
Fire Table

Modified 
Dice Result

Fire Effect

7 or less -

8 1

9 1

10 1

11 1

12 2

13 2

14 2

15 2

16 or more 3

Dice Roll Modifiers:
Target hex terrain: See Terrain Map

Target with original Cohesion 10: -1

Target with original Cohesion 8 or less: +1

Every 4 Strength Points fired: +1

Artillery firing adjacent: +2

Artillery firing at 4 or 5 hexes: -1

Light Infantry Target: -1

Cavalry Target: +1

Disordered Firing Unit: -1

Disrupted Firing Unit: -2

Target takes fire from the rear: +2

Massed target (stacking value 4 or more): +2
Assault Table

Modified 
Dice Result

Effect 
Assault or 
Charge

1 or less 2/-

2 1/-

3 1/-

4 1/cc

5 1/cc

6 cc+2/cc+1

7 1/1

8 cc+1/cc+2

9 cc/1

10 cc/1

11 -/1

12 -/1

13 or more -/2

Dice Roll Modifiers:
Target hex terrain: See Terrain Map

Charging Cavalry: +2

Defender on road movement  or attacked from the Rear: +2

Exhausted Defender: +2

Attacker/Defender without ammo: -1/+1

Every 2 Strength Points of the Attacker: + 1

Every 2 Strength Points of the Defender: - 1

# Current Attacker Cohesion: + #

# Current Defender Cohesion: - #

Garibaldi’s Ardour in attack: +1 



Terrain Effect Table

Terrain Cost Movement Points Fire Modifiers Assault Modifiers

Clear
1

2 Art.
NE NE

City / Village / 
Castel Morrone (5213)

1
-2

LOS Blocked (2)
-2

Farmhouse
1

No ZoR
-1

LOS Blocked (2)
-1

Woods / Parks 2
-1

LOS Blocked (2)
-1

Slope
Uphill 2

Downhill 1
NE

Uphill -1
Downhill NE

Steep slope

(At least 2 level changes 
in the hex)

No Art. and Cav.
Uphill 1 +1 per level (3)

Downhill 1
Uphill -1

Uphill -2
Downhill NE

Road 1/3 (1) ATE ATE

Trails 1/2 (1) ATE ATE

Volturno P NE P

Torrent 14.1 NE -1

Bridges on the 
Volturno / Scafa

Only in Col. Mov. NE NE

Valley Bridges 1
-2

LOS Blocked (2)
-2

Capua P P P

Notes

(1): Use this cost only along Roads and only when moving in column. Otherwise, ATE

(2): LOS INSIDE the hex, but not THROUGH

(3): The unit must make a Cohesion Check

Legend

NE: No Effect

ATE: See Other Terrain in the Hex

P: Forbidden


