
Musketry & Cannonade Table                                                      Effect








Cavalry Stand                            Range & Fire Points (FPs)





Infantry Stand                              





Artillery Stand


                          


                              0 “     2”       4”            8”           12”       15”


                             French or British-KGL / All Other Artillery


  *Skirmish fire only – Flat Rate.











Modifers:                                                   Charge Table
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Modifiers:


X ½    FPs if Disordered, Artillery Damaged or Firing at


          Semi-Skirmishers.


X 1/3  FPs if Firing at Skirmishers.


X 2     FPs for each Linear/Impulse Infantry Stand 


          Firing or any Stand Firing from Enfilade.


X 2 ½ FPs if Linear/Impulse 2 Rank Infantry Stand Firing.      


X 1 ½ FPs for each Russian Artillery Stand or each


          Artillery Stand Firing in Grand Battery.


+ 1     To the Die Result when firing at a target that is   �           limbered, mounted cavalry, changing  


           formation or movement mode, or about facing.


+2      To the Die Result if the majority of FPs come  


           from Heavy Artillery Batteries (12 lb or greater).


-1 to –3  If target in Favorable Terrain (scenario 


              dependent).


1        FP Flat Rate for each Infantry Stand in Square.


Effects are Cumulative!





Effects:





A  – No Effect!


B – Troops Disordered or Battery Silenced.


C – Troops Disordered plus Lose 1 Stand & Silence a


       Battery.


D -  Troops Disordered plus Lose 2 Stands or Battery


       Wrecked.


E – Troops Disordered plus Lose 3 Stands or Battery


       Wrecked.





Die 


Result


Difference�



Effects�
�



8 +�
Defender retreats full move disordered/silenced, losing 2 troop stands.  A leader and an artillery stand are captured if present. Lose 1 extra troop stand for each die result point over 10. Attacker must use Breakthrough ½ move.�
�



5 – 7�
Defender retreats disordered/silenced beyond enemy musketry, losing 1 stand.  An artillery  stand is damaged if present.  Attacker must occupy position and may use Breakthrough at ½ move.�
�



1 –4�
Defenders retreat disordered until 2 inches away from enemy. Artillery batteries are silenced and must retreat beyond enemy musket range. Attackers occupy position.�
�



0�
Locked in Combat.  Both sides are disordered and lose 1 stand.  Continue Charge Combat and roll die again with adjusted modifiers.�
�



-1 to –4�
Attackers disordered and retreat 2 inched away from enemy. Infantry forms square if victorious against cavalry.�
�



-5 to –7�
Attacker retreats disordered beyond enemy musketry range and loses 1 stand. Infantry  forms square if victorious against cavalry.�
�



- 8 or less�
Attacker retreats full move disordered, losing 2 stands,  plus 1 additional stand for each die result point over 10.  A leader, if present, is captured. Infantry forms square if victorious against cavalry.�
�
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+1/+2   Leader/Charismatic Leader





+2/-2    Fresh/Worn Troops.





+2/-2    Cav Charge Inf  4”/4.1” Greater.





+1/+2   Heavy Cav/Armored Hvy Cav.





+1        Lance Cav Charge Infantry.





+1        Breakthrough/Supported Charge.





+1/+2/+3   Outnumbered 3:2/2:1/3:1.





- 1        Disordered Brigade or Non-Countercharging Cavalry  Brigade.





- 1        For Each Stand Lost this Current Fire Phase.





+1 to +3   Defender in Favorable Terrain.





- 2       Defender Hit in Flank/Rear.





-1        Unit faces any Element of the French Old Guard.





Modifiers are Cumulative for Participating Brigades!














