
	
	
	
	
	
	
	
	
	
	
	
	
	
	
Welcome	to	this,	the	long	awaited	Errata	and	FAQ	for	Sharp	Practice.		Firstly,	we	are	glad	to	say	that	the	
Errata	section	is	very	short	indeed,	so	the	vast	majority	of	this	document	is	simply	answering	questions	
that	have	come	up	on	the	various	forums	and	discussion	groups.			
	
What	we	have	attempted	to	do	is	to	reproduce	here	pretty	much	every	question	that	has	thus	far	been	
asked,	 although	many	of	 these	have	been	duplicated	or	 overlapped,	 so	 in	 those	 cases	we	have	done	
some	rewording	to	get	maximum	information	crammed	in	without	it	becoming	boring.			
	
We	hope	this	document	proves	useful	and	that	it	helps	you	enjoy	Sharp	Practice	all	the	more.			
	

Errata 
On	Page	45.		The	example	reads	that	good	shots	add	+1	to	the	roll	to	hit	when	firing	and	that,	with	the	
other	modifiers,	this	can	means	that	a	hit	is	automatic.		This	is	incorrect.		Good	shots	add	one	additional	
dice	to	their	firing.			
	
On	Page	50.		Excess	Shock.		Add	the	following	paragraph:			
	
“When	a	Group	is	obliged	to	withdraw	due	to	enemy	fire,	usually	by	excess	Shock,	the	Formation	may	
be	broken.		However,	if	the	Group	pushed	back	retires	2”	or	less,	the	other	Groups	within	the	Formation	
may	choose	to	retire	with	it	so	that	the	Formation	is	maintained.		When	the	forced	withdrawal	exceeds	
2”,	the	Formation	is	automatically	broken.”				
	
On	Page	55.		“Shock	inflicted	in	Fisticuffs	on	Skirmishers	who	attempted	to	evade	but	failed	is	doubled”	
should	 be	 replaced	 by	 “Shock	 inflicted	 in	 Fisticuffs	 on	 Skirmish	 Troops	 who	 attempted	 to	 evade	 but	
failed	is	doubled”	
	
	
	
	



FFrreeqquueennttllyy  AAsskkeedd  QQuueessttiioonnss  
	

BBuuiillddiinngg  aa  FFoorrccee  
Q:		If	I	want	to	create	a	force	simply	using	the	point	system,	I	can	see	where	the	unit	points	are	in	the	
Rosters,	but	how	do	I	add	Leaders?		I	can’t	see	them	in	the	lists.	
A:		Because	Leaders	are	available	to	all	forces	at	the	same	cost,	they	are	in	the	Generic	Support	List	on	
Page	 80.	 	 Status	 I	 Leaders	 are	 3	 points,	 Status	 II	 Leaders	 are	 6	 points	 and	 add	 a	 further	 3	 points	 to	
increase	them	by	a	Status	level	more,	so	Status	III	is	9	points	and	Status	IV	12	points.		
	
Q:		Are	the	support	points	options	the	only	way	to	add	another	Leader	to	a	force?	
A:		Yes.		Or	you	can	simply	ignore	the	point	system	and	build	whatever	forces	you	fancy.			
	
Q:		When	selecting	artillery	as	a	support	option	from	the	Force	Roster,	do	they	come	with	a	Leader,	or	
do	I	need	to	buy	one	with	points?	
A:	 	You	do	need	to	buy	a	Leader	 is	you	want	to	have	one	with	any	unit	selected	as	a	Support	Option.		
Remember	that	Groups	or	Formations	without	a	Leader	can	still	be	activated	with	Command	Cards,	but	
you	are	probably	better	off	with	a	Leader	attached.		Especially	as	a	gun	cannot	deploy	without	a	Leader	
commanding	it.				
	
Q:		If	my	opponent	and	I	decide	on	an	80	point	battle,	and	my	core	is	the	French	Light	Column,	I	have	19	
more	points	available.		Now	I	can	purchase	a	few	units	to	fill	that	out,	but	can	I	give	them	Leaders?	
A:		You	can	indeed,	by	using	the	Generic	Support	List	on	Page	80.		You	can	add	as	many	or	as	few	as	you	
like.			
	
Q:		What	is	a	reasonable	force	to	play	on	a	6	x	4	table?	If	I	took	the	first	British	List	1775	the	cost	is	56	
points.	How	many	more	points	would	make	this	an	interesting	on	table	force?	
A:		The	core	forces	with	the	support	levels	suggested	in	the	scenarios	are	where	you	should	be	starting	
out.		Once	you	become	more	familiar	with	the	rules,	the	only	limit	is	really	what	you	feel	makes	a	good	
game	for	you	and	your	opponent.			
	
Q:		My	British	force	is	a	core	value	of	56	points.		I	add	a	unit	of	Loyalist	Ranger	skirmishers	plus	a	Status	I	
Leader	 for	 a	 total	 of	 10	 points	 making	 my	 force	 66	 points	 in	 all.	 	 	 My	 opponent	 turns	 up	 with	 a	
Minuteman	 list	 of	 36	 points.	 Does	 that	 mean	 he	 now	 has	 30	 points	 of	 Leaders/Groups	 to	 make	 our	
forces	equal?	
A:		Yes,	that’s	correct.		Remember,	the	scenario	may	give	you	a	points	advantage	or	disadvantage	as	well,	
so	you’ll	need	to	take	that	into	account.		If,	for	example,	you	were	playing	Scenario	Two,	you	would	roll	
a	D6	to	see	what	support	you	had,	whereas	your	opponent	would	only	get	half	the	points.		So	if	you’d	
rolled	 a	 1	 or	 2	 you	 could	 select	 10	 points	 of	 support,	 as	 you	 have	 done	with	 your	 Rangers,	 but	 your	
opponent	could	only	select	5	support	points.		In	that	situation	his	total	force	value	would	need	to	be	61	
points.		He’d	get	36	points	for	his	core	force	and	then	20	points	additionally	to	match	your	56	point	force,	
followed	by	a	further	5	points	for	the	scenario.			
	
Q:		When	I	select	a	specialist	Marksman	as	a	Support	Option	for	one	of	my	Skirmish	Groups,	is	that	an	
additional	figure	or	does	one	of	the	skirmishers	in	the	unit	get	upgraded?	



A:		One	of	the	existing	men	gets	better.		However,	when	he	uses	his	specialist	skill,	this	is	in	addition	to	
the	Group’s	normal	firing.		
	
Q:		Should	a	force	have	a	separate	overall	force	Leader	who	is	not	attached	to	any	Group	or	Formation?	
A:		That’s	entirely	up	to	you	and	how	you	want	to	spend	your	points.		Most	of	the	core	lists	do	not	have	
a	detached	overall	commander,	but	you	can	detach	any	of	the	Leaders	on	the	core	list	to	serve	in	that	
role,	or	select	one	as	a	Support	Option.	
	
Q:		What	is	the	cost	of	providing	a	gun	with	a	limber?			
A:		Nothing	at	all.		Most	games	begin	with	guns	deploying	into	Action,	but	if	you	want	a	limber	there	is	
no	cost	for	that.			
	
Q:		I	have	a	force	of	French	Regulars	in	1812	made	up	of	three	infantry	Formations	with	four	Leaders.		If	I	
select	 a	 Dragoon	 Group	 as	 a	 support	 option	 can	 I	 take	 one	 of	 the	 infantry	 Leaders	 and	 have	 him	
command	the	Dragoons?		
A:	 	You	can	organise	your	force	however	you	want	before	the	game	begins.	 	So	shifting	a	Leader	from	
one	unit	to	another	is	fine.			
	
Q:		Are	Dragoons	always	mounted?	
A:	 	Dragoons	come	in	eight	man	Groups	but	can	dismount	to	form	a	Group	of	six	Skirmishers	and	two	
horse-holders.	 The	 horse-holders	 remain	 off-table	 if	 the	 Dragoons	 start	 the	 game	 on	 foot.	
	
Q:	 	 If	 I	 bought	 additional	 units	 of	 line	 infantry	as	 a	 support	 option,	 could	 I	 add	 these	 to	 an	 existing	
Leader’s	units	so	they	could	be	deployed	as	a	single	Formation.	
A:		Yes,	so	long	as	they	are	the	same	troop	type	you	can	just	make	the	Leader’s	command	bigger.	
	
Q:		If	I	purchase	a	Group	of	Dragoons	as	a	Support	Option),	will	I	need	to	purchase	an	additional	Leader	
to	deploy	with	them	as	they	cannot	form	a	Formation	with	any	of	the	core	troops.			
A:		You	could	take	a	“spare”	Leader	from	within	your	core	force,	if	one	exists.		Failing	that	you’ll	need	to	
buy	a	Leader.		
	
Q:		The	smallest	piece	or	ordnance	listed	in	the	rules	is	a	light	gun	(a	three	or	four	pounder).	I	have	the	
excellent	Perry	Queen's	Ranger	amusette	 (a	one	pounder)	and	 I	 intend	to	 improvise	 the	 two	pounder	
Woodruff	 guns	 used	 on	 Grierson's	 Raid	 and	 elsewhere	 in	 the	 West	 in	 the	 ACW	 (probably	 using	 a	
mountain	howitzer	model	and	lengthening	the	barrel).		
	
