Tilly’s Very Bad Day

Fast Play Rules for the 30 Years War

Quick Reference Sheet
Version 2.0a (29 Feb 2020)

Pre-game Sequence of Play
Phase 1. Game set-up
Step 1.1. Agree game size
Step 1.2. Recruit army
Step 1.3. Determine attacker
Step 1.4. Place terrain
Step 1.5. Scouting
Step 1.6. Deployment
Step 1.7. Bombardment

Game Turn Sequence of Play
Phase 2. Initiative
Phase 3. Active Player
Step 3.1. Active player move
Step 3.2. Reactive player shoot
Phase 4. Reactive Player
Step 4.1. Reactive player move
Step 4.2. Active layer shoot
Phase 5. Close Combat
Step 5.1. Declare charges
Step 5.2. Cancel charges
Step 5.3. Evades
Step 5.4. Charges
Step 5.5. Melee
Step 5.6. Rally backs
Phase 6. Morale
Step 6.1. Remove shooting and
moved markers
Step 6.2. Commander loss
Step 6.3. Morale erosion
Step 6.4. Unit heroics
Step 6.5. Commander rally
Step 6.6. Army morale

Unit Type Starting Move Charge | Move in Move Range Shootmg Coverm Melee to hit
TU TUM
1 3

Commander

3 3 3 2 6 6 in difficult terrain (and -1d6 melee dice);
(-1d6in 5-6 charging Pike+Shot to-front;
difficult) 4-6 charging in other situations;
5-6 otherwise
Light Horse 3 8 3 3 3 2 6 4-6 charging behind-flank or to-rear;
4-6 charging unit with resolve of 1;
6 otherwise
Dragoons 3 6 3 3 3 4 6 -1d6 6
Pike+Shot 4 3 3 3 1 4 6 6 in difficult terrain;
5-6 in open terrain
4 3 3 3 1 4 6 -1d6 6
Rabble 2 3 3 3 = = = 6
Unlimbered 2 Pivot 0 0 = Unlimited 6 =
Cannon
Limbered 2 3 0 0 = = = =
Cannon
Shooting Dice Melee dice

. 1d6 if Secondary Shooter
. 1d6 if Primary Shooter at enemy To-Flank

. Unit’s Resolve if Primary Shooter at enemy To-Front:
o  -1d6 modifier when Horse in Difficult Terrain
are Shooting
o  -1d6 modifier when Shooting at Dragoons or
Shot in Difficult Terrain
o  -1d6 modifier when Shooting at Dragoons,

Pike+Shot, Shot, Rabble or Cannon in Field
Fortifications

Infantry Support: Infantry (Pike+Shot, Shot, Dragoons,
Rabble) are supported when both these criteria apply:

* No enemy Unit To-Rear within 4 TUM

* At least one friendly Infantry Unit To-Rear within 4 TUM

Cavalry Support: Cavalry (Horse, Light horse) are
supported when both these criteria apply:

* No enemy Unit To-Rear within 4 TUM

* At least one friendly Cavalry Unit To-Rear within 4 TUM

1d6 if attached Commander
0d6 if a Combat Unit in Melee with any enemy To-Rear
(whether Primary Fighter or Secondary Fighter)
) 1d6 if a Secondary Fighter in Melee with any enemy To-
Front or To-Flank (none To-Rear)
) 1d6 if Primary Fighter in Melee with any enemy Behind-
Flank (none To-Rear)
) Unit’s Resolve if the Primary Fighter in Melee with enemy
To-Front or To-Front-Flank (none Behind-Flank or To-Rear):
o  -1d6 when Horse in Difficult Terrain
o  -1d6 when Charge at Infantry (Dragoons, Pike+Shot,
Shot, or Rabble) in favourable terrain (e.g. uphill)
o  -1d6 when Unit is Unsupported

Interpenetration

Horse, Light Horse or
Dragoons
Shot
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Any
Any
Commander

Dragoons or Shot
Any

Cannon
Commander
Any

W Interpenetrated unit | Allowable
interpenetration

Horse, Light Horse,

Straight forward or
backwards

Straight forward or
backwards

Any

Any

Any
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(b) Enemy Unit Relative Position

1 1
To-Front-Flank| To-Front | To-Front-Flank
+ To-Flank | 1+ To-Flank
Behind-Flank Behind-Flank
_ * To-Flank + To-Flank
To-Rear

(c) Cannons

Unlimited

To-Flank
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