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This section lists any errata that have been 
found in Version 1.02 (and earlier) of the 

Armoured Clash Rulebook. You 
can find your rulebook’s version 
number at the bottom of its 
front cover.
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When a General activates one of their units, they can move the unit, 

and make an action with it.

A unit’s Activation is broken into four consecutive steps: 

    A.  REACTION STEP - The opposing General has a chance 

to declare Opportunity Fire against the active unit. 

    B.  MOVEMENT STEP - The active unit makes a ManoeuvreManoeuvre, 

which usually lets it traverse the battlefield.

    C.  REACTION STEP - The opposing General has a second 

chance to declare Opportunity FireOpportunity Fire, if they have not already 

done so.  

    D.  ATTACK STEP - The active unit makes an Attack Action3 .

THE REACTION STEPS

Each Activation has two Reaction Steps, one before the Movement 

Step and one after it. During either of these steps, the opposing 

General can declare Opportunity Fire with one of their units that is 

On Lookout4 , as described on the opposite page.

THE MOVEMENT STEP

In this step, the General can resolve a ManoeuvreManoeuvre with the unit, 

chosen from the list below. 

ADVANCEADVANCE

Move each model in the unit a number of inches up to the unit’s Speed. 

DOUBLE TIMEDOUBLE TIME

Move each model in the unit a number of inches up to twice the unit’s 

Speed.

A unit that makes a Double Time manoeuvre also uses up its Attack 

Step, so cannot make an AttackAttack or Special ActionSpecial Action in that step.

CHARGECHARGE

This Manoeuvre can only be made by a unit with a Melee or Impact 

attack on its Armaments grid. 
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RALLY TESTS

If a unit is Suppressed 1 

when it is Activated, 

it must make a Rally Rally 

TestTest. This is a type of 

Discipline Test2 .

If the test is passed,  

the unit can be activated 

normally. If the test is 

failed, the unit can use 

either its Movement 

Step or its Attack Step, 

but not both. 

In either case, the unit 

remains Suppressed 

until the end of its 

Activation, at which 

point it loses the Status.

OUTFLANKING

If the target of a 

Charge manoeuvre is 

in Close FormationClose Formation, 

and the attacking unit’s 

Officer is outside the 

target’s Front ArcFront Arc 

before charging, the 

target is OutflankedOutflanked.

This will grant a 

Combat Rating 5 Bonus 

during the Attack Step.

REDUCED  

CAPABILITY

Suppressed units which 

have failed the Rally 

Test at the start of their 

Activation cannot use 

both their Movement 

Step and Attack Step. As 

such, they cannot make 

Double Time or Charge 

manoeuvres.  
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Choose an enemy unit to which the active unit has Clear or Obscured 

Line of Sight, and which is not an Aircraft or Rotorcraft unit. Then, 

move the active unit a number of inches up to twice its Speed, ending 

the move so that the active unit’s Officer is in contact with the chosen 

unit, and the chosen unit is in the Officer’s front arc. 

If this cannot be achieved, a Charge manoeuvre cannot be made 

against that enemy unit. 

AIMAIM

The unit does not move. 

Instead, if it makes a Ranged Attack this turn, it will gain a Combat 

Rating 5 Bonus. 

DISEMBARKDISEMBARK

This Manoeuvre can only be made by Embarked Units6 . 

The unit Disembarks from its Transport unitTransport unit. 

EXITEXIT

This Manoeuvre can only be made by Garrisoned Units7 . 

The unit Exits the Defensible Building it has GarrisonedGarrisoned. 

IMPEDED 

CHARGES

If any model in a unit 

moves through Difficult 

Terrain or across an 

Obstacle when making 

a Charge manoeuvre, 

the target unit will have 

a Defensive Advantage10 

during the ensuing Close 

Quarters Combat. 

OPPORTUNITY FIRE 

During one of the Reaction Steps, the opposing General has a chance 

to declare Opportunity Fire with one of their units. This lets the unit 

make a Ranged Attack 8 against the active unit, either before or after it 

moves. Opportunity Fire can only be declared once per activation; if a 

General uses the first Reaction Step, they cannot use the second one. 

