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Nothing is created perfect! Here are some of the clari-
fications, errors and rewrites that have come to light in 
the first few months of D&H being available. If you see 
anything else, please let me know!

ERRATA

Note - these errata do not include a number of spelling 
errors that have been corrected but have no effect on the 
rules themselves.

ERRATA: p.8  - Measures
Measures are the four parameters that define your 
character’s resilience and ability to recover from setbacks, 
be they physical, social, military or financial. Each Measure 
represents the characters ability to resist the travails that 
the Peninsular War throws at them. A high Measure 
would be indicate true hardiness and resourcefulness in 
that area whereas a low Measure would be a weakness and 
vulnerability.

ERRATA: Tests p. 51 - The GMs Deck
The GMs deck is a standard 52 card deck with NO Jokers.

Add “The GM will decide what the card pool is for the 
other participant. This will usually be a combination of 
skill, reputation, equipment and traits belonging to the 
character opposing the player.” 

ERRATA: p.54 - Step Five
Add: ‘If you have included a Reputation in your card pool 
and you lost, that Reputation is INJURED. If it is already 
INJURED, it becomes MAIMED. If it is MAIMED, it is 
DEAD. For more information on Damage see pg. 55’

ERRATA: p.72 - Command against Dead Morale
Normally, the final Command test in a Skirmish is made 
as a contested test between the two Commanding Offi-
cers. However, if your opponent has had their Company 
Morale reduced to Dead, they are no longer in control 
of their troops and the Command test is made against a 
static Card of Fate.

ERRATA: p.73 - Skirmish Range.
There are three default ‘narrative’ ranges in the game. 

Too Far to Shoot - you can see the enemy, but you are too 
far away to try to shoot at them. This is beyond Extreme 
range for your weapons.

Near Enough to Shoot - you can shoot at the enemy! This 
is anywhere between Extreme and Point Blank. If you are 
at this range and choose to Bayonet Charge, you move 
into Hand to Hand range.

Hand to Hand - you can see the whites of their eyes and 
smell the garlic on their breath. This is everything from 
Point Blank range inwards.

ERRATA: p. 74 - Tactical Orders:Retreat.
This is the full scale removal of the company from the 
battlefield. When the Retreat is ordered, the Command-
ing Officer must make a standard Discipline test. If he 
fails the test, the company is in a shambles. Company 
Morale is INJURED, your company has -4 cards on at-
tacks that they make during the retreat. If he succeeds, 
the company makes an orderly controlled retreat from the 
field and attacks made by your enemy are at -2 cards. If 
you choose this order twice in a row, you are considered 
to have left the battlefield.

ERRATA: p. 74 - Tactical Orders:Pursue
Pursue can only be ordered when your enemy has chosen 
to Retreat or their Company Morale is DEAD. When you 
have ordered Pursue, your enemy cannot revise their tac-
tical orders for the rest of the battle unless they choose to 
Stand and Fight. The Commanding Officer of the pursu-
ing company may make an immediate Command test to 
heal Injured morale, if necessary. If you choose this order 
twice in a row you are considered to have left the battle-
field.

Errata: p.74 - Tactical Orders: Example
“.. thus the enemy has -2 cards on their combat tests” 
should read “... thus the redcoats have +2 cards on their 
combat tests.” and p75. should read “The French have a 
total of –3 cards on their tests (-2 for Slow Withdrawal 
and –1 for Injured Morale) whilst the English are at +3 
cards (-2 for Slow Withdrawal, +2 for Sustained Volley, 
+2 for cover, +1 for infantrymen).”

Errata: p.77. -  Artillery
In the example, “10H” should be “9H”

Errata: p.101.  - Private Pike
‘Musician’ should be ‘Pitch Perfect’

FREQUENTLY ASKED QUESTIONS

Q. Can I play the French?
A. Really? Why would you want to?! OK, ok, this is an 
area that may be addressed in the future. No promises 
though!

Q. Can reputations only be used when interacting 
with the subject of the reputation?
A. No. If your Reputation can be involved in the test 
in some way, then you can use it. So you might throw 
around the name of your influential Uncle who has the 
ear of men in Horseguards, even if he is not there. 

Q. Do Reputations take ‘reciprocal’ damage as 
Personal Health would in combat?
A. No. This did happen in an earlier draft of the rules but 
the book-keeping aspect of tracking NPC damaged repu-
tations was too unwieldy. If you fail a test and you include 
a Reputation it is Injured.

Q. Is there any mechanical benefit of promotion?
A. No, except being further up the chain of command.

FUTURE PLANS

Q. Will you publish the stats for Sharpe etc.
A. No. 

Q. Any plans for a non-Napoleonic setting?
A. The game is very adaptable to a number of military 
settings. However, I have no plans at the moment to write 
anything other than material in and around this conflict.

Q. When is Beat To Quarters coming out?
A. I’m aiming to release BtQ in October 2009


