Chicken
Capture: Heart

   Figure within 4”

   1-2 Flee 8” away from nearest character

   3-8 Flee 4” away from nearest character

   9     Move 2” toward nearest figure

   10   Stand still

   No figure within 4”

   1-4 No movement

   5 + Roll directional movement (2”)
Ox
Capture: Base contact

Figure within 2”

1-5 move 1” towards nearest figure

6-7 Move 2” away from nearest figure

8-10 Stand still

No figure within 2”

1-7 No movement

8-10 Roll directional movement (3”)

Goose
Capture: Red Card

Figure within 3”

1-2 Move 3” towards nearest figure

3-8 Move 3” away from nearest figure

9 Move 1” away from nearest figure

10 Stand still

   No figure within 3”

   1-5 No movement

   6 +  Roll directional movement (3”)
Pig
Capture: Red card

Figure within 2”

1-4 Pig will follow nearest figure

6-7 Move 4” away from nearest figure

8-10 Stand still

No figure within 2”

1-6 No movement

7-10 Roll directional movement (2”)

Cow
Capture: Base contact

Figure within 2”

1-5 Cow will follow nearest figure

6-7 Move 6” away from nearest figure

8-10 Stand still

No figure within 2”

1-6 No movement

7-10 Roll directional movement (3”)
Herd Animals (Elk, Deer, etc.)
Capture: None (see main rules for kill rules)

Figure within 8”

1-7 Will move 9” away from nearest figure

8-10 Stand still

No figure within 8”

1-8 No movement

9-10 Roll directional movement (3”)

Calf
Capture: Red Card

Note: Will follow cow as priority.  If no cow is within 8” then use chart as normal, if cow is within 8” then calf will move towards calf at 6” per turn till within 1”

Figure within 2”

1-7 Calf moves 6” away from nearest figure

8-9  Moves 3” towards nearest figure

10   Stand still

No figure within 2”

1-4 No movement

5-10 Roll directional movement (5”)
Wild Beaast (wolf, Bear, etc.)
Capture: None (see main rules for kill rules)

Figure within 8”

1-2 Moves 8” away from nearest figure

3-7 Moves toward nearest figure and attacks (see main rules)

8-10 Stand still

No figure within 8”

1-7 No movement

8-10 Roll directional movement (4”)

Horse
Capture: Red card

Figure within 3”

1-5 Stand still

6-7 Move 4” towards nearest figure

8-10 Move 6” away from nearest figure

No figure within 3”

1-6 No movement

7-10 Roll directional movement (4”)
Directional Movement

Roll 1D10 and the point of the die is used to determine direction.  Animals however will not move towards figure unless it is a given situation in their chart (i.e. calf)

If there is an obstruction (building, stream, etc.) reroll die to determine new direction.  



