
combat results table

fire range table

     strength point factors
Die 1-4 5-8 9-12 13-16 17-20 21-24 25-28 29-32 33+
1	 –	 –	 –	 –	 –	 M	 M	 1	 1
2	 –	 –	 –	 –	 M	 M	 1	 1	 1
3	 –	 –	 –	 M	 M	 1	 1	 1	 2
4	 –	 –	 M	 M	 1	 1	 1	 2	 2
5	 –	 M	 M	 1	 1	 1	 2	 2	 2
6	 M	 M	 1	 1	 1	 2	 2	 2	 3R
7	 M	 1	 1	 1	 2	 2	 2	 3R	 3R
8	 1	 1	 1	 2	 2	 2	 3R	 3R	 3R
9	 1	 1	 2	 2	 2	 3R	 3R	 3R	 4R
10*	 1	 2	 2	 2	 3R	 3R	 3R	 4R	 4R

modifiers (cumulatives)
-2 Drm	Target	is	in	a	wood	hex	
+1 Drm	Target	attacked	from	3	different	and	adjacent	hexes	(flank	fire)
+1column	on the right when	firing	at	limbered	artillery

results
– : Nothing
* : Checks	for	Leader	Elimination	:	roll	a	D10,	a	roll	of	7 or more	eliminates	leader.
m	:	Target	makes	a	Morale	check
1 ou 2	:	Target	loses	that	many	steps,	and	makes	a	Morale	check
3r ou 4r	:	Target	loses	that	many	steps,	retreats	2	hexes,	and	makes	a	Morale	
check

type of unit 1 hex. 2-5 hex.
Infantry/Dismounted	Cavalry	 x	1	 –
Mounted	Cavalry	 x	1/2	 –
Unlimbered	Artillery	 x	2	 x	1

fire combat procedure
1.	Indicate	the	target	hex	and	the	units	firing	at	the	
target.
2.	Check	the	Range	and	modify	each	firing	unit’s	SP	
separately.	
3.	Total	all	units	modified	SP	firing.
4. Reference	the	total	number	of	SP	firing	from	step	2,	
on	the	columns	of	the	CRT.	
5.	Roll	the	D10	and	apply	modifiers.
6. Cross	reference	the	final	modified	die	roll	from	step	5	
with	the	Firing	SP	column	from	step	3.

movement table block los

morale check
morale table

type of unit movement points
Infantry	 6
Dismounted	Cavalry	 6
Unlimbered	Artillery	 6
Mounted	Cavalry	 9
Leader	 9

color morale
green	 5
black	 7
gold 9

terrain movement cost Defensive bonus block los
clear/cornfield 	 1	[1/2]	 –	 No
creek/farm	 –	 –	 –
road*	 1	[1/2]	 –	 No
Wood	 2	 Fire	-2	 Yes
+1 level	 +1**	 –	 See	9.4
-1 level	 –	 –	 See	9.4
river 	 +1	to	cross	 –	 No
bridge	 Cancel	the	River	 –	 No

terrain effect table

•	Units	at	the	same	level
•	Friendly	units	being	fired	over	that	are	adjacent	to	the	target	unit
•	hex	of	higher	elevation	than	the	elevation	of	both	the	firing	
and	target	unit
•	Wood

1.	Determine	the	unit’s	Morale.
2.	Roll	the	D10.	Apply	any	DRM	for	leaders	and	terrain.
3.	If	the	number	rolled	is	higher	than	the	unit’s	modified	Morale	
then	the	unit	immediately	routs.	A	die	roll	of	10	before	modifiers	
is	an	automatic	rout.	

[1/2] :	only	if	in	column
* :	Road	cancels	terrain	cost	if	in	column
** :	cost	not	cancelled	if	in	column

ceDar mountain - vv153 - v1.1 - 06/11/2020


