Name Road Good Bad vs (F) ot‘}llser Equal Less Doubled More (QK)
Aerial Hero D if CC with Hr or Ahr E by Mg, D by Ahr, Hr, Pa or D Ahr, Hr, Dr, Mg, Pa, Kn/Ri (BG), Lk (Q),
Ahr (A) 6AP S 1200p 1200p +5 +5 and final score is odd Art. F vs Strelse R Sn (F)

i Di F vs Mg else R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F
:};r(l‘:())zgp s00p 500p 500p +5 +3 raw vs Mg else a, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
Artillery Draw DinCC D Ahr, Hr, Str, Kn (1st CC or BG), Ri (BG),
Art (F) 3AP < 200p 3 +4 +4 Pa (CC), Dr/Lk (Q), Bh/Sn (F),

*° Di D by (M) in CC else R D Bs, Pa, Sh (CC), Kn/Ri (BG), Dr/Lk (Q), Si
Beasts™ wop | 400p | 400p | +3 | +4 |0 Y (Myin CC else (i o S (CO, KRI(BG), DL (@), 51
Behemoth* Draw F vs Mg, Dr or Art else R D Bs, Kn, Wb, Pa, Sh (CC), Ri (BG), Dr/Lk
Bh (M) 4AP o R (Q). Sn ()
g(lla(g)e;AP 400p 200p 200p 45 +3 Draw D by Wbelse R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
gllg)lgAP 400p 200p 200p +4 +4 Draw D by Kn in GG, or by Wb else R D Pa, Kn/Ri (BG), Dr/Lk/Gd (Q), Sn (F)

A Di D by Ahr, Hr or Pa els D Mg, Pa, Kn/Ri (BG), Dr/Lk (Q), Bh/Sn (F
g:?f)ofAP 1200p 1200p 1200p +6 +6 raw y Ahr, Hr or Pa else Q g, Pa, Kn/Ri (BG), Dr/Lk (Q) n (F)
Fliers Draw F vs Mg, else R D by Hr, Mg, (A) Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)

F1(A) 2AP i 1200p 1200p +2 +2 or Sh else Flee

A Di s Gd, Mg, Cl D Mg, Pa, Kn/Ri (BG), Dr/Lk/Gd (Q), Sn (F
Go e | 2w 120 | 1200 | 46 | 46 | O™ Qe e e P Kol B0, DG Q. 520
Hero D if CC with Hr or Ahr E by Mg, D by Ahr, Hr, Pa or D Bs, Dr, Mg, Pa, Sh (CC), Kn/Ri (BG), Lk
Hr (M) 4AP 300p SOOp 200}3 +5 +5 and final score is odd Art. F vs Strelse R (Q), Sn (F)
g]())]('g)eTAP 400p 200p 200p i) 2 Draw D by Kn in GG or Wb, else R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
Knights* Draw D by Bh, or by Mg, Sh or Art in D Bs, Pa, Sh (CC), Cl/ Hd/ Wb (GG), Kn/Ri
Kn (M) 2AP 4op | 300p 200p +3 +4 15t CC, or in BG, else R (BG), Dr/Lk (Q), Sn (F)

Ao Di D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F
ke L 2000 [ 200 |42 |2 [P ° Kl B DILK Q)50 6
Magician D if CC with Pa and final E by Mg, D by Ahr, Hr, Pa, Dr or D Hr/Mg (E), Kn (1st CC or BG), Pa (CC), Ri
Mg g:) 4AP 00| 500p 200p +4 || e it Gd, else R (BG), BWEI/Sn (F), Dr/LK/Gd (Q),
Paladin” D if CC with Mg and DinCC D Bs, Pa, Dr, Mg, Hr, Sh (CC), Kn/Ri (BG), Lk
ba (V) 4AP 500p 500p 200p +6 +6 final score is odd (@), 5n (F)

i Dra Din BGelse R D Bs, Pa, Sh (CC), Kn/Ri (BG), Dr/Lk (Q), Sn
Riders sop | 500p | 200p | +3 | 43 " iy T SHCO KRI(BO), DK@
Shooters® Draw D by (M) in CC else R D Kn (Ist CC or BG), Pa (CC), Ri (BG), Dr/Lk
Kh (F) 2AP 400 200p 200p +3 +4 (Q), Sn (F)

A
S:(e;k;:; 400p 30 Op 30 Op +5 +3 Draw F D General, other safe
SE?;rZSAP s00p 200p 200p +4 +4 Draw D by Kn in GG or Wb, else R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
;trronghold ~ _ _ 16 16 Draw D by any but (A) D Pa, Dr/Lk (Q), Hr/Aht/Sn (F)
W:(I.Fb)z[:;fo 400p 300p 300p 3 13 Draw D by Bh, or Kn in GG, else R D g:; Cl, Pa, Hd, Kn/Ri (BG), Dr/Lk (Q), Sn

“**: follows up in CC,

: not general,

°*: no malus in BG, (M): Mounted, (F): Foot, (A): Aerial, D: Destroyed, CC: Close Combat, E: Ensorceled, R: Recoil, GG: Good Going, BG: Bad Going, F: Flee 600p, Q: Quit Battle

