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	MANEUVER TABLE (d10)

	
	
	DIE ROLL
	DISORDER EFFECTS
	GOOD ORDER EFFECTS

	DIE ROLL MODIFIERS
	
	0 or less
	Quits the Field – The entire Brigade skedaddles and leave the table
	Retire – Brigade retreats a full move

	For each division, corps, and army leader 

Within command Radius / attached:

+2  / +3 Exceptional

+1  / +2 Normal
	
	
	
	

	
	
	1,2
	Broken – Brigade retreats a full move and 1 stand Skedaddles
	Disengage – Brigade retreats beyond enemy musket range

	
	
	
	
	

	
	
	3,4
	Wavering – Brigade Holds Ground in Disorder
	Hold Ground – Brigade cannot move or change formation

	+1 Exceptional brigade commander
	
	5,6
	Shaken – Brigade rallies and holds ground
	Tardy – Brigade halves movement and cannot change formation

	+2 Fresh

 0  Worn

-2 Spent
	
	
	
	

	
	
	7,8,9
	Rallies – Brigade rallies and may move half  but cannot change Formation
	Well Handled – Brigade conducts normal movement and changes of formation

	
	
	
	
	

	+1 March or field column, or in fieldworks
	
	10 or more
	Rally with Élan – Brigade rallies and may move normally or change formation
	

	NB Command Radius is 18”
	
	
	
	

	
	
	
	Movement Rates Chart

	1st Maneuver Phase – Union

2nd Maneuver Phase - Confederate

Maneuver Phase - Union

1. Replace fallen leaders. Attach and detach Leaders

2. Move Brigades and Batteries

3. Move detached leaders.

Musketry & Cannonade (2nd) Phase

1. Confederate player (s) resolve all defensive fire combat and applies all effects

2. Union  player (s) resolve all offensive fire combat and applies effects

Charge (3rd) Phase

1. Players jointly resolve all charge combat.

2. Move all brigades with a breakthrough charge.

3. Resolve all breakthrough charge combat.

All combat Effects are simultaneous

Maneuver Phase - Confederate

1. Replace fallen leaders. Attach and detach Leaders

2. Move Brigades and Batteries

3. Move detached leaders.

Musketry & Cannonade (2nd) Phase

1. Union player (s) resolve all defensive fire combat and applies all effects

2. Confederate player (s) resolve all offensive fire combat and applies effects

Charge (3rd) Phase

1. Players jointly resolve all charge combat.

2. Move all brigades with a breakthrough charge.

3. Resolve all breakthrough charge combat.

All combat Effects are simultaneous


	
	
	Basic
	Road
	Rough
	Fording

	
	
	Infantry
	12”
	x 2
	x ½ 
	-3”

	
	
	Cavalry & Leaders
	18”
	x 2
	x 1/3 
	-3”

	
	
	Artillery

Foot

Horse
	8”

12”
	x 3

x 3
	x ¼ 

x ¼ 
	-4”

-6”

	
	
	Infantry & Cavalry -3” for passage of Lines 

(Must be able to move completely through Interpenetrated unit)

	
	
	Visibility
	Open Wood – 4”

	
	
	
	Closed Wood – 8”

	
	
	Road Movement
	To gain the bonus the unit must be in March column of Limbered and has to be a complete move

	
	
	Linear Object
	-3” for Inf / Cav : Art may not cross

	
	
	Closed Wood : Art
	Artillery may not move through a Closed wood

	
	
	Position a Battery
	Commander must be within 18”

	
	
	

	
	
	Fallen Leader Table

	
	
	Die

Result
	Effects

	
	
	1

2

3

4

5


	Felled by Sniper

Shot Dead in the Saddle

Mortally Stricken

Grievously wounded

Disabled

Remove the leader and a replacement appears after one full turn

	
	
	6

7

8

9

10


	Mere flesh wound

Coat pierced but unscathed

Horse shot out from under

Staff officer struck

Coolly ignores fire

No effect upon the leader



	MUSKETERY & CANNONADE TABLE
	On a base die role of 10 the following two effects apply
Fallen Leader – The player controlling the target rolls on the fallen leader table for each attached leader and Exceptional brigade commander

Low on Ammo – Any battery or Brigade with half or more of its stands firing becomes Low ammo.

	
	4”
	8”
	16”
	24”
	32”
	
	Desultory fire –
No Effect
	Lively Fire –
Troops disordered or Battery silenced
	Telling fire –
Troops disordered and lose 1 std or Battery damaged and silenced
	Deadly fire – 
Troops disordered and lose 2 stands or battery wrecked
	Withering fire –
Troops disordered and lose 3 stands or battery wrecked

	Infantry Stand
	1
	
	
	
	
	
	
	
	
	

	Cavalry Stand
	2 / 1
	1 / ½ 
	
	
	
	
	
	
	
	
	

	Smooth Bore
	10
	3
	2
	1
	
	
	
	
	
	

	Rifled
	10
	4
	3
	2
	
	
	
	
	
	

	
	Fire Points
	1/2
	9 or less
	10,11
	-
	-
	-

	
	
	1
	8 or less
	9,10,11
	-
	-
	-

	Modifiers
	
	2
	7 or less
	8,9,10
	11
	-
	-

	
	
	3
	7 or less
	8,9
	10,11
	-
	-

	x ½
	Fire points for Infantry and dismounted cavalry stands marked disordered or low ammunition
	
	4
	6 or less
	7,8,9
	10,11
	-
	-

	
	
	
	5
	5 or less
	6,7.8
	9,10,11
	-
	-

	x ½ 
	Fire points for each artillery stand marked as damage battery
	
	6,7
	4 or less
	5,6,7
	8,9,10
	11
	-

	
	
	
	8,9
	4 or less
	5,6,7
	8,9
	10,11
	-

	x 2
	Fire points for each firing from enfilade
	
	10,11
	3 or less
	4,5,6
	7,8,9
	10,11
	-

	
	
	
	12 to 14
	2 or less
	3,4,5
	6,7,8
	9,10,11
	-

	+ 1
	To die result when firing at a target that is limbered, in column, mtd cavalry, changing formation or movement mode, or about facing.
	
	15 to 19
	1 or less
	2,3,4
	5,6,7
	8,9,10
	11

	
	
	
	20 to 24
	0 or less
	1,2,3
	4,5,6
	7,8,9
	10,11

	- 1

	From the die result when firing at a target in cover, woods, broken ground, 
	
	25 to 29
	-1
	0,1,2
	3,4,5
	6,7,8
	9,10,11

	
	
	
	30 to 34
	-
	-1,0,1
	2,3,4
	5,6,7
	8 +

	-2
	From the die result when firing at a target in towns, or breastworks 
	
	35 to 39
	-
	-1,0
	1,2,3
	4,5,6
	7 +

	
	
	
	40 to 44
	-
	-1
	0,1,2
	3,4,5
	6 +

	-1
	Dismounted cavalry
	
	45 to 49
	-
	-1
	0,1
	2,3,4
	5 +

	
	
	
	50 +
	-
	-1
	0,1
	2,3
	4 +

	
	
	Die Result (d10)


March Column is always classed as Enfilade
To class as cover 50% of stands should be within it

Angle of Fire Infantry / Dism Cav : 45 Degrees

Angle of Fire Artillery : Ball 45 Degrees  /  Canister 30 Degrees

A firing unit must be able to ‘hit’ two stands of the target to fire
	CHARGE TABLE

	Modifiers
	Die Result Difference
	EFFECTS

	+1 Attached leaders
+2 Attached Exceptional Leader

+1 Exceptional brigade commander

+2 Fresh Troops
(Start of the Charge Phase)
-2 Spent troops

+1 Confederates charging

+1 Mounted cavalry charging
+1 Supported

+1 Breakthrough charge
Outnumbered
-1  3:2

-2  2:1

-3  3:1 or greater

-1 Disordered

-1 Low on Ammunition

-1 Each troop stand lost in current fire phase
+1 Defending favorable ground (Hilltop, woods, ford, sunken road, hedge or fence)
+2 defending breastworks, town, stone walls)
+3 defending trenches

-3 defender outflanked


	7 or More
	Swept from the field – Defenders retreat a full move disordered/silenced. One troop stand is captured and one skedaddles. A leader and battery if present are captured. An additional troop stand is captured for each die result point difference over 10.