How	would	I	cost	this	as	support	weapon?		The	amusette	was	used	on	occasion	as	a	kind	of	eighteenth	
century	Barratt	(described	in	Simcoe's	Journal	IIRC)	while	the	Woodruff	could	only	fire	canister	and	solid	
shot.	Both	were	a	good	deal	 lighter	 than	 'normal'	 light	artillery	so	should	get	a	movement	bonus	 (but	
how	much?).	
A:	The	rules	allow	you	to	represent	particular	weapons	in	whatever	manner	you	think	best.		How	about	
the	 following	 suggestions:	 	 Very	 light	 artillery	 of	 1	 or	 2	 pounder	 size,	 4	 points	 with	 three	 crew	 per	
weapon.		They	fire	with	6D6	and	have	a	12”	canister	range.		Up	to	60”	range	they	are	Effective,	above	
that	they	fire	at	Long	range.			
	
A	very	light	gun	is	relatively	easy	to	move.		An	artillery	crew	of	three	men	or	more	can	move	the	gun	but	
must	use	both	Actions	 to	move.	 	A	 crew	of	 two	men	or	 less	 can	move	 the	gun	 like	a	normal	artillery	
piece.		A	very	light	gun	deploys	like	line	infantry,	up	to	6"	from	the	Deployment	Point.	



DDeeppllooyymmeenntt  
Q:		On	the	Tiffin	card,	are	you	allowed	to	deploy	Groups	or	Formation	that	haven’t	been	on	the	table	yet	
because	the	Leader	card	pertaining	to	that	unit	has	not	been	dealt?			
A:	 	No,	 you	can	only	deploy	when	a	 Leader	 is	 activated.	 	 This	 can	be	on	his	 card,	or	on	 three	or	 four	
Command	Cards	during,	not	at	the	end	of,	that	Turn.	
	
Q:	 	An	un-deployed	unit	has	 two	attached	Leaders,	 say	a	 Status	 III	 and	a	Status	 I.	 	When	 the	Status	 I	
Leader's	card	is	dealt,	can	the	unit	deploy	or	does	it	have	to	wait	for	the	more	senior	Status	Leader	to	be	
activated?	
A:		Part	can	come	on	with	the	more	junior	Leader,	to	be	followed	by	the	senior	Leader	with	the	rest.		The	
whole	unit	cannot	deploy	on	the	lesser	Status	Leader’s	card.	
	
Q:		How	and	when	do	barricades	and	other	works	deploy	onto	the	table?	
A:		These	are	placed	on	the	table	when	the	unit	lining	them	is	deployed	or,	if	no	troops	are	lining	them	
or	 they	are	 further	 from	the	DP	than	 troops	can	deploy	 to,	 they	should	be	placed	on	 the	 table	at	 the	
start	of	the	game.				
	

CCoommmmaanndd  &&  CCoonnttrrooll  
Q:		On	page	24	it	says:	 	A	Leader	is	attached	to	a	Group	as	long	as	he	remains	within	2”	of	the	Group.		
When	in	Formation	of	two	or	more	Groups	must	the	Leader	be	attached	to	one	of	its	Groups,	or	is	he	
attached	to	the	Formation?		
A:		On	Page	7	it	says	“A	Leader	is	attached	to	a	Group	as	long	as	he	remains	within	2"	of	it.	He	can	only	
be	attached	to	one	Group	at	a	time."		A	Leader	will,	therefore,	be	attached	to	a	Formation	if	the	Group	
he	 is	 attached	 to	 is	 part	 of	 that	 Formation.	 The	 illustration	 on	 page	 24	 shows	 how	 this	 works.		
Remember,	 what	 Group	 a	 Leader	 is	 specifically	 attached	 to	 is	 important	 only	 for	 checking	 if	 he	 has	
become	a	casualty.					
	
Q:		If	there	are	multiple	Leaders	with	a	Group	or	Formation,	only	the	highest	status	one	can	order	them	
to	do	 stuff,	whilst	 the	others	 can	 just	 rally	 shock.	 	What	 if	 there	are	 two	equal	 Status	 Leaders	with	a	
Group?		Who	is	the	daddy	then?	
A:		One	will	have	to	outrank	the	other,	even	though	they	have	the	same	Status.		You've	seen	Zulu:	check	
the	dates	of	their	commissions.	
	
Q:		If	a	Formation	has	a	Status	II	and	a	Status	I	Leader	with	it,	if	the	Status	I	Leader	is	activated	can	he	
split	off	a	Group	from	the	Formation	and	activate	it	or	not?	
A:	No,	splitting	off	a	Group	is	not	something	that	 is	specifically	 listed	on	page	23	as	an	Action	which	a	
subordinate	Leader	can	take.	The	Status	II	commander	would	have	to	take	that	decision	and	send	off	the	
Status	 I	 Leader	 with	 the	 separate	 Group.	 	 Then,	 on	 subsequent	 activations,	 the	 Status	 I	 Leader	 will	
command	the	detached	body.			
	
Q:		My	Leader	activates	a	Formation	with	a	Command	Initiative,	thus	giving	them	two	Actions.		Does	he	
need	to	use	a	second	Command	Initiative	to	direct	their	fire	onto	a	single	target,	rather	than	split	their	
fire	between	two	units	within	their	arc	of	fire?			



A:	 	 No.	 	 When	 a	 Leader	 activates	 a	 Formation	 he	 automatically	 directs	 their	 fire.	 	 If	 the	 Formation	
activated	without	the	Leader’s	influence,	using	two	Command	Cards	within	the	turn,	or	one	at	the	end	
of	a	turn,	they	would	have	to	fire	at	both	targets.			
	
Q:	 	 	 I	 have	a	 Status	 III	 Leader	 and	he	activates	 a	 Formation	he	 is	with	 for	one	Command	 Initiative	 to	
enable	them	to	fire	and	reload	with	their	two	Actions.		Can	the	Leader	use	a	second	Command	Initiative	
to	get	them	to	fire	again?	
A:		No,	you	can	only	activate	a	unit	once	per	turn	normally.		There	are	certain	exceptions,	however,	such	
as	if	you	use	four	Command	Cards	to	give	a	Leader	a	Bonus	activation	when	the	unit	could	be	activated	
again	or	 if	 the	unit	has	 the	Sharp	Practice	characteristic	which	would	allow	you	to	use	 two	Command	
Cards	to	have	a	loaded	unit	fire	again.		
	
Q:	 	 Do	 I	 have	 to	 spend	 a	 Command	 Initiative	 to	 activate	 a	 unit	 before	 spending	 a	 second	 Command	
Initiative	to	give	it	one	of	the	orders	in	the	list	of	unit	activations	on	page	23,	such	as	ordering	a	Group	to	
join	a	Formation."	
A:		Imagine	I	have	two	Groups	within	4"	of	each	other.	For	one	Command	Initiative	I	can	order	Group	A	
to	form	up	by	joining	Group	B.	That	takes	one	Action	as	A	is	within	a	distance	where	they	can	use	the	
Form	Up	rule	and	just	click	into	place.	However,	if	I	now	want	that	new	Formation	to	fire,	I	will	have	to	
use	 a	 Command	 Initiative	 to	 do	 that,	 as	 I	 am	 now	 activating	Group	 B	which	 I	 had	 not	 yet	 activated.		
	
Q:		Must	a	Leader	be	attached	to	a	unit	in	order	to	direct	its	fire	onto	a	specific	target,	or	can	he	just	be	
in	command	range.	
A:		He	can	direct	fire	as	long	as	he	is	within	command	range.		He	does	not	need	to	be	attached.	
	
Q:		Must	a	Leader	be	attached	to	a	unit	in	order	to	control	its	fire,	thereby	adding	his	dice	to	the	firing?	
A:		To	control	fire	a	Leader	must	be	attached	to	a	Unit.			
	
Q:		If	a	Leader	is	attached	to	a	Formation,	does	he	add	his	dice	to	each	Group	when	he	controls	their	fire?			
A:		No,	he	adds	his	dice	once	to	the	total	number	rolled,	not	once	for	each	Group.			
	
Q:		If	my	opponent	plays	an	Ambuscade,	can	I	interrupt	that	if	I	have	two	Command	Cards	in	my	hand	
and	shoot	him	as	he	appears.	
A:		No.		By	definition	an	Ambush	is	a	surprise.	You	can't	interrupt	it.		
	
Q:	 	As	 a	unit	 deploying	with	Ambuscade	gets	 three	dice	of	movement,	 does	 this	mean	 cavalry	would	
count	as	galloping?	
A:	 	They	can	count	as	moving	at	any	speed	you	 like;	cavalry	always	get	that	choice	when	entering	the	
table	in	any	circumstances.		If	they	are	galloping,	they	only	move	with	3D6,	not	adding	+3	pips	per	dice	
of	movement	as	the	ambuscade	does	not	differentiate	between	troop	types.					
	
Q:	 	 If	a	Group	takes	an	Action,	must	all	 the	 figures	 in	 the	Group	take	 the	same	Action?		 I	am	thinking	
specifically	of	skirmishers:		if	the	Group	fires,	can	some	of	the	figures	reserve	their	fire	so	that	you	have	
always	got	somebody	loaded	(assuming	we're	not	using	rifles)?	
A:		It	is	perfectly	reasonable	to	have	troops	firing	and	reloading	like	that,	keeping	some	loaded	whilst	the	
others	fire.		What	you	cannot	do	is	half	the	men	run	in	one	direction	while	the	other	half	stand	still	and	
fire.		You’d	need	to	use	two	Command	Initiatives	to	do	that,	and	the	moving	Group	would	then	become	
a	second	independent	Group	if	they	move	away	in	that	way.			
	



