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Confidence

Exultant
-2 from all Waver rolls. 
+1 to all Melee numbers

+2 to all Doubt rolls

Resolute
-1 from all Waver rolls
+1 to all Doubt rolls

Equipoised
No Effect

Uncertain
-1 from all Doubt rolls

Spanish Fury, Battle! or,

P I S T O L A D O
French Catholic Army Status Sheet
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Hopeless
+2 to all Waver rolls

-2 from all Doubt rolls
-1 from all Melee numbers
-Regiments can surrender
-Routed regiments cannot
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+1 to all Waver rolls

-1 from all Doubt rolls
-Regiments can surrender
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The Generalissimo is in overall command, although he may 
assume command of a brigade if he wills- even so, 

he only is removed from this if he is killed, or removed from play
and another brigade general is “promoted”. 

The temper range is used in SF:Campaign to determine
Con�dence Level at start, or for one o� battles.

Brigade
Orders are

never placed
on the board-

that is only
for Brief

Speeches.

It helps to 
arrange your
brigades on
the sheet in
roughly the 
same order

as they appear
on the table. 

As Causes for Rejoicing or Alarm occur, the army will roll 2D6 to see if the marker is moved back or forth
along the Con�dence Track, showing the change in the army’s overall morale.  Once a roll shifts the marker further 

to the right than the “Hopeless” space, the army’s will to �ght on is irreperably broken, and it must withdraw from battle.

Only Infantry 
and cavalry 
regiment 
counters are 
placed in this 
box (the units 
commanded 
by the o�cer 
shown). 
Artillery, 
Commanded 
Shot, Skirmish-
ing Horse and 
Enfants perdus 
are not 
brigaded and 
therefore not 
displayed 
except on the 
gaming table.

You could use 
a penny if you 
have trouble 
cutting out the 
round 
Con�dence 
track marker


