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Gather to the
. Standards .

Company forms a tight, bristling knot of men
to prevent enemy breaking in (not Cav)

Enemy Bonus

-Melee+0
‘r -Contact,
Only
(t -Melee +1

-Contact,
1/2 Rest

. -Melee +0
-Contact
Only
-Melee+1

-Contact,
1/2 Rest

.‘ -Melee+1
-Contact,

1/2 Rest

' -No Melee

Hazard to Enemy

Stuck In;
Casualties-
In Contact Only

Belaboured;
Casualties-
In Contact Only

Locked

Repulsed

Stuck In;
Casualties-
Greater

Diff. (Weaker) 1st

Enemy backs
off 2”

Win or Lose:-1 to any Casualty TBS draws
for the enemy

g I'[Tnot
Shrink back

Commander fights manfully in exposed
position, trying to break into enemy unit;
(add Commander Puissance to total strength)

Bonus

-Melee +0
-Contact,

1/2 Rest

Enemy

-Melee -1
-Contact,
1/2 Rest

+Melee -1
-Contact,
1/2 Rest

-Melee +0
-All Fight

-Other+1
-All Fight

' -Melee+0
-Contact
Only

Hazard to Enemy

Belaboured
Casualties-
In Contact Only

Repulsed

Belaboured;
Casualties-
Greater Differ.
(Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Belaboured
Casualties-
Lightest 1st

Belaboured
Casualties-
In Contact Only

Win or Lose, Commander Casualty on 8+
Wy : Commanders Fight!

Thrust Home, Lads! *

Company hacks or thrusts at enemy
at polearm’s length with main weapons
(Not Cav)

Enemy Bonus

-Melee+1
‘r -Contact
Only

-Melee+0
(t -Contact,
1/2 Rest

-Melee -1
-Contact
Only

-Melee+1
-Contact,
1/2 Rest

-Melee +1
-Contact
Only

' Melee -1

-Contact
Only

Hazard to Enemy

Stuck In;
Casualties-
In Contact Only

Belaboured;
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Belaboured;

Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Locked

Win or Lose:+1 to any Enemy Casualty draws

€ P ¢

Commanders call for extra effort to bowl
enemies over (Take CC: fail=-1C;
pass, +1 Card draw)

Enemy. Bonus

-Melee -1
-Contact,
1/2 Rest

-Melee+0
-All Fight

-Melee+0
-All Fight

-Melee+1
- Contact,
1/2 Rest

,’ -Melee +0
-All Fight

' -Melee+1
-Contact
Only

Hazard to Enemy
Repulsed

Belaboured;
Casualties-
In Contact Only

Repulsed

Belaboured;
Casualties-
Greater Differ.
(Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Stuck In;
Casualties-
In Contact Only

Win or Lose: No Courage Check for self
this round regardless of result

' Stand Off, Apace '

Company breaks contact
(not allowed on 1st round, or to Cav)

Enemy Bonus

-Melee +0
‘t -Contact
Only
(t -Melee+1

-Contact,
1/2 Rest

. -No Melee

-Melee+0
-Other+1

«Other+1
-Contact
Only

' -No Melee

Hazard to Enemy
Locked

Stuck In;
Casualties-
In Contact Only

No Effect
W Backs off 17

Repulsed

Repulsed

-Both back off:
Part units 3”

Win or Lose: If successful in backing off,
minus C for end of combat

Daggers Drawn

Company grapples closely with foe
favouring side arms, to skewer them
(not allowed on first round, or to Cav)

Enemy. Bonus
+Melee -1
-Contact,

1/2 Rest

-Other +1
-All Fight

-Melee +0
-Contact
Only

-Other +1
-All Fight

{ .Other+1
. All Fight

' -Melee -1
-Contact
Only

Hazard to Enemy

Belaboured
Casualties-
In Contact Only

Belaboured

Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Stuck In;
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Belaboured
Casualties-
In Contact Only

Win or Lose: 5+ on TBS for Casualty to self
"-: +1 casualties to both sides




Gather to the
. Standards .

Company forms a tight, bristling knot of men
to prevent enemy breaking in (not Cav)

Enemy Bonus

-Melee+0
‘r -Contact,
Only
(t -Melee +1

-Contact,
1/2 Rest

-Melee +0
-Contact
Only

+Melee+1

-Contact,
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.‘ +Melee+1
-Contact,
1/2 Rest

' -No Melee

Hazard to Enemy

Stuck In;
Casualties-
In Contact Only

Belaboured;
Casualties-
In Contact Only

Locked

Repulsed

Stuck In;
Casualties-
Greater

Diff. (Weaker) 1st

Enemy backs
off 2”

Win or Lose:-1 to any Casualty TBS draws
for the enemy

$ I'[Tnot
Shrink back

Commander fights manfully in exposed
position, trying to break into enemy unit;
(add Commander Puissance to total strength)

Bonus

-Melee +0
-Contact,

1/2 Rest

Enemy

-Melee -1
-Contact,
1/2 Rest

+Melee -1
-Contact,
1/2 Rest

-Melee +0
-All Fight

-Other+1
-All Fight

' -Melee+0
-Contact
Only

Hazard to Enemy

Belaboured
Casualties-
In Contact Only

Repulsed

Belaboured,;
Casualties-
Greater Differ.
(Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Belaboured
Casualties-
Lightest 1st

Belaboured
Casualties-
In Contact Only

Win or Lose, Commander Casualty on 8+
Wy : Commanders Fight!

