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WORLD OF DUST

The year is 1947 and World War Il is far from over. A new energy source, believed by some to have
an alien origin, has changed the nature of the battlefield. Harnessed first by the Germans and
dubbed Vrill-Kultur (VK), this substance's extraordinary properties have allowed the world's
powers to develop new, more powerful weapons of warfare. Now infantry and tanks are joined on
the field of battle by giant walking armored fighting vehicles. These "walkers" and other VK-
powered weapons have shifted the balance of power. Old alliances have been broken and new
ones formed. The leading world powers have allied themselves into three great blocs — the Allies,
the Axis, and the Sino-Soviet Union (SSU). Outside of these blocs, a handful of countries still cling

to relative neutrality in a world wracked by war. |

TIMELINE

1937 Japan invades Mainland China, triggering World War Il (WWIl) in Asia.

1938 In Antarctica to establish New Swabia and Base 211, the German military locates an alien ;
spacecraft that contains a survivor in suspended animation. The alien sarcophagus is transported
to Germany in a submarine. Baron Leopold Von Thaler founds the Blutkreuz Korps ("Blood Cross” |
Corps)to study and develop uses for the newly discovered alien technology.

1939 Great Britain, France, Australia, and New Zealand declare war on Germany in reaction to
the German invasion of Poland. WWIl erupts in Europe.

1940 The surviving alien is released from the sarcophagus by Blutkreuz Korps scientists. \WWhen |
he awakens, the alien takes the name Kvasir and reveals a new and incredibly puwerful source of |
energy that the Germans name Vrill-Kultur or VK. The scientists lmmedlatnl:,t begin researching

military applications for VK. 3

As WWII escalates, Paris falls to German forces, tha ﬂmt Battla of Brita-in bogﬁm,*m&ﬁm*r{anm
Italy, and Japan sign tha Tﬂpa:ﬁm Pa;:t. tha fnundati‘mn of the Axis. Britain, _lﬂtﬂa, aﬁd .
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Kharkov. Japan attacks Pearl Harhor drawmg‘the umtvad States;usimﬁ_m
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over the Afrika Korps at the Second Battle of El Alamein, the Ga rmans begin combat’

281S ir new P KampfLaufer armored combat vmﬂyéi’s inthe ruins of Staling

These n alkers proy € ffective for city fighting, providing German furces mobility a
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1943 i Tunisia, the German forces defeat the US army for the first time at Kasserine Pass. The
German army also takes Stalingrad, though the Soviets still hold land east of the Volga River. The
Germans pay a steep price in casualties and the capture of a new walker, the PzKpfL Luther, by the
Soviets. The Soviet army also manages to capture the German Sixth Army's main repair workshop,
mechanics, and engineers who will be conscripted to help design the first Soviet walker. The
Soviets also briefly take back Kharkov, before losing it again, largely due to the German walkers.

To deal with mounting casualties, the Blutkreuz Korps starts testing Wiederbelebungsserum
(reanimation serum) on fallen German soldiers. When Soviet forces face the zombies created by
this serum in combat, hardened veterans flee the battlefield. The Germans also suffer heavy
casualties from the difficult to control zombies, so they are restricted to Blutkreuz Korps operations.
Adolph Hitler is assassinated by a sniper during a parade in Berlin celebrating his birthday and the
fall of Stalingrad. With Germany in chaos, their forces fall back on all fronts.

SMERSH (Smert’ Shpionam, “Death to Spies”) is founded providing the Soviet Union with a central
military intelligence and counterintelligence agency. The remnants of the Afrika Korps and the
italian army surrender to the Allies in North Africa. Grand Admiral Karl Dénitz emerges from the
power struggle in Berlin as the leader of Germany, and Field Marshal Erwin Rommel takes
command of the German Army. Nazis are arrested all over the Reich and SS troops are integrated
into the army or disbanded. Admiral Donitz is appointed Protector of the newly formed Axis Bloc.
The new bloc takes the black Ritterkreuz (Knight's Cross) on a red background as its official flag.

The Battle of Kursk reveals that the German walkers are unable to withstand the firepower of the
latest generation of Soviet tanks. The sheer number of tanks fielded by the Soviets overcomes the
Axis weapons and German generals decide to reserve the powerful, maneuverable, but fragile
walkers for urban combat and commando operations. Allied forces land in Sicily and take control of
the island at the foot of the Italian Peninsula. The Soviet army mounts the Fourth Battle of Kharkov,
taking back what little is left of the city. Along period of trench warfare begins in the area.

Allied forces land on mainland Italy. Germany occupies Rome and Italy is fully absorbed into the
Axis. The Axis and Allies enter into secret talks to negotiate peace on the Western Front. Axis
forces take a defensive stance on the Eastern Front, but Soviet attacks continue to resuit in high
casualties for both sides. As the year comes to a close, the Axis leverages the ceasefire in the west
to attack eastward. Stalin learns of the peace negotiations between the Axis and Allies, leading him
to sever all ties with the Allies and swear revenge against them. When a German negotiator is
found dead in his hotel room, the peace talks end abruptly between the Allies and Axis and
hostilities resume despite the likelihood of SMERSH involvementin the incident.

1944 The Allies attempt to fight their way through Italy to Rome. The Soviets begin a winter
offensive around Leningrad and Novgorod, but German defensive lines hold. German Scientists
build a new VK-enhanced bomb in a secret lab located in San Juan, Argentina. The bomb
explodes, causing an earthquake and killing 10,000 people. The Axis bans this type of research.
Allied forces land in Anzio, near Rome, where they endure constant attacks by German forces for
four months.

Operation U-Go in India and operation Ichi-Go in China expand Japanese holdings. Axis forces
reclaim half-of Kharkov during an offensive that pits the more efficient German Ludwig against
prototype Soviet walkers. The Allies capture Rome and commence Operation Overlord, the Allied
D-Day landings in Normandy, France. American forces put bombers in range of Japan by capturing
the island of Saipan. Japan requests German military assistance, which results in Germany
sending walkers, pilots, and plans for manufacturing walkers.

The Soviet Union captures the French and British garrison on Madagascar, entering into a war of
vengeance against the Allies and providing a base for expeditions to Antarctica. Japan starts a
program, code named Steel Samurai, to develop their own walkers. Allied troops liberate Paris,
followed by most of France. With walkers shipped to Japan and heavy Axis losses as the Allies
broke out of Normandy, the Allies reach the German border. Though American forces land in the
Philippines, the new Japanese walkers pushed them back. As the year ends, German forces
slowly push the Allies back into France.



1945 The German army pushes the allies back during the Second Battle for France. Captain Joe

Brown of ASOCOM (Allied Special Operations Command) captures VK technology from the Axis.
Japan captures Chongging, China and captures Ceylon with the aid of German walkers. The Allies
build an Antarctic base and locate VK ore.

Japanese forces threaten Allied supply lines in Southeast Asia. The US decides uses a VK-
enhanced atomic bomb on the island of Ceylon as a precursor to its assault. When the blast cracks
the earth open and the ocean claims most of the island, the Allies ban the use of atomic weapons.
The terror induced by sinking of Ceylon causes Japan to unite with the Axis.

In Kharkov, the Axis takes what is left of the flattened city. In France, Allied forces are forced back to
Normandy. Japanese forces land in Australia and New Zealand. The Soviet Union and China join
forces, forming the Sino-Soviet Union (SSU). Axis forces invade Nepal and Tibet.

1946 smeERSH organizes Marxist revolutions in South America that are accompanied by SSU
troops and scientists tasked with finding new VK sources. After losing the Second Battle of France,
the Allied Army evacuates to Great Britain. The SSU finally retakes Kharkov in the seventh battle,
dealing with the Axis zombies with massed flame-throwers. The SSU also launches Operation
Red Sun, landing forces in Alaska and Florida on the same night. The SSU gains control of a large
portion of the Alaskan coast, but finds its advance slowed in the Florida Everglades, by the US
Marines.

Besieged on all fronts, the Allies form a united government, creating the third Bloc, and launch
Operation Highjump, a massive assault on the Axis Antarctic VK supplies. War returns to Africa as
the Neu Afrika Korps (NDAK) lands in Libya and the Gulf of Guinea. lceland, long contested by the
Allies and the Axis, becomes the target of Operation Red Sea as the SSU lands on the east coast,
joining the stalemate. The Neutral Nations Organization (NNO) is in created Bangkok, Siam.

1947 The Axis launches a worldwide offensive. As all fronts experience renewed fighting, the SSU
finds itself facing the first Axis winter offensive in years. SSU lines are broken at several points on
the eastern front, including near Leningrad and around Zverograd. Despite a swift response by the
SS5U, the Axis digs in with a tenacity not seen since the beginning of Operation Barbarossa.




The assassination of the
Fihrer, Adolf Hitler, in 1943
placed the German state under
the control of Admiral Dénitz
and the Wehrmacht. The
removal of the old Nazi regime
paved the way for the rise of a totalitarian state and
the formation of the Axis as Germany, Japan, and
Italy merged into a single political entity under the
strong and capable leadership of Protector Donitz.
The Axis bloc controls less land area than the Allies
and Sino-Soviets, but its military might is
indisputable. Germany's early discovery of Vrill-
Kultur places them ahead of the rest of the world in
advanced military technology and application,
allowing them to field powerful and terrifying
weapons of war.

BLOCS AND FACTIONS

Axis soldiers fight to end the twin threats of
international communism and the capitalist
exploitation of the people. Its forces fight for victory
and a vision of the future where their reign brings
about a peace lasting a thousand years. What
most Axis soldiers do not know, is that the Vrill are
likely to return, and when they do, only a planet
united under the Axis will be strong enough to
repulse this threat and save humanity.



THE ALLIES B

Besieged by fascist and communist
dictatorships, the democracies of the world have
banded together as the Allies. Gathering around
the United States of America, this coalition of
nations includes, the British Commonwealth, the
French colonial empire, and Brazil. The Allies
have leveraged the dual industrial powerhouses
of Detroit and Montreal along with hundreds of i
factories spread throughout the world to create
the largest military industrial complex the world
has ever known. Even so, Allied resources are
stretched thin across fronts spanning the globe.
Their forces are engaged on the coast of Alaska
and the frigid expanse of Antarctica, in the North
African and Australian deserts, the Andes
mountains, the Florida swamps, and Burma and
Borneo's jJungles.