Name Road Good Bad vs (F) ot‘}llser Equal Less Doubled More (QK)
Aerial Hero 1200p D if CC with Hr or Ahr E by Mg, D by Ahr, Hr, Pa or D Ahr, Hr, Dr, Mg, Pa, Kn/Ri (BG), Lk (Q),
Ahr (A) 6AP 1200p 1200p +5 +5 and final score is odd Art. F vs Strelse R Sn (F)

i 500p D Fvs Mgelse R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F
:};r(l‘:())zgp 500p 500p +5 +3 raw vs Mg else a, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
Artiller 300p Draw DinCC D Ahr, Hr, Str, Kn (1st CC or BG), Ri (BG),
Art (F) 3XP 200p - +4 +4 Pa (CC), Dr/Lk (Q), Bh/Sn (F),

Beasts*° 400p Draw Dby (M) in CCelse R D Bs, Pa, Sh (CC), Kn/Ri (BG), Dr/Lk (Q), Sn
Bs (M) 2AP 400p 400p +3 +4 )
Behemoth* 400p Draw F vs Mg, Dr or Art else R D Bs, Kn, Wb, Pa, Sh (CC), Ri (BG), Dr/Lk
Bh (M) 4AP 300p 200p +4 +5 (Q), S0 (F)
400p D Dby Wbelse R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F

BB(lla(g)e;AP 200p 200p 45 3 raw y else a, Kn/Ri (BG), Dr/Lk (Q), Sn (F)

i 400p Dra D by Kn in GG, or by Wb else R D Pa, Kn/Ri (BG), Dr/Lk/Gd , Sn (F
Sllg)lgAP 200p 200p +4 +4 w y y i(BG) (Q), Sn (F)

A 1200p D D by Ahr, H: Paels D Mg, Pa, Kn/Ri (BG), Dr/Lk (Q), Bh/Sn (F
g:?f)ofAP 1200p 1200p +6 +6 raw y Ahr, Hr or Pa else Q g, Pa, Kn/Ri (BG), Dr/Lk (Q) n (F)
Fliers 1200p Draw F vs Mg, else R D by Hr, Mg, (A) Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)

EL(A) 2AP 1200p 1200p +2 +2 or Sh else Flee

A 1200p D s Gd, Mg, Cl D Mg, Pa, Kn/Ri (BG), Dr/Lk/Gd , Sn (F
o AP 12000 | 12000 | +6 | +6 | P™ Qs Gd. Me . Pa, Ka/Ri (BG), Dr/L/Gd (Q), Sn ()
Hero 500p D if CC with Hr or Ahr E by Mg, D by Ahr, Hr, Pa or D Bs, Dr, Mg, Pa, Sh (CC), Kn/Ri (BG), Lk
Hr (M) 4AP SOOp 200}3 +5 +5 and final score is odd Art. F vs Strelse R (Q), Sn (F)

400 : 5 - . ;

g][))l;ngAP P 200p 200p 2 2 Draw D by Kn in GG or Wb, else R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
Knights* 400p Draw D by Bh, or by Mg, Sh or Art in D Bs, Pa, Sh (CC), Cl/ Hd/ Wb (GG), Kn/Ri
Kn (M) 2AP 300p 200p +3 +4 15t CC, or in BG, else R (BG), Dr/Lk (Q), Sn (F)

Ao 400p D D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F
il;l(l‘Fl;ell:P 200p 200p 12 i) raw Q a, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
Magician 500p D if CC with Pa and final E by Mg, D by Ahr, Hr, Pa, Dr or D Hr/Mg (E), Kn (1st CC or BG), Pa (CC), Ri
Mg g:) 4AP 500p 200p +4 T4 | scoreis odd Gd, else R (BG), BWEL/Sn (F), Dr/LK/Gd (Q),
Paladin” 500p D if CC with Mg and DinCC D Bs, Pa, Dr, Mg, Hr, Sh (CC), Kn/Ri (BG), Lk
Pa (M) 4AP 500p 200p +6 6 | final score is odd (Q). $n (F)

Riders 500p Draw Din BG else R D Bs, Pa, Sh (CC), Kn/Ri (BG), Dr/Lk (Q), Sn
Rd (M) 2AP 500p 200p +3 +3 =
Shooters® 400p Draw Dby (M) in CCelse R D Kn (1st CC or BG), Pa (CC), Ri (BG), Dr/Lk
Sh (F) 2P 200p 200p +3 +4 (Q). Sn (F)
A 400p Dra F D General, other safe
o eakers 300p | 300p | +5 | +3 "
400p D D by Kn in GG or Wb, else R D Pa, Kn/Ri (BG), Dr/Lk (Q), Sn (F

S;)?;l)rzsAP 200p 200p 14 14 raw y Kn in GG or else a, Kn/Ri (BG), Dr/Lk (Q), Sn (F)
;trronghold - _ _ 16 16 Draw D by any but (A) D Pa, Dr/Lk (Q), Hr/Aht/Sn (F)
Warband*° 400p Draw D by Bh, or Kn in GG, else R D Bd, Cl, Pa, Hd, Kn/Ri (BG), Dr/Lk (Q), Sn

b (F) 2AP 300p 300p +3 +3 o

“**: follows up in CC,

: not general, “°* : no malus in BG, (M): Mounted, (F): Foot, (A): Aerial, D: Destroyed

, CC: Close Combat, E: Ensorceled, R: Recoil, GG: Good Going, BG: Bad Going, F: Flee 600p, Q: Quit Battle




