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1. StagingArea 2.5

• StagingAreacardshavenostackinglimits

• Unitsin aStagingAreamaynotSpot,Call for Fire, Fire or befiredupon

• unitsmaymovebetweencardsin theMain StagingAreaandarenotmarkedExposed

• unitsenterandexit themapto andfrom aMain StagingAreaby normalmovement

• AssaultStagingAreasarenotadjacentto themap(nonormalmovement,noLOS)

• Communicationby Field Phoneor Radiois assuredbetweentheMain StagingAreacards

• A Field Phoneor PhoneLine in the st1 row providesaconnectionto Field Phoneanywherein theStagingarea

2. Commands4.1.1

• anHQ or Staff drawsfor Commandsthenuse,saveand/or losethembeforeanotherHQ or staff draws4.1

• themax# of expendableCommandsperImpulseperHQ or Staff is 6 ondaytime,4 otherwise4.1.3

• themax# of CommandssavedperImpulseperHQ or Staff is 3,6,9 ondaytime,2,4,6 otherwise(Green,Line,Veteran)4.1.3

• BN HQ if on themapgetsthemax# of Commands,otherwiseit activatestheCOHQ if in communication4.1.1

• commanddrawduringActivationandInitiative Segmentsaresubjectto modificators4.1.2,card# 55

• onActivationSegment, HQ or Staff drawandgetaminimumof 1Commandregardlessof themodifiers4.1.1

• on Initiative Segment, HQ drawandmayreceive0 Command,Staff get1Command4.1.1

• GeneralInitiative drawis notmodified,halveit roundingdownfor CombatPatrolMission4.1.1

3. HQ and Staff Fire Teams4.1.4

• anHQ or Staff on its Fire Teamsidecanonly issuecommandsto himselfandmaynotbeactivateduntil it rallies

• anHQ or Staff convertedto aLitter Team, ParalyzedTeamor Casualtylosesits savedCommandsandabilities

• anHQ canbereconstitutedduringamission,COStaff maynot 6.5.2

4. Actions 4.2

• aunit canonly performagivenactiononceperImpulse,exceptfor Movewithin a Card 4.2

• unlessautomatic,basedrawis 2 cards,+1for veteranlevel,-1for greenlevel (exc.: SeekCover,Spotting,Call for Fire) 4.2

• L imitedActionTeamshavetheirown limited setof availableactions4.2.5

• unitsthatarenotPinnedandnotLAT unitsareconsideredto bein GoodOrder 4.2.5

5. Visual-Verbal Communication 4.3.1

• Unpinnedunits,on thesamecard,bothunderthesameCoveror neitheroneunderaCovercancommunicate

• Pinnedunit canalwaysreceiveaRallyorderincluding1subsequentExhortorder

• CeaseFire andShiftFire orderis passeddownfrom it’s recipientto anyunit in thecard

6. Runners 4.3.2

• youcanhaveupto 2 runnersin play,theycanbeDispatchedthesameImpulsetheyarecreated

• theCOHQ spendsaCommandto Dispatcha runner,placeit nextto theHQ or Staff it wishesto activate

• on thenextturn,if theRunneris notHit or Pinned, activatetheHQ or Staff if possibleandreturntherunnerto theCOHQ

7. Networks 4.3.3

• BN TAC is privatelyusedby BN HQ to orderit’s Staff andtheCOHQs

• COTAC establishcommunicationbetweenCOHQ,it’s Staff andPLT HQs

8. Field Phones4.3.4

• aField PhonemarkeractsasaPhoneLine
• aPhoneLinesupportsanynumberof phonesandphonenetworks

• aunit carryingPhoneLinesmay,asit movesandasa freeaction,lay aPhoneLine in thecardit leaves

• duringtheCombatEffectsPhaseaPhoneLinehasthefollowing chancesof beingcut:

• 1-in-2 if on thesamecardasa Incoming!or Air Strike!VOF
• 2-in-3if on thesamecardasaGoodOrder Enemyunit but noGoodOrder Friendlyunit

• if thelastStepof aunit with aFieldPhonebecomesaCasualty, thereis a1-in-2chancethatit is destroyed



9. Radios4.3.5

• SCR536allowscommunicationwithin Lineof Sight, ignoringvisibility, but not from underaCovermarker

• SCR300,PRC25,PRC77,PRC119andVehicleRadioscancommunicateanywhereon themap

• ICOM, PRR,PRC148,PRC152evenallow communicationbetweenPLT HQsandSquadsonadjacentcards

• if thelastStepof aunit with aRadiobecomesaCasualty, thereis a1-in-2chancethatit is destroyed

10. Pyrotechnics4.3.6

• Non-aerialdevicescanonly beplacedonthesamecardasthedeployingunit

• Aerial rocketdevices(coloredflares,illuminations)mayalsobeplacedonanyadjacentcardto thedeployingunit

• unitswith LOS to thesignal(Aerial devicesarealwaysvisible)will attemptto performtheassociatedaction

• ColoredSmokemaynotbeusedfor signalingduringnightmissions(Moon+2 or higher)

• HC andWPprovideconcealment,WPhasacombateffects(G! -4): 4.3.6.C

• unitsmustbeableto traceanormalLOS to theSmokein orderfor it to beusedasasignal

• SmokeblocksLOS atall levelsasit billows upin significantquantity

• WPsmokecanalsobedeployedin additionto anyGrenadeAttack,FireMission,Air Strike!, Tanks…results

