Bravado Napoleonics 

Player Help Play Card
Movement

	Unit Type
	Move in Open
	Move on Road

	Line Infantry
	10cm
	15cm

	Light Cavalry
	20cm
	30cm

	Heavy Cavalry
	15cm
	25cm

	Foot Artillery
	10cm
	15cm

	Horse Artillery
	15cm
	25cm

	General
	20cm
	30cm


Range

	Unit Type
	Close Range
	Normal
	Long Range

	Field Artillery
	5cm
	15cm
	30cm

	Horse Artillery
	5cm
	10cm
	20cm

	Infantry
	NA
	5cm
	NA


Good or Bad Position
	Good Position

(3d6, choose highest)

In Works

In Town

Melees enemy Flank

Fired on at Long Range

Army Commander Attached



	Bad Position

(3d6, choose lowest)

Fired on Flank or Rear

Meleed on Flank or Rear

Fired on by Artillery at close range

Unsupported Unit being Meleed




Combat Advantages
	Heavy Cavalry melees Light Cavalry       +1

Non-Disordered Infantry vs. Cavalry
      +1

Any unit Charging

                  +1
Artillery in Melee                                     -1

Artillery fired on by Artillery

      +1

Poor Units



      -1

Elite Units



      +1






Play Order


Choose Bravado Number and reveal simultaneously


Highest result wins initiative – if tie, roll off – highest result wins initiative


Player with Initiative chooses General who is unmarked


All units which are within Command Range (20cm) of the General AND


Are under that Generals Command AND


Have not fired or fought in melee that turn AND


Are not Routed


May MOVE.


Any unit on either side may now make an immediate facing change (may not move closer to or further from nearest enemy)


Any unit on either side that has not fired may immediately FIRE – mark unit with smoke


Any unit on either side that has not fired or fought melee this turn and is within 5cm of an opposing unit may make a CHARGE move directly forward of 5cm. Resolve MELEE


Initiative player rolls a single d6. If less than Bravado number, the General is exhausted, and may issue no orders next turn (but still requires a bravado win to be reactivated)


Mark General as having completed their initiative phase.


If both sides have at least one General unmarked, return to phase one. 


If all Generals of one side are ‘marked’, the turn ends. Remove all markers and smoke. Routed Units within 10cm of the Commander in Chief (and outside 10cm of the enemy) may recover to Permanent Disorder. All Routed units make a full move to the rear. Determine if either side has completed victory requirements. Return to Phase 1.