Opportunity Fire Conditions
Opportunity Fire Conditions

Opportunity Fire can only be declared with a unit which is On 

Lookout, and which can confirm Target Acquisition9 on the active unit.

Resolving Opportunity Fire
Resolving Opportunity Fire

To resolve Opportunity Fire, the unit makes a Ranged Attack against 

the active unit, then the unit loses its On Lookout status.  Unlike a 

standard Ranged Attack, the target unit cannot be Suppressed1 as the 

result of Opportunity Fire.
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PAGE 24 - DOUBLE TIME

The second paragraph of the Double Time The second paragraph of the Double Time 
manoeuvre has been omitted. It should read: manoeuvre has been omitted. It should read: 

A unit that makes a Double Time manoeuvre 
also uses up its Attack Step, so cannot make 
an Attack or Special Action in that step.

Fixed in version 1.01.
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CORE CONCEPTS

UNIT COHERENCY

All models on the Battlefield are formed into units. A unit consists of 

one or more models of the same type, as detailed in its ORBAT. 

All units fight in either Close Formation Close Formation or Open Formation Open Formation, usually 

determined by their Unit Type. 

When a unit is deployed, and whenever it moves, it must adhere to 

the Unit CoherencyUnit Coherency for its FormationFormation type as described below. 

When models in the unit are destroyed, it is possible that models can 

find themselves out of Unit Coherency. If the models are not back 

in Unit Coherency by the end of their next ActivationActivation, they will be 

Abandoned 1 . 

CLOSE FORMATION

Most Infantry, Cavalry and Field Gun units fight in Close Formation. 

UNIT COHERENCY
UNIT COHERENCY

A unit in Close Formation is organised into ranks, as shown in the 

diagram below. Each model must be facing in the same direction, and 

must be In Contact with the models either side of it. Each model that 

is not in the front rank must be positioned directly behind a model in 

the rank in front of it. 

A rank can be any number of models wide, but each rank must have 

the same number of models. The rear rank is an exception, and can 

have fewer models than the ranks in front of it. 

The unit’s Officer must be placed as close as possible to the centre of 

the front rank. All other models in the unit must be placed within 3” 

of the Officer. 

ARCSARCS

A unit in Close Formation has arcs, in the same way that a model does.

Whereas a model’s arcs extend outwards from its centre point, the 

arcs of a Close Formation unit extend out from its corners at a 45° 

angle, as shown in the diagram below. Treat the rear rank as complete, 

even if it has fewer models than the other ranks. 
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OPEN FORMATION

Most Armour, Artillery and Rotorcraft units fight in Open Formation.

UNIT COHERENCY
UNIT COHERENCY

All models in an Open Formation unit must 

be placed within 3” of the unit’s Officer.

ARCSARCS

Each model in an 

Open Formation unit 

uses its own Front, 

Flank and Rear arcs.

This unit has 

two ranks, with 

three models 

in each rank. 

The Officer is 

positioned front 

and centre.

INCOMPLETE REAR RANKS

If the last rank of a unit in Close 

Formation has fewer models than 

the ranks in front, any models in 

that rank must be placed so that 

they are In Contact with each 

other, and each one is directly 

behind a model in the rank in front. 

An example is shown to the left.

PAGE REFERENCES

1 Abandoned ........................22   
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When a unit is deployed, and whenever it moves, it must adhere to 

the Unit CoherencyUnit Coherency for its FormationFormation type as described below. 

When models in the unit are destroyed, it is possible that models can 

find themselves out of Unit Coherency. If the models are not back 

in Unit Coherency by the end of their next ActivationActivation, they will be 

Abandoned 1 . 
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Most Infantry, Cavalry and Field Gun units fight in Close Formation. 

UNIT COHERENCY
UNIT COHERENCY

A unit in Close Formation is organised into ranks, as shown in the 

diagram below. Each model must be facing in the same direction, and 

must be In Contact with the models either side of it. Each model that 

is not in the front rank must be positioned directly behind a model in 

the rank in front of it. 

A rank can be any number of models wide, but each rank must have 

the same number of models. The rear rank is an exception, and can 

have fewer models than the ranks in front of it. 