Attackers breakthrough and must continue to charge half a move toward the nearest enemy with breakthrough charge modifier.

	
	4,5,6
	Driven back – defenders retreat disordered/silenced beyond enemy musketry range. One troop stand skedaddles. Part of a Battery, if present, is captured (Mark one gun stand damaged).

Attackers either carry the position, or may continue to charge a half move toward the nearest enemy with breakthrough charge modifier.

	
	1,2,3
	Hard Pressed – defending brigades are disordered and retreate until 2” from the enemy. Batteries are silenced and retreat beyond enemy musketry range.

Attackers carry the position

	
	0
	A desperate struggle – both sides are disordered and lose one stand of troops or guns. Continue charge combat and roll again with adjusted modifiers.

	
	-1,-2,-3
	Assault Checked – attackers are disordered and retreat 2” from the enemy

	
	-4,-5,-6
	Attack falters – attackers retreat in disorder beyond enemy musketry range and one stand skedaddles.

	
	-7 or less
	Charge repulsed – attackers retreat a full move in disorder and one stand skedaddles. One leader, if present, and a stand of troops are captured. An additional troop stand is captured for each die result point difference over 10

	
	
	

	Notes

1. In multiple unit combats Modifiers apply if 50% or more of stands are in this state.
2. Supported is automatic in Double Line / Attack Column ; For a line to gain the modifier a 2nd unit of at least half the size in stands must be within 2”

When required to Retreat, if the move cannot be completed due to enemy units or terrain the Brigade will surrender.

Retreat movement is always away from the enemy, troops should not move closer to an enemy unit to complete.


	ADDITONAL RULES  / NOTES

	Low on Ammo
	Firing and Combat – The effects are as per chart
NOTE Artillery may only fire Canister

	
	To Remove the Effect – The Low ammo marker and effect is removed at the end of the players Maneuver phase provided the unit is outside enemy musket range.

NOTE That Inf/Cav do not have to move to achieve this, but Artillery has to be Limbered.

	Disorder
	Firing and Combat – The effects are as per charts

	
	To Remove the Effect – All units in Disorder MUST role on the Maneuver table and follow the Disorder result.

	Silenced
	Firing – Guns may not fire

	
	To Remove the Effect – The battery must limber and move back at least half a turn, the battery must also be limbered to remove the effect.

	Damaged
	Firing and Combat – The effects are as per chart (1/2 effect)

	
	The Effect is permanent and cannot be removed

	
	

	Angle of Fire
	Infantry – 45 Degrees
Ball – 45 Degrees

Canister – 30 Degrees

	
	


	SINGLE LINE

	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	Infantry
	
	 

	 


	Command
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	Cavalry Mounted
	
	 

	 
	 
	 
	 
	 
	 
	Cavalry Dismounted
	
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Change To
	Time
	How

	Double Line
	Full Move
	Contract flanks or single Flank

	Attack Column
	Half Move
	Form on any 2 Stands (May be angled up to 45 deg) and fall in behind

	March Column
	Half Move
	Form on any single (May be angled up to 45deg) and fall in behind

	Movement Modes
	Effects

	Forwards
	Straight up to Full Move

	Backwards
	Straight up to Full Move
NB If over half move must about face

	Wheel
	Up to full move
NB Inside stand remains stationary

	Oblique
	Up to 45 Degree Angle Full Move

	About Face
	Free - Over half Backwards move

	Refuse Flank
	Free up to 1 stand unless conforming to terrain

	Move By the Flank
	Left or Right at half speed (May angle up to 45 degrees)

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Dismount
	1/2 Move (9")
May be performed at the beginning or End

	Mount
	1/2 Move (9")
Must be done at the start of movement

	Fire : 
	All Stands

	Melee : 
	All Stands

	Note 1 : 
	Cavalry may only fire Dismounted


	DOUBLE LINE
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	Command

	 
	 
