CWB Straggler & Morale Tables

Straggler Tables
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Higher Table (Tired/Exhausted Units)

Die
A
B
C
D
E

Die
A
B
C
D
E

1



1
1

1

1
1
1
2

2



1
1

2

1
1
2
2

3


1
1
1

3

1
1
2
2

4

1
1
1
2

4
1
1
2
3
3

5

1
1
1
2

5
1
2
2
3
3

6
1
1
1
2
2

6
1
2
3
3
3

7
1
1
2
2
3

7
2
3
3
4
4

8
1
2
2
2
3

8
2
3
3
4
4

Die Roll Modifiers:

Each line is used once only, even if multiple conditions on the line are true.

+1 if unit is DG, Mounted, Flanked or Exhausted

+2 if unit is Routed, Wrecked or fire is at Night

Morale Table


Blood Lust
No Effect
Shaken
Shaken

Back 1*
Disorganized

Back 1*
Disorganized

Back 2

Straggle 1**
Routed

Back 2

Straggle 3**


11..16
21..54
55..62
63..64
65
66


A
11..15
16..53
54..62
63..64
65
66



11..14
15..53
54..62
63..64
65
66


B
11..13
14..46
51..55
56..62
63..64
65
66


11..12
13..45
46..55
56..62
63..64
65
66

C
11..12
13..42
43..53
54..61
62..63
64..65
66


11
12..33
34..45
46..55
56..62
63..64
65..66

D
11
12..26
31..44
45..55
56..62
63..64
65..66


11
12..25
26..43
44..54
55..62
63..64
65..66

E

11..21
22..36
41..52
53..56
61..63
64..66



11..14
15..34
35..51
52..56
61..63
64..66



11..13
14..33
34..46
51..55
56..63
64..66




11..31
32..44
45..54
55..62
63..66




11..24
25..42
43..52
53..61
62..66




11..22
23..36
41..46
51..56
61..66

Morale Table Modifiers

Row Shifts

“+” is UP, “-“ is down. Each line is used once only, even if multiple conditions on the line are true.

+3 Unit is in Sunken Road, Fort or Trench

+1 Unit is stacked with Artillery (do not apply to artillery units themselves)

+(Rating-1) Leaders

-1 Low Ammo

-1 Shaken

-2 Unit is Tired

-3 Disorganized

-3 at Night

-4 Wrecked Brigade

-4 Unit is Exhausted

-4 Close Combat, Defender

-6 Close Combat, Attacker

-6 Column, Limbered or Flank Target

-6 Wrecked Brigade of Wrecked Division (used in place of the –4 above)

-6 Routed

Blood Lust Morale Check

Dice
Result

11..43
No Effect

44..66
Remove Blood Lust

*Units stacked with unlimbered artillery (not guns alone in a hex, or those in a sunken road/trench/breastworks may ignore the retreat result.





**All units must retreat. Unlimbered artillery must limber to retreat (even one hex), and must roll on the Gun Loss Table if in an EZOC or Close Combat.





Straggler Recovery Table


�
Day


1�
Night�
�
�
�
2�
1�
�
A�
11..36�
11..36�
41..66�
�
B�
11..33�
11..33�
34..66�
�
C�
11..23�
�
11..56�
�
D�
11..21�
�
11..51�
�
E�
11..15�
�
11..45�
�
Notes:


During daylight turns (including dusk and dawn), only one straggler may be recovered per turn, provided the unit rolls within the range indicated.


During night turns, A and B morale units may be able to recover 2 stragglers if they roll within the indicated range.