-
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BLOCS ARD FACTIONS

1947 looks dire for the Allies as their
citizens tire of the endless war, even as
they sacrifice and work themselves to
exhaustion to achieve victory. The military
also wearies of the war, but realizes that
anything less than total victory threatens the
survival of democracy. Every effort is being made
to end this war, but the Allies will accept nothi
less than unconditional surrender from the
dictatorships that threaten democracy.



Surrounded by enemies and bitter
betrayal but finding common ground in
the blood sacrifice of the workers and
peasants who died by the millions to free
their brothers from the chains of capitalist
exploitation, the Soviet Union and communist
China joined forces to form the Sino-Soviet Union
(SSU). No other bloc has endured as much
punishment, suffered as many casualties, or lost as
much of their homeland and resources. Despite this,
the SS5U has grown stronger with communist
revolutions driving territorial expansions in South
America and Africa, and SSU troops gaining footholds
in North America.

'BLOCS AND FACTIONS

The proletariat tirelessly toils to build
new factories and manufacture new
engines of war. Their progressive
designs remain on the cutting edge of
modern combat technology. Veteran
soldiers who have fallen in battle are
grafted to this technology and
returned to the war effort. Now, at the
dawn of 1947, Sino-Soviet forces are
poised to defeat the reactionary forces
of their enemies. The day nears when
the peoples oppressed by the Allies
and Axis will throw off the yoke of
oppression, and the SSU will
enlighten the entire world with
communist ideals.




Ll

In the struggle for world domination the Axis has

a distinct advantage: the Blutkreuz Korps
("Blood Cross" Corps). This powerful and secret organization
possesses knowledge gained from the downed Vrill pilot, -
Kvasir. This knowledge gives the Blutkreuz Korps an advantage , *
in understanding the applications of VK, but it also makes them .
aware of the coming worldwide danger. They are driven to
conclude the war as quickly as possible with the Axis as victors.
Even as they help the Axis achieve its goals, the Blutkreuz Korps
maintains its own objectives.

h..-‘"

BLOCS AND FACTIONS

.-

As a faction operating towards its own ends within the Axis bloc, the
Blutkreuz Korps has access to the most advanced VK-enhanced
tools of war known to man. From laser weapons to advanced
combat walkers; from zombie infantry that can be reanimated on
the battlefield to super-ape soldiers; from powerful support
weapons to the world's most advanced aircraft, they are a force to
be feared. The Blutkreuz Korps is perfectly equipped to save the
world by uniting it under their rule.




Though the three multinational blocs have a stranglehold on
most of the planet, some countries have managed to sustain
their neutrality throughout the war. In late 1946 most of these
nations formed a coalition of their own, becoming part of the
Neutral Nations Organization (NNO). In a war-torn world,
neutrality offers its own benefits. Neutral ground is ideal for
running businesses that cater to the warring blocs. The
operation of mercenary companies from these countries is
particularly profitable.

'BLOCS AND FACTIONS

Mercenary companies range in size from small strike forces
and elite specialist teams, to entire platoons and
regiments. They draw the majority of their soldiers
from neutral nations, but their ranks often contain
deserters, soldiers "missing in action" from other
armed forces, and agents gathering intelligence
for ASOCOM, the Blutkreuz Corps, and
SMERSH. Shadow factions are also believed to
use mercenaries, giving them access to forces
that can operate with complete anonymity almost
anywhere on the planet. It is rumored that the
Ahnenerbe, former members of the SS still loyal
to the Third Reich; Majestic 12, a secret council
within the Allies seeking alien technology; and
Sacred Dawn, a Tsarist counter-revolutionary
movement, make regular use of mercenary
forces.



INTRODUCTION

With Dust Tactics, you and your friends can battle for control of the diesel-punk, alternate World
War || World of Dust. Players choose which Bloc or Faction to play, build their forces, select a
scenario, and play out their strategy to see who will find victory on the battlefield. Dust Tactics is
extremely scalable, allowing players to field a force ranging from a few units to multiple platoons.
Each Starter Set contains everything one player needs to play and is designed to equitably match
up with other Starter Sets, as well as form a core force that can be expanded by adding additional
units. When you are ready to expand your game, an incredible range of additional units are
available along with the full Dust Tactics Rulebook and Expansion Sets that offer additional
information, new scenarios, and advanced rules. Grab a couple of Starter Sets and a friend and
immerse yourselfin the fast, furious, and fun game play of Dust Tactics!

SUMMARY OF PLAY

Each game of Dust Tactics simulates a complete battle. Players alternate activating units until the
game is complete. During an activation, units can move, attack other units, use special skills, or do
nothing. To determine the success or failure of actions, such as attacks, hiding behind cover, and
using special skills, players roll special dice called “Dust Dice."

DUST DICE

Dust Dice have six sides with three different symbols, a @ ,a ,anda that will vary in
appearance depending on the bloc or faction the dice were designed to represent, such as:

Allies [ , Axis B8 , ssu . Mercenaries . and Blutkreuz Korps Il .

Typically, attacks score hits for each rolled, but certain skills units possess may modify this,
allowing hits to be scored for rolls of both [{:3] and . Throughout the remainder of the rules,
descriptions of actions that require a dice roll will include which symbol(s) indicate success.

GAME SET-UP

Players agree on the scenario they will play. Several scenarios are included at the end of this book.
The first of these scenarios, Firefight, is a perfect selection for your first game. Each player
determines the Units they will play (for now, the Units included in their Starter Set or Units totaling
25 points for a player who owns Dust models, but no Starter Set). Players set out game mats and
terrain to complete game set-up (see page 30). Each Starter Set comes with one game mat.
Combining the game mats from two Starter Sets creates a perfectly-sized battlefield that conforms
to the scenarios at the end of this book.

TYPES OF UNITS

Dust Tactics keeps the battlefield varied and interesting through the broad range of Units that are
available for the game. In the Starter Sets, you will find three types of Units:

Infantry — A squad of specially trained soldiers.
Vehicles — Walkers are some of the most powerful military vehicles on the battlefield.
Heroes — An Infantry Unit made up of a single miniature that represents a

famous fighter or legendary leader in the World of Dust.




Dust Tactics game mats represent the battlefield and are divided in squares. Each Starter Set Unit
occupies a single square. Some vehicles have weapons and other equipment that overhangs the
edge ofthe square. For game purposes, this does not affect which square the Unit occupies.

TURNS

A game of Dust Tactics is divided into Turns. At the beginning of each Turn, Dust Dice are rolled to
determine which player will go first. The first player Activates their first Unit, then players alternate
Activating Units until all Units have been Activated and the Turn ends. Unless Victory conditions are
met, the game continues, and players begin a new Turn (see Victory, page 11).

Each Turn begins with all players rolling three Dust Dice (the number of dice may be modified by
certain Skills). The player who rolls the most gains the Initiative. If there is a tie, the player with
the most [#] gains the Initiative. If a tie still exists, players re-roll their dice until a player gains the
Initiative based on the aforementioned criteria. Once Initiative has been determined, the player
who gains Initiative determines which player will take the first Activation.

ACTIVATIONS

The player selects the Unit they will Activate, and assigns two Actions to that Unit. A player may also
choose to Pass on the Activation if they have fewer Units left to Activate than their opponent.
Heroes joined to Infantry Units or piloting Vehicles are counted as a single Unit.

. | When a player assigns Actions to a Unit, they must declare all Actions, including the use of any

Special Actions, Skills, or Special Weapons, prior to resolving any of the Actions. The following
Actions can be assigned to a Unit:

* Nothing (page 15)

* Move (pages 15-16)

= March Move — Costs Two Actions (page 16)

» Attack (pages 17-23)

* Sustained Attack — Costs Two Actions (page 23)

» Special — To use some Skills and Equipment a Unit must be assigned a Special Action
(pages 27-29).

Players may assign any combination of Actions, however, they may not assign two: Move (this
would be a March Move), March Move (this would take four actions), Attack (this would be a
Sustained Attack), or Sustained Attack (this would take four actions) Actions.

Some SKills allow Units to take a third Action. These Skills cannot be stacked to allow more than
three Actions. Units may not be assigned more than three Actions in a single Activation.

The game ends at thé end of the Turn where one of the following conditions is satisfied:

« One of the players completes the Objective specified in the scenario
= One or more of the players no longer has any Units left on the game mats
* The game reaches the Turn limit specified in the scenario

The player who completed the scenario Objective or eliminated the other player's Units wins the
game. If neither side completed the Objective or eliminated all of their opponents forces, both sides
total the army points of the Units they eliminated from their opponent's army, and the player who
destroyed the most army points wins. An equal number of points destroyed results in a draw.



~ EXAMPLE TURN

l!’*' — PLAYERS | AND Z HAVE PLAYED SEVERAL TLURNS ALREADY AND
PLAYER 2'S WALKER LINIT HAS BEEN DESTROYED. PLAYER | STILL HAS THREE LINITS LEFT
ON THE BATTLEFIELD (LINIT A, UNIT B, ANP LINIT C), HOWEVER PLAYER TWO ONLY HAS
TWO UINITS LEFT (LINIT P AND UINIT E).

TO START A NEW TURN, BOTH PLAYERS ROLL THREE DICE. PLAYER | ROLLS

&, B, B, apPaerzrous B, B, 8.

_ﬁ BaseD ON [3] THE PLAYERS WOLLD TIE FOR INITIATIVE, BUT

* B8 AcTs AS A TIE-BREAKER, SO PLAYER Z GAINS THE INITIATIVE

AND THE ABILITY TO SELECT WHICH SIDE WILL 60 FIRST, HAVING

e & LOST ONE LINIT ALREADY, PLAYER 2 DECIDES TO 60 FIRST,
; % N PLAYER 2 ACTIVATES HERO LINIT D AND ASSIGNS IT A

ﬁ; e Pl&ﬁﬁ 4590 | SUSTAINED ATTACK ACTION AGAINST PLAYER I’S WALKER

D SO e e LNIT A. LINIT A TAKES TWO HITS BUT IS NOT

~ EXAMPLE TURN

PLAYER | WOULD LIKE TO PASS, HOPING THAT PLAYER 2'S
INFANTRY LINIT E LEAVES COVER TO ATTACK ONE OF PLAYER I's
UINITS, BUT PLAYER | STILL HAS THREE LINITS TO ACTIVATE AND PLAYER 2
ONLY HAS ONE LINIT LEFT TO ACTIVATE. PLAYER | DECIDES TO ACTIVATE WALKER
LINIT A AND ASSIGN IT A MOVE ACTION (TO MOVE TOWARDS LINIT E, BRINGING THEM
WITHIN THE RANGE OF LINIT A’S WEAPONS, BUT KEEPING LINIT A OUTSIDE THE RANGE OF
LINIT E’'S WEAPONS) AND AN ATTACK ACTION (TO FIRE ALL OF ITS
WEAPONS AT LINIT E). ONE SOLPIER IN UINIT E IS DESTROYED.

