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Introduction
Welcome to the Duty & Honour Almanac, a periodical 
packed with new material for Duty & Honour. The aim 
is to give you new and exciting characters, missions and 
battles to drop into your games, as well as showcasing 
some excellent resources and even giving some sneak 
peaks of future D&H releases. The Almanac is available 
to download for free from the Duty & Honour website.

Lines of Communication
For news and resources about Duty & Honour, check out 
the offi cial webpage at:

http://www.omnihedron.co.uk/dutyandhonour

If you are on Facebook, you can become a fan of Duty & 
Honour

Duty & Honour was developed with the help of the great 
folks of Collective Endeavour - a UK-based independent 
games design group. To fi nd out news about upcoming 
games and for updates about existing games, check out:

http://www.collective-endeavour.com

Duty & Honour Forum Now Open
The offi cial online forum for Duty & Honour have now 
been opened. You can fi nd them at

www.omnihedron.co.uk/dutyandhonour/forum

Second Print & Errata
The second printing of Duty & Honour has now been 
posted on Lulu and rpgnow.com. This copy of the game 
clears up some of the more ambiguous text and makes 
some of the rules more prominent, as well as clearing 
up those dastardly spelling errors that escaped edit. For 
those of you that have a fi rst printing of the game, the 
errata sheet is downloadable from the D&H website, with 
everything on it that you will need to bring your game up 
to speed.

We present something a little different for this edition of the 
Almanac. One of the things that I have received a number of 
requests for are crib sheets regarding the period and the sort 
of people and places that a character might encounter before 
they enter the game. Obviously there are a number of excellent 
sources through books and the internet, but occasionally you 
need something at the table.

What we have here are a handful of examples for some parts of 
character generation which will hopefully help towards spark-
ing ideas for unique Duty & Honour experiences. 

Social Background and You!
Each social background covers a broad church of individuals 
who have found there way into Wellington’s army. Below are 
some suggestions for each individual class. Remember, these 
are not the only routes from any given class into the army - 
there are as many reasons for a man to be in Spain as there are 
soldiers wearing the King’s colours!

Criminal
- You are a cold-hearted murderer, employed to slit people’s 
throats in the dark winding streets of London
- You are a sneak thief and a cutpurse, choosing recruitment 
into the army over the gallows
- You grew up as a wastrel, living on the streets and joined the 
army for shelter and a regular meal. 
 
Worker
- You work in the mines of the north of England and join the 
army to escape certain death below ground
- You have worked on fi shing boats all of your life, but a 
drunken night with a recruiting sergeant changed your life
- You work as a labourer building the new Britain, but you have 
been called to defend it instead
 
Farmer
- You have lived your entire life tending animals on your family 
farm and join the army for excitement and adventure
- Your family breeds horses and you have a natural affi nity with 
them which leads you into the cavalry
- You are a mountain of a man, bred to toil in the fi elds - a 
prime prize for a recruiting sergeant
 
Artisan
- You work as a tailor, making the fi nest clothes for gentlemen. 
Will your delicate fi ngers survive the war?
- You are a watchmaker, spending hours building timepieces. 
Your understanding of higher concepts is second to none
- You are a mapmaker and your hands are stained with the ink 
of hundreds of documents that have passed through them
 
Church
- You were raised by a man of God but your conscience took 
you into the army
- Your father is a fi re and brimstone preacher, travelling the 
land warning people of the threat of the papists
- You grew up under the wing of a Catholic priest in Ireland 
and were pressed into the army during a local rebellion
 
Professional
- You are a lowly clerk, spending day after day fi lling ledgers 
and scratching a living with a quill.
- You are a teacher, employed by the wealthy to tutor their sons 
in the knowledges required of a gentlemen.
- You are a physician, capable of curing men of a wide range of 
maladies, given time and the correct remedies

Military, Son of Rank & File
- You were born and raised in camp, following the army with 
your mother and the other parts of the baggage train
- You are a bastard, fathered by a soldier in a drunken tryst with 
your mother
- You are the son of a soldier working at your home barracks, 
growing up around the heart of the regiment

A Character Miscellany
Helping to add detail to character generation
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 Merchant
- Your family are shareholders in the East India Company but 
you had no yearning to join ‘the business’
- You are the son of a factory owner, bored with the petty con-
cerns of working folk in the mills.
- Your families money has its roots in the slave trade, and the 
changes recently have forced you on hard times
 