Q:		Two	Groups	of	line	infantry	are	in	closed	column	Formation.	They	are	fired	on	and	the	front	Group	
ends	up	with	one	excess	shock.		This	means	it	had	to	withdraw	1”	inch.		How	does	that	affect	the	Group	
immediately	behind	it	in	column?			
A:	 	The	first	Group	has	fallen	back	 involuntarily,	so	you	test	for	Force	Morale.	 	Next	the	second	Group	
can	voluntarily	fall	back	up	to	2”	to	retain	a	formation,	so	it	will	fall	back	1”	to	remain	in	contact	with	the	
lead	Group.		That	is	voluntary	so	no	need	for	a	Force	Morale	Test.	
	
If	 the	 lead	Group	 had	 fallen	 back	 3”	 or	more,	 it	would	 have	 retired	 through	 the	 second	 unit,	 adding	
Shock	to	them	and	breaking	the	formation.		In	that	case	you’d	check	the	Force	Morale	for	the	lead	unit’s	
retiring	and	the	Formation	breaking.			
	
Q:	 	 Can	a	 Status	 II	 Leader	 activate	 a	 Formation	 in	 closed	 column	with	one	Command	 Initiative,	move	
with	two	movement	Actions	and	then	use	his	second	CI	to	change	the	Formation	to	line	as	the	rear	rank	
is	within	1”	of	the	front	rank,	so	this	is	not	an	Action?		
A:	 	No,	the	1”	form	Up	option	is	for	units	who	only	need	1”	of	movement	to	join	up.	 	To	get	a	second	
rank	 forward	will	 take	more	movement	 than	 that,	but	you	can	do	 it	 for	one	Action	with	 the	Form	Up	
order.	
	

CCoommmmaanndd  CCaarrddss  
Q:		When	the	Tiffin	card	comes	up	can	you	only	use	Command	Cards	to	activate	unactivated	units?		If	I	
am	holding	four	of	them,	could	I	still	use	them	for	a	bonus	activation	of	an	already	activated	Leader?	
A:	 	No.	 	essentially	you	have	missed	your	chance.	 	After	the	Tiffin	card	is	drawn	the	turn	ends	and	the	
only	thing	you	can	do	with	Command	Cards	is	activate	units	that	have	not	already	been	activated	during	
the	turn.		One	Command	Card	will	activate	one	unit,	be	that	a	Group	or	Formation.	
	
Q:	 	 Are	 card-triggered	 characteristics	 like,	 Sharp	 Practice,	 Tactical	 and	 Tally	 Ho!	 And	 the	 likes	 bonus	
activations	above	and	beyond	the	normal	two	Actions	a	unit	gets?	
A:		This	depends	on	the	characteristic,	as	you’ll	see	on	Page	85.		Sharp	Practice	does	not	require	the	Unit	
to	 be	 activated	 -	 "A	 Unit	 does	 not	 need	 to	 be	 activated	 when	 Sharp	 Practice	 is	 used."		
	
Tally	Ho!	specifies,	 "When	two	Command	Cards	are	used	with	a	Leader’s	activation"	so	 it	 can	only	be	
played	when	a	Leader	activates	a	Group	or	Formation	as	normal	and	is	not	a	bonus	move	or	activation,	
it	 just	 enhances	 their	 normal	 activation.	 	 Thin	 Red	 Line	 is	 the	 same,	 it	 requires	 that	 "two	 Command	
Cards	are	used	with	a	Leader’s	activation".	
	
	
Leaders	 range	 from	 Status	 I	 to	 Status	 IV	 in	 Sharp	 Practice.	 One	 of	 the	 uses	 of	 Command	 Cards	 is	 to	
temporarily	 increase	Leader	 levels	by	 the	number	of	 flags	allocated	to	a	specific	Leader.	Can	these	be	
applied	without	limit,	or	is	Status	IV	the	best	you	can	get?			
	
A:		There	is	no	limit,	so	a	Status	IV	leader	with	four	card	would	be	Status	VIII	(8)	for	that	turn.		Probably	
not	the	best	use	of	four	cards	though!	
	
	



MMoovveemmeenntt  
Q:		I	want	a	Group	of	skirmishers	to	move	forward	through	a	Group	of	line	infantry.		When	I	rolled	the	
dice	 for	movement,	 the	 infantry	 failed	 to	 get	 through	 the	 infantry,	 reaching	 the	middle	 of	 their	 line.		
What	happens	now?	
A:	 	 The	 skirmishers	don’t	 get	 through	 the	 line,	 so	 leave	 them	 immediately	behind	 the	 line,	 in	 contact	
with	its	rearmost	rank.			
	
Q:	 	 Can	 the	extra	movement	dice	 for	 skirmishers	only	be	used	 it	 you	have	 spent	 the	 rest	 of	 the	 turn	
moving	and	not	doing	anything	else	like	firing?		
A:		No,	it	is	simply	a	“bonus”	Action	which	can	only	be	used	for	movement.		So	you	can	fire	and	load	with	
your	two	main	Actions	and	then	move	with	the	one	bonus	movement	Action.	
	
Q:	 	When	 columns	 change	 to	 line,	 a	 certain	number	of	Groups	 get	 to	move	 into	position	next	 to	 the	
front	Group	for	free	(two	Groups	for	a	closed	column,	one	for	an	open	column).	The	remainder	have	to	
dice	to	move	into	line.	If	those	latter	Groups	don't	manage	to	get	into	position,	does	that	mean	they	are	
no	longer	part	of	that	Formation?	
A:		They	are	still	part	of	the	Formation,	just	in	the	process	of	going	through	a	Formation	change.		So	the	
Formation	 can	 still	 be	 activated	 with	 one	 Command	 Initiative.	 	 If	 fired	 on,	 any	 hits	 are	 still	 shared	
between	all	the	Groups.	
	
Q:	How	I	can	form	square	from	column	or	line?	
A:	 Use	 the	 4"	 ‘form	 up’	 rule	 or,	 if	 Groups	 need	 to	move	 further	 than	 4",	 you	 dice	 for	movement	 as	
normal.	They	are	still	 in	Formation	but	 just	not	quite	 in	the	right	place	 if	 they	don't	move	far	enough.		
	
Q:		If	I	have	an	attack	column	of	four	Groups,	two	at	the	front	and	two	behind,	how	do	I	change	into	Line?			
A:	 	 Very	 simply	 you	 use	 the	 “form	 up”	 order	 and	 the	 two	 rear	 Groups	 simply	move	 forward,	 one	 to	
either	 side	 of	 the	 two	 foremost	 Groups.	 	 That	 takes	 one	 Action	 as	 they	 were	 within	 4”	 of	 the	 front	
Groups.		So	the	line	could	now	do	what	they	like	with	the	second	Action.			
	
Q:	 	The	rules	state	that	Tribes	can	move	faster.	How?	They	seem	to	have	the	same	2D6	movement	as	
anyone	else	and	don't	get	the	bonus	+1	movement	activation	that	skirmishers	get.	I	did	see	they	get	a	1	
card	step	out	and	just	found	that	Groups	don't	pay	the	-1"	penalty	per	dice	for	moving	through	broken	
ground.	Is	there	anything	else	we	missed?	
A:		Tribes	will	vary	from	one	conflict	to	another,	but	do	note	that	the	Step	Out	at	1	is	a	big	bonus	as	is	
the	ability	to	move	through	Broken	Ground	without	penalty.		These	are	what	the	rules	are	referring	to	
rather	than	any	specific	bonus	for	that	troop	type.		
	
Q:	 	Troops	that	are	rated	"No	Shock"	in	the	roster	for	Formation,	cannot	join	a	Formation	if	they	have	
any	Shock.		However,	if	they	are	already	in	Formation	and	take	Shock	can	they	stay	in	Formation	or	do	
they	have	to	drop	out?	
A:	 	They	can	remain	 in	Formation	until	 that	 is	broken	by	excess	Shock.	Once	“No	Shock”	troops	are	 in	
Formation	they	act	like	everyone	else.	 	 It	 is	only	the	fact	that	they	cannot	form	Formations	when	they	
have	any	Shock	which	restricts	them.			
	
Q:		When	a	Formation	changes	Formation	using	the	“form	up”	order,	it	requires	a	Command	Initiative.		



Does	 this	mean	 that	 the	 Formation	 can't	 do	 any	 further	moving/firing	 that	 turn	 as	 they	have	 already	
been	activated?	
A:	 	 The	 beauty	 of	 the	 “Form	up”	 option	 is	 that	 it	 only	 takes	 one	Action,	 so	 the	 troops	 still	 have	 one	
Action	left	with	which	to	fire	or	move.			
	
Q:	 	 The	 question	 is:	 how	 far	 back	 must	 a	 Group	 withdraw	 involuntarily	 in	 order	 to	 count	 as	 having	
broken	a	Formation	it	is	a	part	of	(and	therefore	trigger	a	second	morale	test	in	addition	to	the	one	for	
the	Group	withdrawing)?			
A:		If	troops	withdraw	1”	or	2”,	the	rest	of	the	Formation	may	withdraw	with	them,	conforming	with	that	
retiring	 Group	 to	 remain	 in	 Formation.	 	 Any	 withdrawal	 of	 more	 than	 2”	 automatically	 breaks	 the	
Formation.		See	the	errata	section	for	clarification	on	this.	
	
Q:		How	do	artillery	unlimber,	or	limber	up?			
A:		It	takes	one	Action	to	limber	up	or	unlimber.		Remember,	artillery	cannot	move	loaded,	so	you	will	
need	to	load	up	after	unlimbering.	
	
Q:		Is	the	evading	move	for	skirmish	troops	optional?	
A:		Entirely	optional.		If	they	fancy	a	fight	they	can	stand	where	they	are.			
	
