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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive / Defensive Off Map Unit MovementOffensive / Defensive Off Map Unit Movement

Off Map UnitOff Map Unit
MovementMovement

Move 2 AFV Move 2 AFV 
together onto together onto 

scenario entry scenario entry 
closest to VO closest to VO 

and thenand then
towards VOtowards VO

Off map AFVs?Off map AFVs?

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

One AFV enter One AFV enter 
Map onto Map onto 

scenario entryscenario entry
closest to VOclosest to VO

Transports andTransports and
transportabletransportable

troops?troops?

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

Assault Assault 
movementmovement

bring into Rangebring into Range
of PU AFV or of PU AFV or 

WT?WT?

Move towards Move towards 
closest PU AFV closest PU AFV 

then VOthen VO

Enter Map oneEnter Map one
transport with transport with 
MMC with SW MMC with SW 
before WT onto before WT onto 
scenario entryscenario entry

towards VO.towards VO.

Assault Move Assault Move 
towards VO towards VO 

into LOS and into LOS and 
Range of PURange of PU

Enter one WT beforeEnter one WT before
MMC with SMC andMMC with SMC and
SW. If no SW then 2SW. If no SW then 2

MMC and SMC enterMMC and SMC enter
before one MMC andbefore one MMC and
SMC before one MMCSMC before one MMC

Note: Soviet MMCs will accompany an AFV as a rider.

Card 01Card 01

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

Enter Map max Enter Map max 
units with SW units with SW 
onto scenario onto scenario 
entry towards entry towards 

VO. MMCVO. MMC
before WT.before WT.
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LnLT SOlo 2.0LnLT SOlo 2.0 Offboard ArtilleryOffboard Artillery
Card 02Card 02

Offboard Offboard 
ArtilleryArtillery

Targets within 3 Targets within 3 
hexes of Target hexes of Target 

hexhex

Targets within 2 Targets within 2 
hexes of Target hexes of Target 

hexhex

Execute Execute 
Standard FireStandard Fire

MisionMision

Execute Loose Execute Loose 
Fire MissionFire Mission

Targets within Targets within 
1 hex of Target 1 hex of Target 

hexhex

Execute Execute 
ConcentratedConcentrated
Fire MissionFire Mission

Target hex to Target hex to 
cover most cover most 

PU with fire PU with fire 
mission and mission and 

conductconduct
spotting roundspotting round

Spotting round Spotting round 
off target?off target?

Spotting RoundSpotting Round
land within one land within one 
hex of target?hex of target?

Note: The player should use their best judgment to 
determine if the AEO would benefit from a line or 
walking barrage.
Note: Adjust spotting round to cover as many PU as 
possible.

Spotting RoundSpotting Round
land within one land within one 
hex of target?hex of target?

Move Spotting Move Spotting 
round towards round towards 

PU and FFEPU and FFE

Can spotting Can spotting 
round move and round move and 

cover a target cover a target 
PU?PU?

Cancel OBA Cancel OBA 
then Next then Next 

OrderOrder

Move Spotting Move Spotting 
round to cover round to cover 

as many PU as many PU 
targets as targets as 

possible andpossible and
FFEFFE

Place spotting Place spotting 
round to target round to target 
as many PUs as as many PUs as 

possiblepossible
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TO CARD O4TO CARD O4

LnLT SOlo 2.0LnLT SOlo 2.0
Execute Execute 

CounteractionsCounteractions
Offensive Offensive 
PosturePosture

Off Map units?Off Map units?

OBA or Mortar OBA or Mortar 
AttackAttack

available?available?

Sniper ActionSniper Action
available?available?

Available SMC Available SMC 
action (non-action (non-

leader)leader)

Move Off Map Move Off Map 
Units. See Off Units. See Off 

map movementmap movement
of units chartof units chart

Select Leader Select Leader 
within LOSwithin LOS
to most PUto most PU

Conduct OBA. Conduct OBA. 
See OBASee OBA
Artillery Artillery 
flowchartflowchart

Sniper Sniper 
Revealed?Revealed?

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

Sniper Sniper 
conducts a conducts a 

Rally check Rally check 
(2d6).(2d6).

Next Order on Next Order on 
CardCard

Rally check fail?Rally check fail?

