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_ Quick Reterence Sheet

Command Modifdiers

To hit for shooting

To hit for
Hand to hand

Morale Save

Combat Result

Roll 2D6 v Command rating
Equal orlless - 1 move

2 less - 2 moves

Ro” the number omc
shooting dice given in unit
table.

Roll the number hand to
hand dice given in the unit
table.

Roll the number given in
the unit table to save a hit.

A failure to save results in

Casualties inflicted and
then add modifiers.

Side with higher value wins.

3 loss - 3 moves Norma”g hiton4,5 or 6 Norma”g hitona4,50ré6 = casualtg
-1 an enemy unit within > |
? J E - 1 Attackers shaken and/ +1 Attackers charging or
of the unit receving the - - +1Cover +| Rear suPPort (53
or disordered counter chargmg
order
-1for every full 122 between
) : Se A ST +1 Each Flank suPPort
commander and the unithe | -1 The targct is not clear +1 Wmnmg ) Buulclmgs or fortification ")
IS issuing orders to.
. ; -1 Shaken and/or . ; +2 Cavalrg VS. Non~Pi1<e
1 The target s Artn”erg ; -2 Hit bg artn”erg :
disordered mFantrg

+1Close range or closing
fire (do not count both)

-1/face Engaged in flank

orrcar

Pike

~1 For two mud markers

+2 Pike vs. Cavalrg

Heavy Cavalrg
~1 1Corl mud marker

-2 1Cor two mud markers

+2 Builclings or fortification
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Charles Tiercelin

+1 Die on Hand to Hand Attacks

) Shooting Hand to Morale : :
Unit Move Range ; : Stamina Speoal
Dice Hand Dice Save
T Stradiot 1 2'” 6 ) Z 6 5 + 5 Fire and Evade
Marauders
8 units Mounted Shot 1 Z”

]2))

2z

4]..

5+

Fire and Evade: To evade the unit must pass command test. If succesacul tlﬁeg complete closing fire and then move one Fu” move away.

it unsuccessmcul theg must stand to receive charge.

Marauclers: lgﬂOY’C CliStEBﬂCC modiﬁers FOY' command.
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Frarncis |

King of France

+2 Dice on Hand to Hand Attacks

10

: Shooting Hand to Morale ; 3
Unit Move Range ; : Stamina SPCCIaI
Dice Hand Dice Save
Elite 4+.
S Household » ] O lle +h
units Sy P —~— + 4" Heavy Cavalry Charge +D%
Lance
Elite 6+
»
4 units Archers —~ —~—~ + Heavg Cavalrg Charge +]
Lance

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Heavg Cavalrg Charge: When charging or counter charging, the unit receives a bonus to the combat result

Lance: Enemg cavalrg have -1 to their morale save when the unit is charging or counter charging. Encmg inFantrg have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreadg engaged or disordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 6” of a mud marker reduces heavg cavalry movement to 6”.

Ang move within ” of two mud markers reduces heavg cavalrg movement to 3”

B e s s e Te————
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Bonnivet

+1 Die on Hand to Hand Attacks

3 Shooting Hand to Morale : 3
Unit Move Range : X Stamina Speoal
Dice Hand Dice Save
Elite 4+
) »
2 units Gendarmes Py s ] O + Hcavg Cavalry Charge +]
lLance
Elite 6+
»
4 units Archers —— = + Hcavg Cavalrg Charge +]
Lance

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Heavg Cavalrg Charge: When charging or counter charging, the unit receives a bonus to the combat result

lLance Enemg cavalrg have -1 to their morale save when the unit is charging or counter charging. Encmg inFantry have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreadg engaged or disordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

An9 move within 6” of a mud marker reduces heavg cavalrg movement to 6.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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+1 Die on Hand to Hand Attacks

Jacques de [a Palice

3 Shooting Hand to Morale . ;
Unit Move Range : 2 Stamina Speoal
Dice Hand Dice Save
Elite 4+
¢ 35
2 units Gendarmes Pt S ] O + Heavy Cavalrg Charge +]
Lance
Elite 6+
55)
4 units Archers —~~ ~ + Heavg Cavalry Charge +]
|.ance

Elite: At the start of the command Phase, Elite units that are disordered and not cngaged roll a dice to overcome disorder.

