
 
NAPOLIONIC SKIRMISH RULES 
1.9
March. 16, 2004

Sequence of Play:

1. Movement Phase

2. Fire Phase

3. Close Combat Phase

4. Moral Phase

1. MOVEMENT PHASE;
A. Shuffle Card Deck. At the start of each Game Turn, shuffle a 52-card deck of playing cards, plus two joker cards, one marked red one marked black and place the deck face down. 

B. Movement Procedure.

A. The basic units are moved in random order determined by how the playing cards are turned up. The cards are turned up one at a time. As each card is turned up, the corresponding player may make one normal move with one of his basic units.

B. If a black card shows, any as yet unmoved French Units may make a normal move. The French player should announce which basic unit is to be moved, then roll the dice to determine the units maximum allowable movement.

C. If a red card shows, any as yet unmoved Allied Units may make a normal move. The Allied player should announce which basic unit is to be moved, then roll the dice to determine the units maximum allowable movement.

D. Repeat this process card-by-card and unit by unit until all basic units in the game have made or had the chance to make a normal move.

E. If a Joker card comes up then the player that it belongs to must identify what unit it will pertain to. Then consult the Joker Movement chart. 

F. Leaders that are not part of a basic unit may move with a basic unit that they are accompanying (within six inches of a figure in that unit), or may move independently after all basic units on both sides have moved.

G. Movement through rough terrain. Rough terrain consists of woods, rocky areas, gullies, scrub brush, hills plowed field’s etc. All units will subtract their highest die rolled on their movement when in rough terrain.  

H. Changing Formation. You may change formation during your movement as long as your figures do not move more then your die roll allows. Note you will use the slower formations die roll when moving and changing formation during a turn. Troops in Square may not charge.

I. Moving  Guns. The gun and crew spend the entire turn moving. Place the crewmen in single file in front of the gun, with the gun tube pointing to the rear. At least two figures (not necessarily crewmen) are required to move a gun.

J. Guns in action. When the gun and crew are moving and firing (Manhandled) during a turn, point the gun in the direction in which it will fire, place the crewmen around it within one inch.

K. If you  charge or counter charge an enemy unit you will stop your unit two inches from the enemy unit.

L. Artillery takes one turn to limber or unlimber.

M. Heavily Wounded may be carried to the rear, but will subtract the high die rolled.

N. Lightly Wounded may walk to the rear on their own but will subtract from the unit’s low die rolled.

Joker Movement Chart; Roll one D-6.

Die Rolled.

1. Add one Die to the units Movement this turn.

2. Unit dose not move this turn.

3. Fall back this turn, roll two D-6.

4. Subtract one D-6 from unit movement this turn.

5. Lightly wounded troops in this unit are healed this turn.

6. Declare and conduct a charge, at the nearest enemy unit this turn. 

(a) If an Artillery unit is identified it will move to grapeshot range of the nearest enemy unit, limbered or manhandled.

(b) If a Command group is identified it maybe attach the nearest friendly unit to accompany it.

MOVEMENT CHART
Troop Type 
Formation 
Cross Country
On Road

Charge
      
Road Charge

Line:

Line (Square)
2 Dice

-

3 Dice

-



March Column
2 Dice

3 Dice

4 Dice

4 Dice

Grenadiers: 
Line (Square)
2 Dice

-

3 Dice

-




March Column
3 Dice

4 Dice

4 Dice

4 Dice



Open Order
3 Dice

4 Dice

5 Dice

-

Light:

Line (Square)
3 Dice

-

4 Dice

-


March Column
3 Dice

4 Dice

5 Dice

5 Dice



Open Order
3 Dice

4 Dice

5 Dice

-

Militia:

Line (Square)
2 Dice

-

3 Dice

-



March Column
2 Dice

3 Dice

3 Dice

4 Dice

Artillery: 
Limbered
3 Dice

4 Dice

-

-



Manhandled
2 Dice

2 Dice

-

-

Mounted:
Line

4 Dice

-

6 Dice

-



March Column
4 Dice

5 Dice

6 Dice

6 Dice



Open Order
4 Dice

-

6 Dice

-

Guerillas:
Open Order
3 Dice

4 Dice

5 Dice

-

2. FIRE PHASE;

After all movement is completed, the Fire Phase of the turn can commence.

