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Quick Reference Sheet - Game Turn and Command

Game Turn Sequence (p.134)

1. Brigade commanders issue orders or change orders to regiments
2. Brigade commander sends messenger to Divisional Commander if change of orders required
3.The C-in-C issues new orders or makes a‘lucky guess’
4. Insert Random Event card if scenario requires
5. Draw first Brigade Card (see Card Deck)
6. Challenge Initiative (see Challenge Initiative)
7. Player with initiative takes his turn
8. Next card drawn, player takes turn; continue till all Brigades have taken action
9. Morale Checks

10. Compulsory moves

11. Shuffle Brigade card deck, ready for next turn

Orders to Corps or Divisions (p.130)

Seize: At least 1 subunit must be given seize orders, all others either support or manoeuvre
Support: Specify formation to support. No subunit may be given seize, hold or fight. with.
Hold: At least 1 subunit must be given hold orders, none may have seize or fight. with.
Manouevre: Specify direction. At least half of subunits must have manoeuvre orders
Fighting Withdrawal: At least one subunit must be given fighting withdrawal orders

Orders to Brigades (p.130)

Seize: At least 1 regiment must be given assault orders, others engage or advance
Support: No regiments may be given assault, hold or retire orders

Hold: At least 1 regt must be given hold orders, none may be given advance or assault
Manouevre: At least half regiments must have advance orders

Fighting Withdrawal: At least one regiment must be given retire order.

Orders to Regiments (p.132)

Order Purpose and limitations of the order

Assault Advance aggressively towards the enemy, charge or attack, fight or shoot
Advance Move forward towards the enemy, fight or shoot

Engage Move as required, fight or shoot

Hold Defend a position or objective, fight or shoot, no movement

Retire Move away from the enemy, fight or shoot if attacked

Command Radius (inches): Poltroon 8, Cautious 8, Able 12, Gifted 16, Charismatic 16
Units under command: Poltroon 2, Cautious 3, Able 4, Gifted 6, Charismatic 8
For commander casualties see pp157 and for commander replacement see pp128

Out of Command Table

D10 score
Unit's training  o-1 2-3 4-5 6-7 8-9
Green A C D D E
Novice A B C D E
Experienced A C E F F
Veteran A B C E F
Elite A A B C E

A - Obey orders as given. B - Carry out previous orders or result. C - Copy neighbouring unit within 4", otherwise hold.
D - Advance 4" if possible, otherwise hold. E - Retire 4". F - Hold in place)

o
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Quick Reference Sheet — Movement

Movement Road/ Rough/ Dense Wood Swamp Steep hill/
in inches: Track Open For Wood /Marsh  slope
Infantry Column 10) 7 5 4 5 3 4
Line 4 4 3 2 3 2 2
Extended 5 5 4 3 4 3 3
Cavalry Column 20 12 8 A 8 . 6
Line 8 8 6 A 6 o 4
Dismounted 4 4 3 2 3 2 2
Artillery Limbered 12 10 6 u 6 u 2
Manhandled 3 2 2 | 1 | 1
Skirmishers 8 8 6 4 6 4 4
Couriers 20 20 20 20 20 20 20

A - Cavalry must dismount to pass through and move at dismounted cavalry rates. ® - Impassable to cavalry, must go round the
obstacle. M - Impassable to artillery, must go around the terrain feature

Double Time Movement
Troop type Road Open Combination of Road and Open

Infantry 14 10 12
Cavalry 28 20 24
Artillery 18 14 16

Only available to limbered artillery or units in column and on road or in open.
Double time must not come within 10 in of enemy cav (unless friends intervening) or 4 inches of enemy
in any circumstances. Must have 1 unit of normal movement between double time moves.

Changes of direction:

Oblique upto 450 of straight ahead, keep original facing. Change facing by wheeling, measure from outside
corner: Exp, Vet and Elite units wheel at full speed, Green and Trained units lose 1/4 move unless in Extended
line. Skirmishers move and face any direction so long as no base exceeds move allowance.

Formation changes:

Infantry, column > line > extended line > skirmish order (or reverse), 1/2 move each step.

