Special Figures
Special figures are a bonus for By Fire and Sword players. These figures cannot be bought, you may only
receive them for participation in tournaments, competitions and by promoting the game in other ways.
Every special figure has its own rules.
If you own a special figure you may use it at every official By Fire and Sword tournament.
Deployment of a special figure does not increase the army’s FSP and it does not need to be included in the
army list. At the Skirmish Level you may have one special figure. You may have more at higher levels - 2 for
Division, 3 for a Field Army and 4 for a Great Army. The figure may only be used painted and with a finished
base (not necessarily like our “company” figures). Special figures may not be proxied in any way.

Peasant Informer
Using information gained from the local populace was known from ancient times.
Just think about Ephialtes – the peasant who told the Persians how to outflank
Greek positions at Thermopile. Informers also supplied information about enemy
ambushes. Of course sometimes such informers would take the money and then
give false information as already Ramesses w found out at the battle of Kadesh.
The Informer figure should be put in any place on the table outside the enemy Deployment Zone. If both players have Informers the Stronger player places his figures
first (in case of a draw – choose randomly). The Informer may not be attacked or
killed in any way – it is treated as a marker.
For Ambushes and Flanking Maneuvers the Informer is treated as a Unit of the owning player. This means that
no Unit may be placed in an Ambush or move onto the table with a Flanking Maneuver within 20cm of it. In
addition if an Ambush or a Unit using the Flanking Maneuver do appear on the table then no Morale tests are
rolled it the Informer is the nearest Unit to it.
At the end of every turn, before Ambushes and Flanking Maneuvers are revealed, as long as the Informer is
on the table, roll a die:
1 Faithful man:
		 The Informer stays on the table. Do not roll next turn
2-5 Valuable information:
		 The Informer stays on the table.
6-9 Wrong information:
		 Remove the Informer from the table.
0 Traitor!
		 Remove the Informer from the table, the enemy may place a Unit from a Flanking Maneuver with
		 no tests required. In addition from this moment everytime when making Morale tests caused
		 by revealing an enemy Ambush or a Flanking Maneuver you get a -2 modifier.
In addition if the Informers of two players are within 5cm of each other then they cancel each other out. This
simulates a situation in which the commander received contradictory information and needs time to assess
them. Instead of a normal roll at the end of turn each player rolls for his Informer. The Informer that gets a
lower score is taken off the table (in case of a draw leave both on the table but none of them works).

