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5 'I:;;Zb 1 Front Facing: Ground/Air/Fortification 3 Msgsiiut 1
(-] Unit Symbol/Counter # ()
- — | o Emtc,’\lan?gn er Move Cost A )
G'J..*- Attack Cost Color = Foot/Wheeled/Tracked :
‘ Upper # = Direct Attack 2.4 w # = Cost: Foot 4.5, Wheel/Track 15.1
5 15 (Lower #) = Indirect Attack (Mortar) 73.2 3 ©04 3 4 11]
8 'ﬁ 18 8cm Mortar Bonus Move Symbols 2 12
—_— Color Fields (4) © = Wheel Bonus 15.2 _
T L | 5 = Turret 360° Firing Arc 16.3 - @ = Track Bonus 15.2 ) o,
3 stomac O ‘ 2 s 1
- . b Defense
A Firepower Color = Soft or Armored 6.2
= : Red # = vs Soft Target 6.5 3 Upper # = Flank Defense 6.1, 6.3
2 10 Blue # = vs Armored Target 6.5 @ »If outlined [11] = Open Top Veh. 16.5 .
10 ﬁr 13 Color Fields 2 13 Lower # = Front Defense 6.1 | 4 é 13
—_— - - —
" 2 =Crewed Weapon (CC Penalty) 6.10 h_d Svmbols
3?1 @ = Anti-Aircraft 16.8 Centor = APC DR Bonus 16.6
s Symbols e e +2 = Fortification Defensive Bonus 17.0
= Sniper 178 Miscellaneous
@ = Flamethrower 175.0 Bottom .
2@ m] 5::* = HE High Explosive 173.9 Attack Range 5.3 - = Spent Unit side 2.2 [E
2 iﬁﬁ 13 National Symbol 9 = Target Hexes 13.4 Art; 16.7 Air 1 7 13
Y
Common Turn Actions Combat
Hit Number = DR-AR
Action Cost Description 2d6 2 HIT NUMBER = HIT DR = TARGET'S DEFENSE + DR MODIFIERS
2d6 2 HIT NUMBER+4 = CRITICAL HIT AR = ATTACKER'S FIREPOWER +AR MODIFIERS
Attack Unit’s Roll Attack (6.0) on Target Hex in
Attack Cost  Fire Zone (5.0). Combat Modifiers Attack (AR) Defense (DR)
Unit's Move into an adjacent Hex and Pivot L R Ub to twice R 5.3 6.6 —2AR
e Move Cost (4.5, 15.1). Backwards Move +1AP (4.11). ong Range Lp fo twice Range (3.3, 6.6
Requires no Spent Check (4.12). Short Range Adjacent Hex (6.6) +3AR
Enter the Map 0AP Enter a Unit (4.5)/Group (70.2) onto full
Hex(es), or by Transport (15.6). Close Combat (CC) Same Hex (6.6,6.9,15.14)  +4AR Flank DR
ot Pivot without moving (4.6). CC Penalty (Crew-Served Weapon) (6.10) -2AR Flank DR
Pl s Ll Ignore Move Penalties (4.9).
. . Flank Attack (6.1, 6.3) Flank DR
stall 1AP Choose a Unit, do nothing (2.8), then
make a Spent Check. Defensive Terrain (6.4) Terrain Chart (other side)
Pass 0AP Do nothing (no Spent Qheck) (2.7). If both Attacker High Ground (12.5) +1AR
players pass consecutively, Round ends.
Battle or Printed on  Play a Battle or Weapon Card as an Defender High Ground (12.5) +1DR
Weapon Card Card Action if marked with a Battle Icon g4 (8.2). Small Balka (12.3) +1DR
Make a successful Rally Check to .
Rally 5AP remove Hit Marker (7.7). Air Bursts (HE &%) (13.9) Ignore Hvy Wds
i i Vehicle Cover For Foot Units (15.15 +1DR
Hidden Move 5AP m(()j\éeerl;ll(?;j:n Unit (71.5) or become ( )
e Transported Unit (15.11)
Hasty 5AP Place Hasty Defense Marker on
Defense top of Unit (17.7). LOS - Units do not block LOS (5.2).
Stacked Units — Attack all Units for one Action (6.8) except CC (6.9).
Attack Hidden: Reveal Number = 6 + Terrain DR (11.7); Flamethrower (18.0).
Pre-Round Sequence ”
1. Advance the Round Marker (9.5). Common CAP Modifiers
2. Remove all Light Smoke (14.4). All Checks may be modified with CAPs before you roll.
3. Flip all Heavy Smoke to Light Smoke (74.4). d6 Checks #5 d10 Spent Checks ,v
4. Flip all Spent Units to their Fresh side (9.6). . .
. - Modify d6 or 2d6 Checks: up to 2 CAPs (3.2). Modify d10 Checks
5. Reset CAPs. Deduct 1 per destroyed Unit (9.7), minimum 3 (7.13). . with ANY number of
6. Draw/Refresh Battle Card ified by the Mission (9.5 * Attack Hit Number (6.7 CAP
. raw/Re re-s attle Cards -as specified by the I.SSI.OI’I (9.8). « Rally Check Number (7.7) S (3.3).
7. Prepare Reinforcement Units called for by the Mission (9.9). « Initiative Check Number (9.11) d10 > ACTION COST =
8. Plan next Round's off-board Artillery Strikes (13.5). + Hidden Reveal Number (11.7) L;NS'T REMAINSIERESH
9. Resolve previous Round's planned Artillery Strikes (13.6). * Artillery Drift Check Number (13.7) (2.
o ¢ Mine Hit Number (17.10)
10. Roll for Initiat 9.11).
offfor Initiative (5.11) ) e Barbed Wire (17.3) )
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@ Unit may not move into this Hex.

