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Age of Chivalry
 Erratas

RULEBOOK (P.27)   

The siege of Nancy obviously took place in 1477 not 1577. 

FLEMISH  (P.39)  

Replace the third bullet of the Cumbersome build with;
The Flemish Wagon makes its move with a distance of SS before 
or after the pivot, following the usual rules on movement. It can’t 
change facing during its move. 

HUSSITE  (P.61)  

Replace the third bullet of the Cumbersome build with;
The Hussite Wagon makes its move with a distance of S S before 
or after the pivot, following the usual rules on movement. It can’t 
change facing during its move.
Design note: in both instances we replaced the word “turn” wth 
“pivot” for the sake of consistency with the rest of the rules. 

FLEMSIH BATTLEBOARD    

GoedendagGoedendag

  
MeleeMelee  

If your unit is emboldened  
it gains 4 attack dice.  

      
Push OnwardsPush Onwards

  
MeleeMelee

At the end of the melee, all the units engaged  
suffer an additional fatigue.

 If your unit is emboldened, immediately place an 
available Saga die on your Combat Bonus,  face up.

      
The Watchmen WatchThe Watchmen Watch

Orders or Orders/ReactionOrders or Orders/Reaction
Choose up to 2 emboldened units. 
Until the end of the turn, they have  

the Resilience (2) special rule.  
      

OverrunOverrun

ShootingShooting
At the end of the shooting attack, activate  

a friendly unit within SS of the shooting unit to move. 
If the enemy unit suffers at least 1 casualty, the 

activated unit gets VSVS bonus movement.
      

The Flemish LionThe Flemish Lion

MeleeMelee
At the end of the melee, activate  
an emboldened unit to charge. 

It gets 3 bonus attack dice.

Great Mass Of The PeopleGreat Mass Of The People

  
Melee or Shooting/ReactionMelee or Shooting/Reaction

If your unit is emboldened,  
it gains 3 defence dice  

(5 if you use a ). 
      

TownsfolkTownsfolk

    
MeleeMelee

If your unit is emboldened it automatically  
cancels 3 of the hits it suffers.

      
SecureSecure

  
ShootingShooting

Remove a fatigue from a friendly  
unit within SS of the target of the shooting attack.

      
As Once We WereAs Once We Were

OrdersOrders
Choose up to 3 emboldened units. 

They each remove 1 fatigue,  
but can’t activate this turn.

      
ProvocationProvocation

Activation/ReactionActivation/Reaction
Trigger this ability when an enemy unit  

activates for a charge, 
 but before the activation is resolved. 

If possible, the enemy unit  
must pick a unit of Levies equipped  

with pikes as the target of the charge. Sa
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Men-at-ArmsMen-at-Arms

  
Missile TroopsMissile Troops

  
MilitiaMilitia

    

T
he

 F
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ish

OrdersOrders
Take 2 of your available 

Saga dice, roll them,  
and add them to your 

inactive Saga dice. 

Activation PoolActivation Pool
Melee Melee 

or Shooting/Reactionor Shooting/Reaction
Gain 1 attack  
or defence die  

(or 2 if you use a  ).

Combat BonusCombat Bonus
ActivationActivation

Activate a Hero  
or a unit of 

Hearthguards.

ActivationActivation
Activate a unit  

of Warriors

ActivationActivation
Activate a unit  

of Levies.

SCOTTISH BATTLEBOARD    

In Deffens!In Deffens!

ActivationActivation
Choose two non-Mercenary units  

within MM of each other. 
You can remove 1 fatigue from each of them.  

      
Lances High!Lances High!

    
MeleeMelee

Gain 2 attack dice and 2 defence dice. 
If your unit is equipped with pikes, gain 3 additional 

defence dice. Otherwise, gain 3 additional attack dice.
      

Drive Home The NailDrive Home The Nail

Melee Melee 
AttackerAttacker

After removing casualties, the engaged  
units immediately resolve another melee. 

      
The Front LinesThe Front Lines

  
Orders/ReactionOrders/Reaction

Choose two non-Mercenary units within MM of each 
other (1 Hearthguard unit and 1 Warrior unit). 

Until the end of the turn, each time these units are 
targeted by a shooting attack while  

within MM of each other, the Hearthguards  
can remove their casualties from the Warrior unit,  

and the Warrior unit increases its Armour by 1.
      

No QuarterNo Quarter

    
MeleeMelee

All units in this melee (allied and enemy)  
reduce their Armour by 1. 

If you use a , gain 2 attack dice.

