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U
EN

C
E O

F PLA
Y

I. Initiative P
hase

- See box below
II. T

he A
ction P

hase - Players alternate A
ctivating Figures.

   A
. F

ire &
 M

ovem
ent - 2 actions per figure. See A

ctivating Figures
B

. A
im

ed F
ire P

hase - Figure w
ith no activation, hit, shaken tokens m

ay O
N

LY
 fire.

C
. R

eload - Figure w
 / no activation, hit, shaken tokens rem

oves one reload step
III. W

ound R
esolution P

hase - Players convert hits to w
ounds. Place shaken tokens.

                                            Section leader m
ay spend com

m
and points for O

fficer's Fortune.
IV

. M
aintenance P

hase - R
em

ove all action tokens. R
oll to recover C

om
m

and Points.
                                      D

10 +
 Section Leader D

iscipline. R
ecover 1 point on a  7 or m

ore.

IN
ITIA

TIV
E P

H
A
SE

Both players roll D
10 and

add D
iscipline of Section

Leader. +
1 if lost initiative

last turn. Player w
ho lost

last turn m
ay also spend

com
m

and point to re-roll
initiative. W

inner decides
w

ho activates first.

A
C
TIV

A
TIN

G F
IG

U
RES

• A
ctivate up to tw

o figures and perform
 2 actions w

ith each
figure. A

lw
ays announce speed first if m

oving.
• Figures w

ith H
it tokens m

ust m
ake an A

ctivation R
oll.

(see below
)

• Figures w
ith a Shaken token m

ust m
ake a M

orale C
heck

(see below
)

• Y
ou can spend com

m
and points to R

ally T
roops, M

ake a
C

oordinated A
ctivation,  G

ive a D
irect O

rder or R
etain the

Initiative.

A
ctivation R

oll P
rocedure

O
pposed roll betw

een A
ctivating Player (A

) and O
pponent (B.)  Both roll D

10
A

 adds D
iscipline and +

1 if A
 w

on initiative. B adds num
ber of hits and rem

aining com
m

and
points. +

1 if B w
on initiative.

A
 R

olls H
igher - N

orm
al action.   B R

olls H
igher - A

 m
ay only m

ove at SLO
W

 M
A

R
C

H
.

If tie - A
 m

ay perform
 O

N
E action w

/Firing at -10%

M
orale C

heck P
rocedure

R
oll D

10 and add D
iscipline of figure.

-1 - Per w
ound taken, heavily w

ounded, M
ilitia >

15cm
 from

 Section Leader, R
egulars

>
30cm

 from
 Section leader, Section below

 50%
+

1 Section Leader w
ithin 15cm

, Elite T
roops

+
2 Figure is Section Leader

R
esult is <

1 R
em

ove figure from
 board; <

 5 Perform
 C

om
pulsory m

ove; 5  Figure is
activated. R

em
ove shaken. >

5 M
ay not m

ove closer to enem
y. 10 or m

ore  Figure acts as
norm

al.
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M
O
V
EM

EN
T P

RO
C
ED

U
RE

A
nnounce speed and m

easure distance.
1/2 M

ovem
ent through rough and bogging terrain.

 - 4cm
 crossing obstacle

R
ight C

olum
n shift if heavily w

ounded or in bogging terrain.
M

ovem
ent halted upon EN

T
ER

IN
G

 bogging terrain.

M
ELEE P

RO
C
ED

U
RE

Both Players roll a D
10 and add final m

elee score
(Experience, T

roop T
ype, W

eapon etc).
 -2 O

utnum
bered. Per figure beyond first in base contact

 -2 H
as Shaken T

oken
 -1 Initiating attack across obstacle
+

 M
elee W

eapon
+

1 Initiated m
elee

 -1 Per w
ound, per hit, and heavily w

ounded
+

3 C
avalry that m

oved A
N

D
 initiated m

elee this turn.
H

ighest score w
ins. W

inner causes steady check w
ith im

pact =
 difference.

F
IRIN

G P
RO

C
ED

U
RE

M
easure distance to target. M

axim
um

 range based on m
ovem

ent rate declared
D

eterm
ine chance to hit.

A
dd final A

ccuracy (Experience, T
roop T

ype, W
eapon etc).

+
20%

 Firing in A
im

ed Fire Sub phase
 -10/20/30%

 for O
bscurem

ent, Light C
over, H

eavy C
over

 -20%
 M

oved at Q
uick M

arch or H
eavily w

ounded

R
oll percentile dice. H

it target if equal to or less than chance to hit. C
ause Stead

C
heck w

ith Im
pact indicated by w

eapon.

S
TEA

D
Y C

H
EC

K
Player m

aking steady check (player affected by attack) rolls a D
10.

A
dd Steady rating. Subtract Im

pact from
 attack.

C
onsult C

hart on page 78 of the book.
Place num

ber of hits on character listed.
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