• CS(Tear)gasscreeningeffectis identicalto Smoke, its combateffectis asbelow: 4.3.6.D

• in theEnemyActivity Segment,all GoodOrder Enemyunitsin acardwith CSareconvertedto Fire Teams

• all unitshavea2-in-3chanceof falling back,if theydon’t theyarePinnedin thesamecard

• if theydo,movethemandmarkthemasExposedin acardoutof LOS or with thehighestCovervalue

• CSgascanbedeployedashandGrenades,with 40mmor Rifle Grenades,or usedby G! capableSquads

11. Movements5.1.1-4

• PinnedandLAT unitsmayhavelimited MovementActions4.2.5

• markanyunit thatmoveswith anExposedmarkerunlessit :
successfullyInfiltrates,movesbetweenTrench,Bunker,Pillbox or movesinto StagingArea

• aGoodOrder unit without
→
A or H VOF, mayInfiltrate if eithertheorigin or destinationcardhasaVOF 5.1.4

• movingwithin a card (Attemptto SeekCover, Move/Attemptto Infiltrate within a card) :

• youmaynothaveaunit underaCovermarkerAttemptto SeekCover

• aunit maymovewithin acardanunlimitednumberof times

• aunit canmovedirectly to andfrom noCoverandtheUpperStoryCovermarker5.2.2.B

• movingto another card (Unit/PlatoonMove/ Infiltrate to anAdjacentCard) :

• oncemarkedasExposed, aunit maynotmoveto anothercard

• aunit candirectlymoveinto anothercardCovermarkerif it’s unoccupiedor Friendlyoccupied

• aFriendlyor Enemyunit maynotmovethroughaPDF whenmovingdiagonaly

12. Stacking 5.1.5

• Stackinglimit onacardis 16Stepsand4 vehiclesperside,donot countCasualtiesor Stepsembarkedin/onvehicles

13. Transportation 5.1.6,7.4.1-2,10.2.1-2,capacitytable 5.1.6A

• whenaunit becomesaCasualtyit dropsanyit currentlycarries

• whenaunit is Pinnedor Paralyzedit doesnotdropwhatit carriesbut can’tmovewith it

• droppingitemsneitherrequiresanordernordoesmarktheunit asExposed5.1.6.B

• thePick up,Load,Unload,Embarkactionmay not beissuedto anunoccupiedJeep,aPinnedor ParalyzedTeam

• will markExposedanyinvolvedunitsandwithin thesameareaof thecard,orders:

• aninfantryunit to pick upanyitemsandCasualtiesfrom thecardor from adifferentunit

• aninfantryunit to load/unloaditemsor Casualtieson/off avehicleor embarkavehicle(ex from aCover)

• avehicle’screwto load/unloadanyitemsand to embarkanyinfantriesand Casualties

• vehiclesmaynot takeor executePrisoners

• Disembarkingunitsis aMoveaction,thevehiclemustthenbeActivated,andwill drawReactionAT Fire before10.2.2

• unitsDisembarkbeforeor afteravehicleMoveaction,theymaydosodirectly into Cover, markthemasExposed10.2.2



14. Line Of Sight 5.2.1

• youmayautomaticallytraceanLOS into all adjacentcards

• to traceanLOS throughacard,boththeentryandexit sidesof thatcardmusthavewhiteborders

• duringnormalvisibility, themaximumLOS is VeryLongRange3 cards,otherwiseit is reducedto CloseRangeadjacent
• Smoke, Incoming!or Air Strike!markersblockLOS through andout of thecard,thusunitsmaynotfire outof it

• higherelevationallowsunitsto traceanLOS overblockingterrainat lower level

• thedarkLOS borderson theHill cardsupersedeanylight borderson thenon-Hill Terraincard.5.2.2.A

15. Cover 5.2.3

• usecard’shigherCover& Concealmentvalueif anyPDF crossesadarkborder(Indirect G!, Incoming!, Air Strike!donot)

• addthevalueof theBurst icon to anyIncoming!VOF or Mortar Sectionindirectlay

• theOPbinocularsymbolon theChurchTowerCovermeansthatonly 1Stepcanbeinsideit

• Foxhole,Trench,Bunker,Pillbox,UpperStoryandChurchmarkersdonot countagainstacard’sCoverPotential

• G!, Incoming!or Air Strike!VOF receivesa -1modifierfor everyStepabove3undera targetedCovermarker

• Bunker,PillboxeandCaveshavea (x) limit to thenumberof Stepsthatyoucanplaceunderthem

• unitsin aBunker,Pillbox or Cavemaynotfire atPoint Blank, theykeepfiring off-cardunlessorderedto exit themarker

• Multiple sourcesof SmokeCoverarenot cumulative;useonly thesinglebest,defensivebenefit

16. OpeningFire and PDF 6.1.1,6.1.2,6.3

• FriendlyNon-engagedunitsimmediatelyopenfire atacardwithin LOS, rangeandoccupiedby SpottedEnemyunitsonly

• aunit orderedto Moveor CeaseFire reopensfire onceit hasfinishedif thecircumstancessopermit

• ShiftFire ordermovesanexistingPDFto adifferentcard,occupiedor notbut not with UnspottedEnemyunitsonly

• engagedunitswill not stopfiring merelybecausetherearenomoreopposingunitson thetargetcard