Military, Son of Officer
- You are the son of a famous retired officer of the regiment and 
you have grown up in his shadow
- Your father is a serving officer in the regiment, a fact that has 
brought some resentment from your peers
- Your father was disgraced in battle and you are determined to 
bring pride back to your family name
 
Noble
- You are a minor member of the Royal family, determined to 
show your righteous nobility in the field of battle
- You are descended from a Scottish laird and carry yourself 
with the bearing of your proud forefathers
- You are related by marriage to a member of parliament and 
you play on this slender link to power for all it is worth!

British Army Deployments
 
By the early nineteenth century, the British army was 
deployed throughout the world bring the rule of King 
George III with them. The following are some of the more 
exotic areas where your character could possibly have 
been stationed prior to the Peninsular. 
 
Anholt and Heligoland - two islands that originally 
belonged to Denmark. Heligoland acted as a centre for 
smuggling against Napoleon and was one of the routes 
that Germans fled to join the Kings German Legion. 
Anholt was held by the British to maintain its lighthouse. 
Small garrisons were maintained on these islands, which 
could act as a backwater to which a character was ban-
ished.

Bahamas, Bermuda, Jamaica, Leeward and 
Windward Isles - The West Indies were a major area 
of conflict between Britain and France as both struggled 
to gain control of the lucrative sugar and tobacco planta-
tions. Whilst being stationed in the Caribbean may seem 
idyllic now, it was tantamount to a death sentence in the 
nineteenth century as the area was rampant with dis-
eases.

Honduras - this Central American colony was gained 
by Britain in a treaty with Spain in 1786. It was essential 
for the growth of the British Navy as its plentiful supplies 
of mahogany were needed for shipbuilding. The colony is 
small, under 5000.

Bengal, Bombay and Madras - Britain ruled India 
during the nineteenth century, with an emphasis on trade 
and commerce. The power of the East India Company was 
at its height and they maintained their own armed forces 
and naval presence. Officers in India commanded Brit-
ish and India forces, putting down uprisings from local 
warlords and ensuring that the numerous treaties that 
held the country together were maintained. A number of 
prominent soldiers - Wellington included - made their 
names in India.

Cadiz - A city standing on a peninsular in a natural bay 
in the south of Spain acted as the home for the free Span-
ish government during the occupation of Spain. Whilst 
the city was besieged by land, the sea routes were acces-
sible because of the British naval superiority. A sizeable 
garrison of British soldiers were stationed in Cadiz help-
ing to hold against the siege.

Canada, Newfoundland and Nova Scotia - After the loss 
of the American colonies in the American Revolutionary 
War, Canada was Britain’s last outpost in North America 
and the destination of a number of fleeing loyalists from 
the newly formed United States. When Britain and Amer-
ica go to war in 1812, Canada was an active war front.

Cape of Good Hope - The colony at the southern tip of 
South Africa was formerly a dutch possession, invaded 
twice (in 1795 and 1806) after the Netherlands was invad-
ed by Napoleon. Its position on the crucial route between 
India and Europe gave it huge strategic importance.

Ceylon - The island of Ceylon (now known as Sri Lanka) 
was conquered by the British East India Company in 1796 
and it was declared a crown colony in 1802. Ceylon held 
tea, cinnamon, rubber, sugar and coffee plantations and 
added to Britain’s burgeoning trade routes. 

Madeira - an island in Atlantic, west of Morocco, was a 
Portuguese colony which was opened to a friendly British 
occupation during the Peninsular War period. It’s posi-
tion in the Atlantic made it too strategically important 
to risk losing to the French and the British officers and 
nobility had a fondness of Madeira fortified wine too!

Malta - This Mediterranean island was invaded by Napo-
leon as his fleet progressed towards its invasion of Egypt. 
The locals resisted the occupation fiercely, aided by the 
British and the Kingdom of the Two Sicilies and in 1800 it 
was surrendered to Britain where it became a British do-
minion, cementing yet another piece of naval superiority.

Mauritius - Originally a French colony (Ile de France) 
in the Indian Ocean, the island surrendered to the British 
in 1810 - it was the last French colony in East Africa to be 
conquered. 