PLAYER 2 WOULD LIKE TO PASS BECALISE NONE OF
PLAYER IS UINITS ARE WITHIN RANGE OF UINIT E.
HAVING ONLY ONE UINIT LEFT TO ACTIVATE
COMPARED TO PLAYER I'S TWO LINITS LEFT TO
ACTIVATE, PLAYER 2 SLICCESSFLILLY PASSES.

PLAYER | ACTIVATES HERO LINIT B ASSIGNING IT A MARCH-
MOVE ACTION AND SPECIFYING THE USE OF ITS CHARGE SKILL

TO PERFORM A CLOSE-COMBAT ATTACK AGAINST HERO LINIT D
PLAYER 2 WOULD LIKE FOLLOWING THE MARCH-MOVE. UNIT B INFLICTS THREE HITS ON
TO PASS AGAIN, BECALSE LNIT D, BUT IT I8 NOT DESTRQYED.

ALL OF PLAYER I’S LINITS ARE . e
STILL OUT OF RANGE, BUT BOTH PLAYERS HAVE ONE E& T

REMAINING LINIT TO ACTIVATE, SO PLAYER 2 CANNOT __——3

PASS. INSTEAD, PLAYER 2 ACTIVATES LINIT E, "p‘f;&”‘?, -
ASSIGNING IT A MOVE ACTION (TO BRING THEM ||

WITHIN RANGE OF LINIT A) AND AN ATTACK ACTION

et
L=

THAT CAUSES SUFFICIENT HITS TO DESTROY UNIT A. N 6 &
Bl o mwm

INFANTRY UNIT C
ASSIGNING THEM A MOVE

| ACTION (TO BRING THEM
ALL LNITS - , WITHIN RANGE OF LINIT E)
HAVE BEEN ACTIVATED il AND AN ATTACK ACTION THAT
AND THE TURN IS COMPLETE. DESTROYS 2 SOLDIERS IN LINIT E.




READING UNIT CARDS

UNIT CARDS PROVIDE A QUICK REFERENCE
FOR THE ABILITIES OF A PLAYER'S LINITS. THEY ARE ALSO UISEFUL FOR
TE&CKWG WHETHER A LINIT HAS BEEN ACTIVATED DURING A TLRN.
S A DESCRIPTION OF THE INFORMATION PROVIDED ON
BOTH SIDES OF EACH CARD IS PROVIDED BELOW.

LINIT NAMe

£ | INDICATES THE LINIT'S NAME,
FACTION AFFILIATION, AND

ofls DAMAGE

CAPACITY
INDICATES THE
AMOUNT OF
DAMAGE A
HERO OR
VEHICLE CAN
WITHSTAND
BEFORE BEING
DESTROYED.

B 71 6141314027

—:1234123155?123
IWHHMHHHM

UNIT SPECIAL
WEAPONS AND

SKILLS

THIS IS A LIST OF THE
SPECIAL WEAPONS
w2z me | AND SKILLS THE LINIT
o POSSESSES.

SEE PAGES 25-29

WEAPONS TABLE

THIS TABLE LISTS THE WEAPONS CARRIED BY THE
LINIT AND EACH WEAPON'S CAPABILITIES. THE
FIRST COLLUMN CONTAINS A LETTER FOR EACH
WEAPON THAT CORRESFONDS TO THE IMAGE ON
THE OPPOSITE SIDE OF THE CARD, THE NUMBER
OF THESE WEAPONS POSSESSED BY THE UINIT (IF
MORE THAN ONE), AND THE WEAPON'S NAME. THE
RANGE COLUMN INDICATES THE WEAPON'S RANGE
IN SQUARES.

THE NEXT 14 COLUMNS ARE GROUPED BY LINIT
TYPE (INFANTRY, VEHICLE, AND AIRCRAFT) WITH
EACH COLUMN INDICATING THE NUMBER OF DUST
DICE TO ROLL AND THE AMOLNT OF DAMAGE
CAUSED BY EACH HIT WHEN ATTACKING THE
ARMOR RATING LISTED AT THE TOP OF THE
COLUMN FOR THAT LINIT TYPE. VEHICLES HAVE AN

ADDITIONAL COLUMN THAT INDICATES WHERE OR  §

HOW THE WEAPON IS MOLINTED TO DETERMINE
ITS FIRE ARC.

PLEASE NOTE THAT LIMITED-AMMO WEAPONS
 (SEE PAGE 26) ALSO INCLUDE CHECK-BOXES TO
MARK OFF EXPENDED AMMUNITION.

—

UNIT TYPE
THIS SYMBOL INDICATES THE TYPE
OF LINIT DESCRIBED BY THE CARD
AND S FOLLOWED BY THE LINIT'S

ARMOR VALLEE #

t # INFANTRY UNIT (Sauaps,
SUPPORT WEAPONS, AND
HEROES)

& # VEHICLE LINIT (wakers,
TANKS, AND TRUCKS)

"> # AIRCRAFT UNIT (PLaNes
AND HELICOPTERS)

=%  MOVE VALLE
INDICATES THE NUMBER OF
SQUARES THE LINIT WILL MOVE
WHEN ASSIGNED A MOVE ACTION.
SEE PAGES 15-16

> # MARCH MOVE
INDICATES THE NUMBER OF
SGUARES THE LINIT WILL MOVE
WHEN ASSIGNED A MARCH
MOVE ACTION. SEE PAGE 1@




ARMY VALLE g
THE POINT COST OF THE UNIT PHOTO E: :
LINIT FOR ULSE WHEN THIS PHOTO CAN ‘
BUILDING AN ARMY FOR BE Usep To| M
PLAY, THE UNITS IN IDENTIFY THE boum
EACH STARTER SET ARE MINIATURES =
ALREADY BALANCED AS A INCLUDED IN THE —
GROUP FOR PLAY LINIT. THE LINIT’S
AGAINST ANY OTHER WEAPONS ARE
STARTER SET. [IVEIF TACTICS INDICATED WITH A

ﬁm This_rulu1l_.fm:ﬁ-.-l_,-u in ﬁ?]]: a.;:gut u.;: it first activation IE‘SETR.EEE sz‘;;
B T | it firs maxes a f Ve AChon.
DAMAGE TRACK ;o THE WEAPONS
ABLE ON THE
CHECK-BOXES USED TO OPPOSITE SIDE
INDICATE THE AMOLINT e TiE i
OF D‘.jJMGE A Hero :
OR VEHICLE HAS A
SHSTAINED‘ DUST-STUMND LT _26a5
INDICATE DamacE To | LINIT SPECIAL WEAPON I
DNty chTe 8 AND SKILL QUICK BLOC/FACTION
(E., ONE MINIATURE REFERENCE SYMBOL

FOR EACH HIT) AND DO
NOT INCLUDE A PAMAGE
TRACK.

THIS QUICK REFERENCE
PROVIPES A BRIEF DESCRIPTION
OF THE SPECIAL WEAPONS AND

THIS SYMBOL INPICATES THE
UNIT'S AFFILIATION WITH A
SPECIFIC BLOC OR FACTION.

1 SKILLS THE UNIT POSSESSES.

FOR COMPLETE DESCRIPTIONS
SEE PAGES 25-29

VEHICLE SIZE/

HERO INDICATOR

L —

SOME CARDS HAVE A SMALL NOTATION
IN THE LOWER LEFT HAND CORNER ON
THE FRONT SIDE WHICH INDICATES A
VEHICLE OF UNUSUAL SIZE (LIGHT,
LARGE, OR HUGE) OR HERO STATUS OF
A SINGLE MINIATLRE INFANTRY LINIT.

NOTE:

DUST TACTICS CARDS ARE SPECIALLY
| COATED TO ALLOW THEM TO BE LISED
WITH DRY-ERASE MARKERS. YOU CAN
MARK CHECK-BOXES ON YOLR CARDS
OR MAKE OTHER NOTES DURING

GAME PLAY WITH A DRY-ERASE
W  MARKER, THEN WIPE THEM

4/ CLEAN WHEN THE GAME IS

OVER.
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NOTHING ACTION

A Unit that is assigned a Nothing Action, uses a single Action to do nothing.

MOVE ACTION

AUnitthatis assigned a Move Action, uses a single Action to move a number of squares equal to or
less than its Move Value. The direction the Unit is facing has no effect on movement. The Unit may
move any direction and end its Move Action facing any edge of the square.

Units may pass through squares occupied by other friendly Units with the following exceptions:

* Vehicle Units may not pass through friendly Vehicle Units.

* A Unit cannot end its movement in an occupied square unless the Unit is a Hero
sharing a square with a friendly Unit.

Units cannot pass through or end their movement in a square that contains an enemy Unit.

Movement can also be blocked or affected by Terrain. In Dust Tactics there are eight types of
Terrain:

! Open - Represents flat, open areas, such as plains and recently harvested farm

EI-_.“‘_l_ -

fields. Units can pass through or occupy and Obstacles can be placed in Open
Terrain squares.

Tree — Represents a large tree or cluster of small trees. Units can pass through and
occupy Tree squares.

Rubble — Represents piles of debris from destroyed Terrain, such as shattered
buildings and destroyed roadways. Wheeled and Tracked Vehicle Units cannot
pass through or occupy a Rubble square. Other Units (including Walker Vehicle
Units) can pass through or occupy a Rubble square.

Structure — Represents impassible man-made structures that cannot be entered,
such as pillars or fuel tanks. Units cannot pass through or occupy a Structure
square.