Brothers In ArmsBrothers In Arms

  
Melee or ShootingMelee or Shooting

If your unit has at least 6 attack dice,  
it gains 3 attack dice.

    
In A Great RushIn A Great Rush

ActivationActivation
Activate a unit to charge. 

If it is equipped with pikes,  
it gains a +1 bonus to all its defence dice. 

Otherwise, its charge distance is increased by SS.
      

Lions of ScotlandLions of Scotland

MeleeMelee
Choose an ability on the enemy Battle Board 

containing 1 active Saga die. 
Your opponent must discard that die.

      
Determined AdvanceDetermined Advance

  
Activation/ReactionActivation/Reaction

Trigger this ability after an enemy charge  
or shoot activation has been resolved. 

Activate a foot unit 
 (up to 2 units if you use a )  

to make a move with a distance of MM.
      

ShieldbearersShieldbearers

Melee Melee 
Hearthguards or HeroHearthguards or Hero

Gain 2 defence dice (to a maximum of 6)  
for each unit of friendly Warriors  

within MM of your unit.
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Men-at-ArmsMen-at-Arms

  
YeomenYeomen

  
ArchersArchers
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OrdersOrders
Take 2 of your available 

Saga dice, roll them,  
and add them to your 

inactive Saga dice. 

Activation PoolActivation Pool
Melee Melee 

or Shooting/Reactionor Shooting/Reaction
Gain 1 attack  
or defence die  

(or 2 if you use a  ).

Combat BonusCombat Bonus
ActivationActivation

Activate a Hero  
or a unit of 

Hearthguards.

ActivationActivation
Activate a unit  

of Warriors

ActivationActivation
Activate a unit  

of Levies.

SWISS BATTLEBOARD 

Forced MarchForced March

  
OrdersOrders  

Until the end of the turn,  
your non-Mercenary units with pikes have  

a movement distance of MM in open terrain. 
Until the end of the turn, your non-Mercenary units 

without pikes don’t reduce their movement or charge 
distances in uneven or dangerous terrain.   

      
UnshakeableUnshakeable

  
Activation/ReactionActivation/Reaction

Use this ability when an enemy unit activates  
to charge one of your non-Mercenary units,  

but before that activation is resolved. 
Remove a fatigue from the target of the charge.

If you use a , return this die to this ability showing  
a . You can trigger this ability again this turn.

      
Skilful StrikeSkilful Strike

Melee or ShootingMelee or Shooting
The enemy unit must re-roll 2 defence dice  

which have cancelled hits. 
      

VorhutVorhut

    
Melee Melee 

Unit other than GewalthutUnit other than Gewalthut
Remove a fatigue from your unit  

OR gain 3 defence dice.
 If you used a , resolve both effects. 

      
HalberdiersHalberdiers

    
Melee Melee • Attacker• Attacker

Your unit gains a +1 bonus to its attack dice.

Oath of CovenantOath of Covenant

Orders/ReactionOrders/Reaction
Choose one of your non-Mercenary units within MM of 
your Gewalthut. Remove up to 2 figures from this unit 

to replace that many previously-eliminated figures 
from your Gewalthut. You cannot exceed  

the Gewalthut’s starting numbers, and must obey  
the rules on unit cohesion and composition.

      
NachhutNachhut

    
ActivationActivation

Activate a unit to move or charge. 
At the end of this activation, choose a unit  

of enemy Warriors or Levies within SS. 
Until the beginning of your next turn, that unit  

can’t activate to charge or shoot.
      

ObstinateObstinate

  
Shooting/ReactionShooting/Reaction

Take 3 available Saga dice and place  
them on your Combat Bonus as .  

If you use a , return this die to this ability as .  
You can trigger this ability again this turn.

      
Wall of PikesWall of Pikes

Melee or Shooting/Reaction Melee or Shooting/Reaction 
WarriorsWarriors

Each 6 rolled on your defence dice cancels  
2 hits instead of 1.
      

Send Them Packing!Send Them Packing!

ActivationActivation
Activate a unit other than Gewalthut to charge. 
It gets 3 bonus attack dice in the ensuing melee.
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ActivationActivation
Activate a unit  

of Warriors.

Foot SoldiersFoot Soldiers
  

ActivationActivation
Activate a unit  

of Levies.

CrossbowmenCrossbowmen
  

Melee or  Melee or  
Shooting/ReactionShooting/Reaction

If your Gewalthut 
Armour is less than 5,  

increase it by 1.

