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Any simple action can be used
must always be carried out as |
the reaction blocks or makes it ii
reactions is determined by the pl
nario NPCs may react with the
phase.

Action Phase Procedure
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on.
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fense: Eve

¢ dice neg: 3. The passive player anno

the units/models. All moc
. 3 » react, those not in retrea
lity and : ced after the action is ani

of view: 18 ‘ ne of sight: "True
f sight". Me from the center of the
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A 5. The reactions are checkec

4. The acting and reacting
marked with markers.
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Game Start: Determine the scenario and missi- 7. The action is checked (ra
ns; set up and deploy as described in the scena- ;

; 8. The action is carried o -.
2. Round Start: 1d6 + highest morale value; the win-
ecides who starts (unless the scenario spe

4. Round End: Remove status tokens. — - T,
: : 2. The passive player announces their reactions.
5. NPC Phase: Actions of active NPCs. Each player

moves up to 2 NPCs alternately, one at a time. 3. Check/determine ranges.
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1. Roll the number of moral -:‘

2. Pass: at least as many di
point loss present ‘

3. Otherwise: carry out a fl¢
diately. This action is free

If the model is fleeing, no reacti

NPC Phase

Reactions can still be used in t( }

1. Scenario NPCs: are hand
nario.

& 2. Passive NPCs: Up to 21
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» Attack: only active NPC
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7. Remove casualties

8. Determine combat result (for morale)




