COUNTERS 
There are seven types of counters. The icons help             
differentiate between them. They also display their name and 
a coloured banner which shows the brigade they belong to.  
 
Counters have a number of strength points (hereafter referred 
to as SP) printed on the left, each one representing 200 men 
for battalions and regiments and one gun for batteries.  
 
Counters have a number of movement points (hereafter   
referred to as MP) printed on the right, each one enabling a 
movement of one area.  
 
 
 
 
 
    Buller   Long 
 
Buller and Long counters are printed with their names and 
MP.  
 
 
 
 
 

Headquarters 
 
Hereafter referred to as ‘HQ’. It cannot be eliminated because 
staff are always replaced. The reverse side shows its      
movement mode. 
 
 
 
 
 

Brigade Leader 
 
Hereafter referred to as a ‘Leader’. Counters are printed with 
the their name, brigade, type and MP. The reverse side shows 
his replacement. 
 
 
 
 
 

Battalion of Infantry 
 
Hereafter referred to as a ‘Battalion’. The reverse side shows 
that it is reduced. 
 
 
 
 
 

Regiment of Cavalry 
 

Hereafter referred to as a ‘Regiment’. The reverse side shows 
that it is mounted. 
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2.0   ORDERS PHASE 
 
2.1   BRITISH EVENT SEGMENT 
 
 
 
 
 
Return all ‘Close Order’ and ‘Bob Hart’ chits to the British 
Event Chit Cup then draw a random British Event Chit and 
follow the instructions found on the Events Card. 
 
2.2   BRITISH COMMAND POINTS SEGMENT 
If Buller is in the same area as HQ in operative mode, collect 
three command points (hereafter referred to as CP). If Buller 
is in the same area as HQ in movement mode, collect one CP. 
If Buller is not in the same area as HQ, collect one CP. If 
Buller is dead but HQ is in operative mode, collect one CP. 
 
2.3   BRITISH SEND ORDERS SEGMENT 
 
 
 
 
 
One CP is required for each order to ‘move’ sent. CP cannot 
be retained for use in future turns. An order is sent from 
Buller, or HQ if Buller is dead. Only one order may be sent to 
a brigade each turn. It takes the form of designating an area 
(not a drift or bridge area) no further than five areas away 
from the leader as an objective. Place its Planned Objective 
Marker in the designated area. 
 
A ‘Towards Ladysmith’ area may be designated as an      
objective (if it is within the five area distance). The whole   
brigade must then move across the ‘red map edge’ and enter 
the ‘Towards Ladysmith’ area.  
 
One order may be sent from Long directly to a brigade of 
batteries in the same area (unless its Objective Marker is 
showing ’Fail’). This order does not cost a CP. Use the same 
procedure as above but, immediately place the Objective 
Marker in the designated area even if it is already in play. 
Remove any Planned Objective Marker.  
 
Once all orders are sent, roll two dice on the British Send 
Orders Table for each to see if it arrives or is lost.  
 
If ‘Order Arrives’,  place the Objective Marker on the Turn & 
Status Track as indicated by the ‘Turns to Arrive’ column. 
  
If ‘Order Lost’, remove the Planned Objective Marker. 
  
2.4   BRITISH RECEIVE ORDERS SEGMENT 
 
 
 
 
 
After all orders are sent, check reactions to orders. If the 
Game Turn Marker is in the same box as an Objective 

Marker, determine the reaction by rolling two dice on the 
British Receive Orders Table. 
  
If ‘Ignore Order’, the order is lost. Remove the Planned  
Objective Marker and do not place the Objective Marker. 
 
If ‘As Ordered’’, replace the Planned Objective Marker with 
the Objective Marker. 
 
If ‘Charge to the Guns’, remove the Planned Objective 
Marker and place the Objective Marker in an area with a 
Boer unit nearest to the leader. For brigades of batteries, the 
Objective Marker is placed in the nearest area adjacent to the 
river or, if their leader is north of the river, with a Boer unit 
nearest to him. 
 
2.5   BRITISH EMERGENCY WITHDRAWAL SEGMENT 
 
 
 
 
 
A leader may attempt an emergency withdrawal if at least 
25% of his brigade's total SP is eliminated. Roll two dice on 
the British Emergency Withdrawal Table. The brigade may 
withdraw if the result is ‘Withdraw’ but may not if the result 
is ‘Continue’. 
 
