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EXTREME RANGE 7 - 12 SPACES 1D6
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4LB & 6LBARTILLERY

EXTREME RANGE 5 - 8 SPACES 1D6
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ARTILLER Y C R ITICA L HIT TAB LE 2D 6

TER R AIN
TYPE

R ES ULT: Roll for bo th

CA US E FIR E R UB B LE

< 9 LB 12 LB + < 9 LB 12 LB +

H EAV Y TER R AIN :
W O O D S

H EAV Y TER R AIN :
C ITY / V ILLAG E

H EAV Y TER R AIN :
WA LL / EAR TH W O R K S

LIG H T TER R AIN :
LO W WALL / H AM LET

S TR O N G PO IN T

11, 12 11, 12 NA NA

11, 12 11, 12 8 - 12 7 - 12

NA NA 7 - 12 6 - 12

NA NA 6 - 12 5 - 12

12 12 9 - 12 8 - 12

3.8

LEADER LOSS BY FIRE OR MELEE TABLE 2D6

Casualties
per attack

0 1 2 3 4 5 6 7 8 9

Leader KIA 12 11 10 9 8 7 6 5 4 3

3.9

BASE RAN GED WEAPON DICE

INFANTRY CAVALRY ARTILLERY

ARTILLERY VS 4 3 2

CAVALRY VS 1 1 0

INFANTRY
FORM ATION: VS

INFANTRY CAVALRY ARTILLERY

LINE * 5 3 2

M ARCH COLUM N 1 1 1

ATTACK COLUM N &
CLOSED COLUM N

3 2 1

SQUARE (PER SIDE)
2 SIDES MAXIMUM

1 1 1

SEM I FORM ED * 2 2 1

SKIRM ISH * 2 1 1

*REDUCE THE N UM BER OF DICE BY HALF (ROUNDED DOWN) IF
THE FORM ATION IS COVERING TWO SPACE SIDES. A SINGLE
SKIRM ISHING STAND (COM PANY), M ARCH COLUM N, OR
M OUNTEDCAVALRY RECEIVE A M AXIM UM OF 1D 6 FIRE DICE.

UNIT
FIRING
TYPE

TARGET TYPE

3.1

F I R E A T TA C K M O D I F I E R S

F I R E R G R A D E M O D I F I E R

G U A R D / G R E N A D I E R + 2 D 6

E L I T E / C R A C K + 1 D 6

V E T E R A N 0

G R E E N / C O N S C R I P T -1 D 6

M I L I T I A -2 D 6

N A T IO N A L A B IL I T I E S M O D I F I E R

B R I T I S H / K G L
S M A L L A R M S F I R E

+ 1 D 6

F R E N C H B A T T E R Y + 1 D 6

F I R E R S TA T U S M O D I F I E R

H A L T -2 D

FA L L B A C K O R D I S O R D E R -3 D

R E T R E A T O R R O U T N O F I R E

L I G H T A R T I L L E R Y -1 D

P E R 3 I N F / 2 C AV K I A -1 D

P E R 2 A R T I L L E R Y K I A -1 D

A R T I L L E R Y M A R K E D W I T H
" L I M B / U N L I M B " O R D E R

-3 D

TA R G E T T E R R A I N M O D I F I E R

L I G H T T E R R A I N -2 D

H E AV Y T E R R A I N -3 D

S T R O N G P O I N T -4 D

P E R R U B B L E C R I T I C A L + 1 D

TA R G E T S TA T U S M O D I F I E R

3 7 + I N F. & C AV C A S T I N G S
O C C U P Y I N G S I N G L E S PA C E

+ 2 D

C L O S E D O R M A R C H C O L .
(A R T I L L E R Y F I R E O N LY )

+ 2 D

A R T I L L E R Y V S .
M U S K E T R Y V S .
S Q U A R E O R B A T T N M A S S :

+ 3 D
+ 1 D

F L A N K O R R E A R + 3 D

L I M B E R E D A R T I L L E R Y + 1 D

S E M I -F O R M E D I N FA N T R Y -1 D

S K I R M I S H E R S -3 D

B E Y O N D S K I R M I S H E R S -2 D
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