New South Wales - Britain’s infamous penal colony on 
the South Seas, in what is now Australia, was a chaotic 
place in 1810. The British were just trying to ascertain 
control of the settlement under Lt Col. Lachlan Macqua-
rie  A soldier stationed in New South Wales was flung to 
the farthest colony and possibly the worst posting pos-
sible. No-one wanted to serve here.
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When you are given the chance to create an item of curio 
for your character, some of the choices are very obvious 
and some can be a little more problematic. Here are a list 
of possible items that you could choose related to each 
skill. Once again, they are not absolutes - rather they are a 
starting point.

Awareness
A telescope, finely crafted by Austrian artisans, giving 
exceptional magnification and clarity
A guard dog, trained to stand guard over you as you sleep 
and follow you on your campaigns

Command
An exceptionally tailored uniform from Messrs Bain-
bridge and Lewis, London. 
The memoirs of the greatest military thinkers of modern 
times
 
Courtesy
‘Manners Maketh the Man’, a book of the rules of eti-
quette as practiced by an English gentlemen
A golden pocket watch, inlaid with mother of pearl, that 
keeps exceptional time in any weather
 
Diplomacy
A letter of introduction from the honourable Lt Col. Lord 
Montague of Abingdon, a family friend.
Membership of the Excelsior Club, an exclusive gentle-
men’s club frequented by nobility and officers of the high-
est calibre.
 
Engineering
A set of swiss engineered measuring tools, perfectly cali-
brated.
A set of books, detailing the latest techniques in construc-
tion.

First Aid
A selection of ointments and bandages from the Middle 
East, recommended by wise men to cure all ills.
Vinegar and brown paper... known to ease suffering when 
applied carefully.
 
Gambling
Carved bone dice (loaded, of course)
Well worn, marked, playing cards

Haggle
A bag of interesting-looking ‘gems’, sure to catch the eye 
of all but the most knowledgeable merchant.
A letter of guarantee from your families factor guarantee-
ing the value of your note.
 
Intimidate
A set of brass knuckle dusters, with an appropriate 
amount of dried blood visible in the grooves.
A scar, running down your face over your eye, a sign of a 
violent past ... and future.
 
Intrigue
A selection of letters, holding embarrassing or incriminat-
ing material on a surprising number of people
A membership of a reclusive gentlemen’s society, mem-
bership of which is restricted only to men of great power 
and influence.
 
Maritime
A finely tuned hourglass, formed from perfect glass, that 
never loses time.

A bronze sextant, perfectly calibrated, passed down from 
a great sea captain.
 
Music
A fiddle, passed down through generations of musicians.
A tin whistle that never loses its tone
 
Quartermaster
A finely crafted set quill pens and ink, which add an ac-
curacy to all records.
A copy of the Company Agents orders, giving valuable 
insight into their reasoning!
 
Riding
Hand-made Austrian riding saddle, perfectly balanced for 
fighting or riding.
Genuine hussar’s spurs, captured from a gallant soldier 
on a long forgotten field.
 
Romance
A book of French poetry, written to melt the heart of even 
the most resistant female.
The finest golden cuff-links, with other matching accesso-
ries, separating a gentlemen from the riff-raff.
 

Scavenge
An exceptionally sharp, broad-bladed knife, perfect for 
skinning animals and opening things meant to stay closed
A large, leather burnished sack, capable of carrying a 
large load without breaking or puncturing.

 
Siege
A supply of extra-fine gunpowder, perfect for those extra 
special explosions.
A reliable longmatch that seems impervious to wind or 
rain.
 
Skulduggery
A set of lockpicks, as recommended by the most notorious 
scoundrels of Old London Town. 
A dense storm cloak, dark and shadowy - perfect for hid-
ing amongst the shadows
 
Soldiering
A plentiful supply of fine quality pipe clay, assuring you a 
clean crossbelt during inspection
A high quality set of flints, perfectly carved for your 
weapon
 
The Arts
A well-read copy of the Bible, bound in deep red leather
A selection of the finest classics and the latest modern 
literature

Items and Curios
Creating unique items for your character
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Spade Number
- You are clipped by a musket bullet, knocking you out and 
giving you a small scar in your forehead.
- You suffer a vicious cut during a brawl and retire from the 
battle, bleeding out.
- Your musket backfires, blinding you temporarily and 
sending you staggering back to your lines

Spade Face
- An massive explosion blows you off your feet, knocking 
you unconscious.
- You suffer from exhaustion on the march and collapse, 
suffering heat stroke.
- You are run through by a bayonet and lie bleeding as the 
battle rages around you.
- You are ran down by a cavalry charge and battered to the 
ground.