Q:		If	skirmishers	attempt	to	retire,	does	the	amount	of	Shock	they	have	reduce	that	movement?	
A:		No,	because	they	are	moving	away	from	the	enemy.		If	an	enemy	was	in	their	rear,	so	they	would	be	
moving	towards	it,	the	Shock	would	reduce	movement.			
	
Q:		Does	evading	count	as	an	Activation?	
A:		No.		It	is	a	complete	bonus	move.	
	
Q:		Can	multiple	Command	Initiatives	be	spent	on	a	Group	to	give	them	more	than	two	Actions	in	a	Turn?			
A:		No.		You	can	only	normally	activate	a	unit	once	in	a	turn	and	two	Actions	is	the	most	your	unit	can	
have,	with	the	exception	of	using	four	Command	Cards	or	Sharp	Practice.	
	
Q:	 If	a	unit	needs	one	Command	Card	to	Step	Out,	can	I	use	to	Command	Cards	to	get	an	additional	2	
movement	Actions?	
A:		No.		Each	bonus	characteristic	can	only	be	used	once	in	a	turn.		In	the	same	way	that	you	couldn’t	fire	
a	doubly	crashing	volley	and	quadruple	Shock.			
	
Q:		Can	Skirmish	Troops	run,	adding	one	movement	Action	and	one	point	of	Shock.	
A:		No,	skirmish	troops	already	get	a	bonus	Action	for	movement,	that	reflects	them	being	more	nimble	
than	their	line	counterparts.	
	
Q:	 	Troops	 rated	as	“No	Shock'	cannot	 form	a	Formation	when	they	have	Shock,	but	can	 they	change	
Formation?		
A:	 	 Yes,	No	 Shock	 only	 restricts	 their	 ability	 to	 form	up	 into	 a	 Formation	when	 any	 Shock	 is	 present,		
other	than	that	they	can	do	what	they	like.	
	
Q:	What	happens	to	cavalry	that	was	galloping	or	cantering	in	one	turn	when	they	are	not	activated	in	
the	next	turn?																
A:		Odd	as	it	may	seem,	they	are	suspended	where	they	are	but	are	still	counted	as	galloping.		Think	of	it	
as	the	distance	was	a	little	further	than	they	expected.		Remember,	each	turn	is	just	a	moment	in	time.		



Q:		If	a	unit	loads	and	presents	but	does	not	fire,	does	it	lose	its	present	status	if	it	moves?	
A:	 	 Yes,	 it	 certainly	 does.	 	 You	 need	 to	 present	 and	 then	 fire	 with	 no	 other	 Actions	 undertaken	 in	
between.		You	can	remain	presented	for	as	long	as	you	like	while	stationary,	but	if	you	move	it	is	lost.		
	
Q:		What	is	the	movement	cost	of	artillery	that	changes	its	facing?	
A:	 	One	Action.	 	The	rules	do	not	differentiate	between	troops	 types	 for	 this.	 	Keeps	 it	 simple.	 	 If	you	
want	to	introduce	a	particularly	large	gun	you	could	make	it	two	dice,	or	even	force	it	to	be	immobile.			
	
Q:		If	a	Group	of	Skirmish	Troops	evades	away	from	a	charge	and	accidentally	runs	off	the	table,	can	they	
come	 back?	 	 Do	 they	 count	 as	 routing	 from	 the	 table	 and	 force	 a	 Force	 Morale	 test?	
A:		They	cannot	come	back,	but	there	is	no	Force	Morale	test	as	they	voluntarily	left	the	table.	
	
Q:		Do	you	have	to	pay	one	Action,	to	remove	a	single	Group	from	a	Formation?	
A:	 	 You	need	one	Command	 Initiative	 to	detach	one	Group	 from	a	Formation,	but	 that	also	 serves	 to	
activate	 the	 Group,	 so	 it	 can	 then	 use	 one	 or	 two	 of	 its	 Actions	 to	 move	 away.	 	 You	 don’t	 need	 a	
Command	Initiative	to	detach	and	then	another	to	Activate	the	Group.			
	
Q:		How	do	Leaders	move	on	their	own?		Do	they	need	to	Activate	themselves?	
A:		Yes	they	do	need	to	use	a	Command	Initiative	to	activate	themselves.		They	then	move	in	the	same	
way	as	any	other	troops,	on	foot	or	mounted.		So,	if	on	foot,	they	can	move	with	two	Actions	or	run	with	
three.			
	
Q:		If	a	Group	uses	one	Action	to	join	a	Formation,	does	that	Formation	lose	one	Action	as	well	to	allow	
that	to	happen?	
A:	 	 No.	 	 Actions	 are	 tracked	 by	 individual	 Groups,	 so	 is	 your	 Group	 joined	 the	 Formation	 and	 the	
Formation	 then	wanted	 to	Present	and	Fire	with	 its	 two	Actions	 it	 could	do	so,	but	 the	new	unit	 that	
joined	it	could	not	as	it	only	has	one	Action	remaining		
	
Q:		In	the	above	situation,	could	the	Group	joining	the	Formation	fire	uncontrolled	while	the	rest	of	the	
Formation	fired	controlled?	
A:		No.		It	could	fire	with	its	first	Action	and	then	join	the	Formation	with	its	second	Action.	
		
Q:	 	Before	moving,	do	you	need	to	declares	how	many	dice	you	are	using	to	move	and	where	you	are	
moving	to?	
A:		The	rules	don’t	demand	that.		There	are	some	situations	where	you	may	declare	that	you	are	using	a	
number	of	Actions	to	move,	but	then	need	to	add	to	that.	 	For	example,	 if	you	say	“I	am	moving	with	
one	action	to	that	wall	and	will	then	fire”	but	you	only	roll	1”	for	movement,	it	is	perfectly	reasonable	to	
then	decide	to	use	your	second	Action	for	movement	so	that	you	get	to	the	wall.			
	
Q:		Can	I	specify	where	I	want	my	troops	to	move	to,	even	though	it’s	not	somewhere	clearly	shown	like	
a	wall	or	hedge,	on	the	basis	that	I	am	ordering	them	to	advance	“thirty	yards”	or	similar?			
A:		No.		If	you	tell	troops	to	move	to	a	wall	it	is	perfectly	clear	where	they	are	meant	to	end	up.		If	you	
tell	them	30	yards	in	an	empty	field	this	is	not	the	case.		Allowing	you	to	choose	how	many	Actions	of	
movement	you	are	using	is	the	closest	you	can	get	to	that	degree	of	control.			
	
Q:	Would	you	allow	a	cavalry	unit	 to	declare	they	were	cantering	but	allow	them	to	stop	short	of	 the	
distance	rolled	for	any	reason.	
A:		No.		If	you	cantering	or	galloping,	then	you	must	go	the	full	distance.			



	
Q:		Can	the	French	only	use	their	Pas	de	Charge	when	they	are	within	charge	reach	of	the	enemy?	
A:	 	No,	use	 it	any	 time	you	 like.	 	Sometimes	 it’s	 just	handy	to	put	a	spring	 in	 their	 step	and	get	 them	
moving	faster.			
	
Q:		What	Formations	can	Cavalry	use?			
A:		The	same	as	the	infantry,	although	we	should	have	specified	that	they	can’t	form	a	square!		When	in	
formation,	they	spread	any	hits	from	firing	just	as	infantry	do.		
	

FFiirriinngg  
Q:		On	Table	10,	Firing	Adjustments,	the	list	reads	as	follows:	
	
Light	Infantry	Skirmishers	Firing	+1	to	hit	
Skirmishers	at	Effective	or	Long	Range	+1	to	hit	
Irregular	Skirmishers	firing	from	cover	at	Effective	or	Long	Range	+1	to	hit	
	
Are	any	of	these	advantages	cumulative?			
	
A:	 	No.	 	That	 lists	reflects	the	three	different	types	of	Skirmish	Troops:	 	Light	 Infantry,	Skirmishers	and	
Irregular	 Skirmishers.	 	 They	 are	 three	 different	 types	 of	 troops	 and	 are	 treated	 differently.	 	 All	 three	
types	 come	 under	 the	 overall	 heading	 of	 "Skirmish	 Troops"	 but	 they	 are	 all	 different.	 	For	 example,	
Irregular	Skirmishers	are	not	Skirmishers.			
	
Q:		If	a	canon	is	between	two	other	Groups	and	then	shot	at,	do	you	have	to	split	the	fire	between	all	
three	units?	
A:		The	rule	state	that	individual	Groups	can	fire	at	a	target	of	choice.		Any	hits	on	a	Formation	are	split	
between	all	of	the	component	Groups	(providing	they	are	visible).	 	 In	the	example	you	give,	the	three	
Groups	are	not	a	Formation,	so	a	single	Group	firing	at	them	may	select	which	one	they	are	firing	at.			
	
However,	 I	 think	we	need	to	apply	some	common	sense	here.	 	 If	 the	gun	and	the	two	adjoining	units	
were	 in	 contact	with	 each	 other	 I	would	 split	 the	 hits	 between	 all	 three.	 	 If	 they	 are	 just	within	 4”	 I	
would	not.		It	represents	small	Groups	having	more	freedom	than	Formations.			
	
Q:		When	a	Status	II	Leader’s	card	is	dealt,	he	has	two	Command	Initiatives.	Let	us	assume	that	he	uses	
one	to	activate	a	Formation	to	fire.		What	can	he	do	with	the	second	Command	Initiative?		Can	he	use	it	
somehow	to	influence	the	shooting?	
A:	 	 If	 the	Formation	has	no	Shock,	 there	 is	pretty	much	nothing	he	can	do	with	the	second	Command	
Initiative.	 	This	 is	often	the	case	early	 in	a	game.	 	However,	when	things	get	going	he	will	usually	 find	
that,	with	rallying	Shock,	he	doesn’t	have	enough	Command	Initiatives.			
	
