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BACK TO BARCELONA   
SEQUENCE OF PLAY

· Write and dice for transmission of orders

· Dice for Late Arrivals

· Attacker moves unit/defender moves unit

· Resolve shooting in order – off table artillery; AA, aircraft; HMG; artillery; vehicles; infantry

· Close Combat

· Morale tests

· Rallying

MOVEMENT
Good/Bad

Infantry

              2d6/1d6

Cavalry

              4d6/1d6

Mortar/HMG

1d6/d6-2

Field Guns

1d6/d6-3 (manhandled)

Mountain/AT guns
1d6/d6-2 (manhandled)

Wheeled Vehicles
2d6/0

Notes: On Road 4d6 but if towing gun 3d6

Aircraft

6d6

Tanks


Varies – see weapons list

Lose a d6 to un/limber gun, un/load vehicle

SHOOTING

One rank only.  D6 per figure.  4,5,6 causes a casualty.

Only vehicles, aircraft and infantry with bombs can move and shoot.

Modifiers:

-1 target over half range

-1 target moved into contact with firers

-1 target in cover

-1 target skilled troops stationary in open

-1 firer moved  (not aircraft)

-2 target in trench or fortifications

Artillery: Choose target figure.  If hit, all figs within 2” test, KO on a 5,6.

MGs:  HMG may use up to 6 d6, LMG up to 3 d6.

AFV:    Firing at AFV with bombs, ATR, flamethrower


2 d6 with no modifications – 2,3,11,12 to KO. (A class vehicle 11,12)


Firing at AFV with HMG/VMG


2 d6 with no modifications – 11,12 to KO. (A class vehicle 12)


Firing at AFV with artillery/AT/tank guns.

D6 with usual modifications, no collateral damage possible.

CLOSE COMBAT

Defender may shoot only if he has not moved and attacker is within shooting angle

D6 each figure.  Figures losing by 2 or more are removed
Modifiers:

-1 fighting to cross defences (not trench)

+2 second figure fighting single opponent

+1 cavalry vs foot in the open

+1 ferocious or stubborn

MORALE

Test for each cause in a move.  Fail if they roll over their morale rating

Causes:

Casualties on unit this turn based on unit size at start of turn

6 or less = 1     7 to 12 = 2    over 13 = 3

First time suffering casualties from artillery

First time suffering casualties from aircraft

First time within 8” of AFVs (in open for ACs)

Foot in open contacted by cavalry

Effect:

First failure – no effect

Second failure – no advance

Third failure – remove unit

Advancing ferocious, defending stubborn, advancing cavalry ignore first test in any move

Unit with 2 morale failures will be removed if contacted or are in close combat

WEAPONS LIST

Weapon 

Range

No of Dice
Notes
Rifle


12”

1

LMG


24”

3

each shot on different target

HMG


40”

6

saving throw 4+

each shot on different target

Bombs


2”

1

1 per figure

Vehicle HMG

24”

3

each shot on different target

Lt Mortar

18”

1

no trench modifications

Flamethrower

4”

4

no cover modifications

Field Gun

80”

1

saving throw 4+, extra KO 5,6

Mtn/Inf/AFV Gun*
40”

1

saving throw 4+, extra KO 6








Range vs AFVs 24”

AT Gun*

24”

1

Only vs Vehicles

Mortar


36”

1

saving throw 4+, extra KO 5,6

Aircraft

6”

6

each shot on different target 

4+ for soft vehicles








5,6 others in open








6 in cover, trenches etc








Count as HMG vs AFV

* do not need a turn to setup to fire

AFVs

	Type
	Class
	Armament
	Road Move
	CC Move
	Bad Going

	T26
	A
	Tank gun & VMG*
	3D6
	2D6
	1D6

	BT5
	A
	Tank gun & VMG*
	4D6
	3D6
	1D6

	Pz. I
	B
	2 VMGs
	3D6
	2D6
	1D6-1

	Pz. I (20mm)
	A
	VMG +1 vs AFV
	3D6
	2D6
	1D6-1

	Renault FT
	B
	Tank Gun
	1D6+2
	1D6
	1D6-2

	Renault FT
	B
	VMG
	1D6+2
	1D6
	1D6-2

	CV3/33
	B
	2 VMGs
	3D6
	2D6
	1D6-1

	BA6 A/C
	B
	Tank Gun & VMG*
	4D6
	2D6
	0

	FAI A/C
	B
	VMG
	4D6
	2D6
	0

	Other A/Cs
	B
	Various
	4D6
	2D6
	0

	Los Tiznaos
	B
	Various
	3D6
	1D6
	0


* = Only one weapon may fire each move
	Troop Type
	Attributes
	Morale
	Tactical
	Points

	Assaltos
	Skilled
	4
	3
	8

	Carlists
	
	3/4
	2
	5/6

	Garda Civil
	Skilled
	4
	3
	8

	Falangists
	
	3
	2
	5

	Italian Regulars
	
	3
	3
	6

	Italian Blackshirts
	
	2
	3
	5

	International Bde.
	Stubborn
	4
	3
	9

	Foreign Legion
	Stubborn, Skilled
	4
	4
	11

	Moors
	Ferocious, Skilled
	4
	3
	11

	Militia
	
	2
	2
	4

	Motivated Militia
	
	3
	2
	5

	Regulares
	
	3
	3
	6


Attribute Costs

No bombs

-1                         Stubborn

+2

Cav


+2                        Ferocious

+3

Skilled


+1                        Lmg


12

MG


8 times crew        Gun


6 times crew

Tank


100                      Armd Car

60

Aeroplane

150

GENERATING A COLUMN







DICE      
      DICE

DICE

COMPANIES

      MG

           SPECIALS

1

2 OF 12


5,6




2

3 OF 12


4,5,6

3

2 OF 14


4,5,6


6

4

3 OF 14


3,4,5,6


6

5

2 OF 16


3,4,5,6


5,6

6

3 OF 16


2,3,4,5,6

5,6

Specials

1 = Extra MG   2 = Mortar   3 = Armoured Car   4 = Tank  5 = Los Tiznaos  6 = Field Gun (& tow)

