Tables for Jours de Gloire Empire

Last update: November 22nd 2006

The modifications added since Vae Victis #64 are indicated in blue.

                                      TERRAIN TABLE

	Type of terrain
	General
	Infantry
	Cavalry
	Artillery
	Fire [a]
	Shock [a]

	Clear
	1
	1
	1
	2
	NE
	+1

	Difficult / Rough / Vines / Dry Lake 
	1
	1
	2
	2
	NE
	NE [e]

	Orchard / Palms
	1
	1
	3
	3
	NE
	-1 [e]

	Woods

	2
	2
	3
	3
	-1
	-1 [e]

	Marsh / Frozen Pond* 
	2
	2
	3
	NA
	NE
	-2 [e]

	River / Lake / Sea
	NA
	NA
	NA
	NA
	NE
	NA

	Town / Village /   Ruins [b]
	1
	2
	3
	3
	-2
	-1 [e]

	Castles [b]
	2
	2
	2
	2
	-2 
	-3  [e]

	Road [c]
	½
	1
	1
	1
	UOT
	UOT

	Trail [c]
	½
	1
	1
	2
	UOT
	UOT

	Bridge / Deployed Pontoon 
	0
	0
	0
	0
	NE
	-3 [e] [h]



	Stream  / Canal / Ford
	0
	+1
	+1
	+2
	NE
	-1

	+1 level of elevation
	+1
	+1
	+1
	+1
	-1 [f]
	-1

	+2 or more levels of elevation
	+1


	+1
	+2
	NA
	-1 [f]
	-2

	-1 level of elevation
	0
	0
	0
	+1
	NE 
	+1

	-2 or more levels of elevation
	0
	0
	+1
	NA
	-1 [f]
	+1

	Crest
	0
	0
	0
	0
	NA [f]
	NE [e]

	Slope
	0
	0
	+1
	NA [c]
	NE
	-1 [e] 

	Steep Slope [i]
	+1
	+1 D
	NA [c]
	NA [c]
	NA [f]
	-2 [e] 

	Redoubt / Wall  
	+1
	+1
	+2
	+3 D
	-1/ NE [g]
	-2 / -1
[e]  [g]

	Fortification
	+2
	+2
	NA
	NA
	-2 / NE [g]
	-3 / -1

[e]  [g]

	Hex containing a friendly unit
	0
	+1
	+1
	+1
	NE
	NE

	Leaving a ZOC [d]
	0
	+1
	+1
	+1
	NE
	NE


Key : 
UOT = Use Other Terrain in hex ; NE = No Effect ; NA = Not Allowed ; D = Automatic Disorder

Notes : 

[a] : Applies to a unit located in this type of terrain which is the target of shock combat, charge, or fire. 

[b] : Units in these hexes have 6 front hexes and are penalized with a -1 DRM when they attack.

[c] : Roads and trails cancel the extra cost for crossing a stream, redoubt/ wall, fortification, or change of level hexside.  The extra cost of slopes and steep slopes is not cancelled ; only the D for a steep slope is ignored.  Roads and trails allow cavalry units to cross steep slope and artillery units to cross slopes and steep slopes. The NA on the Terrain Effects Table is ignored and an additional 2 is added to the movement cost of the terrain.

[d] : Units in disorder expend +1 movement point to enter an enemy ZOC.

[e] : Charge movement and cavalry charge are not allowed into or across this type of hex or hexside terrain.

[f] : In the case of fire into an adjacent hex.  In other cases, see the Line of Sight rules (7.4).

[g] : The first figure refers to an attack from the exterior into the interior; the second figure refers to the reverse.  Not cumulative with modifiers due to the interior hex itself, in either case (for example :  not cumulative with attacking into a town from the outside, or with attacking outward from inside a town as in [b]).  

[h] : This modifier is only used if the bridge spans a river  It is ignored if the bridge crosses a stream.

[i] : If a steep slope is located between two hexes which have a difference of  3 levels or more, the hexside is impassable, and shock and fire are prohibited..
* : see the specific rules for Austerlitz 1805 for the specifics of frozen ponds.

         FIRE TABLE 

	Dieroll + Fire Strength + DRM
	Effect on the target

	15 or more
	R

	13 to 14
	D

	9 to 12
	CT


CT = Cohesion Test ; if test is failed, D ;    

D = Disordered ;   

 R = Routed

                                            Dieroll Modifiers for Artillery Fire 

	Type 
	Modifier
	Effect

	Firer
	Artillery fire
	+ the unit’s fire strength

	
	Combined fire from 2 artillery units of the same formation stacked in the same hex.
	+2

	
	Firer with six front hexes (square/town/village)
	-1

	
	Reaction fire (8.3) or counter-battery fire (7.6)
	-1

	Target
	Terrain of the target hex and hexside.
	see Terrain Table

	
	Massed target :  two or more units, other than artillery, in the hex.
	+1

	
	Target in square formation
	+1

	Range
	Fire at point-blank range, against infantry or cavalry.
	+1

	
	Fire at effective range.
	0

	
	Fire at long range, for each hex beyond effective range.
	-2


   SHOCK COMBAT AND CHARGE TABLE 
	Result of modified dieroll
	Defender
	Attacker

	10 or more
	1 + D
	Breakthrough (8.7)

Or Pursuit (9.5) 

	5 to 9
	1+ CT
	Pursuit (9.5)

	0 to 4
	Pursuit if counter-charge and recoil or retreat of the attacker (9.4 and 9.5)
	D + CT/1



	Less than 0
	Counter-shock (8.7)  or Pursuit (9.5)
	D + CT/1




1 = recoil one hex ;   

D = Disordered ;  

CT =  Cohesion Test, if test is failed, D;  

CT/1 = Cohesion Test, if test is failed, recoil one hex.

Portions in italics refer only to cavalry.

Strength Comparison Table

	Odds
	Dieroll Modifier

	4/1 or more
	+4

	3/1
	+3

	2/1
	+2

	1.5/1
	+1

	1/1
	0

	1/1.5
	-1

	1/2 
	-2

	1/3 
	-3

	1/4 or worse
	-4


                                        Dieroll Modifiers for Shock or Charge

	Type of modifier
	Modifier
	Effect

	Odds
	Strength comparison ratio (8.6)
	See Strength Comparison Table

	Cohesion
	Difference between the best cohesion rating among attacking units and best cohesion rating among defending units. (8.6)
	Cohesion of best attacker – cohesion of best defender

	Terrain
	Terrain of defender, hexside, and unit having 6 front hexes
	See Terrain Table

	Routed
	Defender routed (not cumulative with the 2 following modifiers).
	+2

	Position
	Defender attacked from one of its rear hexes
	+2

	
	Defender attacked from a front hex AND at least one of its rear hexes (not cumulative with the preceding case).

Remember: attacking units must be adjacent to each other.
	+3*

	
	Attacker has one of its rear hexes located in a front hex of one or more enemy infantry or cavalry units not participating in the combat (cumulative with the two preceding cases).
	-1

	Cavalry Shock, Charges and Squares
	Cavalry shock (without charging)
	-2

	
	Charge with at least one unit of heavy cavalry
	+3

	
	Charge by non-heavy cavalry
	+1

	
	Cavalry charge against a square (charge bonus is lost). Takes effect even if the charge is combined with an attack by infantry
	-2

	
	Infantry alone attacking a square
	+1


* : this + 3 applies only in the case of « front/rear » or « rear/front » (« front/front » does not provide a modifier, while « rear/rear » provides +2).
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