The unit’s Officer must be placed as close as possible to the centre of 

the front rank. All other models in the unit must be placed within 3” 

of the Officer. 

ARCSARCS

A unit in Close Formation has arcs, in the same way that a model does.

Whereas a model’s arcs extend outwards from its centre point, the 

arcs of a Close Formation unit extend out from its corners at a 45° 

angle, as shown in the diagram below. Treat the rear rank as complete, 

even if it has fewer models than the other ranks. 
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OPEN FORMATION

Most Armour, Artillery and Rotorcraft units fight in Open Formation.

UNIT COHERENCY
UNIT COHERENCY

All models in an Open Formation unit must 

be placed within 3” of the unit’s Officer.

ARCSARCS

Each model in an 

Open Formation unit 

uses its own Front, 

Flank and Rear arcs.

This unit has 

two ranks, with 

three models 

in each rank. 

The Officer is 

positioned front 

and centre.

INCOMPLETE REAR RANKS

If the last rank of a unit in Close 

Formation has fewer models than 

the ranks in front, any models in 

that rank must be placed so that 

they are In Contact with each 

other, and each one is directly 

behind a model in the rank in front. 

An example is shown to the left.

PAGE REFERENCES
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PAGE 14 - UNIT COHERENCY

A sentence is missing from the end of this A sentence is missing from the end of this 
section. The final paragraph should read: section. The final paragraph should read: 

The unit’s Officer must be placed as close as 
possible to the centre of the front rank. All 
other models in the unit must be placed within 
3” of the Officer.

Fixed in version 1.01.
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CORE CONCEPTS

UNIT COHERENCY
All models on the Battlefield are formed into units. A unit consists of 
one or more models of the same type, as detailed in its ORBAT. 

All units fight in either Close Formation Close Formation or Open Formation Open Formation, usually 
determined by their Unit Type. 

When a unit is deployed, and whenever it moves, it must adhere to 
the Unit CoherencyUnit Coherency for its FormationFormation type as described below. 
When models in the unit are destroyed, it is possible that models can 
find themselves out of Unit Coherency. If the models are not back 
in Unit Coherency by the end of their next ActivationActivation, they will be 
Abandoned 1. 

CLOSE FORMATION
Most Infantry, Cavalry and Field Gun units fight in Close Formation. 

UNIT COHERENCYUNIT COHERENCY
A unit in Close Formation is organised into ranks, as shown in the 
diagram below. Each model must be facing in the same direction, and 
must be In Contact with the models either side of it. Each model that 
is not in the front rank must be positioned directly behind a model in 
the rank in front of it. 

A rank can be any number of models wide, but each rank must have 
the same number of models. The rear rank is an exception, and can 
have fewer models than the ranks in front of it. 

The unit’s Officer must be placed as close as possible to the centre of 
the front rank. All other models in the unit must be placed within 3” 
of the Officer. 

ARCSARCS

A unit in Close Formation has arcs, in the same way that a model does.

Whereas a model’s arcs extend outwards from its centre point, the 
arcs of a Close Formation unit extend out from its corners at a 45° 
angle, as shown in the diagram below. Treat the rear rank as complete, 
even if it has fewer models than the other ranks. 
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OPEN FORMATION
Most Armour, Artillery and Rotorcraft units fight in Open Formation.

UNIT COHERENCYUNIT COHERENCY

All models in an Open Formation unit must 
be placed within 3” of the unit’s Officer.

ARCSARCS

Each model in an 
Open Formation unit 
uses its own Front, 
Flank and Rear arcs.

This unit has 
two ranks, with 
three models 
in each rank. 
The Officer is 
positioned front 
and centre.

INCOMPLETE REAR RANKS

If the last rank of a unit in Close 
Formation has fewer models than 
the ranks in front, any models in 
that rank must be placed so that 
they are In Contact with each 
other, and each one is directly 
behind a model in the rank in front. 
An example is shown to the left.
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When a General activates one of their units, they can move the unit, 
and make an action with it.

