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2.0 Quick START
2.1. TRAINING SCENARIOS

We recommend you to begin with the infantry and vehicle
training scenarios when learning the Assault Game Sys-
tem. Once you have completed them it will be easier to
play the larger scenarios. They will give you the chance

After each of you have decided which faction to play, set
up the game as described in the scenario book and shown
in the illustration below.

Once this is done, get the player aid chart and turn to
chapter 6.0 Sequence of Play. You'll begin with the initia-
tive phase. The Infantry Training scenario can now start...

When you are comfortable with handling infantry under
the basic rules, try the Vehicle Training scenario next. You

to learn the basic rules and work through the sequence

will find everything you need to play listed in the campaign
of play.

book. Instead of the infantry specific rules, the vehicle

Select the scenario Infantry Training from the campaign specific rules will apply here.

book and turn to chapter 5.0 Game Preparation of the
core rules. You are now ready to begin learning how to
play Assault Tactical.

After you have mastered both training scenarios, you will
be ready for the larger scenarios!

Note that the following rules will be used in this scenario:

2.2. St7 Up For INFANTRY TRAINING SCE-

» All basic rules

NARIO

> K’ All infantry specific rules

Status markers

You can disregard the following rules for this scenario: R | e 3 i
18 12
> . All artillery specific rules I F e fic] "'h..‘
v Turn record track i’g ’
» wll A/l vehicle specific rules p B

> ﬂ All optional rules

AXIS THACK

HOVILL (ErTIV

Battle dice

Pillbox

Damage mark-
ers

Heavy MG42

unit counte Rifles 43

nit counter

Cal. 50 HMG
unit counter

Rifles 43
unit counter ‘

German Wehrmacht '

unit cards N

US Army unit
cards

s 43 ..2
-

s

Sandbag

Position Trench

Players Aid

LYVLS NaInD
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3.0 IntRODUCTION AND OVERVIEW 4.0 Game Components In Detan

The Assault System places you in command of small
tactical elements of opposing armies. Using a mixture of
armor, infantry and artillery, the aim is to create a playa-
ble game of tactical combat on the various fronts, without
bogging players down in more minutia than any battlefield
commander ever encountered. This playability, coupled
with just the right amount of realism, will bring to life the
difficult choices confronting both the Axis and Allied forces
during World War Il.

The Assault Games Series will be a series of tactical con-
flict-simulation games and expansions that recreate bat-
tles from World War II.

In Assault Sicily 43, there are three factions, the German
Wehrmacht their allied Italian Army and the US Army.

These factions are differentiated by- &
the use of the following identification

markers.

3.1. Game Osuective ano Victory Conoi-

TIONS

The objective of the game is to meet the victory conditions
listed in the scenario descriptions through tactical use of
your available units. The player who has reached all of
their victory conditions by the end of the game is the win-

ner.
3.2. Rutes oF Play

The Assault rule book includes basic rules, unit specific
rules, and optional rules.

3.2.1. Basic Rutes

Basic rules are all the rules without any form of special
notation (e.g. italics, colored letters, unit symbol) and are
always in force. Essentially any rules in black text.

3.2.2. Unit SreciFic Rutes

All rules with special identification (colored letters) and a
unit symbol apply only to the unit type specified.

r Infantry specific rules
—4— Artillery specific rules
wmll Vehicle specific rules

This chapter introduces the players who aren’t familiar
with the Assault Game System to the components that are
used with the game. Once players have become familiar
with the system, they can skip this chapter.

4.1, Formation CARDS

Each player will draw formation cards from a deck at the
start of a scenario. The number and type of formation
cards to be drawn will be shown in the scenario book.
Each card will state what type of formation it is, (in this
example a Ranger Platoon), and list the different units that
the player will have, if they draw it. It will also show which
historical command the formation belonged to during the
war.

T ] Formation card title

\. .
Faction symbol / 0 er Fasn Bvreaaos “ .
Hawien Pramos a r

Experience level (In ) arngmo
this case, the playex/ e Busccka Do 15
receives 8 hardened T Sniper 43 8 Formsrmon
units) G0 Martar Tesm
‘r MISTA4 Cal.30 MNG
Units received with R
this formation card m r 0

Number of available
command points

]
4.2, Unit Caros

Each type of unit listed on the formation card will have an
equivalent unit card. Players will only need one unit card
for each type of unit. Its purpose is to provide all the nec-
essary information that the players need to know about
their unit counters on the map tiles in order to play the
game. This includes how they move and attack, how well
protected they are when under fire, their special abilities
and any attributes they have, good or bad.

4.2.1. Points VaLve

Each unit card will state the points value assigned to that
unit. This value is used to help select suitable individual
units if players decide to do an alternative history scenar-
io/campaign. It will also be useful if players wish to gener-
ate their own scenario.

4.2.2, Armored Ano Unarmored Venictes

There are two types of vehicles included in the game:
3.2.3. Oprmionat Rutes & g

All optional rules are in blue text and indicated by having
an officer's epaulette/shoulder board next to them.

m Optional rules

In order to make your introduction to the Assault rule
set easier, you can omit the optional rules for the first few
games. Once you have played a few introductory scenar-
ios and become comfortable with the basic rules, you can
add the optional rules to lend more depth to the game.
The optional rules are discussed in more depth in 4.9.

(=2}

» Armored Vehicles which have at least one green de-
fense die on their unit card. Armored vehicles with
track movement are especially useful as they can
do overruns on attillery (9.10.3) and can transport
infantry (9.11.1).

» Unarmored Vehicles whose strongest defensive dice
on their card is blue. Unarmored vehicles are very
vulnerable to ranged fire and close combat. Unlike
armor vehicles, when they are attacked by an enemy
unit, the attacker uses the infantry/artillery target row
on their card rather than the armored vehicle target
row.



UNIT CARDS
FRONT SIDE:

Points value Unit name

Base movement
allowance

BACK SIDE:

Faction symbol .
Points value

e \ ' _//for unit at
Strength points_ §o] TiarE 5 B e 11— T E half-strength
\!,",'! @] ik e — Symbol repre-
Defense dice B S Movement type senting unit
(clockwise fro (track in this T type
left: rear, e example) ettacking tis It o closecoabey
b f Gy . mrang resI: m. v
algge% ron TG Blast value (see s Unit class
arget (infantry, = Poelow and 12.5) | e e
artillery, vehi- e et Special ability / using turret fire. - A
cle) s attribute reng
§ i points val-
A for half-
Range in hex- - — Maximum range ute = ti it
es 0-14 hexes 4 Eh
(0O=close combat) E; R R ss—Module code

Direct fire: Attack dice used based on the different

range bands (see 10.1)

52 Some units have special blast values (e.g. Bazooka). j\‘%
If a hex is shown with a number, then a blast value is

only triggered up to that range. If a hex is shown with »
an S symbol, then the blast value can only be triggered n|:|“"

by firing with a support weapon (e.g. mortar).

4.2.3. Experience Levels

Units can be of varying experience levels, from recruits
to elite. Regular experience level units do not need to be
marked in anyway. If they are not regular this is shown by
putting the appropriate colored marker next to the unit.
The effects of the different experience levels are as fol-
lows. This is on top of any other dice modifications.

Level Marker Effect (cumulated)
. Attacker gains automatically
Recruit b3 ) one "X" symbol when attacking
this unit
Regular No marker No effects
Hardened +1 blue defense die
Veteran +1 blue attack die
Elite This unit ignores suppressed
symbols

Special ability / attribute (with ef-
fects described underneath)

2y

m Command points need to be put on unit
cards in order to activate any units of that
s type during the turn (6.2.2).

Front side (full 1 Reverse side

strength unit) signifying

strength)
= E Al (%) (]
) el (A (e

4.4, Status MaRKERS

In the Assault basic rules, a player can activate all their
units. Once a unit has been activated _»sl

to do an action it will gain the relevant

action status marker. This action ™°| % | Kl
should be announced to the other :M—Qil @—)l - =
player, and the unit is now committed i' @ T_f?‘ @'
to that action. The status marker can .. | wee| 1 | B3
be placed after the action has taken 2' P @
place rather than force the player to

physically move the unit and the action status marker dur-
ing the activation. Action status markers are discussed in
the relevant chapters and summarised in chapter 13.0.

Under the optional rules, units are activated by free ac-
tions or command points (6.2.2).

4.3. Unit Counters 4.5. Barme Dice

Every Infantry, artillery and vehicles unit is represented
in Assault by a counter. These counters have a front and
reverse side. Units at full strength are placed on their
front side and are flipped to their reverse side when they
have suffered damage points equal to half their original
strength. Their full and half-strengths are noted by the use
of heart symbols on their unit cards.

The six-sided battle dice are used to determine battle re-
sults and other game effects.

There are 4 different colors of battle dice in Assault. They
are, from strongest to weakest: Red, Yellow, Green, Blue.
There are frequent references to players using/losing their
strongest or weakest die available in combat, so this order
should be memorised by players to speed play up.

(heart symbol

unit at half-

®
Y
=
m
X
e
=
2
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&
=
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The type and number of battle dice that the player may
use are listed on the unit card. How battle dice are used in
the game are described in 10.7 Resolving Combat.

4.6. Puavers Aios

The player's aids have a summary of the all the important
rules and modifiers for e.g. ranged fire and terrain. In ad-
dition, the reference sheets contains an overview of all the
terrain types included on the map tiles.

This book contains all the scenarios, with any necessary
information for setting up the battlefield.

4.8 Scenario Map Tites

The map tiles portray the battlefield and show the terrain
in which it takes place. Maps are evenly divided into
six-sided spaces. (which will henceforth be referred to in
the rules as hexes). Units can only move between the
hexes on the scenario map.

If a unit moves off of the
map edge, it is considered
eliminated. Normally, only
one unit can be in a hex
at a time. However, a unit |
being transported or units
in close combat are excep-
tions to this rule. Every hex |
has a center point.

Hex vertex - which will de-
termine facing of artillery
and vehicles

This center point is used [
when tracing line of sight *
(LOS). Every hex repre-
sents a certain terrain type
(see the terrain chart on the players’ aid).

4.9. 0Ormionat Rutes And EXPANSIONS

The Assault Game System includes a number of option-
al rules and expansions. These rules will be highlighted in
blue italics and have an epaulettes symbol next to them or
mentioned as expansion rules. They can be omitted while
players are learning how it works.

Center point

If players choose to use the optional rules, the recom-
mended approach is to play with both command cards
and command points. However, the game can be played
with just one of them if they wish to.

4.9.1. Commano Caros

Command Cards allow the player to enhance their own

units with special abilities, reduce the capabilities of
their opponent's units and to interfere with their hand of
command cards. Some command cards are specific to a
faction: a few are neutral and can be used by either side.

» Anytime: The command card can be used during
any phase in the course of the game.

» Before the activation: Use of the command card
must be declared before activating the chosen unit.

(o2}

Activation

A
4.7. Campaicn Book e

» Special: The command card states when this card
can be used.

Axis faction command
card
Card title

- / Card category

agE AaxD
! :"Lm @ (for later expan-
Anytime

§ BT 5
] [
/kfna/ 1 o)
.unductsrﬂrwﬁhdﬂw I —_——

Aetivetad unit with'n renes tathe
tuToet hew witn fiving
Flagaiz

| /Terecsivean tlus M dleas blsat
walae (R A3

HTnhﬂmMerpth unitToapend o
|'x‘nun. et

r B4

Effect ‘ !

|

Usable with these
units

4.9.2. Commano Points

The number of available command points is dependent
upon which formation cards were chosen at set up and
any reinforcements that are received during the & \

scenatrio.

Command points simulate the prioritization of or-

ders during a scenario. In a combat situation, the com-
pany, platoon or squad leader must react decisively and
doesn't always have the time to worry about all of his sub-
ordinate units.

COMMAND CARD

These are marked on the formation card. (see il-
lustration of formation card in 4.1)

Each turn, the player only has a certain number of com-
mand points available so it will be impossible to fully acti-
vate every unit that is available on the battlefield. Instead,
players assign all but three command points to unit or TA/
OAS cards to decide which units to activate. This happens
in the planning phase.

» Command focus: The three remaining command
points simulates a kind of command focus and remain
for the player to activate additional units spontaneous-
ly during a turn, independently of the planned units.

» Important: TA/OAS cards cannot be activated spon-
taneously with these three comannd focus points.
They must be planned during the planning phase.
If players have only three or fewer command points
at the start of the game, they must use one of these
command focus points to plan a TA/OAS card.

The command points from a player’s formation cards are
pooled together and can be used to activate any units un-
der their command. They do not have to be used specifi-
cally for any formation/unit type.

Once a command point has been spent to activate a unit,
it is turned over to its reverse side so both players can see
that is has been used up.



Eliminated units can reduce the number of command —
points available to a player, (10.7.3). A player always has 4.13. TerrAIN Damace MARKeRs

a minimum of four command points. Any further losses of  The terrain damage markers come into play with the TA/
command points are ignored. OAS rules. The use and rules are described in chapter 12.

Important: The loss of a truck unit does not result in the
loss of a command point. 4.14. TA/0OAS Caros
4.9.3.  Tacricat Air ano ARTILLERY SUPPORT The Tactical Air Support and Off-board Artillery Support

command cards are part of the TA/OAS rules and are de-
Tactical Air and Off-board Artillery Support (TA/OAS) is an  geribed in more detail in chapter 12.

expansion and can optionally be integrated into the game
in the form of command cards or played alone without a
deck of command cards. The procedure for integration
into the game is explained in chapter 12.
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Note: When the game is played without command cards,
players may only use the TA/OAS cards in their hand.
When these cards may be used is indicated in the respec-
tive scenario. Once the scenario specified TA/OAS cards
have been used, they are removed from the scenario.

4.10. Troor STaTUs BoARD

The Troop Status Board is used to record the effects dur-
ing combat, such as casualties TR STATOR #OATD

and pressure. It is important for g ﬁ‘
both players to monitor the cur- = L
rent pressure marker. = -

The scenario description indi-
cates whether troop status is §xl i
required. The rules for using the
board and the associated mark-
ers are described in the cam-
paign book.
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4.11. MineriE

Markers

The minefield markers are used depending on the sce-
nario. The respective markers and their function are de-
scribed in detail in chapter 9.6.4. The corresponding rules
on how the players handle the minefields in the game can
also be found there.

4.12.  Scconoary TerrAIN MARKERS

The secondary terrain markers represent obstacles and - g R A, PR
fortifications and are placed on the field depending on the
scenario. The function of these markers is described in
chapter 9.6.3.2.
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5.0 Game PRePARATION

The Game Preparation phase is done at the start of the
scenario. Players will need to agree on a scenario they
would like to play from the campaign book, which faction
they will fight with, and finally if they are going to play the
scenario historically or do an alternate history version
(5.3).

Golden rule: If additional expansions are played, there
may be deviations from the rules in this book. In this case,
the rules in the expansions take precedence.

5.1, Scenario SeLecTion

There are many scenarios included with this Assault Sys-
tem. The scenarios are all based on historical actions that
took place during World War 2.

There are a variety of different types of combat covered
including the classic attack vs. defence, meeting engage-
ment, delaying action, raiding patrol and ambush.

Itis recommended that new players try the first two training
scenarios, just to get used to the game. The first scenario
is very simple and designed to teach how to use infantry
in the Assault Game System and the second is focused
on using vehicles. Once these have been completed, new
players should have a good grasp of the basic game me-
chanics.

After selecting their scenario, players will choose their fac-
tion and decide whether they want to play the historical
version or an alternate history version of the scenario.

5.2, Cuoosine Factions

Players can choose to play either the Axis (German and
Italian) forces, or the Allied (e.g. US) forces. If they are
playing the historical version of the scenarios, blue faction
will always refer to the Axis forces and the red faction to
the Allied forces.

5.3. Aurernate HisToRy ScENARIOS

If the players wish they can play an alternate history with
the Allies as the blue faction and the Axis as the red fac-
tion.

All they need to do is swap around the set-up areas and
formation cards so that the Axis forces are using the red
set up areas and red starting formations as listed on each
scenario. The Allied forces meanwhile use the blue set up
areas and blue starting formations as listed on each sce-
nario.

Lastly, any reinforcements, (whether individual unit or for-
mation cards), mentioned in the scenario, (see 5.7), are
again reversed. Axis forces will receive those listed as be-
longing to the red faction; Allied forces receiving those list-
ed as belonging to the blue faction. If there is not a direct
equivalent for individual units available, the players should
use their common sense to get the closest equivalent us-
ing their points value as a guide.

5.4. Numser oF Puavers

10

Assault can be played with more than two players. To do
so, simply divide a faction into two teams and have each
player for that faction play for one of the teams. The play-
ers will decide who can command each formation.

If there aren’t enough formation cards to go around, or
they can’t be divided up equally, then players the players
will have to decide how to divide up the formation cards

In polite society, the oldest player should get first choice of
the formation cards. The players can then alternate choos-
ing formation cards. If this isn’t polite society, the two play-
ers can roll a D6. The player with the highest roll, gets first
pick. The players then alternate.

Players will get the command points assigned to their
formation cards as per 4.9.2.

5.4.1. Swareo Formation CARDS

If players are left having to share a formation card, (for
example there is only one in the scenario), they will need
to split the units for each to command during the game.
They should use the same method for dividing the forma-
tion cards in 5.4.

The players sharing a formation card will need to agree
how to divide its command points each turn. If they can-
not agree use the same method in 5.4.

5.5. Serrine Up Tue Game Boaro

Select the correct map tiles and game components as
specified in the scenario description. The game board can
now be set up. Layout all map tiles as shown in the sce-
nario book. Place the objective hex markers on the corre-
sponding objective hexes. Should an objective hex be lo-
cated in a faction’s set up area, that faction (automatically)
takes control of the objective hex.

All other game components (e.g. status markers, smoke
and damage markers, dice, and players aid etc...) are
placed to one side for the players to access when they
need them.

Place the turn marker on the “1” space on the turn record
track.

If needed, the Troop Status Board is set up as indicated in
the Campaign Book.

5.6. Sciect Formarion CARDS

To start, both players prepare their formation cards by sort-
ing them into three piles, one for each unit type, (infantry,
artillery and vehicle). Then, shuffle each pile separately
to form three decks. This will give each unit type its own
draw deck.

Both players then draw their formations cards from their
respective decks, according to the type and number listed
in the scenario. The players can decide how the formation
selection should be conducted. They can choose from the
following three (3) options:

1. Both players choose their cards from all the available
formations up to the scenario limit. There is no need to
shuffle them in this instance.



2. Make sure the decks are face down so players
cannot see what units are listed on them. Then both
players randomly draw double the amount of formation
cards listed on the scenario card. They choose which
formation cards to keep, (up to the scenario limit), and
then discard the rest. Note: These discarded forma-
tion cards are used to form the pool of cards used to
choose reinforcements (5.7).

3. Make sure the decks are face down so players
cannot see what units are listed on them. Then both
players randomly draw the amount of formation cards
listed in the scenario.

After the units listed on the formation cards have been
received, (see 4.1 and 5.8), the formation cards selected
using this method should be put back in the game box.

5.7. Scenario Reinrorcements Ano Aoor-

TIONAL STARTING FORCES

Scenarios will often state the players will receive reinforce-
ments. This may refer to individual units or those listed on
a randomly drawn formation card.

Individual units:

These will have what unit type they are, (infantry, artillery,
vehicle), and their unit class stated in the scenario special
rules. When choosing these individual units, this class,
e.g. standard, support, light etc.., needs to match the class
stated on the back of their unit cards. (See 4.2)

If there is more than one option in that class, the owning
player can choose.

When the scenario calls for additional starting forces, (al-
ways individual units not formations), to be present at the
start of the scenario, players should use the same method
described above to select them.

Formation Cards:

When choosing formations as reinforcements, shuffle the
formation cards of the relevant type face down and pick
the top card. Observant players will note that they have
less control over their selection of reinforcing formations
than they do over their initial formations selected in 5.6,
(unless they chose option 3). This is quite deliberate, re-
flecting the fact that the most likely reinforcements are the
closest units, not the necessarily the ones the battlefield
commander would have chosen if he had full control.

If there are multiple formations to be randomly selected,
these will then be placed face down next to the scenario
map in their order of arrival.