Water — Represents deep water, such as lakes, oceans, and rivers. Units cannot
pass through or occupy a Water square,

Ammo Crates — 3-D obstacles that also act as Cover (see page 22). Units can
pass through and occupy a square containing an Ammo Crate. Vehicle Units
passing through or occupying a square containing an Ammo Crate may choose to
destroy the crate (removing it from play).

Tank Traps — 3-D obstacles that also act as Cover (see page 22). Vehicle Units,
including Walkers, cannot pass through or occupy a square containing a Tank Trap.
Other Units can pass through or occupy a square containing a Tank Trap.

Walls and Buildings — Units cannot pass through Walls, but may move through
openings in wall and buildings. Openings are classified into three sizes, small
openings (less than one square wide), large openings (one square wide), and huge
openings (two or more squares wide). Infantry Units can move through openings of
any size. Vehicle Units cannot move through small openings, but may pass freely
through large and huge openings. Infantry Units can also move up or down a floor
in a multi-story building (this includes moving form the top floor to the roof of a
building), at a cost of one square of movement per floor.




Units can also move diagonally. The first diagonal movement a Unit makes into a square counts as
moving one square, but all subsequent diagonal movements the Unit makes into a square count
as moving two squares. Adjacent enemy Units or impassible Terrain can limit diagonal movement.
Vehicle Units cannot move diagonally across the corner of a square occupied by impassible
Terrain or an enemy Unit. Infantry Units can move diagonally across the corner of a square
occupied by impassible Terrain or an enemy Unit, but cannot move diagonally through the
adjacent corners of two squares occupied by impassible Terrain or enemy Units.

MARCH MOVE ACTION

AUnit that is assigned a March Move Action uses two Actions to move a number of squares equal
to or less than its March Move Value. Other than the difference in the maximum number of squares §
moved, a March Move Action works identically to a Move Action.

MOVE/MARCH MOVE MOVING AROLIND

| IN THe DiAGrRAm BELOW, LNIT A HAS A [ ] CORNERS
5\ MOVE VALLE OF Z AND A MARCH MOVE
| VALLE OF 4. NOTE THAT | INFANTRY LINIT A CAN

THE WALKER CAN MOVE MOVE ACROSS THE
LESS SOUARES THAN | BUILDING CORNERS AND THE

THESE MOVE VALLUES | CORNER OF THE ADJACENT &

AND END MOVEMENT SQUARE THAT CONTAINS =% ‘?H

FACING ANY DIRECTION. | ENEMY VEHICLE LNIT B, /'~

HOWEVER, THEY CANNOT '

MOVE THROUGH THE ADJOINING %
CORNERS OF THE BLILDING @

" MOVE / MARCH MOVE ACTIONS

A

MOVEMENT IN

BUILDINGS INFANTRY LINIT A VEHICLE
| CANNOT LEAVE THE HNIT C‘ CANNOT

BUILDING THROLGH THE WALLS, BUT MAY
LEAVE THROUGH AN OPENING, | Chomctic Paniie

INCLLDING MOVING | piacONALLY ADJACENT SQUARE
PIAGONALLY THROUCH | For ONE SGUARE OF MOVEMENT,
AN OPENING TO EXIT THE BUT MUST INSTEAD MOVE
BUILDING. FORWARD ONE SGUARE, THEN
MOVE ONE SQUARE TO THE LEFT,
ENTERING THE DIAGONALLY
ADJACENT SQUARE FOR TWO
SGQUARES OF MOVEMENT.

A LARGE OPENING TO ENTER

OR EXIT THE BUILDING AND
CANNOT PASS THROLIGH THE

OPENING DIAGONALLY.




ATTACK ACTION

DEF_"LAEI TARGET LINITS

(PAGE 21) TARGETyLINITS ROLL SAVES n
— (PacE 22) TARGETJLINITS TAKE DAMAGE
(PAGE 22)

EC'LL' TOHIT TARSET LINITS
qgmss 20

CHECK RANGE |
[ ‘ (PAGE TP) [
CHeck e ch
(PAGE :E.'

CHECK{LINE OF SIGHT
‘fFﬁ.GES: 19-20)

* ATTACK ACTION

*

Units can only Attack Targets that are
within the Range of their Weapons. Each

RANGE |-

LNIT A WAS ASSIGNED AN

ATTACK ACTION. CHECKING THE WEAPONS

TABLE ON THEIR LINIT CARD
REVEALS THAT THEY HAVE A
WEAPON WITH A RANGE OF SIX =

AND A WEAPON WITH A RANGE
OF THREE. THIS MEANS THAT
LINIT B IS WITHIN RANGE OF
ALL OF UNIT A’S WEAPONS,

BUT LINIT C 1S ONLY WITHIN RANGE OF

THE WEAFPON WITH A RANGE OF SIX.

Weapon's Range, in squares, is specified
on the Unit Card in the Range column of
the Weapons Table. When measuring
range diagonally, the first square counts
as one square, but all subsequent
measurement of diagonal range counts
each square as two squares. A Range of
“C" indicates Close Combat Weapons
that can only Attack Targets in adjacent

squares (see page 23).
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Unless otherwise noted in the Weapons Table, Infantry Units (including Heroes) have a 360-
degree Fire Arc, allowing them to fire in any direction. Vehicle Unit weapons have a specified Fire
Arc, asindicated in the Weapons Table on the Unit Card. The four Fire Arcs are:

Front-mounted weapons can only attack
targets in squares that are 45 degrees to
either side of the square directly in front of
the Vehicle.

FIRING ARCS

3V TURRET
7 WEAPONS
MAY FIRE INTO

ATTACK ACTION

Rear-mounted weapons can only attack
targets in squares that are 45 degrees to
either side of the square directly to the
rear of the Vehicle.

Side-mounted weapons can only attack
targets in the 180 degrees to the side of
the Vehicle (excluding the squares
directly in front of the Vehicle and directly
behind the Vehicle).

Turret-mounted weapons can attack
targets in any direction (360-degree arc).

If a Unit attempts to target a Unit that is not in their
Fire Arc, the player will need to assign a Move |
Action tothe Unitfirst, to change its facing.




TWO - CHECK LINE OF SIGHT (LoS]

Each square on the game mat that contains a dot does not block Line of Sight (LoS). To determine
LoS, players trace an imaginary line from the dot in the square occupied by the Unit assigned an
Attack Action to the dot in the center of the square occupied by the Target Unit.

If the line passes through a square that does not contain a dot or contains Terrain that would block
LoS., then LoS is blocked.

+ ATTACK ACTION

If LoS passes through the corner of a square without a dot, then LoS is not blocked, but the targeted
Unit will receive the benefit of Cover (see page 22).

If the line passes through the corners of squares that would block LoS on both sides of the line, then
LoS is blocked.

A square containing any Infantry Unit does not block LoS, but a square containing any Vehicle
Unit does block LoS.

Squares containing smoke block LoS to Units on the far side, but Units in the smoke can be
targeted.

Tree squares block LoS to Units on the far side, but Units in the Terrain can be targeted.

Walls, structures, and buildings block LoS, however, openings do allow for LoS. A Unit inside a
building can only target a Unit outside the building if the attacking Unit or the target Unit is adjacent
(including diagonally adjacent) to the opening the attacking Unit's LoS passes through.

A Unit outside a building can only target a Unit inside the building if the attacking Unit or the target
Unit is adjacent (including diagonally adjacent) to the opening the attacking Unit's LoS passes
through.

LINE OF SIGHT

EXAMPLE | UNIT A HAS LOS TO LINIT B EVEN THOUGH THE | !
; LINE DRAWN FROM THE DOT IN LINIT A’S SQUARE |
TO THE DOT IN LINIT B’S SQUARE PASSES THROUGH THE CORNER |  +
OF A SQUARE WITHOUT A DOT. LINIT A DOES NOT HAVE LOS TO <
LINIT C, HOWEVER, AS THE LINE DRAWN BETWEEN THE
3 DOTS IN THE TWO LINIT'S SQUARES PASSES THROLIGH A
SGUARE WITHOLIT A DOT.

UNIT A HAS LOS TO UNIT D BECAUSE THE LINE DRAWN
BETWEEN THE DOTS IN THE CENTER OF THE TWO LINIT'S
SGUARES PASSES THROUGH TWO CORNERS OF SGUARES

WITHOUT POTS THAT ARE NOT
OPPOSING. LINIT B DOES NOT
HAVE LOS TO UINIT E, HOWEVER,
BECALISE THE LINE TRACED
BETWEEN THE SQUIARES
OCCUPIED BY THE TWO [T

LINITS PASSES THROUGH |
TWO OPPOSING CORNERS
OF SQUARES WITHOUT |
A DOT. L




LINE OF | :LOS THROUGH OPENINGSS
SIGHT LINIT G INSIDE THE BUILDING HAS LOS TO LINIT B OUTSIDE OF THE
BUILDING BECAUSE LINIT G IS ADJACENT TO AN OPENING. LINIT B

EXAMPLE Z | "ALs0 HAS LOS TO LINIT G THAT IS INSIDE THE BUILDING. LINIT &
——— HAS LOS TO LINIT F BECAUSE THEY ARE BOTH INSIDE THE BUILDING,

N\ | BUT DOES NOT HAVE LOS TO LINIT J BECAUSE LINIT G IS NOT

ADJACENT TO ANY OPENING THROLGH

WHICH IT COULD TARGET LINIT J.

ATTACK ACTION

:LOS THROUGH TERRAINZ

UNIT J HAS LOS TO UNIT | EVEN

THOUGH IT IS LOCATED IN A TREE
SQUARE, BUT DOES NOT HAVE LOS

TO UNIT H BECALISE IT IS ON THE

:LOS THROUGH
OTHER UNITS=

INFANTRY LINIT A HAS LOS
TO ENEMY INFANTRY UNIT € AND

ENEMY VEHICLE LUINIT D, EVEN THOUGH THEY SQUARE
ARE FIRING THROUGH FRIENDLY INFANTRY OTHER SDE OF A TREE
LINIT B. LINITS C AND D CAN LIKEWISE TARGET
LINITS A AND B, HOWEVER, INFANTRY LUNIT E
CANNOT TARGET LINITS A AND B BECAUSE
LOS |8 BLOCKED BY FRIENDLY VEHICLE LUNIT D.
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THREE - DECLARE TARGET UNITS

Once Range, Fire Arc, and LoS have been checked to determine which Units can be targeted by
the Unit that has been assigned an Attack Action, the player must declare which Unit will be
targeted by each weapon used, and any Skills that will apply to the attack. Once targets are
declared, they cannot be changed.

