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MAY ONLY ENTER HVY
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MELEE M ODIFIERS TABLE

GRADE M ODIFIER

GUARD +1D6

GRENADIER +3D6

ELITE +2D6

CRACK +1D6

VETERAN 0

GREEN -1D6

CONSCRIPT OR M ILITIA -2D6

NATIONAL ABILITY M ODIFIER

BRITISH / KGL IN LINE +1D6

FRENCH OLD GUARD +1D6

TERRAIN AND APPROACH M ODIFIER

VS. FLANK OR REAR +2D6

VS. LIGHT TERRAIN / HILL / LOW WALL -1D6

VS. HEAVY TERRAIN -2D6

VS STRONG POINT -3D6

CHARGED THROUGH / FROM WALL,
STREAM , OR SWAM P. -2D6

UNIT TYPE & SIZE M ODIFIER

M ASS 2:1 (D6 PER BATTALION / CAV REG.) +2D6

M ASS 3:1+ (D6 PER BATTALION / CAV REG) +3D6

LANCE ARM ED (1ST MELEE TURN) +1D6

LIGHT CAVALRY VS HEAVY CAVALRY -3D6

CAVALRY VS. SQUARE / BATT MASS -4D6

SAPPERS IN STRONG PT, HVY TERRAIN +1D6

UNIT STATUS M ODIFIER

LEADER ATTACHED: BRIGADE C.O.
DIVISION, CORPS, OR ARM Y C.O.

+1D6
+2D6

HALTED -1D6

FALLBACK OR DISORDERED -2D6

RETREAT -3D6

ROUT -4D6

BLOWN CAVALRY -2D6

PER 3 INF, 2 CAV OR ARTY KIA -1D6
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T IE E N G A G E D N A N A

+ 1 FA L L B A C K 1 2

+ 2 R E T R E AT 3 4

+ 3 O R G R E AT E R R O U T 4 5
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R O L L

L E V E L O F V I C T O R Y

+ 1 + 2 + 3 + 4

1 - 1 / - 2 - 1 / - 2 0 /- 1 0 / - 1

2 - 1 / - 1 0 / - 1 0 / 1 1 / 1

3 ( T ) 0 / 0 1 / 1 1 / 1 1 / 2

4 ( T ) 0 / 1 1 / 2 1 / 2 2 / 3

5 1 / 2 1 / 2 2 / 3 2 / 4

6 1 / 2 2 / 3 2 / 4 3 / 4
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O
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