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Sequence of Play
1 - Initiative Segment
Initiative Segment Modifiers (cumulative)
Unit is Shaken -2
Unit benefits from the Command or Recon Ability  +1
Unit is kept in Reserve -1
2 - Activation Segment
3 - End Segment

Assault Action Summary:

. Choose visible (not hidden) enemy unit to assault

e Move unit leader first, then arrange unit within Coherency,
any models with enemies within Combat Range may roll
1D6 CC dice (CR is only relevant to establish the number of
rolled dice)

+« Roll Damage Dice and establish number of Hits (each Hit
result = 1 Hit to Save, each Critical result = 2 Hits to Save),
ignoring any cover modifiers. If the Assaulting unit has the
Grenade ability add +1 to Damage Dice, if the enemy unit is
shaken add +1 to Damage Dice, these bonuses are
cumulative; Unsuccessful Assault attacks may be re-
rolled

* Make saving throws for the number of hits — again ignoring
cover modifiers - and remove casualties (always owning
player choice), models without the HP/X ability become a
casualty after failing 1 saving throw

* Place Suppression Markers for casualties and check to see
if the enemy unit becomes Shaken

. Shaken units must make immediate withdrawal movement

Close Combat Action Summary:

¢ Roll to Damage Dice and establish number of Hits (each Hit
result = 1 Hit to Save, each Critical result = 2 Hits to Save),
ignoring any cover modifiers; Shaken units are at +1 to hit

e Make saving throws for the number of hits — again ignoring
cover modifiers - and remove casualties (always owning
player choice), models without the HP/X ability become a
casualty after failing 1 saving throw

* Place Suppression Markers for casualties and check to see
if the enemy unit becomes Shaken

. Shaken units must make immediate withdrawal movement

Terrain Effects on Movement:

e Movement is reduced by 1" if at least a part of the
movement action is executed over or in difficult terrain.
 Very difficult terrain reduces the Movement characteristic by

2",
* No move may ever be reduced to less than 1".
+« |mpassable terrain may not be crossed at all.

Shooting Modifiers

Target unit is in: Broken Soft Hard
LoS Cover Cover

Modifier on Critical - +1 +2

Characteristic

Modifier on Hit +1 +1 +1

Characteristic

Modifier on Save Roll - +1 +2

Infantry Cover Save No 5+ 4+

Shoot Action Summary:

Choose target unit

Check LoS and Range

Place one Suppression Marker for being shot at

Roll Damage Dice and establish number of Hits (each Hit

result = 1 Hit to Save, each Critical result = 2 Hits to Save)

e Make saving throws for the number of hits and remove
casualties. (always owning player choice), models without
the HP/X ability become a casualty after failing 1 saving
throw

e Place additional Suppression Markers for casualties and
check to see if the enemy unit becomes Shaken

¢  Shaken units must make immediate withdrawal movement

Vehicles Shooting

No Movement Action
or

1 Move Action after
Shoot Action

1 Shoot Action after
Move Action

All weapons may shoot *

Up to two weapons may shoot,
all non MG weapons -1 modifier on

Damage Dice *
2 Move Actions No shooting at all

* Not all MGs, depending on where and how they are mounted
may fire; see “Vehicle Mounted MG” for more information.

Infantry Abilities
Ambush - Before the game begins note the location of the unit before any
models are deployed on the table. This may be anywhere on the table outside
the enemy's deployment zone. The unit may be concealed in or behind an area
of terrain as long as the noted location point is outside the enemy’s deployment
zone. If you chose to place your ambush within terrain, the area of terrain must
be big enough to deploy the concealed unit within it or big enough to completely
block Line of Sight from all enemy units.

You can reveal the ambush by placing the unit on the table at any time after

another unit (friendly or otherwise) has completed an action. The revealed unit

counts as hidden, even if the unit normally can’t hide, for example because of
the "Big gun” rule. Once revealed the unit can be activated in a later Initiative

Segment. The ambushing unit is also revealed if the Ambush location is within

Leadership Distance of an enemy unit at any time. Enemy units with the Recon

Ability add 2" to their Leadership Distance.

The unit must be revealed by the end of turn three or counts as destroyed.

Vehicles without the Open Special Property halve their Leadership Distance to

reveal an ambushing unit. In addition Recon vehicles without the Open Special

Property only add 1" to their Leadership Distance.

Cavalry - Units with the Cavalry Ability may start the game Horse mounted or

unmounted. A Cavalry unit benefits from the following rules while mounted:

*  Their Movement characteristic is increased to 6"

«  Their Hit characteristic is increased to 5+. The Save is 5+.

+  The Untrained Ability is gained.

«  The unit must apply a -1 modifier to all Damage Dice while performing a
Shoot action. It is not possible to shoot a weapon with the Blast/X", Flame
or Set Up/X Weapon Feature from horseback. A Weapon with the Scoped
Feature may be shot but cannot benefit from this feature.

The unit may dismount at the end of any movement action without spending an

additional action. While dismounted the unit can perform shoot actions as

normal. It is presumed that the mounts are still nearby, so to mount again the
unit may use an action — doing nothing else.

Command - Command Units benefit from the following rules:

* The die for a unit's activation may be re-rolled in the Initiative Segment as
long as the chosen unit (at least one model of that unit) is within the
Leadership Distance of a friendly unit with the Command ability.

* Units with the Command Ability remove one Suppression Marker
automatically during the End Segment of the game turn.

Commanding units may also perform the following special actions:
a - Activate Unit
The commanding unit may use an action — doing nothing else - to activate
another friendly unshaken unit within its Leadership Distance that has not
already been activated this turn. It may only activate one unit per turn and it can
only activate a unit with a lower Leadership characteristic. It may activate
another unit while hidden. If the commanding unit rolls under its Leadership
characteristic the activated unit must take their actions as if it was their turn and
may not be normally activated again this turn. The unit will begin immediately
after the commanding model finishes its turn.

b — Re-Activate Infantry Unit

The commanding unit may use two of their actions — doing nothing else - to re-

activate a friendly unshaken infantry unit within its Leadership Distance that has

already been activated this turn. It may only re-activate one unit per turn and it
can only re-activate a unit with a lower Leadership characteristic. It may re-
activate another unit while hidden. If the commanding unit rolls under its

Leadership characteristic the re-activated unit must take one action as if it was

their turn and may not be activated again this turn. The unit will begin the

additional action immediately after the commanding unit finishes its turn.

¢ - Regroup Unit

The commanding unit may use once per turn an action — doing nothing else - to

Regroup a friendly, Shaken unit within its Leadership Distance. It cannot perform

this action and remain hidden. Remove any hidden marker from the

commanding unit. If the commanding unit rolls under its Leadership
characteristic the Shaken unit may roll 2xD6H and remove a number of

Suppression Markers equal to the single higher dice roll. The unit may even be

activated by the commanding unit as described above.

Y sy PN
VICTORY.DEG

ALVANLCED Wy Al

SION















Game Marker
Permission granted to photocopy for personal use.



