Assault Table

Difference between Attacker’s CCV and Defender’s CCV

DR | |-5orless| =3 ,—4|—1 ,—2 0 +1 , +2|+3 , +4|+50r+H
2or-| 382/ —[282/—[282/—|282/—[1S2/—|1S2/—|IS1/—
=1 | [3S2/—|282/—[1S3[ =182/ —[1S1/[=|1S1/—| SI /-
0 292/ — | 1S3/ = | 182/ —=[1S1/—=|1S1 /= [1S1 /= [S1 [ cel
1 282/ — | 182/ = | 1S2 [ = [I1S1 /= [ 1S1 /= | S1 [ = |[ee2 [eel
2 1S3/ — [1S2/—|1S1/ = [1S1/— | S1 /= |SI [ eel|cel | SI
3 182/ — | 1S1/— [1S1/— | S1/— |S1/ cel|ee2 [eel| A(eel)
4 152/ — [1S1/—| S2/— |S1/ cel|ce2 [eel|eel [ S1| 1/ee2
5 IS1/—| S2/— [S1/ecel|ee2 [eel|eel [ S1| A(eel) | — /S1
6 IS1/— [ S1/] eel|ee2 [eel| eel [ S1| Acel) | 1[ee2 | —[S2
7 S2 [— |ee2 [eel|eel [ST|IS1/1S1| 1/ee2 | — [S1 | —[IS1
8 | |S1/eel|eel [S1| A(eel) | 1]ee2 | = [S1 | = [S2 | =]1S1
9 | |ee2[eel| Aeel) | 1fee2 | =[S | —[S2 | = [1S1|—[1S2
10 | [cel /SI| 1fee2 | —[S1 | —=[S2 | =[ISL|=[ISI|—][1S2
11 Afeel) | = [S1 | = [S2 | =[IS1| = [1S1|—=[1S2|—]IS3
12 1/ee2 | —[S2 | —[1S1|—/1S1|— /182 |— /182 |— /1S3
13 —/SU | = [IS1|—[1S1|— /182 | —[1S2|— /1S3 |— /282
14 —ISL | =J1S1| = /182 (= [1S2|—=[1S3|—[1S3 |—[2S2
15 [ [=/1SH|—=/182|—=[1S2 | =183 |— /1S3 |— /282 | —[3S2
160r+ [ — [1SL|— [1S2|—[IS3|— /1S3 | — /282 | — [2S2 | — [3S2
Results:
Att /Def  Results to the left of thefare for the Attacker: to the right for the Defender
cel  Cohesion Check with +1 DRM .
cc2  Cohesion Check with +2 DRM I:I Attacker wins
nS# 1 SP loss;unils worsen #Slatus Levels I:I Defender wins
—  No Efiect I:I Draw
A(eel) Attacker lakes a ecl. Pass? I:I Uncertain
Attacker wins, else loses. '

Strength Ratio

Assault Modifiers Table

All. to Def. | Strength Ratio|| Atl. to Def. |Strength Ratio
Ratio DM Ratio DEM
worse than 1 - 2 -3 3— L or better +4
1=2 =2 25—1 +3
I—1.5 -1 2—=1 +2
1—1 0 l.5—1 +1
Other
Assault Modifiers Table
. Other
(ondition DRMs
Defender Terrain See TEC
(harging Cavalry (vs. Square) -1
(harging Cavalry (not vs. Square) +1
Attacker / Defender in Road Movement (*) -1/ +l
Attacker / Defender Fatigued (*) =1/ +l
Attacker / Defender Out of Ammo (*) —1/+l
Attacker / Defender Formation Collapsed (*) -1/ +1
Defender attacked from a Rear hexside +1
Defender Exhausted (*) +1
Infaniry attacking a Square +1
Counter Charging Cavalry +0
(*): When more than one unil in a stack, consider the unit with
the highest Stacking Value (excluding Artillery)