Reveal Sniper Reveal Sniper 
and place in and place in 

LOS and range LOS and range 
of Target of Target 

Leader beforeLeader before
WT before AFV WT before AFV 

crew before crew before 
MMCMMC

Available Target Available Target 
PU?PU?

See SMC See SMC 
Action TableAction Table

Target Leader Target Leader 
before WT before WT 

before AFV before AFV 
crew before crew before 

MMCMMC

Note: Victory Objectives (VO) aside from map board 
hexes could also include map edges or enemy units.

offensive / Defensive Counteractionsoffensive / Defensive Counteractions
Card 03Card 03
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FROM CARD O3FROM CARD O3

LnLT SOlo 2.0LnLT SOlo 2.0

Leader SMC Leader SMC 
actionaction

available?available?

AFV in OverrunAFV in Overrun
range of eligiblerange of eligible

Target?Target?

Conduct an Conduct an 
Overrun atOverrun at

closest eligible closest eligible 
targettarget

AFV can fire?AFV can fire? WT can fire?WT can fire?
MMC or SMCMMC or SMC
with SW canwith SW can

fire?fire?

Fire Unit with most Fire Unit with most 
FP or OFT with FP or OFT with 

highest Penetration highest Penetration 
value at closest value at closest 

activatable PU before activatable PU before 
non-activatablenon-activatable

PUPU

Next OrderNext Order

offensive / Defensive Counteractionsoffensive / Defensive Counteractions
Card 04Card 04
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LnLT SOlo 2.0LnLT SOlo 2.0 Rally PhaseRally Phase
Card 05Card 05

Rally PhaseRally Phase

Dismantle Dismantle 
Weapon and go Weapon and go 
to next phaseto next phase

Conduct Rally Conduct Rally 
Checks for all Checks for all 
eligible unitseligible units

Combine any Combine any 
Half squadsHalf squads

SW with Tripods SW with Tripods 
on Map?on Map?

Go to Next Go to Next 
PhasePhase

Offensive Offensive 
Posture?Posture?

SW Dismantled?SW Dismantled?

In LOS and SWIn LOS and SW
Range of PU?Range of PU?

SW Dismantled?SW Dismantled?

Leave SW Leave SW 
assembled assembled 

and go to next and go to next 
phasephase

In LOS and SWIn LOS and SW
Range of PU?Range of PU?

In LOS and SWIn LOS and SW
Range of PU?Range of PU?

Leave SW Leave SW 
Assembled Assembled 

and go to next and go to next 
phasephase

Assemble Assemble 
Weapon and go Weapon and go 
to next phaseto next phase

Leave SW Leave SW 
Assembled Assembled 

and go to next and go to next 
phasephase

In LOS and SWIn LOS and SW
Range of PU?Range of PU?

In LOS and SW In LOS and SW 
Range of VO?Range of VO?

Leave SW Leave SW 
Dismantled Dismantled 

and go to next and go to next 
phasephase

Assemble Assemble 
Weapon andWeapon and

go to next go to next 
phasephase

Leave SW Leave SW 
DismantledDismantled

and go to next and go to next 
phasephase
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LnLT SOlo 2.0LnLT SOlo 2.0 Execute Victory ConditionsExecute Victory Conditions
Card 06Card 06

Execute VictoryExecute Victory
ConditionsConditions

PU closer to VOPU closer to VO
than AEO?than AEO?

Can an AEO AFVCan an AEO AFV
activate closestactivate closest

to VO?to VO?

Can an AEOCan an AEO
MMC(s) MMC(s) 
activateactivate

closest to VO?closest to VO?

Can an AEOCan an AEO
SMC activateSMC activate
closest to VO?closest to VO?

Next OrderNext Order

See SMC TableSee SMC Table

AFV closest toAFV closest to
VO within halfVO within half
Movement to Movement to 

VO?VO?

Within FP range Within FP range 
of PU closest to of PU closest to 

VO?VO?

AEO perform AEO perform 
AssaultAssault

movement?movement?

Move full Move full 
movement rate movement rate 

towards VO towards VO 
into VO he if into VO he if 

possiblepossible

Assault Move Assault Move 
towards VO, towards VO, 

conduct Attack conduct Attack 
on PU closest on PU closest 

to VOto VO

Max Move Max Move 
towards VO, towards VO, 

into VO if into VO if 
possible, Avoid possible, Avoid 
OF if possibleOF if possible

Assault eligible Assault eligible 
AEOs Move AEOs Move 
towards VO,towards VO,

conduct Attack conduct Attack 
on PUon PU

closest to VOclosest to VO

Note: Victory Objectives (VO) aside from 
map board hexes could also include map 
edges or enemy units.

