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Background

The sudden and accidental death in 1288lexander II|

King of Scotland, left a vacuunthe subsequent death of
the only direct heir to the thrown, the Maid of Noryksft

the crown open to numerous dubious claims to the throne.
Dozens of pretenders laid claim to the crown on the
grounds of distant relations going back many generations.
Edward | of England seized this opportunity to proclaim
himself feudal overlord and declared John Balliol King of
Scotland, knowing very well that he could easily
manipulate this puppet figure head and shift the balance of
power into his own hands.

Under the iron thumb of English rule the Scots began to
rebel andwilliam Wallace was soon to rise to meteoric
fame as the leader of the rebelliontar@ling over 6ft 8ins
tall, Wallace was well educated, skilled in languages and a
fierce warrior with a savage reputation. In his early years
Wallace fought as an outlaw leading small raiding parties
against English supply columns and leading minor
skirmishes against English garrisons, but the murder of his
beloved Marion, was to propéNallace to take revenge

not only against the Shefrifesponsible, but to launch a
direct assault on Edward's forces and ultimately throw the
English out of Scotland itself with terrible consequences.

Wallace, fighting alongside Skndrew Morey was

knighted by Robert the Bruce and proclaimed High
Protector of Scotland. His skill and tactical brilliance won
the battle at ®ling where he employed the new pike
formation known as the 'shiltron’ - a densive circular
formation or doughnut of pikemen which was to prove so
decisive against the English cavalry

Launching direct assaults on England its@lgllace was

finally defeated by the English army lead by Edward
himself at the battle of Falkirk, Edward employing the
fearsome new Longbow to shatter the shiltron formations
before crushing the Scots with his heavy cavalry

In 1305Wallace was betrayed by Sir JohteBart and he
was executed, being drawn and quartered.

However with the demise of King John, Robert the Bruce
was crowned King of Scots at Scone and this saw a
renewed vigor grip the Scots. In 1314 King Robert the
Bruce lead his army onto the fields of Bannockburn, and
defeated Edward K’ forces against overwhelming odds
and won the freedom of Scotland. But it was not to last.

Overview of Forces

In general, the English armies that advanced on Scotland
significantly outnumbered the Scots numerically and
included lage numbers of heavy cavlary and although the
English armies also included even greater numbers of foot
soldiers, it was invariably the case that the mounted
knights would not only arrive at the site of battle first, but
would arrogantly rush headlong into battle before the foot
were fully assembled. English armies included pike,
longbow and some crossbolowevey the English armies
included lage numbers of poorly trained levies or
conscripts includingVelsh and Irish who were not wholly
dedicated the English cause.

By contrast the Scottish armies had no heavy horse, and
only small numbers of light hors€he majority of the
Scottish army was made up of pikemen. Some
longbowmen were also available to the Scots. However
the Scots were highly motivated and under the command
of King Robert, were highly trained and drilled at moving
at speed in the new shiltron formations.
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Rebellion

Rebellion is based on the ScottisarWwf Independence. These
rules ae designed to eate a fun and enjoyable game rather than
an acurate ecreation of the historical events. Thesées ae
available to download &e of chage, they a& your ules, and you
are invited to give your feedback and input to make the next
version betterNot evey comment will@sult in a ole change, but
evely comment will be listened to and examinexkeTthe
oppottunity to give someeally useful feedback.

This version of Rebellion contains newbes and changes to the
previous version. It is thefore advisable that yolead all the
rules in this version cafully.

Number of Players

The minimum number of players recommended for
Rebellion is two. However the game is very well suited to
playing multi-player games with three, fofive or even

six players; indeed the game plays much better with more
players With multi-player games each player simply takes
command of a particular noble and his retinue.

Measurements

All measurements are shown in inches with the exception
of base sizes which are shown in millimetres. Generally
the playing area should be no smaller than 4ft x 4ft square,
although smaller games can use 3ft x 3ft while some
specific scenarios may call for ader playing area.

Models

The game can be played with just a handful of models.
Wallace leading a raiding party against an English garrison
or attacking a supply column for example, up to the

Battle of Bannockburn, with armies exceeding 60 or even
90+ models in size.

Dice

While the majority of the time you will be rolling six sided
dice, you will also require a range of multi-sided dice
including 8, 10, and 12 sided dice. Heroes, Commanders
and certain weapon types employ the greater sided dice.

Base sizes

All Rebellion models will have round bases. Models are
based and moved individually

As each army can employ several heroes, it is necessary to
highlight the presence of each hero for the benefit of your
opponentTo aid game playall heroes and Commanding
models are based on ‘herobEses, bases with a rounded
rather than bevelled edge.

The standard foot soldier will be based on a 25mm round
base, however Captains and named heroes will use a 30mm
‘heroic’ style base. Cavalry models are based on 40mm
bases with mounted heroes on the ‘herézhm base.

Mounted Kings and Banner/Flag Bearers (both foot and
mounted) use a 50mm base. Finatlgage and hold

markers will use a 20mm base.

Record Sheet

It is important to keep a record sheet for noting the details
of your heroic models, recordirigctical points, Luck and
Stamina (or number of wounds) remaining.
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Rebellion

Model Charateristics

Each soldier in Rebellion has the following characteristics
which make up his profile and describe his fighting ability

Skill (Sk), Armour Class (Ac), tamina (%) and

Courage (C). Heroes have three additional characteristics,
Tactical (T), Leadership (Ls), Luck (Lk).

Weapons

The weapons available to each type of soldier or hero are
shown on the profilesThe profiles also show the damage a
weapon will do. If a weapon damage is shown in brackets
i.e. Two-handed sword (d8+2) it means the weapon can
only be used with two hands. If the damage is shown like
this d6(+1) it means that the weapon can be used both a
single handed weapon or as two-handed weapon gaining
+1 on the dice throw when using the Melée chart.

Models employing a two-handed weapon can use a small
shield but cannot use a dg@r shield. Shields can be carried
however and provided the model is not in combat at the
start of the combat phase, he can switch to a single handed
option and use a lge shield.

Organisation

A Rebellion army is made up of warriors or soldiers, and
heroesThere are two types of hero, named heroes and
unamed or minor heroes. Each army can have up to three
CommandersA Commander must be a named hero.

In a lage army employing three Commanders, the force is
divided into three sections or 'battléhe Vanguard
(forward), the Main battle and the Rgaard.The
Commander of th&anguard is the overall commander of
the army and should be the hero with the highest
Leadership score on his profile.

In addition to the Commanders, the army may contain any
number of lower ranking heroes and captains - these may
be either named or unnamed heroes, but the three
Commanders must always be the highest ranking heroes in
your army as shown by their Leadership values.

Each named hero comes with a personal banner bearer at
no cost unless the profile of the hero states no bahmer
addition, each army receives the appropriate National Flag
bearer at no costt &eoge's cross for the English player
and the Scottish Saltire ot Sndrew's cross for the Scots
player Banner bearers are by default on foot, they may be

mounted if the player so chooses but horses must be
purchased for them.

Models should be grouped into units or 'battles' under the
leadership of a Commandétowever smaller units may be
lead by both nhamed heroes or unnamed captains within

your army Each hero commands all subordinate models
within his command range including lower ranking heroes
(heroes with a lower Leadership scof)e sphere of

command for a named hero is normally 6" radius.

Unnamed heroes or captains can also lead troops but have a
smaller sphere of command, normally 3" radius.