• EnemyunitsreceiveaCeaseFire orderat thebeginningof theEnemyActivityCheckSegmentandin theCleanUp Phase

• attemptsto ConcentrateFire andRangedGrenadeattackmayonly beattemptedalongthePDF
• unitsmovinginto acardthatalreadyhasaPDF markerimmediatelyopenfire alongthePDF
• afiring unit losesits PDF andmovesits VOF to aSpottedopposingunit thatentersits card

• if anyunit movesinto acardalongaPDF, movetheVOF to thatcard(friendly fire!) seeGrazingandOverheadFire

• movetheVOF to acardalongthePDF with Incoming!, Air Strike!or Smokemarker,whetherit is thefiring card

• whena loneunit with anoppositeVOF movesto anothercardwithin LOS andrange: 6.3.4

• if it movesalongthePDF, theoppositeVOF will follow it to thenewcard

• if it wason thesamecardastheoppositeunit,anyVOF will follow it to thenewcardandaPDF is placed

17. Combat Resolution6.4

• for eachunit onacardcontainingaVOF marker:

• determinethelowestVOF from All Pinned,S,A, H, G!, S!, Mines!, Incoming! Air Strike! card# 54

• applyall otherapplicablemodifiers(ConcentratedFire, CrossFire, GrenadeMiss, DemolitionMiss) card# 53

• applytheVisibility Modifiers(Rain/Snow, Fog, Smoke, Illumination,ObservationDevices), card# 52

• applythemodifiersbasedonthetargetunit’s StatusandCover, card# 53

• drawacardandfind theresultdependingof theabovecomputedNCM [-4 ; +6].

• MISS: removetheunit’s Pinnedmarkerif thereis one
• PIN : placeaPinnedmarkeron theunit

• HIT : PIN + drawanothercardandfind theHIT EFFECTaccordingto theExperienceLevelof thehit unit

• eachlettershowstheLimited Action Teamto which1Stepof theunit Converts:
• Casualty, ParalyzedTeam, L itterTeam, FireTeam, AssaultTeam

• follow thebreakdownchart,useanyspecifiednamedFire Teaminsteadof genericFire Teamor AssaultTeam

• applyall resultsimmediately,donot changeanyVOF or PDF markersyet,ascombatshappensimultaneously

18. Reconstitution 6.5

• namedFire Teamcanrally backto theiroriginalcounter,genericLAT scan’t,theydon’t trackback

• AssaultTeamhaveLine Level,otherLAT haveGreenLevel,usechart12.6to computethelevelof thereconstitutedSquad

• reconstitutedHQsalwaysenterplayasGreenexperience

• aPlatoonHQ maybereconstitutedfrom aCOStaff unit,or anyGoodOrder Stepfrom thatPlatoon6.5.2.A

• theCompanyHQ reconstitutesfrom its XO, anyPlatoonHQ,Arty FO,1stSergeant,thenCOGySgt,in thatorder.6.5.2.B



19. Potential Contact Markers & Packages8.2

• if multiplePC markersenduponacarddueto anevent,only keepthehighestletter(A is highest)8.2.3

• removePC markersthatarefired throughby Enemyunitsat thesameelevationlevel 8.4.4

• resolvemarkersin alphabeticalorder,thosewith thesameletterin randomorder8.2.4

• unitslistedwith a ’+’ signareon thesamecard,thosewith a ’/’ characterareonseparatecards8.3

• if needed,expendthemapwhenapackageis placed,not if anEnemymovesoff themap8.4.5

• if thegeneratedpackagecan’tbeplaceddueto counterlimit, drawto regenerateanotherone8.3

• PackagePlacement: 8.4.3,8.4.6

• aunit whichplacesaVOF mustbeplacedsothatit is ableto openfire on theunit which triggeredthecontact

• donotplaceapackageonacardthateither:

• is alongthePDF of anotherEnemyunit or hasanEnemyVOF markeror is occupiedby anEnemy

• or is occupiedby FriendlyunitsunlessthepackagedoesnoplaceaPDF or doesnot fire atPoint Blank

• G! ratedunitswill openfire with aGrenadeAttackG!, ratedunitswill only if placedatCloseRange8.4.3

• unitscapableof GrazingFire will notopenfire throughotherEnemyunitsbetweenthemandtheir target8.4.3

• unlikeFriendlyunits,Enemyunitswill openfire ona jointly-occupiedcardin orderto fire on theunit which triggeredit 8.4.3

• Coveris : Packagedescription⇒ missionDefaultEnemyCover⇒ outof Cover8.4.6

• if packagedescriptionis : in/underCover, usethecard’sBasicCover, add1marker⇒ availablemarker⇒ outof Cover8.4.6

• unlessotherwisestated,unitsplacedin Multi-story buildingCoverareplacedonthegroundfloor 8.4.6

20. Spotting The Enemy 8.5

• acardcannevercontainbothSpottedandUnspottedEnemyunits

• anUnspottedunit onacardwith aSpottedunit immediatelybecomesSpottedaswell

• aunit cannotSpotenemiesfrom theStagingArea

• Unspottedunitscanonly betargetedby Smoke,WhitePhosphorousor BattalionFire Missonsor moveinto anexistingVOF

21. EnemyActivity 8.6

• Enemyunitsthatareplacedonmapor takeactionasa resultof EnemyHigher HQ Eventsdonot takeanActivitycheck

