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A Shock Cavalry Group 

moving into close combat can 

terrify their target. Roll 1D6 for 

each attacking figure before the 

charge, causing one point of 

Shock on the front rank for 

each 5 or 6 rolled. All morale 

effects take place before the 

charge, which then continues 

as normal. If contacting routed 

enemy, fight one round of 

combat with double the 

number of dice rolled.. 

A violent charge adding +1 

to the “to Hit” roll. 

A Group or Formation may 

attack, fighting one round 

of combat before 

withdrawing 2d6 inches. 

They end their turn facing 

their foe. 

Warriors or Elites troops 

may face off an enemy 

within 5” without making 

contact. 
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A Group of Raider or Skirmish 

Cavalry may form a shooting 

circle if they are within 12" 

inches of an enemy Group or 

Formation. The Group will 

automatically move to maintain 

the same distance from that or 

other nearest enemy Groups. 

They fire at a minus one (-1) To 

Hit. They will remain in the 

shooting circle until the end of 

the next activation. The enemy 

may be stop this action by 

playing a Carpe Diem card. 
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