Heroes on foot are not permitted to command cavalry
models. Cavalry models ignore the command zones of
friendly heroes on fooThe exception to this rule is the
King who commands any friendly model within his
command radius regardless of wether he is on foot or
mounted. Mounted heroes however may command
foot soldiers and subbordinate heroes.

Note that a named headwaysoutranks an unnamed hero.
Unnamed heroes are always subbordinate to named heroes.

Movement

All models in Rebellion are moved individual®nce a

model has been moved and the player has started to move
another model the first may not be repositioned. Models
should therefore be moved carefully and players should
plan their moves in advance. Movement trays may be used
to move units more easily if both players agree to their use.

Each model type has two movement rafeljance
(walking) and Chaye (running)Withdraw or 'Fall-back’ is
also possible (walking backwards).

All models should end facing the direction of their last
movement unless they are falling-back.

Movement Rates

Foot - light Advance: 4" Chage: 6"
Foot - heavy Advance: 4" Chage: 5"
Cavalry - light horse Advance: 6" Chage: 12"
Cavalry - heavy horse  Advance: 6" Chage: 10"

Fall-back - all unit types Retreat: 2"

Rough Terrain

Rough terrain reduces the movement rate by\Viien

moving uphill movement is also reduced by 1", and

similarly increased by 1" when moving downhill. It should

be discussed before the game begins which areas are rough
terrain and which are impassablEhese penalties are
cumulative, so if models are moving uphill through rough
terrain their movement rate will be reduced by 2". Players
may decide before the game begins that particularly rough
terrain should have a tarrif of -2" or may even be
impassable.

Interception

Models in Rebellion do not exert@ntrol zone'but may
instead move up to 1" to intercept any opposing models
that move within 1" range at any time. If an enemy model
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Rebellion

moves in a straight line directly into base contact then the
defending model should not move. If however an enemy
model is attempting to move past or around the defending
model within 1" range and the defending model is not
engaged in combat, then the defending model is entitled to
intercept the enemy model. Interception is allowed even if
the defending model has moved already

Note that the decision to intercept is the choice of the
defenderHe may choose to allow the enemy to move past
him, perhaps in preference to advancing himself.

Although pole-armed models need only be within 1" range
to strike a blow in combat, these models are nonetheless

required to move into base contact if they wish to intercept.

Moving into Combat

The maximum number of models that may move into base
contact to attack a single opposing model is thke@o

time may the ratio of 3 to 1 be exceeded. HoweRele-
armed models not in direct base contact do not count
towards this total, so there is no limit imposed on the
number of pole-armed models that can be brought to bear
except that they must be positioned no more than 1" from
the taget model.

Turns

The game is played as a series of turns. However it is not
merely a 'your turn, my turn' system of pl&ystead the

units will move in a random sequence of play determined
by the 'initiative dice rolls'. Each turn is subdivided into
turn phases as follows:

Initiative Phase

Both sides dice for initiative using one dice for every
Commander on the field. Note that Kings and the use of
Tactical Points can increase the number of initiative dice.

Command Phase

Players take turns in moving units under the leadership of
each hero in the order determined by the initiative rolls.
Any other units move in turn until all units have moved.
Archery is also resolved in the Command Phase.

Combat
Any combats are resolved.

Courage Tests
Any soldiers out of command range of a friendly hero must
test for courage.

End Turn

Victory conditions are checked.

Initiative Phase

Any kind of action or movement is done in a sequence
determined by the initiative dice. Each player takes one d6
(six sided dice) for each Commander he has on the battle
field. Players roll for each Commander in turn placing the
dice with the scores rolled showing adjacent to each
CommanderThe dice rolls show the sequence of play
starting with the highest score moving first.

Adjusting the Initiative Roll

After all initiative dice have been rolle@actical points can
be spent to increase or decrease the initiativeToére is

no limit to the number ofactical points that can be used to
adjust the initiative roll. So for example, tWactical

points may be used to increase a roll of 4 to 6. However
Tactical points may not be used to alter the dice roll higher
than a 6 or lower than a 1.

If two Commanders have the same initiative score (e.g.
both sides have 6's for example after any adjustments) then
the Leadership score of the Commander will determine
which has priority over the othérhe Commander with the
highest Leadership score has the choice of moving first or
second. If the Leadership scores are also tied then the
players roll-of to settle the matteff only one player has

two or more Commanders with the same initiative score
then the player chooses priority

Command Phase

Players begin to move or command their units in the order
dictated in the initiative phasAfter both players have

moved their units led by their Commanders or heroes that
gained an initiative dice, there may still remain some units
or models which have not yet movétdhe side which

moved first then completes the phase by moving all
remaining models that have not yet moved, followed by the
other side.

In the Command phase the hero may issue any of the
following commands to models within his command zone.

Advance
Charge
Melée
Shoot
Fall-back
Retreat
Halt

Players may choose not to move a particular unit in which
case the unit is considered to be at.rest

Advance

The leader is not required to move, but if he does, then he
must move firstAll models may move up to the maximum
Advance move rate and must end their move within the
command radius of the leader that called the order to
advance. Note that models may exceed their standard
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movement rate if gaining a bonus for moving downbhill.
Advancing Models may not engage the enedits that
have been chged may noAdvance.

Charge and Counter Charge

Before the player can declar€Caamge, the player must
identify an opposing unifThe hero declaring Chge must
have a clear line of sight to an enemy modlak player
places a Chge Marker (a sword) against an opposing
model that his hero can legally char

Units that have been clyid may not declare ch, but

may elect to counterthage.A counterchage may only be
declared against a unit that has geakthe unit currently
moving, it is a response to being ajd. You can only
counterchage a unit that chged you.

A Charge or CounterCharge must be lead by the hero
calling the chage, so the hero must be the first model to
move and he must be able to move in a straight line
directly towards the enemy model identified by the ghar
marker and he must exceed tAdvance movement rate.
If a Chage or CounteChage is declared against a unit
that is more than twice the size then a Moii@st must be
made, seéMorale Tests!

Chaging models must move in a straight line each turn and
must exceed thekdvance move rate, but do not have to
move full speed. If for any reason a diag model cannot
exceed thédvance move rate (because of rough terrain or
obstacles perhaps) then the model will not be eligible for
any combat bonuses normally awarded for gimgr models

if he engages in combat this turn.

Players are not permitted to declare geamn opposing
units that are already clyang or engaged in combat.
HoweverTactical chages are permissable at any time (see
Tactical Chage) and it is also permitted to char

retreating units.

If a chaging model engages an enemy model before
exceeding théddvance move rate, then provided the
chaging model exceeded the standard move rate in the
previous turn the chge is legal and all bonuses apgfy
however the chage was called this turn and the diag
model did not exceed the standard move distance before
engaging the enemthen the chae is not legal and chge
bonuses are not applied.

WhenCharmge or Counter Chageis declared the following

sequence applies;

1. A chage marker (shield) is placed adjacent to an enemy
model showing the unit that has beemyéded.

. The hero must move first and must exceed his standard
Advance movement rate.

. All models including the hero must move in a
straight line.

. The player may choose which models join his hero for
the chage. models exceed their standadizance
movement rate where possible and end their move
within the herc8 command zone or in combat.

N

w

N

All charging models that exceeded their standard
movement rate before engaging the enemy will gain +1 on
the Melée chart, plus they gain an advance bonus.