If at least 50% of the total SP is eliminated then the        
withdrawal is automatically successful. 
 
To withdraw, place the brigade's Objective Marker showing 
‘Fail’ in an area closer to HQ than its leader and not in range 
of Boer rifle fire. 
 
 

3.0   SHELL FIRE PHASE 
 

3.1   BOER SHELL FIRE SEGMENT 
 
 
 
 
 
If ‘Boer Guns Misfire’ chit in play, return it to the Boer 
Event Chit Cup and do not fire. 
 
All artillery will fire one shot at British units up to a range of 
three areas. Suppressed artillery may only fire at units in the 
same area as themselves. Refer to the Fire Card. 
 
3.2   BOER RECOVERY SEGMENT 
 
 
 
 
 
Each unit has a morale level of either normal, disrupted, 
suppressed or routed. The worst is routed. If a unit that is 
routed goes up one level it becomes suppressed. If it goes up 
two levels it becomes disrupted. 
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All disrupted, suppressed or routed units roll for recovery. 
Refer to the Unit Recovery Table, find the present morale 
level of the testing unit, calculate recovery modifiers 
(cumulative) and roll two dice. If the result is not 
‘Unchanged’, the morale level will go up one or two levels. 
Adjust the Morale Marker to show the new level. 
 
3.3   BRITISH SHELL FIRE SEGMENT 
 
 
 
 
 
If ‘British Guns Ammo Shortage’ chit in play, return it to the 
Boer Event Chit Cup. 
 
All batteries may fire one shot at Boer units up to a range of 
two areas. Suppressed batteries may only fire at units in the 
same area as themselves. Refer to the Fire Card. 
 

4.0   MOVEMENT PHASE 
 
4.1   BRITISH MOVEMENT SEGMENT 
 
Brigade Bars 
 
 
 
 
 
 
 
 
These are the nine coloured information bars located in the 
four set-up areas on the map. They are utilized as a storage 
area for each brigade’s Planned Objective Marker and     
Objective Marker. 
 
Brigade Move Marker 
 
 
 
 
 
This marker is used to show which brigade is moving during 
the British Movement Segment. Move the marker on the map 
from the left ‘5th Irish’ brigade bar to the right ‘6th Fusilier’ 
brigade bar, moving each brigade before moving on to the 
next. 
 
Brigade Moves 
A leader cannot move unless his Objective Marker (showing 
either ‘Objective’ or ‘Fail’) is in a map area or in one of the 
‘Towards Ladysmith’ areas. If his Objective Marker is in an 
area, he must move towards it along the shortest possible 
route. He may either move alone to an area with a unit from 
his brigade present, or move together with at least one of his 
units to any area using the lowest MP allowance. He must 
end this segment stacked with a unit from his brigade. If all 
his units are eliminated, remove the leader from play. 
  

Once his Objective Marker is reached he may not move any 
further. Remove the Objective Marker. He may now only 
move if he receives new orders or if his units in his area are 
routed or if he makes an emergency withdrawal. All his units 
may still move as long as they move towards or within their 
brigade radius. 
 
After the leader has moved then the rest of his units move. A 
unit may move a number of areas equal to its MP. It must 
move towards or within its brigade radius. If it is within its 
brigade radius then it may not voluntarily move out of it. 
 
Units in the same area as Boer units may only move to an 
area closer to the ‘red map edge’ if the total British SP in the 
area is greater than the total Boer SP in the area . 
 
A regiment uses the MP it has showing when it starts the 
British Movement Segment. The MP available does not 
change if it mounts or dismounts during its movement. It 
may only dismount if its leader has reached the area where 
his Objective Marker was placed. To mount or dismount a 
regiment uses one MP. 
 
A battery may only unlimber if the leader has reached the 
area where his Objective Marker was placed. To unlimber a 
battery uses one MP. To limber a battery takes the whole 
segment.  
 
HQ may only be in operative mode when out of range of any 
Boer fire. Change to movement mode if in range and in  
operative mode. It takes one MP to change HQ to its       
operative mode. To change to its movement mode takes the 
whole segment.  
 
Buller and Long must end this segment stacked with a unit  
(if any present). If the unit is routed, they will move with it. 
 
A suppressed unit may only move if in a clear, drift or bridge 
area and must stop if it enters a brush, rough or hill area, 
where it must stay until not suppressed anymore. 
 