Cavalry, column > line (or reverse), mount or dismount, 1/2 move each

Infantry may form square from line or column (or reverse): Green 2 turns, Trained 11/2 turns, Experienced 1
turn, Veteran or Elite 1/2 turn

Charge Movement Table
Formation Road/Track/Open Rough  Woods Downbhill Steep Slope

Inf Line 6 5 5 6 3
Inf Extended 7 6 6 7 4
Inf Col * 7 5 3 6 4
Cav Line 12 8 8 10 6
Cav Column 14 7 7 14 7

*Only French infantry may charge in column.
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Quick Reference Sheet - Firing (1)
1. Check range: short (s), medium (m) or long (1)
2. Determine number of firing dice (min. 1)
3. Roll dice, select best score(s), refer to Musketry or Artillery Fire Table as approriate
4. Check meaning of result against Firing Results Key
5. Conduct any morale checks specified on Firing Results Key

Weapon Ranges (in inches)

Small Arms Short Medium Long
Pistol 0-1 over1-2 over2-3
Cavalry Carbine  0-3 over 3-5  over5-7
Musket 0-4 overd-6 over6-38
Rifle 0-5 over5-8 over8-12
MUSKETRY FIRING TABLE
Target & Inf. Inf. Col Inf Skirmi Mtd Unlim Limb'd
range (s,m, 1) line square ext line shers* cavalry artill'y artill'y
Firing Unit best roll SML S ML S ML S ML S ML S ML S ML
Green 0-2 ABB AAB BBC BBD AAB ABC ACD
(D10 3-4 BBC ABC CDE BCF ABC BCD BDE
before 5-6 CDD CCE DEF CDF BCD CDE CETF
modifiers) 7-8 DEF DEF EEF DEF CDE EFF DFF
9 EFF EFF FFF EFF DEF FFF ETFTF
Trained 0-2 AAB AAB ABC ABC AAB AAB ABC
(D10 3-4 BBC ABC BCD BCD ABC ABC BCD
before 5-6 BCD BCD CDE CDE BCE BCD CDE
modifiers) 7-8 CDE CDE DEF DEF CDE CDE DETF
9 DEF DEF EFF EFF DEF DETF ETFTF
Experienced 0-2 A AB AAB AAB ABC AAA AAA ABGB
(3D10 3-4 ABC ABB BBC ACD ABB ABB ABC
before 5-6 BBD ABC CDE BDE BCC BCC BCD
modifiers) 7-8 CCE BCE DEF CEF CDE CDE CDE
9 DEF CDF EFF DFF DEF DETF DEF
Veteran 0-2 AAB AAA AAB AAB AAA AAA AAB
(4D10 before 3-4 AAB AAB ABC ABC AAB AAB ABC
modifiers) 5-6 BBC ABC BCD BCD BBC ABC BCD
7-8 BCE BBE CDE CEF BCD BCD CDE
9 CDF CCF DEF DFF CDE CDE DETF
Elite 0-2 AAA AAA AAA AAA AAA AAA AAA
(5D10 before 3-4 AAB AAB ABB ABB AAB ABB ABGB
modifiers) 5-6 ABB ABC BCC BCD BBC ABC BCC
7-8 BCE ACD BDE DEF CCE BCD CEE
9 BDF BDE CEF EEF DEF CDE DFF
FIRING MODIFIERS

+2d10 Per unit/gun if aimed fire versus stationary target (firer must not have moved this turn or last,
target not moved this turn

+1D10 per stand firing with rifles or carbines and stationary this turn

-1D10 per unit/gun if target in solid cover (eg walls, earthworks, buildings or dense woods)

-1D10 per unit/gun if target moved over half this turn (artillery turning doesn’t count)

-1D10 per unit/gun if firer moved more than half (artillery turning does count)

-1D10 if firer is disordered

-1D10 per stand unable to fire (no line of sight) or lost (eg regiment down to 3 stands = -2 dice)

Regardless of modifiers, the firing unit may always roll at least 1 die.

o
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Quick Reference Sheet - Firing (2)

Artillery Short Medium Long
Light shot or shell 0 -8 over 8-16  over16-24
Light canister 0-4 -

