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

Off map"AFVs?> —l>— transportable;

troops?.

closest'to'VO
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LNLT SOLO 2.0 OFFBOARDARTILLERY

Note: The player should use their best judgment to
determine if the AEO would benefit from a line or

walking barrage.
Xﬁ?ﬁ:rd Note: Adjust spotting round to cover as many PU as
ry possible.

Execute'Loose
Fire'Mission

E Spotting'round
off target?,
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LNLT SOLO 2.0 DFFENSIVE /DEFENSIVE COUNTERACTIL

g

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

Counteractions
Offensive
Posture

Next'Order/on
. Card
JAVNO)

(YES]

Sniper’Action! - Sniper
available? Revealed?
\AVES]
:
NOLY. @ ’Available'Target
P PU? .

See'SMC
‘Action Table
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'EROM{CARDI03] '

A

Leader'SMC WES)
action =
available?

ANO)

AFV in'Overrun™ENO) N O) 'NO) MNMC'or'SMC

Fange of Cligihlluulauupl ATV can'llre? SalauullWT canlire? Suulauuplivith SW can g ey

Target?. fire?

L/
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ENET SOL0"2.0
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Rally Phase

Combine’any: N 1 In'LOS'and SW:
Half'squads LRI R Range of PU?.

Y Ao

SW/ with'Tripods Offensive m[ SW Dismantled? In"LOS'and 'SW:.
on'Map? Posture? ' Range'of PU?

ANO ANO)
VES| NO) NO
Go'to'Next 3 INn'LOS'and'SW: In'LOS'and SW:
C~).
SW Dismantled? ey - o '0r PU? MNESIIIN T o, oc of VO > A
AN ! VAVES]
:

m] In'LOS'and'SW: i
Range'of PU? :

Weapon'and go
tomext'phase
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LNLI SOLO 2.0 EXECUTEVICTORY

Execute Victory
Conditions

Y

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

PU'closer'to'VO m[

than"AEO?.
ANO)
PN O]
Does'AEO occupy: ~
WO0?

YAVES)
Next'Order

See'SMC'Table

Copyright © 2022 Lock ‘n Load Publishing. All Rights Reserved Rev §




LNLL SOLO 2.0 E AL
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AEO'can’conduct Next Order
Fire Attack “

Multiple'eligible ‘Actionable EE@[_ Group'Fireat
AEO can'fire? PUS? ’ closest'PU
:
INOL>

Multiple'eligible PU’'can'perform! @[ Group'Fire'at
AEQ can'fire? action? PU

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

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

e The AEO will select an AFV as a target

: M providing the crew is unbuttoned unless
! the FP of that AFV is 1 or less
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ENET SOLO 210 DFFENSIVE/DEFENSIVE POSTURE BUILDING OR CAVE MOV

LLn

AEO In Buildingf

Move AEO'in Cave

J Y
JAEO'in Offensive PU/closer'to NO)
Posture? Sk VO than AEQ? > S Next Order

WAVES]

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

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

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

move towards
opposite'exit

Move'tohigher
floor/or'rooftop

Copyright © 2022 Lock ‘n Load Publishing. All Rights Reserved Rev §




e N . S ‘ 1]
LNET SOLO 2.0 JEFENSIVEP
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

LA
[_
——

Move Begin
Defensive
Posture

Note: An Active PU is equivalent to Units
that have already performed an action that
turn and are not eligible to move or fire.

y

Within FP m[ JAEO Loaded in! ZE@[ PU closer to &'@[ InLOS of Active
range of VO?. Transports? WO then"AE? PU?

Y 28 VAVES] ENO

: YYES] units'from INO) Sy
ﬁfgﬁl-: a;i:ttl;n Pl transport'and W > VO CAvoid OF
b move to +TM in from'PU'if

LOS of VO
YANO!

’ YYES)
Clear’LOS'to'VO 2 > Next Order’™ s
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LNLI SOLO 2.0 OFFENSIVER

LA
—

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 Begin

Offensive
Posture

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.