Move closest Move closest 
eligible AEO eligible AEO 

into VO. If VO into VO. If VO 
is off map then is off map then 
move towardsmove towards

an adjacent an adjacent 
hex.hex.

Does AEO occupy Does AEO occupy 
VO?VO?
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LnLT SOlo 2.0LnLT SOlo 2.0 Fire ActionFire Action
Card 07Card 07

Fire ActionFire Action

Next OrderNext OrderAEO can conductAEO can conduct
Fire AttackFire Attack

AEO conductAEO conduct
Ordnance Ordnance 
attack?attack?

• The AEO will not conduct a fire attack if 
there is NO CHANCE of causing damage 
to the PU

• The AEO will always fire at a PU that 
has not performed an action over a PU 
that has

• The AEO will select an AFV as a target 
providing the crew is unbuttoned unless 
the FP of that AFV is 1 or less

Multiple eligibleMultiple eligible
PU in LOS andPU in LOS and

Range?Range?

Fire Ordnance Fire Ordnance 
at Targetat Target

PUPU

Additional Additional 
OrdnanceOrdnance
attacks?attacks?

Fire at:Fire at:
AFV before AFV before 

LoadedLoaded
Transport Transport 

before MMCbefore MMC

Fire at:Fire at:
Actionable Actionable 
AFV beforeAFV before
Actionable Actionable 

LoadedLoaded
Transport Transport 

beforebefore
Actionable Actionable 

MMCMMC

Multiple PUMultiple PU
targets intargets in

LOS and Range?LOS and Range?

Multiple eligibleMultiple eligible
AEO can fire?AEO can fire?

Group Fire at Group Fire at 
closest PUclosest PU

Multiple eligibleMultiple eligible
AEO can fire?AEO can fire?

PU can performPU can perform
action?action?

Group Fire at Group Fire at 
PUPU

Conduct Fire Conduct Fire 
attack atattack at

closest PUclosest PU

Fire one AEO Fire one AEO 
unit with unit with 

highest FP at highest FP at 
closest PUclosest PU

Fire one AEO Fire one AEO 
unit with unit with 

highest FP highest FP 
at closest at closest 

actionable PUactionable PU

ActionableActionable
PUs?PUs?

Fire AEO Fire AEO 
at closest at closest 

actionable PU actionable PU 
before non-before non-

actionable PUactionable PU
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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive / Defensive Posture Building or Cave MoveOffensive / Defensive Posture Building or Cave Move
Card 08Card 08

AEO In BuildingAEO In Building
MoveMove

Next OrderNext Order
Within FPWithin FP
range andrange and

LOS of VO?LOS of VO?

• The AEO will not conduct a fire attack if 
there is NO CHANCE of causing damage 
to the PU

• The AEO will always fire at a PU that 
has not performed an action over a PU 
that has

• The AEO will select an AFV as a target 
providing the crew is unbuttoned unless 
the FP of that AFV is 1 or less

Building haveBuilding have
2nd level or 2nd level or 

rooftoprooftop
access?access?

2nd lvl or Roof 2nd lvl or Roof 
access provide access provide 
LOS/FP Range LOS/FP Range 

to VO?to VO?

Move to higher Move to higher 
floor or rooftopfloor or rooftop

Move all AEO Move all AEO 
units towards units towards 
VO (Avoid OF VO (Avoid OF 

from PU iffrom PU if
possible)possible)

AEO in CaveAEO in Cave

Next OrderNext OrderPU closer toPU closer to
VO than AEO?VO than AEO?

Cave have tunnelCave have tunnel
connected?connected?

OppositeOpposite
Tunnel exit Tunnel exit 

closer tocloser to
VO?VO?

Use Tunnel Use Tunnel 
passage to passage to 

move towards move towards 
opposite exitopposite exit

Move all AEO Move all AEO 
units towards units towards 

VO (Avoid VO (Avoid 
OF from PU if OF from PU if 

possible)possible)

AEO in OffensiveAEO in Offensive
Posture?Posture?

