	Turn Sequence

	I. Movement and Command (in any sequence)
· Change Standing Orders (1AP)

· Direct Control (1AP)

· Rally Routing Unit (1AP)

· Use Army Ability (1AP)

· Draw Command Card (1AP)
· Maneuver according to Standing Order 

	II. Pre-Combat Courage sequence
1. Rout Checks (engaged by 2nd enemy)

2. Free Attacks 

3. Second Rout Checks (result of Free Attacks)

4. Rout Movement 

5. Fear Checks (engaged by fearsome enemy)

	III. Combat sequence 

1. Choose Attackers & Defenders

2. Active Player Attacks

3. Non-Active Player Attacks (melee only)

4. Remove Destroyed Units

	IV. Post-Combat Courage sequence

1. Rout Checks (in the yellow, or any red)

2. Free Attacks

3. Second Rout Checks (in the yellow, or any red)

4. Rout Movement


	Combat Modifiers

	In the Yellow
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 -1

	In the Red
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(-2)-0/-0 [image: image4.jpg]


 -2

	Frightened
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(-1)-1/-1

	Charging
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(+0)+0/+1

	Flank Attack
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(+0)+1/+0

	Rear Attack
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(+0)+1/+1

	Pinching
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(+0)+1/+1

	High Ground
	[image: image10.jpg]


(+0)+1/+0

	Attacking to your Flank
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(-1)-0/-0

	Attacking to your Rear
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(-0)-1/-1

	Long Range (over half)
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(-0)-1/-0

	Large Target
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(+0)+1/+0

	Move and Shoot
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(-0)-1/-0

	Fast-Moving Target
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(-0)-1/-0

	Soft Cover
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+1/+0 vs. shooting

	Hard Cover
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+2/+0 vs. shooting

	Defended Obstacle
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+0/+1 (engaged only)

	Prepared Fortification
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+1/+1 (engaged only)

	Scaling Cliffs or Walls
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 -1/-1


	Movement Category

	Inches
	Card Sides

	0”
	-

	1.25”
	½ S

	1.75”
	½ L

	2.5”
	S

	3.5”
	L

	5”
	SS

	6”
	LS

	7”
	LL

	8.5”
	LSS


	Terrain

	Type
	Effect
	Notes

	Roads
	+1MC
	Wheeled +2MC

	Forest
	-1MC
	Wheeled & Large -3MC

Soft Cover

LOS Depth 2.5"

	Low Brush
	-1MC
	Wheeled -3MC

	Shallow Water
	-2MC
	Large -1MC

	Deep Water
	Impassable
	Large -2MC

Others Swimming -3MC

May not shoot out of deep water

Soft Cover

	River Rapids
	Impassable
	Large -3MC

May not shoot out of river rapids

Soft Cover

	Swamp
	-2MC
	Large -1MC

Wheeled Impassable

Soft Cover

	Wet Ground
	-1MC
	Wheeled -2MC

	Sand
	-1MC
	Wheeled -2MC

	Hedge, Fence
	-1MC
	Large no effect

Wheeled Impassable

Soft cover

May count as defended obstacle, if enemy is not Large

	Low Wall
	-1MC
	Large no effect

Wheeled Impassable

Hard cover

May count as defended obstacle, if enemy is not Large

	Hills
	-
	Blocks LOS

-1MC uphill

	Cliffs, High Walls
	Impassable
	Contact, halt movement

Climb x' per turn

Ramparts, prepared fortification

Smooth, impassable w/o ladders

	Special Maneuvers

	About Face
	-1MC
	

	Sideways
	-1MC
	

	Backwards
	-2MC
	 

	Reform
	-2MC
	


	Orders
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	- Hold
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	- Close
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	- Range
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	- Advance to Short Range

	[image: image27.png]



	- Stay with the Line
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