A SONG OF ICE & FIRE - 2021 EDITION Resolve this sequence whenever a unit makes a Melee or

Attack Sequence

Ranged Attack against an enemy.

Hit « Defense - Wounds « Panic

1 D6 per Attack die

Unmodified roll of 1

Unmodified roll of 6 (always)

Roll = the unit’'s To Hit Value

Any other result

1 D6 per Hit suffered, rolled by the defender

Unmodified roll of 1 FAIL (not blocked)

Unmodified roll of 6 (always) BLOCKED

Roll = Defense Stat BLOCKED

Any other result FAIL (not blocked)

o Each unblocked Hit deals 1 Wound to the defender.

o Unless stated otherwise, each Wound removes 1 model from the unit, always from the last remaining rank, starting from the right. A rank is only lost once its last model
is removed.
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2D6, rolled by the defender

The defender suffered no Wounds from this attack PASSED (automatic)

2D6 total = Morale Stat

2D6 total < Morale Stat FAILED

On a failure, the unit suffers 1D3 additional Wounds (the D3 result), with no Defense Save allowed. Even when automatically passed, the test still counts as having been taken — effects
that trigger from it remain active.

Combat Bonuses

CHARGE BONUS
Melee Attack following a Charge: re-roll any attack dice of your choice.
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Can | Declare a Charge?

Eligibility - Valid Target - Charge Distance - Alignment

Follow this tree when activating a unit, to determine if it
can declare and succeed at a Charge.
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° Valid Target

It must be in Line of Sight, within reachable distance (Speed + 6" at worst), and
the attacker must be able to align at least 50% of its tray to the target's, without
being obstructed.

o Is your unit unengaged?

Charge Distance: roll 1D6, Charge Distance = the unit's Speed + the die result*. Move the attacker straight

forward this distance, toward the target.

_____________________________________________________ P —

u Charge Bonus

If the Charge is Successful (and not Disorderly), the following Melee Attack lets
you re-roll any attack dice of your choice.

a Disorderly Charge

If the Charge Distance die rolls a 1, the Charge is
Disorderly even if Successful: no Charge Bonus, and
no Tactics cards may be played for the rest of the turn.

e Charge not possible

e Charge not possible

.....

o Successful Charge ** Q Failed Charge ***

* A unit may never declare a Charge it cannot potentially complete (distance to target < Speed + 6").

** Align the attacker at 50% or 100% with the target, then resolve 1 Melee Attack against it (see Charge Bonus box, and Disorderly Charge if the die rolled a 1).

*** The attacker makes a Panic Test (see Attack Sequence) and its activation ends immediately.



A SONG OF ICE & FIRE - 2021 EDITION Three independent priority rules — each applies in its own

Cards, Orders & Priority

situation, they are not steps to chain together.

One per Trigger » Simultaneous Actions » Turn Player » Re-Rolls

° One Effect per Trigger

If you have several Tactics cards and/or Order Abilities sharing the same trigger (e.g. "When a friendly unit attacks"), you may only use one of them each time that trigger
occurs.

EXAMPLE
A player has both a Tactics card and an Order Ability that trigger "when a friendly unit attacks." When their unit attacks, they may only activate one of the two.

u Simultaneous Actions: who triggers first?

When several effects could trigger at the same moment, the situation determines what happens:

CASE 1 — THE EFFECTS BELONG TO THE SAME PLAYER

That player freely chooses the order in which they resolve.

CASE 2 — THE EFFECTS BELONG TO DIFFERENT PLAYERS

1 The player whose turn it is announces first whether they trigger one of theirs.
2 If they decline, their opponent may then trigger theirs. Once they have passed, the turn player cannot go back and respond.

3 Once both players have declared their effects, they are resolved one at a time, starting with an effect from the player whose turn it is.

The same die may only be re-rolled (or forced to be re-rolled) once per player.

If both players have an effect that would re-roll the same die, the player whose turn it is triggers and applies theirs first. Their opponent may then use their own effect to
force another re-roll.

Previous results from a re-rolled die are discarded: only the final result counts.
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Terrain: Keywords & Examples

11 Keywords « Terrain Examples

Each Terrain piece has its own keywords that define its
rules.

Unless it has the Impassable keyword, a unit may end a move on top of a Terrain piece. If its shape prevents this, remove it from the table (noting its position) until the unit has moved far

enough away.

TERRAIN KEYWORDS

BLOCKS LINE OF SIGHT

Line of Sight may not be traced through this Terrain piece by
units not inside it.

DESTRUCTIBLE

While within 1" of this Terrain piece, units may perform a Melee
Attack targeting it to automatically remove it from play.

If the Attacker moved through or ended on this Terrain piece
during a Charge, they do not gain their Charge Bonus.

INSPIRING

While within Short Range of this Terrain piece, units gain +1 to
Morale Test rolls.

TERRAIN EXAMPLES

COVER

When tracing LoS for Ranged Attacks, it may not be traced
through this terrain piece by units not inside it.

ROUGH

Units moving into, out of, or through this Terrain piece subtract
1" from the total distance they would move.

FORTIFIED

If the Attacker moved through or ended on this Terrain piece
during a Charge, the defender gains +1 to their Defense Dice
Rolls.

HORRIFIC

While within Short Range of this Terrain piece, units suffer -1 to
Morale Test rolls.

Hedge @ Destructible m

Weirwood Tree m

Corpse Pile

Palisade

D
Blocks Line of Sight Destructible Impassable
Bog  tindering J Rough J

Stakes Destructible

Low Wall / Ruined Wall

This Rulebook only details the most common Terrain pieces. For any other piece, agree with your opponent on which keywords apply.

DANGEROUS

Units performing Actions while in this piece, or moving into it,
suffer D3+1 Wounds (only once during a Charge).

ELEVATED

Units on this Terrain piece may ignore intervening units and
Terrain when making Ranged Attacks.

IMPASSABLE

Units may pivot over, but otherwise never move into, through,
or end overlapping, this Terrain piece.



