Tables:  All corrections or clarifications made since Vae Victis #45 are noted in red, except those which have appeared since the release of Swords of France, which are noted in green.
Terrain Chart:

	
	Infantry and leaders
	Cavalry and artillery
	Effect on fire
	Effect on mêlées
	Effect on charges

	Clear 
	1
	1
	NE
	NE
	NE

	Wood 
	2
	3
	-2 / B
	-1
	-2

	Bushes/Hedges/

Vines
	1
	2
	-1 / B
	-1
	-1

	Marsh
	2
	2
	NE
	+1
	-2

	Village 
	2
	2
	- 2 / B
	- 2
	-3

	Farm/Mill/

Abbey 
	1
	1
	- 1
	- 1
	-1

	Stream
	+1
	+1
	NE
	- 1
	-1

	River / Pond
	NA
	NA
	NE
	NA
	NA

	Wall
	NA
	NA
	- 4 / 0 [a]
	NA
	NA

	Fortification 
	0
	+1
	NE
	-1
	-2

	Gate
	0
	0
	- 4 / 0 [a]
	NA
	NA

	Bridge 
	0
	0
	+ 1
	- 1
	NA

	Track
	1 [b]
	1 [b]
	NE
	NE
	NE

	Road
	1 [c]
	1 [c]
	NE
	NE
	NE

	+1 level
	+1
	+2
	NE / B
	-1
	-1

	-1 level
	0
	+1
	NE / B
	+1
	+1


NE: No effect

NA: Not allowed

B: Blocks line of sight

[a]: The – 4 applies to firing in from the outside , the 0 to firing out from the inside.

[b]: If movement occurs from one track hex to another, disregard the effects of other terrain  except for the costs of changing levels. 

[c]: If movement occurs from one road hex to another, disregard all the effects and costs of other terrrain.

Note:  Always take the combination most advantageous for the defender if there are several attackers and one defender, or if there are  several defenders and one attacker.
Clarifications for specific battles: 

· The slopes are purely decorative in Swords of France.
· The lake and frozen ground hexes are treated as clear terrain in Lac Peipous.
· The camp hexes are treated as wood hexes in Muret.
· The town hexes of Muret are treated as village hexes.
· Hexes containing siege engines are treated as Farm/Mill/ Abbey in Muret.

Fire Table:
	
	1 hex
	2 hex
	3. hex
	4 hex
	5 hex
	6 hex

	Archers
	5/7
	6/8
	6/8
	No firing
	No  firing
	No firing

	Crossbows
	6/8
	7/9
	8/9
	9
	No firing
	No firing

	Artillery
	3/5
	4/6
	4/7
	5/7
	5/9
	7

	Cl and Il

(Javelins)
	7/8
	9
	No firing
	No firing
	No firing
	No firing


Modifiers:

· -1 if the firing unit (or combined total of firing units) has less than 4 strength points (eg: archers with strength 3 = -1 from the dieroll). This does not apply to artillery.

· +1 if the firing unit (or combined total of firing units) has more than 4 strength points.
· +2 if the firing unit (or combined total of firing units) has more than 8 strength points.
· -1 if the firing unit (or one of the firing units) has moved in the current activation.
· -1 if the firing unit (or one of the firing units) is mounted. 

· -1 if the firing unit (or one of the firing units) is discouraged.
All the modifiers are cumulative.

Note: If several units concentrate their fire against the same target, firing is resolved using the column corresponding to the unit farthest from the target. 

Results: 

The target is hit on a roll of a d10 greater than or equal to the numbers indicated.

· The first number is the minimum dieroll required to discourage the target unit. 

· The second number is the minimum dieroll required to rout it. 

Note: If there is only one figure on the table, it is the dieroll required to discourage the unit. See Rule 12 for the cumulative effects of  “découragé” (“discouraged”) results.

Effects on leaders:

· When firing, a dieroll of 9 on the d10 (without modifier) requires a casualty check for each leader stacked with the target unit: roll a d10: 0 to 5 = No effect, 6 to 8 = leader wounded,    9 = leader killed.

Mêlée Table 

Dieroll modifiers for odds ratio (always round in favor of the defender)

· 2 - 1  and higher:  +2

· 1 - 1:  +1

· 1 - 2:   0

· 1 - 3:  -1

· Less than 1 - 3:  -2

Modifiers for unit types

	Att./Def.
	    Ch
	    Ha
	    Cl
	    Pi
	   Mi
	     Il
	    Ar
	    Ab
	    At

	Ch
	      0
	   +1
	   +2
	   +2
	   +3
	    +3
	   +2
	   +2
	   +2

	Ha
	      0
	     0
	   +1
	   +2
	   +2
	    +2
	   +1
	   +2
	   +2

	Cl
	    -1
	    -1
	     0
	     0
	   +2
	    +1
	   +1
	   +1
	   +2

	Pi
	    -2
	    -2
	   -1
	     0
	   +1
	    +1
	    -1
	    -1
	   +1

	Mi
	    -3
	    -2
	   -1
	     0
	     0
	    +1
	    -1
	    -1
	     0

	Il
	    -1
	    -1
	   -1
	     0
	     0
	      0
	     0
	     0
	     0

	Ar
	    -1
	    -1
	     0
	     0
	   +1
	    +2
	     0
	   +1
	   +2

	Ab
	    -2
	    -2
	   -1
	   -1
	   +1
	    +1
	    -1
	     0
	   +1


Note: in the case of combined attacks (several attackers or several defenders), take the unit types most favourable to the defender (the "least good" attacker and the "best" defender, with regard to the table above).

Modifiers arising from unit quality:
· Attacker quality superior to defender: +1

· Attacker quality inferior to defender: -1

Note: in the case of combined attacks (several attackers or several defenders), use the best quality unit on each side. 

Other modifiers:

· + or - the difference in bonus of the leaders – of the two sides – participating in combat

· -2 if the attacking unit (or one of the attacking units) has just engaged in offensive fire
· +2 if the defender (or one of the defenders) is attacked from a rear hex

· +2 for charge into a front hex 

· +3 for charge into a rear hex 

· -2 if all attackers are discouraged

· -1 if one or more, but not all, attackers are discouraged
· +1 if one or more, but not all, defenders are discouraged

· +2 if all defenders are discouraged or at least one, but not all, defenders are routed 

· + 3 if all defenders are routed

All the modifiers are cumulative up to + or – 7.  
Clarification: The +3 against routed units cannot be added to the +3 for a rear hex charge, as routed units have no facing.
Results: 1d10 (0 = zero not 10) + or – the modifiers

	Modified dieroll
	Defenders
	Attackers

	-7 to –4
	Advance at discretion
	D + R

	-3 to 0
	
	F + R

	1 to 3
	F
	R

	4
	
	

	5 to 6
	R
	F + Obligatory advance 

	7 to 9
	F + R
	Obligatory advance

	10 to 13
	D + R
	Obligatory advance

	14 to 16
	Dr + R
	Obligatory advance


R = Retreat

Dr = Routed
D = Discouraged
F = Fatigued

Advance after combat is forbidden to discouraged units (attackers or defenders).

See Rule 11 and Rule 12 for the cumulative effects of the “Fatigued” and “Discouraged” results.

Effects on leaders:

· An unmodified 9 on the mêlée d10 dieroll requires a test for possible wounding, death, or capture of the leader or leaders stacked with the attacked unit. An unmodified 0 on the mêlée d10 dieroll requires a test for possible wounding, death, or capture of the leader or leaders stacked with the attacking unit:

In both cases roll a d10: 0 to 5 = No effect, 6 to 7 = the leader is captured, 8 = he is wounded, 9 = he is killed.
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