A unit’s Activation is broken into four consecutive steps: 

    A.  REACTION STEP - The opposing General has a chance 
to declare Opportunity Fire against the active unit. 

    B.  MOVEMENT STEP - The active unit makes a ManoeuvreManoeuvre, 
which usually lets it traverse the battlefield.

    C.  REACTION STEP - The opposing General has a second 
chance to declare Opportunity FireOpportunity Fire, if they have not already 
done so.  

    D.  ATTACK STEP - The active unit makes an Attack Action3.

THE REACTION STEPS
Each Activation has two Reaction Steps, one before the Movement 
Step and one after it. During either of these steps, the opposing 
General can declare Opportunity Fire with one of their units that is 
On Lookout 4, as described on the opposite page.

THE MOVEMENT STEP
In this step, the General can resolve a ManoeuvreManoeuvre with the unit, 
chosen from the list below. 

ADVANCEADVANCE
Move each model in the unit a number of inches up to the unit’s Speed. 

DOUBLE TIMEDOUBLE TIME
Move each model in the unit a number of inches up to twice the unit’s 
Speed.
A unit that makes a Double Time manoeuvre also uses up its Attack 
Step, so cannot make an AttackAttack or Special ActionSpecial Action in that step.

CHARGECHARGE
This Manoeuvre can only be made by a unit with a Melee or Impact 
attack on its Armaments grid. 

ARMOURED CLASH

ACTIVATING A UNIT
RALLY TESTS
If a unit is Suppressed 1 

when it is Activated, 
it must make a Rally Rally 
TestTest. This is a type of 
Discipline Test 2.

If the test is passed,  
the unit can be activated 
normally. If the test is 
failed, the unit can use 
either its Movement 
Step or its Attack Step, 
but not both. 

In either case, the unit 
remains Suppressed 
until the end of its 
Activation, at which 
point it loses the Status.

OUTFLANKING
If the target of a 
Charge manoeuvre is 
in Close FormationClose Formation, 
and the attacking unit’s 
Officer is outside the 
target’s Front ArcFront Arc 
before charging, the 
target is OutflankedOutflanked.
This will grant a 
Combat Rating 5 Bonus 
during the Attack Step.

REDUCED  
CAPABILITY
Suppressed units which 
have failed the Rally 
Test at the start of their 
Activation cannot use 
both their Movement 
Step and Attack Step. As 
such, they cannot make 
Double Time or Charge 
manoeuvres.  
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CLOSE QUARTERS ATTACKS
CLOSE QUARTERS ATTACKS

To make a Close Quarters Attack
Close Quarters Attack with a unit, follow the steps below: 

1. DETERMINE COMBAT RATING
1. DETERMINE COMBAT RATING

Consult the table below to see if any Combat Rating Bonuses or 

Penalties apply to the attack. These will affect the Attack Roll. 

If there are more Bonuses than Penalties, the attack is ImprovedImproved. 

If there are more Penalties than Bonuses, the attack is WeakenedWeakened. 

Otherwise, the attack is NeutralNeutral.

BONUS

OutflankingOutflanking The target unit is Outflanked
2 .  

OverwhelmingOverwhelming The attacker is Infantry, 

and the target is Armour or a 

Fortification. 

SupportedSupported There is at least one friendly 

unit other than the attacking 

unit within 2” of the target unit. 

PENALTY

SuppressedSuppressed The attacking unit is 

Suppressed 3 .

ThreatenedThreatened There is at least one enemy 

unit other than the target unit 

within 2” of the attacking unit. 

2. ROLL ATTACK POOL
2. ROLL ATTACK POOL

Consult the Melee or Impact column on the attacking unit’s 

Armaments Grid 4, and gather the number of Attack Dice shown for 

the current number of models in the unit. This is the Attack Pool. 

Roll the dice, and resolve them as described on page 33.

Then, if the target unit is Annihilated 5, the action ends immediately. 

3. TARGET RETALIATES
3. TARGET RETALIATES

If the target unit has a MeleeMelee score, it now makes a retaliatory attack 

against the active unit. Repeat Steps 1 and 2 above with the target unit, 

treating the active unit as the target. Then continue to Step 4.