Less than half Less than half 
game turns game turns 

remain?remain?
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LnLT SOlo 2.0LnLT SOlo 2.0 Defensive Posture MoveDefensive Posture Move
Card 09Card 09

Move BeginMove Begin
Defensive Defensive 

PosturePosture

Within FPWithin FP
range of VO?range of VO?

AEO Loaded inAEO Loaded in
Transports?Transports?

AEO loaded inAEO loaded in
transports?transports?

Clear LOS to VO?Clear LOS to VO?

Move all AEO Move all AEO 
units into LOS units into LOS 
of PU (+TM ifof PU (+TM if

possible) possible) 
before LOS tobefore LOS to

VOVO

Next OrderNext Order

Note: A Victory Objective VO may consist of an on map objective, a victory condition such as 
unit elimination or exiting of units off of a map edge
Note: AFVs will button if selected to move and their path will cause an FP OF against them. 
Units will unbutton if their movement does not enter an LOS path to PU

LOS to PU?LOS to PU?

Unload all Unload all 
units from units from 

transport and transport and 
move to +TM in move to +TM in 

LOS of VOLOS of VO

Move Move 
transports transports 
towards VOtowards VO
(Avoid OF (Avoid OF 
from PU if from PU if 

possible and possible and 
avoid bogging avoid bogging 

terrain) terrain) 

PU closer toPU closer to
VO then AEO?VO then AEO?

In LOS of Active In LOS of Active 
PU?PU?

LOS to PU?LOS to PU?

Move1/2 units Move1/2 units 
(total FP then (total FP then 

round up) round up) 
towards VO towards VO 

avoiding OF if avoiding OF if 
possiblepossible

Move all AEO Move all AEO 
units towards units towards 
VO (Avoid OF VO (Avoid OF 

from PU iffrom PU if
possible)possible)

Note: An Active PU is equivalent to Units 
that have already performed an action that 
turn and are not eligible to move or fire.
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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive Posture MoveOffensive Posture Move
Card 10Card 10

Move BeginMove Begin
Offensive Offensive 
PosturePosture

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

PU in LOS and PU in LOS and 
FP/ Ordnance FP/ Ordnance 

RangeRange

PU within 3 PU within 3 
hexeshexes

Move all AEO Move all AEO 
units towards units towards 
VO (Avoid OF VO (Avoid OF 

from PU iffrom PU if
possible)possible)

Note: A Victory Objective VO may consist of an on map objective, a victory condition such as 
unit elimination or exiting of units off of a map edge.
Note: AFVs will button if selected to move and their path will cause an FP OF against them. 
Units will unbutton if their movement does not enter an LOS path to PU.

Move all AEO Move all AEO 
in hex towards in hex towards 

VOVO

Note: If there are no available AEO units to 
perform an action then Units off map may 
perform a move action.
Note: An Active PU is equivalent to Units 
that have already performed an action that 
turn and are not eligible to move or fire.

Next OrderNext Order

PU can conductPU can conduct
OF that can OF that can 

impactimpact
AEO?AEO?

Move all Units Move all Units 
into LOS of PU.into LOS of PU.

Conduct Conduct 
Assaulting FireAssaulting Fire
and or Hit and and or Hit and 

Run withRun with
eligible troopseligible troops

Attempt to Attempt to 
move one MMC move one MMC 
before WT into before WT into 
LOS of PU. Use LOS of PU. Use 
Dynamic move Dynamic move 

if no +TMif no +TM
availableavailable

Note: See AFV Movement when an AFV is 
selected to move.
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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive  / Defensive Posture AFV MovementOffensive  / Defensive Posture AFV Movement
Card 11Card 11

Move BeginMove Begin
AFVAFV

Assault Move Assault Move 
then/or Move then/or Move 
into LOS and into LOS and 
range of PUrange of PU

Within 3 hexes Within 3 hexes 
of VO?of VO?

Note: No Activatable AEO units on map then Activate off map 
units. 
Note: An Active PU is equivalent to Units that have already 
performed an action that turn and are not eligible to move or fire.
Note: A Victory Objective VO may consist of an on map objective, 
a victory condition such as unit elimination or exiting of units off 
of a map edge.
Note: AFVs will button is selected to move and their path 
will cause an FP OF against them. Units will unbutton if their 
movement leaves them in a hex not in LOS of PU.