• checkcardswith Enemyunitsin randomorder,thenEnemyunitsof acard: Pinned/LAT ⇒ GoodOrder ⇒ Leaders8.6.1

• donothingif theactivity maynotbelegallyperformedandnoalternativeis listed

• fallbackpriorities: outof LOS ⇒ bestCover⇒ R#, into Coverwhichprovidesthebestprotection(stackingpenalties!)8.6.2

• a1Steplonemortarwith FriendlyunitsatPoint Blankwill automaticallyflip to it’s Fire Teamside8.6.5

• boobytrapsattackonly onceandtargeta randomunit 8.7.2

• EnemyunitsPinnedor reducedto anLAT follow theEnemyLAT ActivityCheckHierarchy

• EnemySnipers8.8

• anUnspottedEnemySniperwith noeligible targetswill takenoaction

• if Spotted, it will move1cardaway(outof FriendlyLOS ⇒ bestterrain⇒ R#), bemarkedExposedandselecta target

• Exception:if Spottedandin Field Fortifications, Caves,BarricadedBuildingsor Compounds,it remainsin place

• if outof FriendlyLOS, it regainsits Unspottedstatus

• EnemyLeaders8.9

• all unitsin Visual-Verbalcommunicationdraw1additionalcardfor anyAction Attemptsmade

• Pinned/LAT unitsin thesamecarddrawontheLeadercolumnof theEnemyLAT ActivityCheckHierarchy

• if aloneonacard,flip it to its Fire TeamsideduringthenextEnemyActivityCheckSegment

• EnemyIndirectFireSpotters8.10

• thefirst targetis thecardthattriggeredthepackage,theinitial fire happensautomaticallyandis ActivatednotPending

• if still in GoodOrder, thenexttargetpriority is :

• unitsin thesamecardasits Targetmarker

• acardwithin its LOS thathasavehicle⇒ mostSteps⇒ closest(randomif multiplecardsexist)

• if notargetexists,thespotterdoesnothing

• aFire Missionis expendedonly if theCall for Fire attemptwassuccessful

• removeGoodOrder spotterswhohaveexpendedall theiravailableFire Missionsin thenextEnemyActivityPhase



22. Out Of Ammo 7.18.28.11.1

• flip 1StepweaponontheirFire Teamsideif it hasaSor A/SVOF :

• in theCleanUp Phase, removefrom playanysuchEnemyteamif it is Unspotted

• otherEnemyattemptto leavethemap,usingsafestpath,insteadof a regularcheckon theEnemyActivity

• marktheotherswith anoutof ammomarker,theythenhaveaSVOF anda rangeof Closeuntil theycanpick upmoreammo

23. Fanatism 8.13

• treatLitter TeamandParalyzedTeamHit resultsasFire TeamandCasualtyrespectively

24. Human WaveAssault 8.14

• all Hit resultsaretreatedasCasualty, HumanWavesareneverPinned

• whenaHumanWavePackageis drawn,theyshouldbeplacedatmaxLOS of Friendlyunits

• whenusingOverrunTactics,HumanWavesmayexit thebottomof themap,removethemfrom play if thishappens

• HumanWavesremainsubjectto theserulesevenwhenreducedto single-stepFire Team

• eachsquadhasits own individualactivity check,thesameasanyotherEnemyunit

25. Prisoners8.15

• Paralyzedor Litter Teamsarecapturedif theyarealonewith oppositeGoodOrder unit or UnpinnedAssaultor Fire Team

• asingleStepof anyunit with aprintedVOF canguardanynumberof capturedStepstakenonagivencard

• theguardStepis immediatelyremovedfrom playalongwith theprisoners

• vehiclesmaynot takeor executeprisoners

• EnemyguardStepsarereturnedto thepoolof availableEnemyunit counters

• Enemycasualtiesareautomaticallycapturedif their cardis Clearedat theendof theMutualCaptureRetreatPhase

26. Visibility 9.0

• Visibility Modifier is thecombinedvalueof Light levelandWeatherConditionsmodifiers

• G!, Incoming!, Air Strike!, Mines!(Claymores,BoobyTraps)VOFsarenotaffectedby theVisibility Modifier

• LimitedVisibility applieswhenVisibility Modifier is ≥ 2 andit :

• limits LOS to CloseRange

• limits themaximumof CommandsthatcanbeSavedor ExpendedperImpulse

• Illuminationarenot cumulative,usethebestoneanddonothelpmitigateanyWeatherConditionsor Smoke9.2

• applythemodifiersto thecardandits adjacent,illuminatedcardscanbeseeninto withoutLOS restrictions

27. VehiclesCommands10.0

• thevehiclePLT HQ is alwaysin communicationwith all membersof its Platoon

• unlessexplicitly specified,vehiclescannottakeordersby Visual-Verbalcommunication

• avehiclethatbelongsto aVehiclePlatooncanonly begivenordersby its VehiclePlatoonHQ andtheCOHQ

• otherscanbegivenordersby theCOHQ,COStaff or thePlatoonHQ it couldbeattachedto

• theordersavailableto vehiclesduringtheCommandPhaseare:

• Activatefor Movement& AT Combat(availableto anyvehicleandUnpinnedAT-capableinfantryunits)

• Attemptto Removea Pinnedmarker

• CeaseFire / ShiftFire

• Load,Unload,Embark(donotpreventanActivationfor Movement)