Med shot or shell ~ 0-12 over12-20 over 20 - 32
Medium Canister ~ 0-6 -

Hvy Shot orshell ~ 0-16 over16-28 over 28 - 40
Heavy Canister 0-8

Artillery Firing Table
Target formation and range (canister, short, medium, long)
Artillery Infantry Inf column  Inf Extend. Skirmisher Mounted Unlimb'd  Limbered
unit's best Line or square  Line Dis. Cav Cavalry Artillery Artillery
experience roll CS ML CS ML CS ML CS ML CS ML CS ML CS ML
0-2 BABC AABB CCDE CBCD BABC AACD AABC
Green 3-4 CBCD BACC DDEF DCDE CBDE BBDE BB CD
5-6 DCDE CBDE EEEF EDEF DCEF CCEF CCDE
7-8 EDEF DCEF EFFF FEFF EDFF DDFF DDEF
9 FEFF EDFF FFFF FFFF FEFF EEFF EEFF
Trained 0-2 BABC AAAB BABC BABC AABC AABC AABC
3-4 BBBD BAAC CBCD CBCD BACD AACD BBCD
5-6 CBCE BABD DCDE DCDE CBCD BBDE CCDE
7-8 DCDF CBCE EDEF EDEF DCDE CCEF DDEF
9 EDEF DCDEF FEFF FEFF EDEF DDEFF EEEF
Experi 0-2 AABB AAAA AAAB AAAB AAAA AAAA AABB
enced 3-4 BABC AAAB BBBC BBBC BABB AABC BBCD
5-6 CBDD BABC CCDD CcCCCD BBCD BBCD CCDE
7-8 DCEF CBCD DDEF DDEF CCDE CCDE DDEF
9 EDFF DCDE EEFF EEFF DDEF DDEF EEFF
Veteran 0-2 AAAB AAAA AAAA AAAA AAAA AAAA AAAB
3-4 BABC AAAB AABB AABB AAAB AABB AABC
5-6 BBCD BABB BBCC BB CC BABC BBCE BBCD
7-8 CBDE BABC CCDE CCDE CBCD CCDE CCDE
9 DCEF CBCD DDEF DDEF DCDE DDEF DDEF
Elite 0-2 AAAB AAAA AAAA AAAA AAAA AAAA AAAA
3-4 AAAC AAAB AAAB AAAB AAAA AAAB AAAB
5-6 BABD AABB BBBC BBBC AABB AABC AABC
7-8 CBCE BABC BCCD BCCD BB CC BBCD BBCD
9 DB DF CBBD CDDE CDDE CCDE CCDE CCDE
Firing Results Key
Musketry Artillery vs Infantry or Cavalry Artillery
Result vsinf or cavvs Artillery Canister Shot or Shell vs Artillery
A 2 stands® 3 crew* 3 stands* 2 stands* gun destroyed, lcrew,
morale test*
B 2 stands* 2 crew® 2 stands* 1 stand, morale 2 crew®
test*
C 1 stand 1 crew 1 stand Shaken 1 crew
D Disordered Shaken Shaken Disordered Shaken
E Morale test* Morale test* Disordered Morale test* Morale test*
F No effect No effect Morale test* No effect No effect

* Take morale tests immediately, always take morale test if 2 or more stands/crew killed in one phase

o
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Quick Reference Sheet - Charging (1)

1. Check charge distance 2. Check attacker’s resolve ﬁtake charge morale check if required) 3.Check
defenders resolve (take charge morale test if required) 4. It appropriate, move charging unit into contact.

ATTACKER’S RESOLVE TABLE

Morale Experience/Roll 0 1 2 3 4 5 6 7 8 9
IMPETUOUS  Green A A A A A K K M N N
Trained A A A G J K L M M N
Experienced A A C G ] ] L L M N
Veteran A A B E G I K L M M
Elite A A B B E G H K L M
CAUTIOUS  Green A A G K L L M M N N
Trained A B G G G K L M M N
Experienced A D G G I ] K L M N
Veteran A D F G G H ] L M M
Elite A B D E E G H K L M
STEADY Green A A A G K K M M N N
Trained A A C G ] K L M N N
Experienced A B E F G I K L M N
Veteran A B D E F G H ] M N
Elite A B B B B D G H I M
CONFIDENT  Green A A A B C G ] K M N
Trained A A B C F G H L M N
Experienced A B B E F F G K M N
Veteran A B B D D E F H I L
Elite A B B D D D E G H L
ARROGANT  Green A A A A A A C K M N
Trained A A A A C C K M M N
Experienced A A A B B E H L M M
Veteran A A A B B B E H L M
Elite A A A B B B C D H M
ATTACKER’S RESOLVE TABLE KEY
Result Infantry Cavalry
A Charge home Charge home
B Attack at walk, no charge bonus Charge home at trot., no charge bonus
C Close to short range and fire. No charge Charge disordered, no charge bonus, penalty for
disordered
D Close to medium range and fire. No charge Charge disordered, no charge bonus, penalty for
disordered
E Close to long range and fire. No charge. Move 1/2 distance, become disordered
F Take charge morale test Move 1/2 distance, become disordered
G Take charge morale test Halt, do not charge
H Pull back 1 inch and fire (if still in range) Halt, do not charge
I Halt and fire at close range - rout if
countercharged Break off charge and retire 2 inches
J Halt and fire at med. range - rout if
countercharged Break off charge and retire 4 inches
K Halt and fire at long range - rout if
countercharged Take charge morale test
L Retire 2 inches facing the enemy Take charge morale test
M Retire disordered 2 inches NOT facing
the enemy Rout
N Rout Rout

