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SHOOTING TABLE

WEAPON SHORT RANGE (5+ to hit) LONG RANGE (6+ to hit) SPECIAL

Longbow 12" Up to 24"
May move half and shoot once 
May shoot twice if stationary

Crossbow 9" Up to 18" Reduces Full Plate Armour saves by 1

Handgonne 12" N/A
Short range only 
Reduces all saves by 1

MELEE TABLE

Pre-Fight Defender may choose to Fend. Shootist may choose to Evade

Dice Attacker and defender roll 1D6 for each attack attribute + 1D6 if Supported

STANDARD TO HIT Encumbered/Unskilled Stalwart 

First Round 4+ 5+ 4+

Second Round 5+ 6+ 4+

THIRD ROUND
5+  

May not use Skill’d at Arms
6+

5+ 
Retains Skill’d at Arms

TURN SEQUENCE

STEP ACTIONS

I. Shuffle the Hero Deck Shuffle and cut the Hero Deck.

II. Draw a card from the Hero Deck
- If it is a Cunning Plan Card, players dice off to see who gets to draw from the Cunning Plan Deck 
and go back to the start of II.
- If it is a Hero Card, that Hero is activated; go to III.

III. Declare actions
The Hero’s controlling player should now declare the actions their Hero and the characters in 
their Spear will perform.

IV. Activate Characters
The Hero and characters in their spear can now activate in any order of their choosing, but 
each Character must move and take all actions before the next Character is activated; the only 
exception to this is when a Character moves to Support another in Melee.

V. Repeat Go back to the start of II.

Last card
When there is just one card remaining in the Hero Deck, go to the End Phase, where players will 
prepare for the next turn.

End phase

1. Take tests for Characters that are Feckless.
2. If a Retinue is Wavering, take a Will to Fight test.
3. Return any unused Cunning Plan cards, and shuffle the Hero Deck.
4. Advance the turn count and Scenario-specific effects.

CHARACTER TYPES

Character Armour Type Saving Throw

Captain, Squire,  
Man-at-Arms

Full Plate 3+

Billman
Partial plate,  
Brigandine or similar

4+

Archer, Crossbow, 
Handgonner

Jack, Leather,  
Chain or similar

5+

Peasants None 6+

MOVEMENT

Normal In Hard Going

Characters on foot 6" 3"

RISK ROLLS (FAILED ON A D6 ROLL OF 1)

Roll 2D6 + Prowess

Turn number or more Mishap

Less than turn number Calamity!

FALL TABLE

Roll once on this table for every 3" a figure falls

D6 ROLL RESULT

1 Serious injury: Remove from the game

2 Awful fall: 3 hits (roll to save) and Winded token

3 Bad fall: 2 hits (roll to save) and Winded token

4 Ouch!: 1 hit (roll to save) and Winded token

5 Shake it off: Winded token

6 Leap into action: Unhurt