28. VehicleActivation Sequence10.5

• alternateactionresolutionof AT-activatedunitswith theattackingsidegoingfirst

• non-vehicleAT-capableunitscanonly AT Fire duringthisphase,donot resolveVOF anddonot triggerReactionAT Fire

• whenanAT-activatedvehicletakesanaction:
• resolveVOF onthevehicle’scard10.5.3

• carryout1singleVehicleaction10.5.2

• in thecaseof aMoveaction,resolveanyBasicVOF onthecardthatthevehiclemovesto 10.5.3

• carryoutReactionAT Fire from all eligibleAT-capableunits10.5.4

• in thecaseof aMoveor Move& Fire, youmayrestartat the nd2 point

• finally flip theActivatedmarkerto its Moved/Fired side

• thenresolveanyVOF againstnon-ActivatedvehiclesandActivatedvehiclesthatdid not takeanaction10.5.3



29. VehicleAT Actions 10.5.2

• actionsavailableto AT-activatedunitsduringtheAT Combat& VehicleMovementPhase:

• AT Fire (only actionavailableto non-vehicleAT-capableunits)10.6

• doesnothaveto bealonganexistingPDF

• afiring unit thathasaG! G!or VOF mustfirst succeedataGrenadeAttack(expendammo,noGrenadeMissmarker)

• determinethefiring unit’s GunneryValueandthetarget’sDefensiveValue

• if thefiring unit hasaMovethenFire capabilityandhasmoved,addtheMove& Fire modifier

• addanyotherapplicablemodifier(Pinned, movingtarget,VOF modifierif resolvingBasicVOF, etc).

• drawanactioncardandaddtheAT modifierto determinetheAT Combatresult

• if thefiring unit hasaQuickShotcapability andtheresult is 0 or anevennumber,youmayfire again(notagainstaircrafts)

• ConcentrateFire 7.11

• aunit thatis not Pinned, mayConcentrateFire onaCoveror R# infantry in thecardunderit’s VOF
• Critical Hits applyasnormal.A Jamresulthasnoeffect

• avehiclewith G! VOF only,caninsteaddrawfor Grenadeiconsto placeaGrenadeVOF on infantry targets

• Move(mayMove& Fire if it hasanumberspecifiedin theMove& Fire column)10.5.2.c-d

• vehiclesmuststopwhentheyenteraSLOWtrafficability card,andcannotenterNO trafficability cards

• vehiclesmayonly moveinto or throughtheIn theStreetareaof Urbancards

• resolveVOF andReactionAT Fire in everycardmovedinto with a+1modifier

• ignorePC markerson thecardit crosses,only thePC markeron thecardit endsupwill berevealed

• in caseof aMove& Fire action,thevehiclemustceasemovingafterit hasfired

• Spot4.2.4.a

• theunit musthaveLOS to theenemyUnspottedunit andmaynot bePinned

• anyAT-capableunit,activatedor not,not markedasMoved/Fired, in LOS of avehiclethatjust conducted1AT action:

• maycarryoutReactionAT Fire andthenbemarkedMoved/Fired 10.5.4

• enemyAT-capableunitsalway ReactionAT Fire

30. VehiclesVOF 10.3

• vehicleswith aBasicVOF will automaticallyopenfire asdoanyinfantryunits(targetpriority, alongor placePDF)

• AT-capablewith A or H VOF will useammo,thustheywon’t openfire oncardwithout infantry,passengers/driverstargets

31. Wreck Markers 10.7

• Wreckmarkersdonot countagainsttheTerraincardlimit of 4 vehiclesperside5.1.5

• Wreckmarkersdocount towardsLZ stackinglimits 11.1.3

• BurningWreckmarkersblockLOS andprovideanoncumulativecoverbonusasSmokemarkersdo 5.3

• not BurningWreckmarkersprovideCoverbut donot countagainstthemax# of Covermarkersallowedonthecard5.2.4

32. Jeeps& Trucks 10.8.1

• whateverunit embarkedin aJeepactsasthedriver,useregularactivationrules,Visual-Verbalcommuniationis possible

• Truckscrewhavenoradio,canbeactivatedby HQ or Staff via Visual-Verbalcommunicationor actby GeneralInitiative

• embarkedinfantryunitsmayfire andbefiredatasnormal,aremarkedExposedwhenmoved,sufferfrom AT Combatresult

33. Riding on Tanks 10.8.2

• a tankcarryinganycasualtiesor infantriesmaynotengagein combatuntil thepassengershavedisembarked

• if a tankis BrewedUp,KnockedOut, or Pinned, riding infantriesareimmediatelyHIT, disembarkedandmakerdExposed

• riding infantriesmaybeengagedlike anyotherinfantryunit in theCombatEffectsSegment, but havenoVOF
• riding infantriesaremarkedExposedwhenthetankmovesandderivenocoverfrom thevehicle

34. Anti-Tank Ambush 10.8.3 missioninstructions

• avehiclewithoutGoodOrder infantry,attackedby anti-tankgunsor rocket,atPoint Blankor Close:

• G! VOF draws1morecard,a2nd if targetis Pinned10.6.2

• applya − 3(− 4 if Pinned) modifierto thefinal AT CombatModifier



35. Attack Helicopters10.8.5

• lay coloredSmokeonclosestFriendlycardor WPontargetcardthenexecuteanAttemptto Call for Fire order7.16.2.G

