Hold or Die

A game by Patrick Receveur

Translated by Craig Ambler

0  Materials and Scale of Game

You need 2 d10, 1d6 and two bowls of different colours.  An odd number is often a loss (except from shooting) and 0 a particular case.  A counter represents 4 to 6 combatants.  A hex is two to four metres across.

1 Turn of Play

Phase 0:
Events

Throw 1 d10 on the Events Table.  If the event can not be played then pass on.

Phase 1:
Zulu Impi

1 d10 of Zulus are picked by chance from the bowl and placed on their point of deployment (0 = 0 counters)  If there are 3 counters they are placed in areas 1,2 and 3.  If there are 4 they are placed in areas 1 –4.

Optional Rule 1: You can choose to throw on arrival by chance.  On a 0 it’s your choice.

Optional Rule 2: The Zulu player chooses the area where to place the reinforcement.  If an area is occupied the reinforcement is lost.

Phase 2: Move or Fire

A: Each Zulu counter moves or fires.  There are only two units of Zulu (with rifles) that can fire.

B: Each British counter can move or fire.  All the British units have rifles by default and some have pistols.

Phase 3: Make the Powder Talk

A: The Zulus with rifles fire.

B: All the British can fire.

It is possible to fire two times per turn, once in phase 2 and once in Phase 3.  Note:  Your rifle must be loaded.

Phase 4: Place of Heroes

A:  Each Zulu can make an action (reload, drop a torch if he has one).

B:  Each British unit can make an action (reload, knock a hole in the wall if he has a pickaxe, make an attempt to pass a badly wounded unit through a pierced wall, carry or drop a wounded man).

Each unit can only make a single action.

Phase 5: Assegai and Bayonet

If two enemy units are in the same square they can fight hand to hand.  The Zulu chooses which is the first fight to be resolved ,the British the second and the Zulu the third and so on.

Phase 6:  God Save the Queen?

Check the Victory Conditions.  If they are not met start the next turn.

2. Movement

2.1 Stacking

1 piece per square and per side (plus 1 badly wounded unit for the British).  It is possible to move over a unit, but not stop on it.

2.2 Movement

A piece can move from a single square to another.  It can not move diagonally.  If a Zulu piece goes from one square straight forward to another it is allowed to move another square.  It therefore make two straight movements.

2.3 The Squares
The British pieces are not able to go on the straight area.  They can if made to uniquely go back to an area by obligatory recall.  In the area at the time of their displacement, they can be a priority return rather than fire.

2.4 Obstruction

A unit becomes a obstruction immediately when it attempts to:

- get over a sandbag wall

- pass through a window

- leave a square with a wounded enemy

It must throw 1d10 (option A: wounded units throw 2 dice and use the worst).

Even or odd - success the piece can move

0 = stop, the unit can not move

2.5 Forcing the Passage

A unit can and must “Force the Passage” when it attempts to:

- cross a sandbag wall with an enemy behind

- go into a room (either by a window or by a door) where there is an enemy

- leave a square where a non wounded enemy is.

Zulu units must throw a d10 (option A: wounded Zulus throw 2 dice and use the worst).

Even =  success, the unit can move

Odd = failure the unit can not move

0 = critical failure, the Zulu is Hors de Combat

British units must throw a d10 (option A: wounded unit throw 2 dice and use the worst).

Even =  success, the unit can move

Odd = failure the unit can not move

0 = mixed, the unit may move but is wounded.

3 Firing

3.1 Choice if Target

You must fire on the target which is nearest and has a loaded firearm.  If two targets are at equal distance, fire on whichever you want.  It is forbidden to fire diagonally.  It must fire at someone straight in front of itself.

It is impossible to fire on a target:

- if you can’t see it

- when the square contains a friendly unit (therefore also on its own square, unless it has a pistol)

- placed behind another piece

- placed behind a sandbag wall, if the fire is not just behind the wall

- if you have an enemy in your area.

The Zulus can not throw their Assegais

3.2 Successfully Firing

To fire throw 1d6.  If wounded or tired Zulus throw 2 dice and use the worst.

The number of areas between the firer and his target (including target area) shows the chance of success.  A unit must make more than the number of areas with a d6 (therefore a 2 is needed if the target is at one square.  A 6 is always a success.

For example, to hit a target at 3 spaces you must make 4,5, or 6.  

If the fire is successful you must consult the fire table.

If the line of fire passes through one or more gaps (door, window, wall of boxes) the firer must throw an extra d6 and use the least good.  A Zulu firing and a wounded British soldier must throw 3d6 instead of 2d6.

3.3 Musket Firing

The firer must also throw a d6 and d10.  On a 0 the weapon must be reloaded.  On 1-9, all is well, it can fire as new.

