
THE RETIRED 
OFFICER 

THE EXPLORER

THE FLAG BEARER

THE KIRANGOZI THE SCIENTIST

THE REPORTER

Training
A group led by the Retired Officer can 
reroll all «1s» rolled when shooting or 
when fighting in melee. 

Composure
When his group decides to go to 
ground against shooting, he can roll one 
extra D10 for the cover roll, rather than 
the D8 usually granted, for each Stress 
token drawn.  

Shortcuts
The group led by the Kirangozi may add 
an S measuring stick to its movement. 
After this additional movement, the 
group must draw a Stress token.  

I found it! 
As soon as the group accompanied 
by the Scientist enters an unexplored 
dangerous terrain zone, roll 1D8. On 
a success, place a Loot token in the 
zone, out of contact with any model.

 

Telling a story
At the end of the game, if the Reporter 
is still alive, roll 1D6 for each full three 
Victory Points you have scored, inclu-
ding any for Loot tokens. Each success 
gives you one additional victory point.
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The colours
 Any group located within M of 
the Flag Bearer’s group may use the 
Bravery bonus die of the Flag Bearer 
when rolling a Rally or a Terror test.

THE TEXT OF THESE CARDS IS SOMETIMES A SUMMARY OF BOOK’S TEXT. SO, THE 
BOOK’S TEXT ALWAYS GETS THE UPPER HAND OVER THOSE OF THESE CARDS.
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Scouts never roll on the Dangerous Terrain table. They 
treat all dangerous terrain as explored in all circumstances. 
Assegais M

Every bearer in a group allows it to ignore the effects of a 
Movement Stress token or the penalties of a bulky object. 
This token still counts as a Stress token but does not have any 
other effects on the group. 

  Soldiers ignore the effects of Shooting Stress 
tokens. These tokens still count as Stress tokens, but do not 
otherwise penalize the group. Rifles L

 Ruga-Rugas have a Bravery value of D8 except when 
rolling for Terror, when it is reduced to D6. Muskets L
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 ADVENTURERS / 3 / 11 PTS  YOUNG WARRIORS / 5 / 12 PTS

 TRAINED ASKARIS / 4 / 16 PTS  ARCHERS / 6 / 10 PTS

 ASKARIS / 5 / 11 PTS  SCOUTS / 3 / 4 PTS

 BEARERS / 1 TO 4 / 2 PTS SOLDIERS / 4 / 21 PTS

 RUGA-RUGA / 5 / 20 PTS

  When this group takes one or more casualties, 
whether by shooting, melee, by an event or in fact for any 
reason whatsoever, the group may decide to draw two Stress 
tokens to cancel one of these losses. This is only possible if 
the group has less than three Stress tokens.  Rifles L



THE EMIR 

THE TRADER

SLAVERS

THE BRUTE THE DIPLOMAT

THE SHEIKH

Zamara
Before rallying, this group can take 
any number of Stress tokens from 
friendly groups within M, so long as 
it does not exceed the limit of four 
Stress tokens.  

Bribe
Before you start a melee involving a 
group of Traders, roll 1D8. If a success is 
rolled, the group of Traders can retreat 
instead, without the melee actually 
taking place. This ability cannot be 
used against wild animals. 

Bodyguard
Before each melee involving the Brute’s 
group, roll 1D10. If a success, eliminate 
one model in the enemy group (the 
owner of the group chooses the figure). 
If a failure is rolled, remove the Brute.

Inspiring presence
Any group of young warriors or 
bundukis joined by the Diplomat gets 
a D8 bravery value instead of D6.

Spiritual Guidance
When the Sheikh’s group must take a 
Stress token, it gives it instead to any 
friendly group within M. If a Panic 
Stress token is drawn, it may instead be 
given to an enemy group within M.
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Ruthless
During a melee, the group of Slavers 
automatically adds one success to the 
number of successes rolled. 

THE TEXT OF THESE CARDS IS SOMETIMES A SUMMARY OF BOOK’S TEXT. SO, THE 
BOOK’S TEXT ALWAYS GETS THE UPPER HAND OVER THOSE OF THESE CARDS.
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Scouts never roll on the Dangerous Terrain table. They 
treat all dangerous terrain as explored in all circumstances. 
Assegais M

Every bearer in a group allows it to ignore the effects of a 
Movement Stress token or the penalties of a bulky object. 
This token still counts as a Stress token but does not have any 
other effects on the group. 

 The values of the Baluchis depend on the number of Stress 
tokens their group has. If the group has no Stress tokens, roll D10s 
for all their values. If they have one or two tokens, roll D8s. If they 
have three or more Stress tokens they roll D6s.  D6
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 YOUNG WARRIORS / 5 / 12 PTS TRAINED TROOPS / 4 / 16 PTS

 BUNDUKIS / 5 / 8 PTS ZANZIBARIS / 5 / 16 PTS

 SCOUTS / 3 / 4 PTS

 BEARERS / 1 TO 4 / 2 PTS

 BALUCHIS / 5 / 23 PTS

 �BALUCHIS  
SHARPSHOOTERS / 4 / 13 PTS

 Ruga-Rugas have a Bravery value of D8 except when 
rolling for Terror, when it is reduced to D6. Muskets L
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 RUGA-RUGA / 5 / 20 PTS

  If the target is more than L away, the Baluchis 
Shooting value is reduced to D6. Jezail muskets 



THE CHIEFTAIN  

PYGMY KING

TALKING DRUMS

THE HEALER THE WITCHDOCTOR

THE CHAMPION

Big Chief
At the beginning of each turn, draw 
two Totem cards instead of one. Add 
one of these two cards to your hand 
and discard the other.

