NAPOLEONIC ASSOCIATION - NAPOLEONIC BATTLEFIELD COMMANDER (NBC)


	SCALE 30cm = 1 mile  1cm = 60 yrds Pre-measuring always allowed.

VISIBILITY DISTENCE (VD)  Normal  Vantage

                   Sunny                   70cm      100cm

                   Morning Mist       30cm      40cm

UNDER COMMAND 7+  may change order:

W/in VD: change cost 1 RRD

O/side VD  – change cost 2 RRD

Q-test against A = VL New order fails

FAILS COMMAND TEST:
2xGD6 + T                <= 9 Down one Command  level
                                   =>12 Up one Command level
	
	DISORDER TEST Q-test # Q

Receiving hit

Units interpenetrating
Moving through diff terrain

Retro/flank move w/in CZ

After 1st wheel/change face (not artillery)

DISORDERED UNITS RESTRICTIONS
Not deploy skirmishers & Artillery may not attach

DISORDER RECOVERY 
ENEMY     In C/R              O/S CR
5-10cm         High             Very High

10+cm        Normal               High 


	UNIT OUTSIDE CR OF COMMANDER
Unit Vulnerable
Cannot initiate fire-fight or close combat

Cannot move into enemy CZ (may move out)

RISK TO OFFICERS if ridden over Two Dice

2-9   Escapes and moved 150cm away

10      Officer captured & replaced

11-12 Officer injured/killed & replaced

Q-Test modified:

Each 2 losses             Q -1
Attacked flank/rear    Q -1
RALLY FROM BROKEN    Q-test # Q. 

VH=Rally¾CP  H=Rally½CP+Dis  L&VL=Elim
	
	FRESH (No markers)   Q-Rating increased by +1
DISORDERED  Q-Rating reduced by 1

TIRED  Q-Rating reduced by 1

EXHAUSTED   Q-Rating reduced by 2

RESTING if 20cm from enemy to recover

Q-test VH to recover
RECOVER SP if 10+cm enemy

In CR  High = +1    Very High = +2

O/S CR                    Very High = +1

BROKEN UNIT. Moves to rear 10+cm until finds free space. Disorder unit 5+cm to rear.

Broken may not fire & eliminated if caught

Continue moving to rear


	PURSUE  Keen
                 Normal
	Advance Force speed >   Ignore [1] rolls    Close at Q+1  

	
	Advance Force speed >   Ignore [1] rolls

	ATTACK  Keen
                  Normal
	Engage w/in CZ or at least 10cm >      Close at Q+1

	
	Engage w/in CZ or at least 5cm >       

	DEFEND  Keen
                  Normal
	Defence line may not fall back. May advance 5cm. Units may move w/in CR so long defence remains

	
	Defence line may not advance.  May fall-back 5cm. Units move w/in CR so long defence remains

	PULL        Normal

BACK       Keen
	Must attempt move 10-15cm from enemy

	
	Must attempt move at least 15cm from enemy

	WITH-      Normal

DRAW      Keen
	Must move at least Force speed <  until beyond VD   Ignore [6] rolls

	
	All move full speed < until beyond VD                       Ignore [6] rolls

	REDEPLOY
	Add 5cm move. No firing/combat. Vulnerable. Enemy w/in CZ causes auto change to DEFEND  

	STRATEGIC
	Add 15cm move. No firing/combat. Vulnerable. Enemy w/in VD causes auto change to REDEPLOY  


	MOVEMENT FOR UNIT TYPE

STARTING O/S Contact Zone
	FULL

MOVE 
	No AvD (Maximum cm’s can move)

	
	
	Restrict 1
	Restrict 2
	Restrict 3
	Restrict 4

	Heavy Artillery, Wagons, HQ etc
	10cm
	2
	1
	-
	-

	Infantry & Foot Artillery
	15cm
	3
	2
	1
	-

	Cavalry & Horse Artillery
	20cm
	4
	3
	2
	1

	Generals
	30cm
	6
	5
	4
	3

	Each Difficulty = shift one R right   Exhausted = shift 1 right 

Move frontal contact take Q-test L= stop at 2cm  VL= stop 5cm


	With/in CR enemy
	NORMAL 
	Restricted, disorder, tired, exhausted

	QUALITY
	FOOT
	HORSE
	FOOT
	HORSE

	Q5 & Q6
	2 AvD
	3 AvD
	1 AvD
	2 AvD

	Q3 & Q4
	1 AvD + 1D6
	2 AvD + 1D6
	1 AvD
	1 AvD + 1D6

	Q1 & Q2
	2D6
	1 AvD + 2D6
	1 D6
	1 AvD = 1D6

	[6] = close contact  [1] may not close  [1] & [6] no effect      Foot 11+ or Cavalry 16+ = disorder automatic