Thrust Home, Lads! <.»

Company hacks or thrusts at enemy
at polearm’s length with main weapons
(Not Cav)

Enemy Bonus

-Melee+1
‘r -Contact
Only

-Melee+0
(t -Contact,
1/2 Rest

-Melee -1
-Contact
Only

-Melee+1
-Contact,
1/2 Rest

-Melee +1
-Contact
Only

' Melee -1

-Contact
Only

Hazard to Enemy

Stuck In;
Casualties-
In Contact Only

Belaboured;
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Belaboured;
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Locked

Win or Lose:+1 to any Enemy Casualty draws

[uck up your
(t i Cour%ge (t

Commanders call for extra effort to bowl
enemies over (Take CC: fail=-1C;
pass, +1 Card draw)

Enemy. Bonus

-Melee -1
-Contact,
1/2 Rest

-Melee+0
-All Fight

-Melee+0
-All Fight

-Melee+1
-Contact,
1/2 Rest

,“ -Melee +0
-All Fight

' -Melee+1
-Contact
Only

Hazard to Enemy
Repulsed

Belaboured;
Casualties-
In Contact Only

Repulsed

Belaboured;
Casualties-
Greater Differ.
(Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Stuck In;
Casualties-
In Contact Only

Win or Lose: No Courage Check for self
this round regardless of result

' Stand Off, Apace '

Company breaks contact
(not allowed on 1st round, or to Cav)

Enemy Bonus

-Melee +0
‘r -Contact

Only
(C -Melee+1

-Contact,
1/2 Rest

. -No Melee

-Melee+0
-Other+1

«Other+1
-Contact
Only

' -No Melee

Hazard to Enemy
Locked

Stuck In;
Casualties-
In Contact Only

No Effect
W Backs off 17

Repulsed

Repulsed

-Both back off:
Part units 3”

Win or Lose: If successful in backing off,
minus C for end of combat

Daggers Drawn

Company grapples closely with foe
favouring side arms, to skewer them
(not allowed on first round, or to Cav)

Enemy. Bonus
+Melee -1
-Contact,

1/2 Rest

-Other +1
-All Fight

-Melee +0
-Contact
Only

-Other +1
-All Fight

-Other+1
-All Fight

' -Melee -1
-Contact
Only

Hazard to Enemy

Belaboured
Casualties-
In Contact Only

Belaboured
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
In Contact Only

Stuck In;
Casualties-
Greater

Diff. (Weaker) 1st

Stuck In;
Casualties-
Lightest 1st

Belaboured
Casualties-
In Contact Only

Win or Lose: 5+ on TBS for Casualty to self
f +1 casualties to both sides
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Sheaf Flinht Sheatf Flinht Sheatf Flinht
; 6+: Discomf. 5+: Discomf. = . i 5
g 45:Galling  2-4: Galling S o 4+: Galling
3,4: Galling 1-5:Scattered 1-3:Scattered 23. 7l
o s 1,3:Scattered 1:Scattered 0>: F/Short 0>: E/Short ,3:Scattere
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Courage Faltering Faltering

Faltering Courage

Courage

C:-1C C: Falter C:-1C C: Falter C: Fight On C: Falter

W: -1C W: Falter W: -1C W: Falter W: Fight On W: Falter
U:-1C U: Miscarry  U:-1C U: Miscarry =~ U: Fight On U: Miscarry
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C:-1C C:FightOn  C:Fight On C:FightOn  C:Fight On C: Fight On
W: -1C W: Falter W: -1C W: Miscarry ~ W: Fight On W: Fight On
U:-1C U: Falter U:-1C U: Falter U: Fight On U: Falter
Sheaf Flinht Sheat Flinht Sheatf Flight
J i 3 7+: Di f. 3 ;
2+: Discomf. 3+: Galling 2+: Galling 4;‘-6: Gl;lcl(i)rrlng ia-; ]glslcl?mf. 6+:.Ga111ng
1-3:Scattered ,2: Galling 2-5:Scattered
1>: Galling 2>:Scattered 1>:Scattered 0>: F/Short 0>:Scattered 1>: F/Short

Faltering Faltering

Faltering

Courage

Courage Courage

C:-1C C:FightOn  C: Fight On C:FightOn C: Fight On C: Fight On
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