Charge Bonus

When a chajing model wins a combat he gains +1 to his
damage dice when consulting the Melée chart. In addition,
when a chaging model wins a combat and the opponent
has backed awaye may advance up to 1" (cavalry may
advance 2") and engage in a second combat (possibly with
the same model agaimhich should be resolved
immediately The advance is a continuation of the dear

and should be in a forwardly direction, and not a move in
reverseThis bonus is optional and only applies once.

CavalryCharge Bonus

When cavalry chae they gain an additional dice when
rolling to win the fight, this reflects the momentum and
power of the horse which itself becomes a formidable
weapon when it smashes into the enemy lines.

In addition to the appropriate skill dice for the rideght
cavalry gain a d6 while heavy cavalry gain a & two

dice will count as two attacks when calculating the combat.
Example: Heavy cavalry model armed with lance and
Chaming vs pike-armed modéfolding.

The two models engage when the cavalry model moves
within 1" range of the pikeThe pike model has +1 for
Hold so the player will roll a d6 and add +he cavalry
model has a d6 for using a lance plus a d8 for the heavy
horse at chge.The cavalry model may also has adar
shield as the lance is a single handed weapon.

Charging Cavalry

Infantry units are not permitted to charor counter chge
cavalry units unless they outnumber the cavalry unit
numerically two-to-one and pass a morale test. Only if the
infantry have more than double the number of models may
they test for morale and declare a ¢eaor counter chge.

Charging Pike
Horses will not willingly commit suicide by running onto
something sharp so they will shy away from diirag onto

pikes.To reflect this, cavalry models must pass a courage
test before chging into range of a pike model. It is the
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horse that must make the courage test and not the rider
A horse has a courage ofAhy cavalry model that fails
this courage roll must still move but may not engage or
move into strike range of an opposing pike model.

Ending a charge

A Chamgeends with the engagement of the enemy - or if
three successive clggr moves have been made and the
enemy is still not engaged. Models cannot ghanore

than three times before slowing dowlithey may not

chage again until they have spent at least one turn at rest
(not moving). If a chage is halted or the enemy are not
engaged after three turns then the following move must be
made at fullAdvance speed (sedalt’ rule).

Responses to Charge

If an opposing chge marker has been placed anywhere
within the command zone of the hero about to take his
move, either this turn or in a previous turn then the unit is
considered to have been ofpadl and is under thredthe
responses to being clgad are more limitedddvance,
Chage and Fall-back are not permitted.

The following are possible responses to beinggetir
Counter-Charge

Hold

Melée

Shoot

Retreat

Holding

Holding is a response to be ched.WhenHold is

declared, a Hold Marker (shield) is placed adjacent to the
Chage Marker If the unit declaringHold is less than half
the size of the chging unit, then a morale test must be
made - seéMorale Tests'When a unit idHolding, all

models may move up to 1" in any direction to gamise

and form ranks - they may do this each turn they continue
to Hold.

Holding models will gain +1 to their dice roll to win a
combat in the comat phase. Models that have a shield may
also use the shielding rule when combat begins,
see'shielding’.

Shoot

When archers are clygad they may respond by shooting
direct fire (not volley fire) se®rchery’ for details of
resolving direct fire.

The command to shoot is specific to units of archers or
crossbowAs only one unit command may be issued per
turn it is sensible to separate your archers into their own
units under the command of a hero or minor hero/captain.

See‘Archely’ for details of how to resolve archery fire.

Retreat

Reteatallows a unit to chae away from another unit.

Normally with Chargethe unit must aim to engage an

opposing unitWith Reteatthe following rules apply:

1. All models must move, including the hero, and must
exceed theinormal movement rate where possible.

3. Models are not bound by the rule to end their turn

within the command radius of the hero.

All models must move in a straight line as if diag.

Retreating models may not engage the enemy

All models will continue to retreat bthe table unless

a successfuHalt' is called.

7. Models will not gain any chge bonuses if they are
engaged in combat.

8. The Hero calling the retreat is not required to move
first as with chage.

9. All retreating models must move in the direction of the
nearest friendly or neutral table edge.

o ok

Melee

The Melée command can be used as a spontaneogg char
if the enemy unit moves within range. In order to declare a
Melee at least one friendly model within the hero’
command zone must be within cgarrange of an opposing
model.The hero decalring the clugr is not required to

move, but if he does, he must move fifdt.models may
move up to the maximum clygr move rate, they may

move out of the command zone of the hero provided they
end their move in base contact with an enemey model.

Models arenotrequired to move in a straight line as with
Chamge Models ending in combat do not gain ader
bonuses.

Impor tant: A maximum of thee models can engage any
single enemy in base-to-base contact.

Fall-back

Similar toHold - except all models must moesvayfrom

the enemy - up to a maximum move of 2". Models are not
required to move, and the hero may move last. Models are
not required to face the direction of their last movement.
Falling-back models may not engage the endvtodels

falling back are not required to make a morale test and may
use'‘shielding’ if engaged. Se&hielding’.

Halt

Once aChamge, (Chage, Counteicharge or Reteat) has
started it can be very diifult to stop.

To Halt a Chamge, the hero leading the unit must use his
leadership skill (Ls). Roll a d10. If the score rolled exceeds
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the hero's Leadership score, then the roll was unsuccessful
and theChamge continues. The hero may spend one or
moreTactical points to decrease the dice score rolled in
order to successfully pass the roll.

If the Roll is successful, théharge has been halted,
however you can't stop a cigaron a dimeAll models that
chaged last turn must move the maximiéavance
movement rate before stopping. In this slow down round,
Chamerules no longer applyhe hero still moves first but
movement need not be in a straight line, retreating models
may not engage the eneniNote that Chaye combat

bonuses will no longer apply as tAdvance move rate has
not been exceeded.

Combat

To calculate the result of a fight, both players first roll to
try to win the fight and then roll on the Melée chart to
determine any wounds. Each players takes one dice for
each model in the fighT.he appropriate dice required for
each model is determined by the Skill (Sk) rating on the
models profile:

Skill Rating Dice type
1-3 dé
4 ds
5 dio
6 di2

Both players roll simultaneously unless one player elects to
shield, seéShielding’. The highest dice score wins the
combat, remember that modélslding get +1 on their

dice roll to win the fight. In the event of a drawodels in
base contact with either a King or a Banner win the draw
otherwise if the result is still tied then the model with the
highest skill will win the drawlf both models have the
same skill score then both models are considered to have
parried each oth& blows so the result is that no wounds
are inflicted and the combat is considered resolved for this
turn, however all models must back fbm the combat,
see'backing off.

Multiple Combats

When two or three models are fighting a single opponent
the scores are totalled and the highest total score wins the
combat. Howeverthe defending model is able to split his
score and still strike a blow despite losing the combat.

Example 1: Thee English vs one Scots ber
In this example, the Scottish player Neallace with a
fighting Skill of 6 - and so he

uses a d12The English player rolls 4, 6 andThe
Scottish player rolls 6.

The English player wins the combat because his total score
of 11 beats the Scottish playei6. Howeverthe Scottish
player is able to split his score - he cannot stike blows
against the pole-armed soldibut he can beat the 4 with 4

of his 6 points (he will win the draw because of his higher
fighting skill) and use the remaing 2 points to win against
the English playés roll of 1 winning the second combat
also. So, although losing the combAfllace never the less
parrys the blow from the pole armed model and gets one
strike against the English sword-armed model before taking
a blow from the two-handed axe.