o
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Quick Reference Sheet - Charging (2)
DEFENDER’S RESOLVE TABLE

Morale

IMPETUOUS

CAUTIOUS

STEADY

CONFIDENT

ARROGANT

Result

Q
R

S1
S2

S3

Y1

Y2

Y3

ORDERS
Experience

Green
Trained
Experienced
Veteran
Elite

Green
Trained
Experienced
Veteran
Elite

Green
Trained
Experienced
Veteran
Elite

Green
Trained
Experienced
Veteran
Elite

Green
Trained
Experienced

Veteran
Elite

Infantry
Counter-charge

Fire at short range,
then fight

ASSAULT ADVANCE
0-3 45 689 0-3 45 6-8 9
QR Y2 7Z QR T Z
QR YLIY2Y R T Y1
QT X YI R S3W
R S2 T YL S1 S1 S3
R R S1T S1 S2 S3
Q 2T W S2T V
R SIT W S1V W
R S1 U V S1 83 T
S1 T U U S1 82 T
S1U U V S1 S2 S3
R T T YL R $2T
R T WYL S2 52 S3
S1 83T U S1 82 2
S1 S2 S3 U R S1 $2
U U UV R R S1
Q R S3 T QR T
R 2T U R R $2
S1 82 S3 T S1 S2 S3
S1 82 U U S1 S1 S2
S1 81 $2 U S1 S1 S1
Q QR T Q R Y1
QR R S3 QT T
R 2T U R R T
R S1U U R R S1
S1S1 U U R R R

Fire med range, then fight

Fire at long range,
then fight

Stand, fire if not charged

Morale Test

Pull back 1/2 move
and fire

Pull back full move
and fire

Retire not facing the
enemy

Retire disordered, not
facing

1 std flees, rest stand
& fight

2 stds flee, rest stand
& fight

3 stds flee, rest stand
& fight

Unit routs

Dismounted Cavalry

Fire full eff. retire 1/2 move

Retire full move and remount
Fire 1/2 eff., retire full move
Retire full move, disordered

Morale Test
1 std flee, rest fight if charged
2 std flee, rest fight if charged

Ret 1 mve facing , horses bolt
enemy

As above, but NOT facing

Shaken, cannot move or fight

Rout
Rout
Rout

Rout

cacHg coHdas <ccxg <<<s3 cxX5x

—p—

ENGAGE
0-3 45 6-8 9
W Yl Z
Y1 Z

S ggUct gUa<s gas

CCCCz CCCCOsE <C<xKg <<s=xXX <55

Mounted Cavalry

Counter-charge

Counter-charge

Receive charge stationary
Receive charge stationary

Receive charge stationary
Counter-charge disordered

Morale Test
Retire 1/2 move, face

Retire full move, face
enemy

Retire full move not
facing

As X, plus disordered

1 std flees, rest stand
& fight

2 stds flee, rest stand
& fight

Rout

HOLD

0-34-5 6-8 9

R Y1
S2 Y1
S2 Y1
S3T

S2 83

S3T
S2T
52 S3
51 52
S1 51

TT
S3 83
52 82
S181
S1 81

R T

52 S3
52 82
S2 82
S1 81

R S3
S3 83
52 82
S182
S1 51

Y2

=5S

<z 7=

w w4
N W
s ==X

Z
V4
V4
Y3
X

Y3
Y2

<=3

ca<<sz ca<<xg <

Artillery

RETIRE
0-3 45

R
S3
S3
u
S2

Y2
Y2
Y1
u
U

Y1
W
T

S3
S2

Fire double canister

6-8 9

Y3
Y3
Y2
v
U

<z gg-=<sz -cs

wv w»n o~
@ N

Fire at short range effect

Abandon gun, crew flee 1/2

Fire at long range effect

Fire at medium range effect

Limber gun, retire 1/2 move
Morale Test
Defend gun, fight if charged

Z
V4
Z
zZ
Y1

Z
Y3

Spike gun and flee 1/2 move

Surr. if chgd or spike and
rout

Spike gun and rout

Rout, leaving gun

Rout, leaving gun

Rout, leaving gun
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Quick Reference Sheet - Charge Morale Tests
Use this table only for Morale Tests required by Attacker or Defender Resolve Table

