‘ **********BAW Army Battle Sheet*********** \

Summary of Pre battle activities.

Event Title How many dice
Attacker / De- 10-25
fender success (less 1 success for
' the higher
allotment)
1. Family 1-9
2. Treachery 1-9
3. Scouting 1-9
and Spies
4. Weather 1-9
5. Battle 1-9
Preparation
6. Ninja 1-9
7. Strong 1-9
Leadership
8. Sieges 1-9
Total must equal
60
Notes

Generals Qualities (Initially 0-3)
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. Gathering the Army.

. War Chest. Allot their 60 die rolls.
. Scenery. Both players declare their scenery items.

. Declare the qualities of the clan generals (0-3 each).
. Carry out die rolls to determine attacker and defender.
. Setting up the Scenery.
. Note Down Battle Formation.
. Splitting the Army into clans. Both players divide their
army into clans (each clan must have at least two units).

9. Attacker deploys his army.
10. The defender deploys his army.
11. The defender. Lost/ lates.

12. Events. Carry out events chart in numerical order.

13. Begin the on table game attacker having first turn.

Name
_ ~ Challenges won. Victory Points. 11 2 3 4 516
Daimy0 0 — ,
General fighting on his own VP. 1D6 | 1D6 | 1D6 | 1D6 |1D6|1D6
Clan General 1 Clan general killed 2D6 | 2D6 | 2D6 | 2D6 |2D6 |2D6
Clan General 2 Ikko ikki units, 1D6 +2 VP perrout. [ 1| 2 | 3| 4 |56
Clan General 3 General rallying unit. Once per game. | DI CGl CG2 CG3
Battle formation name. - Scenery Pieces l
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