A. Firing Procedure

A. Random Order of Firing: Reshuffled the deck, turn up the cards one at a time. As each card is turned up, the corresponding player may fire all eligible weapons from one basic unit.

B. If a black card shows, any as yet unfired French Units may fire all eligible weapons.. The French player should announce which basic unit is to fire, then begin measuring ranges for the firing of the figures in that basic unit. All firing by that basic unit is then resolved.

C. If a red card shows, any as yet unfired Allied Units may fire all eligible weapons.. The Allied player should announce which basic unit is to fire, then begin measuring ranges for the firing of the figures in that basic unit. All firing by that basic unit is then resolved. 

D. If a Joker card comes up then the player that it belongs to must identify what unit it will pertain to. Then consult the Joker Fire chart.

E. Repeat this process card-by-card and unit-by-unit until all basic units in the game have fired or have had the chance to fire. When the process of turning up cards and firing basic units is complete, the Fire 

Phase of that Turn is complete.

(1) The figures of an individual basic unit may only fire once during a Fire Phase.

(2) A player may fire his basic units in any desired order, as cards of that side’s color are turned up.

(3) A player must fire, or indicate for a specific unit that it will not fire, every time a card of his color shows, until all basic units have fired or have had a chance to fire.

(4) If necessary, the card deck can be reshuffled if all cards have been turned up and there are still basic units that can fire.

2. How to fire: 

A. Determine Range: Measure the distance from the heads of the firing figures.

(1) There is no aimed fire at individual figures (except from officers). Determine how many firing figures are in range and firing into the same target area.

(2) Target Area: The target area for Artillery and small arms is different.

(a) The target area for small arms ( MUSKET, RIFLE, CARBINE, and PISTOL) is determined by considering a 30-degree cone of fire from the firing figure.

(b) (b) The target area for ARTILLERY is determined by considering a 60-degree cone from the barrel of the weapon.

(3) Each type of weapon has a maximum range it can fire which is listed in the Maximum Range column of the Firing Charts.

(a) The target area for each weapon extends out to the limits of the weapons range, unless blocked by terrain.

(b) Artillery pieces have  Short and Long ranges. A single Gun may fire at enemy figures in their target area which are at Short range or which are at Long range, but not both.

B. Target Category: After determining the target area and the number of firing figures, the type of target must be established:

1. CLASS I: Most of target unit is in Close Order Formation in clear terrain.

2. CLASS II: Most of target unit is in Open Order Formation in clear terrain.
3. CLASS III: Most of target unit is prone or in rough terrain (wood, rocks, scrub, etc.)

4. CLASS IV: Most of target unit are inside building or directly behind (touching) a solid wall.

C. Determining Hits: Once the target area, the number of firing figures, and the target category is established the firing is resolved as follows:

(1) Roll one die and cross grid the number rolled with the type of weapon fired in the column describing the target category. A fraction will be found that will tell the number of hits scoured. For Example eleven French Line (musket) fire at figures which are a Class I target. A “4” is rolled on the die. Crossgriding Muskets with the Class I column under “2-5” (“4” falls in this range of numbers), the fraction “1/4” is found. This means that for one hit is scoured for every four figures firing. Since eleven figures are firing, two hits are scoured.

(2) For every hit scoured, turn up one card from the deck:

(A) If an Ace is turned up, the highest ranking leader figure in the target area is hit. If no leader or key figure is present, any other figure may be considered to be hit. Leader figures may not be hit unless an Ace is turned up, even if this causes less hits to be scoured then were determined.

(B) If a face card (Jack, King, or Queen) is turned up, a key figure is hit. A key figure is any non-leader

Figure that may be considered to be more valuable then the rest of the figures in the target group. Example Artillery Gunners, Sappers, Cavalrymen etc. If no key figures are present, any non-leader figure may be considered to be hit. When firing at an Artillery unit you must pull a (Jack, King, or Queen) to hit a gunner.