Once wounds are resolved tallace model must back
off at least half an inch because he lost the combat.

Striking Blows

When blows are struck, the weapon type determines the
type of dice that will be used on the Melée chart. Most
soldiers will use a d6, but heavier weapons may use a
larger dice such as a d8 or have a bonus apfliesl.
weapon damage is shown in the profiles.

When the number of blows has been determined, consult
the Melée Chart to resolve if any wounds are inflicted.

To use the Melée chart look down the left to find the Skill
level of the winning model and look accross to find the
armour class of the losing modéThe dice roll must equal
or exceed the number indicated by the chart.

If a wound is inflicted the losing model reduces his
Stamina score (% by one. If the famina is reduced to zero
the model is killed. Most models have only orian@ina to
begin with and so they are killed with a single wound,
however models employing a shield have a saving throw
see'Shields.

Some heroes have up to thréarina and can survive
several wounds before being killed. Heroes can also
attempt a saving throw when wounded using their Luck,
see'Using Luck’. This is in addition to using the shield
saving throw

Veteran Soldiers

When designing your armyou may wish to consider

using veteran soldierAny of the standard foot soldiers

and minor heroes/captains may be upgraded to experienced
veteran soldiers at an additional cost of two points for each
model. Only entire units may be so upgradésteran

soldiers reroll any ¥ rolled to win a fight in combat.

Veteran archers do not reroll when fighting in close combat
but instead reroll any 4'rolled when shooting.

Backing off

Once combat and wounds have been resolved, the losing
model or models must backf@ minimum of half an inch
(and up to a maximum of 1") from the winning models.
Other models not engaged in combat can move to make
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room for the model to withdrawModels backing dfor
making way cannot engage in a new combat.

If the losing model is unable to withdraw the minimum half
inch required, then the losing model is considered to be
surrounded (or trapped against something). Surrounded
models automatically receive an additional wouFtus
automatic wound can be negated by a successful shield
saving throwif the shield has not been used alreahd

also by using Luck.

Example 2: One Scots war vs one English
The English soldier wins the combat because 6 beats the

score of 4 rolled by the Scottish player

The English player will now roll for wounds using the
Melée chart. If the English player successfully wounds, the
Scottish model has a small shield and will deflect the blow
on a score of 6. If the Scots model is still alive, he must
back away from the English model a minimum of a half an
inch (maximum 1").

Shields

There are two types of shield in Rebellion. Small shields
and lage shields. Small shields may be used at the same
time as using a two-handed weapon, howeverge lghield
cannot be used when employing a two-handed weapon.
The Scottish round shields and the smaller kite shields
(such as those supplied with the English foot soliders) are
considered to be small shields, while thgéarkite-shaped
shields used by Knights are considered to hgelahields.

Large shields may be carried on the warrior/rehzck

when using a two-handed weapon, but this means the
model may not use shielding or benefit from the shield
saving throw if wounded. Carrying the shield does enable
the warrior/hero to change to using a single-handed weapon
and employing the shield if he chooses. Models may only
change weapon and shield options if they begin the combat
round not engaged, otherwise they must keep with the
equipment options they last employed.

Models engaged in combat who are using a shield have a
saving throw when a wound is indicated in combae
defending player rolls a d6. If the model has a small shield,
a roll of 5+ indicates a successful save and if the model is
employing a lage shield, a roll of 4+ indicates the blow is
taken on the shield, no wound is inflictddhe combat is

considered resolved for this turn, however the defending
model must back-bfrom the combat, seéBacking-off .

This shield saving throw can only be used to negate one
blow per turn. If two wounds are scored against a particular
model he may only use the shield saving roll to deflect one
of them.

Sheilding

Models engaged in combat who are armed with a shield
may choose to shield rather than strike a biBhielding

must be declared before the dice are rolled and any models
shieldingmust roll first. The player then has the option to
re-roll the dice if he wishes, but if he does choose to re-roll
the second roll stand$he other models then roll and

combat is resolved as normal except that shielding models
do not strike blows if they win the combat. Giiag

models (including counterhaging and retreating models)
may not use the shielding rule.

Pole-arms

Pole-armed models need not be in base contact to fight, but
can attack from a distance of 1", thus the opponent cannot
strike blows in return unless he is similarly armed.
Pole-arms include; Halberd or ‘pole-axe’, spears, lances,

and pikes. Models using two-handed pole-arms may
employ a small shield, but may not use gdashield.

Note that the lance is a single handed weapon, soge Lar
shield may be used with a lance. Only cavalry models may
use a lance. If the rider is unseated, the lance is lost.

Throwing Spears and Darts

Some warrior types have throwing spears or darts (javlins)
included in their inventorySpears may be thrown at any
time during the modelshove and aimed at any enemy
model within 6".

To throw the spear roll a d6 and score equal or less than the
warrior's skill scoreThe damage roll to wound for a spear

is a d6.Warriors are not limited to the number of spears

they can throwbut they may only throw one per turn.

Archery

Archery includes the use of shortbows, longbows and
crossbowsArchers are formed into archer units and fire
together under command of a captain or hero model.
The maximum number of archers in any given unit is ten.
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Archer units are not permitted to cfaror countechage.
Archers may move up to 1" and still shoot.

When archer models find themselves out of range of the
command zone of their own captain or hero they always
desert and are removed from the board as casulaties.

Archer models are not permitted to mix with another unit.

Archery fire is calculated as group fire, with all archers in
the unit firing together rather than as individual shots.
There are two types of archery fiditectandvolleyfire.
Note that crossbows manpt use volley fire.

Archers may be mounted but only for convenience of
transporationThey may not chage, but they are permitted
to retreat and full speed. Longbow and shortbow are not
permitted to fire from horseback, they must first dismount.
Mounted crossbow are permitted to fire whilst on
horseback, but again they may not d¢fear

When archer models dismount, simply replace the mounted
model with a foot version. It can be assumed that the
horses are tethered somewhere nedrbg archers may
remount at the start of the round if they are not in combat.

Direct Fire

Direct fireis used at short range and wheméds are in the
line of sight of the shooting model.

All archers firing must have clear line of sight to the enemy
models Archers in the second rank may fire past the front
rank provided they can see between the models in front of
them. If other friendly models are in the way of the shot,
the archer may not firdrchers may fire into combats
provided they have a clear sight to the enemy model,
however there is still a fair chance that the shot will miss
the intended tget and hit another model involved in the
combat. If a hit is indicated dice fairly to see which model
in the combat was hit.

The shooting player may pick his gets, however no more
than three archers may fire at any singlgeamodelThe
target must be within range otherwise the shot falls short.
All shots must be declared before hits are calculated.

Ranges Close Rangéhalf)
shortbow 18" 9"
Longbow 24" 12"
crossbow 30" 15"

Hits

To hit the taget the player must roll less than or equal to
the archersskill. If the taget is at close range the archers’
skill is increased by +1Veteran archers may re-roll if they
roll a 1. If a cavalry model is hit, roll 50/50 for horse

or rider

If there an object in the waperhaps a wall or another
model, roll 50/50 to determine if the arrow hits theéhror
the other object or miniature.

A hit counts as a wound unless the model is wearing heavy
armour or carrying a shield.