Within LOSWithin LOS
of VO?of VO?

Can AFV enter Can AFV enter 
VO terrain?VO terrain?

Assault Move (if Assault Move (if 
possible) into VO. possible) into VO. 
Coverd Arc facing Coverd Arc facing 
towards PU AFVs towards PU AFVs 
before/ then MMCbefore/ then MMC

Assault Move (if Assault Move (if 
possible) towards VO.possible) towards VO.

Covered Arc facing Covered Arc facing 
towards PU AFVs towards PU AFVs 
before/then MMCbefore/then MMC

Activatable PUActivatable PU
in Range?in Range?

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

PU AFVs on PU AFVs on 
map?map?

Next OrderNext Order

Full movement Full movement 
towardstowards

VOVO

Move into LOS Move into LOS 
and range of and range of 
AFV or WTAFV or WT
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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive / Defensive Off Map MovementOffensive / Defensive Off Map Movement
Card 12Card 12

Off Map Unit Off Map Unit 
MovementMovement

Offmap AFVs?Offmap AFVs?

Note: Soviet MMCs will accompany 
an AFV as a rider.

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

Transports and Transports and 
or MMC / WT?or MMC / WT?

Move 2 AFV Move 2 AFV 
together onto together onto 
map closest to map closest to 
VO and then VO and then 
towards VOtowards VO

One AFV enter One AFV enter 
Map closest to Map closest to 

VOVO

Assault Assault 
movement bring movement bring 
into Range of PU into Range of PU 

AFV or WT?AFV or WT?

Are there < halfAre there < half
game turnsgame turns
remaining?remaining?

Move towards Move towards 
closest PU AFV closest PU AFV 

then VOthen VO

Assault Move Assault Move 
towards VO towards VO 

into LOS and into LOS and 
Range of PURange of PU

Enter Map max units with Enter Map max units with 
SW onto map towards VO. SW onto map towards VO. 

MMC before WT. Enter MMC before WT. Enter 
map out of LOS closest to map out of LOS closest to 

VOVO

Enter Map one transport Enter Map one transport 
with MMC with SW before with MMC with SW before 
WT onto map towards VO.WT onto map towards VO.

Enter map out of LOS Enter map out of LOS 
closest to VOclosest to VO
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LnLT SOlo 2.0LnLT SOlo 2.0 Defensive Opportunity FireDefensive Opportunity Fire
Card 13Card 13

Defensive Defensive 
Posture Posture 

Opportunity FireOpportunity Fire
When PU spendsWhen PU spends
Action point in Action point in 

LOSLOS
of AEOof AEO

In FP and/orIn FP and/or
Ordnance RangeOrdnance Range

PU moving PU moving 
multiple units in multiple units in 

stack?stack?

Note: IF multiple AFVs or Vehicles are moving in a stack, target the unit where the most units 
are impacted. Example; If a Truck is transporting a MMC the attack would impact more units 
(Truck and MMC) than if truck traveling alone.
Note: AEO will not target empty trucks unless they can fulfill a VO condition unless all other PU 
have conducted an action.

No OP FireNo OP Fire
Fire any Fire any 

Ordnance atOrdnance at
AFVAFV

AFV or vehicle AFV or vehicle 
part of PU part of PU 

stack?stack?
AFV buttoned?AFV buttoned?

Fire Ordnance Fire Ordnance 
at AFV or at AFV or 

Vehicle andVehicle and
FP at crewFP at crew

Fire all Fire all 
available toavailable to

OF at PU stackOF at PU stack

Lone PU AFV or Lone PU AFV or 
vehicle?vehicle?

PU SMC?PU SMC?

Are there < half Are there < half 
game turns game turns 
remaining?remaining?

PU have PU have 
available units available units 

to activate?to activate?

PU SMC In PU SMC In 
Melee Range Melee Range 

carryingcarrying
Range 1 SW?Range 1 SW?

No OFNo OF

Fire all Fire all 
available toavailable to

Yes OF at PUYes OF at PU

PU MMC exit a PU MMC exit a 
hex stacked with hex stacked with 

other MMC?other MMC?

