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Introduction:

This Line-Of-Sight (LOS) collection is designed to help you better understand the LOS rules in the Assault
System and deepen your knowledge of them. It is recommended that you have read the v2.0 rulebook

carefully beforehand.

If you have any questions about other LOS situations or rules, you are welcome to post a message in our

forum. We will update this slides:
Click for BGG-Website
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General Rules
Information

IMPORTANT: If units are utilising the roads as per

MR 9.6.3 Roads and Trails the LOS changes if it can
be drawn along the road.
Situation Report:

US Player announces that he wants to utilise the

. =
Description about the road o shift his Rifles 43 fast forward. Ks
. . GE Sniper in single-storey building wants to use [ :

LOS situation reaction fire (interrupt the US player) at Rifles 431 I gsce® ' ms“momm :
utilising the roads via a fast action to move quick ; . :
forward. 1 : {

Range is 3 hexes : :
The LOS is hindered because it passes overa 1 | f 1
. R 1 evation1 | '
single-storey building. Due to the rules for roads | b - e ?‘) e
and trails, Rifles 43 uses the road and not the 1 It H H !
1 ' ! ! Single-Storey Y

path over the building. In this case, the LOS can Building

L 2

be followed along the road and the multi-storey 1
building does not block the LOS. It is ignored

Urban Alley ' Urban Alley
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File Version 1.0, 2024/09/20

LOS
modifications

SOUND
of DRUMS
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Situation Report:

GE Sniper in olive grove wants to fire at Rifles 43
LOS is traced from hex-center to hex center

*  Range is 3 hexes

. LOS is clear

i PRSP

Elevation O

—_———) e e e - = -

Narrow Road Clear
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Situation Report:

*  GE Sniper in vine grove wants to fire at Rifles 43

*  Range is 3 hexes

* LOS is hindered because traced via single-storey

building. Building gives the defender +1 yellow

defense die. Olive grove is no hindrance because

R ————

of elevation O

Elevation 1
L e e
| : ' Hill Level 1
1 1 |
! ; || Single-Storey
X , \ Building
I | 1

Elevation0 |} Clear Olive Grove ; Urban Alley
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Important: In general, terrain with LOS relevant elevation of 0, even if it has a
LOS modification (hindering), has NO influence on the LOS if it is measured via
elevation differences!

[« NI WE LOVE HEX-N COUNTER GAMES!

IMPORTANT: Buildings are separated in LOS

relevant elevation impact and elevation for units which

are in buildings % 5

Situation Report:

. GE Sniper in multi-storey building. The building Elevation 2

itself has a LOS relevant elevation of 2. Infantry Single-Storey

rpr—y— A R S BRI e

R R =
R e e e e e  — I — — — — S

I [
1 1
1 1
1 1
1 1
1 1
I 1
. : . ) T . I Building I
units placed in this multi-storey building gain +1 ! :
Elevation1l | !
1 1
. . o 3. © o Fo — = amE === === == —m— = —mp == == —im = = o — e e B R LR e
elevation. So this GE Sniper unit is considered at : ;
1 1
) : = ' | Multi-Storey
| 1
elevation 1 if they are firing. | | Building
I I
. chge is 3 hexes Elevation0 |} Clear i Narrow Road Vine Grove | Clear
 1OSisclear
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IMPORTANT: Buildings are separated in LOS

relevant elevation impact and elevation for units which

are in buildings

Situation Report:

: R i gRED i E
*  GE Sniper in single-storey building. The building : © wos O osWtD l :
| a i | e
itself has a LOS relevant elevation of 1. Infantry Elevation2 | e L-______-L ___________ !
units placed in this multi-storey building gain O E | | [ uttistorey | i
= . = — 3 | | : Building | :
elevation. So this GE Sniper unit is considered at ! ! ! o ! !
Elevation 1 : : ! ! !
elevation 1 if they are firing. Yy U et o { Hill Level1 i
*  Rangeis 3 hexes | T | |
« LOS is hindered because of the multi-storey Elevation0 [y Narrow Road ; Olive Grove Clear |,

®
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Important: In general, terrain with LOS relevant elevation of 0, even if it has a
LOS modification (hindering), has NO influence on the LOS if it is measured via
elevation differences!

Rifles 43 Sniper 43

B | e e

1
1
1
1
1
I
1
1
1
1
1
1
Elevation 2 :
________________________ e e e e e e e e
Hill Level 2 i
\ | Multi-Storey
: Building
Elevation 1 E
___________________________________ L
Hill Level 1 : : : Hill Level 1
1 1 1
Single-Storey ! . :
Building ! i !
1 1
Elevation O Clear . Clear i Olive Grove | Clear

Situation Report: GE Sniper in single-storey building on a hill level 1. The building itself has a LOS relevant
elevation of 1. Infantry units placed in this multi-storey building gain O elevation. So this GE Sniper unit is considered
at elevation 1 if they are firing. Range is 7 hexes/iIE@&irs hindergebBecause of the multi-storey building. O
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Sniper 43

4 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

R R EAR :