Armour and shields

Models with an armour class of 5+ will save if they roll a 6
on a d6. Models using shields may deflect the arrow in the
same way as with combat, with a small shield saving on a
5+ and a lage shield saving on a 4+. Models may save for
armour or shield, not both.

Similarly, heavy horses due to their size save on 6, while
armoured or barded horses will save on a 5+.

Volley Fire

Volley fire is a shot fired up into the aonly the
commanding model is required to be able to see thettar
Volley fire has an increased range over direct fire but is
less accurate. Shortbow and longbow may use volley fire
for increased range, crossbows may not use volley fire.

The range for volley fire must exceed the direct fire range
for the weapon however the maximum range is double the
direct fire range.

The captain commanding the archers must have a clear line
of sight to the enemy unit that is thegatr of the volley

fire, he must be able to see 5 or more models clefly
opposing unit that his hidden behind a hill for example my
not be fired upon.

Ranges
Shortbow 18" to 36"
Lonbow 24" to 48"

The intended centre point or gat of the volley fire is
indicated by an arrow marker (a 20mm base with arrows).
Next the shooting player must estimate the range to the
target in inches measuring from the captain to the arrow
marker Remember that the range must exceed the direct
fire range for the weapon and be no greater than the
maximum rangeThe range to the tget is checked and the
marker repositioned according to the plagesstimate.

Deviation

To calculate further deviation, the player rolls one d8.
The 8 sided dice is pointed at each end and the dice
naturally points the direction of the deviatidie score
indicated by the dice shows the distance in inches.

Copyright © 2007 Robert Soutar, Ebob Miniatures. All Rights Reserved. Website: www .ebobminiatures.com



Rebellion

However a score of 8 indicates that the shots are gattar
an there is no deviation. Otherwise the arrow marker is
again repositioned.

Area of efect

The area of ééct for the arrow fall is a circle 3" radius
from the centre of the arrow mark@rdinarily all models

in the taget zone may potentially be hit, however if there
are more than 12 models in thegetrzone then only the 12
models nearest the centre of the areafettefre potential
targets.A model is considered to be inside they&drzone if
any part of the base falls within the area dééat

Hits

The shooting player rolls a d6 for each archer shooting in
the volley Any 6's indicate hitsVeteran archers may fire
twice so roll the dice a second time if you are employing
veteran archers.

For each hit indicated roll a dice to determine which model
has been hit, roll randomlfFor 10 models use a d10 for 6
model use a d6, forlilmodels use a d12 and re-roll a 12.
etc. Players should agree how the models will be counted
off before the dice are rolled ie. counting from the left for
example. If a cavalry model is hit, roll 50/50 for horse

or ridet

A hit counts as a wound unless the model is wearing heavy
armour or carrying a shield.

Armour and shields
Saving throws for armour and shields are calculated the
same as for direct fire.

Morale & Courage

A morale test is for testing the courage of a unit of men.
Morale tests are done when Ggiag or Holding against a
superior force or if the army is reduced to 50% in size.

A courage test is for testing the courage of an individual.
Courage tests are made when a soldier finds himself
outside of any friendly command zone or if a unit fails a
morale test.

Heroes and minor heroes are never considered to be outside
of a command zone since they exert their own zone of
command.

Morale Test

Each model has a Courage score from \MBen a Morale
test is called - against a unit (a unit is all the models within
the command zone of a commander or hero model) take the
lowest courage score in the uditd +1 for each hero or
minor hero and +1 for each banner in the unit, this is the
unit's Morale Score. Note that the maximum unit Morale
Score is 9The player rolls a d10. If the roll is greater than
the Morale Score the unit fails the morale t&&e leader

(the hero with the highest Leadership in the unit) of the
unit can attempt to save the situation by using his
Leadership abilitysee'Rally’.

When an army gets below half it's originalestgth, unit
morale tests & compulsoy at the end of each turn.

If the morale test is failed then all models including the
heroes must make Couragests to stay on the field, roll

the courage tests for the highest ranking heroes first. Only
when the army is below half strength and a unit fails
morale is the hero required to test his courage. Only
superior heroes (heroes with greater Leadership scores)
may attempt to rally another hero.

Courage Test

If a unit fails a morale test, or if a soldier is out of range of
any commanding hero (perhaps the hero was killed in
combat) then a Couradest is called forA Courage test is
done for each individual model. Simply roll a d10. If the

roll is greater than the model's Courage score then the test
is failed and the model is removed from the table as if he
was a casualty unless the model is within range of a hero
that may attempt to Rallyf there is a hero or captain that
can attempt to Rally then he may try to save the models
from being lost, setRally’.

Models finding themselves outside of any friendly
command zone at the start of the following turn may move
in the Command phase after all other units have moved,
however they may not engage the enemy and will have to
test for courage again if they end the turn still out of range
of any friendly command zone.

Rally

len a unit fails a morale test all the models must pass a
Courage ®stto stay on the field, otherwise they are
removed as casualties. Howevathero may attempt to

rally any men within his command zone.

As the courage tests are made for each model and an
individual fails courage, make a Leadership roll, rolling a
d10 and comparing with the hero's Leadership score. If the
roll is less than or equal to the herd'eadership, the
individual model stays on the field and is considered to
have passed the courage test. Roll for each model.
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Banners

Banners are an important feature of any medieval.army
They denote the presence on the field of particular Knights
and in the game, they play an important roll in command
and morale.

Each army gets one national flag bearer free unless the
scenario rules specifically stdteo banner' The English

army receives the 'Cross df Geoge’, and the Scottish

army gets the tAndrew's Cross' or 'Saltire’ at no cost.

All named heroes including randomly generated heroes
receive a free personal banner beakdree banner

consists of a foot soldier mounted on a 50mm base carrying
a banner and armed as described irAttmey profiles.

Note that if a named hero is killed, his banner is also lost
and both models along with any personal squires are
removed from the board as casualties.

What do banners do?

Ordinarily a named hero has a command radius of 6".
However when a named hero has his personal banner
within 6" his command range increases to 12" radius.

When a banner is in base contact with a model that is in
combat, the model in the combat will win in the event of
a draw

In addition, if a Commander or named hermibase
contactwith his personal banner at the beginning of the
turn, he gains a freBactical point which can be used in
that turn.Tactical points gained from banners cannot be
stored for future use. Banners also have &etebn
Morale and Courage tests - skrale & Courage €sts!

When a banner is in combat the model fights as if armed
with a short swordThe bearer may employ a dgr shield.

If a banner bearer is killed, the banner may be taken up
immediately by a friendly soldier within 1" range,

otherwise the banner is lost. Banners may not be passed on
to heroes or minor heroes in this way

Heroic Standard bearers

Certain heroes are shown under their profile as being a
‘Standard bearéin their list of special abilities.

In medieval armies it was a great honour to be chosen to
carry one the main standards at the head of the, amaly
this honour was bestowed upon the K&giost loyal and
experienced Knights and Commanders.

Heroic standard bearers are not permitted to carry their
own banner or that of other named heroes, but they are
permitted to carry either the appropriate national flag
banner (Saltire ortS5eoge’s Cross) or the King'own
standard. Other banners also fall into this category and are
listed in the profiles section, but include the ‘Dragon
Standard’and the standard of the ‘Swan Knights'.

It is not compulsory that a hero who has ‘standard bearer
in his profile to act as a banner bearer but if the player
chooses he may remove oridinary banner model in favour
of the hero carrying the banner

Heroic banner bearers however must be mounted. If the
hero dismounts for any reason the banner is lost.