To fire a musket you must throw 2 dice, 1d6 for success ands 1d10 for the possible use of ammunition.

All British units have a rifle and can fire it.  Only 2 units of Zulus have a rifle.

3.4 Firing Pistols

If the firer has a pistol (officer, artilleryman or medic) he can fire on an enemy he finds in his own area.  It is successful on a 4, 5 or 6.  A pistol always has ammunition and which can be used when his rifle can’t.  There is no throw of the extra d10.

Optional rule:  A pistol can not fire more than 3 times.

Advice: During fire, throw 1d6 and 1d10 for the ammunition and 1d10 for the damage.

4.  Hand to Hand

4.1 Simultaneous Resolution

Each units throw a d10.  A wounded unit throws 2 d10 and uses the worst.  The highest roll wins. The lower unit must now throw for damage.

4.2 Particulars

A “0” Whoever throws a 0 wins and makes a damage throw also.  It may ignore the retreat order.  If both sides get a 0, the British is wounded and the Zulu “hors de combat”

If both equal

A Leader, Veteran or Officer (not wounded) wins against another type of unit not Leader, Veteran or Officer (not wounded).

Otherwise it is whoever was there first in the area who wins

Any unit that possesses a pistol is a British Officer.

Accuracy

A wounded British unit throw 2 dice in hand to hand and uses the lowest.

If it is a 0 and more than the enemy it takes the 0.

If a 0 and less than the enemy, it uses the dice which is less than the enemy.

5. Damage

5.1 Throwing for Damage
A unit hit must make a Damage throw.  It throws a d10.  A wounded unit throws 2 d10 and uses the worst.

D10 Damage on a British Unit

0:
It is dead, remove from game

Odd:
It is wounded, turn over.

Even:
Hand to hand, the unit must retreat one square


Fire, it has passed alright

D10 Damage on a Zulu piece

0:
It is dead, remove from game

Odd:
It is hors de combat, return it to bowl.

Even:
Hand to hand, the unit must retreat one square


Fire, it is not harmed

5.2 Particular Cases

A dead unit is retired from the game.

A wounded British unit is turned over onto his wounded side.  If already wounded it is Hors de Combat. A Hors de Combat unit is retired from the map and replaced into the bowl.  It can re-enter through reinforcement.

A unit which fails to Force the Passage and which must retreat is Hors de Combat.

A unit can not retreat, if it is:

-
On the border of the map

- 
It’s back against one of the battlements

-
It’s back against a sandbag wall

-
In a place where the exit is blocked by the enemy

-
To the area the enemy came from.

A British Unit which can not retreat is wounded, a Zulu is hors de combat.

6. Actions

A unit throws 1d10 (A wounded unit throws 2 d10 and uses the worst).

Odd 
= failure

Even
= success

0 
= a Particular case

6.1 Reloading

0 reloaded next turn but can not fire as the gun is too cold.

6.2 Pierce a wall

0
Break the wall and pickaxe.  The British can not breaks through a double wall.
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Special Pieces

7.1 Badly Wounded Unit

A wounded unit is a British unit that has taken damage.  A badly wounded unit is passive, and may not do anything.  It is a unit that may become an objective in a scenario.  It can never become wounded or normal.  It is always badly wounded.

If it is attacked in hand-to-hand, it is automatically dead.  A Zulu doesn’t have to fire on it.  It is no longer considered a menace.  Causing death by an assegai is a tradition dear to the Zulu, and throwing the guts into the air liberates the soul of the dead.  A young Zulu who stabs his assegai into the stomach of the enemy could marry.

It is possible to fire on a badly wounded unit.

A badly wounded unit can be carried by a non wounded British unit.  This is the only time that two pieces may be stacked.  A unit declares which unit is picking up or dropping in the Action Phase.  If it is being carried, place the badly wounded unit on top.  If not being carried then place it underneath.

In hand to hand if both units are killed, the badly wounded unit is too.

A unit carrying can not fire its rifle.  It can fire a pistol and take part in hand to hand.

A unit carrying can not use its pickaxe.

A unit carrying can not force the passage or make an obstruction.

7.2 Torches (Zulu)

A torch can only be used and moved by a Zulu unit.  There can never be more than 4 torches in the game.  The carrier of the torch can place it in any area (except veranda) of the hospital.  If it is retired from combat before, the torch is extinguished.  When the torch is owned, the fire is triggered in an area (release the torch there).  The Zulu unit which placed it can be moved an additional space.  All the other units in the space must make a damage throw.  The survivors are immediately given the right to a free move.  The area then becomes inaccessible.

7.3 Pickaxe (British) 

The pickaxe can only be used or moved by a non wounded British unit.  It can not be used against more than two walls.  The building could not support more damage.  A broken wall is considered a window.

To pass a gravely wounded man through a window, there must be a valid British unit on each side of the wall.