Fire Table

Coheston Check Modifiers Table

Condition Cohesior_l Check
Modifier

Result from the Assault Table +1or +2

Defender in Square =2

(avalry Assualting/Charging Infantry in Square +2
Checking unit in Road Movement +2
Infantry not in Square, charged by Cavalry +2
Check to form Square =]l
Check to Withdraw in front of the enemy +AcIMP—ReactMP
(Checking unit belonging to Collapsed Formation +2
(hecking unit Exhausted or +2

belonging to Fatigued Formation

(*): CCV may be modified by the Unit Status chart

Firing Strength Fire Modifiers Table .
DR | [1-3[4-6[7-9 [10-12{13-16| 17+ || (ondition Fire Table Cohesion Check
9 T T A N Modifier Effects Table
or- —{| Targel hex Terrain See TEC Cohesion Check Unit Stalus
3 - - - — = | SL [ Defender’s Cohesion Value See (VM Fire Table Failed by Effect
1 — | = | = | = | SI1 | SI ||LneInfantry (only) Reaction Fire X 1/2 (round up) 1or2 Unil Status — 1
5 - - — | st | s1 | s2 |[Artillery firing at 1 hex Range One Column Right Jord Unit Status — 2
6 _ _ S1 | s1 | s2 1 Artillery firing at 4-5 hex Range One Column Left 5 or more Unit Status — 3
T TR 1 1S Any unit in the target hex in Road Movement +2
B R - > ST Il Target force: Light Infaniry =3 ;
8 — | St | Sl 1 IS1 | 182 || Target Force: Cavalry or Square +2 0 Ufm Stazus Chare
9 SL | SU [ 1 | 181|182 2S1 |[Fire from force in Square -2 ef‘;,'('f‘lfr s Effect
10 ST | S1 1St | 182 | 281 | 281 ;‘ire from force witﬂ Bisorianized unii(s) = f Gomi ‘()rdor Yo Eifect
- 5 [ oc1 | 9c1 | oce ire from force with Disordered unil(s) = - -
11 S1 1 [ 1S2 | 281 | 2S1 | 282 Fire received through Rear hexside ) ‘Shaken Cohesmn \leue —‘I
12 1 181 | 281 | 281 | 282 | 282 |Yassed target hex (Stacking Value: 4 or 5) +2 Dlsm deI:Ed Cohcsmn Value —2
13 | [ IS1 | 1S2 | 281 | 282 | 282 | 3S1 CVM Fire Table DlSﬁrai:nhzed - tohOS(llOIp \'allllﬁ =
I4or+| | IS1 | 281 | 252 | 282 | 3S1 | 352 Defender’s highest Stacking |~ Fire Table — e Ay
Resulls: Value modified(*) (CV Modifier
nS# 0 SP loss; units worsen #Status Levels 10 —1 1‘1 g{t _)7
—  NoEffect g E; (; 491 \ '\O Z, @
S
5 or less +2 /z c"/ /ﬂf =



lerrain Effects Chart

. Movement Fire Assault/Ch.
Terrain Key Cost Effect Effect
Clear Hex @ 1
Level 1,2,3.4 2 Arty NE NE
Cultivated Hex-(not Corn)(1) 2 NE NE
3 Arty
. . 2 -1
Cultivated Hex-Cornfield (1) 3 Arty LOS Blocked (5) NE
. 1 -2 -1
Village Hex (1)2) No ZoR LOS Blocked (5) | No Facing
1 -4 -2 (rule 22.4)
Fortress Hex No ZoR LOS Blocked (5) | No Facing
Woods Hex 2 - -1
N No ZoR LOS Blocked (5)
h - 3 Attacking from
Marsh Hex i .;-_.';"f_j:"_::, Cohesion Check NE Marsh: -2
Slope Hexside DOWN: NE o DOWN; NE
. "'E Prohibited to
Steep Slope Hexside g <UP | Arty and Cavalry o UP: -2
(change of two or more UP:+1 per Level| Firing UP: -1 T
Levels in one hexside) ’ Down & CohesionCheck DOWN: NE
DOWN: NE
Major Road Y 1/3 (3) OTH OTH
T
Minor Road 1/2 (3) OTH OTH
Mincio River Hex ﬂ P (6) NE P
wy Arty: P
Y Cavalry: +2 &
Tione River i ' | -1Status Level OTH OTH
| | Infantry: +1 &
Cohesion Check
Stream +1 OTH OTH
. Enter in Road
Bridge Movement only NE NE
%\-:;_ If not in Road L
Ford (4) N Movement OTH | +1 Firing into NE
+ else NE
Lake -:\_ P P P
Notes: Legend:

(1) A Cultivated feature in a Village hex has No Effect
A Village hex is considered to have Minor Roads

when no Road is drawn in the hex

(2
(
(4
(5
(6

)

3) “Road” movement costs used along roads and in
Road Movement only. Otherwise, OTH

) Any time a road crosses a Stream a Ford is implied

)

)

LOS open INTO the hex, but not THROUGH
May be crossed only through Bridges

NE: No Effect
OTH: Other Terrain in Hex
P: Prohibited
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