
Combine Fire - up to 12 figures/14 FP 
LR / NR / SR / DF - as infantry 
Shaken, Disorder, Skirmish - as inf  

PBF = (only in charge or melee) 
PBF = (FP+4D6) OR (Pistol FP+5D6) 

If cavalry is Elite / Trained / Green 
Then firer DRM is +2 / -1 / -2 

Elite/Vet -1/2 move to mnt/dismnt 
Trained/Green: 1 action mnt/dismnt 

Dismounted opening volley +1 DRM 
No mounted opening volley DRM 
Cav Impact Value = 1 per figure 

Combine Fire - up to 6 sections/18 FP 
Long Range - 2x normal range 
Long Range - FP plus 1D6 
Normal Range - as noted 
Normal Range - FP plus 2D6 
Short Range - 1/2 normal range 
Short Range - FP plus 3D6 
Canister Range - 3 inches/1 inch PBF 
Smoothbore Canister - FP + 4D6/5D6 
Rifled Arty Canister - FP +3D6/4D6 
Arty in Disorder - 1/2FP 
Arty is Shaken - 1/2FP & 1 less die 
Arty is Elite/Green - +1/-1 DRM 
Arty Routs - Even rout roll, the guns 
are abandoned - odd roll guns leave.  

  USA   CSA 
     FP    FP 
      8  -  7 
One battery with 

three sections. 
Impact Value (IV) = 1 per section 
Elite/Vet - 1/2 move limber/limber 

Combine Fire - up to 16 figures/18 FP 
Long Range - 2x normal range 
Long Range - FP plus 1D6 
Normal Range - as noted 
Normal Range - FP plus 2D6 
Short Range - Under one inch 
Short Range - FP plus 3D6 
Point Blank Fire - Against Charge 
Point Blank Fire (PBF) - FP + 4D6 
Firer in Disorder - 1/2FP 
Firer is Shaken - 1/2FP & 1 less die 
Firer is Skirmish - 1/2FP & 1 less die 
Smoothbore Mskts - At PBF,+1 DRM 
Firer is Elite/Green - +1/-1 DRM 
Opening Volley = +2 DRM 
Desperation Fire (DF) = FP + 1D6 