CHARGE MORALE TABLE

MORALE
IMPETUOUS

CAUTIOUS

STEADY

CONFIDENT

ARROGANT

Green
Trained

Experienced

Veteran
Elite

Green
Trained

Experienced

Veteran
Elite

Green
Trained

Experienced

Veteran
Elite

Green
Trained

Experienced

Veteran
Elite

Green
Trained

Experienced

Veteran
Elite

EXPERIENCE

ATTACKER
0-34-56-89

A

P> WEEE> WHIEe> THIE e >
ATPFPTIET NONNW MHAgH AT FTON

DEFENDER DEFENDER DEFENDER

WITH
ASSAULT
ORDER

0-3 4-5 6-8

G

TMHAM®W gHTO0 TTTIO IO OTOm

PEPEE EEEONW PIONNT >OAWII > >
PPIITN FENTN TNTHN NTTOHN NFIITN
>NUTo NOUTHEE TgTH IO oREHEO gNng— o
TOOOQO™ UHEHEQ® THTT 0 TQHEIA QU ™™
FPEPHFE P IFTI NNAFTFIH >FINN > HFIT
FEATN FNNAUM JOUNm gNouOm WFNJT

Charge Morale Test Results Key

Attacker

Result Infantry

A

B

O = =™ J

—

Charge to
contact

Attack
disordered

Halt, fire short
rge

Attack falters -
test resolve again

Fall back 4 inches
Fall back 6 inches

One stand flees,
remainder fire

Two stands flee,
remainder fire

Halt and fire at
half effect using
D10

Assault orders
changed to
Advance

Panic and rout

Panic and rout

Attacker
cavalry
Charge to
contact
Attack
disordered

Attack
disordered

Refuse to charge,
halt

Fall back 6 inches
Fall back 8 inches

Assault orders
changed to
advance

Turn about and
retire a full move
Feint.. Halt
halfway to
enemy’

Feint. Halt
halfway to
enemy,
disordered
Panic and halt
shaken

Panic and Rout

Defender
Infantry

Counter-charge

Stand, fire if not
charge

Fire at close
range, fight
if charged

Fire at half effect
using 2D10, fight

Hold orders
changed to retire

Fall back 4 inches

Fall back 6 inches

One stand flees,
remainder fights

Two stands flee,
remainder fights

Three stands flee,
remainder fights

Panic and rout

Panic and rout

WITH
ADVANCE
ORDER

9 0345689
C

NUUTT™ NUUOO QU™ mHTEm— gngmm
OmmOI— g™~ T OUFIHEO OO0 A Iom ™
PRI ON PEINN UTTUNF Fg0O™ > NONFF
WOAUM SAATUN mHeHmg AETEIO S99 mN
gmgm™ gggmm MmO~ JHET DT mgmmm
mHmTEO THEOT ISR T~~~ Qm™T—