	 
	 
	Infantry
	
	 

	
	
	
	 
	 
	 
	Cavalry Mounted
	
	 

	
	
	
	 
	 
	 
	Cavalry Dismounted
	X
	 

	
	
	
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Change To
	Time
	How

	Single Line
	Full Move
	Expand flanks or single flank

	Attack Column
	Half Move
	Form on any 2 Stands (May be angled up to 45 deg) and fall in behind

	March Column
	Half Move
	CS Guides and fall in behind

	 
	 
	 

	Movement Modes
	Effects

	Forwards
	Straight up to Full Move

	Backwards
	Straight up to Full Move
NB If over half move must about face

	Wheel
	Up to full move
NB Inside stand remains stationary

	Oblique
	Up tp 45 Degree Angle Full Move

	About Face
	Free - Over half Backwards move

	Refuse Flank
	Free up to 1 stand unless conforming to terrain

	Move By the Flank
	Left or Right at half speed (May angle up to 45 degrees)

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Dismount
	1/2 Move (9")
May be performed at the beginning or End

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Fire
	Front Rank only
Unless charged or charging = All Stands

	Melee
	All Stands

	Note 1
	Cavalry may only fire Dismounted


	ATTACK COLUMN

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Command
	 
	 
	 
	 
	Infantry
	
	 
	 

	
	
	 
	 
	 
	Cavalry Mounted
	X
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	Cavalry Dismounted
	X
	 
	 

	
	
	 
	
	 
	 
	 
	 
	 

	 
	 
	 
	
	 
	 
	 
	 
	 

	
	
	 
	
	 
	 
	 
	 
	 

	 
	 
	 
	
	 
	 
	 
	 
	 

	
	
	 
	
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Change To
	Time
	How

	Single Line
	Full Move
	Choose any 2 stands to build on

	Double Line
	Full Move
	Choose any 4 stands to build on

	Road Column
	Half Move
	CS Guides and fall in behind

	Movement Modes
	Effects

	Forwards
	Straight up to Full Move

	Backwards
	Straight up to Full Move
NB If over half move must about face

	Wheel
	Up to full move
NB Inside stand remains stationary

	Oblique
	Up to 45 Degree Angle Full Move

	About Face
	Free - Over half Backwards move

	Refuse Flank
	N/A

	Move By the Flank
	N/A

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Dismount
	N/A

	Mount
	N/A

	Fire
	2 Front Stands Only

	Melee
	All Stands


	MARCH COLUMN

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Command
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	Infantry
	
	 
	 
	 

	
	
	 
	 
	Cavalry Mounted
	
	 
	 
	 

	 
	
	 
	 
	Cavalry Dismounted
	X
	 
	 
	 

	
	
	 
	 
	 
	 
	 
	 
	 

	 
	
	 
	 
	 
	 
	 
	 
	 

	
	
	 
	 
	 
	 
	 
	 
	 

	 
	
	 
	 
	 
	 
	 
	 
	 

	
	
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Change To
	Time
	How

	Single Line
	Full Move
	Choose any 1 stand to build on

	Double Line
	Full Move
	Choose any 2 stands to build on

	Attack Column
	Half Move
	CS Guides and fall in behind

	Movement Modes
	Effects

	Forwards
	Straight up to Full Move

	Backwards
	Straight up to Full Move
NB If over half move must about face

	Wheel
	Up to full move
NB Inside stand remains stationary

	Oblique
	Up tp 45 Degree Angle Full Move

	About Face
	Free - Over half Backwards move

	Refuse Flank
	N/A

	Move By the Flank
	N/A

	 
	 
	 
	 
	 
	 
	 
	 
	 

	Dismount
	1/2 Move (9")
May be performed at the beginning or End

	Mount
	1/2 Move (9")
Must be done at the start of movement

	Fire
	Front Stand Only

	Melee
	1 Stand Only (Road = 2)
Unless charging over a bridge = 3 Stands

	Note 1
	Infantry move Double on Road

	Note 2
	Cavalry move Treble on Road
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