Q:		Is	counter-battery	fire	allowed?		
A:	 	Yes.	 	Remember	that	the	gun	crew	count	as	a	Skirmish	Troops	when	fired	on,	so	in	one	level	cover	
better	than	they	are.			
	
Q:		Can	troops	fire	over	the	heads	of	other	troops?	



A:	 	 Yes,	 so	 long	 as	 there	 is	 a	 clear	 line	 of	 sight,	 So	 the	 firing	 unit	will	 need	 to	 be	 higher	 up	 than	 the	
intervening	unit.	
	
Q:		Can	multiple	Groups	of	Skirmish	Troops	form	Formations?		If	so,	do	they	retain	their	180	degree	arc	
of	fire?	
A:		If	their	Roster	shows	‘Yes’	for	Formations	then	they	can	do	so.		They	do	retain	their	180	degree	arc	of	
fire.			
	
Q:		Do	troops	on	hills	get	any	cover	upgrade	when	fired	by	enemy	troops	at	lower	level?	
A:		Only	if	there	is	cover	on	the	hill.		Hills	per	se	do	not	provide	cover.			
	
Q:		Do	troops	defending	on	a	top	of	a	hill	gain	any	advantage	in	fisticuffs?	
A:		No.	The	advantage	of	being	up	a	hill	is	when	your	enemy	are	slowed	down	by	that	hill	and	you	can	
fire	at	 them	more	times	before	they	make	contact.	 	However,	 that	 is	only	on	steep	hills.	 	Normal	hills	
give	no	advantage	in	fisticuffs.		
	
Q:		Do	troops	charging	downhill	gain	any	advantage	in	fisticuffs?	
A:		No.			
	
Q:		If	the	men	in	a	unit	except	the	Leader	are	wiped	out	or	rout	out	of	the	table,	what	happens	to	the	
Leader?	Can	it	be	attached	to	another	unit?		
A:		Yes	he	can,	usually	as	a	subordinate	Leader	but	if	his	Status	is	higher	than	the	Leader	with	that	unit,	
or	the	unit	has	no	Leader,	then	he	can	take	command.		In	other	words,	Leaders	are	portable.					
	
Q:		Does	a	Crashing	Volley	only	apply	to	a	Formation	that	also	is	firing	a	Controlled	Volley.		
A:	 	Anyone	can	 fire	a	crashing	volley,	be	 they	a	single	Group	or	a	Formation,	 if	 that	option	 is	on	their	
Force	Roster	and	they	have	the	required	number	of	Command	Cards	to	do	it	and	they	are	activated	by	a	
Leader.		Only	Formations	a	Controlled	Volley.		
	
Q:		Under	Controlled	Volley,	it	states	that	"a	Formation	with	a	frontage	of	two	or	more	Groups	can	fire	
controlled	volleys.	"	So,	a	single	Group	of	British	Fusiliers	can	only	fire	uncontrolled	volleys?	
A:		Actually,	a	single	Group	cannot	fire	controlled	or	uncontrolled	volleys.		A	single	Group	just	loads	and	
fire.	 	The	 controlled	 volley	 and	uncontrolled	 volleys	 are	only	 for	 Formations.	 	The	 thinking	 is	 that	 it	 is	
easy	 to	 get	 a	 handful	 of	men	 (i.e.	 one	Group)	 to	 fire	 and	 then	 to	 stop	 firing,	whereas	when	 you	 get	
bigger	Formations	the	noise	and	the	smoke	make	it	harder	to	control	them.	

	
Q:		When	a	Leader’s	activation	is	needed	to	trigger	a	command	card	characteristic,	must	the	unit	which	
is	going	 to	use	 the	 ‘’Characteristic’’	be	 in	command	range	of	 the	Leader	or	 it	 can	be	used	by	any	unit	
regardless	of	the	Leader`s	position?	
A:		The	unit	must	not	only	be	within	the	Leader's	Command	Range,	it	must	be	activated	by	him.		
	
Q:		On	page	22,	under	‘Unit	Activations’,	it	says	that	a	Leader	may	use	one	activation	to	‘Direct	the	fire	
of	a	Formation	or	Group	he	is	attached	to,	adding	1D6	of	fire	for	each	level	of	his	Status’.		On	page	45,	
under	Firing	Procedure,	in	the	table	‘Firing	Dice	Variables’,	it	says	‘Each	Status	Level	of	Leader	controlling	
fire	:	+1D6’.			Does	that	mean	that	the	unit	only	gets	the	extra	D6s	for	Leader	status	if	the	unit	was	using	
controlled	fire?			



A:		If	a	Leader	is	with	a	Unit	and	telling	it	to	fire,	that	unit	gets	to	add	his	dice	(i.e.	1D6	for	each	level	of	
Status	he	has)	 to	 the	 firing.	 	This	 occurs	 in	ANY	 situation,	whether	 it's	 a	 Formation	 firing	 a	 controlled	
volley,	an	uncontrolled	volley	or	just	a	Group	firing.			
	
Q:	Am	I	right	in	assuming	that	a	unit	doesn’t	get	the	Leader	Status	extra	D6s	if	it	is	firing	at	the	end	of	
the	turn	after	the	Tiffin	card	has	been	played	as	it	 is	the	Group	that	is	activated	by	the	command	card	
and	not	the	Leader?	
A:	 	 Correct.	 	When	 activated	 by	 a	 Command	 Card	 at	 the	 end	 of	 the	 turn,	 the	 unit	 fires	 without	 the	
benefit	of	the	Leader	getting	involved.	

	
Q:		How	does	a	marksman	work?		He	needs	a	CI	to	activate	but	does	he	fire	on	his	own	or	as	part	of	the	
unit's	volley?	
A:		If	the	Leader	spends	one	Command	Initiative	the	marksman	takes	one	shot.	This	may	only	be	done	
once	in	a	turn,	but	is	a	complete	bonus.		The	marksman	can	still	fire	and	act	with	the	rest	of	the	Group.	
	
Q:		If	a	unit	is	firing	in	an	uncontrolled	manner,	and	their	Leader	wants	them	to	stop	and	do	something	
else	 (eg:	move),	 he	 rolls	 on	 the	 table	 on	 p49.	 	 If	 he	 fails,	 they	 continue	 firing	 and	 I	 assume	 that	 the	
Command	Initiative	used	to	order	them	to	move	is	lost?		
A:	 	 It	 is	 indeed,	and	he	can’t	use	another	Command	Initiative	to	try	again	until	the	next	Turn.	 	He	also	
doesn’t	add	his	Leader	dice	to	firing	as	he	is	clearly	NOT	controlling	their	fire.			
	
Q:		When	a	firing	Formation	shoots	at	a	target	Formation,	but	the	firers	are	in	two	different	range	bands,	
what	range	do	we	use?			
A:	 	Roll	separately	for	the	for	the	two	different	ranges.	 	So	 if	13	figures	were	at	close	range	and	11	at	
long	range,	split	it	into	two	lots	of	rolls.					
	
Q:	 	Using	 the	example	on	 the	bottom	of	page	46	with	 three	 red	Groups	 in	a	 Formation	 firing	against	
Groups	A	and	B	and	Formation	C-D	Can	a	Leader	direct	fire	so	that	he	hits	Group	B	and	not	Group	A?			
A:			No.		Essentially	there	is	a	limit	to	how	much	you	can	concentrate	fire.		If	you	fire	at	B	you'll	always	hit	
A	as	well	as	it	is	within	4”	and	you	are	a	Formation	firing.			
	
Q:		You	can	use	Sharp	Practice	to	"	Present	and	Fire"	since	the	definition	says	that	you	can	continue	to	
fire	Controlled	volleys	if	you	were	already	firing	them.	So,	if	I	started	a	turn	Presented,	I	would	then	use	
my	two	Actions	to	Fire	and	Reload.			If	I	now	used	the	Sharp	Practice	Characteristic	would	I	then	Present	
and	Fire	a	controlled	volley?				
A:	 	You	would	 indeed	fire	a	Controlled	Volley	as	 that’s	what	you	are	already	doing.	 	 If	you	were	firing	
uncontrolled	 volleys	 then	 that’s	what	 you	would	do.	 	 So	 you’ll	 see	 that	 Sharp	Practice	 is	 a	 significant	
benefit	when	firing	controlled	volleys	as	it	covers	two	Actions.					
	
Q:	 	See	Example	page	46	--	two	Groups	covered	by	a	skirmisher	screen.	Am	I	 interpreting	 it	correctly?	
The	 enemy	 fires	 at	 the	 skirmishers	 but	 hits	 are	 allocated	 on	 the	 Groups	 behind	 with	 none	 on	 the	
skirmishers?	
A:	 	No,	the	hits	are	split	between	the	skirmish	troops	AND	Groups	A	and	B.	 	However,	when	dicing	for	
the	effect	of	any	hits,	ALL	three	Groups	are	treated	as	Skirmish	Troops	and	get	one	level	cover	better.		
	
Q:		In	the	same	example,	can	A	and	B	fire	on	the	three-Group	Red	Formation.	
A:		No.		They	would	simply	shoot	the	Skirmish	Troops	in	the	back!		
	



Q:		When	a	Formation	is	firing	in	an	uncontrolled	manner,	can	it	still	use	Sharp	Practice,	Crashing	Volley	
or	Thin	Red	Line	or	would	a	control	check	be	needed?			
A:		It	certainly	can	use	Crashing	Volley	and	Sharp	Practice	as	both	are	simply	enhancements	to	its	firing.		
This	Red	Line	would	require	movement,	so	would	need	a	successful	test	for	Uncontrolled	Troops.					
	