Heroic standard bearer models remain on a 40mm heroic
base, they do not require a 50mm base unlike ordinary
banner bearers. So long as the hero carrys the banner his
personal command zone is increased to 12" however he
does not recieve Bactial point from the banner since it is
not his own personal standard. In all other respects the
model is regarded as a banner beartrer models will
receive combat bonus if in base contact and the banner
counts when calculating a morale roll.

At no time may the hero pass the banner to another model,
and he may not use a two-handed weapon unless his profile
includes the special abilitiKing’s Champion’.

Heroic standard bearer models will need to be modified
from the existing models available using a spare wire pike
and a banner printed out from the pdf files available from
the eBob Miniatures forum:

http://ebobminiatur es.proboards33.com/
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Heroes

Heroes and captains play an important leadership role in
Rebellion, but they are also powerful figures in their own
right. In addition to the normal profile, Heroes and Minor
heroeshave Luck, Leadership arf@ctical points.

Luck

Regardless of physical prowess, some characters are just
more lucky than others.

Luck can be used to:

Make a saving throw when wounded.

Adjust the dice to hit when shooting.

Increase the dice roll to win a fight.

When a hero or captain receives a wound for example, he
can attempt a saving throw using his Lutd.test for luck,
roll one d6.The score rolled must be less than or equal to
the heros Luck score to pass. If the luck test is passed the
effects of the wound are negated, the wound is not severe
enough to reduce the hes®amina.

Luck is not something can be relied upon howgeser
whenever a luck roll is made, the harbick score is
reduced by one.

Leadership

Leadership points determine the rank of the Hero. If there
are two or more heroes on the field the hero with the
highest Leadership score is the superior ranking hero.
Leadership is also used for:

Making Unit Morale Tests see'Morale & Courage.
Rallying tr oops that have lost couragesee'Rally’.

Halting a Charge or Retreat, see'Halt’ .

The hercs Leadership score is permanent, and is not
reduced as the result of using his Leadership skills.

Tactical

Tactical points reflect a hemability to lead his men and
also show his experience and grasp of combat tactics.

Tactical points can be used to:
Adjust the initiative dice roll.
Purchase an initiative dice.
Advance aftercombat.
Declare aTactical Charge.

Tactical points may be used to increase or decrease the dice
roll for initiative. Tactical points may also be used to
purchase an Initiative dicény named or minor hero who
begins the turn without an Initiative dice for whatever
reason, may purchase an Initiative dice at the cost of 2
Tactical points.

A singleTactical point can also be used to enable a hero to
advance up to 1" into a second combat after winning an
initial combat.The hero may advance even if all opponents
in the first combat were not killed.

At the cost of Zl'actical points, a hero can declare a
‘Tactical Chage’. A tactical chage is when the unit is
chaged to point on the table without the requirement to
engage the enemyhe chage marker may be placed
anywhere on the table up to a distance no greater than 3
chage moves from hero declaring the move. Otherwise all
normal rules for chage apply see ‘Chaging’.

Chain of Command

Subordinate Commanders who begin the round within the
command zone of a superior Commander do not have their
own initiative dice but instead move when the superior
Commander calls a move, taking their men with them -
however they are permitted to move out of the command
zone of the superior Commander thus splitting the unit and
gaining an Initiative dice of their own in the next turn.

Positioning subordinate heroes or Commanders on the
outer edge of a command zone is a useful way of creating a
larger single unit under one command. In this way gelar
force can be brought to bear on a smaller enemy unit
forcing your opponent to make Morale tests.

Special Abilities

Named heroes can have a number of SpAtidities noted
on their profilesThese abilities can greatly increase the
hero’s efectiveness. Each ability and itfesdt is

listed below:

1. Charismatic Leader
Can command cavalry even if on foot.

2. Tactical Commander
Can chage to any point on the table as pEactical
Chamge’ but at no cost.

Copyright © 2007 Robert Soutar, Ebob Miniatures. All Rights Reserved. Website: www .ebobminiatures.com



Rebellion

3. Superior General
Can stop a chge, countechage or retreat without a
the need for a dice roll.

4. Inspirational Leader
All models in the command zone have a courage of 6.

5. Deadly blow
Can kill on a 6+ regardless of how many wounds the
opponent has. Opponent can only save if he makes a
successful luck roll to save one wound.

6. Veteran Commander
Can move first regardless of Initiative roll, once per
game. In addition &eteran Commander re-rolls any
1's rolled to win a combat.

7. Standard Bearer
If mounted, the hero is permitted to bear the
appropriate national flag bannéne Kings banner or
any other ‘inspirational standardghich are listed in
the profiles sectionThe hero remains on a 40mm base
rather than using a 50mm base, but otherwise he is
regarded as a banner bearer

8. Great Patriot
Commands a 12" radius when mount€lis applies
even in the absence of a personal banner

9. Warrior King
A Warrior King is an experienced combat veteran with
the ability to win battles with skill and tactical
brilliance.A Warrior King may transfer onéactical
point per turn from his permanent store of points to
another hero on the field.
10. King's Champion
A Great warrior can wield a two-handed weapon with
one handThe hero is counted as using a two-handed
weapon but he may at the same usegelahield or
carry a banner etc. as if fighting with a sidearm.

For every named knight in your army you may purchase up
to three Squires. Squires serve several functions. Squires
are knights in training and are good in combaey are
fiercely loyal to their master and will defend him

vigorously Squires act as a personal bodyguard for a
Knight. As they are still in training, squires may never be
upgraded to veterans, however they will gain +1 on their
dice roll to win a fight if they are engaged in the same
combat as their master

Squires perform a second very useful functiimey may
carry any additional wgear purchased for the knight.

They may for example carry such equipment as a bow and
quiver, crosshowtwo-handed sword, Ige shield, lance or

any other additional equipment options that the Knight
cannot carry all at once. In game terms, this also allows the
player to modify the squire model with additional weapons
and equipment rather than alter the heroic model to reflect
the correct wagear

If the Knight is in base contact with his squire at the start
of the Combat phase and neither model is engaged in
combat, then waear may be exchanged between them.

Lastly, the Squire may carry the Knightbwn banner in
preference to the usual banner bedfehis option is
chosen, it costs nothing, but the banner bearer model is
discardedThe benefit of using a squire is that he is better
equipped to defend the banner than a normal bearer

Defections

Many of the nobles of Scotland had extensive lands both in
Scotland and England, indeed many of the nobles in
Scotland at the time were of Norman origin and loyalties
were seriously divided. Even amoung loyal Scots many
supported Robert the Bruce while others supported John
(the Red)Comyn as the rightful heir to the crown.

In fact Comyn had the strongest claim under the rule of law
and this venomous divide split the country in two and set
Scot against Scot. It wasnintil The Bruce murdered

Comyn in cold blood that he was able to claim the crown
and unite Scotland under one banmert the hatred for

Bruce from some quarters ran deeper and darker than the
hatred of the English.

Rebellion is set against this complex background and so
you will find several nobles that appear in the profiles both
under the Scottish heroes and English heroes lists. Even
Robert the Bruce (before he was King) himself would fight
for the English King if it suited his ambitions to do so.
These divisions also mean tfidte Bruce and’he Red
Comyn will not fight together in the same arrjayers

can even choose to fight Scots vs Scots, Bruce

against Comyn.

