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CLASH OF SHIELDS TABLE
ATTACKING UNIT

Unit Type LI MI HI PX PK MM LA HA LG HG LC HC KT CC MA CT HT CH BC EL
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Light Infantry LI - +1 +2 +2 +1 - -1 -1 - - - +1 +3 - - +1 +1 - - -1

Medium Infantry MI -1 - +1 +1 - -3 -2 -1 -2 -1 -1 - +2 +1 -1 +1 +1 - +1 -1

Heavy Infantry HI -2 -1 - - -1 -3 -3 -2 -3 -2 -1 - +1 - -1 - +1 -1 +1 -

Phalanx PX -3 -2 - - -1 -3 -3 -2 -3 -2 -2 -3 -1 -1 -2 -2 -1 -2 - -

Pikes PK -2 -1 - - - -2 -2 -2 -3 -2 -2 -3 -2 -2 -2 -2 -1 -3 -1 -

Mixed Missile MM - +2 +3 +2 +2 - - - - - - +1 +2 +1 - +1 +2 +1 +2 -2

Light Archers LA +1 +2 +3 +2 +2 - - - - - - +2 +3 +2 - +2 +2 +1 +2 -

Heavy Archers HA +1 +1 +2 +1 +1 - - - -1 - -1 +2 +3 +2 -1 +2 +3 +1 +2 -

Light Gunners LG +1 +2 +3 +2 +2 - - +1 - +1 - +2 +3 +2 - +2 +2 +1 +2 -

Heavy Gunners HG +1 +1 +2 +1 +1 - - - -1 - -1 +1 +3 +1 -1 +2 +2 +1 +2 -

Light Cavalry LC - - +1 +2 +2 - - +1 -1 - - +1 +1 +3 - +2 +2 - +1 -1

Heavy Cavalry HC -1 -1 - +2 +2 -1 -2 -1 -2 -1 -1 - +2 +1 -1 - +1 -1 - +2

Knights KT -3 -2 -1 - - -2 -3 -2 -3 -3 -3 -2 - +1 -3 -2 -1 -2 +1 +2

Camelry CC -1 - - - - -1 -2 -1 -2 -1 -2 -2 -1 - -3 -2 -1 -2 -1 +1

Mounted Archers MA - - +1 +1 +1 - - +1 -1 - - +1 +1 +3 - +1 +2 - +1 +3

Cataphracts CT -1 -1 - +1 +1 -1 -2 -1 -2 -2 -2 - +2 +2 -1 - +1 -1 - +1

Heavy Cataphracts HT -1 -2 -1 - - -2 -3 -2 -3 -3 -2 -1 +1 +1 -2 -1 - -2 -1 +1

Chariots CH - - +1 +1 +1 - -1 -1 -1 -1 - +1 +2 +2 - +1 +2 - +1 +3

Battle Chariots BC - -1 -1 - - -1 -2 -2 -2 -2 -1 - - +1 -1 - +1 -1 - +2

Elephants EL +1 +1 -2 - -1 +2 -5 -3 +1 -1 -4 -2 -2 -2 -4 -2 - -2 - -

Artillery AY E E E E E E E E E E E E E E E E E E E E

Camp CP - +1 +1 +2 +2 - -2 - -2 - - +1 +3 +1 - +1 +2 - +1 +2

War Wagon WW +1 +2 +2 +3 +3 +1 - +1 - +1 +1 +2 +4 +2 +1 +2 +3 +1 +2 +4

Table Results:  +#: Positive Melee Shift      -#: Negative Melee Shift       -: No Shift       E: Eliminated
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Vector DiagramMelee Combat Results
No effect.

m Morale check modified by the value of the number shown. 
Failure results in “simple” disruption.

d Simple disruption. Flip the unit to its disrupted side. If 
already disrupted, there is no additional effect.

D Special disruption. Flip the unit to its disrupted side. If 
already disrupted, the unit is eliminated.

E Elimination. The unit is eliminated.



Arc of Fire

Outside of the 
Arc of Fire.

LA

3-3

01 +1

2-3

LI

3-3

01
+1

LI

3-3

01
+1

7

COMMAND: +3

Strong Mettle
Discard this card at any 

time to increase your 
army’s panic level by one.

+6 E

+5 D

+4 D

+3 D

+2 d +1

+1 d +1

0 d 0

-1 d 0

-2 d -1

-3 d

-4 d

-5 m 0

-6

MELEE
RESULTS

Action Card Command Values

Result 
Modifications

Event

Melee Result

Reshuffle Icon
Die Roll

Disrupted Side of Unit
CH

1-4

02 0

Front of Unit

Unit Type

Strength

Movement

Missile Defense

Ownership Bar

Missile Attack

Missile Range

Status
CH

2-4

01 0

1-2

Dispersed Status

© 2020 Worthington Publishing

Unit Size Movement 
Effects
LIGHT UNITS: May move freely through 
any friendly unit’s hex (and vice versa), with 
no additional effect. May withdraw before 
combat if facing a larger infantry unit or a 
larger cavalry unit if the active unit is also 
cavalry.

MEDIUM UNITS: May move freely 
through light units. May move through other 
medium units at a cost of 1 MP. Otherwise, 
both units become disrupted (a unit that is 
already disrupted suffers no further effect). 
May move through a heavy unit, but both 
units automatically disrupt ( a unit that is 
already disrupted suffers no further effect).

HEAVY UNITS: May move freely through 
light units. May move through medium or 
heavy units, but both units automatically 
disrupt (a unit that is already disrupted suffers 
no further effect).

Dice Color Key
RED: End of Game Check
BLACK: Army Panic Check
GREY: Reshuffle
BLUE: Army Fatigue

Elephant Effects
1-3: No effect

4: 
The elephant balks. Place a yellow activation marker on it. 
If there is already a yellow marker, exchange it with a red 
marker.

5: 
The elephant is frightened, but control is maintained. Place a 
red activation marker on it. If there is already a red activation 
marker on it, the unit becomes disrupted. There is no other 
effect, if already disrupted.

6: 

The elephant panics and moves into an adjacent hex. The 
owning player draws a random die result and compares the 
result to the direction compass in the middle of the map. 
If necessary, rotate the elephant to face the hex and then 
enter the determined hex. If another unit occupies the hex, 
regardless of the unit’s owner, melee combat ensues between 
the elephant and the unit occupying the entered hex. The 
attack occurs even if the elephant was previously marked 
with a red activation marker. Any melee attacks are resolved 
as if the elephant were the attacker. If the attack is against a 
friendly unit, the opposing player temporarily takes control of 
the elephant as if it were part of his own army until the attack 
has been resolved.

Sequence of Play
1.  Remove Leaders
2.  Receive Action Points
3.  Determine Initiative
4.  Place Leaders
5. Action Cycle
6.  Melee Combat
7. Turn End


