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1. FATE PHASE 2. FIRE PHASE

3. ACTION PHASE

4. MELEE PHASE

The Active Player draws  
one fate card from their  
fate deck.

2. FIRE PHASE

FIRE ATTACK VALUES

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

UNIT SITUATION MODIFIERS

3. ACTION PHASE

ACTIONS MOVE DISTANCES

Messenger test  

    
!  skirmish

      
  but n a !

Artillery
          ea

          ea  

 distance.
 18" from any enemy.

-
-

(counts as Skirmish Fire)

(+6" not for Carbines!)

 r
.

*

* �by using special rule MASSE (e.g. Austrians):  
unit treated as an attack column (with 5 or 6 ranks)  
but has only a move distance of 9“ (not 12“)

TEST TO HIT

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

MODIFIERS

FIRING RANGES

Messenger test  

    
!  skirmish

      
  but n a !

Artillery
          ea

          ea  

 distance.
 18" from any enemy.

-
-

(counts as Skirmish Fire)

(+6" not for Carbines!)

 r
.

SEQUENCE OF PLAY:

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

TESTS FOR ACTIONS

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

odt  =  �occupying 
defendable  
terrain

• �The first Brigade to be activated each turn 
activates automatically if it’s Brigade Leader 
is within 24“ of the Army Leader.

• �A unit must pass a Messenger test if it starts  
the turn more than 12“ from it’s Brigade 
Leader. 

• �No action is allowed if the unit fired!  
Units that skirmish fired and Horse Artillery  
may take an action – but no assault!

• �Move (can reform*), must remain at least 3“ 
from enemy units.

• �Retreat (can reform* if started more than 3“ 
from enemy), must end at least 3“ from  
enemy units. 

• �Assault (no reform), must end with at 
least 3 figures in contact with an enemy 
unit.

• �Double (no reform), as Move except 
double distance. Must start and finish 
more than 18“ from any enemy.

• �Rally - Roll 1 D6 for each loss marker on 
the unit. Add 1 to each roll if the unit is 
more than 12“ from any enemy units. 
One loss marker is removed from the unit 
for each roll of 6+. Rolls of less than 6 
have no effect.

* �Units reforming into Square, or Stoic units reforming 
may not move or retreat.

LINE OF SIGHT (LOS)
A figure has a LOS if a target 
unit is at least partially in its 
front arc, and it is possible  
to draw a straight line from  
it to the target unit without 
the line passing across an 
obstacle (T.2.5) or within 1“ 
of any other units (unless  
the other unit is odt).



4. MELEE PHASE

VALOUR & FORTITUDE

Messenger test  

    
!  skirmish

      
  but n a !

Artillery
          ea

          ea  

 distance.
 18" from any enemy.

-
-

(counts as Skirmish Fire)

(+6" not for Carbines!)

 r
.

TEST TO HIT
MODIFIERS

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

TESTS FOR VALOUR AND FORTITUDE
MODIFIERS

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.
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1. FATE PHASE 2. FIRE PHASE

3. ACTION PHASE

4. MELEE PHASE

The Active Player draws  
one fate card from their  
fate deck.

SEQUENCE OF PLAY:

MELEE RESULTS

Messenger test  

    
!  skirmish

      
  but n a !

Artillery
          ea

          ea  

 distance.
 18" from any enemy.

-
-

(counts as Skirmish Fire)

(+6" not for Carbines!)

 r
.

MELEE ATTACK VALUES

UNIT SITUATION MODIFIERS

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

in contact that the cavalry are 
with s , 6: remain in contact and fight

 

• March/Attack Column, or Square

• Attacker is not visible to (outside the LOS of)
the target unit

• Target is visible to less than half of the
attacking unit's front rank figures

; a )

+2

+
+

 rough

Is a Dense target
• March/Attack Column, or Square

Is Enfilading target
• Attacker is not visible to (outside

the LOS of) the target unit

• Unit has only 1 or no front rank
figures in contact with the target
unit.

Is firing canister +2 melee value and count as 2 supporting units if lends melee 
support

odt  =  �occupying 
defendable  
terrain

GENERAL INFO

LINE OF SIGHT (LOS)
A figure has a LOS if a target unit is at least 
partially in its front arc, and it is possible to draw 
a straight line from it 
to the target unit 
without the line 
passing across an 
obstacle (T.2.5) or 
within 1“ of any other 
units (unless the other 
unit is odt).