Great is the King!
The Pygmy King can only join a group 
of pygmies. As long as the Pygmy King 
is in play, all your pygmies have a D10 
Bravery value instead of D8.

Power of Spirits
When the Healer’s group is the target 
of shooting and is in a terrain area, the 
shooting group must re-roll once each 
of its hits (this re-roll is resolved after 
any of the shooter’s re-rolls).

Sorcery (D8)

Inspiration
Whenever the Champion’s group performs a 
move action, two Young Warriors units who 
are within M of the Champion’s group at 
the start of its movement, can also perform 
a move action. 
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D8

Drums
After the Talking Drums group has 
resolved an action, you can choose 
another friendly group within L. That 
group can resolve the same action. In 
return, the Talking Drums group draws 
a Stress token. 
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Scouts never roll on the Dangerous Terrain table. They 
treat all dangerous terrain as explored in all circumstances. 
Assegais M

During a melee, the Sacred Warrior rolls 1D6 per Stress token 
on the engaged enemy group. During shooting, the Sacred 
Warrior rolls 1D6 per Stress token on the targeted enemy 
group.

 When Cannibals win a melee against an enemy group,  
all other enemy groups within M roll 1D8. Each group that 
fails this roll takes one Stress token. 

 See special rules (Poison, Tiny, Bond) p. 87.  
Pygmies bows

  During shooting, Hunters roll one additional 
D8 for each success rolled on their shooting roll (further 
successes on these rolls do not grant additional D8s). Bows L
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 YOUNG WARRIORS / 5 / 12 PTS WARRIORS / 5 / 17 PTS

 BUNDUKIS / 5 / 8 PTS

 SCOUTS / 3 / 4 PTS

 SACRED WARRIORS / 1 to 2 / 2 PTS

 CANNIBALS  / 5 / 20 PTS

 PYGMY ARCHERS / 2X3 / 19 PTS  HUNTERS / 4 / 14 PTS

 See special rules (Harassment, Tiny) p. 87.  Assegais M
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 PYGMY WARRIORS / 5 / 19 PTS
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THE KING 

THE WAR CHIEF 

THE PRINCE

THE WAR HORN THE WITCHDOCTOR

THE WAR DRUM

Authority
When the King’s group engages in 
melee, roll 2D8. For each success, 
remove a Stress token from any 
friendly group within M (including 
the King’s group).

Fear my wrath
If the War Chief’s group wins a melee, 
the defeated group, after having 
retreated, must take a Terror test.

Charge
This group ignores the effects of 
Movement Stress tokens during a 
movement that engages in melee with 
an enemy group. 

Sorcery (D8) 

Litany
At the beginning of each turn, you can 
exchange two Stress tokens between 
two groups (friendly and/or enemies).

D6

D6

D6

D10 D10D10

ê

êêê êê êê

ê êê

D8

D8

D8D8

D8

Frenzy
You can eliminate a figure in this group 
before resolving a melee. If you do, 
gain three Combat dice for this melee, 
the type of dice rolled being the same 
as the Combat value of the eliminated 
model.

THE TEXT OF THESE CARDS IS SOMETIMES A SUMMARY OF BOOK’S TEXT. SO, THE 
BOOK’S TEXT ALWAYS GETS THE UPPER HAND OVER THOSE OF THESE CARDS.



 This group ignores the special effects of Stress tokens. 
They still count as Stress tokens, but the pictogram on the 
token has no effect on the Fanatical Warriors. 

  Assegais M

Scouts never roll on the Dangerous Terrain table. They 
treat all dangerous terrain as explored in all circumstances. 
Assegais M

During a melee, the Sacred Warrior rolls 1D6 per Stress token 
on the engaged enemy group. During shooting, the Sacred 
Warrior rolls 1D6 per Stress token on the targeted enemy 
group.
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 YOUNG WARRIORS / 5 / 12 PTS FANATICAL WARRIORS / 4 / 22 PTS

 MARRIED WARRIORS / 5 / 22 PTS

 SCOUTS / 3 / 4 PTS

 SACRED WARRIORS / 1 to 2 / 2 PTS

  Bows L
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 This group can only be included if the King is part of 
your Column. In this case, the King will have to join this group.
Rifles L

D8

D8

D8

 BODYGUARDS / 4 / 16 PTS

 Ruga-Rugas have a Bravery value of D8 except when 
rolling for Terror, when it is reduced to D6. Muskets L
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 ASKARIS / 5 / 11 PTS

  Assegais M