' Note: See AFV Movement when an AFV is
selected to move.

PU'within'3

WO (Avoid' OF
from'PU'if
possible)
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INLT SOLO 2.0 OFFENSIVE / DEFENSIVE POSTURE AFV MOVEMENT

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.

A /A'ctivatable PU: Note: AFVs will button is selected to move and their path
Mox:]:’egm in'Range? = Next Order will cause an FP OF against them. Units will unbutton if their

movement leaves them in a hex not in LOS of PU.

A T

\Within'3'hexes (YES Can"AFV'enter? YES
of VO? VO terrain?

-

ANO

fVES]

Within
it LOS 5

of'VO?
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LNLT _SOLO 2.0 EEENSIVE:/ DEGENSIVE OEFMAR MUVEMENT

Off Map Unit
Movement

Offmap AFVs? S by

an AFV as a rider.

Note: Soviet MMCs will accompany ]]

Transportsiand
or MMC'//WT?

WO and'then
towards'VO
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JEFENSIVE DOPPORTUNITY.FIR

Note: IF multiple AFVs or Vehicles are moving in g 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.

INO)
In'FP'and/or > .
Ordnance'Range HODEELE

part of PU o XATFV'b ttoned 2y bamy
stack?
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ENET SOL0"2.0

£ lpn

CAF

Offensive'Posture
Opportunity Fire When

PU spends Action point
in LOS of AEO

Y VES

PU'In"FP and/or, NG PU’'destruction

Ordnance)Range NCIORELE : needed'for'VO? ;

Fire'Ordnance
at’/AFV attack

PU'moving'a’

YYES)
(~)
SMGC? AF'V buttoned 2 e >any

V 50

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.
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ARI

Helicopters

passengers
ARYES]

N O) i N O) :
Cal.'l ‘AEO Vlf:t.ory 'Helicopter
Helicopter oo Conditions'to —]— "
v R ey exits'Map
Attack PUs pick'up'MMCs?
YAvES]

\Within"Range of: ~
PU?
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LENLT SOLO! 210 DFFENSIVE / DEFENSIVE MOVEN

%
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Vehicle Stances

Vehicles and Being
Adjacent

Multiple’AEQ)Vehicles)
iwill'not/end their’

movementjadjacent;to]
\Wehicles/that/start Wehiclesfstart] : If{aiVehiclejismot}in|
off-boardlarrivelun: | MRunbuttonealat/setup) t{@wm:m &%m T/0S|of/a’PU Vehicles
junlessjthey/arelwithin| A tRiRIL0S etaPU. aﬁﬁm@mmmﬁm unbuttonjbeforelatMove!

rangefand;LOS[of{atPU3 action’

Dynamic Movement SMC/MMC Fixed Wing Aricraft

Low Crawl Move- .Whenithe!lAEO/receivesia‘fixed-wingairstrike)
—, Stealth Movement Assault Movement [Corel19:17), asiper 5
PoRbae, oy T O B GGy B
andno)Stealth! however; ifithelresultfisfal5lor 6;ireroll
Movement will use e noiniosor sl B (e lresult/is 1-44The|aircraft/s|light pathiis
Low, Crawltowards/aj| BFAnYAEOINNLOS ofia Bl I w e i v that{whichlattacksfthe number)of;
PUlentering aiTerrain) BREUMIIGSSISISLiIN N o ttack /aibU between' | M [EUS: This|callsiforjthe[PLtojbelobjectivelde:
Modifier}It/canimove Movement] ; ; ;
Prava puivst it/and|the|Victory, Qgﬁ@&@ Ifineeded)
@?ﬁ?@@mﬁa@@m@mﬁ:ﬂz:e@ randomlyldeterminefwhichfhexjoffanjadja
move towards the/BU, centipairitargetedibysthelaircraft’sicannons
arelalsojattackedibyzitsibombs:

Off-board Vehicles Vehicle Scenario Start Vehicles in Battle

AEO Movement

‘The!AEO}will'always|attemptitoimovelfrom’hexitoihex/avoiding/Opportu;
nity/firelwhenever;possible:iIfanfAEO}islordered{toimovejtowards/athex]

\wherelitiwillibelfired/ontitiwilllattemptitojusejterrainifor/cover.wherever;
possiblefIfitheimovement/seems/senselessirefer/toirule|3:2)
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INLT SOLO 2.0

Action 1

JACtivateyAajacent/ATVa
tolconductlalEire’Attack]
[at/AFgbeforelW.Tibefore}
JIVIMIC $Ifinolattackithen!
ama%?m

SMC Type

Armor
Leader

OFEEN

SMC Actions Table

Action 2

(Conductia‘FirelAttackiat)
'AFV;before,WT,before)
'IVLIVIC®

Action 3

[ConductfatMovye)
itowardsjVO)

=
=

Action 4

VEMOVEM

—
| |

—

VUJSI_VZV

Special *

IfiNightland'no/starshell’
lis/activelon\the/map);
‘Firela'starshelll

Leader

PActivateladjacentlleader;
tolconduct{0BAYMortar]
attackibefore[Conduct!al
Spotland’Firelattackian)
ﬁaa%mm

If: more/MMCs/on‘map)
are/Shaken|than‘non)
Shaken'MMCs/move

to/closest/shaken\unit|
unless|already inthex;

‘withlalshaken\unit|

If{alonelin{athex]
imoyejtoclosestthex
containinglalshaken!

MVICHIf{stacked!

jwith*NIVMIC!Move!
e{mv%m

Ifnojaction{applies/-
‘Next Order

Iffalonelinfathex{and
jpossessesfalSWithatlisfin}
rangeland!L.0S/conduct]
Eirelat/closest!PU}

If/alonelinia‘hex{with{a)

yRangel1{SWithenimove)
‘towards/PUjand enter;
into/melee’ifipossible)

Ifinotiintarhexiwith)
MMCImoveltowards)
thentinto/hexiwith}IVIVIC|

N//A

'Spot|Closest!PUjthen{callt
'in|0B/AYor;Mortar)

[Spot{ClosestiPUjthen!
imovye/stealthtmoveland$
Eirejwith{SW]

Spot|Closest/PU/hex;

SN

Moveltowardsfathex:
containing{shakenlunits]
[Gwheremojleader s
laccompanying|them)
Sfitlislinfathexiwith!
'shakenlunits/itiwill'not]
fmove)

Chaplain

Ifiinfathex;with'shaken!
or;wounded ’AEOunits;
stayinthex{and'attempt|

tMIovejtowards[closest]
‘closest{shakentIMIVIC]

heal'before rally;

lwherelnolleader/exists]
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DFFENSIVE / DEFENSIVE MOVEMENT STA
ARD18
SMC Actions Table

Action 1 Action 2 Action 3 Action 4

Iffinfathexjwith{shaken " Moveltowards/closest)
Corpsman [stayginthexfandfattemptl " closest/shakentNNC)
jhealibeforelrally; \wheremo)leader/exists|
'Movejtowardsfarhex]
((wherelno)leadexyis]
Fire|Starshelllif- Nights Baccompanying{them))}
MIfitislinfavhexiwith!
[shakenlunits/itiwillinot]
moyel

==
\_JL}

Commissars/
Political
Officer

. Eirelat/closestPUjiftin!
Advisors S W) Conduct/an{0BA‘attack;
‘The piper;will'moyejtolal
units{(wheremojleader;
lislaccompanying/them)
or/athex adjacent tolal
shakeniunitjprovided’
it/can'reachithat’hex:
\within{onelimpulseIfiit
is/injathexjwith'shaken!
unitsiitjwillinotimoye]
PAttackiathex/containing

‘Move|to closest *TM hex!
mmg%w&% withia/LIOS|to/a PV

Marksman
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