(C) If a card of the Heart suit is turned up the hit figure is “killed”. Otherwise, the hit figure is “wounded”

3. Marking Hits: Killed figures should be laid face down.  Wounded Figure place the figures face up.

B. SPECIAL RULES FOR FIRING:
1. Volley firing procedure: units are allowed to fire a volley. The unit may fire at any target directly to their front and within one-half of the weapons range. One or two ranks deep may fire a volley.

All targets that are Class I in an area defined by the length of the unit and up to ½ of the weapons range are to be considered to be subject to being hit. Draw cards. Hart and Diamonds = Killed, Clubs = Wounded, Spades = No hit. Ace = Leader, Face Card = Key personnel. 

All targets that are Class II in an area defined by the length of the unit and up to ½ of the weapons range are to be considered to be subject to being hit. Draw cards. Heart = Killed, Diamond = Wounded. Spades and Clubs = No hit. Ace = Leader, Face Card = Key personnel.

All targets that are Class III in an area defined by the length of the unit and up to ½ of the weapons range are to be considered to be subject to being hit. Draw cards. Heart and Diamond  = Hit, Clubs and Spades = No hit. Ace = Leader, Face Card = Key personnel. If a hit is made draw a second card for kill or wounded, Ace–Jack is a Kill, 10–2 is wounded, 

All targets that are Class IV in an area defined by the length of the unit and up to ½ of the weapons range are considered to be subject to being hit. Draw cards. Heart = Hit, Clubs, Diamond and Spades = No hit. Ace = Leader, Face Card = Key personnel. If a hit is made draw a second card for kill or wounded, Ace–Jack is a Kill, 10–2 is wounded.

2. Wounded figures may be fired at, if specified. They are prone (Class III target). 

3. It takes at least two figures to fire an artillery piece. At least one of the figures must be a crewmen. An Artillery piece counts the same as twelve figures firing with a crew of four figures or more, same as nine figures firing with a crew of three figures, and the same as six figures firing with a crew of two figures.

4. Officers armed with pistol fire separately from their unit’s fire. They can aim and fire at specific individual targets within their 30 degree firing cone,  (roll 1D6, 5 will wound, 6 will kill).

5. The following figures may not fire. (Wounded figures, figures that used a charge move during the Movement Phase, horse holders, figures that carried Wounded figures. Routed or shaken figures, mounting or dismounting cavalry, figures in Close Combat may not fire.

6. Prone figures may only fire every other turn.

7. When firing at an Artillery unit you will treat the crew as a class II target unit. You may only cause casualties if you pull an Ace, King Queen or Jack of the Hart or Diamond suits. Heart being a kill Diamond wounded. If Artillery fires at Artillery and a Joker card is pulled for casualties then the gun is destroyed.

8. British Artillery firing at a Class II target will use Class I target with Artillery firing Ball on the chart for hits.

9. Units firing Musket, Rifle, Carbine, Pistol, or Artillery firing ball at ½ range or less but not firing as a volley, receive a +1 to there die roll.

10. If a figure is a Class IV target, but it is not shooting or observing through a door, window or over a wall then it can not be a target from Musket, Rifle, Carbine or Pistol. Artillery may still fire at it.






FIRING CHART

WEAPON
MAXIMUM
CLASS I
CLASS II
CLASS III
CLASS IV



RANGE
1    2-5    6
1    2-5    6
1    2-5    6
1    2-5    6

MUSKET
12”

1/8 1/4 
1/3
1/7 1/6 1/5
1/8 1/7 1/6
1/9 1/8 1/7

RIFLE

16”

1/4 1/3
1/2
1/6 1/5 1/4
1/7 1/6 1/5
1/9 1/8 1/7

CARBINE
6”

1/9 1/5   1/4
1/8 1/7 1/6
1/9 1/8 1/7
1/10 1/9 1/8

PISTOL
3”

1/6  1/4  1/3  
1/7  1/6 1/5
1/8 1/7  1/6
1/9 1/8 1/7

ART (Ball)
0”-36

1/5  1/4  1/3
1/13 1/11 1/9
1/12 1/10 1/8
1/11 1/9 1/7

ART (GrapeShot) 0”-16”
(use musket chart. Double the normal number of hits)

Joker Fire Chart: Roll one D-6.