Heavy Cavalrg Chargc: When charging or counter charging, the unit receives a bonus to the combat result

Lance Enemg cavalr9 have -1 to their morale save when the unit is charging or counter charging. Enemg imcantrg have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreacig engaged or clisorderecl, no bonuses or sPecial rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 6” of a mud marker reduces heavg cavalrg movement to 6”.

Ang move within 6” of two mud markers reduces hcavg cavalr9 movement to 3”




PSR TIN RUNC VST N s

e tppin

s

A BN e b pae e Aty > Sttt - o hi i

LN B St s el

+1 Die on Hand to Hand Attacks

L ouss I de la Tremoille

3 Shoo’cing Hand to Morale ) 5
Unit Move Range 3 ) Stamina SPCCIaI
Dice Hand Dice Save
Elite 4+
) 55)
2 units Gendarmes 9 —~ —~ ] O 5 + 4" Heavy Cavalry Charge +]
lLance
Elite 6+
»
4 units Archers 9 ~— ~— 8 4""‘ 4" Heavg Cavalrg Charge +1
Lance

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Heavg Cavalrg Charge: When charging or counter charging, the unit receives a bonus to the combat result

Lance: Encmg cavalrg have -1 to their morale save when the unit is charging or counter charging. Encmg inFantrg have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreadg engaged or disordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 8” of a mud marker reduces heavg cavalrg movement to 6.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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Duke D’Alencon

+1 Die on Hand to Hand Attacks

: Shooting Hand to Morale 3 :
Unit Move Range 2 - Stamina SPCCIal
[N Hand Dice Save
' Elite 5+
I unit Gend )
SN Sl P P Heavy Cavalrg Charge +]
Lance
: Giovanni Light b)) b))
P o 20 25 g
4 units C::;E;W 6 ) 1 8 ) Z Z 5 6 No closing fire
: Giovanni b)) b))
i arquebusiers 6 1 2_ Z_ 2_ 5 5

Elite: At the start of the command Phase, Elite units that are disordered and not engagec[ roll a dice to overcome disorder-.

Heav Cavalr Char 3 When char iNg or counter char N the unit receives a bonus to the comba’c result
Y L g ang ang,

|_ance: Enemy cavalry have -1 to their morale save when the unit is charging or counter chareing. Enemy infantry have -2.
) Y ang ang ) Y

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreacjg engagec[ or &isordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 8” of a mud marker reduces heavg cavalrg movement to 6.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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Can share command

+1 Die on Hand to Hand Attacks

Robert Stuart
Lord of Aubigny

: Shooting Hand to Morale : 3
Unit Move Range ;i 5 Stamina SPeoal
Dice Hand Dice Save
1 Elite 5+
Tunit Gendarmes 9 L — 9 5 + 4]" Hcavg Cavalrg Charge +]
Lance
: Giovanni Light b)) b))
el Ben Rl bl T
4 units Frengh 6 D) 1 8 2 Z Z 5 5 No closing fire
Crossbow
o Giovanni

arquebusiers

1 23)

2

u

2

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder-.

Hcavg Cavalrg Clﬁarge: When charging or counter charging, thc unit receives a bonus to the comba’c result

Lance: Enemg cavalrg have ~1to their morale save when the unit is charging or counter charging. Enemg inFantry have 2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreacjg engagecl or Aisordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 8” of a mud marker reduces heavg cavalrg movement to 6.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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Robert de
Seigneur de F

+1 Die on Hand to Hand

a Marclg

euranges

Attacks

: Shooting Hand to Morale . ;
Unit Move Range ; 3 Stamina SPeoal
Dice Hand Dice Save
; Swiss Pike » 6 Large unit, Double handed imcantr9
Tunit (100) 6 G, o ]5 4—' ] /8 arms
2 units Ligl'\tguns 6 7 6/]2./2.4‘ 5/2/] ] 5 Z Hiton5 or 6, (6 1COI’ long range)

Arti”erg: if two I's are rolled, ar’ci“erg is out of commission.

N A P——

Large Unit: Mag ignore disorder bg taking one damage (unless this will cause the unit to become Shaken).
Do not take a break test until lower stamina ﬁgure is exceeded.