DESIGNER’S NOTE:

 CLOSE 

QUARTERS 

COMBAT

When a unit makes a Close 

Quarters Attack against an 

enemy that has a Melee attack, 

that enemy gets to retaliate - 

they aren’t just going to stand 

back and do nothing! 

The term “Close Quarters 

Combat” is used to refer to 

the active unit’s attack and 

the target’s retaliation.

DEFENSIVE 

ADVANTAGE

If the attacker made an 

Impeded Charge1, the 

target has the Defensive Defensive 

AdvantageAdvantage. 

When this is the case, 

the target unit makes its 

Close Quarters Attack (if 

it has one) first, then the 

active unit Retaliates.

PAGE REFERENCES

1 Impeded Charge ........ 25

2 Outflanked ..................24

3 Suppressed ................... 36

4 Armaments Grid .........13

5 Annihilated ..................35

6 Suppression Test ........ 36
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4. RESOLVE THE CLOSE QUARTERS COMBAT

4. RESOLVE THE CLOSE QUARTERS COMBAT

The unit that destroys the most enemy models wins the Close 

Quarters Combat, and the other unit loses.

The losing unit WithdrawsWithdraws. First, its OfficerOfficer moves 33”” directly away 

from the winning unit, ending its move with the winning unit in its 

Front ArcFront Arc. Then, the unit’s General moves any other models in the unit 

so that they are in Unit CoherencyUnit Coherency with the Officer, and not within 11”” 

of an enemy unit. Any model that cannot be placed according to these 

rules is immediately DestroyedDestroyed.

Then, the losing unit takes a Suppression Test 6.  

STALEMATESTALEMATE

If neither side loses any models, or if both sides lose the same number of models, 

the combat ends in a StalemateStalemate. The attacking unit Withdraws, and neither side 

needs to take a Suppression Test.

SECONDARY COMBATANTS
SECONDARY COMBATANTS

If the active unit’s Charge brought it into contact with more than one 

unit, it can only make attacks against the unit that was chosen as the target 

of its Charge. The other units are referred to as Secondary Combatants
Secondary Combatants. 

Secondary Combatants with Melee attacks can RetaliateRetaliate at the same time 

that the target of the charge does. If the target unit loses the melee, each 

Secondary Combatant unit also Withdraws, but they do not need to take 

Suppression Tests. 

PAGE 29 - �4. RESOLVE THE CLOSE 
QUARTERS COMBAT 

As written, this section can cause confusion As written, this section can cause confusion 
in some circumstances. The second paragraph in some circumstances. The second paragraph 
needs to be replaced with the following: needs to be replaced with the following: 
The losing unit WithdrawsWithdraws. First, its OfficerOfficer 
moves 33”” directly away from the winning unit, 
ending its move with the winning unit in its 
Front ArcFront Arc. Then, the unit’s General moves 
any other models in the unit so that they are in 
Unit CoherencyUnit Coherency with the Officer, and not 
within 11”” of an enemy unit. Any model that 
cannot be placed according to these rules is  
immediately DestroyedDestroyed.
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4. RESOLVE THE CLOSE QUARTERS COMBAT4. RESOLVE THE CLOSE QUARTERS COMBAT

The unit that destroys the most enemy models wins the Close 
Quarters Combat, and the other unit loses.

The losing unit WithdrawsWithdraws. First, its OfficerOfficer moves 33”” directly away 
from the winning unit, ending its move with the winning unit in its 
Front ArcFront Arc. Then, the unit’s General moves any other models in the unit 
so that they are in Unit CoherencyUnit Coherency with the Officer, and not within 11”” 
of an enemy unit. Any model that cannot be placed according to these 
rules is immediately DestroyedDestroyed.

Then, the losing unit takes a Suppression Test 6.  

STALEMATESTALEMATE
If neither side loses any models, or if both sides lose the same number of models, 
the combat ends in a StalemateStalemate. The attacking unit Withdraws, and neither side 
needs to take a Suppression Test.

SECONDARY COMBATANTSSECONDARY COMBATANTS
If the active unit’s Charge brought it into contact with more than one 
unit, it can only make attacks against the unit that was chosen as the target 
of its Charge. The other units are referred to as Secondary CombatantsSecondary Combatants. 
Secondary Combatants with Melee attacks can RetaliateRetaliate at the same time 
that the target of the charge does. If the target unit loses the melee, each 
Secondary Combatant unit also Withdraws, but they do not need to take 
Suppression Tests. 

