
RUCKUS  QUICK  R EFER ENCE  SHEET

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



RUCKUS  COMBAT  SK ILL  TA BLES

  STRENGTH SKILLS

Ace Hard to Kill Gain 1 extra Health.

Two Strong as an ‘Orse Blessed with great strength, your opponent’s Saves are at -1 in Melee.

Three Battle Fury
Ignore the negative effects of taking Wounds until Health goes to zero, at which point remove 
from the game as usual.

Four Fluted Plate Reroll 1 Save once per round of melee.

Five Mighty Warrior May force opponent to reroll 1 successful Save.

Six Born to Hang Whenever losing last Health, roll a D6. On a 4+, live on with 1 Health.

Seven Stalwart
Remarkable stamina allows hits on 4+ in the second round of Melee and no loss of Skill’d at Arms in 
the third round of Melee.

Eight A Tower of Strength Roll an additional dice when using Fend (2 extra dice in total).

Nine Point Break
A roll of 6 to hit, even if it fails to wound, damages the opponent’s armour in Melee. Give the 
opponent an Armour Broken Token. They must make all future Saves at -1. Armour can only be 
broken once.

Ten Wild Swing May use one extra Attack Dice in Melee but cannot use Skill’d at Arms if they do.

Jack Reckless
Reroll any misses in Melee. In this rage there is no thought for personal safety; -1 to own Saves for 
each such reroll that hits.

Queen Berserk Rage!
If wins the first round of Melee, may immediately move a special Charge - up to just 3” - and engage 
another enemy Character in a new Melee. Support may not go with the Berserk Rage! Character, 
but enemy Supports in range of the new Melee may join as usual.

King Strongman Choose any Strength Skill.

  DEXTERITY SKILLS

Ace Lightning Fast Gain 1 extra attack.

Two Talhoffer Trained 
Gains an additional Skill, representing training in the Talhoffer school of combat. Discard this card 
and pick two more from this group.

Three Feint 
Roll a D6 at the start of Melee; if greater than opponent’s Prowess then opponent may not use 
Skill’d in Arms.  

Four Deadly Blade Rerolls any 1s to hit in Melee.

Five Smite One dice is an automatic hit in each round of Melee. Opponent may still roll to save. 

Six Well-Practiced Discard this card and choose any Skill from any category (OTHER THAN LEADERSHIP) IN ITS PLACE.

Seven Duellist
May use Thrust and Parry in the same Melee, with the same other restrictions that apply to Skill’d 
at Arms. 

Eight Nimble
Move through terrain that is Hard Going at the normal movement rate and cross undefended 
Obstacles of Character Height or less with no penalty.

Nine Sly Knave May use Thrust or Parry on a dice that has already been rerolled. 

Ten Riposte If wounded in a round of Melee, score 1 automatic hit on opponent. Opponent rolls to save as usual.  

Jack Fast Hands May reroll all dice when using Fend.

Queen Cunning Stunt
Roll 1D6+1; if the roll is higher than opponent’s Prowess, move the character up to 3” from their 
opponent, ending the Melee.  

King Supremely Skilful Choose any Dexterity Skill.



RUCKUS  LEA DER SHIP  A ND  SHOOTING  SK ILL  TA BLES

  LEADERSHIP SKILLS (CAPTAINS ONLY)

Ace Puissant Has +1 Prowess 

Two Lucky Fellow Reroll any 1 dice once per turn.

Three Tactical Genius May draw a Divers Alarums! Card at the beginning of the game.

Four Friends at Court 
May replace 1 Retainer with a Squire. This Character has the stats of a Squire but no Skills other 
than Skill’d at Arms.

Five All aquiver!
May replace 1 archer with a Captain of Archers. This character has the stats of a Squire with 2 
Shooting Skills. 
(One-Off game only; if drawn in a Campaign, draw another card) 

Six Has friends overseas May Employ a Mercenary Captain as an addition to your standard retinue.

Seven Big Purse May employ 2 mercenaries, selected from the Retainers lists on pages 8 and 9 of the Ruckus rules.

Eight
Blessed with a 

Commanding Presence 
Prowess remains as standard, but Command is 9.

Nine Bold as a Lion May reroll any failed Will-to-Fight test.

Ten Brave as a Griffin +1 to all Will to Fight Rolls. 

Jack Valour Exemplified Hero acts as a banner to all friendly characters within Command Range.

Queen Rules with an Iron Fist +1 to any Feckless rolls made by this Hero’s Retainers.

King Paladin Choose any Leadership skill.

  SHOOTING SKILLS

Ace A Fair Shot +1 to to hit for Ranged shots. Does not apply to Blocked Shot Rolls.

Two
Bow - Strong in T’arm 

Crossbow - Wound Tight
Hand gonne - Powerful Weapon

15” Short Range and 30” Long Range.
12” Short Range and 18” Long range. 
15” Range.

Three  Seasoned Campaigner Rolls of 1 when shooting are misses but never cause Mishaps or Calamities.

Four Can split a willow wand Reroll 1 Shooting Attack per turn.

Five Big bow/Arbalest/Big Gonne -1 to target’s Save at range.

Six Hawk Eye May reroll any Blocked Shots.

Seven Veteran Rerolls 1s when shooting. A second 1 will result in a Mishap. 

Eight Steady Hand 
Bow - May move full distance and shoot once, may move half, and shoot twice.
Crossbow/Hand gonne - May move half distance and shoot once

Nine Nimble
Move through terrain that is Hard Going at the normal movement rate and cross 
undefended Obstacles of Character Height or less with no penalty.

Ten Deadly Aim Opponent must reroll any successful Saves. 

Jack Poacher If in any kind of Hard Going or behind an Obstacle can only be spotted within 6”.

Queen
Bow - Odds Bodkins
Crossbow- Sniper

Hand gonne - Powerful Weapon

Hits are not randomised at Long Range. May pick the target.
Reroll any rolls of 2 to 5 at Long Range, 1 is still a 15" range.

King Legendary Archer Choose any Shooting Skill.