Double handed inFantrg arms: Troops ﬁghting double handed imcantrg have -1 on their morale save.
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+1 Die on Hand to Hand Attacks

Anne de Montmorencg

]23)

2

Z

>,

; Shoo’cing Hand to Morale : :
Unit Move Range : ; Stamina SPCCIal
[Bfce Hand Dice Save

; Swiss Pike Large unit, Double handed inFantrg

1unit G0 6 D) £ S ]5 4—' ]6/8 arms
: Swiss Pike Large unit, Double handed irncantrg

1unit 64) 6 ) = o ] Z 5 ]O/j arms

3 units Swiss shot 5

Large Unit: Mag ignore disorder bg taking one &amage (unless this will cause the unit to become Shaken).

Do not take a break test until lower stamina ﬁgure is exceeded.

Double handed inFantrg arms: TrooPs ﬁghting double handed imcantrg have -1 on their morale save.
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Francois de L orraine

+1 Die on Hand to Hand Attacks
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: Shooting Hand to Morale ; :
Unit Move Range - X Stamina Speoal
Dice Hand Dice Save
Large unit
3 Landsknecht 6 D)) 4_ Bad War
1 t —~— P
o Pike (144 ]8 ZA]’/]Z Double Handed in{:antrg arms
: Landsknecht
L 0 2 20 5 h
2 units Frerggpikc 6 » e e 7 4_’ 6 Large unit
: French D) D)
bt arcluebusiers 6 ] 2' 2' Z 5 5

Elite: At the start of the command p]ﬁase, Elite units that are disordered and not engagecl roll a dice to overcome disorder.

Large Unit: Mag ignore disorder b9 taking one damage (unless this will cause the unit to become Shaken) .

Do not take break test until lower stamina ﬁgure is achieved.

Bad War: Re-roll missed combat attacks against Landsknechts

Double Hand lnFantrg: ~-1to enemy Morale saves

Rt o s o Dvv N ————
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Gaillot de Genouille

5+

; Shooting Hand to Morale ; :
Unit Move Range = CE c Stamina SPCCIaI
ice an (Ee ave
4 units Heavy Guns B 5/24‘/4‘3 5/2/] ] 5 + 2 Hit on 5 or 6, (6 for long range)
5 units Demi Culverins X 6/]8/66 5/2,/] ] 2 Hit on 5 or 6, (6 1Cor lOﬂg range)

If two I’s are rolled, arti”erg is out of commission.
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Charles Ae Lann09

\/icerog of Naples

+2 Dice on Hand to Hand Attacks

10

3 Shooting Hand to Morale ) 3
Unit Move Range 3 5 Stamina Speoal
Dice Hand Dice Save
Elite 5+
) »
2 units Gendarmes —~— o~ + Heavy Cavalr9 Charge +]
Lance
Elite 6+
»
4 units Archers —~— —~—~ + Heavg Cavalrg Charge +]
Lance

Elite: At the start of the command Phase, Elite units that are disordered and not engage& roll a dice to overcome disorder.

Heavy Cavalrg Charge When clﬁarging or counter charging, the unit receives a bonus to the combat result

ance: Lnemy cavair ave -1 to tneir morai€ save wnen the unit Is cnarging or counter cnarging. nemy mrantr ave ~L.
2 Enemy cavalry have -1 to thei | hen the unit is chargjing ter charging. Enemy infantry have -2

Cavalrg vs. Pike: If cavalrg clﬁarge Pikes that are not alreadg engaged or chsorderecl, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 6” of a mud marker reduces heavg cavalrg movement to 6”.

Any move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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+1 Die on Hand to Hand Attack

Charles 1l de Bourbon

; Shooting Hand to Morale : !
Unit Move Range . : Stamina Speoal
Dice Hand Dice Save
Elite 5+
; »
2 units Gendarmes — —~— + Heavy Cavalr9 Charge +]
Lance
Elite 6+
»
4 units Archers —~— —~—~ + Heavg Cavalrg Charge +]
Lance

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Heavg Cavalrg Charge: When charging or counter charging, the unit receives a bonus to the combat result

lLance: Enemg cavalrg have -1 to their morale save when the unit is charging or counter charging. Encmg inFantry have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreadg engaged or disordered, no bonuses or special rules applg. Also
the Pike receive double the number of Hand to Hand dice.