GewalthutGewalthut
    

T
he

 S
wi

ss

OrdersOrders
Take 2 of your available 

Saga dice, roll them,  
and add them to your 

inactive Saga dice. 

Activation PoolActivation Pool
Melee Melee 

or Shooting/Reactionor Shooting/Reaction
Gain 1 attack  
or defence die  

(or 2 if you use a  ).

Combat BonusCombat Bonus

 FAQ
GENERAL

When both players trigger abilities that allow them to activate a unit 
after resolving a melee combat (e.g., Crossfire for the Burgundians 
and Overrun for the Flemish), in what order are the activations 
resolved?
Apply the rule from page 42 of the Rulebook: resolve the effects 
of the attacker’s abilities before those of the defender.

FREE COMPANIES

Who chooses where to remove losses when the Deception ability is 
triggered?
When there is a choice between multiple units, the opponent of 
the Free companies’ player chooses from which unit to remove 
the casualties.

If I trigger the Renegades ability, does it allow me to add miniatures 
to the friendly unit participating in the melee combat?
Yes, as long as there are still miniatures left in the unit after the 
casualties removal step.

If I use the Renegades ability and eliminate a Cannon or a Wagon 
during melee combat, what type of troop miniatures can I bring 
back?
In this situation, you do not bring back any miniatures: Cannons 
and Wagons are separate troop types.

SCOTTISH

When the Scots player triggers Drive Home the Nail, do the units 
engaged in melee combat suffers a fatigue before the start of the 
new melee combat?
No. The ability clearly states that the melee combat ends after 
the loss removal step (Step 6), whereas fatigue is assigned during 
Step 7 of melee combat.

FAQ FAQ 20252025
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BRETONS

How long does the effect of the Guile ability last?
Once the ability is triggered, its effect applies as soon as you 
trigger a new ability, which may occur during the current turn, the 
opponent’s turn, or even during your next player’s turn.

Does the effect of Guile apply even if the next triggered ability has no 
vigilant/surprised effect?
Yes. In that case, Guile simply has no effect.

SWISS

If I trigger the Obstinate ability with , can I trigger the ability 
again during the same shooting?
Yes.
What about Unshakeable?
You cannot trigger Unshakeable again during the same enemy 
activation: as stated on page 41 of the Rulebook, you can never 
trigger two Activation/Reaction abilities in response to the same 
cause.
Can I select a mercenary unit as Gewalthut?
No.

GERMANS

How is the Retreat ability resolved?
The melee combat ends as soon as the German player triggers 
the Retreat ability: Step 3 is completed, and the following steps of 
melee combat are not resolved. Therefore, the effects of abilities 
that were supposed to be resolved between Step 3 and Step 7 are 
lost, and the engaged units do not suffer fatigue from the melee 
combat.
However, abilities whose effects occur after the resolution of 
melee combat, such as the Trickery ability of the Free Companies 
or Overrun of the Flemish, are still resolved after the German unit 
disengages.

If I use the Fore, the Ward! ability and, for my last activation, I 
activate a unit for a charge against an enemy unit within MM of the 
German Warlord, can I assign fatigue to the unit before the melee 
combat begins?
No, you must fully resolve the charge activation, including the 
melee combat, before resolving the final part of the ability.

HUSSITES

How is the charge movement of a unit targeted by the Sortie ability 
resolved?
If the unit meets the conditions (it is within SS of a Wagon), choose 
a point on the base of the chosen Wagon. Then resolve the charge 
procedure, moving each miniature in the infantry unit from the 
selected point on the Wagon’s base.

CONDOTTIERI

Can a unit benefit from the 2 bonus defense dice of Against All 
Comers even if it has not removed any fatigue?
No.

Can a unit activate for a rest, even if it has no fatigue?
Yes.

SPECIALISTS

If I recruit a Cannon, must it be recorded on the warband roster?
Yes, because recruitment takes place when assembling the 
warband. In a tournament setting, we recommend asking players 
to indicate on their warband sheet that they have recruited a 
Cannon, as well as the type of troop it replaced.
Note that recruiting the Cannon does not prevent the use of 
the Customize Warband Recruitment rule from page 46 of the 
Rulebook-it is a separate matter.

When do the bonuses of the Never Retreat vow apply?
This Knight gains 3 bonus defense dice in every melee combat, 
whether attacking or defending. He suffers one less fatigue in 
Step 7 of melee combat only when he is the attacker. He also 
forces the opponent to disengage by MM in every melee combat, 
whether attacking or defending.


