
 

 

Captain Hummel 
 

 

 

 

 

 

          American officer, 60th Foot 

 

Sharp Practice: This represents high quality musketry. Whenever two Command Cards are played, a 

group or Formation which is loaded can immediately fire. If it is already firing Controlled Volleys the fire 

may be Controlled. If the Group or Formation is unloaded, it may completely reload, even if their 

weapon takes two Actions to reload. A Unit does not need to be activated when Sharp practice is used.  

Characteristic Rank 
Breeding Military Family with Wealth 

and Influence 

Personality Honorable 

Physique Average Stamp 

Looks Fair of Face 

Charisma Affable 

Leader Level Three 



 

 

 

 

  



 

 

Captain Monroe 

 

 

 

 
     American officer, Virginia Provincial Regiment 

 

 

 

Hearth & Home: These troops are better when fighting to defend their own property and families. 
When operating in their home district, these troops may change their Step Out rating to 2 or, of 
already at 2, may reduce it to 1. When operating away from their home district, these troops become 
Weedy Coves.  

Characteristic Rank 
Breeding Military Family with Wealth 

and Influence 

Personality Honorable 

Physique Average Stamp 

Looks Plain and Unremarkable 

Charisma Affable 

Leader Level Two 



 

  



 

 Chief Makkapitew 

 

 

 

 
     Delaware Chief 

 

 

Aggressive: Aggressive troops are up for a fight and will have an advantage in Fisticuffs. 
 
Moveable Deployment Point: A Unit with this capability allows the player to select one of these as a 
support option. 
 
Prominent Leader: This Unit depends heavily on its Leader. If he is wounded or killed, they roll twice on 
the Force Morale table. If he dies their troop rating is reduced by one if that is possible. For example, 
Tribe become Wallahs, Elites become Regulars. 
 
Tactical: The ability to make the best use of terrain and surprise. Units who have a Tactical Characteristic 
can perform an Ambuscade when they are activated and have two Command Cards available to use. 
 
Tomahawks: Units present a fearsome sight when attacking with tomahawks. The psychological impact 
of this is reflected by rolling 1D6 for each man in the attacking Unit, causing one point of shock on the 
enemy for each 5 or 6 rolled. This Shock is applied before Fisticuffs takes place. It is only used the 
first time any Unit thus armed attacks in a game. It is never applied when they are defending. 
  

Characteristic Rank 
Breeding Risen from the ranks 

Personality Bounder 

Physique Strapping Fellow 

Looks Face like a pig’s backside 

Charisma Thoroughly dislikable 

Leader Level Three 



 

  



 

 

Chief Etchemin 

 

 

  

 
     Algonquin Chief 

 

 

Aggressive: Aggressive troops are up for a fight and will have an advantage in Fisticuffs. 
 
Moveable Deployment Point: A Unit with this capability allows the player to select one of these as a 
support option. 
 
Prominent Leader: This Unit depends heavily on its Leader. If he is wounded or killed, they roll twice on 
the Force Morale table. If he dies their troop rating is reduced by one if that is possible. For example, 
Tribe become Wallahs, Elites become Regulars. 
 
Tactical: The ability to make the best use of terrain and surprise. Units who have a Tactical Characteristic 
can perform an Ambuscade when they are activated and have two Command Cards available to use. 
 
Tomahawks: Units present a fearsome sight when attacking with tomahawks. The psychological impact 
of this is reflected by rolling 1D6 for each man in the attacking Unit, causing one point of shock on the 
enemy for each 5 or 6 rolled. This Shock is applied before Fisticuffs takes place. It is only used the 
first time any Unit thus armed attacks in a game. It is never applied when they are defending. 
  

Characteristic Rank 
Breeding Risen from the ranks 

Personality Honorable 

Physique Average Stamp 

Looks Good Looking Chap 

Charisma Pleasant 

Leader Level Three 



 

  



 

Lieutenant Thompson 

 

 

  

 

           

American Militia Lieutenant 

 

 

Hearth & Home: These troops are better when fighting to defend their own property and families. 
When operating in their home district, these troops may change their Step Out rating to 2 or, of 
already at 2, may reduce it to 1. When operating away from their home district, these troops become 

Weedy Coves.  

Characteristic Rank 
Breeding Military Family with Wealth 

and Influence 

Personality Honorable 

Physique Average Stamp 

Looks Good Looking Chap 

Charisma Affable 

Leader Level One 



 

  



 

 

Capitaine Zoldak 

 

 

   

 
     French Officer 

 

 

 

 

Sharp Practice: This represents high quality musketry. Whenever two Command Cards are played, a 

group or Formation which is loaded can immediately fire. If it is already firing Controlled Volleys the fire 

may be Controlled. If the Group or Formation is unloaded, it may completely reload, even if their 

weapon takes two Actions to reload. A Unit does not need to be activated when Sharp practice is used.  

Characteristic Rank 
Breeding Military Family with Wealth 

and Influence 

Personality Honorable 

Physique Average Stamp 

Looks Fair of Face 

Charisma Pleasant 

Leader Level Three 



 

  



 

Lieutenant Cook 

 

 

   

 
     French Officer 

 

Sharp Practice: This represents high quality musketry. Whenever two Command Cards are played, a 
Group or Formation which is loaded can immediately fire. If it is already firing Controlled Volleys the fire 
may be Controlled. If the Group or Formation is unloaded, it may completely reload, even if their 
weapon takes two Actions to reload. A Unit does not need to be activated when Sharp practice is used. 
 
Aggressive: Aggressive troops are up for a fight and will have an advantage in Fisticuffs. 
 
Tactical: The ability to make the best use of terrain and surprise. Units who have a Tactical Characteristic 
can perform an Ambuscade when they are activated and have two Command Cards available to use. 
 
Tomahawks: Units present a fearsome sight when attacking with tomahawks. The psychological impact 
of this is reflected by rolling 1D6 for each man in the attacking Unit, causing one point of shock on the 
enemy for each 5 or 6 rolled. This Shock is applied before Fisticuffs takes place. It is only used the 
first time any Unit thus armed attacks in a game. It is never applied when they are defending. 
 
Moveable Deployment Point: A Unit with this capability allows the player to select one of these as a 
support option. 
 
 
  

Characteristic Rank 
Breeding New money but personally 

impoverished 

Personality Honorable 

Physique Diminutive Chap 

Looks Face like a pig’s backside 

Charisma Dullard 

Leader Level Two 



 

  



 

Lieutenant Schmidtling 

 

 

   

 
     French Officer 

 

 
 
Sharp Practice: This represents high quality musketry. Whenever two Command Cards are played, a 
Group or Formation which is loaded can immediately fire. If it is already firing Controlled Volleys the fire 
may be Controlled. If the Group or Formation is unloaded, it may completely reload, even if their 
weapon takes two Actions to reload. A Unit does not need to be activated when Sharp practice is used. 
 
Aggressive: Aggressive troops are up for a fight and will have an advantage in Fisticuffs. 
  

Characteristic Rank 
Breeding Risen from the ranks 

Personality Honorable 

Physique Giant of a man 

Looks Plain and unremarkable 

Charisma Pleasant 

Leader Level Two 



 

 

   
 

 


