The Napoleonic Wars Combat Summary

This chart is designed to highlight the differences in the types of combat. See the rules or the Battleground Chart for common effects. All references to Causalities refer to accumulated casualties for that battle, except where noted. Event Card effects may override this chart.

	
	Ground Combat
	Siege (One Army)(1)
	Siege (Fort)
	Naval Combat(2)
	Port Battle (“Defender”)

	Dice each round
	One per Unit, Non-commanding Leader plus Unit Bonus and Commanders Battle Rating 
	Strength of Fort (not reduced by casualties)
	Squadrons “Cannon Value”(3)
	 “Cannon Value”(3) of non-Build Squadrons plus Shore Batteries

	Additional Dice first round
	Terrain or failed Evasion(3) 
	N/A
	Failed Evasion(4)
	Shore Batteries resolved before first round

	Effect of ‘6’
	Eliminate one Unit or Leader
	Accumulate Hit 
	Eliminate one Squadron

	Effect of ‘5’
	One Unit or leader does not add dice to later rounds; then one less die in later rounds
	No Effect
	One less die in 2nd round

	All eliminated by ‘6’?
	Formation loses without comparing losses
	Siege succeeds
	Fleet loses without comparing losses

	Additional round of battle?
	Casualties tied (2nd round: Active Formation loses)
	Besieging Army must score more ‘6’ results than take casualties each round
	Casualties tied (2nd round: Active Fleet loses)

	Effect of losing battle
	Must retreat(5)
	No effect
	Fort flagged
	Must retreat(6)
	All Squadrons eliminated, including Builds

	Rout
	Losing Formations treat ‘5s’ as ‘6s’
	N/A

	Overrun(5)?
	If all losing formations eliminated by losses and/or retreat
	If Fort takes more ‘6’ than strength or siege won in # of rounds < Fort strength
	N/A; Winning Active Fleet may always continue to use NMs

	Flag Overrun?
	If loses from ‘6’ and Rout > # of Units and Leaders
	N/A


(1): Only in scheduled impulse. May be done if no Impulse due to lack of Cards. See 17.2 for effects of additional Formations.

(2): Includes Active Fleet in Port Battle

(3): “Cannon Value” reduced one by Refit marker

(4): One die per failed attempt

(5): Active Formations that do not win with overrun may not use additional CPs for movement or conduct Siege in current Impulse.

(6): Retreated Fleets may not leave port in current Impulse.

Shore Batteries fire in Port battle (above), when Straights connected to Forts are “run”, and before first round during Amphibious Assault (even if no battle). Shore Batteries are 4 dice for all Forts and 2 dice for other Duchies.

