
2 Wounds = Disabled 
Disabled + Wound = Killed. 
 

Targets are randomised in any group, though at short range only 
front rank figures are targeted. 
NB: Mounted figures only: horse hit on 4+ (D6) 

                  SSaammuurraaii  SSkkiirrmmiisshh  rruulleess  

  QQuuiicckk  RReeffeerreennccee  sshheeeett.. 
 
 
Order of Play: 
 
Play is Alternate between sides. Each players turn consists of: 
 

(1) Move, Shoot etc all figures in your force, in any order you choose. 
(2) Any figures in Melee fight with the enemy figures in contact. 
(3) Check morale if needed for all units needing to test on either side. 

 

 

Movement: 

 

Movement rates are: 

 

Infantry: Wearing Armour  :  10� (Halved if in difficult terrain like marshes etc) 

             :  Unarmoured       : 14� (Halved if in difficult terrain like marshes etc) 

 

Cavalry:                              : 24� (Halved if in difficult terrain like marshes etc) 

                                                      ( Horses may turn 45 degrees per & move) 

 

Other animals etc move as Unarmoured infantry by default, or special rate if specified in a scenario etc. 

Carrying a pavisse or similar sized object, or being wounded lose 25. movement rate. 

 
 
Shooting: 
 
Ranges are; 

Weapon type Short Range Medium Range Long Range Extreme Range 

Crossbows 10” 30” 60” 80”  

Bows 8” 24” 48” 60” 

Arquebuses 6” 12” 30” 50” 

Pistols 4” ---- 8” 20” 

Hand hurled 10” 15” 20” 30” 

Loading is not an action, the following restrictions allow for loading. 
Crossbows and gunpowder weapons may not move and fire. If they did not fire last move and were stationary, they can 
fire a volley, if still stationary. 
Bows and hand hurled may move half speed and still shoot. 
 
To Hit: 
 
►Shooting unit throws a D6 – though Kensei and Ronin throw a D8.   (-1 per shooter less than 6) (+2 if firing a volley) 
 
►The Target figure throws a D4 for range and cover. Modified by: 

Short range -1 
Medium range No Modifier 
Long range +1 
Extreme range +2 

Troops in cover count 1 range band higher away. At extreme range do not shoot. 
 
NB: Arquebus hits count all targets as Unarmoured except Heavy Armour, which is as Light armour. 
Result: Beat range dice result by; 

 evens +1 +2 +3 +4 +5 More 

Unarmoured -- W W D D/W D/D D/D/W 

Light armour -- -- W W D D/W D/D 

Armoured -- -- -- W W D D/W 

Heavy armoured -- -- -- -- W W D 

(NB D = Dead or disabled, W = Wounded) 
 
 
 

 

 



Melee (Close combat): 

 

When figures are in contact with enemy figures, melee ensues. Melee is worked as a series of 1:1 combats. 

 

Where more than 1 figure is against a single figure, this is a multiple combat. 

 

Method: 

 

All Primary figures in contact throw:   1D6, (Kensei throw a D8 +2) 

                               +2 if Eiyuu 

      +1 if Bushi 

      +1 if Mounted 

      +1 if armed with Naginata/No Dachi 

      −1 If Noumin 

      −1 if armed with improvised weapon. 

      −1 per extra enemy in base to base contact. 

      −1 primary figure wounded. 

     

Compare the difference in result, and apply the following result to the losing primary figure. 

 

Armour +1 +2 +3 +4 +5 +6 More 
Unarmoured PB W W D D D D 
Lt Armour --- PB W W D D D 

Armoured --- --- PB W W D D 

Hv Armour --- --- --- PB W W D 
 

(PB = Push back 1 base depth, W = Wound, D = Dead or Disabled) 

In multiple combats, a maximum of 3 figures can fight against 1. 

Figures may fight all round, except mounted, who cannot fight to rear unless with Yari 

 

 
Morale: 

 

When any member of a group is injured, or attempts to Charge better class (or more numerous enemies), or is charged, a 

Morale check is required.  

Additionally, all units must test if the Force commander is killed. 

 

Throw a D6, Add 1 to the score if unit has a higher quality leader. Now add or subtract the following; 

 

−3 : Force commander killed or disabled this turn. 

−2 
: If 50. of unit has been killed or disabled. 

: If Force commander has been killed (not this turn). 

−1 

: Per 10. of the unit with at least 1 Wound. 

: If unit mostly Noumin. 

: Enemy closer to unit flanks/rear than friends. 

+1 

: Unit moving towards the nearest enemy. 

: If unit mostly Ashigaru 

: Uphill of all enemies or in cover. 

+2 
: Force commander OK and in sight within 50cms. 

: If unit mostly Bushi 

 

Result: 

 

1 or more OK: Continue as normal 

0 to −1 No Advance towards enemy. 

−2 Move half movement rate towards nearest cover or table edge to rear next turn 

−3 
Break and run, use maximum move and must end further from the enemy. 

(To rally score a 4 or more on quality dice at the end of your action phases) 

−more 
As above, but no rally possible. If Force commander dead Samurai commit Seppuku when at 30cms from 

enemy. 
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