When performing attacks, all attacks are considered simultaneous. If a player declares a Unit is
firing all its weapons against the same target but destroys it with the first weapon, the other
weapons are still considered to be used in the attack, and cannot be used against another target. If
a player declares that a Unit is using a Limited-Ammo Weapon (such as a Panzerfaust), the ammo
is still expended, even if the other weapons destroy the target Unit first. A Unit does not have to use
all of its Weapons or Skills, but if a Unit does not declare a target for one of its Weapons or does not
indicate that a Skill will be used in conjunction with a Weapon that was declared, it is not used
during that Activation.

Vehicle Units can use all of the weapons in their Weapons Table during each Attack Action.
However, each surviving soldier in an Infantry Unit can use only one Ranged Weapon and one
Close-Combat Weapon in each Attack Action. If they have several Ranged Weapons available to
them, they must choose which one they will use for each Attack Action. Heroes are an exception to
this rule and can use all of the weapons in their Weapons Table during each Attack Action.

Each weapon that can be used

by the attacking Unit can be MULTIF’LE WEAPONS

declared against a different FIRING AT MULTIPLE | INFANTRY LNIT
target. A Vehicle or Hero with Pl 6ET
multiple weapons and Infantry (€2 TAREETS sﬂo%mg TED
U;its wntll mlé“m'lﬁ* Sﬂldmfiﬁ“ | ™ TWO FLAME-THROWERS. THEY CHOOSE TO TARGET
;: ﬂc-tse ;, e?hare t;“UklP e /  ADJACENT WALKER LINIT B WITH THE FLAME-
ANERIS/OLIOCLES SHCH e THROWERS, INFANTRY UNIT € THAT IS TWO
on a single target. SQUARES AWAY WITH
TWO SHOTGLINS,
AND HERO D WITH
THE REMAINING
SHOTGLIN.

FOUR - ROLLTO
HIT TARGET UNITS

The number of Dust Dice to be
rolled for each weapon is indicated in
the Weapon Table on the Unit Card.
Locate the row that provides
specifications for the weapon, and
then find the column that represents the Unit Type and
Armor Value for the target Unit. The number to the left of the
forward slash is the number of dice that should be rolled.

If ¥ appears tothe left of the forward slash, the weapon is a Blast Weapon. Blast Weapons deliver
explosive payloads or spray over a large area. ¥ indicates that this weapon rolls one die for each
miniature in the target Unit.

Roll the number of dice identified for the weapon, scoring a Hit for each (3 rolled unless modified
by a Skill or Equipment (pages 25-29).

=BLASTZ LINIT A TARGETS LINIT B WITH AN AUTO ﬁ

GRENADE LALNCHER. LINIT A ROLLS /] FOR THE ?E*-“éh - 5
ALTO GRENADE LAUNGHER. LINIT B CONTAINS FIvE S35 &8, =
SOLDIERS, S0 LINIT AROLLS FIVE DICE TOHIT.




FIVE - TARGET UNITS ROLL SAVES

Units that occupy a square containing ammeo crates, tank traps, trees, rubble, buildings, or smoke
are considered to be in Cover. A Target Unit is also considered to be in Cover if the attacking Unit's
Line of Sight to the Target Unit passes through the corner of a square without a center dot (see
page 19).

For an Infantry Unit in Cover the player rolls a die for each hit their Target Infantry Unit received.
Each [ cr@ryrclied negates one Hit.

For a Vehicle Unitin Cover the player rolls a die for each hit their Target Vehicle Unit received. Each
rolled negates one Hit.

&
(=1
E ‘.
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An Infantry Unit that is not in Cover receives an Infantry Save. This Save represents the ability of §
Infantry to “hit the dirt” or dive to the ground to avoid incoming fire. The player rolls a die for each hit
their Target Infantry Unit received. Each {3 rolled negates one Hit.

cbv&g $INFANTRY SAVEZ VEHICLE LINIT A

ATTACKS INFANTRY UNIT E, ROLLING
)/ FOUR HITS. LINIT B IS NOT IN COVER, BUT
&7 STILL RECEIVES AN INFANTRY SAVE. LINIT B
/ ROLLS FOUR DICE WITH A RESULT OF
B, B, U, aNp B NEGATING TWO HITS.
¢~ 5 UNIT B TAKES THE

. \a TWO REMAINING HITS.

ZINFANTRY COVER SAVE:\
INFANTRY UNIT € ATTACKS
INFANTRY LINIT D ROLLING
FOUR HITS. UNIT D IS IN
COVER SO IT ROLLS FOLR
DICE WITH A RESULT

oF , B, W,
AND B8, NEGATING

THREE HITS.
LINIT D TAKES :

THE ONE REMAINING
HIT.

:VEHICLE
COVER SAVES

VEHICLE UNIT A
ATTACKS VEHICLE

LINIT E, ROLLING
THREE HITS.
VEHICLE UNIT E 18
IN SMOKE, SO IT
RECEIVES A COVER SAVE.
uwr; E E-OLLS THRﬁ:’:‘ DICE WITH A RESLLT OF
1o 1l ., AND B, NEGATING ONE HIT.
aosign Hits not sanceled bY | LINIT € TAKES THE TWO REMAINING HITS. LINIT E RETALIATES,
ROLLING THREE HITS AGAINST LINIT A. LINIT A HAS NO COVER,

a time, resolving each Hit
before moving on to the S0 IT RECEIVES NO COVER SAVE AND TAKE ALL THREE HITS.

next. Each Hit assigned to
an Infantry Unit eliminates one miniature selected by
the Unit's player. Each Hit on a Hero or Vehicle inflicts

SIK - TARGET
UNITS TAKE DAMAGE

the amount of damage indicated in the Weapon Table . 3

on the Unit Card. Locate the row that provides SAUTOMATIC KILL=

specifications for the weapon, then find the column that VEHICLE LINIT A ATTACKS

represents the Unit Type and Armor Value for the target VEHICLE LINIT B WITH A

Unit. The number to the right of the forward slash is the WEAPON THAT ROLLS ];‘;é x

number of points of damage caused by each Hit with UNIT A ROLLS ONE DIE,

that weapon. ROLLING ONE HIT AGAINST
_ LINIT B. UNIT B Is

If 2 appears to the right of the forward slash, the DESTROYED.

weapon inflicts Automatic Kill damage. Automatic Kill

damage is equal to the Units remaining Damage
Capacity (remaining “crosses” on the Unit's Damage
Track).



* ATTACK ACTION

retaliatory attack with Close Combat Weapons is not a Sustained Attack.

N\ Dbattlefield debris. Improvised Weapons use the statistics listed below:

: IMPROVISED CLOSE COMBAT
WEAPON TABLES

w1 23412308667y 23
| {ml |
Impryvised Elose g 4yt 41 11 90 14 4114 40 01 1010

Weapons that indicate a Range of “C" in the Weapons Table on the Unit Card are Close Combat
Weapons. These Weapons can only be used if the attacking Unit and the target Unit occupy
adjacent squares (including squares diagonally adjacent). Close Combat Weapons may be used
in addition to Ranged Weapons (in the same Attack Action), but their use must be declared with
Ranged attacks before any attacks are resolved. Ranged Weapon attacks are resolved first and
casualties are removed before resolving the effects of attacks with Close Combat Weapons.

Attacks with Close Combat Weapons allow the target Unit to retaliate with its own Close Combat
Weapons. Both the attack and the retaliatory attack are resolved simultaneously with casualties
being removed following the resolution of both side’s attacks. Hits with Close Combat Weapons are
not subject to Cover or Infantry Saves. When performing a Sustained Attack, the player must
choose whether the attack with Ranged Weapons or the attack with Close Combat Weapons will
be Sustained (the other Attack will remain just a standard Attack). Regardless, the target Unit's

Regardless of the weapons listed in the Weapons Table on the Unit Card, Infantry and Vehicle Units
have the ability to perform Close Combat Attack Actions with Improvised Weapons. These
weapons may be thought of as shovels, grenades, the buttstock of a weapon, or a piece of

INFANTRY LINIT A OCCUPIES A SQUARE ADJACENT TO INFANTRY
UNIT B. LNIT A DECLARES THAT IT WILL PERFORM A RANGED
ATTACK FOLLOWED BY A CLOSE COMBAT ATTACK.

LINIT A’s RANGED ATTACK DESTROYS
TWO SOLDIERS IN LINIT B.

UNIT A AND LINIT B NOW ROLL
SIMULTANEOUSLY FOR CLOSE
COMBAT, WITH UNIT A ROLLING
FOR ALL OF ITS SOLDIERS AND

LINIT B ROLLING FOR ITS
THREE SURVIVING SOLDIERS.
LINIT A DESTROYS THREE MORE
OF LINIT B’S SOLDIERS, COMPLETELY

WIPING OUT THE LINIT. I

LINIT B’s CLO<E

COMBAT ATTACK IS

SIMULTANEOLIS HOWEVER,

SO UNIT A HAS TO REMOVE

THE TWO SOLPIERS DESTROYED
BY LINIT B.

SUSTAINED ATTACK ACTION

re-rolling misses, a Sustained Attack Action works identically to an Attack Action.

UNIT A ENDS CLOSE
COMBAT WITH 3

SURVIVING
SOLDIERS.

A Unit that is assigned a Sustained Attack Action uses two Actions to increase the likelihood that it
will hit its target. After rolling the number of dice indicated for the weapon(s) used for the Sustained
Attack Action, the player re-rolls all misses and counts any additional Hits as successes. Other than




~ Heroes are Infantry Units of one miniature that can share a square with a friendly Unit or a friendly
‘Vehicle. Heroes are unique individuals, so an army can never have two of the same Hero.

