Artillery and Infantry Fire table
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T = Moral Check to Desorganize one unit.

D = Desorganization of one unit or all the stack, if on an assault base. If already D for FR = 1 step, for VM = rout to the nearest jungle area, the unitis flipped to its hidden side and tired. A D unit has its fire and close combat strength halved (round up) and doesn't move anymore (even for advance after combat).

1, 2, 3 = Number of step lost (maximum 1 by unit by fire, even if there is only one unit). The last step of a PA or an area can never be destroyed by fire. However the number of step losses even is ignored are added to the VM step losses count.

“ * ” = if VM fire, a FR tank step is lost (if present).

Die modifiers

-1 or -2 if a VM battalion with a -1 or -2 step losses counter is firing.

Row modifiers :
Note: The bonus/malus are only for the attacker fire and use the defender's terrain.

Each "+" goes to the right, each "-" goes to the left.

PA : -2

Hill : -1  (-2 for Gabrielle) (non applicable if at least one firer is on the same hill)

Trenches all levels ou jungle : -1 

Open ground ou swamp : +1 (without trenches)

At least one firer tired: -1

Close Combat table

1-2
2-3
1-1
3-2
2-1
3-1
4-1
5-1
6-1

1
A1+T
A1+T
AD
AD
AD
BD
DD*/AD
DD*/AD
D1+T*/AD

2
A1+T
AD
AD
BT
BD
DD
DD
D1+T
D1+T

3
AD
AD
BT
BD
DD
DD
D1+T
D1+T
D1+T

4
AD
BD
BD
DD
DD
D1+T
D1+T
D1+T
D2+T

5
BT
DD
DD
DD
D1+T
D1+T
D1+T
D1+T
D2+T

6
DD
DD
DD
D1+T
D1+T
D1+T
D1+T
D2+T
D2+T

7








D3+T

T = Moral checkfor the defender pour D

A1+T = one step loss for the attacker + moral check for each unit of the attacking stack.

D1+T = one step loss for the defender + moral check for each unit of the defending stack.

D2+T = defender suffers two losses (maximum 1 by unit, even if there is only one unit) + moral check for each unit of the defending stack.

AD = Attacker desorganized (one unit)

DD = Defender desorganized (one unit)

BD = one unit of each side is desorganized
Desorganization of a unit:

If already Desorganized for FR = 1 step, for VM = rout to the nearest jungle area, the unitis flipped to its hidden side and tired. A D unit has its fire and close combat strength halved (round up) and doesn't move anymore (even for advance after combat).

« * » = critical hit : reroll one die and see the specific rules.
Die Modifiers

-1 or -2 if a VM battalion with a -1 or -2 step losses counter is fighting.

+1 for each row above 6-1.

Row modifiers
Hill ou river –1 (-2 for Gabrielle) (non applicable if at least one firer is on the same hill)

PA –3

Trenches –1 par niveau

At least one firer tired: -1

Concentric attack (from two differents hexsides) or surrounded PA +1

VM until 20 step losses included (instant application) +1

VM until 50 step losses included (instant application) –1

Moral +/- comparing one moral rating of each camp (the first step loss should goes to the comparaison moral unit used)

(For the calculation, take the real ratio). One tank doubles the moral ratio of the choose unit (whatever the number of tank present).
