REGIMENTAL "ON TO RICHMOND'" CHARTS

Game Sheet “A”

PERMITTED OPERATIONS

UNIT/COMMANDER VALUES

Attillery Infantry & Cavalry Unit Unit Type * Combat
Limber and move 1/2 Move full (Incl. Spec. Move/Cav. Charge) Performance R T S V Value
Move full; may unlimber and fire after movd Move 1/2 and fire (or vice versa) Abysmal 0-2 0-1 O 0 0 2
Doubletime if limbered (cannot unlimber) |Change formation and move 1/2 (or vice versa)| || Poor 3-5 244 12 122 1 3
Hand haul and fire (or vice versa) Change formation & fire (or vice versa) Fair 6-7 5-6 3-6 3-4 23 4
Fire and limber OR Fire Fire Good 8 7-8 7-8 57 4-6 5
Outstanding 9 9 9 89 79 6

- MOVE_MENT *R=Raw T=Trained S=Seasoned V=Vet. E=Elite
Type Formation Movement Terrain Type |Disordering Terrain: Move is cut
Unit Rate A B C D | to1/2orstopped if over 1/2 unless Commander Commader Type Morale

Inf. & Line * 6" 6 5 4 3 |DI10rollis equal to or less than the Quallty. A B C D Passes

Dismtd  Assault Col * 9" 7 6 5 4 |modified base number shown for E'xceptlonal e 2

Cavalry March Col ** 12" 8 7 6 5 |terrain type. Terrain types are: Flrebran'd 8 7878 67 4

Road ** 16" A =Up HillIn Crops Aggr.esswe R S o :
Doubletime 20" B = In Ford/Light Woods Cautious 3523 1.2 12 2
Mtd  Line * 12" 5 4 3 2 |C=InWoods/Swamp Poltroon 92 01 0 0 L
Cavalry Line Charge 24" D = Thick Woods/Wooded Hill IMPETUOUS Unit (Optional)
Column ** 20" 7 6 5 4 Base Number Modifiers: Roll 1D10 & modify; Impetuous on 0-3 R, 0-1 T.
Road ** 24" Elite/Veteran +1  Raw -1 Special Uniform -1 “Firebrand” C.O. -1
Doubletime 30" Seasoned/Trained = No Modifier .
Field Limbered 9" 5 4 3 |Skirmishers use the March Column Special Name L CSA 18612 1
Artillery Unlimbered 2" 3 2 1 |Movement Rate & Terrain rolls. First from State 1__USA 1863-5 tl
Road 20" Leaders move at 24" per turn &
Doubletime 24" # ignore terrain costs. UNIT REBUILDING TABLE
Hor.se Lim.bered 12" 6 5 4 3 |Lines u-:an sidestep up to 1/2 move. Turns at Rest Figures Regained
Artillery Unlimbered 2" 4 3 2 1 [*Special Move Add. = 1AD" IAD-1 2AD2  3AD3
Road 24" **Special Move Add. =2AD" 1 3 9 )
Doubletime 30" # #Permitted once per game. ) 78 9 i
CLOSING TO CONTACT (MELEE) 3 6: 7 8.9 )
1D10<CV to Close on Target’s Front; Automatic for Flank or Rear 4 5.6 7.8 9

Cavalry in Open -2 Firebrand CO Attached -1 Outstanding units +1 to 1D10 roll.

Impetuous Unit -2 Poltroon CO Attached +1 Abysmal units -1 to 1 D10 roll.

Exceptional CO Attached -2 Disordered +2 Cannot roll after four attempts.

MORALE RESULTS TABLE

RESULT Abys. Poor Fair Good Outst. Impetuous | RESULT EFFECT

Rout 00-09 00-07 00-05 00-03 00-02 Rout Rout Unit dissolves and is taken from the table (cannot rebuild during game).

WD 2 10-19 08-15 06-12 04-09 03-07 Rout WD 2 Unit retreats two line moves (ignore terrain costs).

WD 1 20-29 16-25 13-22 10-19 08-14 WwD2 WD 1 Unit retreats one line move (ignore terrain costs).

Stand 30-42 26-34 23-28 20-24 15-19 WDI1 Stand  Unit stands and does nothing.

Deploy  43-54 35-44 29-38 25-31 20-24  Advance | Deploy Unit may change formation, face, or fire; cannot move (center fixed).

> Spd  55-64 45-59 39-54 32-44 25-34  Advance % Spd  Unit moves at /> normal rate (no special moves).

NE 65-89 60-89 55-89 45-89 35-89 NE NE Unit moves as desired.

Advance 90-99 90-99 90-99 90-99 90-99  Advance | Advance Roll 1D10. 0-3 Make full move straight ahead. 4-5 Make full move
45° left of current facing (retain or change facing). 6-7 Make full move
45° right. 8-9 Revenge-Move to contact nearest enemy unit to Melee at
1/52CV. Modifiers: Impetuous +2.

DIE ROLL MODIFIERS NOTES:

=3

Light losses -5 |* Artillery units treat “%2 Spd” and “Advance” results as “Deploy.” For unlimbered arty, a “WD2" result {f
Moderate losses -15 |performed by the crew figures leaving the gun model and moving as Infantry (treat as Skirmish). Crew
Substantial losses -30 |must rejoin gun to fire. A “WD1" result is performed by limbering the gun and retreating 1 full limbered
Severe losses -60 |move (paying terrain costs). Units in works, towns, or woods treat “Advance” result as “Deploy” if the
In works +15 |movement would cause the units to move out of the terrain. If a forward movement result (other than
Revenge) will cause contact with an enemy unit, roll for closure to contact and follow Melee procedure. ]|
no enemy unit can be contacted by a Revenge move, even with a Special Move, treat as a full move straigH
ahead instead.
TABLE OF FIGURE LOSSES
Original # Figures| 2-3 | 4-5 6-7 8-9 |10-11|12-13 |14-15]16-17 | 18-19 | 20-21 | 22-23 | 24-25 | 26-27 | 28-29 | 30-31 | 32-33
Light Losses - - - - 1 1 1 1 1 1-2 1-2 1-2 1-2 1-2 1-3 1-3
Moderate Losses - 1 1 1-2 2 2-3 | 23 | 24 | 244 | 3-5 3-5 3-6 | 3-6 | 3-7 | 4-7 4-8
Substantial Losses 1 2 2-3 34 | 3-5 | 46 | 47 | 5-8 | 599 | 6-10 | 6-11 | 7-12 | 7-13 | 8-14 | 8-15 | 9-16
Severe Losses 2+ 3+ 4+ 5+ 6+ 7+ 8+ 9+ 10+ | 114+ | 12+ | 13+ | 14+ | 15+ | 16+ 17+