Routed units move before other units. They will move closer 
to the area with the HQ present by the shortest route. 
 
 Drift and Bridge Areas 
 
 
 
 
 
 
The river may only be crossed via a drift or bridge area. 
These areas are counted for the purpose of calculating   
movement distance. Batteries must choose a bridge area. 
 
 
 
 
 
When a drift area with the Drift Marker showing ‘drift’ is 
about to be entered by a battalion or regiment, the player 
must first find the drift. Each drift has a Drift Marker. 
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Adjust it to show its value and roll two dice. The drift will be 
found if that value or less is rolled.  
 
If the drift is found, remove the Drift Marker and the drift 
area can now be entered.  
 
If it is not found, leave the Drift Marker showing its value. 
The battalion or regiment may not enter the drift area, stays 
where it is and if in play, the Planned Objective and         
Objective Markers of its brigade are removed. 
 
British may roll again to find the drift in subsequent turns. 
 
Commandos do not have to roll to find drifts. Remove the 
Drift Marker if that drift area is entered by them. This drift 
area can now also be entered by the British.  
 
No more than two units can enter or cross a drift area and 
only one may remain in it at the end of a movement segment. 
 
No more than three units can enter or cross the bridge area, 
per turn, and only two may remain on it at the end of a  
movement segment. 
 
A disrupted or suppressed unit cannot enter a drift area (but  
may leave one) unless it is conducting an Emergency      
Withdrawal or has a Return Marker. 
 
When a unit exits a drift area its morale level is dropped one 
level, with the exception that suppressed stay the same. 
 
4.2   BRITISH ASSAULT SEGMENT 
 
 
 
 
 
 
 
 
British units in the same area as Boer units must assault them. 
Only units in the area fire (not routed, batteries or artillery). 
The assault uses the Fire Card as follows: 
 
The British approach the Boer defensive line. Both fire one 
shot, with commandos firing first. All normal modifications 
for terrain and any emplacement apply.  
 
Close Combat 
If units from both sides still remain in the area, units now 
fight in close combat with point-blank rifle fire, bayonets and 
sabres. Both fire one shot again, with commandos firing first. 
Since in close combat, modifications for terrain and any  
emplacement do not apply. The Boers are not considered to 
be in an emplacement (if in one) because their position has 
been overrun by British troops. Use the ‘Group not in      
Emplacement’ column if a test is required on the Formation 
Morale Table. 
 
If units from both sides still remain in the area, they will now 
share the area. The British fall back from close combat and 
the Boers recover any emplacement present. 

If only Buller, Long, leaders or batteries remain, they will be 
eliminated. If a leader is eliminated, adjust the counter to 
show his replacement and place the new leader in the nearest 
area with a unit of his brigade present. A replacement leader 
cannot get eliminated. He can, of course, but then he would 
just be replaced by another replacement leader. 
 
4.3   BOER EVENT SEGMENT 
 
 
 
 
 
Starting on game turn 5, draw a random Boer Event Chit and 
follow the instructions found on the Events Card. 
 
If drawn, place the ‘Boer Guns Misfire’ chit or ‘British Guns 
Ammo Shortage’ chit on the Turn & Status Track one box 
higher than the Game Turn Marker as a reminder. 
 
4.4   BOER MOVEMENT SEGMENT 
 
 
 
 
 
All commandos released via a Boer Event Chit draw have a 
Released Marker put on them. 
 
Commandos will move one area (not artillery, they are  
eliminated if forced to move) in the following priority: 
 
1.  Move commandos with no Return Marker on them and 
routed towards the nearest ‘red map edge’.  
 
2.  Move commandos with a Return Marker on them towards 
their starting area.  
 
3.  Move commandos with no Return Marker on them and in 
the same area as battalions or regiments towards the nearest 
‘red map edge’. These will only move if the total British SP 
in the area is greater than the total Boer SP in the area. 
 
4.  Move commandos with a Released Marker on them   
towards the nearest area adjacent to an area with British units 
present (via a drift area if it must cross the river). Do not 
move if already adjacent to, or in the same area as, British 
units. 
  
If more than one of the same priority, move by order of 
strongest unit moves first, then next strongest and so on. 
 
When the rules require the Boer strongest unit to be known, 
take the SP printed on the counter, minus any Number 
Marker, add or minus any SP Counter and deduct one if 
disrupted or two if suppressed. This total will be the actual 
strength of the unit at that moment in time. 
 