Terrain Modifiers Movement Cost Penalty O, &3 = May use Wheel & & = May not use
Maps & Overlays Defense Blocks Conceals Foot Tracked Wheeled or Track Bonus Moves Wheel or Track Bonus
6.4 LOS 11.5 Unit Vehicle Vehicle into this Hex. Moves into this Hex.
+0DR N N +0 AP +0AP T +0AP O @ zo;;mg fields, intermittent clumps of brush and low crops
Ignore Difficult Terrain Move Penalties only when moving
AP e & AU RSl T0AR O & from one Road Hex to another Road Hex (4.10).
+0DR N N (Y*) +0 AP +0AP @ +0AP & D *In July and August Missions (4.8, 11.5). Blocks Foot Unit

LOS (5.2), Conceals (11.5), Reduce Rally Number by 1 (7.8).

+0 AP

+0DR N (Y*) N (Y*) A +0AP@ +0AP @ o *In Aug & Sep Missions: Difficult Terrain (4.9), Blocks Foot Unit

LOS (5.2), Conceals (11.5), Reduce Rally Number by 1 (7.8).
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Buildings  '2CR Y Y HIAP  +3AP @ 4340 & 9 gg‘:ﬁﬁ;?ﬁ?ﬁnﬁbéﬁi& (7.8).

PSR DR NN AR seE 1w o m Moo Al o et 12
Jee R NN 2 @ @ Admaubedm:femtness i
"R MDR 0 N o om0 g m MNGIOaLG B e SeToran,
ST DR N Y o @ @ ol oRtateecacus tn oo o2
Tk AR N N e @ @ A ket aerrio
Rver DR NN sAR @ @ gt cupia R e oK
Fod DR NN AR A e Moo s er ey e ofe o
Marsh +1DR N Y* +2 AP +5AP & ® ;;«:;o;;)sr;.its only: Conceals and reduces Rally Number
Backwards Move +1AP  +1AP® +1AP @ ®& Apply when moving into any Flank Hex (4.11).

Fortifications & Obstacles

menen  GZBR W v coae P @ peruotndiorerinte ey ccoya Trench
Gun Pit  +3/+1DR N N +0AP  +0AP ® +0AP @ ® May be occupied by Field Guns and Vehicles only (17.5).
Bunker SSA2DR N Y 0AP O soaP o CoaCemSaUs o0 st 0
SN, MOR N v o om0 o m o Urie oo urtmay bl oo 54 At
S DR NN o Oem @ AP e P o uni o s
SN WOR NN 0AP c0APE 0AP o @ Mo aliekse Lns s e oo or it
Light “1DR N (9 v AP P 0 AP +1DR if Light Smoke is in Attacker's Hex, Defender's
Smoke O E Hex, or any Hex _betwee_n therq (14.4).

*LOS is blocked if crossing 2 Light Smoke Markers (14.4).

:;2\:(3; +2DR Y Y +0 AP +0AP @ +0AP & o +2DR if the Attacker or Defender Hex is in Heavy Smoke

(14.3). No placement on Water. Reduce Rally Nbr by 1.
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