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Sequence of Play

Each player's phase of a game turn s divided into six distinct steps. In each
phase the term ‘all’ refers to all the characters of one player or side. The
sequence of play is as follows:

First Player's Phase

1. All bowmen on foot may shoot except for those who were in combat last turn.
2. All horse archers may fire except for those who were in combat last turn.

Door in 1 Medium +
building wall

3. All characters may move.
4. All bowmen on foot may shoot again, including those who were in combat in
the previous game turm. g
5. All characters next to enemy characters may engage in combat. Some may
M_ after combat. . : < A
5 End of &:m.fidc'- phase. P st Rice paddy 4.Foot. Impassable
2nd player phase, follow the same sequence of play as for the 1st player. to horses.
Missile Weapon Ranges
Ranges are given Short Medium Long
in hexes. Range Range Range
Foot
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Add one to die roll for medium range, add two for long range.
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Missile Results Table
Missiles againsi mounted targeis |
Longbow Cover Type |
None Light Medium

Temple 1-Foot. Impassable Light +
to horses.

Missiles Against Infantry Special Equipment

- 4-Foot. Impassable
Target Type Di d i and S i Mon} Barricade to horses. Medium “+
Cover Type
Die roll Longbow Nome  Light Medium Heawy For elaboration of cover types see section 4.9 Cover (Page 8).
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- Attacker wounded.

3 B B D = Character dead. Key A
A W - Charscter wounded E i s

5 A A Otherwise no effect. Character may raise the alarm. C . Defender retreat 1 hex. +
& A Ninjaaddone o their die roll on the shuriken table if the D - Horse e rder stunned and dsmounted.

7 target is notin an illuminated hex see 11. Lante - Horse unharmed rider wounded.
BT TR T RN (Page 1. T F - Horse lled rder wounded and dismounted.

9 G - Horse unharmed rider killed and dismounted.
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Combat Against Infantry

A - Defender retreats 2 hexes. + errai mba

ey Effect of Terraln on Combat De 11 21 31 41 51 61 71 81 91 101 111 124+

C - Killed. - = Disadvantage Lot s G FE b P P F F

+ Defender must retreat immediately. 0 = Neutral L R T ; i ] Thchal im0 ) :

He may retreat through friendly characters. + = Advantage .

He must not retreat through hexes adjacent to enemy characters.

If unable to retreat the full distance defender is ‘wounded' instead. . F

Special Stunned and wounded charscters are conudered deadi  AMackerin  vs._ Delender n Resul RN R D R TR

they receive further injury. = + Move left 2 columns on CRT 7 j ] T R T T R e
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Each mey make oy one syt foraxchhaseolfing Thepioper IS
owning the monk character throws the ten sided die. 0 Move right 1 column on CRT.  Key A - Attacker wounded.
14 Successiul deflection. m ‘B - Attacker retreat 1 hex. +
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5-10 Unsuccessiul deflection, arrow takes full effect. C . Defender retreat 1 hex. +
i ful If both sides are in terrain that places them at a mutual advantage/ D : Defender stunned.
Kill results become wounds, disadvantage this does not affect the CRT. E - Delender wounded.
Wound results become retreats, F - Defender killed.
Retreat results have no effect. + Retreating character may not displace other characters, nor may it move

adjacent to an enemy. If unable to retreat, the character is wounded instead.




