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ENEMY DESTROYED

WINNER CONSOLIDATES
UP TO D6" (1)
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4 1 1 2 These mociels move up to 6" in ADVANCE? (2) EQUAL TO THE NUMBER OF WOUNDS
5 2 2 3 attempt to move into contact with THEY LOST COMBAT BY
an enemy.
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7 2 3 4 VEHICLES NO YES OSRR e
8 2 3 4 BOPIRIERS —— —— LIVES DESTROYED
9 3 4 5 -2 Glancing Hit
103 4 5 1 Hit by ‘AP- weapon ARE ALL ENEMY UNITS WINNER
13 5 6 +1 Hitby ‘AP1 weapon EITHER FALLING BACK CONSOLIDATES
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205 9 10 6 Explodes! WINNER REMAINS
LOCKED WITH ENEMY ROLL D6 + Y\ (4)
UNITS THAT DID NOT INITIATIVE
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31 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 5+
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FOOTNOTES: | 1
1 4+ 5+ 6+ 6+ N N N N N N (1) YOU MAY NOT CONSOLIDATE INTO BASE
2 3+ 4+ 5+ 6+ 64 N N N N N CONTACT WITH ANY ENEMY UNIT LOSER
DESTROYED
£ 3 2+ 3+ 4+ 5+ 6+ 6+ N N N N (2) CERTAIN UNITS DO NOT HAVE THE ABILITY
54 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N N TO SWEEPING ADVANCE (i.e. TERMINATORS)
z WINNER
& 52+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N (3) CERTAIN UNITS MAY FALL BACK FURTHER CONSOLIDATES
6 2+ 26 26 2+ 3+ 4+ 5+ 6+ 6+ N (i.e. JUMP PACK TROOPS) UP TO D6" (1)
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9 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+
10 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+
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