Joining Infantry Squads

Before the game begins, a Hero and an Infantry Unit that have the same Armor Value, can be
joined to form a combined Unit that Activates simultaneously for the remainder of the game (unless
the player decides to permanently separate the Hero from the Unit during the game). If the Hero
and the Infantry Unit's movement rates differ, the combined Unit uses the lower rate. The
combined Unit shares Skills (if applicable). When the combined Unit takes Damage, the Unit's
player assigns Hits between the Infantry Unit and the Hero joined to it using the rules for assigning
Hits (see page 22). Count the combined Unit as a single Unit when determining how many Units
have yet to Activate for the Passing rule (see page 11).

A player may choose to break up a combined Unit by separating the Hero from the Infantry Unit
they joined before the game began. This may be done during any Turn before the combined Unit is
assigned an Action. The player Activates either the Hero or Infantry Unit for a Move or March Move
Action to separate them. The player then completes that Unit's Activation. The other Unit may be
Activated later in that same Turn. Once the Hero is separated from the combined Unit, it may share
a square with any friendly Unit, but may not be joined to any Infantry Unit for the remainder of the
game.

A Hero with the Pilot or Ace Pilot Skill can pilot a Vehicle. Only one Hero may pilot a Vehicle at a
time. For a Hero to pilot a Vehicle, the player must assign the Hero to the Vehicle before the game
begins. The Hero and Vehicle Unit now form a combined Unit until the end of the game or the
destruction of the Vehicle.

When a Vehicle with a pilot Activates, its pilot also Activates performing the same Action as the
Vehicle.

Count the Hero and Vehicle as a single Unit when determining how many Units have yet to activate
for the Passing rule (see page 11).

While piloting a Vehicle, a Hero cannot be the target of an Attack and cannot use their own
weapons, but can use their Skills.

If the Vehicle is destroyed, the pilot's player rolls a die. On a roll of or E the Hero escapes
unharmed. On a roll of [#5] the Hero takes a point of damage. The Hero is placed in any valid square
adjacent to the square the Vehicle occupied, and counts as having Activated for this Turn.

A Hero can dismount from a Vehicle before the Vehicle Activates by performing a Move or March
Move Action to move away from the Vehicle. If a Vehicle's pilot dismounts, they may not remount
and the Vehicle is considered destroyed.
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SPEGIAL WEAPONS

Some weapons are subject to additional rules that represent their combat effects. These combat
effects may be the result of VK-enhanced technology (e.g., Laser Weapons) or a function of how
they operate (e.g., Grenade Weapons). The following are some common Special Weapons and
the rules that govern their use.

Flame Weapons

Flame-throwers, napalm throwers, sulphur jets, and other similar weapons fire a spray of burning
fuel or caustic liquid, engulfing the target unit and any other units in its path.

Units hit by Flame Weapons do not receive an Infantry or Cover Save against those weapons (see
page 22). In addition, Flame Weapons attack all units in squares between the attacking unit and the
target unit, including friendly units. The flame follows the shortest possible path to the target
(measured in the same way as movement and range), and may only pass through squares along a
path through which the attacking unit has LoS to the targeted Unit. The player controlling the Unit
performing the attack with the Flame Weapon may choose between alternative shortest paths.

Grenade Weapons

Grenade launchers and other weapons that fire small explosives project their rounds over cover so
they land amidst the targeted unit. Units hit by a Grenade Weapon retain their Infantry Save (see
page 22), but do notreceive a Cover Save.

Laser Weapons

When Blutkreuz Korps scientists applied the technology they found in Antarctica to weapons
development, they discovered the incredible destructive capability of intensely focuses beams of
light. The resulting laser technology has created some of the most powerful anti-tank weapons in
the world. Capable of quickly cutting through any armor; the longer Laser Weapons are held on
target, the deeper they cut.

For each Hit a Laser Weapon rolls, roll one die, scoring an additional Hit on a roll of . Continue
scoring Hits and rolling an additional die for each Hit until a miss is rolled for that die.

If the Laser weapon has a special rule that allows it to hit on a roll of &) as well as , itonly counts
al% as ahiton the first roll. Additional rolls only hit on a roll of |3 .

sLASER? VeuicLe LINIT A PERFORMS A SUSTAINED ATTACK AGAINST INFANTRY LINIT B
WITH A LASER WEAPON. THE LINIT ROLLS FIVE DICE, ROLLING TWO SLUCCESSES AND THREE
FAILURES. THE THREE FAILLRES ARE REROLLED, SCORING ONE MORE SLCCESS. THE
PLAYER NOW ROLLS THREE MORE DICE FOR THE THREE SUCCESSES, SCORING ONE
SUCCESS AND TWO FAILLIRES. ONE MORE DICE I8 ROLLED FOR THE SINGLE SUCCESS, BUT
ROLLS A FAILLRE. LINIT A INFLICTS A TOTAL OF FOUR HITS ON LINIT B.




Some weapons have limited ammunition capacity, Once all of its ammunition is expended, the
weapon can no longer fire.

Limited-Ammo weapons are indicated by check-boxes in the Weapons Table on the Unit Card.
Mark one of these boxes each time an Infantry or Vehicle Unit makes an Attack or Sustained Attack
action with the Limited-Ammo weapon. Once all of the check-boxes have been marked, the
weapon can no longer fire.

While a soldier (individual miniature) in an Infantry Unit can only use the weapons they are
modeled with, they are assumed to pick up extra ammunition from fallen comrades that are part of
their Infantry Unit. As long as there is a soldier remaining in the Infantry Unit that is modeled with
that weapon, they still possess all of the Unit's remaining ammunition for that weapon.

Reload Weapons

Some weapons, such as artillery, require ammunition to be manually loaded before firing. These
weapons must be reloaded after every shot. At the beginning of the game, use a Loaded token to
indicate that the Reload Weapon is loaded. When the Reload Weapon is used for an Attack or
Sustained Attack Action, remove the Loaded token. The Unit with the Reload Weapon, must be
assigned a Reload Special Action to return the Loaded token to the Unit before the weapon may be
fired again. A Unit may perform an Attack Action and a Reload Action during the same Activation,
allowing it to complete an Attack Action each Activation.

Sniper Weapons

In the hands of a trained sniper, Sniper Weapons can be used to selectively target officers or
other individuals in a Unit. When declaring the target of a Sniper Weapon's Attack or Sustained
Attack Action, the player may specify a miniature in the targeted Unit. All unsaved Hits from this
attack are assigned to the specified miniature.

Under-Barrel Weapons

Some modern weapons systems combine two weapons into one. An example of this is the M1
automatic rifle paired with an under-barrel grenade launcher.

Each soldier that carries a weapon with an Under-Barrel weapon can fire both the main weapon
and the Under-Barrel weapon at the same target in a single Attack or Sustained Attack Action.
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SKILLS

Some Units and Heroes possess Skills, aptitudes, training, or equipment that allows them to
perform at a level that leaves less gifted soldiers in awe. A player must declare that a Unitis using a
Skill before rolling any dice that might be modified by that Skill. Unless otherwise stated, Skills
possessed by a Hero apply to a Unit they have joined, and Skills possessed by a Unit apply to a
Hero that has joined their Unit. If a Hero and Unit possess the same Skill, it is not doubled in
effectiveness nor do they gain a second use of the Skill. If the Skill may be used only once per
game, the Hero and the Unit use it at the same time.

ACEPILOT

A Hero with the Ace Pilot Skill rolls a die when the Vehicle that they are piloting Activates. On[ij) a
or a[#] the Vehicle gains a third Action for this Activation. A Hero with the Ace Pilot Skill does not
share it with any Unit they Join.

An Airmobile Vehicle can be carried by an Airlifter, such as the Mil Mi-48 ‘Carrier’ Walker transport
helicopter.

ANDSTAYDOWN

Any Unit hit by this Unit's Ranged Weapons removes any Under Fire tokens on it and gains a
Suppression token if it does not already have one. A Hero with this Skill does not share it with any
Unitthey Join.

ARTILLERY OBSERVER

One of the greatest advantages of artillery is that it does not need to see its target. It can use an
observer to radio back the coordinates of the enemy then fire at them from afar.

When a Unit with Artillery Observer performs an Attack or Sustained Attack Action, they may use
the Artillery Weapons of a friendly Unit that has not yet Activated, rather than their own Unit's
weapons. The Artillery Unit immediately Activates and performs an Attack or Sustained Attack
Action (whichever the Artillery Observer is performing) with its Artillery Weapons. The Artillery Unit
uses the Artillery Observer to determine LoS (rather than its own position), but must check its Fire
Arcand Range as normal.

If the Artillery weapon is a Reload weapon and it did not perform a Sustained Attack action, it may
perform a Reload Action either before or after the Attack Action. The Artillery Unit finishes its
Activation, then the Artillery Observer continues its Activation with any remaining Actions.

ASSASSIN

A Hero with the Assassin Skill chooses which enemy Soldiers are assigned Hits when performing
an Attack Action with Close Combat Weapons. A Hero with the Assassin Skill does not share it with
any Unit they Join.

ATTHEDOUBLE

AUnit with the At the Double Skill (and any Unit it has Joined or Hero that has Joined it) may perform
a free Move Action immediately after performing a March Move Action.

For each Hit a Unit with the Berserk Skill rolls with a Close Combat Weapon, roll one die, scoring an
additional Hit on a roll of . Continue scoring Hits and rolling an additional die for each Hit until the
Unit rolls a miss.



Ifthe Hero has a special rule that allows it to Hit on a roll cf@ aswell as [{_?] , rolls of @ only counts
as a Hit for the first roll. Additional rolls only Hit on a roll of @ . A Hero with the Berserk Skill does
not share it with any Unit they Join.

A Unit with the Black Ops Skill rolls four dice for Initiative rolls (see page 11).

A Brave Unit rolls three dice instead of two when rolling to remove Under Fire or Suppression
tokens.

A Unit with the Camouflage Skill may take a Camouflage Special Action. Once it has done so, no
ends if the Camouflaged Unit takes any Action other than a Move or Nothing Action (Artillery
Observers can still use their Skill to attack with an Artillery Unit). The Unit starts the game
Camouflaged. A Unit with the Camouflage Skill does not share it with any Unit they Join nor with
Heroes that Join this Unit.