Defender
cavalry

Counter-charge

Counter-charge
disordered

Receive at halt

Receive at halt

About turn and
retire for 8 inches

Turn, retire 8in
isordered

One stand flees-
remainder fights

Two stands flee,
remainder fights

Retire a full
move

Evade full move
and scatter - 2
turns to reform

Panic and rout

Panic and rout

o

WITH
ENGAGE
ORDER

0-34-56-8 9
E

>ONU® JUUUN UUmmm NUTmEm gggmn
AgUUNmM momOm mQ™W T~ gnQ"— 90T

Def. dismtd cav.
Fire short range

Fire long range,
mount ,retire 4in

Mount up and
retire full move

Mount up and
retire half move

Retire half move
on foot

Retire full move
on foot

Horse's bolt,
retire half a move
on foot

Horse's bolt, retire
a full move on foot

Panic and rout

Panic and rout

Panic and rout

Panic and rout

DEFENDER
WITH
HOLD
ORDER

0-34-56-89

DEFENDER
WITH
RETIRE
ORDER

0-34-56-89

NUOI™ UHEET OO IIT "OO~™ T o0nTm™

gor~rooxTT oxTT T otz T
SRR SR R RRARCC RRT OO

OT——— T——— " T RR SRR R

omEQHE O0QTIQ TnOT T HE I T On T T
TOTWMIT ITTZT T OTIT A QT T A DT A

Defender
Artillery

Fire double
canister

Ret by recoil 1 inch

Crew retreat 4in,
abandon gun

Crew pinned,
surrender if attacked

Crew pinned - will
be killed if attacked

Crew abandons gun
and routs

Crew abandons gun
and routs

Crew abandons gun
and routs

Crew abandons gun
and routs

Crew abandons gun
and routs

Crew abandons gun
and routs

Crew abandons gun and

routs



08 Ch08 16/12/10 13:03 Page 222 $

Quick Reference Sheets - Close Combat
1. Determine no of attacker’s dice and roll. Check modifiers to see how many to roll and apply.
2. Select best result(s),apply to Attacker’s Melee Resolution Table and Melee Results Key

3. Before removing casualties, Defender uses Defender’s Melee Resolution Table and Melee Results
Key

4. Remove all casualties, move units pushed back etc. 5. Conduct melee morale test
Usually single best result is applied to Resolution Table, but see modifiers below

Melee Modifiers

Charging , count results of 2 dice Counter-charging cancels charger’s bonus

Attacking flank: count results of 3 dice Behind defences, defender rejects 2 of attacker’s rolls
Cav vs Inf square of 6+ stands, -1 die Inf square v Cav may cancel enemy charge bonus OR
Disordered (att or def) roll -1 die roll 1 extra die on Defender Resolution

For each stand below full strength - opponent can discard that number of rolls
Extended line versus line or column, roll 1 fewer dice

Attacker (Defender)

Melee Resolution Die roll InfvInf InfvCav CavvInf CavvCav InfvArt CavvArt
0-2 B (B) D (D) B (B) B (A) A A
Green 3-4 D Q) E (E) C(© D (B) B A
(1D10) 5-6 E (D) G (G) D (E) E (D) C B
7-8 F (E) H (H) G (G) F (E) E C
9 H® I JO ] ® E D
Trained 0-2 A (A) B B() BA() B (A) A A
(2D10) 3-4 C(© D D() C (B) C (B) B A
5-6 D (E) E (E) D (D) E (O C B
7-8 E (F) G (G) D (E) F (E) D B
9 F (F) H (H) E (G) G F) E C
Experienced 0-2 A (A) B (B) A (A) B (A) A A
(3D10) 3-4 B (B) C(© B (B) C (B) A A
5-6 C (E) D (E) C (D) D (O) B B
7-8 D (F) E (G) D (E) E (D) C C
9 E (F) F (H) E (G) F (B) D D
Veteran 0-2 A (A) B (B) A (A A (A) A A
(4D10) 3-4 A (B) C(© A (B) B (B) A A
5-6 B (O) D (D) B (D) C (B) B A
7-8 D (D) D (E) C (E) D (O) B D
9 E (E) E (G) D (H) E (D) C C
Elite 0-2 A (A) B (B) A (A) A (A) A A
(4D10) 3-4 A (B) C(© A (B) B (B) A A
5-6 B (Q) D (E) B (Q) C(© A A
7-8 B (E) D (G) B (E) C (E) A A
9 C(G) E (H) C H) E (F) C C

A - 2 enemy stands killed. B - 1 enemy stand killed. C - 1 enemy stand flees. D - Enemy pushed back 4". E - Enemy test morale. F -
Stalemate. G - Own unit pushed back 4". H - 1 of own stand killed. I - 2 of own stands killed. J - Own unit test morale.
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Quick Reference Sheet - Morale Tests

Check morale when: Unit from own brigade routed or seen wiped out within 12”/To recover from shaken,
disordered or routing/unit’s brigade or higher officer killed within 12”/Unit has taken casualties this turn and not
taken a morale test for any other reason.

Morale tests resulting from charging procedure (testing resolve) use the Charge Morale Table (p.144). All other
morale tests are taken as follows. Roll 2D10 (‘0’= 10) and apply modifiers. Final score lower than unit’s Basic Factor
(BF) = test passed, otherwise failed by number BF is exceeded by.