Roll
(1)
Unit is low on ammo and only fire’s ½ of it figures this turn.


(2)        Good shots! (Double the amount of hits this unit made this turn.

(3)         Units fire rate increased this turn 2 shots per figure.

(4)         Smoke block’s vision of unit out to ____ inches, roll two D-6 for the distance.

(5)         Unit aim is bad ½ casualties this turn (round up). 

(6)         Good fire command, plus one to die roll this turn.

3. CLOSE COMBAT (HAND-TO-HAND) PHASE;

Figures that charged or counter charged opposing figures during the Movement  Phase must now complete their movement before Close Combat can be resolved.

A. Completion of Charge Moves:

1. If all of the opposing figures that were charged have moved away and/or been casualties by firing, the charging figures complete their movement by occupying the previous position held by the opposing figures.

2. If some or all of the opposing figures are still two inches from the charging figures, it must be determined if the charging figures will close into Combat. Roll one d10 for each basic unit involved, and consult the CLOSE INTO CLOSE COMBAT CHART. If the number rolled is listed on the chart, the figures will be able to enter Close Combat. If an unlisted number is rolled, the charging figures must immediately move six inches to the rear, thus ending the charge without making contact with the enemy figures and causing no Close Combat.

A. After moving the figures back six inches mark them as being “pinned”.

B. Pinned figures must pass a moral check before they may move again normally.

3. If the charging figures are able to enter Close Combat, the opposing figures must now be checked to see if they will stand and fight. Roll one d10 for each basic unit involved, and consult the Stand and Fight Chart. If an number rolled is listed the figures will enter Close Combat. If an unlisted number is rolled the figures being charged are “Shaken”, and must move a distance to the rear, determined by rolling four d6 and converting their total to inches. If shaken,  the charging figures may complete their movement by occupying the potions previously occupied by the Shaken figures. “Shaken “ figures are moved there prescribed distance to the rear and placed in a disordered formation until rallied.



CLOSE INTO CLOSE COMBAT CHART (Roll one D10)




         Close into Combat/Counter charge Stand and Fight

TYPE OF COMBATANT
W/Leader
W/O Leader 
W/Leader
W/O Leader

Grenadier


1-9

1-8

1-8

1-7

Line



1-7

1-6

1-8

1-7

Militia



1-5

1-4

1-6

1-5

Light



1-8

1-6

1-6

1-5

Mounted  (-4 if attacking a Square)
1-8

1-7

1-7

1-6

Guerillas


1-7

1-4

1-8

1-5

4. If figures on both sides are able to enter Close Combat, hand-to-hand Combat will take place after the figures are moved together. 

Move the charging figures so that their bases touch the bases of the opposing figures, the distribute any extra figures as equally as possible. 

After the charging player has moved all of his charging figures, the opposing player may now move up any figures within three inches of a Close Combat, placing these figures as equally as possible behind the friendly figures already in Close Combat.

After all involve figures are moved, Close Combat can be resolved.

B. Close Combat Resolution:

1. Each pair of figures has its hand-to-hand action decided individually. For each both players roll one d10. The figure with the highest modified die roll score will win the individual Close Combat. The modified die roll is found by rolling the die, and then adding or subtracting the modifiers listed on the Close Combat Chart that apply to the figure in question. 