A Unit with the Charge Skill (and any Unit it has Joined or Hero that has Joined it) may perform a
free Attack Action using Close Combat Weapons immediately after performing a March Move
Action,

COORDINATED FIRE

All Auto Grenade Launchers in a Unit, or possessed by a Hero Joined to this Unit, targeting the
same Unit, must select the same target square. Resolve all of their attacks at the same time. For
each miniature in the target square, roll one die for each Auto Grenade Launcher.

DAMAGE RESILIENT

Each time an Infantry Unit that is Damage Resilient is assigned a Hitthat is not canceled by a Save
(see page 22), roll a die. On a result of E‘}] cancel the Hit.

Each time a Hero or Vehicle Unit that is Damage Resilient is assigned a Hitthat is not canceled by a
Save, mark off the resulting Damage on the Unit's Damage Track as normal. Roll one die for each
point of Damage marked off as a result of the assigned Hit(s). Each {23 rolled cancels one point of
Damage (clearing the mark on the Unit/Hero Card).

A Unit with the Damage Resilient Skill does not share it with any Unit they Join nor with Heroes that
Join this Unit.

DAMAGE RESILIENTZ= VEHICLE LINIT A ATTACKS VEHICLE LINIT B WHICH 1S IN COVER
AND DAMAGE RESILIENT. LINIT A SCORES THREE HITS AGAINST LINIT B. UNIT B ROLLS FOR
COVER, AND SUCCESSFULLY NEGATES ONE HIT. LUINIT B MUST NOW ROLL ONE DIE FOR EACH
OF THE REMAINING HITS. LINIT B ROLLS [3) AND [ , CANCELING ONE OF THE REMAINING
HITS AND TAKING THE OTHER.

DEFENSIVE TACTICS

A Unit with the Defensive Tactics Skill (and any Unit it has Joined or Hero that has Joined it) gains
the Damage Resilient Skill while in Cover.
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EXPERT - WEAPON
A Hero with the Expert Skill hits on rolls of [#] as well as [ when making an Attack or Sustained
Attack Action with the specified weapon.

FIGHTING SPIRIT

Once per game, a Unit with the Fighting Spirit Skill (and any Unit it has Joined or Hero that has
Joined it} hits on rolls of [&] aswell as % when making an Attack or Sustained Attack Action.

FLYING

A Unit with the Flying Skill is outfitted with equipment (e.g., jetpacks) that allow it to fly over
obstacles. The Unit can pass over enemy Units and any Terrain as if it were Open Terrain, provided
that it ends its Move or March Move Action in Terrain that it could normally occupy. If a Hero has
Joined a Unit, both must possess the Flying Skill for either to use it when they Activate together.

INFANTRY ACE
A Hero with the Infantry Ace Skill rolls a die when it Activates. On a @ or [ the Hero (and any Unit
it has Joined or Hero that has Joined it) gains a third Action for this Activation.

LUCKY

Once per game, a Hero with the Lucky Skill may re-roll any dice that failed to Hit with any of their
weapons when making an Attack or Sustained Attack Action. A Hero with the Lucky Skill does not
share it with any Unit they Join.

MERCENARY

AUnit with this skill can be fielded by any Bloc or Faction.

PILOT: NAME

AVehicle with the Pilot: Name attribute can only be piloted by the named Hero. The Vehicle can still
be fielded without a pilot. This Vehicle is unique, so only one may be included in any player's army.

A Unit with the Scout Skill (and any Unit it has Joined or Hero that has Joined it) may take a March
Move Action as its first Action of the game. This counts as a single Action, leaving the Unit with one
further Action during this Activation.

Once per game, a Vehicle with Smoke Launchers may take a free Launch Smoke Special Action,
that does not count towards the three Actions per Activation limit, to place a Smoke Screen on itself,
The Smoke Screen fills any one square occupied by the Vehicle.

TRAILBLAZER

A Unit with the Trailblazer Skill (and any Unit it has Joined or Hero that has Joined it) can move
through enemy Units.

LIOMBIE

A Zombie Unit never makes Cover Saves, but always passes Infantry Saves on a roll of as well

. as @ .AZombie Unit cannot be the target of a Command Squad Special Action, mount

a Vehicle orAircraft, or join/be joined by a non-zombie.



Players must choose a scenario before starting play. Players can choose one of the four scenarios
provided in this book, use a scenario provided online at www.dust-models.com or
www.dustgame.com, or create their own scenario. Firefight is the recommended scenario for
first-time players. If you prefer to randomize scenario selection, roll two dice and consult the
chart below:

ROLL SCENARIO
® 1 - Firefight
=] ¥l or 5] 2 - Reload
SFOLU® 3 - Fuel Run
& = 4 - Radio Free Babylon

Once the scenario is selected, each player provides a game mat, placing it on the table as shown in
the scenario. Players roll for Initiative, and the player who wins Initiative chooses which of the
indicated board edges his forces will use to enter the battlefield.

Unless Terrain placement is specified by the scenario, the player with Initiative then places one
Terrain item on the play area (game mats). Players alternate placing Terrain until they have each
placed two Terrain tiles and a Tank Trap. Terrain items may not be placed in a square that would
block a building opening.

Players will likely be using the force supplied with their Starter Set. However, if players care to
select alternate or additional Units, the scenarios provided in this book work best with 25 to 75 point
forces.

Once the play area is set, players again roll for Initiative (see pages 11-12). Each of the scenarios
provided in this book begin with no Units on the play area. During the first Turn, players will move
Units ontothe play area from the edge indicated in the scenario.

SCENARIO 1: FIREFIGET

Two small scouting forces happen upon
each other in a relatively desolate area.
With no place to hide, they must engage
and eliminate the enemy force to prevent

them from reporting any intelligence they T A ’ z
have gathered. oo, {4

Game End: All of one player's Units " > e 0#@“

destroyed or end of Turn eight. . - :
o i g Q&
Victory: Player with the most Victory _ =

Points calculated by totaling the point
value of Units destroyed.

Deployment: Players enter from
indicated edges of the play area (long
edges).

—x
el
“ :




SCENARIO 2: RELOAD

Ammunition is in short supply on the
front lines. Two opposing forces seek
to capture nearby caches of
ammunition.

Type: Capture Objectives

Game End: One player controls both
objectives on or after Turn three, all of
one player's Units destroyed, or end
of Turn eight.

Victory: The player who controls the most Objectives wins. A
player controls Objectives by occupying the square containing the
Objective on or after Turn three, providing there are no enemy
Units in any square adjacent to the Objective square. In the case
of a tie, the player with the most Victory Points wins, as calculated
by totaling the point value of Units destroyed.

Deployment: Players enter from indicated edges of the play area (long edges).

SCENARIO 3: FUEL RUN

Fuel is in short supply on the front
lines. Two opposing forces seek to
capture nearby fuel caches.

Type: Capture Objectives

Game End: One player controls both
objectives on or after Turn three, all
of one player's Units destroyed, or
end of Turn eight.

Victory: The player who controls the
most Objectives wins. A player
controls Objectives by occupying
the square containing the Objective
on or after Turn three, providing
there are no enemy Units in any
square adjacent to the Objective
square. In the case of a fie, the
player with the most Victory Points
wins, as calculated by totaling the
point value of Units destroyed.

Deployment: Players enter from
indicated edges of the play area
(shortedges). : E



Game End: The end of Turn eight or [}
when all of one player's Units are ]ﬂ

SCENARIO 4: RADIO FREE BABYLON =
Cut off from their main force, two opposing — B
scouting forces search for a way to radio for b E .
support. A nearby building holds a radio set |’ —
that can mean the difference between __ ———=— "y 7 [ &R
victory and defeat. TS [ j=2]
B - - - =T - < - —
o e
. i e < S S o L
Type: Capture & Hold Building D Sy ey Ty Ty, =L
SV =
BEy
€3
@R

destroyed.

Victory: The player who has uncontested control of the
designated building at the end of Turn eight wins. To have
uncontested control of the building a player must have a Unit
inside the building with no enemy Units inside the building. If no
player has uncontested control of the designated building, the
player with the most Victory Points wins, as calculated by totaling
the point value of Units destroyed.

Deployment: Players deploy from indicated edges of the play area (long edges).
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TURN ORDER e

(Page 15)
AINITIATIVES  PLaveRs RoLL THREE DicE, MoST : z
£ WiNs, MosT [E] TIEBREAKER, STILL TIED {ijﬁj ACT !ONS
THEN REROLL, WINNER CHOOSES WHICH PLAYER GOES
FIRST THiS TURN (PAE II) *MARCH MOVE:
Lj = COSTS TWO ACTIONS
(PAZE 16)

SACTIVATION:  PLavers
ALTERNATE ACTIVATING LINITS
(A PLAYER MaY PAsSsS IF Fewes

sATTACK:
(PAGES 17-23)

:SLISTAINED ATTACK:
€087 TWO ACTIONS

LINITS ARE LEFT TO ACTIVATE
THAN OPPONENT, PasE 1D |

TURN
COUNTER

[o][~s][=][ex][ ][ e] ][~

SACTIONS:  AcTivATED (PacE 23)
LINIT 18 AssieneD Two
c - -
ACTIONS (Pace ) :SPECIALS
TO USE SOME SKILLS
Vv AND EGUIPMENT A LINIT
MUST BE ASSIENED A
sf;fﬁ%?ﬂ 23],
:TURN ENDS:  ReEmovE ACTIVATION :
INCICATORS FROM LINIT CARDS, THEN BESIN
MNEXT TURN STARTING WITH INITIATIVE
MOVEMENT
SMOVES LINITS LSE ONE ACTION SMARCH MOVES LiNiTs Lse Two
TO MOVE 4 NUMBER OF SCUARES ACTIONS TO MOVE A NUMBER OF
EQUAL TO OF LE=S THAN TUE SCUARES EQUAL TO OF LESS THAN
LINIT'S MOVE VALLE. (PAGES 15-16) THE LINIT'S e?;-itggﬂ-} g‘aﬁ VALLE.

Y% \

* FIRST MEASLREMENT OF PIASONAL MOVEVENT COLINTS AS ONE SGUARE, ALL SLBSEQUENT COUNT AS TWO SGLARES.

» LINITS MAY PASS THROUGH SOUARES OCCUPIED BY OTHER FRIENDLY LINITS, EXZEPT VEHIZLE LINITS MAY NOT Pass
THEOUSH FRIENPLY VEHICLE LINITS OR END MOVEMENT IN AN OCCUPIED SRUARE LINLESS THE LINIT 18 A HERD SHARING
A SCUARE WITH A FRIENDLY LINIT.

