TERRAIN CHART V3.0 (9.4-9.6)
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Movement costs for infantry  Terrain hex elevation level:
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vehicles and tracked vehicles
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LOS is blocked
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Terrain defense bonus
for infantry & artillery.
Vehicles always get
the weakest die (For
exceptions, see terrain

types)
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TERRAIN CHART V3.0

FORTIFICATIONS (9.5.7)

Flank Additional movement costs for
f entering this hex:
0 points for infantry or artillery
Req‘ units
Front 11 for tracked and +1+1 =+2 for
wheeled vehicles

dditional terrain defense:
Units (only allowed unit
types) get these dice plus the
strongest die of the hex terrain
in which this fortification is.

Rear Front

Flank Allowed unit types:

This fortification can only be

» Flanking attacks: -1 defense used by infantry and artillery

die (weakest)
» Rear attacks: -1 defense die

(strongest) T"e“Ch. .
» Attacks from above: no When firing
defense dice from terrain hex through its Flank,
the unit in the
trench loses its
weakest attack
die.
Sandbag Positions -
Flanking attacks Gun Position
have no effect
on the additional
defense dice.
. Bunker
Pillbox When attacked
Flanking attacks with OAS ignore
have no effect the loss of the
on the additional weakest defense
defense dice. die.

OBST

CLES (9.5.8)

Tank Barricades
Clear LOS

Steep Slopes

Barbed Wire Stone Wall
Clear LOS )] §
<03 |

Clear LOS

Smoke is hindering
LOS. From three
markers onwards, the
LOS is blocked

The smoke spreads
and impacts the LOS

up to two elevation
levels s

H0/L50
@ o
A

No impact on
movement costs
Smoke marker, —— sw—
Maximum of 4 per
hex

1 blue terrain
defense if there are
smoke markers in the
hex
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MINEFIELDS (9.59)

Hidden side: Minefield marker

0 q D6 Base D6 RO D6 RO
Infantry 5+ Scout +1
O{ewilggy / 6+ Mine Detection +2

Unhidden Minefield +1
Command Card Effect +Effect
Fallback Action -1

Unit Minefield Units
Inside the Attack Defense
Minefield Dice
Infantry /

Artille¥y D . .
Vehicle . .

Result Effection Effect on
of Infantry / Vehicles
Attack Artillery
1Damage and| *Chapter 10.8.1
'gg'v‘ LDl Immobilzed* | should be taken
@ 1 Damage and into account. For
1 Damage . double success
Immobilzed | reqyits only the
strongest symbol
X Suppressed Suppressed Boiinte

WRECKS (9.5.8.5)

Front-Side

Movement into the
hex is not possible for
infantry and artillery
units. Vehicles
movement costs of +0

Place 2 smoke
markers on the hex

No movement

Front-Side 1ox
restrictions

Infantry terrain
defense bonus +1 blue
die

Back-Side

e
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CLOSE COMBAT (11.0)

1. Initial Close Combat Round Only - Apply unique modifiers (I)

o

Both players roll simultaneously
1. Assaulting unit: attack and defense rolls

2. Defending unit: attack and defense rolls

Assign damage simultaneously
Check if either unit withdraws (attacker decides first, 11.5.6.1)
Check if combat ends (elimination or fallback, 11.5.6.2)

If both units remain, remove status markers and repeat from
step 2

Apply these general modifiers (G) in each close combat round.

o g~ W

Note: Apply these initial modifiers (I) only in the initial close
combat round. (I) modifications may supersede (G) modifications.

Modifications are cumulative.

e (G) Half-strength: only half success symbols count for attack
results

(G) Experience: hardened, veteran, and elite units gain 1 blue
@ defense die (4.3.2)

(G) ! Enemy command cards may affect cc

(G) Special abilities on unit cards

(G) CC Support unit: allows one attack or defense die per
round

(G) @ Vehicles attacks vs infantry: only the strongest
symbol counts; no double success

(G) @ Infantry vs vehicle: infantry hits weakest defense

Both player take their attack dice (distance 0=close combat) listed
on the unit card.

Check for modifiers:

Assaulting unit:
e (I) Marked with -1 attack die: lose weakest attack die

e (I) Crossing obstacles (e.g., barbed wire, stone walls): lose
weakest attack die

e (I) Defender is outflanked: gain one re-roll. ol /mmobilised
vehicles are always outflanked.

Defending unit:
e (I) Defending unit is suppressed, it cannot attack in the initial
round of close combat.

e () Marked with -1 attack die: lose weakest attack die
e (I) Activated: Only half success symbols count.

e (I) Activated & half-strength: lose weakest attack die
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Both player take their defense dice listed on the unit card (4.2).
Check for modifiers:

Assaulting unit:
e (I) Terrain defense bonus: Weakest defense die of terrain hex

e (I) Marked with fast action: lose weakest defense die

e (G) Terrain defense bonus: both units receive the strongest
defense die from the hex terrain or fortification, whichever is
stronger

o (G) @ Vehicle vs vehicle: subsequent cc rounds:
frontal armour (after initial round), no terrain defense
bonus

Defending unit:

e (I) Fortifications: add one defense die depending on the area
of attack (front, flank, rear; see 9.6.4 - flanking attacks)

o (1) @ Vehicle vs vehicle: defense dice depend on area
of attack (front, flank, rear, top), no terrain defense bonus

e (I) Activated: only half success symbols count

e (G) Terrain defense bonus: both units receive the strongest
defense die from the hex terrain or fortification, whichever is
stronger

o (G) @ Vehicle vs vehicle: subsequent cc rounds:
frontal armour (after initial round), no terrain defense
bonus

ASSIGNING DAMAGE (11.5.4)

.5@# Critical Hits: After applying all damage/suppression:

e Each uncancelled critical hit: flip to half-strength
e [f already half-strength: unit is eliminated

e Two critical hits: eliminates full-strength unit

Damage Points:

e Apply damage markers only if damage exceeds counter's
indicator

e |f damage exceeds unit strength: eliminate the unit

X Suppression:

e At least one uncancelled suppression (including adrenaline
rush 11.5..) unit is suppressed

e Suppressed units in close combat must fall back and receive
a fallback status marker (13.3)
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