Spade Ace
- You are cornered and lashed by a Hussar. Somehow you 
survive the flashing blade but the image of the sneering 
Frog will live with you forever.
- You are caught in a blast of grapeshot and your comrades 
are torn apart, their fallen bodies saving your life.
- You stand and watch as your company is picked off my 
fire from hidden muskets in an ambush.
- You stand in a square, surrounded by horsemen, as your 
company is obliterated by cannon fire.
 
Clubs Number
- You acted as a quartermasters assistant, working on lists 
and accounts amongst the supply lines and the baggage.
- You are part of a recruiting party, scouring your home 
county looking for new regimental recruits.
- You act as an aide to a junior officer, a lieutenant in the 
commanding officers employ.
- You work as an assistant in the commissary, providing 
food and drink for the men. You are a glorified cook.
 
Clubs Face
- You act as your companies Quartermaster, in charge of 
the supplies and the wagon train.
- You return to England as a recruiting officer, persuading 
men to join the regiment to fight the French
- You are posted as an aide to a senior officer, working at 
Regimental headquarters on matters of finance and disci-
pline
- You act as the personal assistant and bagman to your 
commanding officer.
 
Clubs Ace
- You work back in London in the Office of the Quarter-
master General, dealing with the insanity of the War Office.
- You act as the right-hand man of a staff officer in your 
Regimental headquarters
- You are the Aide de Camp for your regiment’s Command-
ing Officer
- You act as official liaison with the Company Agent and 
become intimate with the finances they deal with.
 

Where have you marched? 
Previous military experiences

Sometimes you may need a little prompting to fill in the 
experiences that your character has had during their pre-
vious military career.  Try these suggestions as starting 
points to expand upon for your character or as sparks to 
ignite your own adventures. 

Remember that each individual experience can be the 
starting point for the relationship between the character 
and another character, a NPC, another member of your 
regiment or an enemy. Think about the people who were 
around during your experience and see whether you can 
weave them into your story. After all, you never know 
when they will turn up again!

Diamond Number
- You were stationed in India, fighting alongside the local 
troops in a number of small skirmishes
- You were stationed in Jamaica, garrisoning Port Royal for 
the navy
- You were stationed in New South Wales, bringing order 
to the lawless convicts.
- You were stationed in Ireland, dealing with minor insur-
rections and land disputes.
 
Diamond Face
- You fought in India, during the storming of the fortress of 
Seringapatam and fought ferociously.
- You were part of the force which made the fighting retreat 
from Buenos Aires, carrying your fallen comrades to safety.
- You fought the French in the first sortie into Spain and 
learned that the land is as dangerous as the enemy
- You have taken French colonies alongside the Navy, 
burning and pillaging as you go. 
 
Diamond Ace
- You single-handedly saved the life of a regimental officer 
in the face of the enemy
- Outflanked and outnumbered, you fight off an enemy 
force and save the day
- You rescue your regimental colours from certainly being 
captured by the French
- You escape from the hands of the French with vital infor-
mation about their forces
 
Heart Number
- During a siege, you experienced the death and destruc-
tion of the breach, during the cold light of day.
- You were part of a rearguard during a siege, protecting 
the flanks of the cannons from reinforcements
- You arrived as a reinforcement after a siege and garri-
soned the town after the siegers left.
 
Heart Face
- You stormed into the breach of the siege, seeing your 
comrades shredded beside you. The memories are burned 
onto your mind.
- Inside the city you witness scenes of brutality and de-
bauchery. Do you join in or do they disgust you?
- You reach the homes of the rich and influential before 
anyone else, pillaging their wealth.
- You fall down, exhausted after the battle and awaken to 
see your comrades hanging from their necks - punished by 
the Provosts on Wellington’s orders.

Heart Ace
- You take part in a ‘Forlorn Hope’ and survive the carnage
- You take part in a ‘Forlorn Hope’ and fall injured, but not 
killed, during the attack.
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