Q:		Does	the	Sharp	Practice	Characteristic	allows	a	unit	to	fire	twice	in	one	turn.		For	example,	can	you	
fire	on	the	Leader’s	activation	and	later	on	by	spending	two	Command	Cards?	
A:		That	depends	where	you	are	in	the	Action	sequence,	but	in	theory,	yes.	

	
Example	 1.	 	Your	 Unit	 is	 activated	 and	 uses	 its	 Actions	 to	 LOAD	 and	 then	 FIRE.	 	The	 Sharp	 Practice	
characteristic	will	then	allow	you	to	reload	but	not	fire	again.	

	
Example	 2.	 	Your	 Unit	 is	 activated	 and	 uses	 its	 Actions	 to	 FIRE	 and	 then	 LOAD.	 	The	 Sharp	 Practice	
characteristic	will	then	allow	you	to	fire	but	not	reload	subsequently.			
	
Example	3:	 	Your	Unit	 is	activated	and	uses	 its	Actions	 to	PRESENT	and	 then	FIRE.	 	The	Sharp	Practice	
characteristic	will	then	allow	you	to	reload	but	not	fire	again.	

	
Example	 4:	 	Your	 Unit	 is	 activated.	 	It	 is	 already	 PRESENTED	 so	 it	 uses	 its	 Actions	 to	 FIRE	 and	
RELOAD.		The	Sharp	Practice	characteristic	will	then	allow	you	to	both	PRESENT	and	FIRE.	

	
So,	 in	 short,	 it	 allows	you	 to	 load	or	 to	 fire	 in	 the	manner	which	 you	are	already	 firing	 (controlled	or	
uncontrolled)	but	never	both	load	and	fire	or	fire	and	load	on	the	one	card.	
	
Q:	 	How	do	Skirmish	Screens	work	when	hit	by	 cannon	 firing	 round	 shot?	The	way	 I	 read	 it,	 the	 light	
cover	bonus	from	the	skirmish	target	disappears	due	to	the	cannon	ball,	making	the	skirmishers	easier	
to	 hit	 and	 the	 Unit	 behind	 shares	 the	 hits	 (depending	 on	 the	 interpretation	 from	 the	 point	 above).	
A:		Units	A,	B	and	the	skirmish	screen	all	share	the	hits.		
	
As	 for	a	cannon	 firing	ball,	artillery	 reduce	the	cover	by	one	 level,	but	 if	 the	 troops	are	already	 in	 the	
open	then	it	can't	get	any	worse	just	as	troops	in	hard	cover	can't	get	any	better.	So,	skirmishers	still	roll	
for	effect	as	 if	 the	 level	of	cover	 is	one	better,	 in	 this	case	 light	cover,	because	 they	are	harder	 to	hit	
because	they	tend	to	be	more	dispersed.	The	same	goes	for	the	troops	behind	as	the	skirmish	screen	is	
protecting	them.			
	
Q:		If	a	Leader	takes	a	hit,	does	that	in	effect	replace	one	of	the	other	casualties?		
A:		The	Leader	is	one	of	the	men	dead,	not	in	addition	to.	You	are	right,	it	could	be	clearer	as	it	is	implied	
that	the	Leader	is	one	of	the	men,	but	not	specifically	stated.	
	
Q:	 	The	rules	 for	Chapter's	End	state	any	building	made	unstable	due	to	artillery,	collapses.	How	does	
artillery	make	a	building	unstable?	
A:		As	yet	they	cannot.		However,	it	is	planned	that	in	certain	future	campaign	supplements	they	will	be	
able	to.		This	really	depends	on	the	building	types.			
Q:		In	the	diagram	on	the	bottom	right	of	page	46,	I	am	having	trouble	understanding	why	A	is	a	target.	
Where	did	the	4"	rule	come	from?	
A:	 	 The	4”	 rule	 is	 explained	 in	 that	 section	on	allocation	of	hits.	 	With	 retrospect	 it	would	have	been	
better	 to	 put	 it	 earlier	 in	 the	 firing	 section.	 	 Mea	 culpa.	 	 It	 only	 applies	 to	 Formations	 firing	 and	 is	
intended	to	reflect	 the	fact	 that	 formed	bodies	tend	to	throw	 lead	out	straight	 in	 front	of	 them.	 	This	



rule	stops	formations	being	too	effective	by	focussing	their	fire	more	than	would	realistically	be	the	case.		
Individual	Groups	firing	are	not	affected	by	this.	
	
Q:	Do	you	need	to	spend	one	Command	Initiative	to	direct	fire	onto	a	specific	target	instead	of	having	to	
spread	hits	across	all	valid	targets	within	arc?	
A:		Yes	and	no.		A	Leader	using	a	Command	Initiative	to	activate	a	unit	to	fire	can	direct	the	fire	of	that	
unit	for	no	additional	Command	Initiative.		Where	a	Formation	fires	without	being	activated	by	a	Leader,	
so	on	Command	Cards,	that	fire	is	never	directed.			
	
Q:		If	a	Leader	is	commanding	a	force	which	is	firing	in	an	uncontrolled	manner	and	he	attempts	to	stop	
them	firing	to	so	something	else,	does	he	add	his	bonus	dice	if	the	ignore	him	and	keep	firing?	
A:		No,	as	he	is	most	certainly	not	controlling	the	fire.	
	
Q:		If	a	unit	is	firing	in	an	uncontrolled	manner	and	a	friendly	force	strays	into	their	arc	of	fire,	are	any	
hits	allocated	to	that	unit?	
A:		Yes,	unless	their	Leader	is	directing	fire	onto	another	target,	or	simply	away	from	them.			
	
Q:		If	a	Group	is	in	the	target	arc	of	a	firing	unit	but	cannot	be	seen,	say	they	are	5”	into	a	wood,	do	they	
take	any	hits?	
A:		No.		If	they	can’t	be	seen,	they	can’t	be	hit.	
	
Q:	 	Can	artillery	change	the	type	of	round	they	are	firing?		Say,	choosing	ball	at	close	range	instead	of	
canister.			
A:		Yes,	absolutely.		Just	because	canister	is	listed	doesn’t	mean	that	you	have	to	use	it.			
	
Q:		Must	units	fire	at	the	nearest	target?	
A:	 	 No,	 shoot	 at	what	 you	 like.	 	 In	 almost	 all	 situations	 you’ll	 choose	 to	 shoot	 at	 the	 biggest	 threat.	
	
Q:		What	counts	as	a	flank	or	rear	shot?		DO	all	of	the	men	firing	need	to	be	behind	the	flank?	
A:	 	Draw	a	 line	across	the	front	of	the	target	unit.	 	 If	any	men	in	the	firing	group	are	behind	that	 line,	
then	all	the	fire	is	considered	to	be	on	the	flank	or	rear.			
	

SShhoocckk  
Q:		If	a	Group	acquires	excess	shock	and	falls	back,	is	that	a	'withdrawal'	which	means	we	roll	on	Table	
18	for	Force	Morale?			
A:	 	Yes.	 	The	Group	 is	obliged	 to	withdraw,	 i.e,	 it	does	not	do	so	voluntarily.	 If	other	adjacent	Groups	
voluntarily	fall	back	to	keep	in	Formation	then	they	do	not	test	as	they	are	choosing	to	do	so.			
	
Q:	 	 If	 a	 Group	 which	 is	 part	 of	 a	 Formation	 is	 forced	 to	 fall	 back,	 do	 you	 roll	 twice:	 	 once	 for	 the	
withdrawal	and	once	for	a	broken	Formation?	
A:		You	do	roll	twice.		Breaking	a	Formation	is	a	really	significant	event.		
	
Q:		When	a	unit	routs	due	to	double	shock,	do	you	roll	for	that	straight	away?	
A:		Yes.	All	rolls	happen	immediately.		If	morale	falls	to	a	point	where	Command	Cards	are	removed	from	
the	deck	you	do	that	at	the	end	of	the	turn.			
	



Q:		A	Group	is	broken	and	runs	away	due	to	excess	Shock.	If	a	Chapter	Ends,	with	the	Tiffin	card	drawn	
first	in	a	Turn,	do	they	simply	disappear?	
A:		Yes.		They	are	presumed	to	have	dispersed.	
	
Q:		If	a	Group	is	broken	and	breaks,	what	do	they	do	on	subsequent	turns?	
A:		They	generally	just	mill	about.		They	cannot	move	towards	the	enemy,	but	you	can	move	them	out	of	
harm’s	way	by	activating	them.		You	can	also	rally	Shock	off	with	a	Leader.	

	
Q:	 	6.1	states	that	shock	 is	applied	to	Groups	specifically.	 	 If	a	Group	in	a	Formation	has	excess	shock,	
should	it	withdraw	even	if	the	total	number	of	men	in	the	Formation	is	higher	that	the	added	shock	of	
the	different	Groups?	
	
A:		Yes,	it	most	certainly	should	still	withdraw.		The	number	of	men	in	the	Formation	is	irrelevant.		It	is	
the	amount	of	Shock	on	the	individual	Group	which	is	important.		Otherwise	Formations	would	almost	
never	break.					
	
Q:	 	 Once	 a	 unit	 routs,	 does	 a	 unit	 move	 or	 is	 it	 just	 stuck	 there	 until	 a	 chapter	 ends.	
A:		Routing	units	take	their	routing	move	at	the	point	where	they	break.		After	that	they	will	stand	still	
unless	activated	or	 removed	at	 the	end	of	a	Chapter.	 	 In	 truth,	 this	 is	designed	 to	create	a	 command	
problem.	 	You	really	need	to	get	them	out	of	the	way,	so	you	can	activate	them	as	usual	and,	 ideally,	
move	them	to	a	point	where	they	can	rally	off	some	Shock.		
	