Add 1 to dice roll Subtract 1 from dice roll

Each stand lost by unit to date If unit is at full strength

If the Brigade Commander has been Brigade commander within 5 inches

lost this turn If the Divisional Cdr is within 5 inches
Raw Trained or Raw Green troops under If the Army or Corps Cdr is within 6 inches
fire for 1st time If there are friendly troops within 4 inches
Currently disordered or shaken Unit has inflicted casualties on enemy this turn
If there are no friendly units If unit is in cover

within 4 inches Any routing or retiring enemy

Any enemy unit within 4 inches within 4 inches

Fired on or attacked from flank or rear If unit has been victorious in melee

EACH friendly unit routing, retiring
or destroyed in 5 inches

Unit pushed back in melee
Morale Table

Assault Order Advance Order Engage Order Hold Order Retire Order
failed by failed by ?ai ed by failed by failed by
Morale Experience  1-45-89-12 13-16 11-20 1-4 5-89-12 13-16 11-20 1-4 5-89-12 13-1611-20 1-4 5-8 9-12 13-16 11-20 1-4 5-8 9-12 13-16 11-20
Impetuous Green ACF G H AAB D F AAB F GABB E G ABF G H
BF9 Trained ABC F H ABD F G ABF G H BETF G HBFG H I
Experiend B B G H I B DF G H BFGH I EFG H I FGH I ]
Veteran B CH H I D F G H I BF F G H FG G H I GG H I ]
Elite B C C H I F G H 1 J] BFG G H GHH I ] HH I ] ]
Cautious ~ Green B CF H I B BD F G ABF G HBEGH I FGH I ]
BF8 Trained BF G H I B DF G H BFGH I EGH H I GH T I ]
Experiend A B C H I D F G H I FGH I I FGH I J] HH I ] ]
Veteran AC G H I D GH I J FHI I J GH I 1 ] HI I ] ]
Elite B C G H I G H I I J] HH I J J EGH 1 ]I 17 ] ]
Steady Green AAB F G ABD G H BFGH I AEF G H BGH I ]
BF10 Trained ABC G H BDVF G H FGH I J BEE F G FGH I ]
Experiend B C F H I B F G H I FF G H I EF G H I GHH I ]
Veteran BC G H I ABF G H ABVF G H EGH I J] HH I I ]
Elite ABF G H BFG H H BFG H I EGH I I HI I ] ]
Confident Green AAB F G ABD F G AAB B F ABB E F BB F G H
BF11 Trained AAC G H BDZF G H ABF F GABE F G BF G H I
Experiend A B B C F B F G H I ABF G H BEF G H FGH I ]
Veteran ABC F G BDVF G H BBF G HEFOGH I GGH I ]
Elite ACF G H DFG H H BFG H I FGH I ] GH I I ]
Arrogant  Green AAA B C AAA B D AAB B F ABE F G ABF G H
BF12 Trained ABB C F A AB D F ABB F G AETF G HAFG H I
Expeien'd A B C F G A B D F G ABF G H ABE F G AGH I ]
Veteran ACF G H BDVF G H AF G H I AB B E F AHI I ]
Elite BCF G H DF G H I AGH I J ABE F G AT I ] ]

Infantry or Cavalry: A - Disordered, must halt. B - Shaken. C - Assault order changes to Engage. D - Advance orders change to Hold. E - Hold
orders to change. F - Retire 2", not facing enemy. G - Retire 4", not facing enemy. H - Retire 6", not facing enemy. I - Rout as mob. J - Rout
scattered and disordered.

Deployed Atrtillery: A - Shaken. B - H orders change to Retir. C - Limber and retire 2". D - Limber and retire 4". E - Abandon gun, run to
nearest friends. F - Spike gun, retire 6". G - Spike gun, surrender if enemy in 4". H - Gun captured, crew surr. if enemy in 4". T - Crew rout, gun
captured.J - /.

Limbered Artillery: A - Shaken. B - H orders change to Retire. C - Retire 4". D - Retire 8". E - Ride towards nearest friends. F - Retire 4", gun
overturned. G - Captured if enemy in 4" or rout. H - Rout. I - Rout. J - Rout.

Routers: A - Rally but shaken to reform. B - Rally but disordered. C - Rout continues. D - Rout continues. E - Rout continues. F - Rout continues.
G - Rout continues. H - Rout continues. I - Dispersed, remove. J - Dispersed, remove.
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