For example, the first reinforcement arrives on turn 3,
while the second reinforcement arrives on turn 5. Place
the formation card for the turn 5 reinforcement underneath
the card for the turn 3 reinforcement.

All formation cards not selected for play are set aside and
will not be used in the scenario.

5.8 Uwit Puacement

After selecting their formation cards, both players take the

listed units, experience markers and their corresponding
unit cards from the supply and put them next to where they
are sitting. All excess units and unit cards are returned to
the game box.

Command points, as shown on the formation cards, are
also taken now, ready for play.

The players then place their units as listed on the scenario
description.

When the scenario description does not state which fac-
tion is to set up their units first, each player rolls a D6. The
player with the highest roll decides which faction sets up
the first unit. The players then alternate placing units until
all have been added to the map.

There is a stacking limit of one unit per hex. The only ex-
ception to this rule is when units are being transported in
vehicles or during close combat. If there are not enough
hexes in the set up area, then the remainder of the units
are kept off map. They enter in as the set up hexes are
vacated by moving units.

When setting up a scenario, players may choose to set up
infantry/artillery units being transported if they wish.

During placement, all artillery units must be facing a
hex vertex (4.8).

During placement, all vehicle units must be facing a
~ hex vertex (4.8).

Units can only be placed on terrain that they are normally
allowed to traverse. The players aid shows which types of
terrain may be entered according to each unit's movement
type. Once all units are placed, the first turn of the game
can begin.

5.9. Sermine up Command Caro Deck For

THE SCENARIO

There are three decks of command cards. One for each

of the factions and a neutral deck. The neutral deck

should be shuffled and split between the two players.
Each player will then shuffle the neutral cards they have
received into their own faction deck, creating a deck of
command cards that each faction will use through the
game.

Note: If players are playing with the Tactical Air Support
and Off-board Artillery Support, these cards are integrated
into the command card deck as described in chapter 12.

Unless the scenario description states otherwise, each
player draws three command cards during the planning
phase of each game turn. These three command cards
form the player's hand for the entire turn. They do not refill
their hand during the turn.

This hand size limit is normally 3, can be changed by spe-
cial rules listed in the scenario description. The rest of the
faction deck stays next to the player and serves as the
draw deck for command cards during the planning phase.

Players may discard command cards and draw up to their
hand size limit in each turn’s planning phase.

NOILVYPd2dd 3WYI
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6.0 Stquence oF Pray

Chapter 6.0 Sequence Of Play will set out in phase order,
how the game is played and include all the rules required
to play them.

There are two exceptions to this. They are the Support
Phase and Action Phase. This chapter will just provide the
players with an overview of these two phases because of
the number of rules associated with them.

A scenario is played over several turns. The player who is
taking an action during a phase is called the active player.
Every turn is played in the following sequence.

» Initiative phase (Determine the starting player)

| 2 Planning phase (Draw command cards and then
assign command points. The first 4 command
points are allocated to the command focus pool and
the remainder are assigned to unit cards for activa-
tion)

» Support phase (Activation of support units and artil-
lery changing facing)

» Action phase (Activation of available units in turn)

» Organization phase (clean up)

6.1. InmiaTive PrasE

Each turn begins with the initiative phase. If the scenar-
io does not designate a starting player, this will be de-
termined by a die roll. Each player rolls 1d6. Whichever
player has the highest roll is the starting player and can
take the first action in each phase. Should the die roll end
in a tie, the players should re roll.

6.2. PLaANNING PrAsE

During the planning phase, each faction has a number

of command points and command cards at their dispos-
al. Be aware that, generally, there will not be enough com-
mand points to activate every unit. The player will need to
plan ahead and to think tactically to compensate for the
shortage of command points.

A unit can only be activated once per game turn. There
are three exceptions to this:

» Indirect fire spotting (7.1.1)
» OAS fire spotting (12.4.3)
» Special effects and command cards

Both players must take the following actions during the
planning phase:

» Draw command cards

» Assign 3 command points to the command focus
pool and the remainder to the unit cards. Important:
TA/OAS cards cannot be activated spontaneously
with these three comannd focus points. They must
be planned during the planning phase. If players
have only three or fewer command points at the start

of the game, they must use one of these command
focus points to plan a TA/OAS card.

6.2.1. Drawing Commano Caros

Both players draw up to the card limit stated in the sce-
m nario (3 if not specifically called out). If the draw deck is

depleted, players should shuffle their individual discard
pile to create a new draw deck. Players may discard any
cards they did not use in the previous turn before drawing
back up to their hand limit.

6.2.2. Assicning Command PoInTs

Both Players must assign their available command

points the command focus pool (three command points
4.9.2) and the remainder to the unit cards in order to acti-
vate them.

The players simultaneously place their command points
on the unit cards without showing the other player.

For example, if the German player wishes to activate
two infantry units during a turn, they place two command
points on the unit card.

For the player to take an action with a unit, they must
spend a command point. Flip the command points to
their reverse side as they are spent. The spent command
points can be kept on the unit card. They are redistributed
in the planning phase of the next turn

Not all actions require the player to use a command point.
Those that don't are called free actions. If an action is a
free action that should be noted in the rules.

Summary of ‘Free Actions”:

» Change facing of artillery units (6.3)

Passing (8.1)

Play command cards (8.3)

Overrunning artillery units (9.10.3 paragraph 9)
Joint fire (10.8.4 paragraph 3)

Yy VvV Vv V iy

Spotting for second attack (12.4.3.1 paragraph 4)

6.3. Support Puase (Overview)

In the support phase, both players alternate conducting
preliminary actions with some of their units. The starting
player goes first.

.-4— Artillery may change its facing (7.3) without being

activated (a free action). They do not need to have
the yellow 'S' symbol for support on their unit card in order
to do this.

Those units marked with the 'S' symbol for support
S on their unit card can use their abilities for e.g. in-
direct fire or smoke. They are activated to do so in
this phase. Indirect fire and smoke cannot be used
in the action phase, so it's important that players remem-
ber to activate them now.

Players may also play a command card as an action.
They can do this action more than once during the sup-



port phase.
In summary, during the support phase a player may

» Change the facing of an artillery unit without activat-

ing it.
» May activate a unit to do indirect fire.
» May activate a unit to fire smoke

» Activation of units with special abilities which can be
applied during the support phase.

> m Play a command card (including a TA/OAS card).

If a player passes on their turn, they may no longer play an
action during the support phase. The support phase ends
when both players pass.

This is just an overview. The rules for indirect fire and
smoke are discussed in detail in chapter 7.0.

6.4. Acrion Puase (Overview)

The action phase is the most important part of the turn. In
this phase, both factions will attempt to reach their respec-
tive victory conditions. For that the players must activate
their units in order to conduct an action.

Note: When playing without the optional command point
rules, the players can activate all of their units.

The starting player takes the first action. The player taking
the action will be referred to as the active player. The oth-
er player is the non-active player. Units that were activat-
ed in the support phase cannot be activated in the action
phase. The following actions are possible:

1. Pass

2. Non-Active player reaction

3. Normal or fast movement action (9.1 & 9.2)
4. Detachment (9.8.2)

5. Hide action (9.12)

6. Dig in (9.8.1)

7. Firing (10.0)

8. Turret firing (10.0)

9. Move and fire/fire and move (9.3)

10. Close Combat (11.0) as a result of a normal or
fast action.

1. m Play command card

After the starting player takes an action, the second play-
er goes next. Once all players have activated their units
or there have been three consecutive passes, the action
phase ends.

Important: Units only activation once per turn (exceptions:
Indirect fire spotting 7.1.1 and OAS fire spotting 12.4.3).

Command cards may allow units to activate more than
once.

Where a unit has received a morale status marker, (sup-
pressed or fallback), it's activation is over for that turn if
it has not already been activated. If it has already been
activated this turn, the morale status marker replaces its
action status marker.

A command card may allow a unit that has been sup-
pressed or in fallback to do an action that turn.

6.5. Orcanization Prase

During the organization phase, the game board is updated
for the next turn. Both players can do this simultaneously.

Perform the following steps in sequence starting with the
white markers:

» Remove all status markers with a white background
from the map.

» Turn all status markers with a yellow background to

their reverse side.

All green status markers remain on their respective
hexes.

Exchange all black hidden status markers with the
red ambush status markers.

All red status markers remain on their respective
units.

Reduce the number of smoke markers on each hex
by one.

The turn marker is advanced one space.

Objective markers for all objective hexes are flipped
to the side of the faction occupying them. If there are
no units occupying an objective hex, the objective
hex marker will stay on its current side.

6.6. Victory Creck PHasE

If the scenario states that victory can be achieved before
the last turn, then players should check for this during the
victory check phase. If one faction has achieved the vic-
tory conditions, the game ends and a winner is declared.
Otherwise, this check will only take place after the last turn
has been completed.

6.7. PLaciNG REINFORCEMENTS

If the game has not ended in victory for one of the factions,
then reinforcements scheduled to enter on the current turn
are revealed.

Each player receiving the reinforcements takes any in-
dividual unit counters and those listed on the reinforcing
formation card/s and places them on the game board as
directed to by the scenario book.

The player receiving the reinforcements takes all com-
mand points listed on the Formation Card ready to dis-
tribute in the planning phase of the next turn.
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7.0 SuppoRrT PHAsE

The Support Phase gives players the opportunity to acti-
vate units with support capabilities like mortars for indirect
fire and smoke or command cards for Tactical Air and Artil-
lery Support (see chapter 12.0). They can also change the
facing of artillery units without activating them.

Unlike the Action Phase, no movement takes place in the
support phase, (other than the artillery changing facing
and fallbacks). All units firing indirect fire and smoke are
marked with a firing status marker (13.2) to note they have
fired but not moved.

Another difference with the Support Phase is that any fall-
back results do not attract reaction fire. It is assumed
that the dust clouds etc... caused by the explosions from
indirect fire will cover any retreats.

7.1. Inoirect Fire

Units, whose unit card is marked with 2

s Mowrran

the 'S' for support, can be activated =~ © o
€

during the support phase to perform
actions. For example, this mortar unit
can perform a indirect fire action.

Indirect fire has to be performed dur-
ing this phase. Indirect fire can be
used to fire over terrain that would
normally block line of sight.

Unlike direct fire, the defending unit
doesn't gain any defense dice for a
hindered line of sight (LOS).

In order for a unit to use indirect fire, it or an adjacent in-
fantry or artillery unit from the same faction must have an
LOS (10.2) to the target unit. Indirect fire is not possible
out of a terrain hex with heavy forest or a buildings.

This unit has a
‘S"for support on
the card

The effect of indirect fire is resolved in the same way as
direct fire (10.7). Except for hindrances and indirect fire
versus vehicles, (7.1.2), the same modifications to attack
and defense dice rolls are applied.

However, unlike direct fire, there aren't different range
bands for indirect fire. Instead play-
ers will just be given a single range
band the support weapon can be
used for on the back of the unit card,
(e.g. US 81mm Mortar' single range
band is 2-12 hexes). The same at-
tack dice, (also on the back of the
unit card), are always used within
this single range band.

Blvw Mo
K Support Infantry

Slow
This unit cannct use fast actlon.

Smoke
This unit can fire saoke Intos
target hex and up to two nominated
adjacent hexes.

Use this dice for firing sacke: JRER

If the support unit did not fire in the 5
Support Phase, it can fire in the Ac-

tion Phase, using its inherent fire-

power, (small arms fire). The information for this, as with
all direct fire, will be on the front of their unit card.

7.1.1. Srorrine For INoiRECT FIRE

Units using indirect fire can spot for themselves. However,
infantry and artillery units adjacent to them can also spot
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for a target that is in
their LOS, but not the
firer's. The infantry or
artillery unit that did
the spotting is acti-
vated during the sup-
port phase and gets
marked with a attack
dice -1 marker. If it
has already such at-
tack dice -1 marker
this unit gets a nor-
mal action marker
instead.

\A. \ Y y

The mortar has no LOS to the tar-
get hex, due to the hill. A friend-
ly infantry unit with LOS directs
the attack on the target hex.

Note: Spotting is a
free action.

7.1.2,  InomRecT Fire on VenicLes

Indirect fire against vehicles is less effective than against
infantry and artillery. To model this there is a preliminary
roll by the attacker using any dice they would normally
receive for indirect fire.

Any of those attack dice that roll a blank or suppressed
result are put to one side. The actual attack roll now takes
place with any remaining dice. If there are none, the whole
attack is regarded as ineffective.

A vehicle always uses its above defense dice (10.9.3)
when calculating which dice it receives from indirect fire.
If at least one of these is a blue defense die, the vehicle
also gains a bonus yellow defense die. If the vehicle has
no defence die (above), it receives a green die.

Any other relevant dice modifiers that are given for indirect
fire are also applied.

If the defending vehicle is transporting units, the transport-
ing units are treated as per 10.10.

7.1.3.  Resuurs O Inoirect Fire

Players should now consult 10.7 to see how to apply the
results of their indirect fire.

7.2. FiRING SMOKE

Units with the smoke ability, (which is stated on the unit
card), can fire smoke ordnance into a target hex and up
to two nominated adjacent hexes. All three hexes must be
in LOS. As with indirect fire, (and using the same proce-
dure), adjacent infantry/artillery units can spot for smoke.

Firing smoke does not cause any damage or suppression
to a unit inside a target hex. The targeted unit is not al-
lowed any defense die roll against smoke.

The active player then makes an indirect fire attack roll
using the attack dice listed on their unit card. No defense
dice are rolled. Every damage symbol rolled (critical or
normal) yields a smoke marker (up to a maximum of four
per hex) in the target hex. Any damage symbols rolled



above four are ignored. Any dice that didn't roll a damage —
symbol are put to one side. 8’ 0 SPECM‘ ACTIONS

Providing the player has some dice put to one side be-
cause they didn't roll a damage symbol, the player now
nominates an adjacent hex that they wish to put smoke
into. The dice put to one side are now rolled and smoke is
applied using exactly the same method as used with the
target hex.

8. 1. Passine

If the active player cannot activate any more units, or sim-
ply wishes not to, they may pass. If there are three con-
secutive passes between the two players, the current turn
is ended and a new turn starts.

If any dice on this second roll also produced no damage This is a free action as per 6.2.2
symbols, a third hex can be nominated, and the proce- H =

dure gone through again. This will end the action of firing 8 2 REACTION FIRE
smoke and a firing status marker is placed on the unit. i

3SVHd L¥0ddNS

Both players have the option to do reaction fire in response

to their opponent doing various types of movement during g
the Action Phase. There is no reaction fire in the Support
Phase. The following are the reaction fire triggers.

» Normal move action (non-active player only)
» Fast move action (non-active player only)

» Move & fire / fire & move

» Emergency disembark (both)

» Fallback (both)

SNOILIY 1¥193dS

» Detachment (non-active player only)

Reaction fire is only allowed by a single unit that has not
been activated this turn (exception: indirect fire spotting
7.1.1 and OAS fire spotting 12.4.3). Each hex the mov-

In this example the player rolled the dice for smoke in hex  ING unit enters can create reaction fire. The exception is

(1). He gained a total of three smoke markers from two dice i it firi
in hex (1). Two other dice didn 't get any damage symbols on movement into a close combat hex. The unit firing must

them so were put to the side. be able to target the unit moving. Reaction fire is conduct-
These two dice put to one side were then re-rolled for hex e(.j usmg .a” the appllcable .rUIeS In chapter 19'0 R.anged
(2). One die rolled a single damage symbol for one smoke Fire. A firing status marker is placed on the unit doing the
marker for hex (2). reaction fire.

used this last die for hex (3). This had two damage symbols I As with any Oth_er sort of act/vat/op, th_e unit mUSt have
so two smoke markers were added to hex (3). il a command point allocated to their unit card in order to
do reaction fire. Command cards may allow a unit to do
more than one fire reaction in a turn (see command card

to check).
7.3. ARTiLLERY FacE CHANGE
—4— Artillery may change its facing, (see 4.8 for hex ver- 8' 3' PMY COMMA”D CARD

tex. and 10.6 for arc of ﬁre), without being activated. H Both the active and non-active p[ayer may p[ay a maxi-
They do not need to have the yellow 'S’ symbol for support Wl mum of one command card in response to a unit's acti-

on their unit card in order to do this. vation, as long as the command card allows it. When play-

ing a command card, please note the kind of activation

7.4. Srecial Asiuies and the unit type restrictions. All played command cards

are placed in each player's individual discard pile, unless

the command card states otherwise. Command cards and
their effects always take precedence over the rule set.

The other die didn’t roll any damage symbols so the player F
!
I

A1l dice that have not caused smoke are put aside (4).

Some units have special abilities that are indicated on the
unit card. If the description of this ability allows activation
during the Support Phase, these units can be activated
during this phase. This is a free action as per 6.2.2.

8.4. Arrer Reacrion By INacTive Plaver

Once the non-active player has done their reaction fire or
played a command card, the active player may continue
with their move/retreat if they are able to.
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9.0 Movement AcTions

Unit movement: The active player announces that they
will take a movement action. Each unit will have a move-
ment allowance from which they will spend movement
points. So, a unit with a movement allowance of 2 will
have 2 movement points to spend.

STACKING LIMIT:

Stacking limit is normally one unit per hex. The only ex-
ceptions to the stacking limit of one unit per hex are...

» Infantry and artillery units being moved onto the
same hex as a vehicle with the transport ability, in
order to be loaded up

» Infantry and artillery units being transported on
vehicles.

» Units initiating a close combat, (one from each fac-
tion may stack in a hex)

» Any special scenario rules.

A player's unit(s) can ignore the stacking limit while pass-
ing through a hex containing friendly unit(s) as it is only
enforced at the end of a movement. Units can only enter a
hex containing an enemy unit in order to do close combat
(see chapter 11.0 Close Combat).

':f- 9.1. Norma. MovemenT

In normal movement, the activated unit can move a num-
ber of hexes up to the base movement allowance
listed on the unit card. Note that terrain costs will
affect the number of hexes a unit can move. After
movement is completed, a normal action status

Representation
of terrain type

lormal
Action

Movement type (foot, artillery,
mechanized, track)

Terrain Defense Bonus
D& Roll Modifiers

K|~ |= | & O [[o9) ©
m | m]

@. 5\_') \_) : 1 : : P1
r41 mnvmVnar; ng direction. \

Units using foot movement
require 1 movement point to
enter this type of terrain

Movemewl cost for each mevement | Vehicle Damage | LOS | Elev
tiol

Terrain Type

Mechanized units
pay 1 movement
point to enter this
terrain

marker is placed on the unit.

This is not a free action and requires the expenditure of
a command point.

9.2. Fast Movement

In fast movement, the unit may move their normal move-
ment allowance plus one additional movement
point. After movement is completed, a fast action “}}}&
status marker is placed on the unit.

Kr Infantry units lose their weakest defense die when

using fast movement. However, they will always re-
tain a minimum of one defense die. They may not take
another fast action in the following turn.
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_— Atillery units lose their weakest defense die when

using fast movement. However, they will always re-
tain a minimum of one defense die. They may not take
another fast action in the following turn.

In theory, movement for artillery can be either fast or nor-
mal. However, most artillery units have the slow attribute
on their unit card which prevents them from doing a fast
action. Players should check their unit cards before using
fast movement with one of their artillery units.

Unlike infantry and artillery, vehicles will gain a de-

fense dice if fired at when using a fast action status
marker. This is to simulate the difficulty of hitting a
fast-moving vehicle, as opposed to a slow moving or sta-
tionary vehicle. Vehicles are not restricted in the number
of consecutive turns they may perform a fast move ac-
tion.

9.3. MovinG ano FiriNG

By using a move and fire action, a unit can move up to
half its movement allowance, (rounded up), and then ex-

ecute a firing action.
Mave &

This can also be done in reverse order, with a )F'E@
unit firing first and then moving up to half the
movement allowance, (rounded up). A unit firing e &

and moving is not automatically spotted, (10.5).

L4

—-— Moving and firing, (either way round), cannot be
done by attillery units.

The defender receives a defense bonus when the attack-
er performs either of these actions. See ranged fire mod-
ification table (10.9.5).

9.4. TerraiN Movement Costs

The distance a unit can move during an activation is de-
pendent upon the terrain costs and the movement type
of the unit. The terrain chart in the players’ aid lists all of
the necessary terrain movement costs.