Ang move within 6” of a mud marker reduces heavg cavalrg movement to 6”.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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De Alarcon

Cal:)tain Hernando

+1 Die on Hand to Hand Attack

‘Hernando de Alarcon

3 Shooting Hand to Morale ) 3
Unit Move Rangc 3 5 Stamina SPeoal
Dice Hand Dice Save
Elite 5+
) »
2 units Gendarmes P —~— + Heavy Cavalry Charge +]
Lance
Elite 6+
»
4 units Archers —~— —~—~ + Heavg Cavalrg Charge +]
LLance

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Heavg Cavalrg Charge: When charging or counter charging, the unit receives a bonus to the combat result

Lance Enemg cavalrg have -1 to their morale save when the unit is charging or counter charging. Encmg inFantrg have -2.

Cavalrg vs. Pike: If cavalrg charge Pikes that are not alreadg engaged or disordered, no bonuses or special rules applg. Also
the Pikc receive double the number of Hand to Hand dice.

Ang move within 8” of a mud marker reduces hcavg cavalrg movement to 6.

Ang move within 6” of two mud markers reduces heavg cavalrg movement to 3”
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Ferra hte C astriota

+] Die on Hand to Hand Attacks

Marquis de Sant’Angelo

; Shooting Hand to Morale 3 :
Unit Move Range : < Stamina SPCCIal
Dice Hand Dice Save
; ] 2-” 6 » Z 6 5 5 Five and Evade
10 units Jinetes

Marauders

Fire and Evade: To evade thc unit must pass command test. If successpul theg complete closing fire and then move one gu“ move away.
hC unsuccessFul theg must stancﬂ to receive charge.

Marauders: lgnore c[istance modiﬁcrs FOF command.




3 Alfonso d’Avalos cl’Aquino 9
| Marquis del vasto

+1 Die on Hand to Hand Attacks

i! : Shooting Hand to Morale ; :

1 Unit Move Range : : Stamina SPeoal
1 hce Hand Dice Save

“ : Neopolitan

| +units arqjmcr 6 b 12 b)) % 2 5 5

{ Milanese

! ' » 2 » 2 2

} bR Arquebusier 6 ‘1 5 5

| ; Landsknecht

E T :rqusebusier 6 4 1 2 - 2 2 5 5
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+1 Die on Hand to Hand Attacks

Georg Vels I:runclsburg

: Shooting Hand to Morale : :
Unit Move Range : ! Stamina SPeoal
Dice Hand Dice Save

Large unit

, Landsknecht ) ;

1 unit faes 6 Rl —— ]8 4" 2.4'/ 12 Double ;a(rﬁ;d m{:antrg
ad War
) Landsknecht 633 ] z 32 Z Z
U Arquebusier

Large Unit: Mag ignore disorder bg taking one clamage (unless this will cause the unit to become Shaken).
Do not take break test until lower stamina ﬁgure is achieved.

Bad War: Re-roll missed combat attacks against |_andsknechts

Doublc Hand lngantrg: ~-1to enemy Morale saves

N A P——




FRECTEVE) SRy v

e AR

BRSSP

e

-~

R e o e o

Marx Sittich von'

—ms

+1 Die on Hand to Hand Attacks

. Shoo’cing Hand to Morale ; }
Unit Move Range ” : Stamina SPeoaI
Dice Hand Dice Save
Large unit
n ne ))
1unit infesé+:>ht 6 — ~— ] 8 4’ 2.4‘/ 12 Double gazci;/:d I nFantrg
ad War
; Landsknecht 6 ) »
SOE Arqucbusier ] Z’ Z’ Z’

Large Unit: Mag ignore disorder ]39 taking one clamage (unless this will cause the unit to become Shaken).

Do not take break test until lower stamina ﬁgure is achieved.

Bad War: Re-roll missed combat attacks agains’c Landsknechts

Double Hand ln{:antrgz ~-1to enemy Morale saves
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Fc:mando de Avalos

Marc]uis de Pescara

Can share command

+1 Die on Hand to Hand Attacks

Unit Move Range Shgit:g Hjizd];i(:e N;C;?Cle Stamina SPecial
5 units a;i‘l”uir 6 ) ] ZJJ 75 2 5 5
5 units Sﬁf;‘iiﬁ? 633 127 5 ) 5 5 Heavy arquebus
. s s e

Large Unit: Mag ignore disorder ]:)3 taking one c[amage (unless this will cause the unit to become Shaken).

