
RALLY!

Issue an order to 1 of your unit s that
has suffered casualties. Roll 1 D6 for
each command card you have,
including this one. For each number
rolled that matches a LOST figure
from that unit, replace that figure.
1-2: infantry .
3: cavalry .
4: artillery .
5: your choice.
6: none.

HIT & RUN!
Activate all mounted units.

BOMBARD
Activate

.
all your artillery
units

Each artillery unit may fire
OR move twice.

If you  have no artillery
unit s, you may activate 1

unit of your choice.

HIT & RUN!
Activate all mounted units.

Each artillery unit may fire
OR move twice.

If you have no artillery unit s,
you may activate 1 unit of

your choice.

BOMBARD
Activate

.
all your artillery
aunits

Each mounted unit may
move, battle and then move

again.
If you have no mounted

unit s, you may activate 1
unit of your choice.

70
110

Each mounted unit may
move, battle and then move

again.
If you have no mounted

unit s, you may activate 1
unit of your choice.

80

80 60

FIRE!
Activate all infantry &

artillery  in .1 color

These unit s may fire OR
fight, but may not move.

If you have no infantry or
artillery unit s, you may
activate 1 unit of your

choice.

? ? ?

70

FIRE!
Activate all infantry &

artillery  in .1 color

These unit s may fire OR
fight, but may not move.

If you have no infantry or
artillery unit s, you may
activate 1 unit of your

choice.

? ? ?

50

SINGLE COMBAT
You challenge an enemy

commander .

3 rounds of 1 battle die with
saving throw .  Highest score

wins. With optional merc
rules: ransom is 50 GP for a

captain, 120 for an army
commander .

60

SINGLE COMBAT
You challenge an enemy

commander .

80

3 rounds of 1 battle die with
saving throw .  Highest score

wins. With optional merc
rules: ransom is 70 GP for a

captain, 150 for an army
commander .