Kr For example, an infantry unit with a movement al-

lowance of two can move 2 hexes when marching
in a clear hex. If it used fast movement, its movement
allowance would be increased to 3 clear hexes.

Some terrain types are prohibited or can only be entered
with certain movement types.

9.5. Harst TerrAIN

Delayed
If a hex contains a terrain movement cost that ex- ‘i‘;j:"
ceeds the base movement allowance of a unit as
stated on its unit card, that unit must always treat it as
harsh terrain. A unit cannot use the extra movement point
allowed by a fast action to avoid treating a hex as harsh

terrain.

A unit cannot use the extra movement points allowed
by a command card to avoid treating a hex as harsh
terrain.

To enter a harsh terrain hex, the unit must begin adja-
cent to the harsh terrain hex and may move a maximum



of one hex. The unit's movement allowance is expended
and a delayed action status marker is placed on the unit.
This marker will then be flipped to the normal action side
in the organization phase, as the unit is considered to be
completing its movement during the next turn.

An example of movement into harsh terrain is given in
9.6.1.

9.6. Sreciat TerraIn Types

Some terrain types require some more explanation be-
cause of their impact on the game.

Hills are areas of terrain with a higher level of elevation.
A unit requires additional movement allowance to enter
a hill hex. To determine the necessary movement cost to
enter a hill hex, simply combine the movement cost of the
terrain type with the movement cost of the hill.

The additional movement cost for entering a hill hex does
not apply if the unit is entering it from another hill hex that
is the same elevation and part of the same hill. All hill hex-
es in this module are elevation 1 and 2 and any hill hexes
that are adjacent to each other, are treated as part of the
same hill.

tenmalena

Terrain Defense Bonus | Movement cost for each movement | Vehicle DBM. LOS
type from Terrain | mod

Terrain Type

Elevation

o e | =5 | ww |

Level 2 ] | s . | .

Level 1 <) | =) L:_) LM FRE | +2 Biocked | (e
*Pius ()1 m bonus of the T of the hil

b “Foc Smbed o enler the hex.

951 NG A G mlgsrectteshetnl

+1 additional movement point per hill level climbed
for infantry units

r For example, an infantry unit, (movement allowance
of 2), is moving into a hill hex with heavy forest The

unit would require a | -
movement allowance g
of 3, (2 for heavy for- |
est and 1 for the hill).
Since this is greater 3
than the base move-
ment of the infantry &
unit, it would count Sk
this heavy forest hill RS
as harsh terrain and a 3
delayed action marker would be placed on it.

9.6.2. Bunoines

All buildings included in the game module are one storey
(plain buildings — elevation Level 1), multiple storeys (mul-
ti storey buildings — elevation Level 2) and large multiple
storeys buildings (large buildings — elevation Level 2).

9.6.2.1.  Puan Bunoves (Lever 1)

Units occupying plain buildings are considered to be at the
same elevation as the terrain hex type they occupy. For
example, a unit occupying a plain building on an elevation
1 hill, are treated as being at elevation 1 when they are
attempting to trace a LOS, or have a LOS traced to them.

However, (as with other elevation 1 terrain hexes), plain

buildings are treated as one additional elevation, when
determining if they hinder LOS. For example, a building
on an elevation 1 hill would count as being an elevation 2
obstacle to LOS.

9.6.2.2. Mutn Storey + Laree Bunoines (Lever 2)

Units occupying multi storey or large buildings add +1
elevation level to the terrain hex type they occupy. For
example, a unit occupying a multi storey or large building
on an elevation 1 hill, are treated as being at elevation 2
when they are attempting to trace a LOS, or have a LOS
traced to them.

However, (as with other elevation 1 or 2 terrain hexes),
multi storey or large buildings are treated as two addition-
al elevations, when determining if they hinder LOS. For
example, a building on an elevation 1 hill would count as
being an elevation 3 hindrance to LOS.

9.6.3.  ScconoARY TERRAIN

In order to allow more tactical depth for movement actions,
there is a distinction between primary terrain (PT) and
secondary terrain for all hex containing roads and ftrails.
Primary terrain is always the actual hex with the main type
of terrain represented by the artwork (e.g. heavy forest
or clear terrain). Secondary terrain is always connected
to primary terrain and generates special rules. Secondary
terrain can be part of the artwork of a hex but also a mark-
er in the hex.

9.6.3.1. Roaos ano TraiLs

The secondary terrain for roads and trails of a hex is illus-
trated in the artwork on the map and includes main roads,
narrow roads, and sneaky trails.

This general rules of movement regarding secondary
terrain apply to all roads and trails. Players can decide
whether if a unit wants to use secondary terrain, or if it is
allowed by the terrain chart the primary terrain movement.

For the movement costs players should check the terrain
chart. Movement costs for movement along the path of the
road or trail are listed on the terrain chart.

Important:

» A unit that follows the trail or a road pays the sec-
ondary terrain movement costs stated on the terrain
chart.

» A movement that crosses a road or path is consid-
ered to be a movement into the primary terrain and
must be paid the movement costs for the primary
terrain.

» Infantry and artillery units always end their move-
ment in the primary terrain.

» Vehicle units always end their movement in the sec-
ondary terrain they are allowed to use.

» During the movement to secondary terrain, units are
subject to reaction fire. Defense bonus for reaction
fire is always the secondary terrain.
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The Panzer III J is crossing the tree alley backward along the path of the alley. They are not
allowed to change facing Primary terrain =
except to follow the path plain building
roadway. Turning maneuvers ' '
are not possible

» A second vehicle or artillery
unit cannot move through
the same secondary terrain
a friendly unit is occupying.

M Pying Secondary terrain =

It must move, if possible to,
Two movement points to Two movement points to P narrow road

enter the main road follow the main road throth the primary terraln_, '_n by
the case of an urban alley it is a building.

9.6.3.1.3. Sneaky TraiLs

A hex which contains sneaky trails give special advantag-
es to infantry units.

v
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The Panzer III J is following the tree alley

Kr An infantry unit following a sneaky trail is more diffi-
cult for the enemy to detect. When firing on this unit,
the attacking player adds +1 to the spotting roll.

Secondary terrain

Three movement points when following the tree alley = sneaky trail

Primary terrain =
heavy forest
Yellow: 3 Movement points for entering the rocky hex

via crossing the sneaky trail inside the heavy forest

\" 9.6.3.2. 0sstacLES AND FORTIFICATIONS

Obstacles and fortifications considered as secondary ter-
rain. These markers have some impact on the gameplay.

The secondary terrain for obstacles and fortifications are
represented by customize shaped markers which are
laid inside a hex and oriented to a vertex. Because of the
shape these markers do have different areas of impact
and arc of fire.

2 Movement points for entering the light forest [
via following the sneaky trail

9.6.3.1.1. Tree Auers

Tree alleys hexes are main roads (secondary terrain) in
combination with a light forest hex (primary terrain).

&

Secondary terrain =

Primary terrain = 1
main road

light rorest

9.6.3.1.2. Ursan Aueys

Urban alley hexes are narrow roads ~ Frimary terrain =
. - X | plain building

(secondary terrain) in combination

with a building hex (primary terrain).

Bunker with areas of impact and arc of fire

Obstacles and fortifications can affect units’ when moving
across, add defence bonus and they can affect the de-

Urban alleys have the following fence when LOS is drawn across

special movement rules for vehicle
and artillery units: Important for reaction fire: A unit which enters or moves
> wlls Vehicle units many only through a hex with a fortification inside is subject for reac-

move forward and Secondary terrain =  tion fire. For this reaction fire the unit gains the defence

narrow road bonus of the primary terrain.
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Players should check the terrain chart for the impact of
both primary and secondary terrain on gameplay.

NFFL A TN This
bunker
(secondary
terrain)
in clear
terrain
(primar
Barbed wire terrain
(secondary is occu-
terrain) in pied by
a clear hex the Cal.
(primar 50 HMG
terrain

A T P PR d

Obstacles are: stone walls, steep slopes, barbed wire or
tank barricades.

Fortifications are: sandbag positions, trenches, gun po-
sitions, bunkers, and pillboxes.

9.6.3.2.1. Stone WauLs

Stone wallls are low level obstacles and give cover for ad-
jacent units. Stone walls have no impact on LOS.

Movement impact:
~=a— Artillery units cannot move across a Stone Wall.

wmll Wheeled vehicle units cannot move across a Stone
Wall. Tracked vehicles must perform a check for
damage to vehicle from terrain (see 9.10.1)

Defence impact:

Infantry and Artillery units adjacent to a stone wall gain
+1 yellow defence die when an enemy unit is firing across
a stone wall.

Vehicle units adjacent to a stone wall gain +1
green defence die when an enemy unit is firing
across a stone wall.

No defense bonus for the German HMG42
because not adjacent to the Stone wall

+1 yellow die defense bonus for the German HMG42
because adjacent to the Stone wall

9.6.3.2.2. StEEP Slopes

Steep slopes are impassable for vehicles and artillery
units. Steep slopes have an impact on LOS.

These edges
are slopes These edges
are steep

slopes

Movement impact:
Artillery and vehicle units cannot cross steep slopes.

r Infantry gets a delayed action if crossing a steep
slope.

LOS impact:

Vehicles and artillery units adjacent to a steep slope can
see but not attack units adjacent to the same steep slope.
Due to the steep slopes, the guns cannot be aimed at ad-
jacent targets.

Blue arrow: LOS is clear but no attack
possible because of the Steep slope

Red arrow: LOS is clear attack possible.
Panzer III J is on level 1 Hill.

9.6.3.2.3. Barseo Wire

Barbed wire is to prevent and delay movement of units.
Barbed wire has no impact on LOS.

Movement impact:

X

~— Artillery units cannot cross barbed wire.

Infantry units must spend +1 movement
point to cross a barbed wire.

Vehicles (including vehicles transporting artillery)
must perform a check for damage to vehicle from
terrain (see 9.10.1).

The German Rifles 43 and the US Cal.50
HMG do not cross the barbed wire

The US Rifles 43
cross the barbed
wire
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9.6.3.2.4. Tank BarrIcADES 9.6.3.2.9. Pusox

Tank barricades are to prevent and delay movement of Concreted machine gun nests are excellent for giving in-
vehicles. Tank barricades have no impact on LOS. fantry cover and making them effective.

Movement impact: Movement impact:

Vehicle and artillery units cannot cross a tank bar-

Kr Infantry units end their movement in the sec- 4
ricade. 4

ondary terrain.

Defence impact: Vehicles and artillery units end their movement in the pri-

Infantry and artillery units adjacent to a tank barricade gain IETYHEEIR:

+1 blue defence die when an enemy unit is firing across a 9.6.8. MinerisLos

tank barricade.
If specified in the scenario setup, players have the ability

t
=
S
=
(N
<
=
3
L
—~J
s

9.6.3.2.5. Sanosac Positions to lay minefields. Minefields are used to delay and redirect
i ; ; enemy units. Hidden side: Minefield marker
Sandbag positions are quickly set up and provide good When cross.

protection for infantry and artillery units. ing mine-

fields, also to
reduce or de-
stroy enemy

Movement impact:

Infantry and artillery units end their movement in
the secondary terrain. L

— units. Unhidden side: from left to right APM, ATM
: g i i i and Dummy
wlle Vehicles end their movement in the primary terrain. There  are
9.6.3.2.6. Trenches two types of mines in the Assault game system. Anti-Per-

sonnel Mines (APM) and Anti-Tank Mines (ATM). APM
are effective versus infantry and artillery units. ATM are
effective versus vehicles. Minefields are represented by
double-sided minefield markers.

Trenches are well-constructed and fortified positions for
infantry units. B

S
Movement impact:

r Infantry units end their movement in the sec- Ahex including a minefield marker is defined to be a mine-
ondary terrain. field. All rules regarding setup and processing minefields

. . . ) , . are described in the following chapter.
Vehicles and Artillery units end their movement in the pri-

mary terrain. 9.6.4.1. Puacing THe MineriELos
9.6.3.2.7. Gun Position Unless otherwise stated in the scenario description, the

- minefields are laid out during game preparation and be-
Gun positions are concreted and well covered emplace-

’ ) i y ) fore placing the units.
ments to protect artillery units while allowing a good field
of fire. To place the minefields, the player takes the number and

type of minefield markers indicated in the scenario de-
scription. In addition, the player gets the same number of
dummy markers.

Movement impact:

Infantry units end their movement in the sec-

ondary terrain. I For example, if the scenario description states 4 APM and
wl \Vchicles units end their movement in the primary 1 ATM, then the player also takes 5 dummy markers. In

terrain. total, the player can then place 10 minefield markers.
_a— Aftillery units end their movement in the secondary — After the selection, the player places all minefield markers

terrain. with the hidden side up on the fields allowed according to

the scenario description.
it Make sure that the opponent cannot see which marker

Bunkers are very well fortified and defensible positions. is a dummy or a real minefield. Hex including a minefield
- marker are considered as minefield.

Movement impact: 5

K’ Infantry units end their movement in the sec- uECHants

ondary terrain. Infantry units have 360° arc 4
of fire. '

» Only one minefield marker can be placed per hex.

» Antitank mines cannot be placed in buildings.
Vehicles and artillery units end their movement in the pri-

mary terrain. » The effect of mines always applies to the entire hex

_— Artillery units can be placed inside the bunker during (e LB CEl SSCeme e ETE)

game setup, only. Artillery arc of fire is limited as  p Mines cannot be placed inside hex with fortifications
shown in 9.6.3.2. or obstacles.

» Minefields cannot be crossed with fast action.

20




» Stacking limit of minefields is one. The passing
through of friendly units is not allowed (9.0).

» Transport vehicles, loaded or unloaded, cannot
cross a hidden minefield.

» Minefield markers stay on the hex till game end or
other effects.

» APM mines have no effect on artillery and vehicles
units

» ATM mines have no effect on infantry units
» Friendly mine fields have no effect on friendly units.

Designers note: Reconnaissance was usually carried out
in preparation for missions. Assessments (more or less
accurate) were made from the results of reconnaissance.
This also included the assumption of possible minefields
or the detection of existing minefields. This is exactly what
our minefield markers simulate. The players' troops can
estimate where mines would be advantageous for the de-
fenders. Nevertheless, players must first actually find out
if there is a minefield underneath a guess.

9.6.4.2. Processine MineriELDS

A unit which wants to move into or leave a minefield will
automatically attempt to scout a way through and out of it.

Move into the Minefield (detection roll):

First of all, the active player declares that a unit wants to
move into a marked hex. This unit has to be activated with
normal action and is placed into the minefield hex. The ac-
tive player flips the minefield marker to the unhidden side.

If this marker is a dummy, the active unit can continue its
action. The dummy marker gets removed from the game
board.

If this marker is a minefield marker (APM or ATM), it stays
with the unhidden side up on the hex. If the mines effect
fits to the unit type (infantry & artillery or vehicles), the
active player rolls a D6 to determine if this unit is able to
detect and identify the mines before hitting them or not.
Use the table below to determine this attempt.

Scouting | D6 Base D6 Roll D6 Roll
Unit Result for Modifying abilities Modifiers
Success

Infantry 5+ Scout +1
AVr‘taiI':(iaCrlyt/a/ 6+ Mine Detection +2
Unhidden Minefield +1

Command Card Effect | +Effect
Fallback Action -1

If this roll was successful, the unit scouted the mines
and managed to get inside the hex without loss. The mine-
field is now considered as identified.

If this roll was unsuccessful, the unit got hit by the
mines. The minefield is now considered as identified. The
inactive player takes the Minefield attack dice and rolls the
damage caused by the Mines. The active player has only

the defence die indicated in the table.

Depending on the | Unitinside | Minefield | Units
result, the damage is | the Mine- Attack Defense
determined with the field Dice
help of the following | Infantry/
table: Artillery |:| . .
Vehicle [=] ]
Result of | Effect on Infantry | Effect on Vehi-
Attack | Artillery cles
= +1 Damage and
% +1Damage Immobilzed*
+1 Damage and
IR Immobilzed
X Suppressed Suppressed

*Chapter 10.7.5 and 10.7.6 should be taken into account. For
double success results only the strongest symbol counts.
Leaving the
Minefield:

If a unit is attempting to leave the hex with the identified
minefield, the process of scouting a way through it starts
again.

Important:

A fallback result triggers a movement out of the hex, it is
triggering the second scout attempt and if failed the mine-
field attack, too.

9.7. CarturinG Osuective Hexes

Objective hexes are only considered captured when a unit
occupies them at the end of a turn. The unit may not have
a fallback or close combat status marker.

9.8. InFanTRY SPeciFic MovEMENT

Infantry units can advance into almost any terrain.

r They can also be moved by units with the transport

ability or armored vehicles with track movement
(9.11.1).

Infantry units are not subject to any facing requirements
for movement and may turn in any direction without using
any of their movement allowance. Movement can be ei-
ther fast or normal.

9.8.1. DiceinG In

Kr Infantry units can fortify their position by using a dig-
in action. On the next game turn, the corresponding
unit will be considered dug-In and is granted an additional
green defense die. While digging in, the unit will g
lose its weakest defense die. However, they will
always retain a minimum of one defense die.

Infantry units can dig in in all terrain that they may en-
ter, excluding fortification secondary terrain (sandbags,
trenches, gun positions, bunkers and pill boxes)..

The dug-in marker remains in the hex until the unit moves
out or is eliminated. An exception to this is the detach-
ment action (9.8.2.). After a detachment action, the dug-in
marker remains.
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9.8.2.  DeracHMENT

r Detachment is a special movement rule for infantry
units. With the help of detachment, a player can
swap two adjacent infantry units simultaneously during
one action round. The prerequisite for this is that both in-
fantry units are adjacent and not activated.

To perform this exchange, the player must activate and
mark both units with a normal action marker on them.

If playing with command points, two command points
are needed.

Before detachment

Then the player
can move both
unit  markers
to the corre-
sponding hex.
Units must
have sufficient
movement /@&
points to per-
form this step
with normal
action. These
units are sub-
Ject to reaction
fire.

Detaching units
can be helpful
if you want to
reinforce an im-
portant position
such as a bun-
ker with fresh
forces and there is a danger that an enemy unit wants to
take possession of it.

9.9. ArmiiLery SeeciFic MovemenT

Atrtillery units can advance into almost any terrain
and can be also be moved by units with the transport
ability.

When they complete their movement, however, they must
end it facing a hex vertex (4.8). Movement can be either
normal or fast (unless marked with the slow attribute on
their unit card).

Change facing: Artillery units can change their facing as
part of a normal action. The unit can change one hex ver-
tex without requiring a movement allowance.

Changing the facing additional one hex vertex must be
done at the cost of one movement allowance per hex ver-
tex.

After change facing the artillery unit is marked with a nor-
mal action marker.

If playing with command points, one command point are
needed.

9.10.  Veuicts Sreciric MovemenT

'S Vehicle units have wheeled or track as their move-
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ment type. When moving, vehicle units must always be
facing a hex vertex, never a hex side.

A vehicle unit can only move into its front two hexes, (fron-
tal hexes), or rear two hexes if reversing, (see illustration).

Vehicle units can also change their facing. Changing fac-
ing up to one hex vertex during a move, is free. Any more
than one hex vertex costs one movement point per vertex
changed. The one exception is movement on a road. Dur-
ing movement on a road the vehicle may freely change its
facing, including the final road hex it enters.

When moving in reverse, the unit's movement allowance
is halved, (rounded up).

Movement can be either normal or fast (unless marked
with the slow attribute on their unit card).

Movement forward and

backwazrds Hex vertex
/S

Illustration of how a
vehicle moves on the map
tile. The red arrows show
potential vertex changes.
The yellow arrows show the
direction it can move in
when going forwards or in
reverse.

9.10.1. Damace To Vercte Units From
TerRAIN

Vehicle units can be damaged or become immobi-

lised when entering certain terrain types. The terrain
types capable of damaging vehicles are listed on the ter-
rain chart in the players aid under the 'Vehicle damage
from terrain' column.

If a hex containing one of these terrain types is entered,
the opposing player makes an attack roll on the vehicle
unit with the dice listed in the 'Vehicle damage from terrain’
column.

