EVER VICTORIOUS ARMIES

Movin’       (in inches)
                                                         Good Going          Difficult Going
In skirmish order                               3 x D6                   2 x D6
In column                                            2 x D6 +3              1 x D6 + 3 
In line                                                   2 x D6                     1 x D6  
Skirmishing cavalry                          6 x D6                     3 x D6
Other cavalry                                      4 x D6                     2 x D6                
Horse artillery                                    3 x D6                          -
Field artillery                                      2 x D6                     1 x D6 
Heavy artillery                                    1 x D6                           -

Shootin’                                    4-6 to hit (per base)
-1  for:  Firer is raw

 Muzzle-loader (except in first turn of firing)

 Firer moved this turn

 Target is dispersed

 Target is over half range

 Target ends movement in close combat      

 Target didn’t move, or ended turn in soft cover          

 Target behind hard cover (unless fired on by artillery)

-2 for    Target in entrenchment

Ranges        (in inches)
Smoothbore musket                 8”
Patched-ball rifle                      16”
Minié-type rifle                         20”
Fiendish repeater                     16” 
Smoothbore Artillery              36” *            * = Must reload after each shot
Rifled Artillery                         48” *                  Artillery must also have been stationary 
Artillery firing canister           16” *                  during previous turn to fire. 
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Close Combat    (1 x D6 per separate combat)
+6 for:  Cavalry fighting skirmishers or unformed infantry 
+3 for:  Infantry fighting skirmishers or unformed infantry

+2 for:  Infantry defending entrenchments

               Ferocious infantry fighting infantry or gunners

               If any opposing figures are raw

+1 for:   Cavalry (extra +1 if led by General)
                Elite

                Stubborn infantry if defending

                Outnumber enemy by 3:2 
                (extra +1 for reaching 2:1, 3:1 and 4:1)
Subtract defender’s score from attacker’s;
-4 or less: 

Attacking skirmishers are destroyed. Each attacking unit loses 1 x D6 figures (2 x D6 figures if fighting enemy cavalry), and must retire next turn. Defenders must pursue for a turn if cavalry.  Infantry may halt or pursue, and may shoot as normal next turn if halted. 

-2 or -3:

Every unit in close combat loses 1 x D6 -2 figures, and has option to retire next turn. No other movement or firing is allowed next turn.
-1, 0 or +1:

As previous result, only defending units must retire, and attacking cavalry may pursue or halt. Nobody can fire next turn.
+2 or +3:

Defending skirmishers destroyed. Each defending unit loses 1 x D6 figures (2 x D6 if fighting enemy cavalry), and must retire. Attacking cavalry must pursue, infantry may halt or pursue, and may shoot as normal next turn if halted.

+4 or more:

All defenders destroyed. Attackers must pursue forward for a turn if cavalry. 

Infantry may halt or pursue, and may shoot as normal next turn if halted. 
Morale

Test in each of the following circumstances:
· General killed or captured, or unit he is with routs within 12” of observer 

· Unit receives high casualties –    6 figures or less:       1 casualty

                                                                         7-12 figures:              2 casualties

                                                                         13 0r more figures:  3 casualties

Exceptions

· Unit under personal command of C-inC may ignore 1 test

· Elite troops may ignore one test

· Ferocious infantry ignore one test if advancing

· Stubborn infantry ignore one test if defending buildings or entrenchments

      Note: Troops in more than one of these categories get a max. of two exceptions 
Test:          Raw or Irregular: Pass on 5-6,   Others: 4-6
                   On first failure, place a dead figure marker.  Skirmishers cannot advance 
                   On second failure: Place a second dead marker. Unit cannot advance. 
                    On third failure: Unit routs, and is removed from the table.  
Rallying:   General can rally one unit a turn, needing a 6 if unit is irregular, and 4-6 for 
                    all other units. Failure has no effect. If it rallies the morale marker comes off.