VALOUR & FORTITUDE v3.01 
Valour & Fortitude (V&F) is a set of wargame rules designed for 
fighting battles using the Perry Miniatures ranges of figures. 
1.0 CORE RULES
V&F is played by 2 or more players divided into two sides. Each 
side has an army, made up of model figures (1.1) that represent 
the units (1.2) and leaders (1.3) in the army. All the players, 
figures, units and leaders in the same army are friendly to each 
other, while all those in the opposing army are the enemy. 
As well as the figures, players will need army sheets, a scenario, 
tape measures, dice, playing cards and markers. Army sheets and 
scenarios are available from perry-miniatures.com. Distances are 
measured in inches (") and can be checked at any time. Use six-
sided dice (‘D6’) and a standard pack of playing cards. Markers 
are used to record losses and defeats and can be represented by 
a small coin or casualty figure.
1.0.1 Modifiers: When a value or dice roll is modified, apply 
modifiers that halve it before modifiers that add or subtract from 
it, and round any fractions down. A value cannot be halved more 
than once or reduced to less than 1. 
1.0.2 Dice Rolls: A roll of 6 before modifiers are applied always 
succeeds, and a roll of 1 before modifiers are applied always fails. 
Dice rerolls are taken before modifiers are applied, and a dice 
cannot be rerolled more than once.  
1.1 Figures 
Figures are mounted on individual 
square or oblong bases, and/or on 
multiple bases with 2 or more figures 
per base that are all facing in the same 
direction.  
1.1.1 Figure Facing: The direction a 
figure is facing determines its front arc, 
as shown to the right. 
1.1.2 Figure Contact: Figures are said to be in ‘contact’ if their 
bases are touching (including diagonally).  
1.2 Units
Most of the figures in an army are organised into units. The 
minimum and maximum number of figures there can be in a unit 
is listed on its army sheet (1.5). The figures in a unit must be of 
the correct type (e.g. a French Line Infantry unit must be made up 
of French Line Infantry figures).  
1.2.1 Set Up: Whenever a unit is set up on or moved across the 
battlefield, the base of each figure in the unit must finish in 
contact with at least one other figure from the unit without the 
bases overlapping. The figures must be arranged in straight 
parallel rows (called ranks) and columns (called files) with all 
figures facing in the same direction. Each rank except the last 
must have the same number of figures. The last rank can have 
fewer figures than the ranks in front of it. Units with more than 6 
figures must have at least 2 ranks.  

Example of a unit in line with 2 ranks and 9 files: 

1.2.2 Formations: When a unit is set up, it must be either in a 
march column or deployed. A unit is in a march column if it has 
up to 3 files and more ranks than files. Otherwise it is deployed. A 
deployed unit with 1 or 2 ranks is in line formation. If it has 3 or 
more ranks it is in attack column formation.  

1.2.3 Artillery: An artillery unit consists of two bases that must 
remain within 1" of each other. One base is for the cannon and its 
crew, the other for the limber and draft animals. Each base 
counts as 3 figures for the purposes of any rules where the 
number of figures is important.  
An artillery unit is limbered if the limber’s base is touching the 
back of the cannon’s base. Otherwise it is unlimbered. Limbered 
artillery counts as a unit in march column and its front arc is 
determined using the facing of the limber. Unlimbered artillery 
counts as a deployed unit in line and its front arc is determined 
using the facing of the cannon. 
1.3 Leaders
Each brigade in an army must have a leader figure. In addition, 
each army has 1 army leader figure. Leaders are not units, cannot 
capture objectives, and cannot be a target.
1.4 Brigades
The units and leaders in each side’s army must be formed into 
brigades before the battle begins. Each brigade is commanded by 
one of the side’s players. A brigade can have 2-8 units of any type 
and must have 1 leader.   
1.5 Army Sheets
An army requires an army sheet, which provides the unit profiles 
for the units that can be in it, details of any special rules that 
apply to it, and a fate table for the army. A unit profile lists its 
type (infantry, cavalry, or artillery), number of figures in the unit, 
weapons and weapon ranges, fire and melee attack values, 
tenacity value, special rules, and the unit’s points cost (pts).  

2.0 GAME PREPERATION
To fight a battle, the players must pick a scenario (2.1) and time 
limit (2.3), choose CICs (2.3) and prepare their fate decks (2.4).  
2.1 Scenario
To play a game of V&F the players must first pick a scenario from 
the list at perry-miniatures.com or create their own scenario. A 
scenario explains how to pick the armies, set up the terrain, 
where to deploy, if any reinforcements are available, who will 
take the first turn, and any special rules that apply.
2.1.1 Objectives: Most scenarios will show the location of 1 or 
more objectives (10.0). A side gains control of an uncontrolled or 
enemy controlled objective at the end of a turn if there are more 
friendly figures within 6" of the objective than enemy figures. If a 
defendable terrain feature (T.3) is an objective, a friendly unit 
must occupy it to gain control of it. 
2.2 Game Time Limit
Before starting the game, the players must pick a time limit for 
the game. This is the length of time 'in real life' that the game will 
last. For example, "The time limit for this game is three hours." or 
"The time limit for the game will be 10pm." If the players prefer, 
they can say instead that the game will last a certain number of 
turns. The game ends when the time or turn limit has been 
reached and both sides have had the same number of turns.  
2.3 Commander-in-Chief (CIC) 
One player on each side is chosen as the side’s commander-in-
chief (CIC). If several players on the same side wish to do things at 
the same time, their CIC decides the order in which they are 
carried out. The CIC also controls their side’s army leader figure.
2.4 Fate Deck
Each side has a deck of 13 fate cards. One side uses Hearts and 
the other side uses Spades. At the start of the game each CIC 
shuffles their side’s cards and places them face down to create 
their side’s fate deck.  

ALL MODIFIERS
When a value (number of D6 dices) or a dice 
roll is modified, apply modifiers that halve it 
before modifiers that add or subtract from it, 
and round any fractions down. A value cannot 
be halved more than once or reduced to less 
than 1.

ALL DICE ROLLS
A roll of 6 before modifiers are applied always 
succeeds, and a roll of 1 before modifiers are 
applied always fails. Dice rerolls are taken 
before modifiers are applied, and a dice cannot 
be rerolled more than once.