On reaching the ‘red map edge’, a commando will            
subsequently move across this edge into one of  the ‘Towards 
Ladysmith’ areas. 
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A commando will move along areas to its destination area by 
the shortest possible route. If there is more than one eligible 
area to enter, refer to the Boer Movement Chart. If there is 
more than one area of the same priority, those with an      
emplacement have precedence. If there are no priority areas 
available to enter, the commando does not move. Remove 
any Return Markers from commandos who do not move. 
 
Any commando that enters an area where the only British  are 
Buller, Long or batteries will eliminate them. 
 
 

5.0   RIFLE FIRE PHASE 
 
5.1   BRITISH RIFLE FIRE SEGMENT 
All battalions and regiments may fire one shot at Boer units 
up to a range of one area (adjacent area). Suppressed units 
may only fire at units in the same area as themselves. Routed 
units or regiments with zero SP may not fire. Refer to the 
Fire Card. 
 
5.2   BRITISH RECOVERY SEGMENT 
 
 
 
 
 
First, roll two dice for each leader with a Panicked Marker or 
Standing Firm Marker. A result of 4 or more will remove the 
marker. 
 
All disrupted, suppressed or routed units now roll for       
recovery. Refer to the Unit Recovery Table, find the present 
morale level of the testing unit, calculate recovery modifiers 
(cumulative) and roll two dice. If the result is not 
‘Unchanged’ then the morale level will go up one or two 
levels. 
 
5.3   BOER RIFLE FIRE SEGMENT 
All commandos will fire one shot at British units up to a 
range of one area (adjacent area). Suppressed commandos 
may only fire at units in the same area as themselves. Routed 
commandos may not fire. Refer to the Fire Card. 
 
 

6.0   STATUS PHASE 
 
6.1   BOER SHAKEN SEGMENT 
Return all SP Counters to the SP Counters Cup. 
 
Move the Confidence Marker up one box on the Turn & 
Status Track. 
 
Adjust the Confidence Marker according to the Status Chart. 
 
Do not move the Confidence Marker lower than box ‘1’ or 
higher than box ‘20’. 
 
 
 

 
 
 
 
If the Confidence Marker is in the same box as, or lower 
than, the Game Turn Marker, roll two dice to see if Boer 
confidence is shaken. Add one to the roll for each box that 
the Confidence Marker is below the Game Turn Marker. If 
result is ‘12 or more’, adjust the Confidence Marker to 
‘Shaken’ and add the two No Fire Counters to the SP   
Counters Cup. 
 
 
 
 
 
If at the start of the Boer Shaken Segment, there are British 
units present in an area with an emplacement and no Boer 
units, the British capture it. Place an Emplacement Marker 
showing ‘captured’ in the area. 
 
If at the start of the Boer Shaken Segment, there are no    
British units present in an area with a captured emplacement, 
the Boers re-capture it (no need to be present in the area). 
Remove the Emplacement Marker.  
 
6.2   VICTORY SEGMENT 
If confidence is shaken a second time, the Boers withdraw 
and the game ends. 
 
If the Confidence Marker has reached box ’1’ on the Turn & 
Status Track (turn 5 or later), the Boers withdraw and the 
game ends. 
 
If the Loss Marker has reached box ‘20’, the Boers do not 
withdraw and the game ends. 
 
If the Game Turn Marker has reached box ‘20’, the Boers do 
not withdraw and the game ends. 
 
The player will win a ‘British Victory’ if the Boers withdraw 
and the Loss Marker is at ‘14’ or less. Buller becomes a hero, 
he relieves Ladysmith and remains commander in chief in 
South Africa. 
 
The player will win a ‘Pyrrhic British Victory’ if the Boers 
withdraw and the Loss Marker is at ‘15’ or more. Ladysmith 
is relieved but the losses shock the British public. Buller is 
replaced by Roberts. 
 
The Boers will win a ‘Boer Victory’ if they do not withdraw. 
The British have to fight again before relieving Ladysmith. 
British public is shocked by the setback and losses. Buller is 
replaced by Roberts. 
 
If the game does not end, move the Game Turn Marker one 
box higher on the Turn & Status Track, place the ‘Boer Guns 
Misfire’ chit in the ‘Boer Shell Fire’ box of the Segment 
Track or the ‘British Guns Ammo Shortage’ chit in the 
‘British Shell Fire’ box of the Segment Track as a reminder. 
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7.0   BRITISH FIRE PROCEDURE 
 
7.1   BRITISH TARGETING 
 
 
 
 
 
Unlimbered batteries target an area up to a range of two  
areas. 
 