If both players have the same hero in their artimg hero is
forced to decide where his loyalties truely Tide profiles
give information about which Knights have divided
loyalties and which will refuse to align with others.

When both players contest ownership of the same hero the
players are forced to roll béising a d6. If the dice rolls are
drawn the hero will return to his primary allegence.

Primary allegence is shown on the profile for the hero.

A defecting hero takes with him, his banner bearer and 1-6
(roll d6) models under his commarikhe player losing the
hero chooses the models that defect with the hero.

Employing such flakey characters in your army is therefore
not without risk, however these heroes are purchased more
cheaply so it perhaps a calculated risk, along with the

opportunity they pose to poach a hero from your opponent.
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Kings

When on foot a King is based on a 30mm base and acts
much like any other hero and has a command radius of 6".
When mounted however a King model is based on a 50mm
base and gains all the benefits of a banner just as if he was
carrying his own bannghis command radius is increased

to 12" even if his personal banner is not present.

The King does not count towards one of the three
Commanders for your armwhen a King is included in
your army you gain an additional initiative didée

King's dice can either be used by the King to lead a body
of men onto the field or the dice may be bestowed to any
friendly hero or captain on the table. If the Kimgfice is
given to another Commandd¢ne Commandés own dice

is discarded.

When the King is threatened his men will fight more
earnestly to defend himAny friendly model in base

contact with the King fights as if a veteran soldidre

King himself of course may also fight, but does not get the
re-roll unless his profile includéseteran Commandér

Although the King is always the highest ranking hero in
any army he can choose to allow one of his Commanders
or heroes to lead him into battlEhe King can move as if
he is subordinate to any other hero or captain.

The King is the only hero that can command cavalry
models when he is not mounted. If the Kmborse is
killed he may requisition another horse from any friendly
mounted model that starts the turn in base contact with
the King.
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Attackers’Skill

Melee Chart

Defenders’Armour Class

1 2 3 4 5

1 4 5 5 6 7
2 3 4 4 5 6
3 2 3 4 5 6
+1 on damageall for chamging models

4 2 2 3 4 5
5 2 2 3 3 4

6 2 2 2 3 4

Winning a Combat

Each model rolls 1 dice to try to win the combat.

Select the apppriate dice for the skill value
Skill 1-3 = d6

Skill 4 = d8
Skill 5 =d10
Skill 6 = d12

Dice modifiers:

Models on 'Hold' gain +1 on the dice roll to win

the combat. Holding models that have a shield may
also use the ‘shieldingé-roll.

When two combatants roll the same score to win a
fight, any model in base contact with either a King
or a banner wins the draw otherwise the combat
must be decided by Skill.

6 Shields

Models engaged in combat who are

8 using a shield have a saving throw when
a wound is indicated in comb&the
6 defending player rolls a d6. Heroes may

use Luck to modify this roll.
If the model has a small shield, a roll of

6 5+ indicates a successful save and if the
model is employing a lge shield, a roll

6 of 4+ indicates the blow is taken on the
shield, no wound is inflicted’he

5 combat is considered resolved for this
turn, however the defending model must

4 back-of from the combat.

Using the Melee Chart

Cross reference the Skill of the attacking soldier
with theArmor Class of the defendetJsing

the appropriate dice indicated by teapon
characteristic under the attacker's profile - the
resulting roll must equal or exceed thegtr
indicated by the table above.

Dice modifiers:
Chaging models gain +1 to wound roll.

Shielding

Shielding must be declared before the dice are
rolled and any models shieldimgust roll first.

The player then has the option to re-roll the dice
if he wishes, but if he does choose to re-roll the
second roll stands.

Copyright © 2007 Robert Soutar, Ebob Miniatures. All Rights Reserved. Website: www .ebobminiatures.com



Rebellion

Warriors

Highlander

Points Cost: §light infantry/light cavalry)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 2
SK Skill 3
ST Stamina 1
C Courage 3

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Two-handed sword 2pts (d8+1)
Pole-arm(halbed) 2pts (d6+1)
Spear 1pt (d6)
Small shield 1pt

Small bow 1pt

Light horse 5pts

Highlanders ae fiercely brave wariors but lightly armedAll
Highlanders ae armed with a sidearm.

Lowlander Levie

Points Cost: 4light infantry)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 1
SK Skill 2
ST Stamina 1
C Courage 2

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Spear 1pt (d6)
Short bow 1pt
Pole-arm(pitch fork) 2pts (d6+1)

Lowlanders Levies cay a sidearm for personal ptection
fighting in combat with a d6.

Lowlander trained soldier

Points Cost: {light infantry/light cavalry)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 3
SK Skill 3
ST Stamina 1
C Courage 3

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Small shield 1pt

Short bow 1pt
Pole-arm(halbed) 1pt (d6+1)
Pike 2pts (d6)

Longbow(Late period only) 2pts
Light horse 5pts

Welsh Longbow

Points Cost: light infantry)
PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 1
SK Skill 3
ST Stamina 1
C Courage 2

Weapons & armour options:

Sidearm(shott swod/axe) Opts dé
Longbow Opts

Padded armour (AC3) 2pts (Late army only)
Light horse 5pts

Note that Longbow &rnot permitted against adlgh army

See Fotes of the Rebellion for clarificatioAll Late army
bowmen must employ the Longbdate army bowmen may be
equipped with padded armour

Heavy infantry

Points Cost: Tlight infantry)
PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 4
SK Skill 2
ST Stamina 1
C Courage 3

Weapons & armour options:

Sidearm(shott swod/axe) Opts dé
Small shield 1pt
Pole-arm(halbed) 1pt (d6+1)

Heavy infanty wear a combination of padded and chainmail.

Heavy cavalry

Points Cost: 13heavy infanty/heavy horse)
PrimaryAllegiance: England
Historical Period: Early

AC Armour Class 4
SK Skill 2
ST Stamina 1
C Courage 3

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Small shield 1pt
Lance 1pt dé
Heavy horse Opts

Heavy infanty wear a combination of padded and chainmail.
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Scottish Heroes

Lowlander Captain

Points Cost: 3%light infantry/light cavally)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 3 (padded armour)
SK Skill 4
ST Stamina 2
C Courage 5
T Tactical points 2
LS Leadership 3
L Luck 1

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Small shield 2pts

Broad sword 5pts d6+1(d8)
Light horse 5pts

Army Lists:

Any force that contains Lowlander warriors.

SpecialAbilities:
None.

Lowlander Captains & unnamed hees.

Wallace, Brigand Leader

Points Cost: 95(light infantry/light cavaliy)
PrimaryAllegiance: Scotland
Historical Period: Early

AC Armour Class 4 (chainmail)
SK Skill 5
ST Stamina 3
C Courage 6
T Tactical points 3
LS Leadership 6
L Luck 3

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Two-handed sword 10pts  (d8+2)
Small shield 2pts

Light horse 10pts

Short bow 5pts

Battle horn 5pts

Army Lists:

Stirling (Scots), Border Raiders.

SpecialAbilities:

Inspirational LeadeiGreat Patriot and Inspirational Leader

Wallace soon became the leader of ggkarforce of ‘Brigand’
outlaws, but now a foe of substantial size, able to attack the
English Garisons and raid the ndhern cities of England.

Andrew de Moray

Points Cost: 8%heavy infanty/light cavally)
PrimaryAllegiance: Scotland
Historical Period: Early

AC Armour Class 5 (heavy)
SK Skill 6
ST Stamina 2
C Courage 6
T Tactical points 4
LS Leadership 5
L Luck 1

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé

Two-handed sword 10pts  (d8+2)
Large shield 5pts

Light horse S5pts

Army Lists:

Scottish MairArmy (Early), Stirling (Scots),
Fiefdom of Moray

SpecialAbilities:
Great Patriot, Superior General and Inspirational leader

Sir Andrew de Moray was superior commander of the Scottish
forces arayed against Edwalr|. Moray was joint commander of
the forces at 8rling alonsider Véllace. SirAndrew suffeed a fatal
injury from an arow at $irling and died fom his wounds some
months later

ScottisKnight

Points Cost: 3@heavy infanty/light cavally)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 5 (chainmail)
SK Skill 4

ST Stamina 2

C Courage 5

T Tactical points 0

LS Leadership 0

L Luck 2

Weapons & armour options:

Broadsword Opts d6+1(d8)
Two-handed sword 8pts (d8+1)
Large shield 2pts

Lance 2pts dé
Light horse S5pts

No Banner

Army Lists:

Any force that includes Scottish Knight.

SpecialAbilities:
None.

A Knight is an unnamed or minor ferScottish Knights have a

Leadership value of zeras such they never gain an initiative dice.

Unnamed Scottish Knights may not employ sguar Banners.



Rebellion
English Heroes

Edward- King of England

Points Cost: 12%heavy infanty/heavy cavaly)
PrimaryAllegiance: England
Historical Period: Early

AC Armour Class 5 (heavy)
SK Skill 6

ST Stamina 3

C Courage 5

T Tactical points 4

LS Leadership 6

L Luck 2

Weapons & armour options:

Sidearm Opts dé
Broadsword S5pts d6+2(d8+1)
Large shield Spts

Barded heavy horse 15pts

Army Lists:
English MainArmy (Early), Falkirk.

SpecialAbilities:
Tactical CommandeGreat Patriot, Inspiration Leader
Veteran Commander aiarrior King.

Edwad |, popularly known as Longshanks, was a Plantagenet King
of England who achieved historical fame by conqueringdarats

of Wales and almost succeeding in doing the same to Scotland.
However his death led to his son Edwdall taking the thone and
ultimately failing in his attempt to subjugate Scotland. Longshanks
reigned fom 1272 to 1307.

Bishop Anthony Bek

Points Cost: 6@heavy infanty/light cavally)
PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 5 (heavy)
SK Skill 4

ST Stamina 2

C Courage 4

T Tactical points 3

LS Leadership 4

L Luck 2

Weapons & armour options:
Broadsword Opts d6+1(d8)
Large shield 5pts

Lance 5pts dé
Heavy horse 10pts
Barded heavy horse 15pts

Army Lists:
English MainArmy (Early and Late) Sirling (English).

SpecialAbilities:
Inspirational Leader
Bek was Bishop and as such is able to bless the armyehwitite.

Any army that includes Bishop Bek will automatically pass the first
failed morale check.

Marmaduke de Thweng

Points Cost: 9@heavy infanty/heavy cavaly)
PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 5 (heavy)

SK Skill 6

ST Stamina 2

C Courage 5

T Tactical points 5

LS Leadership 5

L Luck 3

Weapons & armour options:

Broadsword Opts d6+2(d8+1)
Large shield 5pts

Lance 5pts d6+1
Heavy horse 10pts

Barded heavy horse 15pts

Army Lists:

English MainArmy (Early and Late) Sirling (English)

Bannockbur(English)
SpecialAbilities:

Deadly Blow King’s Champion andfeteran Commander

Marmaduke de Thweng was one of the few who managed
fight their way back over the bridge &triihg. He was brave

and heoic knight who had theespect of Robethe Buce
who freed him without ransom after Bannockburn.

John dé&/arrene

Points Cost: 6@heavy infanty/heavy cavaly)
PrimaryAllegiance: England
Historical Period: Early

AC Armour Class 4 (chainmail)
SK Skill 5

ST Stamina 2

C Courage 4

T Tactical points 3

LS Leadership 4

L Luck 1

Weapons & armour options:
Broadsword Opts d6+1(d8)
Large shield 5pts

Lance 5pts dé
Heavy horse 10pts

Barded heavy horse 15pts

Army Lists:

Welsh Invasion Force, English Maformy (Early),
Stirling (English).

SpecialAbilities:

Tactical Commander and Superior General.

John Giffad was a Macher Lod and Baron of Wiles.



EnglisiKnight

Rebellion

English Heroes

Points Cost: 1Theavy infanty/heavy cavaly)

PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 4 (chainmail)
SK Skill 3

ST Stamina 1

C Courage 4

T Tactical points 0

LS Leadership 1

L Luck 0

Weapons & armour options:
Broadsword Opts d6+1(d8)
Lance(cavalry only) 2pts dé
Large shield 2pts

Heavy horse 8pts

Army Lists:

English MainArmy (Early and Late).

SpecialAbilities:
None.

Knights ae unnamed hees.

Captain

Points Cost: 3%light infantry/light cavally)

PrimaryAllegiance: England
Historical Period: Early and Late

AC Armour Class 4 (chainmail)
SK Skill 4

ST Stamina 2

C Courage 4

T Tactical points 2

LS Leadership 2

L Luck 1

Weapons & armour options:

Sidearm Opts dé
Broadsword 2pts d6+1(d8)
Small shield 2pts

Light horse 5pts

Army Lists:

English MainArmy (Early and Late).

SpecialAbilities:
None.

English Captains & unnamed hees.

Hugh de Cressingham

Points Cost: 2%heavy infanty/heavy cavaly)
PrimaryAllegiance: England
Historical Period: Early

AC Armour Class 4 (chainmail)
SK Skill 3

ST Stamina 2

C Courage 3

T Tactical points 1

LS Leadership 2

L Luck 0

Weapons & armour options:
Broadsword Opts d6+1(d8)
Large shield Opts

Heavy horse 5pts

Barded heavy horse 8pts

Army Lists:

English MainArmy (Early), Stirling.

SpecialAbilities:
None.

When King Edwat | appointed de @&ssingham Chamberlain of
Scotland in 1296, he rapidly became the most unpopular man in the
countly. Evidence of thiseputation was obvious when he was killed
at Sirling Bridge after falling fom his horse due to his poor
horsemanship and oweeight statue and the victors flayed his
corpse, making leather beltofn strips of his skin. &llace

fashioned a new handle for his s@drom Cessinghans’ skin.

Squire

Points Cost: &light infantry/light cavally)
PrimaryAllegiance: Scotland
Historical Period: Early and Late

AC Armour Class 3
SK Skill 2
ST Stamina 1
C Courage Special

Weapons & armour options:
Sidearm(shott swod/axe) Opts dé
Light horse 5pts

Each Knight(hamed haves only) may employ up to 3 s@sir

Squiles ae knights in training and arloyal to their individual

Knight. Squies mustemain within 3" of their master at all times, so
long as they do so they will pass all courage and morale tests,
however if their master is killed or if they end the turrter than

3" from their master they will leave the table and shouldelo@ored
and counted as casualties. For additionales egading Squies,

see the mainules.









Full colour PDFs of the Rules, Profiles alany lists are now available.

www.ebobminiatures.com/products/downloads.htm






