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ORDERS PHASE

1.

Draw. Draw an order dice from the dice bag and hand it to
the player it belongs to.

Allocate Dice. Select an eligible unit and give it an order.
Place the dice next to the unit.

Order Test. If necessary, the player takes an order test to
determine if the unit follows the order.

Action. Work out the unit’s resulting action.

Repeat. Back to 1: Draw. Once the dice bag is empty, move to
the turn end phase.

TuUrRN END PHASE

1.
2.

Return dice to bag, except as noted below.

Down. Units that have a Down order must pass a recovery test
to return it to the dice bag.

Ambush. Units that have an Ambush order can choose to
retain it.

Run. Fast units that have a Run order can choose to retain it.
Routed units must do so.

SHOOTING

1 The unit shooting picks a target and checks range.

2 Each shooting model tests Accuracy to see if the target is hit.

3 Hits scored are distributed as evenly as possible.

4 Each model that has been hit tests Resist.
5 Models that fall casualty are removed.

6 If the target has been hit, the unit suffers 1 pin.

Long Range -1

Extreme Range -2

Aimed Shot +1

Large Target +1

Exchange of Missiles -1

Enemy in/on Building -1

Less than Half Crew 1

Artillery ~ Out of Arc -1

Shooting Overhead 2

Resist Bonus of target’s armour + Armour
Cover Bonus of terrain + Cover
Strike Value (SV) of shooter/weapon - Strike Value

Juick Reference Sheet

ORDER ‘ SUMMARY OF ACTION
Fire Shoot without moving
Advance Move and shoot
Move quickly without
Run ;
shooting
Ambush Wait for a chance to react
Rally Remove pin markers
Down Go down
If units have pins, take order test at Command -1 per pin.
Make action and remove 1 pin
Go down and remove 1 pin

MOVES

Advance Up to M (5” standard)
Run Up to 2M (10” standard)
Sprint Up to 3M (15” standard)

Units within or entering rough ground must test Agility
and halve pace if failed, halt if large.

Units can cross obstacles without penalty at M or if
behind at stat of move, but must otherwise test Agility at
>M and come to a halt if failed.

Artillery and chariots must test Agility to cross at M and
halt if failed. They cannot cross at >M.

Units that sprint must test Agility at the end of their
move and suffer 1 pin if this is failed.

CLOSE COMBAT

Units charge into close combat with run or
1 sprint move. If one charger touches both units
are engaged. All models in both units take part.

Units exchange missiles simultaneously.
2 Casualties are removed and any unit hit by
enemy shooting takes a pin.

Units fight hand-to-hand simultaneously. Each
3 combatant tests Strength to score a hit. Hits are
allocated evenly and models struck test Resist.

Units take one pin for every casualty suffered

4 in hand-to-hand fighting.
5 The unit with the most pins is‘ def.ea.te‘d and must
make a break test to determine if it is broken.
6 Surviving units move apart.
Charging +1
Winning +1
Weapon Strength Bonus +Bonus

Magical or Special Bonus +Bonus
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Quick Reference Sheet

RANGED WEAPON CHART

iLLIES STRIKE E
WEAPON SHORT LONG EXTREME VALUE (SV) SPECIAL RULES =
Bow 0-10" 10-20" - 0 - ii;
Long Bow 0-10" 10-30" - 1 - %
Crossbow 0-10" 10-30" - 1 Fire order to shoot ;:
Heavy Crossbow 0-10" 10-30" - 2 Fire order to shoot, Heavily Laden 3‘;
Sling 0-10" 10-20" - 0 2x Ranged SVO0 on Fire order %:*
Javelin 0-10" - - 1 - i
Pistol 0-10" - - 2 - %
Handgun 0-10" 10-20" - 3 Fire order to shoot i::
Rock - thrown 0-10" - - 0 Can also be used hand-to-hand 2
Rock - thrown by a monster Y i
or dropped by flyer o-10 i ) 3 ) %
if:ti(s;r}:)l;:tl;d bya 10-20" - - 6 Overhead, Fire order to shoot, D6 hits g
Small Bolt Thrower 0-20" 20-30" 30-40" 3 Fire order to shoot, 3x Ranged SV3 é
Large Bolt Thrower 0-20" 20-40" 40-60" 5 Fire order to shoot, Unstoppable i
Small Stone Thrower 10-30" 30-40" 40-60" 3 Overhead, Fire order to shoot, D6 hits %;
Large Stone Thrower 10-30" 30-50" 50-80" 6 Overhead, Fire order to shoot, D6 hits §
Small Cannon 0-10" 10-30" 30-40" 5 Fire order to shoot, Unstoppable Ei_;
Large Cannon 0-10" 10-50" 50-100" 8 Fire order to shoot, Unstoppable é
Bombard 10-20" 20-30" 30-40" 3 Overhead, Fire order to shoot, D4 hits §
Organ Gun 0-10" 10-20" 20-30" 3 Fire order to shoot, D6x Ranged SV3 §\
Fire Cannon 0-10" 10-20" - 5 Fire order to shoot, Fire attack, D6 hits g
WEAPON ey SPECIAL RULES £
Rock 0 Can also be thrown as ranged weapon %
Cudgel or Club 0 - %
£
Stave or Quarterstaff 0 Strength +1
Scourge, Lash, Whip or Lasso 0 Can also be ‘cracked’ during exchange of missiles
Dagger or Knife 1 -
Flail, Chain mace, Morning star or Pick axe 1 Armour +1 maximum bonus
Axe, Sword or Mace 1 Strength +1
Big axe, Huge sword, Massive mace or Warhammer 2 =
Bloomin’ big axe or Improbably vast sword 3 Heavily Laden
Pitchfork, Bill or Glaive 0 Cancels charge bonus
Spear 1 Can also be thrown during exchange of missiles
Long spear 1 Cancels charge bonus
Halberd 2 Strength +1
Lance 1/3 SV3 on charge
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