Battalions and regiments target an area up to a range of one 
area. 
 
To target, choose one target area for each firing unit and 
place a Single Attack Marker in that area. 
 
A second unit may also fire into that area, adjust to Multiple 
Attack Marker. This second unit will not later fire in British 
Firing below, its effect on the attack being taken into       
consideration solely by the Multiple Attack Marker (support 
fire).  
 
Repeat the above procedure for each target area..  
 
Units from the same brigade can fire into different areas. A 
unit that fires into one area may not also fire into another area 
(SP may not be split).  
 
There are no ‘line of sight’ requirements for units. They are 
presumed to be positioned in such a way that they can see 
target areas. 
 
Unless actually targeting a drift or bridge area, ignore these 
areas when calculating fire range.  
 
For example, a battalion is on one side of the river and a  
commando on the other, with a drift area between them. The 
battalion would fire at the commando at a range of one area 
but the battalion would have to move two areas to enter the 
area of the commando. 
  
7.2   BRITISH FIRING 
Resolve fire in any order of firing units. Calculate British 
Fire Modifiers on this unit (cumulative). 
 
To fire, choose a Boer unit in the target area as the target unit. 
Calculate British Fire Modifiers on this unit (cumulative). 
 
If a battery, roll two dice, modify and refer to the Shell Fire 
Table. 
 
If a battalion or regiment, roll one dice, modify and refer to 
the Rifle Fire Table. 
 
7.3   BOER LOSSES 
 
 
 
 
 

If a battery’s fire causes a disrupted or suppressed result, 
place an appropriate marker on all Boer units in the target 
area. 
  
If rifle fire causes SP losses, apply them to commandos in the 
target area. If there are no commandos or all have been  
eliminated, apply them to artillery. 
 
If one SP loss is applied to artillery, it is eliminated. 
 
 
 
 
 
Place a Number Marker under a commando to show the total 
amount of losses. When its SP minus the Number Marker 
equals the SP on its reverse side, adjust the commando to 
show reduced and remove the Number Marker. Eliminate a 
reduced commando if it has a Number Marker which equals 
the reduced SP. 
 
7.4   BOER MORALE 
If SP losses are applied to a group in the target area, roll two 
dice, calculate morale modifiers (cumulative) and refer to the      
Formation Morale Table. 
 
Find the result and place an appropriate morale level marker 
on all units in the target area belonging to the same group 
accordingly. Do not mark units with a morale level that is 
better than what they already have. 
 
If a commando with a Released Marker on it is routed, adjust 
the marker to show ‘Return’. 
 
7.5   BRITISH STATUS 
Refer to the Status Chart and adjust the Confidence and Loss 
Markers. 
 
 

8.0   BOER FIRE PROCEDURE 
 
8.1   BOER TARGETING 
Artillery target areas up to a range of three areas within a 
priority target zone found by referring to the Boer Zone 
Chart. Artillery ignore areas where all British units are   
suppressed, routed, with a Multiple Attack Marker or just 
Buller, Long or HQ present. 
 
Commandos target areas up to a range of one area within a 
priority target zone found by referring to the Boer Zone 
Chart. Commandos ignore areas with a Multiple Attack 
Marker or just Buller, Long or HQ present. 
 
To target, generate target areas by order of strongest firing 
unit first, then next strongest and so on. 
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Place the six Fire Plot Markers in potential target areas within 
the priority target zone using the Boer Plot Chart. If there is 
more than one area with the same condition, those with the 
most British stacking points have precedence. Roll one dice 
to generate the actual target area. 
 
Place a Single Attack Marker in that area. 
 
A second unit may also fire into that area, adjust to Multiple  
Attack Marker. This second unit will not later fire in Boer 
Firing below, its effect on the attack being taken into       
consideration solely by the Multiple Attack Marker (support 
fire).  
 
Repeat the above procedure for each target area.  
 
Commandos from the same group can fire into different  
areas. A unit that fires into one area may not also fire into 
another area (SP may not be split). 
 
There are no ‘line of sight’ requirements for units. They are 
presumed to be positioned in such a way that they can see 
target areas. 
 