The active player can then attempt a defense roll with their
strongest defense die, listed on their unit card. It doesn't
matter if they are doing a normal or fast action. If there any
critical hits or damage points from the attack roll that hav-
en't been cancelled by the defense roll, then that vehicle
unit suffers damage.

9.10.2. Resowvine Damace FRom TERRAIN

wll A critical hit result causes the vehicle to become im-

mobilised. Ignore any further critical hit results. All
damage points are applied. Any suppressed results cause
it to become suppressed. Ignore any after the first sup-
pressed result rolled.

9.10.3. Overrunnine ArTiLLERY Units

wll All armored vehicles, (4.2.2), with track movement,
who are not transporting infantry, can overrun artil-
lery. This is treated differently to a close combat.

To do this, the armored vehicle must simply move into one
of its two frontal hexes that contains an enemy artillery
unit. As this is an overrun, (unlike normal close combat), a
fast action status marker is placed upon the armored unit.
This will be treated as a fast action in every respect, ex-



cept it does not add 1 to the unit's movement allowance.

Overruns cannot take place in a terrain, if the attacking
unit would consider it harsh terrain.

When an armored unit attempts this action, the artillery
unit in the hex may conduct a last shot. This last shot
does not count as an activation for the artillery unit.

The opposing player controlling the artillery rolls the attack
dice listed on their unit card versus vehicles at a range of
0, (close combat).

When making a last shot, the firing artillery is not allowed
any of the any modifiers to the attack roll. It just uses the
attack dice listed on its unit card. Apart from the defense
dice listed for its front armor (10.9.3) the armored unit re-
ceives no modifiers to its defence dice. This is a straight
comparison die roll (10.7.2). Damage to the armored unit
is assigned as per 10.7.3 and 10.7.6 if an uncancelled
critical hit result is rolled.

M A command card can modify the attack roll or defence
= roll.

The last shot can be conducted even if the artillery unit
has already been activated that turn. This can lead to an
artillery unit firing more than once per turn. It may change
its facing by a maximum of one (1) vertex to place the
armored unit in its firing arc. If this change of facing is not
sufficient to get the vehicle into the firing arc, then no final
shot can be fired. The artillery unit is considered overrun
and is removed from the game.

H‘ This is a free action for the artillery (6.2.2) and does not
il requrie a command point to activate the unit.

The last shot cannot be taken if the artillery unit has a sta-
tus marker of suppressed, fallback, fast action or delayed
action.

If, after a last shot, the armored unit is not, suppressed,
immobilised or destroyed, the artillery unit is considered
overrun and is removed from the game.

If the armored unit is suppressed or immobilised by a suc-
cessful last shot, it stays in the hex adjacent to the artillery
unit and the corresponding marker is placed upon it. If it is
destroyed it is removed from the game.

9.11.  TransrormInG UNiTs

Some vehicles have the transport ability and are able to
move infantry and artillery across the board. Their trans-
port capacity is listed on the unit cards.

Units being transported do not count towards the stacking
limit in a hex.

The specified number of transport points (8) means

the unit has a capacity of 8 strength points. Unless
the special abilities state otherwise, 8 strength points
worth of infantry and artillery can be loaded and transport-
ed.

As they are riding the Tiger E, they are placed on top of
the tank unit. Since the Tiger E has not yet been activated
(taken any actlons) in this turn, it can still be activated.

The Truck has
loaded an infantry
squad. The squad is
sitting inside the
Truck. The counter
is placed under the
Truck unit.

For the purposes of calculating transport capacity only,
any damage on a unit is ignored. Full strength units are
counted as being at full strength. Half-strength units are
counted as half-strength. For example, a four strength
unit with one damage point would count as 4 towards the
transporting vehicle's capacity.

9.11.1. TransporT CaraciTy

The transport capacity of a vehicle is normally

shown on the unit card. The exception is armored
vehicles (4.2.2) with track movement. These automatically
have a transport capacity of 4 strength points, (which must
be infantry), unless stated specifically otherwise on the
unit card. Infantry being transported in this way will be re-
ferred to in the rules as tank riders.

9.11.2. Loavine Units

If a player wishes to load an infantry or artillery unit, they
simply move that unit onto the same hex as a transport-
ing vehicle. The unit is now considered loaded. Loading
always happens during the activation of the infantry or ar-
tillery unit, not during a vehicle's activation.

However, infantry and artillery units cannot be loaded
onto a vehicle that has any of the following status mark-
ers: delayed action, suppressed, fallback, immobilised,
close combat or fast action. Since they cannot be loaded
onto a vehicle with those status markers, they are also
not allowed to enter the hex itself (as stacking limits would
apply).

If a unit is loaded into a vehicle with transport ability, the
unit counters being transported are placed under the
transporting vehicle counter and their activation is ended.
Any move status markers on the units being transported
are removed.

When an armored unit with track movement is transport-
ing units, the units are considered to be riding on top of the
vehicle and, in turn, are placed on top of the armored unit
counter. Their activation is also ended.

If the transport vehicle has not been activated this turn, it
can still be moved.

9.11.3. Dismounting of Unirs

Loaded units are dismounted by being activated. This can
happen even if the transporting vehicle has already been
activated in the turn.

Any units dismounting from a transporting vehicle are
moved to a hex adjacent to it. Infantry get marked with fast
action. Artillery units with the slow attribute get

Fast
marked with a delayed action. £

During this dismount, players should make sure
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they apply stacking limit of one unit per hex if more than
one unit is being transported.

If any unit dismounts into a hex that counts as et
harsh terrain for them, (see 9.5), they receive a
delayed action status marker. They cannot dis-

mount into a hex containing an enemy unit. As soon as a
unit dismounts their activation ends.

Dismounting can trigger reaction fire.

9.11.4. Loavine ImmosiLe ARTILLERY

Normally a unit being transported loads up/dismounts in
its own activation, not its transport’s activation (9.11.2 and
9.11.3). However, transporting immobile artillery is an ex-
ception to this.

In order to load immobile artillery, the transporting unit
moves into its hex. The immobile artillery unit must not
have any of the following status markers: delayed action,
suppressed, fall back, or close combat. Since they can-
not be loaded onto the transport with those status mark-
ers, the transport is not allowed to enter the hex itself, (as
stacking limits would apply).

Once the transport enters the hex the immobile artillery is
considered loaded. This ends the activation for the trans-
port, which is marked with a delayed action.

9.11.5. Untoaoine Immosite ArRTiLLERY

Unloading immobile artillery is done during its transport’s
activation. It must be unloaded into a hex adjacent to its
transport. The immobile artillery unit is marked with a de-
layed action.

During the unloading, the players should make sure they
apply the stacking limit of one friendly unit per hex.

They cannot unload into a hex containing an enemy unit.
Immobile artillery also cannot unload if their transport has
moved into harsh terrain that turn.

Unloading can trigger reaction fire.

9.12. Hioe Acrion & AmsusH

Hidden actions bring two new tactical possibilities to the
game. Firstly, infantry units can now approach the enemy
hidden and secondly, units can prepare for an ambush.

@ This is not a free action.

K' Infantry units can be activated with a hide action to
per-form a hidden movement (9.12.1) and prepare
an ambush. Hide action for infantry units cannot Hide
be performed on roads. To perform a hide action, 9%&-7
the player activates a unit and marks it with the * "~
hide action marker.

~%" Attillery units can be activated with a hide action to
prepare an ambush. Hide action for artillery units cannot
be performed in clear terrain or on roads. To perform a
hide action, the player activates a unit and marks it with
the hide action marker. Artillery units cannot move with
hide action.

o Vehicle units can be activated with a hide action to
prepare an ambush. Hide action for vehicle units cannot
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be performed in clear terrain or on roads. To perform a
hide action, the player activates a unit and marks it with
the hide action marker. Vehicle units cannot move during
the hide action.

9.12.1. Hiooen MOVEMENT FOR INFANTRY

Kr Hidden movement is a special type of movement for
infantry and simulates the movement of soldiers
with the low crawl. A unit moving with this type of move-
ment is difficult for the enemy to detect. After completing
the movement, the unit hides in the terrain.

Hide
Action

To perform a hide action, the player activates
an infantry unit and marks it with the hide action ‘Q4isl
marker. The hide action is performed like a normal

movement action, but the movement range is limited to a

maximum of one hex per activation.

Hidden movement is not possible if the movement allow-
ance on the unit card (normally 2 for infantry units) would
trigger a delayed action (see harsh terrain 9.5).

Hidden movement is not possible on road hexes.

Note: Units with the slow ability can be activated to per-
form a hide action and hide in the current hex. The hidden
movement of one hex distance is not possible if the unit
has the slow attribute.

A unit with hidden action status marker gains one aditional
blue defense die.

Enemy units intending to fire on a unit with a hidden action
marker must make a spotting roll (10.5). The result of the
spotting roll is reduced by -1.

A unit with a hiding action marker is not considered to
have an action marker if close combat is initiated against
it (11.1.2.2).

9.12.2. Hiooen units

At the end of the turn after the hidden movement of infan-
try units, during the Organisation Phase, the hide
action marker is flipped and the unit is considered
hidden.

A unit with hidden status marker gains one aditional blue
defense die.

The hidden marker remains on a unit until it is activat-
ed and takes another action (e.g. movement, firing, fall-
back,...) or is engaged in close combat. For e.g. the player
activates this unit to perform a normal action, the hidden
action marker gets exchanged with a normal action mark-
er.

Enemy units that intend to fire on a unit with a hidden
marker must make a spotting roll (10.5). The result of the
roll is reduced by -2.

If a unit marked with a hidden marker performs an attack,
it is treated as if it has the attack dice -1 marker (13.1).
This unit loses its weakest die when firing.



9.12.3. Armiuiery ano Venicie Hioe Action 10.0 RanceDd FIRE

Artillery and vehicle units can be activated with a hide ac-
tion to prepare an ambush.

Hide action for artillery and vehicle units cannot be per-
formed in clear terrain or on roads.

To perform a hide action, the player activates a unit and
marks it with the hide action marker.

Artillery and vehicle units cannot move with the hide ac-
tion.

9.12.4. Amsusw

If a unit with a hidden status marker is not activated in the
game turn before, its hidden status marker is ex- |r=
changed for a red ambush status marker during
the organisation phase. The unit has set up for a #i=
ambush and awaits the enemy.

A unit with ambush status marker gains one aditional blue
defense die.

Attacker with ambush status marker gains automatically
one "X" symbol (suppression) when firing.

The ambush status marker remains on a unit until it is
activated and takes another action (e.g. movement, firing,
fallback,...) or is engaged in close combat. For e.g. the
player activates this unit to perform a normal action, the
hidden action marker gets exchanged with a normal ac-
tion marker.
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There are three types of ranged fire in this game.

» Direct fire (only during the Action Phase): A unit can
only fire upon a target in their line of sight (LOS) and
within range. This type of ranged fire can also be
done in conjunction with fire support units (see joint
fire in 10.8.4)

» Indirect fire (only during the Support Phase): A
unit with the indirect fire ability can fire at a target in
range but without having a direct LOS to it (7.1).

» Smoke (only during the Support Phase): A unit with
the smoke ability can drop smoke on up to three
target hexes in range, without having a direct LOS to
it (7.2).

Players will alternate using indirect fire/smoke in the Sup-
port Phase. This is the only time indirect fire/smoke can be
used. Direct fire is only utilised during the Action Phase.
Units marked with a red or yellow close combat status
marker cannot conduct ranged fire.

Units that conduct ranged fire use one of the following
methods and will be marked with the appropriate fire sta-
tus marker.

Firin:
Firing: The unit fired without moving 1

Turret firing: A vehicle didn't move but fired out of Tumet
its arc of fire, using its turret

Move and fire: The unit moved up to half its More®
movement (rounded up) and fired @
Fire &

Fire and move: The unit fired and then moved

Note: If a vehicle does a move and fire or fire and

move action, it can still utilise its turret, (i.e., fire at a
target outside its current arc of fire at the start or end of its
move). However, it is still marked with a move and fire/fire
and move status marker and uses them to determine any
modifiers to attack dice/defense dice, (not turret firing).

See ranged fire modification table (10.9.5) for defense
dice modifications.

Artillery units cannot perform a move and fire or fire
and move action.

—

The process for a unit to do any type of ranged fire is dis-
cussed in this chapter.

Command points are required on the unit card for a unit
of that type to do ranged fire. Command cards can also
enhance or reduce the effects of ranged fire.

10.1.  Rance Factor

Every unit in Assault has a range factor for direct fire listed
on the front of their unit card. The ranges are split into four
range bands. Range 0 is in red to indicate that the oppos-
ing units are in the same hex and doing close combat. The
next three bands are close, medium and long range.
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The top row is for the range against vehicles and the rang-
es are shown in a hex symbol with a grey background. An
important exception is unarmored units (4.2.2). The
bottom row is for the range against infantry and artillery
targets and the ranges are shown in a hex symbol with a
white background. Players need to make sure they use
the correct row for the target they are firing at.

The range is the number of hexes a unit may fire. To deter-
mine the range, count the number of hexes from the firing
unit to the target unit (do not count the hex containing the
firing unit).

10.2. ULt oF Sicut (LOS)

As a general rule, the line of sight (LOS) range is unlimit-
ed, unless otherwise stated in the scenario rules. A LOS
can either be clear, hindered, or blocked. A clear LOS is
optimal for a direct fire on enemy units. A hindered LOS for
direct fire lowers the chances of a successful hit. Direct
fire is prohibited if LOS is blocked. LOS is only important
for indirect fire when working out if a target can be spotted
(10.5). ALOS can be hindered or blocked by certain ter-
rain types and smoke. Players should consult the players
a|d to check wh|ch is which. Terrain types that hinder LOS

i \ are indicated by a shield
symbol (defense die) in
the 'Line of Sight Modifi-
cation' column. Terrain
types that block LOS have
'blocked’ in that column.
Units and LOS: Units,
whether enemy or friend-
ly, never block LOS or act
as a hindrance.

LOS is clear

LOS is hindered by the
brush

LOS is blocked by the heavy
forest

It is best to have a ruler, a laser level, or a piece of long
string handy for checking LOS. To find whether the LOS is
open, hindered or blocked, trace the path from the center
of the firing units hex to the center of the target hex. This
is the LOS.

Note: When deciding if a LOS is hindered or blocked the
terrain type of a hex is defined by the map tile illustration
that takes up the majority of the hex, even if doesn't fill
the whole hex. Peripheral amounts of trees, brush etc...
that appear on the edge of hexes do not define the terrain
type. Players should apply their common sense here.

If there are no smoke markers or terrain types that hinder
or block LOS along this path, the LOS is clear.

If the LOS traces its path through one or two smoke mark-
ers or terrain type that hinders LOS, then LOS is treated
as hindered. If there is any combination of three or more
terrain hexes that hinder LOS/smoke markers in that path,
then the LOS is blocked.

If the LOS is traced through a terrain hex that blocks LOS,
e.g. heavy forest, then the LOS is blocked.

If the LOS is traced along hex side where:

» Blocking terrain is present on both sides of the same
hex side, the LOS is considered blocked.

This blocked LOS
is traced along the
hex side where both

sides are blockes

» If LOS is traced along hex side where blocking ter-
rain and hindering terrain/smoke are present along
both sides of the same hex side, the LOS is consid-
ered hindered.

» If LOS is traced along hex side where blocking ter-
rain and clear terrain are present along both sides of
the same hex side, the LOS is considered clear.

» If LOS is traced along hex side where hindering ter-
rain and clear terrain are present along both sides of
the same hex side, the LOS is considered clear.

See column LOS mod on the terrain chart for defense
dice modifications.

10.4. E&wevamion ano LOS

Terrain types have varying levels of elevation. These lev-
els can be found on the terrain chart on the players’ aid
under the elevation column. In this module they range
from 0-2. In later modules there will be elevations 3 or
even more.

When considering if a LOS is blocked, the elevation levels
(see Players Aid) are cumulative. For example, a forest
on an elevation 1 hill would count as being an elevation 2
obstacle to LOS.

When there is a difference in elevation of +1 or greater, a
LOS can be traced over terrain that would normally block
or hinder LOS. For example, a unit on a hill terrain hex,
(elevation 1), can trace a LOS over brush (elevation 0).

If the terrain types in the LOS have the same elevation,
then LOS cannot trace over the obstructions. The same
unit on an elevation 1 hill, cannot trace a LOS over anoth-
er elevation 1 hill.



1.0S is clear. Cal. 50 HMG is fire modification' on the players’ aid 10.9.5).

on elevation 1 hill and the
Rifles 43 are on elevation
0. The brush is elevation O.

LOS is clear. Cal. 50 HMG
is on elevation 2 hill
and thg Rifles 43 areon P

If a player fails to spot an enemy vehicle when they
elevation O

fire on it, this is considered that the firing unit must
take more time as expected for spotting the enemy
vehicle because it is apoint target. (see the final col-
umn of the 'ranged fire modification' on the players’
aid).

This difference is because fire sprayed in the direction of
an artillery or infantry unit might still have some effect. A
vehicle must be targeted by aimed fire.

10.5.1. Auvromatic Direct FIRE SPOTTING

The following targets will automatically be spotted:

34 A2INVY

> All targets in a terrain type hex that does not provide
them with a terrain defense bonus (see player aid)

» All targets on a clear or road terrain hex, regardless
of any terrain defense bonus unless the target is in a
hex which also contains primary terrain (e.g. road on
a forest terrain hex) or it has the hide action, hid-
den or ambush marker on it, in which case a LOS
to the target needs to be established.

» All targets who have done a fire action, (except a fire

105 1s blooked. and move), a fast action or a delayed action this turn

Cal. 50 HMG is
on elevation
1hill and the
Rifles 43 are

on elevation O.
EntOE  10.6.  Arc oF Fire

blocks the LOS.

10.5. Direct Fire SroTTING X

Spotting is always conducted for ranged fire if the target
is in a hex that provides it with a terrain defense bonus.

LOS is blocked. Cal.
50 HMG is on eleva-
tion 1 hill and the

LOS is blocked. Cal. 50
HMG is on elevation 2
hill and the Rifles 43 L
are on elevation 0. The Rifles 43 areonel-
heavy forest (1) is ele- evation O. The heavy
vation 2 [1 for hill plus forest (2) is eleva-
1 for the forest] }::'b%n 1 and blocks the

» Atarget in the adjacent hex to the firing unit.

Infantry units have a 360 degree arc of fire. They
can fire in every direction without any penalty.

Artillery units have an approximately 120 degree arc
of fire from their two frontal hexes. (see illustration).
They need to change facing in order to fire at a target that

Unless it is automatically spotted (10.5.1).

Note: Some terrain types will provide infantry and artillery
with a terrain defence bonus, but not a vehicle. Players
should consult the 'terrain defence bonus' column on their
players’ aid to check if the bonus applies.

» Spotting is required if the target unit has a hide ac-
tion marker (13.2), a hidden unit or ambush status
marker (13.1).

» Spotting is also required if ranged combat took place
when the target was outside the firing unit’s arc of
fire (10.6).

In order to spot, the active player must roll a 1d6 and con-
sult the spotting table on the players’ aid. Rolling the num-
ber on the table or better, (e.g. 2+), means the target has
been successfully spotted. Subtract -1 from the result if
there are one or more hindering terrain types in the LOS.
ing terrain types in the LOS. See 10.9.5 for the impact of
failing a spotting roll.

Failing to spot an enemy unit has two effects in the game:

» If a player fails to spot an enemy infantry or artillery
unit when they fire on it, this is considered firing

blind and the defending unit will receive a bonus die
in its defence (see the third column of the 'ranged

starts their activation outside that arc of fire.

Vehicle units have an approximately 120 degree arc

of fire from their two frontal hexes. (see illustration).
If they do not have a turret, they need to change facing in
order to fire at a target that starts their activation outside
that arc of fire. Vehicle units with a turret do not need to
change their facing. However, if they fire at a unit that
started the activation outside their arc of fire, they still
need to make a spotting roll first (10.5).

Red area shows what
is the Tiger E's arc
of fire.

Green area shows what
is outside the Tiger
E’s arc of fire.
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If any unit wishes to fire upon a target outside its arc of
fire, (except a vehicle with a turret), it must do a move and
fire action and change its facing, so the target is inside its
arc of fire. It should have a move and fire status marker
placed on it to show it has done this. Units with a turret,
(or certain special abilities), can fire outside their arc of
fire. If they do this without moving, they are considered to
be turret firing and should be marked with the turret firing
status marker.