PAGE 25 – IMPEDED CHARGES

This rule should apply to Obstacles as well as This rule should apply to Obstacles as well as 
Difficult Terrain. Amend the text at the start of Difficult Terrain. Amend the text at the start of 
the boxout to: the boxout to: 

If any model in a unit moves through Difficult 
Terrain or across an Obstacle when making a 
Charge manoeuvre 25

Choose an enemy unit to which the active unit has Clear or Obscured 
Line of Sight, and which is not an Aircraft or Rotorcraft unit. Then, 
move the active unit a number of inches up to twice its Speed, ending 
the move so that the active unit’s Officer is in contact with the chosen 
unit, and the chosen unit is in the Officer’s front arc. 

If this cannot be achieved, a Charge manoeuvre cannot be made 
against that enemy unit. 

AIMAIM

The unit does not move. 

Instead, if it makes a Ranged Attack this turn, it will gain a Combat 
Rating 5 Bonus. 

DISEMBARKDISEMBARK

This Manoeuvre can only be made by Embarked Units6. 

The unit Disembarks from its Transport unitTransport unit. 

EXITEXIT

This Manoeuvre can only be made by Garrisoned Units 7. 

The unit Exits the Defensible Building it has GarrisonedGarrisoned. 

IMPEDED 
CHARGES
If any model in a unit 
moves through Difficult 
Terrain or across an 
Obstacle when making 
a Charge manoeuvre, 
the target unit will have 
a Defensive Advantage10 
during the ensuing Close 
Quarters Combat. 

OPPORTUNITY FIRE 
During one of the Reaction Steps, the opposing General has a chance 
to declare Opportunity Fire with one of their units. This lets the unit 
make a Ranged Attack 8 against the active unit, either before or after it 
moves. Opportunity Fire can only be declared once per activation; if a 
General uses the first Reaction Step, they cannot use the second one. 

Opportunity Fire ConditionsOpportunity Fire Conditions
Opportunity Fire can only be declared with a unit which is On 
Lookout, and which can confirm Target Acquisition 9 on the active unit.

Resolving Opportunity FireResolving Opportunity Fire

To resolve Opportunity Fire, the unit makes a Ranged Attack against 
the active unit, then the unit loses its On Lookout status.  Unlike a 
standard Ranged Attack, the target unit cannot be Suppressed 1 as the 
result of Opportunity Fire.
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PAGE 24 - OUTFLANKING

The first sentence of this boxout should be The first sentence of this boxout should be 
amended to the following: amended to the following: 

If the target of a Charge manoeuvre is in 
Close FormationClose Formation, and the attacking unit’s 
Officer is outside the target’s Front ArcFront Arc before 
charging, the target is OutflankedOutflanked. 
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When a General activates one of their units, they can move the unit, 

and make an action with it.

A unit’s Activation is broken into four consecutive steps: 

    A.  REACTION STEP - The opposing General has a chance 

to declare Opportunity Fire against the active unit. 

    B.  MOVEMENT STEP - The active unit makes a ManoeuvreManoeuvre, 

which usually lets it traverse the battlefield.

    C.  REACTION STEP - The opposing General has a second 

chance to declare Opportunity FireOpportunity Fire, if they have not already 

done so.  

    D.  ATTACK STEP - The active unit makes an Attack Action3 .

THE REACTION STEPS

Each Activation has two Reaction Steps, one before the Movement 

Step and one after it. During either of these steps, the opposing 

General can declare Opportunity Fire with one of their units that is 

On Lookout4 , as described on the opposite page.

THE MOVEMENT STEP

In this step, the General can resolve a ManoeuvreManoeuvre with the unit, 

chosen from the list below. 

ADVANCEADVANCE

Move each model in the unit a number of inches up to the unit’s Speed. 

DOUBLE TIMEDOUBLE TIME

Move each model in the unit a number of inches up to twice the unit’s 

Speed.