Q:	 	 If	a	unit	has	to	withdraw	either	because	 it	 lost	a	melee	or	because	of	excess	shock	from	shooting,	
and	that	move	directly	away	from	the	aggressor	would	take	it	off	the	table,	are	they	routed	off	board?		
A:		No,	but	they	cannot	come	back.		You	test	your	Force	Morale	for	an	involuntary	withdrawal,	but	not	a	
rout.	
	
Q:		If	the	unit	withdrawing	is	pushed	back	to	the	side	of	the	table,	in	other	words	not	their	friendly	table	
edge,	do	they	leave	the	table	there,	or	do	they	move	down	the	table	edge	towards	their	friendly	edge?	
A:		They	leave	the	table	if	that	is	directly	away	from	their	aggressor.		
	
Q:	 	 If	a	Group	 loses	a	round	of	Fisticuffs	 it	 is	obliged	to	withdraw	and	take	a	Force	Morale	test	 for	an	
involuntary	withdrawal.	 	 In	some	cases	 it	now	adds	additional	Shock.	 	 If	 it	does	so	and,	as	a	result,	 its	
Shock	 level	 reaches	the	point	where	the	Group	breaks	and	routs,	do	you	test	a	second	time	for	Force	
Morale?	
A:	 	 No.	 	 On	 the	 Bad	 Things	 Happen	 table,	 you	 only	 test	 for	 the	 worst	 of	 the	 top	 three	 lines,	
withdraw/break/wiped	out.		In	that	situation	you	only	test	for	the	rout.			
	
Q:		On	the	Bad	Things	Happen	table,	there	is	a	roll	for	a	Leader	routing	off	the	board	but	nothing	for	a	
unit	routing	off	the	board.		Why?	
A:		Because	Leaders	don’t	break,	whereas	units	do.		So	for	a	unit	to	rout	of	the	table	it	must	have	broken	
and	you	will	have	to	test	 for	 that.	 	Leaders	will	only	actually	break	 if	 they	are	 forced	off	 the	board	by	
being	with	a	routing	Group.			
	

  



FFiissttiiccuuffffss  
Q:	 	 If	 I	 have	 a	 line	 Formation	 moving	 into	 contact	 with	 another	 line	 Formation,	 does	 the	 attacker’s	
movement	stop	at	the	first	point	of	contact.	Or	can	he	complete	his	full	move	to	get	as	many	Groups	in	
contact	as	possible?	
A:	 	 You	 can	 certainly	move	 the	 full	 distance	 rolled	on	 the	dice.	 	 As	 long	 as	 one	man	 in	Group	makes	
contact	 the	whole	Group	will	 fight.	 	Any	Groups	who	 fail	 to	make	contact	can	still	 support	 if	 they	are	
adjacent	to	a	Group	that	is	actually	fighting.			
	
Q:	 	 A	 Group	 defeated	 in	 Fisticuffs	 gets	 thrown	 back	 and	 often	 has	 additional	 Shock	 added.		
Do	they	withdraw	as	well	due	to	excess	shock?	Or	do	they	just	get	driven	back	by	the	fisticuffs	result?	
A:	 	 	Just	the	fisticuffs	result	normally.	What	we	do	is	move	them	back	x	 inches	and	then	add	the	extra	
Shock.	However,	if	that	then	makes	them	break	(double	shock)	we	apply	that	immediately	and	they	take	
a	rout	move	as	well.		
	
Q:		What	FM	rolls	are	needed	following	a	loss	in	fisticuffs?		
A:	 	As	usual,	you	 take	 the	worst	of	 the	 top	 three	 lines.	 If	a	Group	 loses	and	 is	pushed	back	 it	 rolls	on	
"obliged	to	withdraw".	 If	 it	 is	pushed	back	and	breaks	due	to	Shock	 it	rolls	 for	“Group	breaks”.	 	 If	 it	 is	
completely	wiped	out	you	roll	for	“Group	wiped	out”.		All	of	these	are	single	rolls.			
	
If	a	Formations	 is	broken	by	 the	 results	of	Fisticuffs,	 that	 roll	 is	an	additional	one,	as	are	any	 rolls	 for	
Leaders	wounded	or	dead.	
	
Q:	 	When	Skirmish	Troops	are	evading,	do	the	usual	movement	penalties	apply	when	they	are	moving	
through	 ground	which	 is	 not	 good	 going?	 	 	 For	 example,	 if	 the	 evaders	 are	 in	 Heavy	 Going,	 do	 they	
deduct	-1"	per	dice?	If	the	evade	move	takes	them	across	a	minor	obstacle,	do	they	discard	the	lowest	
dice	roll?		
A:		Yes,	movement	penalties	do	apply.	
	
Q:		In	Fisticuffs,	one	unit	is	wiped	out	and	the	Leader	that	was	with	them	is	wounded	and	unconscious.	
What	happens	to	him?	Does	he	lie	there,	retreat,	die	or	get	captured?	
A:		If	the	accompanying	unit	is	wiped	out	then	there	would	be	no	one	to	defend	the	Leader	or	carry	him	
off	 so	he	 is	helpless.	 	Of	 course,	 if	 your	opponent	wants	 to	 capture	him	he’ll	need	 to	get	a	 couple	of	
blokes	to	carry	him	off.		Is	the	Leader	popular	or	unpopular?		Will	the	remaining	men	want	to	rescue	him?		
Ultimately,	he	is	hostage	to	fortune	until	he	recovers.		He	certainly	can’t	move	or	retreat.			
	
Q:		If	a	Group	has	more	Shock	than	survivors,	does	it	has	to	withdraw	every	time	the	Tiffin	card	comes	
up?			
A:		No.		They	will	only	retreat	again	if	fired	on	and	they	lose	a	man	killed	or	suffer	more	Shock.			
	
Q:		Must	a	cavalry	Group	be	deployed	in	one	or	two	lines?			
A:	 	 It	may	be	deployed	 in	either.	 	 In	Formation	 the	norm	 is	 to	have	 them	 in	 single	 lines,	but	 they	are	
capable	of	deploying	in	a	deeper	two	rank	Formation.			
	
Q:		If	a	unit	is	defeated	in	Fisticuffs	by	4+	difference,	should	they	retreat	in	a	straight	line	opposite	to	the	
attacker	or	they	can	manoeuver?	



A:		They	go	straight	back,	no	manoeuvre	is	possible.		However,	if	they	are	going	to	run	off	a	cliff	or	into	
an	uncrossable	barrier,	such	as	a	river,	they	may	manoeuvre	to	avoid	this.	 	Also,	 if	 it	 is	clear	that	with	
some	minor	deviation	they	can	avoid	crashing	through	friendly	troops,	then	they	can	flow	around	them,	
but	that	is	a	situation	which	I	feel	is	eased	by	an	umpire	being	present.		
	
Q:	 	 In	 the	French	 Indian	War	and	AWI	Army	Lists	we	 see	 the	Tomahawk	being	 listed.	 	 Is	 this	weapon	
thrown	before	the	charge?			
A:		Tomahawks	is	essentially	a	combination	of	fear	factor,	and	actual	use.		There	use	is	well	documented	
in	the	French	Indian	Wars	and	the	AWI.		Whether	they	are	thrown	or	simply	wielded	the	key	issue	is	that	
being	attacked	by	such	troops	is	unsettling	and	it	has	that	effect.			
	
Q:	 	 In	Fisticuffs	between	two	Formations	of	two	Groups	with	two	Leaders	present	on	each	side,	 if	 the	
result	is	8	kills	on	each	side,	how	do	we	work	out	the	hits	on	Leaders?			
A:		First	you	allocate	kills	to	both	of	the	Groups	on	your	side.		You	choose	where	these	are,	so	you	could	
have	6	on	one	Group	and	2	on	the	other,	or	four	each.		The	choice	is	yours.		Now	you	need	to	dice	for	
the	Leader	with	each	Group.		So	if	you	went	with	6	and	2,	that	would	mean	that	the	Leader	with	the	first	
Group	would	automatically	be	hit	(a	roll	of	1	to	6),	whereas	the	Leader	with	the	second	Group	would	be	
hit	on	a	1	or	2	on	a	D6.		 If	you’d	have	gone	with	four	kills	on	both,	both	Leaders	would	roll,	with	each	
being	hit	on	1	to	4.			
	
Q:		How	do	Lancers	differ	from	other	troops?	
A:		Lancers	are	light	cavalry	but	on	the	Troop	Quality	in	Fisticuffs	table	on	Page	54,	you	will	see	that	they	
fight	better	than	other	Scouting	Cavalry.			
	
Q:		I	cannot	find	any	reference	on	how	Artillery	crew	do	Fisticuffs	(most	probably	badly),	any	clues?	
A:		Badly	indeed.		Check	out	the	Troop	Quality	in	Fisticuffs	table	on	Page	54,	they	are	bottom	of	the	list,	
so	they	fight	as	a	Group	with	6D6	(3d6	if	50%	or	less)	but	almost	all	other	troops	will	get	lots	of	bonus	
dice	when	fighting	them.	
		
Q:		Do	supporting	Groups	who	contributed	dice	to	Fisticuffs	have	to	withdraw	when	the	fighting	Group	
is	defeated?	
A:		Oh	yes,	they	were	involved	in	the	fight	so	suffer	the	same	results.				
	