Swordsmen: Pike ﬁghting Swordsmen have -1 on their morale save. Swordsmen add +1 to combat result vs Pike.

Heavg arquebus: Gendarmes, knights and archers have -1 to morale save against shooting.

N A P——
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Nicolas Von Salm

+1 Die on Hand to Hand Attacks

Nicolas, Count of Salm

i Il M
Unit Move Range ShOthll’lg and té o Stamina SPecial
Dice Hand Dice Save
g Spanish
5 Unlts arqubusier 6 )) ]Zj) Z Z 5 5
: Spanish heav
% units /Erquebusiery 6 » ]2-” 5 Z 5 5 Heavy arquebus
2 Spanish Pike b)) Large unit
41..
units 36) 6 i T, 8 4" Swordsmen

Large Unit: Mag ignore disorder ]39 taking one clamage (unless this will cause the unit to become Shaken).

Swordsmen: Pike ﬁghting Swordsmen have -1 on their morale save. Swordsmen add +1 to combat result vs Pike.

Heavg arc]uebus: Genclarmes, knights and archers have -1 to morale save against shooting.




Antonio de Leyva

Antonio de Legva

+1 Die on Hand to Hand Attacks
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; Shooting Hand to Morale : ;
Unit Move Range ; 3 Stamina SPCClaI
Dice Hand Dice Save
> Spanislﬂ
e LA D gl e
; ltalian
= s D g %
4 units SPanish sword 6 2 ok B 6 4_, 4., Swordsman
Dismounted Elite 4+
{uni »
unit knigl’lts 6 e —— 8 5 4]” Double handed infantrg arms

Elite: At the start of the command Phase, Elite units that are disordered and not engaged roll a dice to overcome disorder.

Swordsmen: Pike ﬁghting Swordsmen have -1 on their morale save. Swordsmen add +1 to combat result vs Pike

Double handed inFantrg arms: Troops ﬁghting double handed inFantrg have -1 on their morale save.
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Henrg d’Albret

5&11ry dAlbret
'King cf Navarre

; Shooting Hand to Morale : 3
Unit Move Range o L < Stamina Speaal
e, and Dice ave
i i 6” 6/18/36 5/2/] ] §+ Z Hit on 5 or 6, (6 for longrange}
5 units Medium guns o 6/]8/56 5/2/] T 5 + Z Hiton 5 or 6, (6 for lOﬂg range)

If two I's are rolled, arti”erg is out of commission.
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Sequence of Plag
In a full turn both sides take a turn as follows:
Command

~ Ra”g Elite

- Initiative moves (within &” of enemg)

Break Tests
Break test is rec]uirecl when:
- Casualties in excess of stamina from shoo’cing
- Unitis shaken bﬂ closingﬁre
-~ Unitis defeated in hand to hand combat

~  Other moves including charge (Rass command ro”} -~ Unitdraws in hand to hand combat and is shaken

~ Ra”g (Pass command roll) or Follow me.
Shoo’cing |

- Attacker shoots with units

- Defender resolves closing fire

Hand to hand
- both sides revolve any hand to hand combat

Remove disorder markers from Previous turn

Disorder

~ If enemy rolls a 6 when ﬁring

~ Pike or heavg cavalrg moving through woods

~ Pike or heavg cavalrg Passing through troops on
a6 on D6 (test both units)

Disordered units cannot receive orders.
Disordered units may initiative move away from enemy
Shaken units cannot charge, countercharge op

sweeping advance

~ SUPPor‘cing units have friends break

Break test modifiers
Roll two dice and add the Fo”owing:
-1 for each excess casualtg over stamina
-1 unit disordered

~1 the unit has sugerecl at |east one casualtg From

ar’ci”erg

Commanders

I commander hasjoinecl aunit to ra”g or follow me:
i Lost if unit lost

-~ Foreach excess casualtg roll D6, lost on a 6.

hC Forced to move due to enemy ancl cannot reach Frienc”g
Unit within 18”

i s o DU ———