• onsuccess: place2 AttackHelicoptersonthetargetcardatanytimeduringtheAT Combat& VehicleMovementPhase

• resolveVOF andReactionAT Fire onthecardtheyareplaced,without the+1movingtargetmodifier

• if bothAttackHelicoptersareUndamaged,theymayattackthetargetcardand1adjacentcard,otherwiseonly thetargetcard

• AttackHelicoptersmaystayasecondturn,youmaytargetanothercardby goingthroughthefirst pointprocedure

• onShortresult: anadjacentcardis randomlyselectedastargetcardandnosecondturnattackis possible7.16.4

36. Forward Air Controller Aircraft 10.8.6

• placeit onanycardatanytimeduringtheAT CombatVehicleMovementPhase

• resolveVOF andReactionAT Fire onthatcard,without the+1movingtargetmodifier

• it mayremainon themapfor upto 5 turns,thenmovesoff themapduringtheVehicleMovementPhase

• eachturn it canbeorderedby theCOHQ to Call For Fire or marktargetcardwith WPatcloserange

37. Fixed Wing Gunships10.8.7

• placeit onanycardatanytimeduringtheAT CombatVehicleMovementPhase

• it canremainon themapfor theentiremissionandcanbemovedto anewcardeveryturn

• eachturn it freelyplacesupto 3H VOF and3air-droppedIlluminationonany3cardsatmaxcloserange

• Gunshipsfly athighaltitudesandarenot vulnerableto AT Combat

38. Transportation and AssaultPlanning 11.0

• beingActivatedto Moveis theonly allowedactionin anyof the4 StagingAreasof theHelicopterControlCard

• LZ notpartof apre-plannedassaultmustbemarkedwith coloredSmokefor anhelicopterto landon it

• LZshaveastackinglimit of 16infantrystepsand4 vehicles(groundor air) percard,includingWrecksandBurningWrecks

• troopswhowouldexceedthecardlimit caneitherdisembarkin thenextVehiclePhaseor betakenbackto thePick-UpZone

• resolveanyVOF onthecard,thenresolveReactionFire from AT-capableunitsin LOSbeforeunloadingtroops/ equipment

• resolveVOF onthecardagainwhentransporthelicoptersdepart

• transportin directsupport:

• all helicopterattachmentsbeginthemissionin thePick Up Zone(unlessotherwisespecified)

• nocommandsarerequiredto movehelicoptersfrom theOutboundboxto thePick-UpZone

• 1Activatecommandby COHQ activatesall helicoptersin any1on-mapLZ cardor 1areaon theHelicopterControlCard

• pre-plannedassaultdoesnot requireActivationcommandsfrom theCOHQ or themarkingof LZs

• placethefirst waveunitson theInboundStagingAreaif you intendto landonthefirst turn

• youcanadddelaysinto theLandingPlan, youcanalsomovewavesinto theLoiter Zonefor 1turn

• Amphibioustransportswill alwaysdropoff all theunitstheyaretransportingon thebeach

39. Urban Terrain Cards 13.0

• noCovermarkersareused,but eachareafunctionslike aCovermarkerfor Visual-Verbalcommunications13.2.3

• UrbanTerraincardsareusuallysplit into 4 In theStreetareasand1or 2 centralBuilding / Courtyardareas

• for EnemyActionChecksandCommandDraws, only BuildingareasareconsideredUnderCover

• unitsfrom bothsidesmayoccupyagivenarea

• anyinfantryunit whichmovesinto aPDF or Point Blankfire muststopmovingimmediately13.2.5

• whenattemptingto enteranUrbanTerraincard,unitsmustmoveto theclosestIn theStreetareafirst 13.2.1

• whenexitingaBuilding to theIn theStreetarea,unitscanbeplacedoneithersideof thestreet13.2.1

• unitsuseMovewithin a Card to movefrom areato areaof asinglecardbut maynot useInfiltrate within a Card 13.2.1

• unitsmaymoveinto anon-barricaded Building,exclusivelyoccupiedby enemyunitsor PCmarkersonly if : 13.2.2

• theenemiesarePinnedor underaG! VOF or thecardhasaSmoke, WPSmoke, or CSGasmarkeranywhereon it

• theaboveconditionalsoappliesto movesbetweendifferentareasof aComplexeBuilding

• enteringandexitingDetachedBuildingareasrequiretransitingthroughanIn theStreetarea13.2.2

• unitsmaymovefrom theUpperStoryof anareato theanotherarea,but mayonly goupor downwithin thesamearea13.3

• theIn TheStreetareasperpendicularto theattachedsidesof anAttachedBuildingsareconsideredasasinglearea13.7

• unitsenteraCompoundfrom oneIn TheStreetareainto theCourtyardthroughaBreachor climbingthewall if notExposed

• aBreachprovidesaccessto anyareaof a regularor BarricadedBuildingandto theCourtyardof aCompound13.6



40. Urban Combat 13.8

• unitshaveLOS andcanfire uponunitsin theadjacentcards,regardlessof whichbuildingareatheyarein 13.1

• unitsexerttheirVOF ontoall areasof their card(Point Blank) in LOS 13.8

• but unitsfrom bothsidesin thesameBuildingareaexerttheirVOF into thatBuildingareaonly 13.8

• all areaswithin aCompound,includingAttachedBuildingsandUpperStorieshaveLOS to oneanother13.4.2