CLOSE COMBAT CHART





Gren.
Line
Militia
Light
Mounted
Gunners

Charging/Counter charging
+2
+1
-
+1
+3

-

Defending in open order

+1
-
-
+1
+1

-


Defending in close order

+2
+1
+1
+1
+1

+1
Defending in square

+3
+2
+1
+1
-

+1

Defending a linear object
+2
+1
+1
+1
+1

+1

Defending building

+3
+2
+1
+1
-

+1

Uphill



+1
+1
+1
+1
+1

+1

Attacked from rear

-2
-2
-2
-2
-2

-2

Leader



+3
+2
+2
+1
+3

+3

Lance, Pike, Halberd, Ax
+2
+2
+1
+1
+2

+2

Each additional opponent
-1
-1
-1
-1
-1

-1

No bayonet


-1
-1
-1
-1
-

-1

Roll again to break ties. Figures in Close Combat with more then one opposing figure must fight each individually, resolving the Combat with the second figure after defeating the first figure etc. Continue until all Close Combats are resolved.

2. After fighting each individual Close Combat, rematch all survivors of both sides and fight another round of individual Close Combat, Continue this until  one side or the other has lost all figures in the Close Combat.

3. If a figure loses a individual Close Combat while rolling a “1” on the die roll the figure is “killed”. If a figure loses a individual Close Combat while rolling a “2” on the die roll the figure is “wounded”. If a figure loses a individual Close Combat while rolling a “3” through “5” on the die roll the figure “runs” to the rear of the Combat and takes no further part. If a figure loses a individual Close Combat while rolling a “6” on the die roll the figure is “captured”. 

4. When all the figures on one side have become “Casualties, Captured or Run” the other side has won the Combat. Any surviving figures of the losing side are Shaken. Four d6 are rolled, and the Shaken figures are moved that total number of inches to the rear. The wining figures may occupy the position previously occupied by the Shaken figures.

C. Special rules for close combat:

1. All figures have a 180-degree zone to their zone of observation to their direct front and sides. To be engaged in Close Combat from the rear the attacking figure must have charged from a position that could not be seen by the opposing figure. When the charging figure started to charge.

2. Wounded  figures  cannot take part in normal Close Combat action. All wounded figures must be carried away to the rear.

3. All prisoners must be escorted to the rear, this includes wounded figures that lost the close combat. One figure may guard up too ten prisoners.

4. MORAL PHASE;

Moral must be checked during the Moral Phase if the following conditions apply:

A. Major Moral

The Commander-in-Chief of each side is the highest-ranking leader present, is considered to command the entire side, and represent the player’s presence on the battlefield. On the Moral Phase of the turn in which the Commander-in-Chief figure is killed or capture, and all subsequent turns, the side must be checked for major moral.

1. The player whose Commander-in-Chief was lost rolls two d6 and consult the Major Moral section of the Moral Charts.

2. If the number rolled on the two d6 is less then the Moral Number, the basic units of that side may move normally. If the number rolled equals or exceeds the Moral Number, the side becomes “immobile” for the coming turn, and the basic units may not move.

A. Shaken units that fail to rally and routed units will continue to move towards the battlefield edge.

B. Other basic units may change their facing or formation in place, but must stay in place on the tabletop.

B. Critical Moral

Any time the Shaken figures of a basic unit take a hit or hits, or anytime a basic unit is reduced to less than half of its original strength, the unit is considered to be in “Critical Moral”, and must have its moral checked each turn until rallied or routed.

1. Check each basic unit or portion of a basic unit individually on the Critical and Pinned  Moral section of the Moral Charts by rolling two d6.

2. If the number rolled on the two d6 is less than the listed Moral Number, the basic unit may move normally. If the number rolled equals or exceeds the listed Moral Number, the basic unit or portion of a basic unit is “routed”. Routed units move four-d6 distance to the nearest battlefield edge until they exit the battlefield and are out of the game for good. If part of a basic unit routs off the battlefield and part of it dose not the routed figures from the basic unit are counted as losses from the basic unit’s original strength for determining Critical Moral for the remainder of the unit. The routed figures move during the Movement Phase.

C. Pinned Moral

Any basic unit or portion of a basic unit that had figures pinned during an attempted charge must check “pinned moral” for that unit. 