Conduct OF Conduct OF 
against PU. OF against PU. OF 
only one AEO only one AEO 
if PU is in +0 if PU is in +0 
or negative or negative 

terrainterrain
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LnLT SOlo 2.0LnLT SOlo 2.0 Offensive Opportunity FireOffensive Opportunity Fire
Card 14Card 14

Offensive PostureOffensive Posture
Opportunity Fire When Opportunity Fire When 
PU spends Action point PU spends Action point 

in LOS of AEOin LOS of AEO

PU In FP and/orPU In FP and/or
Ordnance RangeOrdnance Range

Are there < half Are there < half 
game turnsgame turns
remaining?remaining?

Note: IF multiple AFVs or Vehicles are moving in a 
stack, target the unit where the most units are impacted. 
Example; If a Truck is transporting a MMC the attack 
would impact more units (Truck and MMC) than if truck 
traveling alone. 
Note: AEO will not target empty trucks unless they can 
fulfill a VO condition unless all other PU have conducted an 
action.

No OP FireNo OP Fire PU destructionPU destruction
needed for VO?needed for VO?

PU in +0 orPU in +0 or
negative negative 
terrain?terrain?

PU moving aPU moving a
SMC?SMC?

PU movingPU moving
multiple units inmultiple units in

stack?stack?

AFV or vehicle AFV or vehicle 
part of PU  part of PU  

stack?stack?

Conduct OF against PU. OF Conduct OF against PU. OF 
only one AEO MMC before only one AEO MMC before 
MMC w/Support Weapon/MMC w/Support Weapon/

Before WT before AFVBefore WT before AFV

Fire all Fire all 
available toavailable to

OF at PU stackOF at PU stack

AFV buttoned?AFV buttoned? Fire Ordnance Fire Ordnance 
at AFV attackat AFV attack

Fire Ordnance Fire Ordnance 
at AFV or at AFV or 

Vehicle andVehicle and
FP at crewFP at crew

PU havePU have
available units available units 

to activate?to activate?

SMC In MeleeSMC In Melee
Range carryingRange carrying

Range 1 SW?Range 1 SW?
No OFNo OF

Fire all Fire all 
available toavailable to

OF at PU stackOF at PU stack

MMC exit a hexMMC exit a hex
stacked withstacked with
other MMC?other MMC?

Conduct OF against Conduct OF against 
PU. OF only one PU. OF only one 

AEO if PU is in +0 or AEO if PU is in +0 or 
negative  terrainnegative  terrain

MMC exit hexMMC exit hex
stacked with 2stacked with 2

other MMCother MMC
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LnLT SOlo 2.0LnLT SOlo 2.0

HelicoptersHelicopters

AEO Helicopters AEO Helicopters 
off Map with off Map with 
passengers?passengers?

Enter Map, fly Enter Map, fly 
towards hex towards hex 

within 3 hexes within 3 hexes 
of victory hex, of victory hex, 
hover then fire hover then fire 
at closest PU, at closest PU, 

then disembark then disembark 
passengerspassengers

HELICOPTERHELICOPTER
Card 15Card 15

Can AEO Can AEO 
Helicopter Helicopter 
Attack PUsAttack PUs

Within Range of Within Range of 
PU?PU?

Victory Victory 
Conditions to Conditions to 

pick up MMCs?pick up MMCs?

Helicopter Helicopter 
needed for needed for 

the Scenario the Scenario 
Victory?Victory?

If off Map If off Map 
or on Map or on Map 
fly within fly within 

range of AEO range of AEO 
WeaponsWeapons

Fire at PU in Fire at PU in 
order:order:

1. 1. PU needed PU needed 
for Victory for Victory 
ObjectiveObjective

2. 2. GO PU (Highest GO PU (Highest 
FP)FP)

3. 3. Shaken PUShaken PU

Helicopter Helicopter 
exits Mapexits Map

Next OrderNext Order

Enter Map, Enter Map, 
fly to hex with fly to hex with 
MMCs needed MMCs needed 

to be picked up, to be picked up, 
hover then fire hover then fire 
at closest PU, at closest PU, 
then embark then embark 
passengerspassengers
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Vehicle StancesVehicle Stances

Off-board VehiclesOff-board Vehicles Vehicle Scenario StartVehicle Scenario Start Vehicles in BattleVehicles in Battle Vehicles and Being Vehicles and Being 
AdjacentAdjacent PU LOSPU LOS

Vehicles that start Vehicles that start 
off-board arrive un-off-board arrive un-

buttonedbuttoned

Vehicles start Vehicles start 
unbuttoned at setup unbuttoned at setup 

unless they are within unless they are within 
range and LOS of a PU.range and LOS of a PU.

