THE JARLS SAGA QUICK PLAY SHEET


PLAY SEQUENCE


All roll 1 x D6. Highest chooses order of play


1st player checks Group Morale. Implements results.


1st player shoots. 


Recipients of damage check Individual Morale. Implement results.


1st player moves.


1st player melees.


Recipients of damage check Individual Morale. Implement results.


Repeat 2 to 7 for all bands.


Back to 1. 





MOVEMENT


Type�
Distance �
�
Walk�
6 inches�
�
Run�
8 inches�
�
Trot�
8 inches�
�
Gallop�
12 inches�
�
Reductions:-


1 inch for Well Armoured/Armoured


1 inch for Light Wound 


2 inch for Serious Wound


4 inch for Critical Wound (no run/no gallop)


ACTIONS


Mount/Dismount – no other movement


Looting – no other movement – H to H penalty


Swap weapons – not at run or gallop


Equip weapon – not at run or gallop


Aim – stationary for whole turn


Herding – not at run or gallop


Turn 180 – ½ speed – not at run or gallop


Linear obstacle – no more move after – confused


Rough going – ½ speed – walk only – confused


Back up – ½ speed – not at run or gallop


Doors – stationary for whole turn








GROUP MORALE


Checked by the band when:-	


Member receives Fatal Wound


Leader Knocked Down


Member has run away


Allied band has run away


Process:-


Roll % score


Deduct 10% for subsequent each cause after the first


Deduct 10% for each ‘missing’ warrior


Results:-


Final % Score�
Action�
�
91 – 100�
Carry on�
�
81 – 90�
Halt. Defend if attacked. Shoot normally�
�
61 – 80�
Halt 2. Defend if attacked. Shoot normally�
�
41 – 60�
Retreat. No shooting�
�
21 – 40�
Retreat 2. No shooting�
�
11 – 20�
Retreat home. Surrender if in fixed position�
�
1 – 10�
Run away�
�









INDIVIDUAL MORALE


Checked by warrior when:-	


Receives Lucky Hit


Takes Personal Damage


Process:-


Refer to IMT


Reduce IMT by listed factors


Roll 1 x D6


Results:-


If roll is equal to or below amended IMT then pass, no effect


If roll is above amended IMT then fail, difference between amended IMT and die roll gives enforced action


Factor�
IMT Reduction�
�
Light Wound�
-1�
�
Serious Wound�
-2�
�
Critical Wound�
-3�
�
Outnumbered 2:1�
-1�
�
Outnumbered 3:1�
-2�
�
Outnumbered 4:1�
-3�
�
Fail Difference�
Enforced Action�
�
Difference of 1�
Stood. May only parry in H to H�
�
Difference of 2�
Back away to safety�
�
Difference of 3�
Drop weapon & back away to safety�
�
Difference of 4�
Retreats to cover and retest�
�
Difference of 5�
Run away�
�
CONFUSION


Lasts for as long as the reason, recover automatically turn after the cause





Individual Morale Threshold (IMT)


Legend – 6


Veteran – 5


Fighter – 4


Follower – 3


Novice – 2











SHOOTING


Process:-


Refer to shooting ability


Modify with listed factors


Roll % score


Result:-


If roll is equal to or less than modified ability then hit!


Then 2nd % rolls to determine damage


If roll is above modified ability then miss, no effect


Shooter Factor�
% Effect�
Target Factor�
% Effect�
�
Critical Wound�
-15%�
In hard cover�
-10%�
�
Serious Wound�
-10%�
In soft cover�
-05%�
�
Confused�
-10%�
Shielded�
-05%�
�
Light Wound�
-05%�
At long range�
-05%�
�
Moved�
-05%�
Moved�
-05%�
�
Aimed�
+05%�
At short range�
+05%�
�
 Damage�
Unprotect�
Protect�
Armour�
Well


Armour�
�
Knock Down�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�









