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*5 *" 5 *7 & " $ 5 *0 /. For one Command Initiative, a Big Man may. MOVE. Move up to 3D6 inches once per turn. SPOT. Spot. TASK ATTEMPT. Attempt a task ... 
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Level



Initiative



II



2



I



Range



1



III



3” (7.5cm) 6” (15cm) 9” (22.5cm) 12” (30cm)



3 4



IV



HIT EFFECT for each D6



1-2 Near miss



3-4 Shock



5-6 Dead



!



+2 For any target for each unit within 2” (5cm) of main target. Casualties allocated alternately by players always beginning with the target player.



!



For one Command Initiative, a Big Man may Move up to 3D6 inches once per turn MOVE Spot SPOT Attempt a task (like searching) TASK ATTEMPT Activate one section ACTIVATE Issue or countermand and AVF Platoon AFV ORDER* Remove 1 pt of shock (if in contact with a unit) SHOCK REMOVAL Direct the fire of one section or team DIRECT FIRE INITIATE CHARGE Initiate a charge into close combat Order a section or team to overwatch OVERWATCH Unpin a section or team UNPINNING Reduce a suppressed unit to pinned UNSUPPRESSING



Up to 18”(45cm) Remove lower dice D6



Roll 2D6



Above 18”(45cm) Remove higher dice



Result



Miss 0-2 Pins enemy section or weapon team 3 Pins enemy section or weapon team – Inflicts 1D3 points of Shock 4 1 Hit - Pins enemy section or weapon team – Inflicts 1D3 pts Shock 5 1 Kill - Pins enemy section or weapon team – Inflicts 1D3 pts Shock 6 If at any point the sniper rolls a double on the 2D6 used for firing, his skill level is reduced by one. If at any time his skill level is reduced to below zero, the sniper is removed from the table



!



TRANSIT The platoon advances using its entire Actions. Only one roll is done, the lowest dice rolled may be re-rolled.



HUNT The platoon advances with one Action using the remaining to spot or shoot. The platoon add a +1 to Hit.



ENGAGE The platoon deploys to engage a spotted enemy or ready to engage one. The platoon adds a +1 to Hit and +1 to its Spotting dice



A Big Men with radio may Act as a Forward Observer for 2 initiatives As CO, Activate any Blind or Subordinate BigMan for all his initiative



Higher dice



1 2 3 4 5 6



Action



Cost



1 1 1 1 1



Dice modifier



none Open or hard ground 1” (2,5cm) per Dice Light or broken terrain 2” (5cm) per Dice Heavy terrain 3” (7,5cm) per Dice Impassable terrain -1 PIP for each point of shock of the unit / Blinds ignore first –1 PIP



! -1 -1 -1 -1 -1 -2 -3



Subtract



Spotter under fire Spotter is pinned Target stationary and not firing Spotter closed AFV Target is entrenched Target in a bunker Spotting at night



! Range / Target In open Slightly obstructed Badly obstructed Very Badly obstructed



0-4” (0/10cm)



Add



+1 +1 +1 +1 +1 +1 +1



Target is moving More Actions used Spotter is a BigMan Spotter is a Recce Unit Target is firing Spotter higher than target Target has a high profile



"



#$



4-9” 9-24” (10/22.5cm) (22.5-60cm)



24”+ (60cm+)



Auto



Auto



4



7



Auto



5



9



11



9



10



12



14



11



14



-



-



In open Slightly obstructed Badly obstructed Very Badly obstructed



0-4” (0/10cm)



4-9” (10/22.5cm)



9-24” (22.5-60cm)



Auto



Auto



Auto



Auto



Auto



Auto Auto*



+1 +1 -1



Action



Green/Militia Firer Each pt of shock on Firer



Cost -1 -1



Each side will roll 1D6 for each figure in the Close Assault. Adjust the number of dice rolled according to the list below, in the order listed, rounding down for odd numbers D6 Status modifier



For each Action you used for movement. This is cumulative for multiple units. Ignore this for Blinds. If your troops are Aggressive - for every 3D6 you have so far If your troops are Stubborn and defending - for every 3D6 so far If your troops are green - per section For each Command Initiative level of the most senior Big Man present For each defender’s HMG⁄MMG present with attackers in their arc of fire For each SMG armed section present For each Flamethrower team present For Engineer or pioneer Assault unit - for every 2D6 you have so far For every two points of Shock on your unit If you are defending light terrain – for every 4D6 you have so far If you are defending heavy or impossible terrain - for every 3D6 you have so far If you are defending bunkers or entrenchments - for every 2D6 you have so far For pinned units - you have so far For suppressed units - you have so far If attacked in the rear– you have so far



-1D6 +1D6 +1D6 -3D6 +1D6 +6D6 +3D6 +6D6 +1D6 -1D6 +1D6 +1D6 +1D6 -(50%)D6 -(75%)D6 -(50%)D6



Total up the number of dice to be rolled by each side



If one side has four or more times as many dice as their opponent then the side with the lesser number of dice routs immediately, falling back 3D6" with their backs to the enemy and taking an automatic six Shock points per section. If surrounded they will surrender Otherwise the two players roll their total number of dice. Each 5 or 6 kill one enemy with each six also inflicting one point of Shock. Total up the number of ‘5’ and ‘6’ scored by each side



% ! Range / Target



Cost



Cost



Fire with 1D6 Attempt to spot Attempt a task Reserve 1 action for later use Change facing



Terrain type



Lower dice



No Hits on passengers No Hits on passengers 2 Hits on passengers 4 Hits on passengers 6 Hits on passengers 8 Hits on passengers



& Action



Action



1 1 1 2 1 1



1 2 3 4 5 6



Vehicle missed Vehicle missed Vehicle missed Vehicle Hit Vehicle Hit Vehicle Hit



Veteran or Elite Firer Range 0-6”(0/15cm) Range 12-16”(30/40cm) Move 1D6 inches Take cover Cross a low obstacle Cross a high obstacle Enter an unbarred building Mount / Dismount a vehicle



Roll 2D6



DRAW DEFEATED by 1 DEFEATED by 2 DEFEATED by 3 DEFEATED by 4



Check Shock then fight again immediately. Maximum of 3 rounds after which both withdraw 6” (15cm). Back 4” (10cm) facing the enemy. No movement next turn. Back 9” (22.5cm) facing the enemy. +1 Shock and Unit Pinned throughout the next turn. Run 12” (30cm) facing away from the enemy. +2 Shocks. Unit Suppressed throughout the next turn. Flee 18” (45cm) facing away from the enemy. +3 Shocks. No actions next turn. If no escape will surrender.



Action



Cost



Move 1D6 inches Attempt to spot Cross a minor obstacle Cross a major obstacle Change facing



Rating Slow tracks Average Fast tracks Wheeled



Action



1 1 1 2 1



Cost



Aim at target Load a slow-loading weapon Fire a single shot weapon Reserve 1 action for later use



Hard ground No adjustment +1 pip per D6 +2 pips per D6 Double pips



1 1 1 1



Strike Dice



Up to 50mm 51mm to 79mm 80mm to 110mm 111mm and above Anti-Building Mortar



One ‘1’ One ‘1’ Two ‘1’ Two ‘1’ Two ‘1’



Status



modifier



For each additional action undertaken in the same activation -2 For each additional section or weapons team in the target +2 area within 4”(10cm) of the main target For each point of shock of the tank crew -1 For each point of damage to the gun sights -1 -If more 6’s than 1’s have been rolled then the shot is a great shot and reduces the target’s cover by one level. -If the target has been hit it is automatically Pinned. Now total up the number of pips and check on Fire Table, taking into account any cover and the range. -A roll of two 6’s or more will destroy any crewed weapon in the target area



-1 -1 -1 -1 -1 -1



+2 +1 +1 +1 +1



aimed shot firer has already hit firer is higher Big Man firing for any significant positive factor



The player checks the following table to see if he has been successful. The number shown is the minimum score he needs to roll to hit the target. Target



Range



0-18”(0/45cm)



In the open View obstructed View badly obstructed



Over 18”(45cm)



5 6 8



8 9 10



&



Side armour Rear armour



5 or 6 5 or 6



4, 5 or 6 3, 4, 5 or 6



Both players compare the number of hits achieved by the firer with the number of saves rolled by the defender.



#Saves > #Hits



#Saves = #Hits



#Saves < #Hits



No effect AFV Damaged - As Soft-skin vehicles have no armour, all hits count.



AFV Damaged / 1-4 Hits



The firer rolls 1D6 for the damages and compares to (#Hits - #Saves) Hits / D6 1-2 3-4 5-6 Shock 1 Shock- Halt Engage No effect = Temporary Engine damaged Sights damaged 1 1 Immobilised -1 Move Dice -1 To Hit Immobilised -2 Move Dice Main gun out 2 2 KO – Roll a D6 for each crew 5+ dead 3 Critical Hit – all crew dead 4



Range Roll



0-6”(0/15cm) 6



Action



Veteran or Elite Firer Target obscured Target very obscured



' ! Roll 2D6



6-12”(15/30cm) 7



Cost +1 -1 -2



12-16”(30-40cm) 9



Action



Green/Militia Firer Each pt of shock on Firer



3



Cost -1 -1



Kill Zone radius



Two artillery pieces/ heavy mortars Four artillery pieces/ heavy mortars Two medium Mortar section Medium Mortar battery Rocket Launcher section Rocket launcher battery



4” (10cm) 7” (17.5cm) 3” (7.5cm) 5” (12.5cm) 9” (22.5cm) 16” (40cm)



Calibre under 85mm 85mm to 105mm (25 pounders) 106mm to 125mm ( 5” and 5.5”) 126mm to 145mm 146 to 165mm ( 6”) 166mm to 185mm 186mm to 205mm (includes 8”) 206mm to 280mm (includes 11”)



Strike Dice 1D6 2D6 2D6+1 2D6+2 2D6+3 2D6+4 2D6+5 2D6+8



- Add +2 to the total result if the target is in woods or orchards.



+1 +1



Roll 1D6



for 85mm and 110mm shells +2 For an open topped tank or AFV



For over 110mm shells



Effect



1-3 4-5 6+



None Vehicle Destroyed. - 1D6 hits on passengers Vehicle Destroyed. - One hit per passenger



D6 result



Effect



1-2 3-5 6 7+



None Lose one Action on next activation Carrier Destroyed – Passengers disembark Carrier Destroyed. - One hit per passenger



D6 result



Effect



1-3 4-5 6 7+



The firer rolls 1D6 for each weapon Strike factor counting the number of dice scored ‘depending on the Armour (Front/Side/Rear). The target vehicle rolls 1D6 for each Armour factor counting the number of dice scored depending on the Armour Save. - If the firer rolls double 6 to hit the target adds 3D6 to his Strike factor roll.



Frontal Armour Armour Save



2



D6 result



The player rolls 2D6 to hit the target and adjusts as follows Subtract Add



if firer is under fire if target is moving Shock on the firer Gun sight damaged target small or low for any significant negative factor



Big Man or FOO calls for support. Add Support card to Deck on Tea Break When Support card dealt check the Indirect Fire Support Table to see if fire arrives If fire arrives place aiming point marker on table. Roll deviation dice to see where aiming shot lands. Immediately Fire for Effect if player wishes. Wait until net turn to adjust fire



Weapon



Miss



1D6 2D6 3D6 4D6 5D6



Action



1



4



Broken terrain -2 pips per D6 -1 pip per D6 -1 pip per D6 -2 pips per D6



To fire the player selects an enemy target section, weapons team or crewed weapon and rolls the strike dice depending on the calibre.



Calibre



Step



None Lose one Action on next activation Take 1 hit on the AFV damage table and one point of Shock Take 2 hits on the AFV damage table and two points of Shock



Each Stonk covers one 12”(30cm) square area of the table. These may be used to cover several different locations or, if the player prefers, he may concentrate multiple Stonks on one area. Roll 1D6 for each section, weapons team or vehicle in a Stonk zone. ( ' ' ! D6 result Effect on Infantry Crewed Weapon 1 2 dead, 4 Shock Weapon KO’d 2 1 dead, 3 Shock 1 dead, 4 Shock 3 1 dead, 2 Shock 1 dead, 3 Shock 4 3 Shock 3 Shock 5 No effect No effect 6 6 Shock 6 Shock D6 result 1 2 3 4 5



Effect on Soft-skin Destroyed Destroyed Destroyed No effect No effect



6



No effect



Shock Level Morale - 1



Equal to Morale Morale + 1



AFV 3 Shock 2 Shock No effect No effect No effect 1 hit on the AFV damages table + 4 Shock Effect



AFV may not advance AFV withdraws to cover with all Actions for this turn Crew bails out if immobile Crew bails out immediately
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19 nov. 2017 - 080740070077 THONON. Dauphine Savoie. 1014. PELET. Luna. 24/12/2001. 080740070282 THONON. Dauphine Savoie. 1027. BOURDIER.










 








44 24 54 44 24 54 54 44 34 54 44 34 Three Paul 

saule noir. Où mp le vent. A tempo mp espr. p p. A tempo. 20 pleure... p. Rê. (p) vons,. - c'est l'heure. poco rall. A tempo p mp cresc. poco rall. A tempo. 26. Un.










 








ios 54 

Exterior can be painted, faux finished or stenciled. â€¢ 25 year ... ENGLISHCASTÂ® white products only. Paint finish exterior warranty for 2 years. * Uniquement pour ...










 








ios 54 

GR Light grey / Gris clair / Gris claro. MB Matt black / Noir ... 270mm. 10 ⁄ ”. 181mm. 7 ⁄ ”. 362mm. 14¼”. A. A. Front View. Side View. 508mm. 20”. 125mm. 4 ⁄ ”.










 








NÂ°54 

Dec 21, 2012 - ... of a futures market. Through the study of mental ... However, while not totally operable in our context, the tests undertaken by Acharya et al.










 








ios 54 

Ensemble d'une piÃ¨ce en pierre volcanique rare et rÃ©sine. - MatÃ©riau plus dur et plus rÃ©sistant que l'acrylique ... GR Light grey / Gris clair / Gris claro. MB Matt black / Noir mat / Negro mate. AN Anthracite / Gris anthracite / Antracita. SG St










 








54 Superstars 

Britney Spears' talent is not hugely different from that of your local music club's singer, there must be more to the superstar phenomenon than the.










 








CONTROL 54 

Touche de rÃ©glage du projecteur DMX ou du groupe de projecteurs (jusqu'Ã  9) en mode RGB, RGBW ou RGBWA (prÃ©alable Ã  l'activation de la macro de couleurs COLOURS). 6 FONCTIONNALITÃ‰S. Appuyez sur la touche ADDRESS pour rÃ©gler l'adresse de dÃ©part










 








BULLETIN 54 CCGM 

components: 1) Academic exchange: Oral presentations were given on the .... downloaded to ULP Strasbourg following permission from GEBCO to use the data.










 








54-20b Orthomat.pdf 

Detail measurement is also advisable in the case of very small objects in a bright field, as for example in the adjacent illustration. Particles of asbestos in sputum;.










 








54-5d Panphot.pdf 

out mirror for rapid change-over from one type of filter, with built-in set of filters (N-diffusion ... Rectifier 100â€“160-220 v 50 c/s. 100 prs. carbons. Interchangeable ...










 








-54' (16375 mm 

Page 1. RUE MANSFIELD. +/-40 (12000. ITIT). : +/-54' (16375 mm). RUE METCALFE. MaiSOn Man UVie. QOODe Maisonneuve Ouest > NIVEAU 14.










 








74_YAK 54 size 46 

area. Apply epoxy to the lower rudder hinge. Set the stabilizer in place and re-align. Double check .... and 1 line to the fuel pickup tube in the stopper. 8.










 








Apprentissage - CMA 54 

Choisir une orientation, puis une formation, est une Ã©tape importante de ta vie. Avec l'apprentis- sage, tu peux prÃ©parer de nombreux mÃ©tiers, avec des formations qui te mÃ¨neront du CAP jusqu'Ã . BAC + 5, contrairement Ã  certaines idÃ©es reÃ§ues










 








Untitled - Paintball Evasion 54 

pÃ©riode sans tir, ce qui cause une friction entre les joints dynamique et la ..... ou d'humiditÃ©. si l'un des deux (ou les deux) joint torique est endommagÃ© ou ...










 








74_YAK 54 size 46 

brown paper, both to protect the aircraft and to protect the ... every plane is unique and minor adjustments may have to be ..... plane to lose control and crash.










 








Doc. 54-362 

30 avr. 2019 - ventures et club deals qui ne répondent pas à la définition d'organisme de placement collectif alternatif (OPCA) et souhaitent être considérées ...










 








BULLETIN 54 CCGM 

validated thematic models, a homogeneous common language ...... To be published in digital format (pdf) in 2007. .... reconstructions for different periods of geological history of the Southern Ocean. ...... crustal deformation is emerging, solving p










 








BULLETIN 54 CCGM 

The worldwide success of Google Earth portal brings to light the increasing interest of mankind in ...... Navy, 280 pp.)This fundamental compilation contains a ...










 








048-54 KP.indd - Size 

actly what to use for proper preparation ... Volume, Low Pressure) spray systems .... Stock count & inspection ... As paint chemistry has improved along with paint ...










 








Untitled - Paintball Evasion 54 

paintball professionnels où les codes de sécurité sont strictement mis en ..... modifier et paramétrer votre déclencheur, vous devez d'abord sélectionner la ...










 








Apprentissage - CMA 54 

les-Bains. Pont-Ã -Mousson. Marly. Vigneulles- lÃ¨s-HattonchÃ¢tel. BAR-LE-DUC. 57 - MOSELLE. 54 - MEURTHE-. ET-MOSELLE. 88 - VOSGES. 55 - MEUSE. 16. 33. 32. 40. 39. 43. 28. 23. 22. 21. 20. 2. 15. 47. 45. 46. 51. 44. 44. 48. 49. 50. 52. Roville-aux-ch










 








action nÂ° 54 

Page 1. â€¢. â€¢. â€¢. â€¢. â€¢. â€¢. â€¢. â€¢. PRIX : Â« La CoopÃ©ration rÃ©ussie Â». CATÃ‰GORIE : Les hommes et les pratiques. ACTION. NÂ° 54 pas de pj.










 








clcontrol54 control 54 - Cameolight 

cameo is a brand of Adam Hall Group. Adam Hall GmbH - Daimlerstraße 9 - D-61267 Neu-Anspach - Germany. Telefon +49 (0) 6081 / 94 19-0 - Fax +49 (0) ...
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