If ordered to move If ordered to move 
Vehicles button if Vehicles button if 

within LOS of a PUwithin LOS of a PU

Multiple AEO Vehicles Multiple AEO Vehicles 
will not end their will not end their 

movement adjacent to movement adjacent to 
another AEO Vehicle another AEO Vehicle 
if they are in LOS of if they are in LOS of 
a PU and the PU has a PU and the PU has 
off-board artillery off-board artillery 

available.available.

If a Vehicle is not in If a Vehicle is not in 
LOS of a PU, Vehicles LOS of a PU, Vehicles 

unbutton before a Move unbutton before a Move 
action.action.

Dynamic Movement SMC/MMCDynamic Movement SMC/MMC

Low Crawl Move-Low Crawl Move-
mentment Stealth MovementStealth Movement Assault MovementAssault Movement

An AEO with no An AEO with no 
Assault and no Stealth Assault and no Stealth 

Movement will use Movement will use 
Low Crawl towards a Low Crawl towards a 

PU entering a + Terrain PU entering a + Terrain 
Modifier. It can move Modifier. It can move 
into Clear terrain only into Clear terrain only 
if it’s the only choice to if it’s the only choice to 
move towards the PUmove towards the PU

An AEO in LOS of a An AEO in LOS of a 
PU will use Stealth PU will use Stealth 

MovementMovement

An AEO in LOS of a An AEO in LOS of a 
PU will use Assault PU will use Assault 
Movement to then Movement to then 

attack a PU between  attack a PU between  
it and the Victory it and the Victory 

ObjectiveObjective

Fixed Wing AricraftFixed Wing Aricraft

When the AEO receives a fixed-wing airstrike When the AEO receives a fixed-wing airstrike 
[Core 19.1], roll 1d6 as per normal to de-[Core 19.1], roll 1d6 as per normal to de-
termine the Map edge from which it enters; termine the Map edge from which it enters; 
however, if the result is a 5 or 6, reroll until however, if the result is a 5 or 6, reroll until 
the result is 1-4. The aircraft’s flight path is the result is 1-4. The aircraft’s flight path is 
that which attacks the greatest number of that which attacks the greatest number of 
PUs. This calls for the PL to be objective de-PUs. This calls for the PL to be objective de-
spite any impending destruction. If needed, spite any impending destruction. If needed, 
randomly determine which hex of an adja-randomly determine which hex of an adja-
cent pair targeted by the aircraft’s cannons cent pair targeted by the aircraft’s cannons 

are also attacked by its bombs.are also attacked by its bombs.

AEO MovementAEO Movement

The AEO will always attempt to move from hex to hex avoiding Opportu-The AEO will always attempt to move from hex to hex avoiding Opportu-
nity fire whenever possible. If an AEO is ordered to move towards a hex nity fire whenever possible. If an AEO is ordered to move towards a hex 
where it will be fired on it will attempt to use terrain for cover wherever where it will be fired on it will attempt to use terrain for cover wherever 
possible. If the movement seems senseless refer to rule 3.2possible. If the movement seems senseless refer to rule 3.2
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SMC Actions TableSMC Actions Table
SMC TypeSMC Type Action 1Action 1 Action 2Action 2 Action 3Action 3 Action 4Action 4 Special*Special*

Armor Armor 
Leader Leader 

Activate Adjacent AFV Activate Adjacent AFV 
to conduct a Fire Attack to conduct a Fire Attack 
at AFV before WT before at AFV before WT before 
MMC. If no attack then MMC. If no attack then 
a move order towards a move order towards 

VOVO

Conduct a Fire Attack at Conduct a Fire Attack at 
AFV before WT before AFV before WT before 

MMC.MMC.

