






MOVE ACTION 
When assigned a Move action, a Unit can move up to the totar distance indicated by its Move 
value. The Unit does not have to move the full distance Facing has no effect on movement. 
allowing the Unit to Move in any direction and end its Move action facing any direction. 
Infantry move in formation, maintaining an optimal command distance. Each Infantry Unit has a 
leader, represented by a miniature sculpted to indicate that they are in charge. This leader may 
be pointing, holding a pair of binoculars, gesturing the Unit forward and so on. You can further 
identify this miniature by placing a token on its base or use any other suitable way. If a Hero is 
Joined to the Unit, they are the Unit leader. All soldiers within the Infantry Unit must have a 
portion of their base touching a 1 0 cm or 4" diameter command circle centered on the Unit 
leader. This command circle can be quickly measured using the Blast template. Since1he Uhit 
can change formation during movement. the fastest way to move an Infantry Unit is to move the 
squad leader and place the remaining squad members in the command circle as described 
above. 

There is no mrnimum distance between Unrts, and Units can end their movement adjacent to or 
intermingled with friendly or enemy Units. provided their Unit leader does not cross into the 
other leader's command circle. Units may pass through otherfriendly Units with the exception 
that vehicle Units may not pass through other vehicle Units. Units �nnot pass through enemy 
Units, which means that a Unit leader or vehicle base may not cross the command circle of an 
enemy Unit leader. 

If a Unit that is moving enters Terrain that influences its movement, the movement inside that 
Terrain is modified according to the Terrain table (usually halved). Only the part of movement 
inside the Terrain is modified: the movement modified is rounded down. 

Aircraft are an exception, as any Unit may pass through or end their movement under any 
aircraft Unit. 

lARGIVIHIClES 

Large and Huge vehicles move like any other vehicle Units. 

MOVING AIRCRAFTS 
Aircraft are not limited by impassable Terrain or enemy Units. Because aircraft are flying over 
Terrain, Buildings and ground Units, these elements of the battlefield have no effect on their 
movement. They are restricted from entenng Terrain and Buildings, and are instead placed 
above them in the play area. Aircraft are required to take a Move or a March move action as thelr 
first action each time they are activated. Aircraft with the Helicopter skill are an exception to this 
rule. 

MARCH MOVE ACTION 

When assigned a March move action, a Unit can move up to the total distance rndicated by its 
March move value. Other than the difference in the maximum distance moved, a March move 
action works as a Move action. 

TRANSPORTING PASSENGERS AND HHICLES 

No change i� necessary to the kansportmg passengers and vehicies rules 





ATTACK ACTION 
To execute an Attack action, a unit must have a Line of Sight (LoS) with the target unit If an 
Attack action is assigned to an infantry unit, the squad leader must 1race a LoS with the target 
unit. A LoS is traced ff the attacking squad leader can see at least part of the body of at least 
one target unit model. To take part in the Attack action the models in the attacking unit must 
have LoS with at least one model in the target unit 

Each model in the attacking unit lhat takes part in the Attack action chooses one weapon from 
the ones he possesses. no more than one weapon per model can be used with the exception 
of the UGL that can be used in combination with the weapon that it is attached to. Ranges are 
measured from the attacking leader to the nearest target model in LoS with the attacking 
leader. If this model is 1n range then all the models in the target unit are In range too. 

Roll the dice needed for the Attack action. 

The target unit is in cover if mart:? than haJf of Its models are in cover or not in LoS with the 
attacking leader. A model is in cover if it is touching a Terrain Area that provides cover or part of 
its body 1s obscured (arms and weapons don it count). If in doubt consider the squad1n cover. 

The target rolls saves as usual. After casualtfes have been determined, remove them starting 
from the models in the open, then from the models in cover. tf a model is not in loS with the 
attacking unit leader, it cannot be removed. If the target unit leader is removed the target 
squad receives a Stunned token, must nominate another leader and restore coherency 
around the new leader a1 the end of the Attack action. 



0-CHECK RANGE
Units can only Attack targets that are within their weapons Range. The Range value of each 
weapon is specified on the Unit card in the second column of the weapons table. Range is 
measured: 

• To the hull for vehicles without a base.

• To the base for vehicles and support weapons with a base.

• To the nearest visible model in a Unit for Infantry Units.

If this model is in Range then all the models in the Target Unit are in Range too. The Range from 
an attacking Infantry Unit is checked from the Unit leader. 

1-CHICK FIRE ARC
Unless otherwise noted in the weapons table, Infantry Unit$ (including Heroes) have a 360 
degree fire arc, allowing them to fire in any direction. Vehicle Unit weapons have a specified fire 
arc, as indicated in the weapons table on \he Unit card. The fourfire arcs are: 

• Front-mounted weaports can only attack targets that are 45 degrees to
either side of the center of the vehicle front.

• Rear-mounted weapons can only attack targets that are 45 degre�s to
either side of the center of the vehicle rear.

• Side-mounted weapons can only attack targets that are 180 degrees to
the side of the vehicle (excluding the areas directly in front of the vehicle
and directly behind the vehicle).

• Turret-mounted weapons can attack targets in any direction.

If a Unit selects a Target Unit that is not in their fire arc, the player will need to assign a Move 
actfon to the Unit first, so it can change its facing. 











AREA TERRAIN 
Area Terrain is a piece of scenery with a clear perimeter e.g a base. Models inside Area Terrain 
are in Cover if it is provided by the Terrain type (see table). If the Line of Sight from an attacking 
unil crosses more than 1 0cm/4'' of Area Terrain and the Area Terrain provides Cover, then Line of 
Sight Is blocked. If an Area Terrain provides Cover. then it blocks the Line of Sight for the units 
behind it An Area Terrain can also modify movement. See the table below for details. 

Type 
Open 
Mud 

Trees 

Roads 

Rubbles 

Sand 
swami'_ 

Tank traps field 
River 

Vehicle effect 

Non� 

Halves move and mi,Jrch move 
Cover I Halves move and march move 
Improved terrain (see page 19) 
None for welkers Impassable for others 
Halves n10\le and march move 
flalves move and march move 
Impassable 
Halves move and march move 

Infantry effect 
None 
Halves move and march move 
Cover 
None 
None 
Halves move and march move 
Halve� move and march move 
Cover 
Halves move and march move 

1 Arms and wapons doesn't count for the purpose of calculating it a modf!l 1s- obscured or �m, only the bodv or t.he
hull Tn case of vehicl�. 
1 Other veh,cl� other ltlan \valkel'3 cannot enter �wamps unless they have the amphlb1ous special rule.







SPECIAL WEAPONS 

Flame weapons 

Flame weapons work in a different way: Range is measured from the model that bears the 
weapon. Measure the Range and place the small Blasl template (4 .. diamet.er) anywhere on the 
trajectory up to the weapon Range, any model friend or foe touched by the measuring tape or the 
template is affected. If you need a standard Range template for the namer. the siz.e should be ½" 
wide and 1 z· long, divided in three4" ranges. Models hit with a flame weapon can be hit even if not 
10 Line of Sight. 

Under-Barrel Weapons 
Under-barrel weapons such as the grenade launcher used by Rangers can always be used in 
addition to the weapon that 1t 1s att9ch.ed to. 






