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All of these guns are treated as artillery for Movement, Morale and Charge combat.

The movement allowance is the same as a 6pdr gun.  They use the Firepower

DRM's for Infantry weapons, unless otherwise stated.  Each section represents 2 guns.

Gatling Gun - 1862 model

10mm 15mm 25mm 1 section 2 sections 3 sections

4 6 8 3 5 8

If any doubles are rolled, the gun has jammed.  Remove ONE of the dice from the

Firepower total.

Agar Machinegun

10mm 15mm 25mm 1 section 2 sections 3 sections

4 6 8 3 4 6

If any doubles are rolled, the gun has jammed.  Remove ONE of the dice from the

Firepower total.

Because of the amount of smoke generated by the gun, if it is fired on consecutive

actions, the second is counted as area fire.

Williams Machinegun

10mm 15mm 25mm 1 section 2 sections 3 sections

4 6 8 2 3 5

If any doubles are rolled, the gun has jammed.  Remove ONE of the dice from the

Firepower total.  Also, if the battery is in Good Order, it immediately becomes

disordered as a loader jumps around clutching his mangled fingers.  If already disordered

or worse, there is no further effect.

Target DRM's for cover are reduced by 1 because of the large calibre of the gun and the

distance for pass through fire is 2" at all scales.

Billinghurst Requa Gun

10mm 15mm 25mm 1 section 2 sections 3 sections

1 2 3 d6-1 d6 d6+1

Before firing, roll 1d6 and modify for the number of sections in the battery.  This

is the firepower for the action.  If the modified die roll is '0' or '1', then the battery

may not fire, but it still uses an action.  If it is the first time the battery fires, the

+2 opening volley modifier is added to this roll.  Thus, it will get at least one shot.

Pass Through Fire

If a gun does not jam on shooting at the primary target, it will not jam if using pass

through fire.  Roll one die less as usual, but do not remove anything for doubles.

If the gun jammed on firing at the primary target, pass through fire is resolved with

two dice less, but again, do not remove anything for doubles, as you have already

lost one on the first fire.  Of course, it's highly unlikely that you would have two dice

left to roll a double.
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