1 1 1 1

Elevation 2 : : i i
——————————— R e e e R e e L R e R N N T B | e e e e e N [

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

1 1 1 1

Elevation 1 | : ! :
___________ ) B e ' [l e e 1

Hill Level 1 : : : :

1 1 1 1

Single-Storey ! : ! Multi-Storey ||

Building ! : | Building :

1 1 1 1

Elevation 0 Clear : Clear | Olive Grove | Clear :

Situation Report: GE Sniper in multi-storey building. Infantry units placed in this multi-storey building gain +1

elevation. So this GE Sniper unit is considered at elevation 1 if they are firing. Range is 5 hexes. LOS is hindered

because of the brush on the level 1 hill. File Version 1.0, 2024/09/20 g:= = SOUNTY




1 1
1 1
1 1
| 1
1 1
1 |
I I
1 1
| 1
1 1
Elevation 2 Clear ! !
" S e :
! Hill Level 2 ! !
5 Ly l |
1 ®e o 1 1
: Rifles 43 : :
|
Elevation 1 E ! E
a 1
; Hill Level 1 : !
1 | |
! I Single-Storey : [
| : Building ! :
1 I 1 |
Elevation O X : Clear Clear i Olive Grove |

Situation Report: GE Sniper in olive grove on elevation 0. Range is 4 hexes. LOS is blocked because of the hill

level 1 in between the LOS to the Rifles 43 on the second line hill elevation 1.

= - SOUND
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Situation Report:
*  GE Sniper in clear terrain on level O.

*  Rifles 43 are on a level 2 hill in rocky terrain.

*  Range is 3 hexes ! : E
*  LOS is blocked because of the the heavy forest E | |
Elevation 2 : : ;

which has a LOS relevant elevation of 1. As this R ~ ~ — e — — b -~ === === - e s
heavy forest is on a hex with hill level 1 this hex ! ! i

has a elevation of 2 and LOS has to be drawn Elevation1 | 1 : |
’rhrough i i I-|i;I-LeveI 1 -:r
Elevation O i i
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Important: In general, terrain with LOS relevant elevation of 0, even if it has a
LOS modification (hindering), has NO influence on the LOS if it is measured via
elevation differences!

we,au‘»"“ WE LOVE HEX-N COUNTER GAMES!

Situation Report:

2 ) ) Terrain & Unit
*  GE Sniper in clear terrain on level O. Elevation 3

. Rifles 43 are on a level 2 hill in clear terrain. e

*  Range is 3 hexes Terrain & Unit
Elevation 2

*  LOS is hindered because of the the light forest which

has a LOS relevant elevation of 1 AND the single Hill Level 2

Terrain & Unit
smoke marker in that rocky terrain on a hill level 1. Elevation 1

——— - el et B

The rocky has no LOS relevant, so the LOS runs over e
| eve

it and is not hindered by this terrain. Each smoke Terrain & Unit
Elevation O

marker is ONE LOS relevant hindrance with the

elevation of 2 levels. So this LOS is hindered by two

features: one smoke marker and the light forest.

- . SOUND
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Important: In general, terrain with LOS relevant elevation of 0, even if it has a

X
we&‘ﬁea WE LOVE HEX-N COUNTER GAMES! LOS modification (hindering), has NO influence on the LOS if it is measured via
gt elevation differences!

IMPORTANT: Keep in mind that a LOS is hindered up to

two (2) hindering terrain inside LOS. If there is a 3rd s
hindering terrain the LOS is considered blocked (MR: Checking
LOS 10.3)
. . Elevation 3
Situation Report:
. GE Sniper in clear terrain on level O.
. Rifles 43 are on a level 2 hill in clear terrain.
Elevation 2
. Range is 3 hexes
. LOS is blocked because of the the light forest which
has a LOS relevant elevation of 1 AND the 2 smoke e
markers in that rocky terrain on a hill level 1. Each
smoke marker is ONE LOS relevant hindrance with the
elevation of 2 levels. So this LOS is blocked by two Elevation 0
features: two smoke markers and the light forest.
File Version 1.0, 2024/09/20 12 SOUND
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Situation Report:

4= y | i Sniper 43
Rifles 43 :

*  GE Sniper in rocky terrain wants to

fire ot Rifles 43

*  LOS is traced through the light

forest (hindering), clear and brush

1

|
@)

1

|

|

—_—— el — e e e e = - -

(hindering) terrain hexes.

L e e = — = ==

*  Range is 4 hexes

 LOS is hindered due to two (2)

Elevation 1 Brush

hindering terrain inside the LOS

Hill Level 1

track. Elevation 0

@

SOUND
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Situation Report:
*  GE Sniper in clear terrain wants to fire at Rifles 43
*  LOS is traced over the heavy forest (no influence),

*  Range is 2 hexes

. LOS is clear

164 i d
Rifles 43

U7

Elevation 2

Hill Level 2

Elevation 1

Elevation O
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IMPORTANIT: If units are utilising the roads as per

MR 9.6.3 Roads and Trails the LOS changes if it can
be drawn along the road.

Situation Report:

US Player announces that he wants to utilise the
road to shift his Rifles 43 fast forward.