A unit may also utilise its turret to fire outside its arc of fire
at the end of a move and fire action, or at the start of a
fire and move action. However, it will use move and fire or
fire and move status to determine any modifiers to attack
dice/defense dice, not turret firing. It will also be marked
with move and fire/fire and move status marker for the
activation.

10.7.  Resowine ComsaT

The six-sided battle dice are used to determine battle re-
sults and other game effects. There are 4 different colors
of battle dice in de- pic color

1 2 3 4 5 6
di d f
B hRed i o
low, Green, Blue. E @ @ @g Q@
X Jojo %
Blue

Damage Point

Yellow

Green

Success Symbols:

2

Critical Hit

X

Suppression

10.7.1. Amack ano Derense Dice

E2-‘.|= Tuen E Q
Defense dice depending Bl .
on direction of attack :

(10.9.3)

Attack dice rolled against
armored vehicles

Attack dice rolled against . i
infantry, artillery and —— "y |
unarmored vehicles. 5

. |
=]

The colored squares on the unit cards represent the dif-
ferent dice used in attack and defense rolls. Each colored
square represents a die of the matching color, e.g. a red
square represents a red die.

Players should match each of the colored squares to a
dice of the same color.

Inherent defense dice allocated to a unit are shown on the
unit card with a shield in the background. They are used
when the unit is defending itself against an attack. Other
defense dice from terrain etc... may be available to the
unit.

The number and types of attack dice are shown on the
unit card and are divided rows into those rolled against ve-
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hicles (the top row) and those rolled against infantry and
artillery (the bottom row), (exception unarmored vehi-
cles 4.2.2).

Two symbols on the same die roll, is called a double suc-
cess. This is an important term when resolving combat.
Sometimes die rolls will be modified so that only one of
the symbols counts.

10.7.2. Compraring Dice RouLs

All types of combat, (direct fire, indirect fire and close com-
bat), work on the very simple rule that each result rolled
by the defender cancels out the same result (or weaker)
rolled by the attacker.

A critical hit can cancel out a critical hit, damage
point, or a suppression.

A damage point can cancel out a damage point or
a suppression.

©

x A suppression cancels out another suppression.

Both the attacking and defending players’ dice rolls are
compared to each other. The defending player cancels out
as many of the attacking players’
symbols as the defending dice al-
lows. Any symbols not cancelled
by the defender's dice rolls are as-
signed as damage (10.7.3).

Attacker

adeY

Defender

This damage may be a physical

@Xo Y
loss for the unit or a loss of mo- X x x ’y
rale.

10.7.3. Assicning Damace

Critical Hits: Critical hits cause one damage point.
On top of this they can also have a special effect.
The effects of any critical hits are applied to a unit only
after all damage points and suppression results have

been resolved (10.7.4-10.7.6).
@ Damage Points: For each damage point, place a
damage marker against the unit. Damage markers
should only be added to show any damage that can't be
shown by the counter. For example, if a full strength unit
with four strength points takes three damage points, it
would be flipped to its half-strength side (showing it had
taken two points of damage) and then one damage mark-
er would be added.

If a unit takes an amount of damage equal to its strength
points, the unit is eliminated and is removed from the
game.

Suppression: If at least one suppression result re-
mains after the defense rolls, the target unit is consid-
ered suppressed and is marked accordingly. Any action
status markers previously placed on the unit are removed.

FALLEACE

Fallback: If a unit was already marked as sup-
pressed it now does a fallback (13.3).

—— Artillery are eliminated if they ever have to do a fall-
back.

Immobilized vehicles are eliminated if they ever
~ have to do a fallback.



The player controlling the eliminated unit also loses a

command point (either assigned or expended). A player
always has a minimum of four command points. Any fur-
ther losses of command points are ignored. Important:
The loss of a truck unit does not result in the loss of a
command point.

10.7.4. Crimica Hirs

Ranged fire, (indirect and direct), may result in critical hits
rolled by the attacking unit. Any critical hits rolled by the
attacker that are not cancelled out by the defender have
a special effect, depending on the type of defending unit.
This section will describe those effects.

10.7.5. Crimicat Hits Versus INFANTRY AND
ARTILLERY

For each critical hit result that remains after the defense
roll by the infantry/artillery unit, the attacking player is giv-
en a green die and the defending player is given a blue
die. This is used to perform a comparison roll (10.7.2).

For example, the attacking player is left with two critical
hits that haven't been cancelled out by the defending dice
roll after their indirect fire attack. The attacker is then giv-
en two green dice and the defender is given two blue dice.
They both roll their two dice with the defending player's
symbols cancelling out the attacker's symbols.

Attacker uses their strongest symbol rolled to resolve
the critical hit (listed below in strength order). Ignore any
other uncancelled results.

Critical Hit: No damage points are applied. The
infantry/artillery unit immediately performs a
fallback (13.3). This will eliminate an artillery unit.
If the infantry unit was already marked fallback before
resolving the critical hit in 10.7.5, it is also eliminated.
@ The infantry/artillery unit is suppressed. Mark it
suppressed. If it was supressed before resolving
the critical hitin 10.7.5, it immediately performs a
fallback. This will eliminate an artillery unit.
x the attacker's strongest symbol was a damage
point. (see above)

10.72.6. Criticat Hirs Versus VericLes

For each critical hit result that remains after the defense
roll by the vehicle, the attacking player is given a green
die and the defending player is given a blue die.

Damage Point: No damage points are applied.

Suppression: Use exactly the same procedure as if

This is used to perform a comparison roll (10.7.2).

Attacker uses their strongest symbol rolled to resolve
the critical hit (listed below in strength order). Ignore any
other uncancelled results.

Critical Hit: No damage points are applied. The
vehicle is immobilized. If the vehicle is already
immobilized the unit is eliminated.

Damage Point: No damage points are applied.
The vehicle immediately performs a fallback. If it is

an immobilised vehicle it is eliminated. If it was already
marked fallback before resolving the critical hit in 10.7.6,

it is eliminated.

x supressed before resolving the critical hit in 10.7.6,
it immediately performs a fallback. If it is an immobi-

lised vehicle it is eliminated.

10.7.7. Crimicat Hits Versus BuiLoines

When playing with the TA/OAS expansion, a building
can collapse after ranged fire. See chapter 12.5.

10.8.  Arrack Dice IN Ranceo Fire

The number of attack dice to be rolled and their strength
can be modified by a number of different factors. These

include the attacking unit's status, special abilities/attrib-
utes listed on their unit card and experience levels. The

effects are always cumulative.

Suppression: The vehicle is suppressed. If it was
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Modifications can also occur as a result of playing
command cards. See individual command cards for
details.

The following modifications can occur.

10.8.1. Arrackine Units Status

Atack  The attacker loses their weakest attack dice
gﬁa -1 when they have this marker.

Units at half-strength treat any double success
rolls as single success rolls. On a double
success, the strongest result is used (critical,
normal, suppressed).

10.8.2. SreciaL Asiuries ano ATTrig-
ures On Unit Caro

Take a look at the unit card for applying modifications for
attributes and special abilities to the attack dice.

10.8.3. Experience Levels

All veteran and elite units gain a blue attack die (see
4.2.3).

10.8.4. Jont Fire

For this purpose, a unit is designated to lead the fire.

Up to two adjacent, non-activated friendly units (Fire
Support Units = FSU) with LOS (open or hindered) may
open fire on the same target at the same time.

ﬁ.'

Tigw E

All participating units (lead unit and FSU) must be acti-
vated and marked with firing.

This is a free action as per 6.2.2. No command point
expenditure is required for the fire support units.

The player may use all attack dice of the leading unit
and additionally the strongest attack die for each adja-
cent fire support unit.

» If a FSU is already reduced to half-strength, only half
success symbols apply.
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» If a FSU is marked with a -1 attack dice, the next
weakest die color (10.7) is used instead of the
strongest die (10.7). If this weakest die is already
blue, it is used.

» If a FSU has hindered LOS to the target, the next
weakest die color is used instead of the strongest
die (10.7). If the weakest die is already blue, it is
used.

10.9.  Derense Dice In Ranceo Fire

Defense dice can be modified by a large number of differ-
ent factors.

These include terrain defense bonus, hindered LOS, area
of impact, attacker's fire status, defender's status, special
abilities/attributes and experience levels.

Modifications can also occur as a result of playing com-
mand cards. See individual command cards for details.

10.9.1. Terrain Derense Dice

The defender should check the terrain chart on the play-
ers aid. The terrain defense bonus is stated in the 'terrain
defense bonus' column. Add this dice to your defense roll.

For example, infantry in a heavy forest would gain one
green die and two yellow dice.

10.9.2. Hivoereo LOS 10 Tarcer Unit

The defender should check the terrain chart on the play-
ers aid. Any bonus dice for the defender because of a
hindered LOS is stated in the 'line of sight modification'
column.

Keep in mind defense bonus dice for LOS hindrances are
cumulative.

10.9.3. Derenoer’s Areas OF Impact

If players look at their vehicle unit cards, they will see that
vehicles have different defence dice depending on where
they are hit. These are referred to in the rules as areas of
impact. There are four different areas: front, flank, rear,
and above.

To determine the area of impact, trace a LOS from the
attacking unit to the hex containing target unit. The area of
impact is where the LOS enters the target hex (see illus-
tration). This determines which defence dice the defender
will use against the attack.

If this LOS is traced directly along a hex side that divides
two areas of impact, they use the area with the weakest
armor to determine which defence dice to use.

The above area of impact only applies to indirect fire and
infantry attacking vehicles in close combat.

The LOS runs be-
tween two zones of
impact: Front and
flank. Therefore
the defense dice
for the flank

(weaker side) are
used.

The LOS runs
through the front
zones of impact;
the defender is
granted defense
dice for the front

armor.

Above

Allied Unit:

Axis Unit:

Front e M1 Worserna: @
.j.‘Ei::' .

10.9.4. Arracker’s Fire Status

When conducting ranged fire, the attacking unit will use
one of three types of fire actions. These are explained in
10.0 Ranged Fire. The type chosen by that attacking unit
may gain the defending unit an extra defense die. This is
applied whether the attacking unit has been activated to
fire or is doing reaction fire.

If the action is firing, the defending unit gains no extra die.
If the action is turret firing, the defending unit will gain a
blue die. If it is move and fire or fire and move, the defend-
ing unit gains a green die. This is all noted in the first
column of the ranged fire modification (10.9.5.) table.

Vehicle with a fast action status marker: The &

one exception to the above rule, is if the de- >>
fending unit is a vehicle with a fast action status
marker. The extra die gained by a vehicle with a fast ac-
tion status marker is noted in the second column of the
Ranged Fire Modification table.

10.9.5. Ranceo Fire MoviricaTion TaBLE

The ranged fire modification table shows different defense
bonus dice a defending unit can gain depending on the at-
tackers ranged fire action and the consequence of a failed
spotting roll.

For e.g. if the attacking unit failed its spotting roll (10.5)
the defending unit will gain an extra defense die. As with
10.9.4 the type of die is dependent on the fire status of
the attacking unit. This is noted in the third and fourth
column of the Ranged Fire Modification table.



Defender Status

Spotting roll failed
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10.9.6. Derenoer s STatus

The defender's status can modify the defense die they re-
ceive.

Lose Die:
Big Digging in unit loses their weakest defense dice.
'\. However, they will always retain a minimum of
one defense die.
st Fast Action: Infantry and artillery lose their
weakest defense die. However, they will always
retain a minimum of one defense die.
Gain Die:

This infantry unit is dug-in. This unit gets one ad-
ditional green defense die.

Action This unit gains a blue die.
|+-7

oo OUpPPressed: Infantry and artillery gain an addi-
jat) tional green defense die. (Vehicles receive no ad-
ditional defense dice).

Clarification:

‘;" Half-strength units do not lose any dice in de-
- fense simply because of their half-strength sta-
tus.

10.9.7. Sreciat Asiumies Ano ATTRIBUTES

Take a look at the unit card for applying modifications for
attributes and special abilities to the defense dice.

10.9.8. Experience Levels

All hardened, veteran and elite units gain a blue defense
die.

10.10. Ranceo Fire On Verictes TraNs-

porTING UNiTS

When firing on vehicles transporting units, those units will
either be loaded inside or riding on top. Those riding on
top are referred to as tank riders (9.11.1).

Ranged fire on a vehicle will normally only affect the vehi-
cle itself. There are two possible exceptions to this. Firstly,
when armored vehicles are carrying tank riders and sec-
ondly when the vehicle itself is eliminated/takes a critical
hit.

10.10.1. Vencies Wity Tank Rioers

Tank riders move more quickly than infantry on foot but
are very vulnerable if shot at. If a player wishes to fire at
an armored vehicle with tank riders, they have a choice.
They may either target the tank riders OR the vehicle.

» If they target the tank riders, the attack is conducted
using the infantry/artillery row on the attacker's unit
card. However, the only defense dice the tank riders
receive are the ones stated on their unit card. They
don't receive any additional defense dice (for terrain
etc...). Any reductions in the attacker's dice are still
applied. The armored vehicle is not affected by this
attack. If the tank riders receive any uncancelled crit-
ical hits, damage points or suppressions, they must
do an emergency disembark (10.10.3).

» If they target the armored vehicle, follow the normal
combat procedure for ranged fire. However, if the
armored vehicle is eliminated or receives a critical hit
during that ranged fire refer to 10.10.2.

10.10.2. Euminateo/Crimicat Hirs On Veur-
cLes TransporTING Units

This effect applies to all units being transported by vehi-
cles, whether they are tank riders/infantry or artillery.

If the transporting vehicle receives a critical hit during the
original ranged fire, not during 10.7.6, or is destroyed,
then apply this special effect to its passengers.

Any transported infantry and/or artillery is flipped to its
half-strength side or eliminated if already half-strength.
Any surviving units must then perform an emergency dis-
embark 10.10.3.

10.10.3. Emercency DisemaArk

Passengers must do an emergency disembark if...

» The tank riders are attacked (10.10.1) and receive
any uncancelled critical hits, damage points or sup-
pressions

» A transporting vehicle is immobilised, takes a critical
hit, damage point or is suppressed.

They must immediately be placed on an empty adjacent
hex. One per hex, observing the stacking limit, if more
than one unit is being transported. If, for any reason, they
cannot do an emergency disembark, they are eliminated.

When doing an emergency disembark, the unit normally
receives a fast action status marker. There are two ex-
ceptions to this. Firstly, if it is artillery with the slow attrib-
ute and/or a unit exiting into what it would treat as harsh
terrain. Then it receives a delayed action status marker.
Secondly if it is tank riders that are suppressed, then that
unit continues to be marked as suppressed rather than
with any move action status marker.

Emergency disembarks can attract reaction fire. See 8.2.

Emergency disembark counts as a free action as per
6.2.2.

/4 A2INVY
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11.0 Ciose Comaat

Close combat simulates the units fighting at very short
range, sometimes literally hand to hand. Unlike ranged
fire, both faction’s units will do a simultaneous attack on
each other.

Close combat starts when an enemy unit enters a unit's
hex. The close combat sequence described below is car-
ried out until either one or two sides are eliminated or one
side withdraws from the close combat. The active player’s
unit acts as assault unit and the inactive player’s unit as
defense unit.

_— Artillery cannot initiate a close combat. They can

have a close combat initiated and supported against
them. They are also subject to overruns from armored ve-
hicles with track movement. This is not treated as close
combat and has its own special rule (9.10.3).

Vehicles transporting units cannot initiate a close
combat (11.4).

When a unit enters an enemy’s hex, that hex will imme-
diately become a close combat hex. This is important
because the following special rules apply to a close com-
bat hex:

» The stacking limit is increased to one unit from each
faction. If a loaded transporter is attacked in close
combat, the stacking limit is raised by the number
of transported units until the end of the initial close
combat round.

Important: If a unit enters the hex of an enemy unit in
fallback, that enemy unit is eliminated.

Only the active unit needs to pay a command point to

conduct initiate a close combat. Command cards my
allow units to initate a close combat more than once a
turn.

11.1.  Resowine Crose Gomsat

Once a close combat has been initiated both players now
calculate the attack and defense dice they are entitled to.
Close combat is then resolved by one or more rounds fol-
lowing sequence of steps listed below. During these steps
players are doing dice comparison as set out in 10.7.2.
Units at half-strength treat any double successes as sin-
gle successes (10.8.1).

Close Combat Round Procedure:
1. Initiating a close combat (initial close combat round,
only). Note: There unique modifiers that apply only to
the initial round of close combat (11.1.2.1, 11.1.2.2,
11.1.3.1 and 11.1.3.2)
2. Crosswise dice rolls for both players:
» Attack roll of the assault unit

» Defense roll of the defense unit

» Attack roll of the defense unit

» Defense roll of the assault unit

3. Simultaneous assignment of damage to attack and
defence unit

4. Check if one side withdraws the close combat
5. Check if close combat ends (elimination or retreat)
6. If both units still remain in the hex, then close com-

bat procedure is repeated beginning at step number 2.

The results from close combat, as described in 11.1.4, are
applied to both factions simultaneously. This could lead
to both units involved being eliminated or leaving the hex
through fallback. Close combat can be risky and deadly.

11.1.1. Inmiatine A Crose Comsat

A unit (acting as assault unit) entering a hex which con-
tains an enemy unit (acting as defense unit) must initiate
close combat. The movement into the enemy unit’s hex
itself, does not create an opportunity for reaction fire.

Note: The stacking limit increases from one unit per hex
to one unit per faction per hex in a close combat hex. If a
loaded transporter is attacked in close combat, the stack-
ing limit is raised by the number of transported units until
the end of the initial close combat round.

The assault unit initiates the close combat and the de-
fense unit in the hex retains their status markers until the
first round of close combat has been conducted. This is
because they can get modifications for their rolls for hav-
ing already been activated in the turn.

11.1.1.1. Surrorming A CLose ComsaT

Before the initiation of a close combat, the active player
(attacker) and the inactive player (defender) can choose
to have one inactivated infantry, artillery, or vehicle units
adjacent to the close combat hex to support the close
combat. This unit is called a support unit.

Units without ranged fire ability e.g. trucks cannot act as
a support unit.

A support unit gives the players one re-roll for one die for
the attack and defense roll during the initial close combat
round.

A command point is needed to activate a unit as a sup-
port unit.

The German Rifles 43 (close combat support unit) are sup-
porting the close combat.

. " l’ =

Close combat unit



11.1.2. Amack Dice In Ciose Comsar 11.1.3. Derense Dice In CLose Comsat

Both players get the attack dice in close combat, as listed
on the unit card.

There are some modifiers to these dice, depending on
whether it is an assault or defense unit, the status of the
unit, the terrain,... and whether it is still in the initial phase

of close combat.

The following modifications are applied to the assault and
defense unit:

» Half-strength: If the attacker has half-strength, only
half success symbols count (10.8.1).

» Special abilities: Modifications can also occur be-

cause of unit abilities.

Experience: All veteran, and elite units gain a blue
attack die (4.2.3)

Support unit: The attacker can re-roll one of his
attack dice once if he is supported.

Immobilized vehicles: The assault unit gains

one re-roll in every close combat round.
Regardless of their facing, immobilized units are
always treated as outflanked. This reflects
the greater mobility of their opponents.

Immeokbile

Modifications can also occur because of
playing command cards.

Vehicles do not have a double success roll applied
when attacking infantry during close combat. Only
the strongest symbol is counted.

11.1.2.1. Assautr Units Dice Mooisication

Important: Additional modifications for the initial close
combat round:

» Crossing barbed wire or stone walls: If a close
combat is initiated via crossing secondary terrain
such as barbed wire or stone walls, the attacker los-
es the weakest attack die in the first round of close
combat.

Outflanked: If the close combat is initiated against
the defender’s unit from a hex outside its arc of fire
(10.6), the attacker gains one re-roll of one of his
attack dice.

11.1.2.2. Derense Units Dice Mooirication

Important: Additional modifications for the initial close
combat round:

» Action Status Marker: If the defense unit was al-
ready activated, only half success symbols count. If
the defender was half-strength and already activat-
ed, he also loses the weakest attack die. Note: The
action marker penalty does not apply to units with
hide action markers (9.12.1).