These two pieces utilise all their actions for the turn.

The British player throws 1d10.

- even
success the unit is transferred.

- odd
failure the unit can’t move.

- 0
critical failure the badly wounded unit is killed.

A badly wounded unit may not go through a pierced wall by a window or a door or a normal space in the normal way.

8.0 Solo Rules

A Zulu unit always moves right towards the direction of the hospital.  If there are several choices roll a d10.  Even means go to the right, odd go to the left and a 0 means stop in place.  The aim is to kill British and set fire to the hospital.

Optional Rules

9.1 Extra Movement

The superior officer and the Zulu Chief can be moved an extra space every turn and give orders (during the actions phase) to an adjacent unit which may have an extra move next turn.

The unit that receives this order can not be wounded or carrying a seriously wounded unit and it must be able to see its leader.  They can not be behind a hospital wall.  Move the unit a square extra.  Remove the marker at the end of the following turn.

9.2 Better Strike

The superior officer, Zulu Chief and Indhondo gains +1 on a D10 in hand to hand.

9.3 Coordination (Shrewdness)

For each unit that is injured it can be called back to be an action unit, it can turn its counter each quarter a for each turn that it is played.  They are put back to the unharmed side on at the end of each phase

The orientation of the unit has no other impact in the game, the turning is a memory aide only.

Events:

D10

0 Nothing

1 Reinforcement British:

Take 1 British unit from the bowl and place it in square R.

2. Started: 
A badly wounded unit on the floor is moven one area.  It can not pass through a window or over a wall.  It can not go into an area occupied by a Zulu.

3. Desperation:
A British unit has the right to go into a square area.  It can now go into square areas bordering the hospital until it enters a round one.

4. Treated Injury:
A wounded British unit becomes unharmed if it is next to a British Army Department or Army Hospital Corps and if there isn’t a Zulu unit adjacent (unless and a wall) and one of the two British units.

5: Smoke:
To fire on a target situated on the outside, you must throw one extra dice. (3 in the case where 2 is normal).

6. Champion:
The Zulu player chooses a unit in the bowl and places it on a square area of his choice.

7. Frenzy:
Each Zulu which wins a hand to hand can advance one area and fight another hand to hand.

8. Zulu Assault:


The Zulu can move 3 areas on the exterior area for this turn.

9. Torches:


A Zulu takes a torch.

10. Scenarios:

Optional Rules.  The British player chooses where to place the Pickaxe.

Scenario 1:
Saving the wounded

Placement:

1. The British player puts 1 piece by chance into the bowl. He places his remaining 9 pieces on the round spaces of his choice.

2. The Zulu take randomly 9 Zulus and place 1 Zulu on the spaces 1-9 in the South.

3. The British player throws 1D10 for each badly wounded unit and puts them in the corresponding round square.  If it is found that 2 dicethrows are the same, the Zulu player places the second piece on a space corresponding to a round space of his choice.  The British player throws 1D10 for the pickaxe and places it in the corresponding round area.  If the pickaxe would go on a badly wounded unit, the Zulu player places the pickaxe on a figure in a round space of his choice. 

Zulu Reinforcement

They arrive in the South

Special Rules

The British player must bring his wounded troops into the area R.  Once there it can be moved to the exterior of the map.  The British unit is put into the British bowl.

Major Victory

British: 
3 badly wounded unit are evacuated and all the Zulus are dead.

Zulu:
Kill three badly wounded unit or all the British units are dead.

Victory: 

British:
2 badly wounded unit are evacuated

Zulu:
2 badly wounded unit are killed

Scenario 2:  
Finish off the Wounded

Same as the previous scenario except you reverse the placement of the Zulu reinforcements.  South = North.

Scenario 3:
Hospital on Fire

Placement: 

1. The British player puts 1 piece by chance into the bowl. He places his remaining 9 pieces on the round spaces of his choice.

2. The Zulu take randomly 9 Zulus and place 1 Zulu on the spaces 1-9 in the north.

3. The British player throws 1D10 for broken walls and places it in the corresponding round area, he chooses which of the walls are broken.  If two throws are the same dice, the Zulu player places the second piece in a round area of his choice and the British player chooses the broken wall.

Special Rules

The Zulu player can transform the events 6 to 8 for the event 9 (torch) whenever thrown.

The game ends after 30 turns.

Zulu Reinforcements

They arrive in the north.

Major Victory

British: 
All the Zulus are dead.

Zulu:
4 torches are placed in the hospital (round areas with a number) or all the British pieces are dead..

Victory: 

British:
There are less than 3 torches in the hospital

Zulu:
3 torches are placed in the hospital (round areas with a number).

Extra Victory Conditions.

If the Zulu player has less pieces (in play and in the bowl) than the British player he loses.