» MOVEMENT CAN BE BLOCKED OR AFFECTED BY TERRAMN, (PAGE 15)

v VEHICLE LINITS CANNOT MOVE DIMBOMALLY A0ROSS THE CORNER OF A SOUARE OCCUFIED BY IMPASSIBLE TERRAIN OR AN
ENEAY LIMIT.

* [NFANTRY LINITS CAN MOVE DIASONALLY AZROSS THE CORNER OF A SOUARE OCILPIED BY IMPASSIELE TERRAIN OR AN
ENEAY LINIT, BUT CANNOT PO 50 THROWGH THE ADTACENT CORNERS OF TWC SUCH SOUARES.

HEROES

+ MAY SHARE A SQUARE WITH FRIENDLY INFANTEY LINITS.

« MAY JOIN INFANTEY LINIT WITH SAVE ARMOR VALLIE BEFORE SAME BESING. ACTIVATE SIMLLTANEOUSLY. COMBINED LINIT
LISES LOWEST MoVE VALLE, PLAYER ASSIENS HITS BETWEEN HERD AND INFANTRY LINIT, COMBINED LINIT COLINTS AS
SINGLE LINIT FOR PASSING RULE. LINIT SEPARATES BY AssiaNING MOVE OR MagcH MOVE TO INFANTEY LINIT OR HERD
BEFORE COMBINED LINIT ACTIVATES. HERD SEPARATED FROM COMBINED LINIT MAY NOT REJOIN LINIT OR JOIN ANY
OTHER LNIT FOR REMAINDER OF GAVE,

+ A HERD WITH FILOT OR ACE PILOT SkiLL CAN BE ASSISNED TO FILOT VEHICLE BEFORE GAME BESING, FORMING COMBINED
LINIT LUNTIL END OF GAME OF DESTRLETION OF VEHICLE. ACTIVATE TOGETHER PERFORMING SAME ACTION. COUNT AS

SINGLE LINIT FOR PassiNg RLLE. IF VEHICLE DESTROVED, ON A RoLL oF [ or [ , THE HERD ESCAPES LINHARMETD, BUT
ON & ROLL OF (8 THE HERD TAKES A POINT OF DAMAGE. HERD PLACED IN SGUARE ADJACENT TO PESTROYED VEHICLE.
HERD cad MOVE OR MageH MovE AwaY FROM VEHICLE TO DISMOLINT, BUT VEHIALE IS CONSIDERED DESTROVED.




[%ﬁg [ LINITS ROLL SAVES !
(FasE 22) TACEETELINITS TAKE CAMASE
j [ rn:.ec 22)

REolF Tl HIT TARSET LINITS
(FasE ZI)

EHESK RANSE
e

CHECK FIRE Lfc

(PAZE 1B

TARGET LINITS
2)

'_.'n.f'E CLOSE COMBAT

[-:’_'.'HEEK LINE OF SlaeT (Paze Z3)
(PAsES 19-20)
I :ONE - CHECK FIRE ARC:
:ZERO - CHECK RANGE® + FRONT- U5 DEGREES TO EITHER SIDE OF THE SGLIARE DIRECTLY IN FRONT
OF THE VEHICLE

RANGE [N SGUARES INDICATED IN RANSE COLLUMN OF THE
WEAFON'S TABLE. FIRST MEASLREMENT OF DIASONAL
BANGE COLNTS AS ONE SOUARE, ALL SUBSEALENT

COLNT A5 TWO SQUARES. RANGE “C" INDICATES » SiDE- 180 DESREES TO THE SIDE OF THE VEHICLE EXOLUDING THE SOLARES
CLOSE COMBAT, PIRECTLY IN FRONT OF ANP BEHIND THE VEHICLE

1 + TURRET- 360 PEGREE FIRE ARC

|
TWO - CHECK LINE OF SIGHT (Los):

DPRAW IMASINARY LINE BETWEEN DOTS IN CENTER OF SQUARES OocLPIED BY
LINIT WITH ATTACKING AND TARSET LINIT AND CHECK FOR THE FOLLOWING:

* [F LINE PASSES THROUGH SGUARE THAT POES NOT CONTAIN & POT OR
CONTAINS LOS BLOCKING TERRAIN NG Los

* [F LOS PASSES THROUSGH CORNER OF SQUARE THAT WOLLD Block LoS,
LS NOT BLOCKED, BUT TARGET LINIT 1S IN COVER

* |F LOS PASSES THROLGH OFPOSING CORNERS OF SQUARES THAT WOLLD

BLOCK LOS, NO LoS
' T & Ih b
A SGUARE CONTAINING AN INFANTRY LINIT BOES NOT BLOCK LOS, A B G o (o SN

SOUARE CONTAINING A VEHICLE LINIT BLOCKS LOS, 3 —

ﬁmﬁi CONTAINING SVWOKE OF TREES ELDC?’ Los %‘F’HE&H, BUT

ITS IN THESE SQUARES MAY BE TARGETED (RECEIVE COV & - e T ROl s

WALLS, STRUCTURES, AND BUILDINGS BLOSk LOS, BUT ADJAZENCY FIVE = TAR LNITS L SAVES
LINITS THAT QCCUPY A SOUARE CONTAINING AWMO CRATES,
TANK, TRAPS, TREES, ELBBLE, BUILDINGS, OR SMOKE ARE IN

* EEAR- 45 DESREES TO EITHER SIPE OF THE SGUARE PIRECTLY TO THE
REAE OF THE VEHIFLE

3THREE - DECLARE TARGET LINITS:

« ALL TARGETS FOR RANGED AND CLOSE COMBAT
WEAPONS MUST BE PECLARED ALONG WITH ANY SKILLS
BEING LISER.

¢ [NFANTRY LINITS ZAN ONLY LISE ONE RANSED WEAPON
ANP ONE CLOSE COMBAT WEAPON PER SOLPIER.

« HERQ LINITS ANDP VEHICLE LINITS CAN LSE ALL
WesrPon LINES,

TO OPENINGS ALLOw LOS.

*FOLR - ROLL TO HIT TARGET LINITS:

IN THE WEAPON'S ROW IN THE WEAPON TABLE, LOCATE THE SOLLMN
THAT EEPREZENTS THE LINIT TVPE AND AEMOR VALLE FORE THE TARZET
LINIT AND ROLL THE NUMBER OF DICE TO THE LEFT OF THE FORWARD

SLASH. IF & APPEARS TO THE LEFT OF THE FORWARD SLASH,

ROLL OMNE DIE FOR EACH MINIATURE IN THE TARBET LINIT ANP ScoRE
A HIT For EAcH B ROLLED UMLESS MODIFIED BY A SKILL OF
ECUIPMENT. (FAsES 25-29)

381X - TARGET LINITS TAKE DAMAGE:

COVER AS ARE LINITS RECEIVING CORNER COVER (2E2 LoS),
INFANTRY LINITS IN COVER ROLL ONE DIE FOR EACH HIT
RECEIVED AND EAcH &3 or 8] ROLLED NESATES ONE
HIT. VEHICLE LINITS IN COVER ROLL ONE DIE FOR EACH
HIT RECEIVED AND EacH B ROLLED NEGATES OME HIT,

INFANTRY LINITS NOT IN COVER ROLL AN INFANTRY SAVE
BY ROLLING ONE DIE FOR EACH HIT RECEIVED. EACH [
ROLLED NEGATES ONE HIT.

FLAME WEAPONS ELIMINATE BOTH COVER SAVE AND INFANTRY
SAVE. (PAGE 25)

GRENADE WEAPONS ELIMINATE COVER SAVE, BUT ALLOW
INFANTRY SAVE. (PAGE 25)

= ,.1

HITS NOT CANCELLED BY SAVES ARE ASSIGNED TO MINIATLRES AND
RESCLVED ONE AT A TIME. EACH HIT ASSISNED TO AN INFANTRY LINIT
ELIMINATES ONE MINIATURE CHOSEN BY THE LINIT'S PLAYER. EACH HIT
ASSISNED TO A HERD OR VEHIZLE LINIT INFLICTS THE AMOLINT OF
PAVASGE INFICATED TO THE RISHT OF THE FORWARD SLASH IN THE
WTMWF&WMAWM%W
ARGET.

% INDICATES DAMAGE EQUAL TO THE LINIT'S REMAINING DAMAGE
CAPACITY.

VICTORY

HE « &

ImpravispdLiose ¢ vt am 14 94 9 11 100 11 11 1A

sEEVEN - RESOLVE CLOSE COMBAT=

WEAPONS WITH RANGE "C" ARE CLOSE COMBAT WEAPONS
CLOSE COMBAT OCCURS AFTER RANGED ATTACKS ARE
RESOLVED. SUSTAINED ATTACK ACTIONS ONLY AFFECT
RANGED OF CLOSE COMBAT ATTACK, BUT NOT BOTH,
BoTH LINITS ROLL FOR CLOSE COMBAT ATTACKS AND
PAMASE 18 SIMULTANEDLIS.

IMPROVISED WEAPONS MAY BE LSED WITH THE VALLES

SHINN BELOW:
) |

12 3 4.5 68 17 12753

watl ] 2 34

(GAME ENDS AT THE END OF 4 TURN WHERE ONE OF THE FOLLOWING CONDITIONS |5 SATISFIED (PacE 1)
+ ONE OF THE PLAYERS COMPLETES THE DBJELTIVE SPECIFIED IN THE SCEMARID

» ONE OR MORE OF THE PLAYERS NO LONCER HAS ANY LINITS LEFT ON THE SAME MATS

* THE GAME EEACHES THE TURN LIIT SPECIFIED N THE SCENARIO

THE PLAYER WHO COMPLETED THE SCENARID OBJECTIVE OR ELIVINATEDR THE OTHER PLAYER'S UNITS WINS THE GAME, F NEITHER SIPE ACCOWMPLISHED
THIS, THE FLAYER WHO DESTROVED THE MOST ARMY FOINTS OF THEIE OFPONENTS LINITS WINS. EQUAL POINTS DESTROYED RESLLTS IN A DEAW.