Suppressed: If the defender unit is marked with
suppressed, then it cannot attack in this initial close
combat round.

Both players get the defense dice in close combat, as list-
ed on the unit card.

Note: The terrain bonus for the initial close combat round
is different. Please see the first bullet in both 11.1.3.1 and
11.1.3.2 for the unique terrain bonus for the initial round
of close combat.

There are some modifiers to these dice, depending on
whether it is an assault or defense unit, the status of the
unit, the terrain,... and whether it is still in the initial phase
of close combat.

The following modifications are applied to the assault and
defense unit:

» Terrain bonus: Both players get the strongest die
for the terrain bonus of the target hex.

» Fortifications (secondary terrain): If the
defenders are in a fortification such as sandbag
position, trench, gun position, bunker or pillbox,
both units always receive the strongest terrain
defense bonus.

| 2 Vehicles get no terrain defense bonus in

close combat.

Special abilities: Modifications can also occur be-
cause of unit abilities.

Experience: All hardened, veteran, and elite units
gain a blue defense die.

» Support unit: The defender may re-roll on of his

defense dice once if he is supported.

» [ul Modifications can also occur because of playing
command cards.

11.1.3.1. Derense Units Dice Mooirication

Important: Additional modifications for the initial close
combat round:

» Terrain bonus: The defense unit gets the dice for
the terrain bonus of the target hex.

» Fortifications (secondary terrain): If the
defense unit is a fortification such as sandbag po-
sition, trench, gun position, bunker or pillbox, the
defense unit always receive the terrain defense
bonus of the side from which the assault unit is
attacking.

| 2 wit Area of attack: For vehicles, the area of

attack must be considered (11.3).

11.1.3.2. Assautt Units Dice MooiricaTion

Important: Additional modifications for the initial close
combat round:

» Terrain bonus: The assault unit gets no dice for the
terrain bonus, but one blue die for defense.

» Fortifications (secondary terrain): If the de-
fenders are in a fortification such as sandbag po-
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sition, trench, gun position, bunker or pillbox, the
assault unit always receives the strongest die of
the terrain defense bonus of the primary terrain.

» Action Status Marker: If the assault unit moves into
close combat with fast action, he loses the weakest
defense die during the first round of close combat.

11.1.4. Assicnine Damace To Arracking Unit

Critical Hits: Critical hits are resolved after all the

damage point and suppression results have been
applied. To reflect the deadly nature of close combat, any
uncancelled critical hits are dealt with by flipping the
enemy unit to half-strength or eliminating it if it is already
half-strength. Two uncancelled critical hits will eliminate a

full strength unit.
@ Damage Points: For each damage point, place a
damage marker against the unit. Damage markers
should only be added to show any damage that can't be
shown by the counter. For example, if a full strength unit
with four strength points takes three damage points, it
would be flipped to its reverse side (showing it had taken
two points of damage) and then one damage marker
would be added. If a unit takes an amount of damage
greater than its strength points, the unit is eliminated and
is removed from the game.

Suppression: If at least one suppression result

remains after the defense rolls (including the effect
of Adrenaline Rush 11.1.5), the target unit is considered
suppressed. Since the unit is in a close combat hex and
is suppressed, it must perform a fall back action (13.3).
At the completion of the action, the unit is marked with a
fall back action status marker.

11.1.5. Aorenaune RusH

During the first round of close combat, all units automat-
ically ignore one suppression result rolled by their oppo-
nent. This reflects the adrenaline rush of hand to hand
fighting.

11.1.6. €&noine Cose Comsat

There are three conditions to end close combat. Either a
unit withdraws or falls back from the close combat hex, or
one or both sides are eliminated. If neither is the case, the
close combat continues with step 2 (11.1) till one condition
takes place.

11.1.6.1. Witnorawine From Crose Comsat

After step 6 (see sequence in 11.1) Both players can de-
cide whether their unit must withdraw from the close com-

bat. The attacking player decides first. Fagt
A n

The close combat ends if one player decides to
withdraw his unit.

If a unit leaves the close combat, it is moved out of the
close combat hex with fast action. This unit can be subject
to reaction fire.

The unit remaining in the close combat is marked Retton
with normal action. )
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The half-strength German Rifles are
withdrawing from the close combat
hex.

If one or both sides are eliminated during the close __,
A n

combat round, the close combat ends and the re- }}»
maining unit is marked with fast action.

11.2.  Due-iv Derenoer
Note: This is an exception to 9.8.1.

11.3. Area OF Amrack

A vehicle always uses its “above” defense dice

(10.9.3) when calculating which defense dice, it re-
ceives in a close combat against an infantry unit. This in-
cludes immobilised vehicles.

A dug-in marker in the defender's hex remains af-
ter the close combat if the defender wins. If the
defender is eliminated or has to withdraw, the dug-
in marker is removed.

When a close combat is initiated between two vehicles,
the defense dice a vehicle receives is dependent on which
area the enemy unit entered the close combat hex from.
The illlustration in 10.9.3 shows the different areas sur-
rounding a vehicle.

This effect applies only for the initial round of close com-
bat.

For example, a German tank moves into a hex containing
a US tank. It enters it from a hex to the rear of the US tank.
The US tank would use its rear defense dice, as stated on
its unit card, to defend itself.

Immobilised Vehicles: Regardless of their facing against
other vehicles, immobilised units always use their =
rear armor to calculate the defense dice they re- O
ceive from their unit card. This reflects the greater
mobility of their opponent.

11.4. Emercency DissmsarRk

If a vehicle transporting units has a close combat initiated
against it, (transporting vehicles can never initiate a close
combat), its passengers must do an emergency disem-
bark.

» Before starting the emergency disembark, the
assault unit may make a ranged fire attack with the
strongest attack die for range 0 on the transported



units. The transported units can only defend them-
selves with the defence die indicated on the unit
card. This attack is performed as in chapter 10.10.
The result is determined separately for each trans-
ported unit.

» After firing on the transported units, the emergency
disembark begins. This disembark must be per-
formed before the close combat is resolved (11.1).

Situation 1: After firing on
the transported units. The
US Rifles are assaulting the
German transport to go into
close combat.

Any units must immediately be placed on an empty
adjacent hex. One unit per hex, observing the stacking
limit. If, for any reason, they cannot do an emergency
disembark, they are eliminated.

When doing an emergency disembark into an adjacent
hex, the unit normally receives a fast action st
status marker. S

There are two exceptions to this:
» When disembarking into harsh terrain (9.5), and

» When disembarking units have the ‘slow” attribute

In both cases, the unit receives a delayed action status
marker

Note: Special abilities of unit cards (e.g. Grenadiers 43
"Fast Disembark" have priority in emergency disembark-
ments.

Emergency disembark into an adjacent hex can attract
reaction fire (8.2).

Situation 2: The units loaded
on the truck perform an emer-

gency disembark. gency disembark.

,f/’-. ® P ‘/‘.‘f =

The German HMG 42 is "slow"
s0 it cannot perform a fast
action and got delayed.

Situation 3: The units loaded
on the truck perform an emer- {

The German Grenadiers 43 are
trained in fast disembark

and got marked with a normal
action.

11.5. Inrantry SpeciaL Atrack Versus
VericLes

If a close combat round is being resolved between

a vehicle and an infantry unit, the player controlling
the infantry unit must decide whether to attack the
vehicle itself or its wheels/tracks. This decision can be
changed after each close combat round.

1Y8W0JI 35019

Attacking the vehicle: The close combat is conducted
according to the normal rules for close combat 11.1.

Attack the wheels/tracks: Instead of a normal close
combat the player controlling the infantry unit rolls a
single green die for an attack on the wheels/tracks. The
player controlling the tank rolls a blue die in defense.
This is a comparison dice roll as per 10.7.2.

If the infantry unit is initiating a close combat by a fast
action, they must first roll a green die and get a result,
i.e. double success, damage point, or suppressed. Only
then will they do the comparison roll against the vehicle's
blue die.

As with all close combat, this attack on the vehicle's
wheels/tracks is conducted simultaneously with the vehi-
cle's attack on the infantry unit.

The effects of this roll are as follows:

point): The vehicle is immobilised and receives

? Double Success (Critical hit and damage
an additional damage point.

% Critical hit: The vehicle is immobilised

Damage point: The vehicle is immobilised

x Suppressed: The vehicle is suppressed and must
withdraw from the close combat hex.

-

U Juli 1943, US Jnvasion \

Panzergrenadiere greifen an!

===y
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11.6. Ciose ComsaT ExAMPLE

» Step 1: The US player announces they wish to
activate a full strength Rifles 43 unit to do a normal
action.

The US player actually wants to do a close combat with
an un-activated, full strength German Heavy MG 42 unit
in a bunker terrain, one hexes away, but doesn't have to
announce this in advance.
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&

) TIBE:‘ Y
ﬁ el ‘_.
PN

If playing with optional rules: Activate the attacking

unit with command points: The active player flips an un-
used command point on the Rifles 43 unit card. This com-
mand point is expended for this turn.

» Step 2: Reaction fire: (Always possible during an
enemy unit's move)

As the US Rifles 43 gets closer the German Heavy MG
42 suspect they may be about to do a close combat with
them. They hold their fire until the Rifles are in the hex next
to them and then announce they are doing a reaction fire
(8.2). This reaction fire is unsuccessful. The Heavy MG 42
is marked with a firing status marker (13.2). The Rifles unit
moves into the same hex as the Heavy MG 42.

A command point is needed to activate a unit for reac-
tion fire (8.2

» Step 3: Close combat is initiated:

36

The US Rifles are now acting as assault unit. The Heavy
MG 42 acts as defense unit. Close combat is conducted
simultaneously. Do not yet remove the status markers of
the Heavy MG 42 and Rifles 43 units.

> Step 4: Both players decide whether close combat is
supported (11.1.1.1):

In addition to the assault unit (US Rifles 43), the US player
activates a second, non-activated, Rifles 43 unit adjacent
to the close combat hex as a support unit for that close
combat. This Rifles 43 is marked with firing.

The German player decides to activate an adjacent Rifles
43 unit to support the defenders. This unit is marked firing,
too.

A command point is needed to activate a unit as a sup-
port unit.

Ay :Ni':' '“"‘
*

. e
g | Ak N
= - ) [ a*
*Q a LV N

» Step 5: Both players select their defense dice

The US Rifles 43 (assault unit) gets one yellow die in de-
fence, as shown on its unit card. The US Rifle unit gets no
terrain bonus — only a blue die (11.1.3.2).

The good news for the Rifles unit is that, if it survives this
round of close combat it gets the strongest die (red) for
the terrain bonus of the target hex which is in this case
the bunker.

The German Heavy MG 42 gets one yellow die in defense,
as shown on its unit card. They will also get the terrain
defense dice for the frontal arc of the bunker (9.6.3.2 and
11.1.3.1). This are two red and one yellow dice.

Because both players have support units, they can re-
roll one defense dice once during the initial close combat
phase.

Finally the US player defends with one yellow and blue
die. The German player defends with two red and two yel-
low dice.

> Step 6: Both players select their attack dice

The US Rifles 43 get two red die and one green dice in
close combat versus infantry and artillery as shown on
their unit card. For the adjacent support unit (Rifles 43),
the US player could receive an additional re-roll for the
initial close combat round.



The Heavy MG 42 will get two yellow and one green dice
as shown on their unit card. However, as they were al-
ready activated when the Rifles unit entered their hex (with
a firing status) when they do their roll, if they get any dou-
ble success results, they will only count the strongest re-
sults. If they were half-strength they would only count the
weakest result! (11.1.2.2).

In addition to the dice of the Heavy MG 42, the German
player also activated an adjacent Rifles 43 unit to support
the defenders. For this German support unit the player
gets re-roll of one of his dice additional.

Finally the US player attacks with one red, one yellow and
one green dice and the German player attacks with two
yellow and one green dice.

» Step 7: Roll dice and compare results:

Both players will do an attack using the dice they got in
step 6. Both players will defend against their opponent's
attack using the defense dice they got in step 5. The re-
sults are then compared (10.7.2).

The US Rifles 43 attack results were all cancelled by
the German Heavy MG 42 and Rifles 43 excellent de-
fense rolls. The US Rifles were less successful defending
against the German units.

One damage point and one critical hit were uncancelled.

» Step 8: Assign Damage:

The US Rifles 43 have taken one damage point and one
critical hit. This damage point reduces their strength to
three (they start with four) and one damage marker is ap-
plied to this unit.

The critical hit causes two further damage points because
of the deadly nature of close combat (11.1.4). The US Ri-
fles 43 marker is flipped to its half-strength side to show

\

i N

> Step 9: Check if one team withdraws the close
combat

Since neither side has been eliminated or suppressed and
it was an initiated close combat, the inactive player's firing
marker on the Heavy MG 42 and the normal action marker
of the US player’s Rifles 43 unit are now removed.

Because of the losses, the US player decides to withdraw
his Rifles from close combat. To do this, he can move the
Rifles 43 out of the close combat hex and mark them with
fast action.

The remaining unit, the HMG 42, is marked normal action.
The close combat is now over.

Both players could play command cards to help them
win a close combat, if they have any suitable cards to

play.

1Y8W0JI 35019
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12.0 Tacricat Air ano OrFr-Board

ARTILLERY SUPPORT

When we first published the Assault Game System, it was
important for us that it had a modular structure. This meant
it would be fully accessible to new players but would also
allow us to add expansions that gives it an even more of
a historical feel. As a player, you can decide exactly how
much complexity you want to play the game with. Whether
you want a quick and easy game, or a full blown one, the
choice is entirely yours.

The Tactical Air and Offboard Artillery Support Expansion,
(combined into the acronym TA/OAS for convenience), is
an optional expansion that can be used for the Assault
Game. It introduces two new elements into the Assault
Game System.

As well as infantry, artillery and vehicle units provided in
the game, players are now able to add in air and artillery
support to fight their battles. The air and artillery support
refers to...

» Tactical Air Support (TAS)
» Offboard Artillery Support (OAS)

Players are also able to use the blast values ‘&ﬂ which
were included on the unit cards of the game, (ready for
this expansion to become available).

12.1. Contents

This expansion contains:
» TA/OAS Player’s Aid

» TA/OAS Cards
» Punchboard Markers Terrain Damage

Note: The TA/OAS expansion is included in the Sicily 43’
base game.

12.2,
SION

Integrating the Tactical Air Support and Off-board Artillery
Support into the Assault Games is relatively straightfor-
ward. This is done through the set of TA/OAS cards that
are provided with the expansion and described below.

Clarification: Although the Tactical Air Support and Off-
board Artillery Support cards are marked on the back as
command cards, they will be described in the expansion
rule in the following way.

IntecraTING THE TA/OAS Expan-

» TAS cards if the text is referring to Tactical Air Sup-
port cards only.

» OAS cards if the text is referring to Off-board Artillery
Support cards only.

» TA/OAS cards if the text is referring to both types of
support cards.

This is to differentiate them clearly from the command
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cards that come with the base game.

Before setting up their command card deck for the scenar-
io (See 5.9.) the players must check whether the scenario
being played makes a requirement for the TA/OAS cards
or not.

1. If the scenario requires the use of TA/OAS cards,
then the cards are shuffled into the command card
deck as per the scenario description. See 12.2.1 and
12.2.2.

2. If the scenario does not explicitly require the use of
TA/OAS cards, then players can exchange up to five
of their command cards for the same amount of TA/
OAS cards. An exception to this can be the specifi-
cation in a scenario description.

For balance, we recommend players base the number
of TA/IOAS cards they have on the number of formation
cards each receives at the start of a scenario. That is, if
a player starts with two formation cards, they have the
option of choosing up to a maximum of two TA/OAS cards.

Players can add more than their starting formations, but
this should be agreed in advance. If players cannot agree,
they should revert to basing the number of TA/OAS on the
number of formation cards each receives at the start of the
scenario. Regardless of the method chosen, no more than
five TA/JOAS cards can ever be added by each player.

The actual amount of TA/OAS cards chosen by a player,
(up to their agreed maximum), does not need to be de-
clared to their opponent.

Sequence for adding TA/OAS Cards

» Players decide on the limit to the number of TA/OAS
cards each player can add to their command card
deck. This is either based on the number of starting
formations each player has in a scenario or any
agreed number up to a maximum of five. Regard-
less of which method is chosen, five is an absolute
maximum, (even if they have more than five starting
formations).

» Each player then removes cards from their com-
mand card deck (neutral and or faction cards), up to
this agreed limit. This can be done randomly or by
players choosing which command cards to re-
move. The actual amount each player removes does
not have to be announced to their opponent.

» Each player then adds TA/OAS cards to their com-
mand card deck equal to the amount of command
cards they removed.

» Both players newly formed command card deck is
shuffled.

ﬁ If playing with the optional command points (6.2.2),
players should bear this in mind when deciding how
many TA/OAS cards to add, as each one will require a
command point to use.

12.2.1. Removing Commano CaRoS

The command cards removed by the players for the ex-



change can be for their faction or neutral command cards
(4.9.1). Players can either randomly remove command
cards or choose which command cards are being re-
moved. Both methods are described in the bullet points
below. This should be agreed beforehand. If players can’t
agree they should use the first method — draw them ran-
domly.

» Both players should first randomly remove the
command cards they wish to exchange for TA/OAS
cards, (up to the maximum of five) from their Com-
mand Card Deck and discard them into the box. The
discarded command cards are no longer available
for that scenario.

» Both players should first select up to five cards from
their Command Card Deck and discard them. The
discarded command cards are no longer available
for that scenario.

12.2.2. Aooine TA/OAS Caros

Once the command cards have been removed from their
Command Card Deck, players should add the TA/OAS
cards. The number of TA/OAS cards drawn should equal
the number of command cards each player discarded. In
other words, if the player discarded three of their com-
mand cards from their command card deck, they add
three TA/OAS cards to their command card deck.

Players can either randomly select their TA/OAS cards to
add to their command card deck or choose them. Both
methods are described in the bullet points below. This
should be agreed beforehand. If players can’t agree they
should use the first method — draw them randomly.

» Both players shuffle the TA/OAS cards and random-
ly draw up to the number of command cards they
discarded.

» Both players choose TA/OAS cards up to up to the
number of command cards they discarded.

Each set of TA/OAS cards chosen by one of the methods
above are now shuffled into each player’s command card
deck, ready for them to use in that scenario.

12.2.3. PianninG Prase

A Planning Phase (6.2) always occurs as part of the turn
sequence when using the TA/OAS Cards, regardless of
whether any other optional rules are also in play. This is
important because that is the point where players decide if
they wish to play any TA/OAS cards during that game turn.

Once the planning phase is over players lose the option to
use TA/OAS cards for that game turn.

12.2.4. TA/OAS Caros Arrer Use

TA/OAS cards are placed in the player’s command card
discard pile after they have been used. Any exceptions
to this will be noted on the card or in the expansion rules.

12.3.  Tacmicat AR Support (TAS)

Tactical Air was a very important factor during Operation
Husky. At the beginning of the operation hundreds of air-
craft were buzzing over the beaches and island. Air strikes
cut off supply lines, destroyed enemy positions and sup-
ported the beach landings in their advance or to hold their
defensive positions. With this expansion, players can now
introduce this element into their games!

TAS UNIT CARDFRONT SIDE:

can be used

: Card title
Faction symbo Card category (f)or
s lgkér expansion
I Am Stk 7%
Action Phase

Unit information

------

Special ability /

attribute
\ Blast value
Je: This unit gains one additienal
yellow O defense die defending against
heary Ak
. ik O 7 Z Defense dice
Target type: O (s | L ~opainst

infantry, artil=

lery, vehicle anti-aircraft fire

Game module code

Attack dice Accuracy modifier

for 2nd attack

BACK SIDE:

.\:I_

COMMAND CARD

T

12.3.1. Request TAS Durine PLannine
Phase

If a player wishes to use Tactical Air Support during a turn,
they must request it during the Planning Phase (6.2). They
need to meet certain requirements to do this. Firstly, they
must have a TAS card in their hand of command cards.

Secondly, (if playing the optional command points — see

6.2.2), they must assign a command point to the TAS
card. If they aren’t playing with the optional command
points, they can just play the TAS card.