A unit that makes a Double Time manoeuvre also uses up its Attack 

Step, so cannot make an AttackAttack or Special ActionSpecial Action in that step.

CHARGECHARGE

This Manoeuvre can only be made by a unit with a Melee or Impact 

attack on its Armaments grid. 
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RALLY TESTS

If a unit is Suppressed 1 

when it is Activated, 

it must make a Rally Rally 

TestTest. This is a type of 

Discipline Test2 .

If the test is passed,  

the unit can be activated 

normally. If the test is 

failed, the unit can use 

either its Movement 

Step or its Attack Step, 

but not both. 

In either case, the unit 

remains Suppressed 

until the end of its 

Activation, at which 

point it loses the Status.

OUTFLANKING

If the target of a 

Charge manoeuvre is 

in Close FormationClose Formation, 

and the attacking unit’s 

Officer is outside the 

target’s Front ArcFront Arc 

before charging, the 

target is OutflankedOutflanked.

This will grant a 

Combat Rating 5 Bonus 

during the Attack Step.

REDUCED  

CAPABILITY

Suppressed units which 

have failed the Rally 

Test at the start of their 

Activation cannot use 

both their Movement 

Step and Attack Step. As 

such, they cannot make 

Double Time or Charge 

manoeuvres.  
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Choose an enemy unit to which the active unit has Clear or Obscured 

Line of Sight, and which is not an Aircraft or Rotorcraft unit. Then, 

move the active unit a number of inches up to twice its Speed, ending 

the move so that the active unit’s Officer is in contact with the chosen 

unit, and the chosen unit is in the Officer’s front arc. 

If this cannot be achieved, a Charge manoeuvre cannot be made 

against that enemy unit. 

AIMAIM

The unit does not move. 

Instead, if it makes a Ranged Attack this turn, it will gain a Combat 

Rating 5 Bonus. 

DISEMBARKDISEMBARK

This Manoeuvre can only be made by Embarked Units6 . 

The unit Disembarks from its Transport unitTransport unit. 

EXITEXIT

This Manoeuvre can only be made by Garrisoned Units7 . 

The unit Exits the Defensible Building it has GarrisonedGarrisoned. 

IMPEDED 

CHARGES

If any model in a unit 

moves through Difficult 

Terrain or across an 

Obstacle when making 

a Charge manoeuvre, 

the target unit will have 

a Defensive Advantage10 

during the ensuing Close 

Quarters Combat. 

OPPORTUNITY FIRE 

During one of the Reaction Steps, the opposing General has a chance 

to declare Opportunity Fire with one of their units. This lets the unit 

make a Ranged Attack 8 against the active unit, either before or after it 

moves. Opportunity Fire can only be declared once per activation; if a 

General uses the first Reaction Step, they cannot use the second one. 

Opportunity Fire Conditions
Opportunity Fire Conditions

Opportunity Fire can only be declared with a unit which is On 

Lookout, and which can confirm Target Acquisition9 on the active unit.

Resolving Opportunity Fire
Resolving Opportunity Fire

To resolve Opportunity Fire, the unit makes a Ranged Attack against 

the active unit, then the unit loses its On Lookout status.  Unlike a 

standard Ranged Attack, the target unit cannot be Suppressed1 as the 

result of Opportunity Fire.
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ACTIVATING A UNIT
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When a General activates one of their units, they can move the unit, 

and make an action with it.

A unit’s Activation is broken into four consecutive steps: 

    A.  REACTION STEP - The opposing General has a chance 

to declare Opportunity Fire against the active unit. 

    B.  MOVEMENT STEP - The active unit makes a ManoeuvreManoeuvre, 

which usually lets it traverse the battlefield.

    C.  REACTION STEP - The opposing General has a second 

chance to declare Opportunity FireOpportunity Fire, if they have not already 

done so.  

    D.  ATTACK STEP - The active unit makes an Attack Action3 .

THE REACTION STEPS

Each Activation has two Reaction Steps, one before the Movement 

Step and one after it. During either of these steps, the opposing 

General can declare Opportunity Fire with one of their units that is 

On Lookout4 , as described on the opposite page.

