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 DRAWN INITIATIVE

1] Tight Corner: Both players discard one randomly-selected activation card
from their hand.

Mine: Next time each player moves one of their units, roll a d6. On a
success, a mine explodes. Roll a d8. On a success, an infantry team takes 1
casualty and 1 Stress token. If it's a vehicle, make a roll to destroy it with an
AT factor of D.

H push Forwards!: Starting with a randomly determined player, both players
roll a d8. On a success, they can choose one deactivated friendly unit and
resolve an advance action with them.

B 0ne More Push!: Each player rolls a d8. On a success, they choose a unit
and regain 1 of its actions for the turn (i.e. a green token is removed, or a
red token is turned to show its green face).

H Low on Ammunition: Starting with a randomly determined player, each
player rolls a d8. On a success, they can choose an enemy infantry team.
That team suffers 2 burns to its fire actions until the end of the turn.

B Message Received: Each player rolls a d6. On a success, they randomly
select a card from their discard pile and return it to their hand. Then, they
discard one of the cards in their hand.

ﬂSniper: Randomly choose one infantry team from each player’s force. Roll a
d12 for each team. On a success, the target unit takes 1 Stress and makes a
defence roll with 1d6. If they don’t get a success on their defence roll, they
suffer 1 casualty and take 1additional Stress.

M stroke of Luck: Each player draws a Bonus card.

mStray Soldier: Each player rolls 5d6, and whoever gets more successes can
add one figure to the infantry team of their choice. If both players get the
same number of successes, nothing happens.

ESpotted: Both players roll 5d6, and whoever gets the most successes can
place a Fire marker on the enemy unit of their choice. This makes them
easier to spot.

BB 4ir Attack!: Each player rolls 5d6. The player with the fewest successes
randomly selects one of their units to be attacked by an aeroplane. Resolve
a fire action against this unit as though it had been targeted by an HMG
(page 46).

A Drizze: Until the end of the turn, spotting takes a -1 column penalty to the
left, and all shooting suffers 1burn.

ARMOURY |

BICK

Pistol (PST) 1d6 - 1d6
Submachine Gun (SMG) L 1d8 G 1d8 RE?EREH?E
Rifle (R) 2L 1d6 G 1d6 n ,
Assault Rifle (AR) 2L 1d6 / 1d8 G 1d8 E}@EEF
Automatic Rifle (BAR) 2L 2d8 G 2d6 .
Sniper Rifle (SNIPER) 0 d12+ G 1d6
Light Machine Gun (LMG) 3L 4d6 G 2d6
Knee Mortar/Grenade Launcher (KM) 2L 1d8 G 1d6
Anti-tank rifle ATR 2L - C -
Reloadable Portable Anti-Tank Weapon (ATW) 2L - C -
Consumable Portable Anti-Tank Weapon (ATC) L - D -
Flamethrower (FT) M 4d12 D 4d12
Medium Machine Gun (MMG) 0 4d8 G 2d8
Heavy Machine Gun (HMG) g 3d12 F 2d8
Autocannon (ACN) ) 1d12 E -
Heavy Autocannon (ACN (H)) &g 2d12 D -
Anti-Tank Gun, Ultra-Light (ATG (UL)) ey - E -
Anti-Tank Gun, Light (ATG (L)) 0 4d6 5 D -
Anti-Tank Gun, Medium (ATG (M)) g 4d8 5 © -
At Gun, Heavy (ATG (H)) o 4d8 i B -
At Gun, Super-Heavy (ATG (SH)) © 4d12 M A -
Light Mortar (MO. (L))/ Light Howitzer (LH) >M/ 4d6 5 E -
Mortier Moyen (MO. (M)) / Medium Howitzer (MH) | >M / 4d8 5 E -
Heavy Howitzer (HH) >M /o 4d12 M D -
. Effect on Movement

Tyne Cover  Height Teams 0 (B‘ &
Tall grass, tilled fields Area Light Low - 3R 3R 2R
Rocky ground Area Light Low - 2R 2R 2R
Woods, fields, orchards Area Light High - 2R 2R 2R
Marshes Area Heavy Low No Running Impassable Impassable Impassable
Forests, jungles Area Heavy High No Running Impassable Impassable Impassable
Ruins Area Heavy High No Running Impassable Impassable Impassable
Wooden barriers Obstacle Light Low No Running 2R 2R 2R
Haystacks Obstacle Light Low No Running | 2R (Breakdown) | 2R (Breakdown) 2R
Low walls, embankments, barricades | Obstacle Heavy Low No Running Impassable Impassable 2R
Bocage* Obstacle Heavy High Vaultable Impassable Impassable 1R (Breakdown)
Walls, palisades Obstacle - High Vaultable Impassable Impassable 1R (Breakdown)

*Bocages: see rules on page 61.