Either way, the card should be placed face down in front
the player ready for that turn. This card should be visible
to their opponent so they know that TA/OAS will be used
against them this turn, but without knowing exactly what
type of TA/OAS it will be.

12.3.2. Timine Or TAS

TAS has an activation time stated on it, like the command
cards supplied with the base game (4.9.1).

If the optional command points are being used by the
players, they are spent at the point when the TAS is
being activated for use during the turn.
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12.3.3. loenmiFy TaRGET

The active player, who requested TAS, must identify the
unit they wish to target and announce this to their oppo-
nent. This gives their opponent an opportunity to defend
against the TAS.

12.3.4. Dcrence Acainst TAS

The non-active player then has an opportunity to interrupt
the TAS before it attacks if they have an unactivated unit
with a unit class of AA, (Anti-Aircraft), in range of this tar-
get hex.

The active player should allow a reasonable time for them
to do this. If the non-active player cannot identify any AA
unit or does not wish to use one, they should say “pass”
and the attack commences. Once they have said “pass”,
the non-active player can no longer interrupt.

The range of the AA is the number of hexes from the AA
unit to the hex being targeted by the TAS. For the range
bands, (calculating whether the AA unit is firing at close,
medium, or long range), players should use the unit's
range as stated on the unit card.

This is the range versus infantry and artillery, not versus
vehicles, (if they are different). The non-active player may
then activate an AA unit to attempt to repel the TAS.

The non-active player can continue to attempt this until
the TAS is beaten off, or they have no AA units left to use,
or they no longer wish to attempt an AA attack roll. Any AA
unit activated to do AA fire is given a Firing status marker
and considered activated for the turn.

The Activation of AA units costs a command point. It is
not a free action.

AA Units Attack Once players have deter-

mined whether the AA unit
is firing at close, medium,
or long range, they should
cross reference range
with the blast value of the
AA unit, (stated on its unit
card).

Range Factor
Close |Medium| Long

Wl 2| 0| =
| w| = | O

Bl wm|o|m

s‘\_‘% 0 [l [ This results in the attack
dice the AA unit will be

rolling against the TAS. The facing of the AA unit is ir-

relevant for AA fire.

If the AA unit is marked with -1 attack die - no double
symbols count for this attack roll.

Attack
Die

For example, a Italian 20mm Breda AA unit is fir- Ty 1
ing at a P-39 which
is conducting a
strafing run on a
Tank three hexes
away. Checking
the unit card of the
Breda unit looking
at the infantry, artil-
lery range bands, ==

(as they are differ- =l
ent from the vehi-

AA-UNIT CARD:
AA / Flak (if German Unit)

weww

!3] 2o B AA 1
& Al

Blast value

Range fac-
tors: Close,
medium, long
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cle range bands), three hexes away would count as medi-
um range. Medium range is cross-referenced on the AA
Attack Die Table with the blast value of the Breda unit,
which is a blue die. This results in a green AA attack roll.

12.3.5. TAS Derence Acainst AA Fire

All TAS cards will give the defence die to be used against
any AA attack roll. Players should check for any attributes/
special abilities which modify that defence roll.

The AA attack roll is made in the same way as any Ranged
Fire action with a comparison between the attack and de-
fence dice (10.7.2), but without any of the attack/de-
fence modifiers set out in sections 10.8 and 10.9. That
is, the AA Unit player simply rolls their AA Attack die and
the TAS player rolls any Defence die as indicated on the
TAS card.

Result

2

%

X

Effect

TAS crashes and is destroyed. TAS does not attack.
Remove the TAS card from the game.

TAS is damaged. TAS does not attack. Place the
TAS card in discard pile.

TAS is slightly damaged, so TAS attack is inaccu-
rate. Add a -1 to the accuracy roll. Place the TAS
card in discard pile after use.

TAS turns away. TAS does not attack. Return the
TAS to the player’s hand after use. Card can be
played again from the next turn onwards.

12.3.6. TAS Atrack ResoLution

If the TAS doesn’t suffer any damage or is not subject to
any AA fire, then the active player needs to resolve the
effects of its attack. This should follow the procedure listed
below.

» TAS Spotting

» TAS Accuracy
» TAS Attack Result
» TAS Versus Buildings

12.3.6.1. TAS SrorminG

The active player must first perform a spotting roll for the
TAS. For this the

. Defending unit is in a hex
active playerrollsa | Result ~ithiL.
o, mOdgR oSS A5 Mg terrain Terrain bonus
spotting table. rolls D6 bonus

. A -1
This roll can be L i Accuracy -2
modified by com- Z |
mand cards or 3 5 Accuracy -1

q anang uccess e E————

special abilities of 4 s
the TAS undertak- 5 Hecess
ing the attack. 6 F—

The spotting roll
will either be a
success, which means no modifier is applied to the TAS
accuracy roll, or it will give a modifier to the accuracy roll.

TAS spotting table



Players should make a note of any modifiers to be applied.

12.3.6.2. TAS Accuracy

The active player must now roll a D6 for the accuracy of
the TAS attack, applying any modifier received as a result
of their spotting roll. The result of this roll is then cross-ref-
erenced with the status of the defending unit. This will tell
the inactive player whether their unit will receive an ad-
ditional defence die, and of which type, against the TAS
attack.

TAS Unit Accuracy

Defender unit status

TAS et | o e SR
[ L* Other status

accuracy) et /( w
roll K K~ |

+

G)|@)G) @)|@) G b e

1

©
Ly

2

+

Ga)|Ga)| (&)
i )| Can |G |

+

@G@@@E)|
(@)|G@)|G)|G@)| G

Example: The TAS accuracy roll is a 3 versus a vehicle
performing a fast action. There are no modifiers from the
spotting roll. The player checks the “3” row and cross ref-
erences it with the status of the vehicle which is a fast
action granting it an additional yellow die for its defense.

Friendly Fire:

If the TAS Accuracy roll is a 1 or less, (after any relevant
modifiers have been applied), and there is at least one
friendly unit, (friendly to the TAS), in any of hexes adjacent
to the hex of the target unit a friendly fire attack will take
place.

After the TAS has rolled its attack dice against the target-
ed hex, any of the attack dice that do not score at least
a suppression result are put to one side. These are then
rolled in an attack against one, (only), of the friendly units
that are adjacent to the targeted hex. This friendly unit is
chosen by the non-active player. Friend Fire attack results
are resolved according to 12.3.6.3.

12.3.6.3. TAS Amrack Resut

To determine the result of the TAS attack, the active player
rolls their attack dice as set out on the TAS card.

The defending unit receives all the normal defence dice
set outin 10.9-10.9.8. except the failed spotting roll 10.9.5
because this has already been dealt with in 12.3.6.1. The
area of impact that should be used from the unit card is
‘Above’.

The TAS Attack is resolved as per 10.7-10.7.6.

12.3.6.4. TAS Destroving Buioines

In case of an uncancelled critical hit a TAS attack on a

building can result in the building collapsing or being de-
stroyed (12.5).

12.3.6.5. TAS Secono Atrack Run

Some TAS units have the ability to do a second attack run
(see 12.3 front side of TAS card, symbol below).

This second attack must be on the same target and
is carried out immediately after the first attack.

It does not require an additional command point for the
TAS.

The inactive player may use any unactivated AA units to
repel this second attack run. Units that attempt to repel
this second attack are marked with a firing action status
marker.

Any AA units participating in repelling the second attack
are required to pay a command point to do so.

The second TAS attack run follows the same procedure
as the first attack run set out in 12.3.6, including possible
friendly fire. Once it has been completed the TAS card
goes into the discard pile.

If the enemy unit was destroyed in the first attack, a new
unit can be targeted. The second attack gets a -1 (cumu-
lative) modifier on the accuracy roll per hex distance of the
first attack.

12.3.6.6. Accuracy Mooiriers For Secono Atrack

Second attack runs suffer a modifier for accuracy. This is
stated through the use of a symbol on the front of the TAS
card. The example below shows a -1 accuracy modifier to
the accuracy roll see 12.3.6.2.

Accuracy roll modifiers for 2nd attack could be:

@_@ | » 0: no accuracy modifier for 2nd Attack

» +/-X : accuracy modifier for 2nd Attack

Tactical air suport spports the landing'

i Yoz
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12.4. 0rF-BoAro ARTILLERY SUPPORT

(0AS)

At the beginning of Operation Husky, both sides had a
large number of artillery. The tactical use of gun batteries
was essential for offensive operations but also very effec-
tive in defence. Artillery could cover approach routes with
smoke, delay or break enemy attack columns. The use
of these heavy weapons was also important in breaking
enemy positions in preparation for an attack.

0AS UNIT CARDFRONT SIDE:
Arrival time
Faction symbo Card title Card category (for
. \ later expansion
= : .\i(l‘;:;::;r;m ! .

Unit information

Wﬂ.l.‘.{::::/
g

gt Dice for OAS mode
smoke

Smoke Dice: SEEEEEEN

Target type: - @@,
infantry, artﬂ<?i_ﬁ' >

ja¢_——Blast value

lery, vehicle
Game module code

Attack dice Accuracy modifier

for 2nd attack

OAS is treated as conducting indirect fire but the rules
surrounding how their fire attacks are resolved is treated
differently, in some respects, to those set out in chapter
7.0. Where there is any contradiction, the rules in the ex-
pansion take precedence. The main differences are as
follows:

» OAS may conduct two attacks (salvos) during a
game turn (exception: fire for effect 12.4.4.4).

» OAS always require a spotter (12.4.3).

» OAS attacks (even when not firing smoke) automat-
ically cause one smoke marker to be placed on the
target hex (simulating a mixture of smoke and dust)

» Defender losses the weakest defense die against an
OAS attack

The first attack by an OAS is during the arrival time as
stated on the OAS card (exception fire for effect 12.4.4.4).
This will usually be the support phase.

The second attack can be conducted whenever a player
decides during the action phase, including as a reaction
fire. The options are described in 12.4.2. For the second
attack the active player can also shift, (‘walk’), the attack
from the targeted hex to any hex, up to a two hex distance.

Important: For each hex the fire is shifted, the accuracy
roll gets -1 modifier.

12.4.1. Request OAS During PLaNNING
Phase

If a player wishes to use Off-board Artillery Support dur-
ing a turn, they must request it during the Planning Phase
(6.2). They need to meet certain requirements to do this.
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Firstly, they must have an OAS card that allows for Off-
board Artillery Support (OAS) in their hand of command
cards.

Secondly, (if playing the optional command points — see

6.2.2), they must assign a command point to the OAS
card. If they aren’t playing with the optional command
points, they can just play the OAS card.

Either way, the card should be placed face down in front
the player ready for that turn. This card should be visible
to their opponent so they know that TA/OAS will be used
against them this turn, but without knowing exactly what
type of TA/OAS it will be.

12.4.2. Arrwvat Time OF 0AS

Unlike the original command cards, OAS has an arrival
time stated on its OAS card, not an activation time (excep-
tion fire for effect 12.4.4.4).

m The command point placed with the OAS card
is spent at the arrival time, just before the attack
by the OAS is resolved.

If the OAS can do a second attack, the targeted hex
for the first attack is marked with a waypoint mark-
er. This will act as an aide memoire when calculating
spotting for the second attack.

12.4.3. SrorrinG Tue Tarcer For FirsT Ano
Secono Arracks

There are some changes to the rules set out in chapter 7.0
when using OAS. The rules in the expansion take prece-
dence for OAS, (only), if there is any conflict.

OAS always requires a unit to act as an unactivated unit
to act as a spotter for their attacks. A spotting unit can be
infantry, artillery or vehicles with the “scout” ability. Other
vehicles cannot spot for OAS. However, there is  “Bie™
no spotting roll needed for OAS, as it is the hex v 1

that is being targeted, not the individual unit in it.

Normal
Action

The spotting unit must have a LOS that isn’t )
blocked, (10.3), to the hex the OAS wishes to tar-

get.

Once it has acted as a spotter for the first time it is marked
with a -1 attack dice marker. If it has already such -1 at-
tack dice marker this unit gets a normal action marker
instead.

A unit spotting for OAS will for the first attack will always
cost a command point. It is not a free action.

12.4.3.1. Srormine For Secono ArTack

Spotting for the first attack is compulsory. Spotting for a
second attack is handled slightly differently, depending
on which of the three following options the active player
chooses to do with their OAS

» The OAS performs a second attack on the same
targeted hex. No spotting unit is required.

» The OAS can shift, (‘walk’), the attack from the
targeted hex to any hex, up to a two-hex dis-
tance. The unit used to spot for the first attack must
have LOS to that alternative hex. It effectively acts



as the spotter for the second attack too. This is de-
spite the fact it may already be marked with a normal
action.

It counts as a free action as per 6.2.2. and therefore
does not cost a command point.

» The OAS targets a different hex entirely. They
must activate an unactivated unit to spot for
that attack. The unit is marked with a -1
attack die or normal action status marker if
there is a -1 attack die marker already.

Attack
Die

Ty -1

m This will cost a command point. It is not a free action.

12.4.3.2. Accuracy Mooiriers For Secono Atrack

Second attack runs suffer a modifier for accuracy. This is
stated through the use of a symbol on the front of the OAS
card. The example below shows a 0 accuracy modifier to
the accuracy roll 12.4.5.

Accuracy roll modifiers for 2nd attack could be:

» 0: no accuracy modifier for 2nd Attack
(7

& 0 » +/-X: accuracy modifier for 2nd Attack

12.4.4. O0AS Fire Mooes

OAS is treated as indirect fire (7.1) and has five different
modes available for its two attacks. The owning player can
decide, within certain restrictions, the fire mode for each
attack. This means that a player may change modes be-
tween the first and second attack, (except fire for effect,
12.4.4.4).

The five modes of OAS fire are:
» Smoke Screen (12.4.4.1)

Suppressive Fire (12.4.4.2)
Fire Support (12.4.4.3)
Fire For Effect (12.4.4.4)

vV v.v.yYy

OAS Bombardment (12.4.4.5)

12.4.4.1. Smoke Screen

OAS can fire smoke shells to prevent enemy units from
observing what their opponents are doing. When resolv-
ing smoke players should use the procedure set outin 7.2.
The one difference is that one smoke marker is automat-
ically placed in the first nominated hex, (owning players
choice), as per the third bullet point in 12.4. The dice to be
used when firing smoke are on the OAS cards.

Clarification: Rolls when resolving the effects of smoke
never cause damage to units or terrain in a hex.

12.4.4.2. Surrressive Fire

OAS fires suppressive fire by scattering salvos to stop as

many enemy units as possible. This will inflict less dam- 12.4.4.3. Fire SurPORT

age points but make it more likely that a unit will be sup-
pressed. Suppressive fire is applicable to:

» Infantry units,

» Tank riders,
» Atrtillery units and
» Unarmored vehicles (4.2.2).

Suppressive fire is not applicable to armored vehicle
units (4.2.2).

When resolving suppressive fire, the owning player per-
forms suppressive fire on two adjacent hexes. This is
done by splitting the attack dice as equally as possible
into two groups.

The player must assign each of the two groups to one
target hex.

In addition, he takes the die for the blast value xﬂ (12.4
unit card front side ) to each group. If the firing unit does
not have a blast value die, the player always adds one
blue die.

The strength of the dice, (strength is determined by their
colour), that go into each group is entirely up to the owning
player. Each hex will then be attacked using one of the
groups of dice, (owning players choice). The player using
the OAS can decide which of the two hexes it affects.

The results of uncancelled critical hit on infantry, artillery
unarmored vehicle units are the same as a direct fire at-
tack (10.7.3 and 10.7.5).

In addition to effecting the unit targeted, uncancelled crit-
ical hits from suppressive fire may also effect the terrain
(12.4.6.2 and 12.5).

Under suppressive fire, every damage point symbol @
for the attacking dice is instead treated as a suppression
symbol X. All other symbols are unchanged.

The defending units will get all their normal defence dice.
As the attack dice have their damage points converted
into suppression, the defending unit only needs suppres-
sion symbols or damage point symbols to cancel them out.

Important:

» Critical hits .a can only cancel out critical hits. Crit-
ical hits can not cancel out suppression or damage
point symbols @ This is an exception to the direct
comparison of dice symbols set out in 10.7.2.

» If a unit already has the suppression marker, then
no fallback can be triggered by further suppression
fire resulting in a suppression symbol X. However,
triggering a fallback action is still possible through
the assigning of critical hits (10.7.3, 10.7.5). Addition
suppression results on later indirect, range or close
combat attacks will cause fallback action as normal.

» Suppressive fire on tank riders (10.10.1) and unar-
mored vehicles (4.2.2) will be handled like indirect
fire on vehicles (7.1.2.).

This is treated as a normal ranged indirect fire attack us-
ing the attack dice set out on the OAS card, with one ex-
ception; it can be used as reaction fire. When used as
reaction fire, it is triggered when moving unit enters a hex,
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(see 8.2). It cannot be used when an enemy unit enters a
hex containing friendly units, to perform a close assault.
Fire support uses the attack dice stated on the OAS card.
No other fire mode for OAS may be used as reaction
fire.

12.4.4.4. Fire For Errect

Fire for Effect means the OAS is concentrating its fire for
maximum effect having already identified the range etc...
to the target. Although the OAS still has to be planned for
in the planning phase, any OAS that wishes to do fire
for effect does not receive a first attack in the support
phase. Instead, it receives only its second attack, which
must take place in the action phase.

However, the benefit of fire for effect is that the owning
player may re-roll two of the attack dice if they wish to.
The spotting procedure must still be followed, so a unit
will have to spot for the “first attack” in the support phase,
(see design note). A spotter is not required for the “second
attack”, as the range etc.. is already established.

Design Note: The first attack when using fire for effect
with OAS, is the artillery firing a few exploratory shells
to get the correct range to the targeted hex. Rather than
bring in complicated rules for these exploratory shots, this
is just abstracted out by not calculating any effects for it.

12.4.4.5. 0AS BomsaRDMENT

If a player wishes to destroy a building or reduce some for-
tifications with artillery then it may undertake a bombard-
ment. The player performs an attack on the hex containing
the building/fortifications using the attack dice it would
receive versus Infantry/artillery units. There is no de-
fense roll. If at least one of the attack die rolls includes a
critical hit then the player can perform a blast roll against
the strongest terrain defence die as set out in 12.5. This
blast roll can be re-rolled once.

Clarification: Units in the building/fortifications are only
affected by the results of the blast roll.

12.4.5. Accuracy

After the owning player has decided the fire mode for their
attack they must roll a D6 for the accuracy of the OAS.
Some OAS units get an accuracy modifier for the second
attack. Players should check the OAS card for this.

The result of the accuracy roll can give the defending unit
an additional defense die.

Defender unit status

Fﬁa Immobile w l t0t|}etr Sta-

A fan Faliaok o~ ""‘""_”"_\T vt us errain

OAS > B L= (e.g. build-
accuracy ings)

] : . - = : 9

ro | S Koo | [+ wit

@@ @

5

6
Friendly Fire:

| |@|G@)@)GE

G @)|@)|@)\ @

If the OAS Accuracy roll is a 1 or less, after any relevant
modifiers have been applied, and there are one or more
friendly units in any hexes adjacent to the hex of the target
unit a friendly fire attack will take place.

After the OAS has rolled its attack dice against the target-
ed hex, any of those which do not score at least a sup-
pression result are put to one side. These attack dice are
then rolled in an attack against one, (only), of the friendly
units that are adjacent to the targeted hex. This friendly
unit is chosen by the non-active player. This friendly attack
results are resolved according to 12.4.6.

12.4.6. Amack Resutr

To determine the OAS attack result, now the OAS player
rolls his attack dice according to the OAS unit card.

The defending unit receives all the normal defence dice
set out in 10.9-10.9.8. The area of impact that should be
used from the unit card is ‘Above’.

The OAS Attack is resolved as per 10.7-10.7.6.

12.4.6.1. OAS Destroving Buitoines

In case of an uncancelled critical hit an OAS attack on
a building can end in collapsing/destroying the building
(12.5).

12.4.6.2. Craters Due To OAS atracks

In the case of a critical hit that isn’t cancelled out during an
OAS attack roll a crater marker is placed on that hex. This
applies to any hexes which are roads, tree alleys, clear,
light forest, olive & vine groves, or brush terrain. The
active player places a crater marker according to the fol-
lowing illustration.