Q:		 if	I	throw	tomahawks	at	the	start	of	an	attack,	what	happens	if	the	Shock	caused	makes	the	target	
unit	fall	back?		Does	it	do	so,	or	does	the	fight	still	happen?	
A:		It	does	so.		If	your	attacking	unit	then	fails	to	make	contact,	then	the	fight	will	not	happen.			
	
Q:		Defenders	in	Fisticuffs	suffer	a	penalty	for	Meeting	Attack	Unloaded,	and	a	bonus	for	Meeting	Attack	
Presented	 and	 Loaded,	which	 both	make	 sense	 as	 it	 presumably	 represents	 the	 point-blank	 Fire	 just	
before	contact.		Do	troops	not	primarily	equipped	with	firearms	(such	as	cavalry	or	some	Mass	Troops)	
suffer	the	penalty	for	being	Unloaded?		
A:	 	No.	 	Their	fighting	ability	 is	already	factored	in.	 	 If	you	haven’t	got	a	firearm,	you	can	be	loaded	or	
unloaded.					
	
Q:		Should	all	units	that	have	been	in	Fisticuffs	then	count	as	being	unloaded,	even	if	they	started	loaded,	
having	fired	their	weapon	at	some	point	during	the	hand	to	hand	combat?	
A:	 	The	rules	do	not	say	so,	but	 I	think	 it	 is	sensible.	 	Gamers	will	always	argue	that	they	went	 in	with	
cold	steel,	but	that	is	a	bit	silly.			



	
Q:	 	 If	 I	were	to	attack	with	two	attack	columns,	each	comprised	of	six	Groups,	three	Groups	wide	and	
two	Groups	deep.		When	they	get	into	Fisticuffs,	can	I	allocate	the	kills	anywhere	I	wish	on	those	three	
Groups?	 	For	example,	 if	my	opponent	killed	eight	of	my	men,	could	 I	 simply	wipe	out	one	eight-man	
Group	and	leave	the	other	two	Groups	at	full	strength?	
A:		You	could,	but	you’d	take	a	nasty	hit	on	Force	Morale	for	losing	a	Group	and	your	effectiveness	in	the	
next	 round	of	 combat	will	 take	 a	 big	 knock.	 	 For	 example,	 spreading	 your	 eight	 kills	 across	 the	 three	
Groups,	3-3-2,	would	allow	all	three	to	keep	fighting	with	their	full	dice	in	the	next	round.		By	removing	
one	entire	Group	you	lose	a	whole	Group’s	combat	dice.			
	
Q:	 	 In	 the	above	 situation,	 if	 I	 did	 remove	one	whole	Group	but	 the	Fisticuffs	 continued	 into	another	
round,	could	I	bring	a	supporting	Group	into	the	front	row	to	fill,	the	gap	left?	
A:	 	 No,	 the	 rules	 assume	 that	 the	 fighting	 Groups	 keep	 fighting	 and	 the	 supports	 keep	 supporting.		
Allowing	the	player	to	allocate	his	own	kills	(not	Shock	which	is	shared)	is	done	to	allow	you	to	maximise	
your	combat	capability	and,	at	 the	end	of	 the	combat,	 to	 reorganise	your	groups	by	allocating	kills	 so	
that	you	can	then	issue	a	Dress	the	Ranks	order	and	reform	in	the	best	possible	order.					
	
Q:		At	the	end	of	a	round	of	Fisticuffs,	do	you	allocate	Kills	or	Shock	first?	
A:	 	 It	doesn’t	matter.	 	A	wise	player	will	consider	where	the	Shock	 is	going	when	removing	kills,	but	 it	
doesn’t	matter	which	order	it	is	done	in.		You	apply	any	automatic	morale	results,	such	as	withdraw	or	
break,	after	both	are	done.	
	
Q:		Can	Leaders	be	killed	or	wounded	in	Fisticuffs?	
A:		Yes,	in	exactly	the	same	way	as	we	deal	with	leader	casualties	from	firing.		Roll	under	the	number	of	
men	killed	and	one	of	them	is	a	Leader.	
	
Q:		If	two	Leaders	are	with	a	Group	which	suffers	a	Leader	casualty,	which	one	is	hit?	
A:		Roll	a	dice.			
	
Q:	 	 Can	 any	 friendly	 Groups	 support	 in	 Fisticuffs,	 or	 just	 ones	 in	 the	 same	 Formation?	
A:	 	Any	Groups	as	long	as	they	are	immediately	adjacent.	 	So,	 imagine	you	have	two	Groups	12”	apart	
who	both	charge	an	enemy.		Group	A	makes	contact,	Group	B	doesn’t	but	can	reach	the	rear	of	Group	A.		
That	unit	can	support	even	though	they	are	not	in	Formation.			
	
Q:	 	The	Fisticuffs	example	on	page	53	where	a	Formation	 is	attacked	on	the	flank	really	confused	me.	
Based	on	what	I	read	on	the	rules	I	never	would	have	moved	the	defender,	they	would	have	fought	with	
the	Group	contacted	and	the	other	in	support	and	suffering	the	penalty	for	being	attacked	on	the	flank.	
Why	 do	 Groups	 D	 &	 C	 in	 the	 example	 turn,	 where	 in	 the	 rules	 does	 it	 say	 that	 this	 is	 what	 should	
happen	 ?	
A:		Apologies	it	wasn’t	meant	to	confuse,	it	was	mean	to	show	that	D	fought	and	C	supported	whilst	A	
and	B	did	nothing.		I	only	turned	the	blocks	in	the	diagram	try	to	show	how	half	the	force	was	fighting	
and	the	other	half	not.			
	
Q:		Do	British	line	in	the	Peninsula	War	really	have	Aggressive?	Is	it	a	typo	or	simply	"British	author	bias".	
A:		100%	British	author	bias.		Backed	up	with	much	historical	evidence.	
		
	
Q:		When	a	Leader	is	knocked	out,	do	his	men	leave	him	behind	or	do	they	carry	him?	



A:		Do	they	like	him?		You	decide!			
	
Q:	 	A	 cavalry	unit	 galloped	 into	 combat	and	 lost,	 it	was	 thrown	back	6	 inches.	 	What	 speed	 is	 it	 now	
doing?	
A:		It	has	undertaken	a	180	degree	turn;	it	must	be	walking.	
	
Q:		What	happens	if	my	cavalry	charge	into	Fisticuffs	with	a	Group	of	infantry	who	are	only	6”	away.		I	
roll	18”	of	movement,	I	defeat	the	infantry	and	they	withdraw	8”.		Do	I	continue	my	movement	to	fight	
them	again?	
A:		No.		You	have	ridden	into	contact	and	fought	them	If	you	win	you	remain	stationary.		Whether	you	
are	able	to	continue	your	charge	and	contact	them	again	will	depend	on	the	run	of	the	cards	and	your	
use	of	Command	Cards.			
	
Q:		If	a	unit	is	defeated	in	Fisticuffs	and	thrown	back,	does	this	count	as	a	'Group	obliged	to	withdraw'	
that	triggers	a	Bad	Things	Happen	roll?		
A:	 	 It	certainly	does.	 	Any	involuntary	withdrawal	through	firing	or	fisticuffs	will	trigger	a	Force	Morale	
roll.	
	

FFoorrccee  MMoorraallee  
Q:	 	 If	 a	 Formation	 has	 several	 Groups	 and	 one	 of	 them	 breaks	 due	 to	 Shock,	 thereby	 breaking	 the	
Formation,	do	I	roll	for	Force	Morale	for	each	individual	Group?		
A:		You	roll	once	for	the	one	Group	breaking	and	then	a	second	roll	for	the	Formation	being	broken.			
	
Q:		If	a	Leader	is	captured,	do	I	make	a	roll	on	the	Force	Morale	table?			
A:		Treat	that	as	Leader	killed.			
	
Q:		When	an	army’s	Force	Morale	falls	to	4,	it	 loses	one	Command	Card.	When	is	it	removed	from	the	
deck?	In	the	moment	it	hits	4	or	after	the	Tiffin	card	and	the	turn	is	finished?	
A:		At	the	end	of	the	Turn.		The	remainder	of	that	turn	is	a	“last	chance”	to	use	all	of	the	Command	Cards	
present.			
	
Q:		If	you	Dress	the	Ranks	to	create	one	Group	from	two	half-strength	Groups,	does	that	count	as	having	
one	Group	wiped	out	for	Force	Morale	purposes	?		
A:		No,	no	Group	has	been	wiped	out,	you	have	"managed	it	out	of	existence",	which	is	precisely	what	
you	should	do	in	order	to	avoid	Groups	being	destroyed	and	the	resulting	Force	Morale	test.					
	
Q:	If	a	single	Red	Group	charges	a	Blue	Formation	of	three	Groups	in	line,	it	can	elect	to	hit	the	centre	
Group	and	so	fight	that	Group	with	the	two	other	Blue	Groups	supporting.		If	the	Red	Group	win,	do	all	
three	Blue	Groups	retire?			
A:		Yes,	and	that	is	three	tests	for	involuntary	withdrawal	on	the	Force	Morale.		It	is	highly	unlikely	that	
sufficient	Shock	would	be	inflicted	to	break	the	Blue	Formation	but	it	could	happen.		If	it	did	that	would	
be	a	fourth	test.			
	
Q:		Can	a	wounded	Leader	fight	in	a	duel?	
A:	 	 Yes.	 	 The	duel	 system	 reduces	dice	 for	 any	wounds	 suffered,	 so	 start	 the	duel	with	 the	wounded	
Leader	having	fewer	dice,	depending	on	how	many	wounds	he	has	already	suffered.	