 Conduct a Move   Conduct a Move  
towards VOtowards VO

LeaderLeader
If Night and no starshell If Night and no starshell 

is active on the map, is active on the map, 
Fire a starshell Fire a starshell 

Activate adjacent leader Activate adjacent leader 
to conduct OBA/Mortar to conduct OBA/Mortar 
attack before Conduct a attack before Conduct a 
Spot and Fire attack an Spot and Fire attack an 

in range and LOS closest in range and LOS closest 
PUPU

If more MMCs on map If more MMCs on map 
are Shaken than non are Shaken than non 
Shaken MMCs move Shaken MMCs move 

to closest shaken unit to closest shaken unit 
unless already in hex unless already in hex 

with a shaken unitwith a shaken unit

 If alone in a hex  If alone in a hex 
move to closest hex move to closest hex 
containing a shaken containing a shaken 

MMC. If stacked MMC. If stacked 
with MMC Move with MMC Move 

AEO stack towards AEO stack towards 
VOVO

If no action applies - If no action applies - 
Next OrderNext Order

HeroHero
If alone in a hex and If alone in a hex and 

possesses a SW that is in possesses a SW that is in 
range and LOS conduct range and LOS conduct 

Fire at closest PUFire at closest PU

If alone in a hex with a If alone in a hex with a 
Range 1 SW then move Range 1 SW then move 
towards PU and enter towards PU and enter 
into melee if possibleinto melee if possible

If not in a hex with If not in a hex with 
MMC move towards MMC move towards 

then into hex with MMCthen into hex with MMC
N/AN/A

ScoutScout Spot Closest PU then call Spot Closest PU then call 
in OBA or Mortarin OBA or Mortar

Spot Closest PU then Spot Closest PU then 
fire if possess SW before fire if possess SW before 
move stealth move and move stealth move and 

Fire with SWFire with SW

Spot Closest PU hexSpot Closest PU hex N/AN/A

ChaplainChaplain

Move towards a hex Move towards a hex 
containing shaken units containing shaken units 

(where no leader is (where no leader is 
accompanying them) accompanying them) 
. If it is in a hex with . If it is in a hex with 

shaken units it will not shaken units it will not 
movemove

N/AN/A N/AN/A N/AN/A

NurseNurse
If in a hex with shaken If in a hex with shaken 
or wounded AEO units or wounded AEO units 

stay in hex and attempt stay in hex and attempt 
heal before rallyheal before rally

Move towards closest Move towards closest 
wounded AEO before wounded AEO before 
closest shaken MMC closest shaken MMC 

where no leader existswhere no leader exists

N/AN/A N/AN/A
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SMC Actions TableSMC Actions Table
SMC TypeSMC Type Action 1Action 1 Action 2Action 2 Action 3Action 3 Action 4Action 4 Special*Special*

Medic/Medic/
CorpsmanCorpsman

If in a hex with shaken If in a hex with shaken 
or wounded AEO units or wounded AEO units 

stay in hex and attempt stay in hex and attempt 
heal before rallyheal before rally

Move towards closest Move towards closest 
wounded AEO before wounded AEO before 
closest shaken MMC closest shaken MMC 

where no leader existswhere no leader exists

N/AN/A N/AN/A

Commissars/Commissars/
Political Political 
OfficerOfficer

Fire Starshell if NightFire Starshell if Night

Move towards a hex Move towards a hex 
containing shaken units containing shaken units 

(where no leader is (where no leader is 
accompanying them) accompanying them) 
. If it is in a hex with . If it is in a hex with 

shaken units it will not shaken units it will not 
movemove

N/AN/A N/AN/A

A Commissar will A Commissar will 
always use its Fight or always use its Fight or 
Die ability in the Rally Die ability in the Rally 

phase if MMC fails a phase if MMC fails a 
rallyrally

AdvisorsAdvisors Fire at closest PU if in Fire at closest PU if in 
possession of a SWpossession of a SW Conduct an OBA attackConduct an OBA attack Spot closest PUSpot closest PU N/AN/A

PipersPipers

The piper will move to a The piper will move to a 
hex containing shaken hex containing shaken 
units (where no leader units (where no leader 
is accompanying them) is accompanying them) 

or a hex adjacent to a or a hex adjacent to a 
shaken unit provided shaken unit provided 
it can reach that hex it can reach that hex 

within one impulse. If it within one impulse. If it 
is in a hex with shaken is in a hex with shaken 
units it will not moveunits it will not move

N/AN/A N/AN/A N/AN/A

MarksmanMarksman
Attack a hex containing  Attack a hex containing  
the most PU in ranged the most PU in ranged 

and LOSand LOS

Move to closest +TM hex Move to closest +TM hex 
with a LOS to a PUwith a LOS to a PU N/AN/A
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