Pursue/Withdraw Order [6] or [1] ignored


	SKIRMISH STANDS SK1-2 deploy 1 stand if not disordered or 2cm cavalry. SK3 = 1-3 Each stand temp reduces unit by 2 CP.
Attack SK= 2 dice.  Better +1D Worse -1D
No Skirm deployed – reduce defence SK by 1

Unattached officer/gun = SK0

Skirm deployed – 1st hit drives in skirm stand

PENALTY RE-ROLL Requires 4+ to confirm

Enemy = MX, Cavalry within 2cm, in cover
	
	ARTILLERY Dice indicated by fire stick

Q5+  get extra dice. Tired -1D  Exhausted -2D

Skirm cover short/med or Plunge med/long-1D

Hit on 5-6   Disordered requires 6

BONUS RE-ROLL Target Vulnerable

PENALTY RE-ROLL Hard cover 4+ required

COUNTER/B 2 hits requires 6 to destroy gun

2nd disorder causes battery to break

	INFANTRY FIREFIGHTS @ 1-2cm HIT ON [5-6]

Q1 to Q3 One dice for each 3CP

Q4 to Q6 One dice for each 2CP

Artillery attached = plus 2 dice

Fresh unit count one rating higher.

Disordered/Tired -1 to roll cumulative

BONUS RE-ROLL Flank/Rear Monarch w/in 10cm

PENALTY RROLL Vulnerable/HardCover/StrgPt

RESULT Most hits=Recoil 3cm.  DQ-test if hit
	
	 

	CAVALRYvCavalry. Q-test VH&H= Turn2face  N=Stand L=Evade15cm  VL=Evade15cm+Disordered
Modifier if Attacker: 

Two or more Classes heavier                Down one Rating

Two or more Classes lighter                  Up one Rating

Two or more Q-Rating better                 Down one Rating

Twice many Combat Points                    Down one Rating

Half as many Combat Points                   Up one Rating

	

	Heavy Artillery or in field fort do not evade & get full final shot. Other unattached take Q-test 

?D6= Number final shots & hit on 5&6 (6 if disordered)  
Attacked Cavalry = Down one Rating         Horse Artillery = Up one Rating

Foot Artillery evade 10cm    Horse Artillery evade 15cm

	Very High
	High
	Normal
	Low
	Very Low

	3D6 Evade
	2D6 Evade
	1D6 Evade + Disorder
	3D6 & Stand
	1D6 & Abandon


	ATTACKER

HITS ON #
	DEFENDER 
	DEFENDER  DISORDERED

	
	Cavalry
	Infantry
	Artillery
	Cavalry
	Infantry
	Artilley

	Cavalry
	6
	6
	5   6
	4  5  6
	4  5  6
	4  5  6

	Infantry
	6
	5   6
	4  5  6
	5   6
	5   6
	4  5  6

	D/Cavalry
	6
	6
	6
	5   6
	5  6
	4  5  6

	D/Infantry
	6
	6
	5   6
	6
	6
	5  6

	MODIFIERS:       Cav v -2Q Cav +1                 Tired -1             Exhausted -2     Inf v Cav not flanked

	R/ROLL BONUS: Flank/Rear all misses   Flanked, Up hill, ComArms ½ miss each   MX Open 1 miss

	R/R PENALTY 4+ confirm: Vulnerable   Attacking Hard cover 

	Attached Artillery Defence add 2CP    Attached Horse Artillery Attack add 2CP  Each SK deployed -2CP


	
	(1) Effect on Unit
	(2a) Effect on loser
	(2b) Cavalry Pursuit?

	Very High
	Remove Disorder
	Fall back 6cm
	No

	High
	Cavalry Disordered. Infantry n/a
	Fall back 8cm
	Yes

	Normal
	Disordered
	Fall back 8cm
	Yes

	Low
	Disorder. Tired if already D
	Retreat 10cm
	Yes & re-throw ½ misses

	Very Low
	Disorder + Tired increase
	Retreat 15cm
	Yes & re-throw ½ misses

	(1) Units apply Q-test  LOSER: More tired>extra disorder>disorder>more hits>lower Q>attacker.  

	(2) 2nd Q-card drawn for effect on looser and winning cavalry 


NBC Cribsheet 28/02/2008 13:44      BAILEN SIMPLE GAME CRIBSHEET