Unless actually targeting a drift or bridge area, ignore these 
areas when calculating fire range. 
 
 
 
 
 
Remove the Hidden Marker in an area as soon as any Boer 
unit in that area fires its first shot in the game. 
 
 8.2   BOER FIRING 
Resolve fire in order of strongest firing unit first. Calculate 
Boer Fire Modifiers on this unit (cumulative). 
 
To fire, select a British unit in the target area as the target unit 
by referring to the Boer Target Chart. Calculate Boer Fire 
Modifiers on this unit (cumulative). 
 
If rifles firing, place a SP Counter on the strongest           
commando firing unless already present.  
 
If artillery roll two dice, modify and refer to the Shell Fire 
Table. 
 
If a commando, roll one dice, modify and refer to the Rifle 
Fire Table. 
 
Each battalion has two stacking points and each regiment has 
one stacking point (regardless if they have taken losses). 
Batteries are worth one stacking point in total regardless of 
how many batteries are present in an area. There is no    
stacking limit but if there are nine or more stacking points in 
an area then the British will suffer an adverse effect when 
fired upon. 

8.3   BRITISH LOSSES 
If artillery fire causes a disrupted or suppressed result, place 
an appropriate marker on all British units in the target area. 
 
If rifle fire causes SP losses, apply them to the target unit. If 
eliminated, extra SP losses are taken on another unit of the 
same type in the target area, or if none, the next lower type 
priority. 
 
 
 
 
 
Place a Number Marker under a battalion to show the total 
amount of losses. When its SP minus the Number Marker 
equals the SP on its reverse side, adjust the counter to show 
reduced and remove the Number Marker. Eliminate a      
reduced battalion if it has a Number Marker which equals the 
reduced SP. 
 
Place a Number Marker under a regiment to show the first 
SP loss. Eliminate the regiment on a second SP loss. 
 
If one SP loss is applied to a battery, it is eliminated. 
  
8.4   BRITISH LEADERS 
If SP losses are applied to a brigade, roll two dice to place a 
Panicked Marker (3 or less) or Standing Firm Marker (10 or 
more) on its leader, unless a marker is already present.  
 
If the leader gets either result then it will affect units from his  
brigade in any area. 
 
If Buller, Long or a leader are in an area where SP losses are 
applied to a British unit, roll two dice to see if he is        
eliminated (2 or 12). Replace any eliminated leaders. 
 
8.5   BRITISH MORALE 
If SP losses are applied to an infantry or cavalry brigade in 
the target area, roll two dice, calculate morale modifiers 
(cumulative) and refer to the Formation Morale Table. 
 
Find the result and place an appropriate morale level marker 
on all units in the target area belonging to the same brigade. 
Do not mark units with a morale level that is better than what 
they already have. 
 
If units are routed, remove any ‘Close Order’ and ‘Bob Hart’ 
chits from their leader who, if in the same area, will then 
move with them. 
 
8.6   BOER STATUS 
Refer to the Status Chart and adjust the Confidence and Loss 
Markers. 
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9.0   GAME SET-UP 
 
9.1   CUPS 
Place all British Event Chits in a cup. Remove the five   
‘Hesitate’ and two ‘Close Order’ chits if these variants have 
not been chosen. 
 
Place all Boer Event Chits in a second cup. Remove the ‘1st 
Group Released’ chit if the ‘No Hlangwane’ variant has been 
chosen. 
 
Place all Boer SP Counters in a third cup. Remove the two 
‘No Fire’ chits which are put aside. 
 
9.2   GENERALMARKERS 
 
 
 
 
 
Place the Game Turn Marker in the ‘1’ box of the Turn & 
Status Track. 
 
 
 
 
 
Place the Confidence Marker in the ‘1’ box of the Turn & 
Status Track.  
 
 
 
 
 
Place the Loss Marker in the ‘10’ box of the Turn & Status 
Track.  
 
 
 
 
 
Place the Segment Marker in the in the ‘British Send Orders 
Segment’ box of the  Segment Track. 
 

9.3   DRIFT MARKERS 
Place the ‘12’ Drift  Marker, the three ‘10’ Drift Markers and 
one ‘6’ Drift Marker on the table with ‘Drift’ showing.    
Randomly pick three and place them in the ‘Wagon Drift’, 
‘Native Drift’ and ‘2nd Pont Drift’ areas. Place the remaining 
two Drift Markers aside. Do not see the values of those that 
are placed in the drift areas and those that are placed aside. 
 
