Ffaltering Checks Courage Checks
( b 1 i 3 *Draw Resolution Card for affected company;
U 1. Each time a company in their ward receives a § Apply result in lower left quarter at the
“Galling ” or worse result by archery fire. appropriate level of Committment.
2. Ward with Impetuous comm. receives “Galling” or .
b g FLosing Courage

worse, or has target make a Feint.

Sequence of Play Movement Rates

1) Prepare the Ward Activation Cup Steady S Soud

3. Each time a company in their ward (friend) is f *Companies which get a -1C result lose one Gait Gait Pursuit
A routed’ from whatever activity, level of courage 2) Common Happenstancc MAA 4 6 6
,ﬁf 4. If it springs an enemy Bushment within 12”. +Companies also lose 1C whenever a E A iR 0 Mimsucss move, T 4 6 g

5.1f crossing a Linear Hindrance. handstrokes encounter they took part in ends.
6. When a ward commander is killed (the new *Lost 1/2 at-start strength in bands: lose all
commander takes the check). remaining Courage (Disco.uraged).

7. Treacherous Commander “forced” by foe. G A e

8. From “Assaying the Cause” effects.

4) Ward Activity Fleet Foot 4 8 8
5) Handstrokes Horse 6 10 12

6) Assay the Cause First turn Rout bonus:

Digcouraged Units 1,2= 0% 3;4= 108 55652

Procedure: draws a Res. card, and check the lower right quarter for *Discouraged companies (which have been
the Falter result at Ward Commander’s commitment level. “Fight W reduced to zero Courage) which lose another
IR On’- the ward continues as normal. Any other result is a_failure; Courage level are broken.
check below for result: *They may only make Tired attacks.

i *They do not rout from automatically losing
v 1. Failure fromArchery while on Approach or Attack: courage at the end of Handstrokes, but rout
, Falter - ward halts, losing current approach order. Ward [ from all other losses.

may reply with archery next turn if they choose. .

Miscarry- as above, but next turn they must reply if @nfﬂufﬂglng

possible. No Sharp archery is allowed. ““Inspiring” stratagems: generate +1 C once (¢

(for discouraged wards only): Pull a Res card- if (H

2. Impet. Comm. Fails against Shooting or Feint: Forwardness number is equal or higher than

Must make Piecmeal Approach and Tired attack as soon | Mumber drawn, ward gets +1.
as possible to target.

Approach/Attack Duration | Hindrances on Mobement

Steady or Piecemeal Approaches: Indefi- § Linear: Stream, ditch, hedge, etc:

itely. Both lost halt (Piece. t
?;rcfi/ee).o e (Biccejzealt i All: pay 1 inch extra when crossing.

I;PPMWb: check for faltering after crossing.

3 ttack: Become Tired when crossing.
*Quick Attacks: last one round; afterwards &

fight as Tired. Area: Light Woods, broken ground:

*Steady Attacks: Last until steady company § A/: become Tired when entering, but not if
loses a round; afterwards fight as Tired. emerging from Ambush. Costs 2 movement
points per inch to move thru.

Tired Attacks: last indefinitely.

Buildings:

Agsaping the Cauge:
Chronicle track still shows this space as the 3)
leftmost uncovered:

2. Failure from losing a company, or from Bushment.
All companies in ward lose 1 Courage- no Substitution.

*Cavalry Attacks: last 2 rounds, after which
Cavalry must retire one Quick move, turn and
face target; they then attack again, as a Tired
attack, until foes or selves are routed. Routers:

All: Move around them thru gaps: Compa-
nies may not enter.

-

3. Failure from Linear Hindrance while on Approach or

ttack: fis 8 The Cause Prevails, is Strong, Has Merit:
Ward loses current approach order, becoming Piecemeal All commanders and companies act as
or Tired. normal.

*Stationary Wards: fight as Steady if attacked.f| 4/: Halt immediately when coming into
contact with a hinderance. No more
> Ty i The Catiee i n Doultt 'Appﬁ'o:ching Wards: fight as Tired if fj movement that turn.

, Lost Ward Commander: .
Falter- Lose 1 Courage- no Substitution. “Ist tun this is reached, all Ward =
Miscarry- Lose 2 Courage- no Substitution. Commanders take a Falter test; if they pass,
continue as normal. If they receive a Falter: Commander Casualties- %anhgtrukgg
5. Treacherous Commander “Forced”: -1C. Miscarry: -2C. After tests, Commit- Check only if Casualties are caused to company
Fight On- Become active for initial side. ment -1 level. Normal: Commanders wounded on 9+ ; Automatic kill on 11+
Falter- Withdraw from battle.
Miscarry- change sides.
No Substitutions.

L TR o i N )

The Cause is in Crisis Command band a Handstrokes. “Casualty”: Commander killed on 7+
All Wards take Falter test as above, at ! (remove different band if he survives)

Uncommitted level. Any Failures rout.
Winners: -1C but fight on. Used “I'll Not Shrink Back”: Commander Killed on 8+

i Ty

6. Failure from ‘Assaying the Cause’- see fo the right.

BT A e e TheCaibebast Do on! Wounded- may not use “I'll not Shrink Back”. 2nd wound= killed.

on through a Faltering failure, ignoring a halt or reply, by § 4 in Qrisis, but all remaining wards must Commanders Fight: Each adds 1 TBS Draw to Puissance # Win by 3+= Kill enemy
losing 1 Courage from each company. begin withdrawl. Win by 1 or 2= Wound enemy ; Tie= no effect.