1. Check each Basic unit or portion of  a basic unit individually on the  Critical and Pinned Moral section of the Moral Charts by rolling two d6.

2. If the number rolled on the two d6 is less then the listed number, the unit is no longer “pinned” and may move normally during the next Movement Phase. If the number rolled on the two d6 is equal to or exceeds the listed Moral Number, the figure must remain pinned until they can pass a moral test on a later turn. Pinned figures are immobile but may fire or defend in close combat.

MORAL CHART (Roll 2D6, Total is less everything is OK)



MAJOR
CRITICAL AND PINNED
CRITICAL AND PINNED

Troop type
Moral number
Moral number with leader
Moral number without leader

Grenadiers
10

11



9

Line

9

10



8

Militia

7

8



6

Light

8

9



7

Mounted
9

10



8

Guerillas
7

8



6

MOUNT: Military Operations in Urban Terrain.

Even though most of this is already covered in the rules some things need to be defined.

Number of figures allowed in a building.

Simply put figures on the roof, and what ever the number of figures that fit on the roof, is the number that may be put in the building. Multiple this times the number of stories tall the building is. 

Note: if you can put 12 figures in a building with 3 floors you can only put 4 figures on each floor.

Number of figures allowed to shoot from a building. 

You may only have one figure fire from each window or door. You may only fire in the direction that you have windows or doors facing. If you are shooting from a door then the door must be open or a loophole has been put in it. If you are dealing with a building with larger doors (barn) then you may have more then one figure shooting from it.

Cutting loopholes and breaking in to a building.

It will take a figure a total 10 turn’s uninterrupted to dig a loophole through a wall, this being done with a bayonet, or a total of 7 turn’s uninterrupted if the figure is a Sapper.

Breaking in. This would be to break in to a building through a door, window or through a wall.

These numbers are aside from casualties listed above from shooting at figures in a building. This is how many shots fired it will take breach a door a window or a wall (leaving a hole for a man to move through).




Door
Window

Masonry/Wood Wall
Rock Wall

Artillery: (Ball)

2
1

4


8

Artillery: (GrapeShot)
4
1

8


12

Uninterrupted turns needed to make a Breach. Note: you may have more then one figure trying to Breach but only as many as there is space to work, thus reducing  the number of turns needed to breach.. If a figure working on a Breach  Shoots is involved in Close Combat is Wounded, Killed or Captured during the turn, there work on the breach that turn will not count. 

Door
Window

Masonry/Wood Wall
Rock Wall

Sapper


3
1

10


20


Grenadier

5
2

15


25



Line/Light

7
3

20


30

Militia


9
3

25


35

Guerillas

8
3

25


35

Unit Sizes:

Foot  = 20 Figures, 2 Leader (1 Officer and 1 NCO) + 10 Privates

Mounted = 12 Figures, 2 Leader (1 Officer and 1 NCO) + 10 Troopers

Artillery = 1 Gun, 1 Leader + 3 Gunners.

Command Group = 1 or more officers with a standard and musician.

Unit Formations:  

FOOT                                        
MOUNTED
March Column


OOOO                                        
000    or  
00




OOOO                                        
000 

00





OOOO                                                       

00

Line



OOOOOO                                   
000000





OOOOOO

Square



OOOO





O      O





O      O





OOOO

Open Order (Minimum of one inch between each figure)
O    O    O    O    O    O               

0   0   0   0   0   0
                        

   O     O    O    O    O    O 










or









0
0
0







        
      0
     0       0

Sequence of Play:

1. Movement Phase

2. Fire Phase

3. Close Combat Phase

4. Moral Phase





MOVEMENT CHART
Troop Type 
Formation 
Cross Country
On Road

Charge
        Road Charge

Line:

Line (Square)
2 Dice

-

3 Dice

-



March Column
2 Dice

3 Dice

4 Dice

4 Dice

Grenadiers: 
Line (Square)
2 Dice

-

3 Dice

-




March Column
3 Dice

4 Dice

4 Dice

4 Dice



Open Order
3 Dice

4 Dice

5 Dice

-

Light:

Line (Square)
3 Dice

-

4 Dice

-


March Column
3 Dice

4 Dice

5 Dice

5 Dice



Open Order
3 Dice

4 Dice

5 Dice

-

Militia:

Line (Square)
2 Dice

-

3 Dice

-



March Column
2 Dice

3 Dice

3 Dice

4 Dice

Artillery: 
Limbered
3 Dice

4 Dice

-

-



Manhandled
2 Dice

2 Dice

-

-

Mounted:
Line

4 Dice

-

6 Dice

-



March Column
4 Dice

5 Dice

6 Dice

6 Dice



Open Order
4 Dice

-

6 Dice

-

Guerillas:
Open Order
3 Dice

4 Dice

5 Dice

-

FIRING CHART

WEAPON
MAXIMUM
CLASS I
CLASS II
CLASS III
CLASS IV



RANGE
1    2-5    6
1    2-5    6
1    2-5    6
1    2-5    6

MUSKET
12”

1/8 1/4 
1/3
1/7 1/6 1/5
1/8 1/7 1/6
1/9 1/8 1/7

RIFLE

16”

1/4 1/3
1/2
1/6 1/5 1/4
1/7 1/6 1/5
1/9 1/8 1/7

CARBINE
6”

1/9 1/5   1/4
1/8 1/7 1/6
1/9 1/8 1/7
1/10 1/9 1/8

PISTOL
3”

1/6  1/4  1/3  
1/7  1/6 1/5
1/8 1/7  1/6
1/9 1/8 1/7

ART (Ball)
0”-36

1/5  1/4  1/3
1/13 1/11 1/9
1/12 1/10 1/8
1/11 1/9 1/7

ART (GrapeShot) 0”-16”
 0”-16”
(use musket chart. Double the normal number of hits)

CLASS
I: Most of target unit is in Close Order Formation in clear terrain.

CLASS
II: Most of target unit is in Open Order Formation in clear terrain.
CLASS III: Most of target unit is prone or in rough terrain (wood, rocks, scrub, etc.)

CLASS IV: Most of target unit are inside building or directly behind (touching) a solid wall.

CLOSE INTO CLOSE COMBAT CHART (Roll one D10)




         
Close into Combat

Counter charge Stand and Fight

TYPE OF COMBATANT
W/Leader
W/O Leader 
W/Leader
W/O Leader

Grenadier


1-9

1-8

1-8

1-7

Line



1-7

1-6

1-8

1-7

Militia



1-5

1-4

1-6

1-5

Light



1-8

1-6

1-6

1-5

Mounted  (-4 if attacking a Square)
1-8

1-7

1-7

1-6

Guerillas


1-7

1-4

1-8

1-5

CLOSE COMBAT CHART





Gren.
Line
Militia
Light
Mounted
Gunners

Charging/Counter charging
+2
+1
-
+1
+3

-

Defending in open order

+1
-
-
+1
+1

-


Defending in close order

+2
+1
+1
+1
+1

+1
Defending in square

+3
+2
+1
+1
-

+1

Defending a linear object
+2
+1
+1
+1
+1

+1

Defending building

+3
+2
+1
+1
-

+1

Uphill



+1
+1
+1
+1
+1

+1

Attacked from rear

-2
-2
-2
-2
-2

-2

Leader



+3
+2
+2
+1
+3

+3

Lance, Pike, Halberd, Ax
+2
+2
+1
+1
+2

+2

Each additional opponent
-1
-1
-1
-1
-1

-1

No bayonet


-1
-1
-1
-1
-

-1

MORAL CHART (Roll 2D6, Total is less everything is OK)



MAJOR
CRITICAL AND PINNED
CRITICAL AND PINNED

Troop type
Moral number
Moral number with leader
Moral number without leader

Grenadiers
10

11



9

Line

9

10



8

Militia

7

8



6

Light

8

9



7

Mounted
9

10



8

Guerillas
7

8



6

4
11

