ARMY PROFILES OF

THE HUNDRED YEARS WAR - INFANTRY


Men at Arms (troop)


Cost 85 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
3+
-
5+
10
11/13

Special: Can have banner (+10 pts), Musician (+5 pts), Pike/bill (+10 pts) 

Unit gains 5 attacks in melee if pike or bill armed

Men at Arms (Regiment)


Cost 160 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
3+
-
5+
10
14/16

Special: Can have banner (+15 pts), Musician (+10 pts), Pike/bill (+20 pts) 

Unit gains 10 attacks if pike or bill armed.

Archers (troop)
English Army

Cost 85 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
5+
4+
3+
10
11/13

Special: Can have banner (+10 pts), Musician (+5 pts), Can have

Stakes (+15 pts)

Genoese Cross bow (troop) French Army
Cost 85 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
5+
4+
3+/5+
10
10/12

Special: Can have banner (+10 pts), Musician (+5 pts), Can have

Pavises (+15 pts) May not move and fire. Mercenaries*.

Levy Peasant infantry (troop)

Cost 45 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
3+
-
5+
10
9/11

Special: Can have banner (+10 pts), Musician (+5 pts)

Levy Peasant infantry (regiment)

Cost 80 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
3+
-
5+
10
12/14

Special: Can have banner (+15 pts), Musician (+10 pts)

Levy Peasant infantry (horde)

Cost 150 points

Type
Sp
Me
Ra
De
At
Ne

Infantry
5
3+
-
5+
10
19/21

Special: Can have banner (+20 pts), Musician (+15 pts)

Mercenaries:

‘The Swiss run out when the money does’, is not altogether an exaggeration! Mercenaries must take a nerve test when battle commences, before they can move or shoot. If they pass the test then they may take part in the battle. If not, they must wait until their next turn, and test again. If they occupy defenses, such as a pavise line, or field fortifications, they add +1 to their dice roll. 

Battle Standards and Commanders have no effect on the dice roll.

David Child-Dennis (2011)


