Turn Sequence Shooting Ranges [cm] Magic Points Outflanking Combat Modifiers Melee | Shoot
Mandatory | Routs Weapon Short | Long Fire Combat 1:1 2 | Fails to Leave Base is BE or Ch Crew(VM) ~ X Ya
Melees Sling 10 12 Air Morale 2:1 3-4 Turn 2 Ch(VB), Elephant, Mounted Infantry xVe | xVa
Arrivals Staff Sling 10 20 Water | Move-ment 1/2cm 5-6 Turn 3 Cavalry or Creatures (Not Centaurs) ~ X Y2
Command | Roll Command Dice Bow 8 24 Earth [ Healing 3/18TR 7 Turn 4 Artillery X Va ~
Leader Bases Mntd Bow 8 18 Void | Officer A 21 6-9 Turn 5 Firing Before Evading ~ X 72
Spotting Crossbow 15 30 Casualties D 2:1 10-11 Turn 6 Firing Before Counter Charging ~ xYa
Issue Orders Longbow 14 28 DS 1:1 12 Lost Fighting Behind Train x% | x%
Action Charges Light Spear | 3 6 “ 93 . Receive | Cav, CH, BE, Inf vs Inf xVs ~
Stationary Shooting H Dart 4 8 1 gﬁ e -ﬂglﬁﬁ Stampede Charge Ready Pike vs Mounted x2 ~
Movement Handgun 5 10 2005 Murphy’s Heroes, Delft, 1 at Halt All Others x1 ~
hSAt:ti.zr;agr'aSShooting H/F gf{'e\;vyeap 230 470 The Netherlands. Version 1.3 6 ﬁz Base is Shﬁ_rl?i”qu(”Ot cntr chrg) ::25 =~
vi i ist. . . ® phill of Enemy ~
Officer Casualties LOS 4cm broken / 2cm difficult _:,“;!g ‘g_elo!'}lmcmﬂ 5 4 3 Shaken -5 -5
Disordered -3 -3

Pre-Qame Charge Responses Orders Movement [cm] Levy -3 -3

Scouting Receive at Halt A-Attack R:Retreat Base Type Open |Rough | Diffi- |Impas- Veteran +3 +3

Outflankina Evade B - cult |sable ;

Setting Up Counter Charae F.Forward | G:Guard ; . Elite *5 *5
= H:Hold B:Brace Leader Base in Column 161 12 | 8 | 2 Shooting at Long Range ~ -5

Initial orders Counter Shoot Leader Base in Line 10 3 4 1 -

o TR - = ] e LGISWIHG >0 116 3 X Moving (Not SO Mounted F) ~ -5
utscouting [Winner in scouting points i =
4+ SP | St up last Spotting HC/MC/MCr/MG/LCh/MnInfyM} | 16 | 12 | 6 | X Armed 1 PVPO/HW at 1st contact +6

p [each 20 cm of] EHC/HCHh/BE/KN/Ele/Mninf(vB) | 12 1 10 5 X With Knights/Giants at 1st contact +4 ~
8+ SP | Flank move Open +1 LLLG 12 10 3 2 (not LA/2H/HS/DW at 1st contact +4 ~
12+ SP | % LB's+Train/Laager on Y board Rough +2 HLMI 101 8 | 4| 1 whilein | S at 1st contact +2 ~

Morale Modifiers [2D6<(STR + modifiers) t Woods Rough +3 EHI, Train, Limbered Art. 8 | 4 [ 2] 1 disorder) || B or HG at short range ~ | +2

Morale ModTers [ZDO<(STR < moditers) to pass] | | | Difficult +3 | | [Deployed Artillery 4 | 3 [ 2] 1 Contacts | Flank % | 5
oS Mese, oo e cas, Toanc, Touter Ioug Woods Difficult | +5 Individuals 28 | 20 [12] 4 on Rear +10 [ +10

FS'tl:j?t'°“: T:“; Eat“ef'tﬁ'dé“m Undfgmc )+1 Impassable +4 0O Troops (not EHI) +2 +1 Behind | Light Works +1 +1

riendly non route: ases_W|_ in 16 cm (max.+3) Woods/Impass. +7 SO_ Troops (not EHI) +4 +2 Medium Works +2 2

qumy non routed basg within 16 cm (max.-3) -1 Buidings/Works +5 F|v|nq.Bonus +4 | - n/aln/a Heavy Works 3 +3

Friendly base lost / routing (max.—5,not SW) -1 Charging Bases +2 +1 Officer’ | Loador o -

Standard within 32 cm Army +1 Command Distance & Charqging Cav, Cr, Ch +4 +1 [X Hero Sub-General +3 ~

T i Roads: +2 for Inf/SW/Train/G/BE/Ele; +3 for Cav/Cr/Ch u
Sacred 2 Magic Ranges [cm] - L i - - ) ; General +4 -
Officer Within 16 om SubGen 1 CinC T4th vl 1128 Mntd Inf: Mnt/DisMnt= % Turn; Cav: Mnt/Dismnt /2 Turn e = —
G_eneral +2 General /3rdIvl | 64 : Uni Hero +STR | +STR
CinC +3 Sub-Gen /2nd Ivl |32 Unit 1 Unit 2 Enem Shielded 4 4

Emy Ch/Ele/BE/Hero/MG/HG<=16cm | -1 Leader /1stIvl [ 16 Infantry/Swarm SO/OO0 Inf/CaviCr y ; - -

- MG/HG/Ch/Ele//BE/SW/AM/Trai Weight | EHIEHC/KN e

Situation: The Base Not Own/Allied | x2 & ran and HI/HC/HCh(VMYBE/Heroes 3 | 3

Paso is Shaken 2 S e BT Order | HGN(/B). Elephant =

Routed -3 Officer Casualties 6’s Ggavntsr N Foo h/BE/Ele/SWi/Art LI/LC/LCr +3 +3
T 1
Disordered | -2 In_MeIee 1D6 Ch/BE/Ele Ch/BE/Ele LCh/SW +~2 +2
In Cover +1 <=16.cm 2D6 Skirmish order -3
— Flyers Non-Flyers, Flyers see above Ter- Uphill ) 1
: In Works +2 <=32cm 3D6 Routed troops interpenetrating cause a morale check rain _LRouqh ) = 3
Casualties taken from __|Flank -3 >32cm 4D6 CO/Cav/Char disordered in difficult impassable terrain Difficult (VM) — ")
Rear -6 Disorder from Ele/Be <= 9 cm, First time Morale Check Impassable (VM) = 5

Morale Tests Results Table Artillery Movement and Deployment Woods (cumulative) (VM/VB) ~ -3/-4

Base is | In Good Order Shaken Routed Type Turns to | Deployed Movement \?Vehilrd l;ehi_nd C(altrclnps1/ Sttakesd) 'g ~3

Cause | Combat with | Anything | Rally Anything | Rally Anything i deploy i orks | ravises Imeee LSt roun - =

of test [ 50+% losses | Else Attempt | Else Attempt [ Else Light none | move and fire e(z;r_ld ¢ k;IZZTLYr\TQO\;\I;(S)/rES/mg_?\g\&W\é?) :g :g;:g

Pass | No Effect No Effect [ Good |Remain |Become |Remain Medium 1 move or pivot/shoot fants Heavy Works/HG (VM/VB) ~ ~

Order | Shaken Shaken Rout Heavy 2 pivot or shoot
Fail Rout Become | Remain | Rout Remain Remove Siege 3 none PSE
Shaken Shaken Rout from table