GE Sniper in single-storey building wants to use

reaction fire (interrupt the US player) at Rifles 43

E 05 CLEAR : \05 \'\\NDERE :' E
utilising the roads via a fast action to move quick | 'I 'I |
forward. E ! | |

*  Range is 3 hexes | 'l 'l :
*  The LOS is hindered because it passes over a vt : ! : :
evation 1 L ! ! !

single-storey building. Due to the rules for roads r- -y A oo ----oo- n----—paas=-- = ===

and trails, Rifles 43 uses the road and not the : i ! :

— i ! i Single-Storey || :

path over the building. In this case, the LOS can : ' Building ! !

be followed along the road and the multi-storey Elevation0 || UrbanAlley || UrbanAlley | UrbanAlley | UrbanAlley |

building does not block the LOS. It is ignored

®
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Situation Report:

*  US Player announces that he wants to not utilise
the road to shift his Rifles 43 fast forward. Instead
he wants to move his Rifles 43 save into that large
building.

*  GE Sniper in single-storey building wants to use

reaction fire (interrupt the US player) at Rifles 43.
*  Range is 3 hexes

*  The LOS is blocked because it passes over a
single-storey building to that large building which

blocks. ;

*  Due to the rule for Roads and Trails, the Rifles 43 Elovation 1 |
now use the movement over the large building. r N == =

This makes them slower but also better protected, | : E

as they seek maximum cover in the buildings. : Large Building : :
Elevation 0 i Urban Alley Urban Alley |: Urban Alley | Urban Alley i

®

- . SOUND
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Situation Report:

*  US Player announces that he
wants to move his Rifles 43 via the
main road into the next single-
storey building.

*  GE Sniper in single-storey building
wants to use reaction fire
(interrupt the US player) at Rifles

1 1 | ?‘v | :
1 1 1 1 1 1
1 1 1 1 1 1
1 1 1 1 1 1
: : : i | :
43. | : ; o | o | :
. | 1 \ 1
. Range is 3 hexes l ! ' 05 WINDER Y HINDE | :
1
. . . 1 I 1 1 1 1
The LOS is hindered because it et EEEEEEEEEEE S R e N !
- 1 | 1 1 1
passes over two (2] single-storey i : : : £ !
i 1 1 1 1 A
buildings. | | ; : : § @ | !
1 1 1 1 e 1
. Due to the rule for roads and Elevation1 | ! : » : l l a :
e e e I e — L o = 1 R 1
trails, the GE sniper cannot trace ! k 2l 1 = ]
1 1 1 1 1 1
. : ;
his LOS along the road as it runs | Multi-storey ! | ) Single-Storey ! i
1
inﬂuences Of Single_sforey Elevation O i Clear i Main Road \ Urban Alley i\ UrbanAlley | Clear
buildings must therefore be taken
into account.

File Version 1.0, 2024/09/20
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Situation Report: Vé g

*  GE Sniper in the L s
multi-storey building ' %
wants to fire at Rifles - ‘)’]/
in a single-storey '
building.

*  Range is 5 hexes

 LOS is hindered
because traced
through two (2)
single-storey
buildings which
have a LOS relevant
elevation of 1.

Elevation 2

Elevation 1

Single-Storey

1 1

| i

: : Multi-Storey
Building : Building :

: l

[} 1

Building

Elevation O

Clear

Clear

. Narrow Road Clear Clear

= . SOUND
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Situation Report:

*  GE Sniper in the large Aies 3.
building wants to fire _ |
at Rifles in a single- b,
storey building.

*  Range is 5 hexes
. LOS is blocked
because traced to an

. Elevation 2
adjacent large

1
1
1
1
1
1
1
1
1
1
1
1
d s
1 1 1
building hex which l | |
1
has a LOS | | 'l
modification . : l l
Elevation 1 1 : ! |
blocked” i . - 1 T
" 1 1 1 1 1 1 1
1 1 1 1 1 1 1
1 1 1 1 1 1 1
: Multi-Storey ! I Single-Storey || : | :
[ Building ! LightForest ' Building ! ! Large Building [
1 1 1 I 1 1
Elevation O : Clear : : Clear ! MainRoad | Clear :
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Situation Report: ) 4
*  GE Sniper in the multi- -
storey building wants % W .
to fire at Rifles in a 3 Y
single-storey building. |
*  Range is 4 hexes
* LOS is clear because
traced over a single-
storey building and a Flevation 2
light forest with LOS

relevant elevation of

1.

Sniper 43

—m e e = ===

Elevation 1

el - - — - 2 - =k - = = = — =T

1

1

1

1

A\l
(@)
o
)
-
(@]
7))
(@)
T

)

J-Pp-—-=-=-=-=-=-=--r

Multi-Storey
Building

Light Forest Building

1
Large Building

Elevation O Covered Trail

Clear Main Road

1
1
|
1
I Single-Storey
|
I
1
|

Clear
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THANKS FOR YOUR SUPPORT!

DON’T MISS NEWS!

Subscribe Our Newsletter:
www.assault-games.com

Or Follow Us:
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