• unitsfiring from theUpperStoryof aCompoundor AttachedBuilding into its Courtyardhavea freeConcentrateFire 13.4.2

• in UpperStories, anyH or Incoming!VOF hasanadditional-1to theNCM 13.3

• unitsin buildingareassufferaâ‚ˆ1NCM penaltyfor everystepover3persidein onearea13.8.1

• a GrenadeAttackor ConcentratedFire Attemptwill hit all opposingunitsin thetargetarea13.8.1

• CrossfireandGrenadeMissmodifiersstill applyto all occupantsof acard13.8.1

• Theeffectsof Smoke, WPandCSGasonly affecttheareain which theyaredeployed13.9

41. Urban Hand Grenade& PyrotechnicImpossibleTargets 13.9

from ⇓ into ⇒ Adj Street Ground Floor Upper Story Multi-story Building Rooftop

In The Street N N

Courtyard N N N

Ground Floor N N

Upper Story N

Multi-story Building Rooftop N

Any in LOS areacanbetargetedfrom aSingleStoryRooftop.

42. AT Combat Results10.7

Vehicle Crew & Passengers Casualties& Assets& Ammo

Brewedup BurningWreck Casualties destroyed

Knocked out Wreck Fire Team+ HIT + Exposedunderthevehicle on thecard,Ammodestroyed

Retreating Outof play Outof play Outof play

G
ro

un
d

Ve
hi

cl
e

Pinned Pinned ±1AT Fire, maynotConcentrateor Spot,VOF is All Pinned

Crashed BurningWreck Casualties destroyed

Crash Land Wreck Fire Team+ HIT + Exposedunderthevehicle on thecard,Ammodestroyed

Damaged Outof Play TransportAircrafts in OutboundBoxbeforeendingfor goodin thePickupZone

A
irc

ra
fts

Undamaged temporarilyAbort
TransportAircrafts in Loiter Boxandmayreenterasubsequentturn
otherAircraftsmayfreelyreenternextturnunlessit is their lastturnonmap

43. Chain of Command 4.1

HQ/Staff Can Activate Can giveorders to Draw Modifiers

BN HQ COHQ Any unit ⇓
CO HQ COStaff,lowerHQs Any unit ⇓
CO XO ∅ Any unit ⇓

st1 Sgt ∅ Any unit ⇓
GySgt ∅ Any unit ⇓

Plt HQ,
Tank HQ,
WeaponTeamHQ

∅ Any attachedunit,
Any LAT

HQ / Staff is

• -1: Pinned
• -1: Green
• +1: Veteran
• +1: UnderCover

HQ / Staff underVOF
• -1: S
• -2 : A
• -3 : H G! S!Incoming!Air Strike!

Activity Level
• +1: No Contact

• max# Commandsexpendable/ HQ or Staff / Impulse: 6, but 4 duringLimitedVisibility. 4.1.3

• max# Commandssaved/ HQ or Staff / Impulse: 3, 6, 9 (Green,Line,Veteran),but 2, 4, 6 duringLimitedVisibility 4.1.3

• ActivationSegment: HQ andStaff getmin 1 Command4.1.1

• Initiative Segment: HQ getmin 0 Command,Staff get1 Command.4.1.1

• GeneralInitiative : nomodifiers,/ 2 downfor CombatPatrolMission.4.1.1



44. Activity Level

Heavily Engaged 2+ occupiedcardsareunderaVOF and1+ cardhasEnemy& Friendlyunitson it

Engaged 2+ occupiedcardsareunderaVOF

Contact 1+ occupiedcardsareunderaVOF or 1+ EnemySpotted

No Contact noVOF noPDF noEnemySpotted

45. Spotting the Enemy 8.5

Spotting recipient is Traget’s card has Target is

Green -1 3+ Cover& Concealment* -1 underCover -1 on thesamecard +1

Veteran +1 0 Cover& Concealment* +1 aSniperor FO -1 aunit with aA VOF +1

onhigherelevation +1 Veteran -1 aunit with aH or G! VOF +2

* uselowervaluewhenspottingacrossawhiteborder Green +1 Exposed +2

46. OpeningFire Priority 6.1.1

FriendlyUnit closestcard⇒ strongestVOF ⇒ R#
EnemyUnit cardwith mostFriendlySteps⇒ R# Point Blank : unit / Coverwith mostSteps⇒ R#

Sniper cardwith HQ / Staff / Leader⇒ closest⇒ R# cardprojectingstrongestVOF ⇒ mostSteps⇒ R#
• whenfirst placed,EnemyunitswhichplaceaPDF/VOF openfire on thecardwhich triggeredits placement8.4.3

• on thecardwhich theyengage,Sniperswill prioritizeExposedtargetsevenif anon-exposedHQ unit is present6.1.1

• Friendlyunitswill not automaticallyopenfire onacardwith Friendlyunits,Enemywill

47. VOF & PDF 6.3.5

Affected Area PDF

S/ A / H card automaticBasic
VOF All Pinned card automatic • whenall firing unitsarePinned

G! unit / Cover alongexisting/ create
MortarTeams7.3.2

✚ ❆ ✣
• GrenadeAttackAttempt
• if thetargetmoves⇒ GrenadeMiss
• superscript: atCloseRangeonly

S! unit alongexisting/ create + SVOF onthecard

Incoming!
Air Strike!

