
Bornaparte in Italy – Combat Sequence 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

1P designates Attacking 

Force and Target hex(es) 

Both Players select battle 

markers 

Determine Cavalry 

Differential 

1P resolves Arty Fire 

2P resolves Arty Fire 

Determine Combat Odds  

and CRT Column 

1P rolls die to resolve battle 

Victor loses indicated SP 

Loser loses 

indicated SP 

2P designates Attacking 

Force and Target hex(es) 

Determine Combat Odds  

and CRT Column 

2P rolls die to resolve battle 

Victor loses indicated SP 

Loser  

Pursuit?

Loser loses 

indicated SP 

Loser  

Pursuit?

End of Combat 

 

 Loser retreats indicated 

number of hexes.   

Victor pursues inflicting 1SP on 

Loser per hex of pursuit.   

Adjust Morale 

Marker.   

Yes Yes 

No.  But 2P can over-

ride 1P Pitch Battle in 

first combat round 

No 

Resolve same round in other battles before continuing. 

Ignore if other battles are more than 8 hexes away. 