PHanvstrokes Resolution

One HS round per turn per Encounter. Each Company involved in an
Encounter chooses a Handstrokes Stance, and reveals them simultane-
ously. Players count the bands in their company that are eligible to
fight, and total their strengths, adding any applicable modifiers. Each
side then draws a resolution card,and adds the random number shown
to their totals. The side with the higher total wins, and applies the
hazard to the losers. Both sides remove any casualties of the appropri-
ate type that may have occurred from the melee, and then any Courage
tests are taken.
Strengths per Band:
Steady Quick Tired
Band Attack Attack Attack Type
MenatArms 5 4  Melee
Billmen 4 Melee
Spearmen 3 Melee
Archers 2 Archer
2
5
6

Kerns Melee
Pikemen Melee
Mounted MAA Melee
Hobilars 4 3  Melee

Situation Mobdifiers
Pushed Back last turn: no random card draw
Opponent Belabored last turn:

Draw 2 random cards, opponent none
“Pluck Up Your Courage”: Draw 2 random cards
Attacking against Obstacle: 1/2 total strength*
Downhill of Foes: no random card draw
Tie in Strength: More Energetic Commander,
or More active Character- +1; otherwise, Locked
Striking a Flank: Attacker x2 total strength*
In 1 rank against more: no random card draw

Fhandstrokes
Casualties

Light Casualties:
At least 1 band. If winner has at
least +10 strength,
Another Casualty on 5+ (TBS)

Heavy Casualties:
At least 2 bands. +1 band
if winner has at least +10

strength.

Large Numbers:
Companies with 40+ strength
do double casualties to foe

Cagualty Remobal-
PHanvstrokes

-Contact Only: Take only from
bands touching enemy bands.

- Lightest First: First Casualty in
the turn must come from weakest
band in company. Further Cas. is
owner’s choice.

- Greatest Difference 1st: Band
must be removed in order of
highest disparity of opposing
melee number. Weaker stands go
first, followed by next weakest

Shooting Resolution

Total the Shooting Strength of all Archers in the unit who can
fire; find total (rounded down) against target company size on the
Shooting Intensity chart below for intensity. Apply any modifiers,
and draw 1 Resolution Card. Check result shown for shooter’s
intensity on the card, and apply effects shown on the Effects of
Resolution chart below.

Shooting Strenath per Band

Flight Sheaf
Retinue Bows 3 4
Levy Bows 2 3

Longbows

Crossbows

Handguns
Field Gun
Organ Gun

Crossbows 1 3
Handguns - 3
Field Gun 10 15
Organ Gun - 20

Shooting Strength

Shooting Intensity

Target Size
10 12

o
=)}

35
30
25
20
15
10
5

Total Shooting Strength
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Ctfects of
Shooting Regolution
Falls Short:

No effect.
Scattered Fire:

Target takes Courage Check. ’
Draw again: 1 Casualty if
number is equal or less than (¢
intensity number.

Galling Fire:

As “Scattered” above, but
Draw twice for casualties
(same procedure as above).
Check for Faltering.

_r_. Steady Pikes against Cav: x2 total strength* ) gl Discomfitine Fire:

i *Before random card.draw lar oty 3’nt2n§lt? jFﬁIUiJIleI’S &

s “ : ”

| Target 3+ Courage at start: -1 As “Galling” above, plus-

i‘ %a}arh @ftettg “Sharp” Archery: +1 M}iindatory 1 CaSklllaltydper 20
4 Shooter inside works (more reloads):+1 Shooting Strength- no draw is
3 Locked: No effect, bands 1/2 depth apart. Snow/Rain against Shooters: -2 required.

=

Target behind mantlets/pavises: -1 Check for Faltering.

Target using Quick Gait (Flight only): -1
Against Cavalry: +2

Repulsed: Loser pushed back 1 base depth (still 1/2 apart); CC. Winners follow

up. Turn 1 losing band to the side.

Stuck In:

In tight melee- bands in contact. Loser Light casualties, CC at -1 level.
Winner Lght Cas: 5+;

Cagualty Remobal- Shooting

Belaboured: As Repulsed, but bands in contact (turn 1 about); . Loser Heavy
Casualties, CC at -1 level. Winner Light Casualties
*Bel. by Cav.; loser CC at -2 levels

O'erthrown: Lose 4 bands in one round: automatic Rout. 3 bands or less remaining:

automatic Rout.
* Companies which lose half their at-start bands- Discouraged.

From Flight Shooting:
Take from the lightest armoured bands hgrst anywhere in company. Everi 2nd must be
from next highest armour ilﬂlass&Corrimanders wounde! on 11+
ed on

From Sheaf Shooting:
Take from any bands in the closest rank first (owner’s choice).
Commanders wounded on 10+, killedon 11+



