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DETAILED TURN SEQUENCE

INITIATIVE [PL7)
Dice for Initiative. Add Army General personal modifier and army initiative modifier. Winner chooses to be
side A or side B and will also choose the order of Close Combats

MOVEMENT (pp18-31)
Side A checks if units are ‘in command” (ppl2 & 18). Roll 106 for Inspiring of Inept Generals and Supenior of
inferior independent units. On 5 or 6, units under the control of an Inspiring General or any Superor
.mepmﬂtntuutmrrm:udbuuim.Dnnlnrz,unruunﬂerthunnrmlnhnlmptﬁmﬂuunv
inferior independent unit are ‘out of command’ and cannot move closer to the enemy; out of command
units may then test individually needing 3+ if Superior, 4+ if Regular or 5+ if Inferior to move as the player
wishes (no double move is allowed at this point).

NB restricted movement options for units that are ‘out of command’ (p12) or ‘weakened’ (p42).

tide A declares charges (pp27-30); side B checks and carries out evades (p28) then checks and carries out
counter-charges (p27). -

Side A moves charging figures into contact or to follow up evaders. Side B checks for any possible emergency
actions in response to a charge (p30).

Both sides carry out firing for chargers, defenders and supporting units (ppl5 & 28). Mark units that have
fired|

Carry out ‘Charge Resolution’ (pp30-31) and apply effects from firing straight away (p42).

i opponents ‘Fall back’ or ‘Rout’, apply the effects (pp38-39 & 42-43) and roll for pursuit (ppa0-41).

Side A moves all other eligible units and side B checks and carries out any ‘Opportunity fire’ (pp15 & 31) f it
wishes to, Mark units that have fired| . g
Lastly, side A's Generals now move. &) Sive B AU Mak) (M /A

Side B now carries out its own movement as above. SUffons CHBLLEL | ."".‘L"' o Ty
(L Ak cwo B LATBET DU
FIRING (pp32-36) Wity @I B A TBEHILL /A
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engaged in close combat cannot be fired on. All firing is assumed to be simultaneous. No routs are enacted -

until all firing is complete. "h.

Apply effects of ‘Routed’ units (p42-43). Check for casualties amongst generals. ony T h;“";-* -
{ bl E"E_:-IJ{_.J:-'I [ H[‘.!._,I_,.: I

CLOSE COMBAT (pp3T-42)

Units in contact following a change or pursuit now engage in close combat. The player with initiative chooses

the order mn which close combats are fought; close combat is considered to be simultanecus but each

discrete close combat is fully resolved, including routs, before the next is commenced (p17) and can have

more than one round within & singhe turn m order Tor it 1o be resolved (p3 7).

Losing units Fall Back’ or "Rout’ (p38-39 & 47-43). The winner occupies the opponent’s ground and then rolls

for pursut (ppd0-41)

Aesobve further Close Combats caused by pursuits. A maximum of two pursuits per turn are sliowed for any

it

Check for casualtes amongst generals.

NEB units may only engage in gng cdlose combat per turn. Read both of the “If pursult occurs™ paragraphs on

page 41 YERY CAREFULLY!

(56 NERALSHIP, RALLY & REPLALCE (ppad-45)

in the lollowing ofder
1 o dewred, attach Generals Lo units within 5° or detach Generals from units and move up to 3°

NB Voluntarily sttaching and detaching can only take place in this phase.
7 Ralky off hits
1 Replace Generals who have been rendered hors de combat
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