The terrain changes its character due to the crater marker.
This hex has now all effects shown in the table below.

il

Crater Crater

marker for marker for
clear ter- tree alley
rain terrain

Previous Terrain

Examples of Crater Markers

Buast Vawues Versus Buitoines &

12.5.

SECONDARY TERRAIN

In additional to the specific targeting of buildings and sec-
ondary terrain via OAS Bombardment (12.4.4.5) building
may be damaged by aircraft and units with blast values.
The TA/OAS expansion brings in the blast values & on
unit cards.

Blast values means that any building occupied by the de-
fending unit may be destroyed if attacked by ranged fire,
whether direct or indirect. If the building or secondary ter-
rain is destroyed the defending units will either be eliminat-
ed or flipped to their half-strength.

Even if the building or secondary terrain is not destroyed,
there is still a chance that any defending units in it will re-
ceive damage points or a suppressed result.

Blast values come into play if, during a ranged attack or |

special ability (see unit card 4.4), there was an attack roll
with an uncancelled critical hit symbol .ﬂ, This does
not apply when firing smoke. If this happens, a further test
must be performed to see if the building is destroyed.

Procedure:

1. The active player now rolls the blast value dice from
the TA/JOAS command card or unit card.

2. The defending player rolls the strongest terrain
defense bonus die of the building or secondary
terrain as set out in the terrain chart.

This is resolved using the dice roll comparison as de-
scribed in 10.7.2. The following results are possible:

Result Effect

Building - secondary terrain collapses - all units
inside this hex are flipped to half strength

Building - secondary terrain collapses - all units
inside this hex gain one damage

Building - secondary terrain not collapsed - all
units inside this hex perform a fallback

Building - secondary terrain not collapsed - all
units inside this hex are suppressed

If a building, bunker, pillbox or gun position collapses,
the defending player must take a ruin marker and place it
on the hex.

The terrain changes its character due to the ruins marker.
This hex has now all effects shown in the table below.

Terrain Type Terrain Defense Bonus | Movement cost for each move- | Vehicle Dam- | LOS | Ele
DG Roll Modifiers | mment cype "f_r.?;n mod | ti
Craters @ @ : 1 2 (3 n E | = )
ot 55 JIENEN ‘n = o B
Ruins. . @ @ @ 1 2 Elochq o "]

Clarification: Bridges cannot not be destroyed in this
manner.

If a secondary terrain (trench, sandbag position, barbed
wire or tank barricades) collapses, the defending player
removes the marker of the secondary terrain.

Previous Terrain

Examples of Ruin Markers

* Ruin marker
=——for building
terrain

Crater

mm:‘c;\:hmm marker for
ippession syabel v olvie grove
e in
o = terrai
dut (8]
v Bi o

45

=
N
-
s
~
>
-y
> ]
™
kS
=~
~
™
b
<
(5N
S
]




STATUS MARKERS

Pre-Production Version v2

13.0 Summary oF STATUS MARKERS

AND THEIR EFFECTS

During the organization phase, the game board is updated
for the next turn. Both players can do this simultaneously.

Perform the following steps in sequence starting with the
white markers:

» Remove all status markers with a white background
from the map.

» Turn all status markers with a yellow background to
their reverse side.

» All green status markers remain on their respective
hexes.

» Exchange all black hidden status markers with the
red ambush status markers.

» All red status markers remain on their respective
units.

» Reduce the number of smoke markers on each hex
by one.

» The turn marker is advanced one space.

Objective markers for all objective hexes are flipped to the
side of the faction occupying them. If there are no units
occupying an objective hex, the objective hex marker will
stay on its current side.

13.1.  GeneraL STatus MARKERS

Unlike other status markers, a unit with a general status
marker can have an action or morale status added to it
(exception: close combat).

Half-strength: When a unit has reached half-
strength, its counter is flipped over. This status
will affect a unit's attack in ranged fire and may
affect its attack in close combat.

Immobilised: This unit cannot conduct any
form of move action. If it gets a fallback the crew
will abandon the vehicle and it will be eliminated
from the game.

Immobile

VA

Dug-In: This infantry unit is dug in. This means
it gets an additional green dice in defense. The
dug-in marker remains in the hex until the unit
moves out or is eliminated. An exception to this
is the detachment action (9.8.2). After a detachment ac-
tion, the dug-in marker remains.

Attack Attack die -1: Unit loses its weakest die when

Die  firing, for taking a fast action in the previous turn.

@ =¥ If it doesn't fire, this can be ignored. The attack

die -1 is replaced if an action status marker is

placed on it. Units are also marked with Attack die -1
markers if they spot for Indirect fire or OAS attacks.

ey Hidden unit: A unit with hidden status marker
k& oains one aditional blue defense die. The hidden
E:ﬁm marker remains on a unit until it is activated and
takes another action (e.g. movement, firing, fall-

back,...) or is engaged in close combat. For e.g. the player
activates this unit to perform a normal action, the hidden
action marker gets exchanged with a normal action mark-
er. Enemy units that intend to fire on a unit with a hidden
marker must make a spotting roll (see 10.5). The result of
the roll is reduced by -2. If a unit marked with a hidden
marker performs an attack, it is treated as if it has the at-
tack dice -1 marker (see 13.1). This Unit loses its weakest
die when firing. This marker is replaced if an action status
marker is placed on it.

Ambush: If a unit with a hidden status marker is
not activated in the game turn, its hidden status
' B marker is exchanged for a red ambush status

marker during the next organisation phase. The
unit has set up for a ambush and awaits the enemy.

Ambush

oV

The ambush status marker remains on a unit until it is
activated and takes another action (e.g. movement, firing,
fallback,...) or is engaged in close combat. For e.g. the
player activates this unit to perform a normal action, the
hidden action marker gets exchanged with a normal ac-
tion marker.

Enemy units that intend to fire on a unit with a hidden
marker must make a spotting roll (see 10.5). The result of
the roll is reduced by -2.

A unit with ambush status marker gains one aditional blue
defense die.

Attacker with ambush status marker gains automatically
one "X" symbol (suppression) when firing.

This marker is replaced if an action status marker is
placed on it.

13.2.  Acrion STatus MARKERS

A unit can only have a single action status marker on it.
The player should choose the action for that unit at the
start of its activation and announce it to their opponent.
Once announced the unit must perform that action for the
turn. The action marker can then be placed at the end of
the activation to remind players of its action status.

Normal Action: This unit is conducting a normal
action. It will usually be just a move action, but
other actions can be covered by it as well. The
unit cannot fire when doing a normal action.

Normal
Action

>

Fast Action: This unit is conducting a fast ac-
tion. Infantry and artillery will lose their weakest
defence die when doing a fast action. Vehicles
may gain an extra defense die based on the at-
tacking units fire status, (see ranged fire modification ta-
ble). They will always get a better defense die than if they
had not done a fast action. Certain activities during the
game will require a fast action (e.g. emergency disem-
bark).

Fast
Acat?nn

Delayed action: This unit has exceeded its
movement allowance. Any modifications to dice
rolls are treated as if it has done a normal action.
However, if it gets suppressed, it does a fallback
rather than being suppressed.

Dela
Action



Dig Digging In: Infantry units can fortify their posi-

'*‘ tion by using a dig-in action. On the next game

turn, the corresponding unit will be considered

dug-In and is granted an additional green de-

fense die. While digging in, the unit will lose its weakest

defense die. However, they will always retain a minimum
of one defense die.

Firing: This unit is firing but not moving. This is
the optimal way to do ranged fire as it attracts
the least number modifiers on the ranged fire
modifications table (see players aid). Units
marked firing are automatically spotted.

Firing

ruret  Turret firing: This unit is firing outside its arc of

Fire_ fire but is remaining stationary while doing it. An
ﬁ immobilised tank with a turret can do turret fire.
Units marked turret firing are automatically spot-
ted.
Move & Fire & Move & fire / fire & move: This unit can
Fire Move

do half a move and fire OR fire and then
§‘@' ‘@& do half a move. This is the least optimal

way of conducting fire. If the unit moved
and then fire it is automatically spotted. If it fired and
moved a spotting roll is required.

Artillery units cannot perform a move and fire or fire
and move action.

-

Adien Hide action: For infantry units: The hide ac-
9.%’@_-? tion is performed like a normal movement ac-
==l tion, but the movement range is limited to a
maximum of one hex per activation. Hidden movement is
not possible if the movement allowance on the unit card
(normally 2 for infantry units) would trigger a delayed ac-
tion (see harsh terrain 9.5). Hidden movement is not pos-

sible if the unit has the "slow" attribute.

For all unit types: A unit with hidden action status marker
gains one aditional blue defense die. Enemy units intend-
ing to fire on a unit with a hidden action marker must make
a spotting roll (see 10.5). The result of the spotting roll is
reduced by -1. The action marker penalty does not apply
to units with hide action markers (see 9.12.1)

13.3. Moraie Status MarkERS

Morale status always replaces the action status marker on
a unit. This is important for close combat and determining
how hard it is to hit a unit. A unit with a morale status mark-
er cannot be activated that turn.

Suppressed: The unit is hitting the dirt and

Suppressed - . . . q
" — avoiding incoming fire. Suppressed infantry and

|+ . . . Iy

L—\.J artillery units gain a green die in defense. Any
unit marked suppressed has finished their acti-
vation. If any unit receives a second suppression result
from a separate dice roll then it does a fallback. Extra
suppression results on the same dice roll are ignored.

If the defender unit is marked with suppressed, then it
cannot attack in the initial close combat round.

raback  Fallback: The unit is in retreat. It performs a fast
Fé}}) action, (just for the purposes of determining
movement allowance and the status of any re-
action fire), away from the direction of the at-
tack. Each hex should increase the distance between it
and any enemy units. If that isn't possible at any point
during the fallback, the unit takes a damage point and re-
mains in the hex it was last able to retreat into.

Uniquely, units in fallback do not get any terrain defense
modifiers during their fallback movement. After they have
completed their fallback movement, they regain any ter-
rain defense dice for the hex they are in.

Artillery or immobilised unit are eliminated if they are ever
in fallback. All units are eliminated if they ever receive a
second fallback.

If a unit enters the hex of an enemy unit in fallback, that
enemy unit is eliminated.

o
e

s5seat.
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ASSAULT RESOURCES
AND SUPPORT

Assault Sicily 43 is the first game of many in the Western
Front series for the Assault universe.

If you are interested in finding out more information about
the Assault game system, then you have come to right
place.

This page provides links to give you background informa-
tion, reviews, online gaming resources, etc. Simply scan
the codes with your cell phone camera or type the links
into your favorite web browser to access this additional
content.

"We love what we are doing. We love to design and play
fast paced tactical games. We love to share ideas and
bring them with happiness on your game table. We throw
the stone further! We listen to your feedback and sugges-
tions to make our game system better! Together with your
support we are Assault! Games!"

We are a small team of experi-
enced board/tabletop game play-
ers who have been developing this
new tactical system for quite some
time. The challenge for us is to find
the optimum mix between realism,
playability, scenario balance and
fast game play. We desire our
rules to be easy to understand, even by beginners. Devel-
oping the system and producing the games is our passion.
We do this in our spare time, after time for our families and
our jobs. We hope you enjoy our labor of love.

We would like to thank all our supporters, our families and
friends who make this hobby possible.

uoisvauL 6N ‘£¥6) Nl ” ;

Recommenoed LireraTure

We realize that our games can never be an exact sim-
ulation of historical facts but, we endeavor to thorough-
ly research the historical context of games. To this end,
our bookshelves are increasingly filled with new books on

48

the topics we are developing. Below is a recommended
a selection of the sources we used in the development of
Assault Sicily 43. Our hope is these books will help you
understand history background and details captured in the
game. Have fun reading.

» Carlo D'Este: "Bitter Victory"
» James Holland: "Sicily '43"

» Lt. Col. Albert N. Garland: "Sicily and the Surrender
of Italy"

» Edmund Theil: "Kampf um Italien”

» Helmut Wilhelmsmeyer: "Der Krieg in Italien 1943-
1945"

» Franz Kurowski: "Das Tor zur Festung Europa”

» Fritz Hahn: "Waffen und Geheimwaffen des
deutschen Heeres 1933-1945"

» George F. Nafziger: "The German Order of Battle"

Home oF Assautt GAmes

Our website provides a wealth of resourc-
es including: PDF of game rules, errata and
game related downloadable content for our
games, information about ongoing and new
projects.

Finally, you access to our web store from our homepage.

https://www.assault-games.com/

Vioeo Resources

Following the links below, you can find videos, (reviews,
unboxing, tutorials, etc.) about our games on YouTube.
Just type in the name of our games, or click on the numer-
ous links in the Reviews section of our
website. Assault Games also has its own
YouTube channel where we publish new
content about our games from time to time.

https://www.youtube.com/@assault-
games167/featured

TasLe Top SIMULATOR

The Table Top Simulator (TTS, available on Steam) is an
excellent gaming platform to play online either solitaire or
with your friends. E

You can find all the material necessary to
play several different scenarios. More con-
tent will be available for TTS in the future.
Have fun trying it out.

https://steamcommunity.com/sharedfiles/filede-
tails/?id=2944906460



https://www.assault-games.com/
https://www.youtube.com/@assaultgames167
https://www.youtube.com/@assaultgames167
https://steamcommunity.com/sharedfiles/filedetails/?id=2944906460
https://steamcommunity.com/sharedfiles/filedetails/?id=2944906460

Vassat Moouts Assautt Contact

We are working on a VASSAL module for Assault Sicily
43, but it is no currently available. In the
E E meantime, you can check out the VASSAL
module for Assault Red Horizon 41, which
is available for download on our website.

https://www.assault-games.com/pro-
biers-aus/vassal/

We will let you know when the Sicily Module is available.

Become Part oF THE CoMMUNITY

You can get information about our new and ongoing pro-
jects at numerous locations the across the
web.

The Assault Sicily 43 BoardgameGeek is a
key resource.

There you find videos, reviews and down- E :
loadable files. In addition, you can discuss

the game, ask us questions or share your ideas in the
various forums.

Here you will get help from us and also from other Assault
System players. We actively participate in the forums and
love to hear your feedback so that we can continue to
improve the Assault System.

https://boardgamegeek.com/boardgame/376753/as-
sault-sicily-43

Assautt Games Sociat Meoia

To keep up to date with our ideas and publications, we

recommend you follow us on Twitter, Face-
E E book or Instagram. The following codes will
help you to connect.

https://twitter.com/AssaultGames1

com

https://www.instagram.com/assault.
games/

We would be delighted if you would join us
E E on our further journeys.

We thank you for your support.

e rlored Division mobile Artillery

y e

Aoorionat Prooucts

Axeng uoryeasdn oy Anp I ’

Are there any further questions or hints? Contact us by

email at: info@assault-games.com Eﬁ!m
| -

[=]7

AssauLt EASTERN FRONT SERIES

Assault Red Horizon 41 was the first of our games to be
published in 2021 after a suc-
cessful crowdfunding cam-
paign. This box is the basis
for the Eastern Front series,
which we will continue to de-
velop and publish new con-
tent in the future.

In Red Horizon 41 you play
tactical battles which occur
at the beginning of Operation
Barbarossa. The game also
includes is a dynamic cam-
paign,
“Crossing
The Narew”, where you take the role
of a company commander playing
through several scenarios.

In the works is a new, larger campaign
expansion for Red Horizon 41. In it, !
the Eastern Front series rules will be
updated to version 2.0 and will include }
all necessary game material take ad-
vantage of the update.

Assault Games is a German publisher that is run as a
hobby (not our day jobs). It is
important for us to say thank
you.

That's why | have created a
Units & Artwork book for a,
just as | did for Red Horizon
41.

TINTTS AND ART

BY INORID £

In this book you will find all the
pictures that my two artists In-
grid and Michael created for
the project.

In addition, the book con-
tains historical facts about
the various units and useful information for tactical use
in the game. The revenues for the book will go in part to
Ingrid and Michael as a tribute.
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https://www.assault-games.com/probiers-aus/vassal/
https://www.assault-games.com/probiers-aus/vassal/
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Command Card Deck 11
Draw deck 11
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port 38
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Damage From Terrain 22
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Defence Against TAS 40

Defense dice 7, 28
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Dug In 21, 31
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Defense unit 32

Delayed action 17, 46

Detachment 22

Dice Rolls 28

Digging In 21, 47

Direct fire 7, 25
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Double success 28

Dug-In 46
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Elevation 17, 26
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Hardened 7
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Facing 22
Fallback 28, 47
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Half-strength 7, 46
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Hex vertex 8, 11, 22
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Immobile Artillery 24
Immobilised 22, 46
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Infantry Specific Rules 6
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Maximum range 7
Mechanized movement 16
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APM 20
ATM 20
Dummy 20
Leaving the Minefield 21
Minefield marker 9, 20

Modifications can also occur as a result
of playing command 29

Module code 7

Move and fire 25

Move & fire 47

Movement 16

Movement allowance 16

Movement forward and backwards 22
Movement type 7, 16

Moving and Firing 16

N

Normal Action 46
Normal Movement 16

0

OAS Bombardment 44

Objective Hexes 21

Off-Board Artillery Support (OAS) 42
Optional rules 6

Command Cards 8
Card Deck 11
Close Combat 32
Drawing Cards 12
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Play a Card 15
Ranged Fire 25, 30
Command Points 7, 8
Assigning Points 12
Close Combat 32
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TAJ/OAS Cards 9
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Overrunning Artillery Units 22
P

Passing 15
Points value 6, 7
Pressure marker 9

R

Ranged fire modification 27
Range Factor 25

Range in hexes 7

Reaction fire 15, 18

Rear 30

Reinforcements 10, 11, 13
Request OAS 42

Request TAS 39

Resolving Combat 28

S

Scenario Map Tiles 8
Secondary terrain

Barbed Wire 19

Bunker 20

Fortifications 18, 19, 33

Gun Position 20

Main roads 17

Narrow roads 17

Obstacles 18, 19

Pillbox 20

Roads 17

Sandbag position 20

Sneaky Trails 17, 18

Steep Slopes 19

Stone Walls 19

Tank Barricades 20

Trails 17

Tree alleys 18

Tree Alleys 17

Trenches 20

Urban Alleys 18
Select Formation Cards 10
Sequence of Play 12
Shared Formation Cards 10
Smoke 14, 25, 26

Firing Smoke 14
Smoke Screen 43
Special Abilities 7, 15, 29
Spotting 27

Automatic Direct Fire Spotting 27

Direct Fire Spotting 27

Spotting for Indirect Fire 14
Stacking limit 11, 16, 21, 32
Status Markers 7, 46
Strength points 7
Strongest symbol 29
Suppression 28, 34

Suppressed 47
Suppressive Fire 43

T

Tactical Air and Artillery Support 9
Tactical Air Support (TAS) 39
Tank Riders 31

TAJOAS 9, 39

TA/OAS Cards 9

Target 7

Terrain chart 17

Terrain Damage Markers 9
Terrain Defense 30

Terrain Movement Costs 16
Terrain type 16

Track movement 16
Transport Capacity 23
Transporting Units 23
Troop Status Board 9
Turret firing 25, 47

v

Unarmored units 26
Unit Cards 6
Base movement 7
Faction symbol 7
Unit class 7
Unit name 7
Unit Counters 7
Unit Placement 11
Unloading Immobile Artillery 24
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Vehicle Specific Rules 7

Arc Of Fire 27

Areas Of Impact 30

Armored And Unarmored Vehicles 6

Close Combat 32
Area Of Attack 34
Emergency Disembark 34

Immobilized vehicles 28, 33

Move & Fire 24

Placement 11

Unarmored vehicles 28

Vehicle Specific Movement 22
Barbed Wire 19
Damage from Terrain 22
Fast Movement 16
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Hide Action & Ambush 24
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Stone Walls 19
Transporting Units 23
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Author & Design: Wolfgang Klein
i Design & Lead Tester: Erich Rankl
— Rules Development: Wolfgang Klein, Erich Rankl
Artwork: Ingrid & Michael Grillenberger
Testing: Robert Ellis, Erich Rankl, Wolfgang Klein
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