
Open Road WoodRough Col Strt Open Light Med Hvy Col Line Sq Col Line Sq
Fire Melee Rng AF Rng AF

Defense

Fate	  of	  Battle:	  	  Look,	  Sarge,	  No	  Charts:	  Napoleonic	  Wars
Unit	  Roster	  for	  those	  misguided	  souls	  who	  just	  must	  have	  a	  chart

Skirmish	  
BasesShort Long

Unit	  Name	  	  
(Infantry,	  Cavalry,	  
and	  Artillery)

Ec
he
lo
n

Leader

Ra
di
us MV

Movement

Movement MeleeMoraleFireHill

Open Road WoodRough

©	  Surdu,	  Wood,	  Palmer,	  2012

Who	  Rolls	  First	  in	  Melee?

Ec
he
lo
n

Leader

Ra
di
us MV

Movement

+	  

Look, Sarge, No Charts: Napoleonic Wars 
 

 44 

that failed to close is assigned 
a morale pip, and the charge 
resolution is done.  The groups 
of attacking and defending 
battalions are called “battalion 
groups.”  A battalion group 
will have one defending unit 
and one or more attacking 
units.  If the attacking player 
cannot get all his units into 
contact with the enemy, the 
surplus units do not participate 
in the close combat.   

If the roll is not greater 
than the morale value, the 
player consults the green die 
to determine what the 
charging unit does.  The 
results on the die are largely 
self-explanatory.  There are two results with an “or” line.  On the green die, unlike the blue 
and yellow dice, the “or” line does not indicate a player choice.  If the unit is in cover (e.g., 
woods, rough terrain, the military crest of a hill, a town, etc.) it acts as indicated below the 
“or” line; otherwise, it acts as indicated above the “or” line.   
 
5.2.4.   Close Combat Resolution 

To resolve the close combat both sides roll their melee attacks against each other, just 
as they would for normal direct fire, and apply the results. During close combat, units 
conduct this melee combat against those units with which they are in contact.  Both the 
attacker and defender use the defense factor for the cover they occupy when the close combat 
is resolved.  (When a unit is defending the edge of a terrain feature, the GM may need to 
make a call as to whether the attacker gets any cover benefits.)  Both the attacker and 
defender use the melee attack factor based on their current formation.  For each battalion in 
combat, roll a ten-sided die, add the melee attack factor, and compare that to the enemy 
battalion’s defense factor.  If the modified die roll is greater than enemy’s defense factor, a 
hit is scored. 

The order in which attacks occur is indicated in the table below.  
 

Attacker is 
attacking 

Defender’s 

Defender’s Condition 
Good and behind 
prepared defenses 

Good, Pinned, or 
Disrupted Retreating 

Front Defender attacks 
first 

Both attacks are 
simultaneous * Attacker attacks first 

Flank or Rear Both attacks are 
simultaneous * Attacker attacks first Attacker attacks first 

* In situations in which attacks would normally be simultaneous (even a frontal attack), cavalry 
charging an infantry unit not in square or a cavalry unit that is not counter charging attacks first. 

Halt  
@ 3” & 

Fire 

Halt 
@ 1.5” & 
No Fire 

Close 

Halt @ 3”, Fire 

Halt @ 1.5”, 
No Fire 

Halt @ 1.5”,  
No Fire 

Close Halt  
@ 1.5” & 

Fire 

or or 

The unit halts 1.5 
inches away from the 
enemy, but it may 
fire.  

The unit closes 
with the enemy. 

If the charging unit is 
in cover, it halts 1.5 
inches away from the 
enemy and does NOT 
fire.  If the charging 
unit is not in cover, it 
closes with the 
enemy. 

The unit halts 3 
inches away from the 
target unit, but it may 
fire if in range. 

The unit halts 1.5 
inches away from 
the target unit, but 
it may not fire.  

Results on the 
Roll-to-Close 
Failure Die 

If the charging unit is 
in cover, it halts 1.5 
inches away from the 
enemy and does NOT 
fire.  If the charging 
unit is not in cover, it 
halts 3 inches away 
from the target unit 
and fires if in range. 

Figure 5-5: Green die, which is consulted when any unit fails its 
roll to close 
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•( Damaged(
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•( Outside(front(arc((fire(only)(
(optional)(

•( As(indicated(on(rollBtoBstand(
die(
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conduct(half(FIRE(only(on(black(
cards,(but(may(still(melee(
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(B2):(
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Artillery(movement(
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