Place the two remaining ‘6’ Drift Markers, the ‘8’ Drift 
Marker and the ‘4’ Drift Marker on the table with ‘Drift’ 
showing. Randomly pick three and place them in the ‘Small 
Falls Drift’, ‘Bridle Drift’ and ‘1st Pont Drift’ areas. Place the 
remaining Drift marker aside. Do not see the values of those 
that are placed in the drift areas and that which is placed 
aside. 
 
9.4   ARMIES 
Place all Boer units at full SP in the areas where their       
designations are (starting area). Place a Hidden Marker in 
each starting area with an emplacement. 
 
Three of the commandos belonging to the 4th Group are 
placed in the ‘Robinson’s Drift area’ (their starting area). 
 
Place Buller, Long and HQ (in operative mode), in the areas 
where their names are. 
 
Place all leaders and British units belonging to each brigade 
at full SP in the areas where their brigade banners are located. 
 
The ‘2nd Royal Fusiliers’ battalion starts with a SP of 2,  
regiments start dismounted and batteries start limbered. 
 
9.5   GAME START 
To start play, collect 8 CP and start the ‘British Send Orders 
Segment’ of game turn ‘1’. 
 
 
 

The Dublin Fusiliers attempt to ford 
the Tugela River at the 1st Pont Drift. 

 
10.1   THE BULLER VERSION 
This is an introductory scenario. In the ‘British Send Orders 
Segment’ of game turn ‘1’, rather than placing Planned    
Objective Markers in areas of your choosing, place them in 
the areas printed with the ‘historical objective’ of each     
brigade. 
 
10.2  OPTIONAL VARIANTS 
To create scenarios, variants may be chosen from the       
Variants Card before starting play. Each has a positive or 
negative balance rating. Pick as many as desired as long as 
the total balance rating ends up zero after all are summarized. 

10.0   SCENARIOS 





TERRAIN EFFECTS CHART 

AREA MOVEMENT vs FIRE MORALE 

 British 1 MP and commandos 1 area to enter. 
 
 
 

0  

 British 1 MP and commandos 1 area to enter. Only 2 units 
may enter or cross per turn. Only 1 unit may remain in the 
area at the end of a movement segment. Batteries, disrupted 
and suppressed may not enter. 

+2 -1 British only. All reduce 
morale one level if unit exits. 

 British 1 MP and commandos 1 area to enter. Only 3 units 
may enter or cross per turn. Only 2 units may remain in the 
area at the end of a movement segment. 
 

+2 -1 British only. 

 May not be entered. 
 

  

 British 1 MP and commandos 1 area to enter. Suppressed 
may not exit. 
 
 

-1  

 British 1 MP and commandos 1 area to enter. Suppressed 
may not exit. 
 
 

0  

 British all MP and commandos 1 area to enter. Suppressed 
may not exit. 
 
 

-1 +2 British only present in  
‘Colenso Koppies’ or      
‘Hlangwane’ areas. 

 British all MP and commandos 1 area to enter. Suppressed 
may not exit. 
 
 

-2 British only present. +2 British only present. 

 Terrain as area. 
 
 
 

--2 British only present.  

 Terrain as area. 
 
 
 

-2 British only present.  

 Terrain as area. 
 
 
 

-2 Boers only. +2 Boer recovery only. 

 Terrain as area. See ‘British Guns Ammo Shortage’ event. 
 
 
 

  

 Commandos 1 area to move (along the arrow) from the 
‘Robinson’s Drift area’ and enter the map area and vice 
versa. 
 

Not within fire range of 
any map areas and vice 
versa. 

 

 British 1 MP and commandos 1 area to move from a map 
area, across the ‘red map edge’ (along the arrow) and enter 
the ‘Towards Ladysmith through hill’ area. 

Not within fire range of 
any map areas and vice 
versa. 

 

 British 1 MP and commandos 1 area to move from the map 
area, across the ’red map edge’ (along the road) and enter 
the ‘Towards Ladysmith by road’ area. 
 

Not within fire range of 
any map areas and vice 
versa. 

 

 Each frontline consists of the areas encompassed by the 
coloured border. Upper, orange (4 areas), Central, light 
green  (5 areas) and Lower, dark green (5 areas). 

  

Group 

FRONTLINE 