card ∅ ❆ ✣ ↓
• Call For Fire Attempt
• Incoming! appliescard’sburst modi-
fier

Mines! targetedunit(s) ∅ ❆
• draw3cards/ unit movesin or within
• ClaymoreattacksaR# unit

Special
VOF

D! / F! building / Cover ∅ • hasnoVOF

ConcentrateFire Cover/ R# unit alongexisting ✚
• removeif no more LOS, shift, move
…
• expend1+ ammopersuccess7.11

Crossfire card from 2 ≠ directions ❶

GrenadeMiss card ∅ ❶ • is aVOF by itself

Mods

DemolitionMiss card ∅ ❶ • is aVOF by itself

✚ : cumulative ❆ : ignoreVisibility Modifiers ↓ : uselowerCover& Concealmentvalue

❶ : 1 / card ✣ : -1/Stepabove3underaCovermarker

• Mortar Sectionsindirectlay : ↓ ✣ andcard’sburstmodifier(sameasIncoming!but doesnotblockLOS) 7.3.2

• freeGrenadeAttackbackfor : aGoodOrder unit targetof aGrenadeAttackatPoint Blankby aSpottedunit 7.10.5

• freeGrenadeAttackbackfor : anUnpinnedLAT with aVOF targetof asuccessfulGrenadeAttackby aSpottedunit 7.10.5

• critical G! on2+ grenadeicons: ignoreCoverif any,otherwise2 x G! (VOF of -8 for USgrenades)7.10.3

• critical ConcentrateFire on2+ Crosshairsicons: ignoreCoverif any,otherwise2 x ConcentrateFire 7.11

• if JamonRangedGrenadeAttackor ConcentrateFire with A, G! or H VOF, replaceStepswith GenericFire Teams7.12



48. Weaponsand Fire Support 7.0

Restrictions Capabilities

Tripod-Mounted

MachineGun
→
A

6@Εxp Ιnf GrzOvhFPL • +1cardfor anyAttemptto ConcentrateFire

Mortar 2@Εxp Ιnf ∠ Ovh+ MInd
• maynot fire from Woodsor Jungleor atPoint Blank
• G! mortarteamdirectlay maycreatePDF, follows G! rules7.3.2

RocketLaunchers
RecoillessRifles

3@∠ (H : Εxp) (H : Ovh) • H VOF : Εxp andOvh

HandGrenades • only atPoint Blank(seeUrbanCombat13.9)

RiflesGrenade @∠ • expendedasfired,not transferableamongunits

GrenadeLaunchers • not affectedby Jamresults

AFVs @ Ovh

DemolitionCharge @ DEMO • must bethrown(GrenadeAttack)if onacardwith aVOF 4.2.4

Flamethrower @ FLAME • automaticHIT resolvedbefore regularcombatresolution

Sniper • randomlyselecta targetby prioritizing thosethatareexposed

FireSupport FIRE • Call for Fire action+1carddrawif RegisteredTarget4.2.4.i

Εxp : may not fire whenExposed x@: tracksammo,eachstepmaycarryx ammo

Ιnf : may not Attemptto Infiltrate ∠ : may not fire from underBuilding,Bunker,Cave,Pillbox

MortarInd irectLay : requiresaCall for Indirect Fire orderfrom anin communicationobserverwhohasLOS to thetarget,
theordersupersedesdirectlay, it is notautomaticallyreconductedonnextturn,doesnotplaceaPDF 7.3.2

Grazing Fire : expertaVOF into everycardat thesameelevationalongits PDF (notatPoint Blank) 7.2.2

OverheadFire : mayfire overunitsat least1level lower thanthefiring unit or thetarget,andnothigherthanboth7.2.3

Final ProtectiveL ines: exertsaGrazingH VOF thatexpends2 ammoperroundandis notaffectedby Visibility 7.2.4

• while markedwith anFPL marker,theunit maynotmoveanddoesnot reactto Enemyunitsin its LOS
• if givenaShiftFire order,it losesits FPL markerandbeginactinglike regularHMG units
• if givenaFire FPL order,it firesalongthediagonaluntil it runsoutof ammoor is givenaCeaseor ShiftFire order

DEMO 7.13 : • Cover: occupants⇒ Casualties Bunker/Pillbox ⇒ foxhole Cave⇒ removed

• UrbanTerrain : occupantsof anarea⇒ HIT placeaBreachmarker

FLAME 7.14 : • Bunker/Pillbox → removed Cave⇒ occupantsremoved survivors⇒ ExposedoutsideCover

FIRE 7.16 : • Smoke/ WhitePhosphorousonly cantargetanemptycardor acardwith UnspottedEnemy(excvehiclemove)

• theeligibleobservermustbein communicationwith boththeorderoriginatorandthefiring agency7.16.1

• BattalionFire Misson: if allowed,on3-Burstscarddraw,add2 PendingFire onany2 adjacentcards7.16.2.B

• Final ProtecitveFire : targetsaFriendlyunoccupied,in observer’sLOS cardsetbeforethemission7.16.2.D

• Illuination missondonot requireLOS from theFOandareplacedimmediately7.16.2.E

• Airstrike : amarkmustfirst beset(coloredSmokeonclosestFriendlycardor WPontargetcard)7.16.2.G

• onShort: placethePendingFire 1cardcloserto theFO(Randomif owncard,Air Strike!or Helicopters)7.16.4

• youmayplaceaRegisteredTargetmarkeronacardafterasuccessfulFireMission(1perFiring Agency)7.16.5