THE MOVEMENT STEP

In this step, the General can resolve a ManoeuvreManoeuvre with the unit, 

chosen from the list below. 

ADVANCEADVANCE

Move each model in the unit a number of inches up to the unit’s Speed. 

DOUBLE TIMEDOUBLE TIME

Move each model in the unit a number of inches up to twice the unit’s 

Speed.

A unit that makes a Double Time manoeuvre also uses up its Attack 

Step, so cannot make an AttackAttack or Special ActionSpecial Action in that step.

CHARGECHARGE

This Manoeuvre can only be made by a unit with a Melee or Impact 

attack on its Armaments grid. 

ARMOURED CLASH

ACTIVATING A UNIT
RALLY TESTS

If a unit is Suppressed 1 

when it is Activated, 

it must make a Rally Rally 

TestTest. This is a type of 

Discipline Test2 .

If the test is passed,  

the unit can be activated 

normally. If the test is 

failed, the unit can use 

either its Movement 

Step or its Attack Step, 

but not both. 

In either case, the unit 

remains Suppressed 

until the end of its 

Activation, at which 

point it loses the Status.

OUTFLANKING

If the target of a 

Charge manoeuvre is 

in Close FormationClose Formation, 

and the attacking unit’s 

Officer is outside the 

target’s Front ArcFront Arc 

before charging, the 

target is OutflankedOutflanked.

This will grant a 

Combat Rating 5 Bonus 

during the Attack Step.

REDUCED  

CAPABILITY

Suppressed units which 

have failed the Rally 

Test at the start of their 

Activation cannot use 

both their Movement 

Step and Attack Step. As 

such, they cannot make 

Double Time or Charge 

manoeuvres.  
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AIMAIM

The unit does not move. 
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during the ensuing Close 
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and make an action with it.
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to declare Opportunity Fire against the active unit. 
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THE REACTION STEPS
Each Activation has two Reaction Steps, one before the Movement 
Step and one after it. During either of these steps, the opposing 
General can declare Opportunity Fire with one of their units that is 
On Lookout 4, as described on the opposite page.
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ADVANCEADVANCE
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DOUBLE TIMEDOUBLE TIME
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A unit that makes a Double Time manoeuvre also uses up its Attack 
Step, so cannot make an AttackAttack or Special ActionSpecial Action in that step.

CHARGECHARGE
This Manoeuvre can only be made by a unit with a Melee or Impact 
attack on its Armaments grid. 
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ACTIVATING A UNIT
RALLY TESTS
If a unit is Suppressed 1 

when it is Activated, 
it must make a Rally Rally 
TestTest. This is a type of 
Discipline Test 2.

If the test is passed,  
the unit can be activated 
normally. If the test is 
failed, the unit can use 
either its Movement 
Step or its Attack Step, 
but not both. 

In either case, the unit 
remains Suppressed 
until the end of its 
Activation, at which 
point it loses the Status.

OUTFLANKING
If the target of a 
Charge manoeuvre is 
in Close FormationClose Formation, 
and the attacking unit’s 
Officer is outside the 
target’s Front ArcFront Arc 
before charging, the 
target is OutflankedOutflanked.
This will grant a 
Combat Rating 5 Bonus 
during the Attack Step.

REDUCED  
CAPABILITY
Suppressed units which 
have failed the Rally 
Test at the start of their 
Activation cannot use 
both their Movement 
Step and Attack Step. As 
such, they cannot make 
Double Time or Charge 
manoeuvres.  
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BLOCKING TERRAIN
BLOCKING TERRAIN

Blocking Terrain is part of the battlefield which cannot be traversed, 

and which entirely blocks visibility. 

Blocking Terrain counts as Impassable Terrain, with the addition 

that it blocks Line of Sight 1.  

Examples:Examples: Intact buildings; wrecked land ships. 

OBSTACLESOBSTACLES

Obstacles are linear terrain features, no more than ½” wide or high, 

but of any length. 

When an Infantry or Cavalry unit moves across an Obstacle, it 

sacrifices 1” of its movement. Field Gun units cannot move across 

Obstacles. Other unit types are unaffected. 

For exampleFor example, an Infantry unit with a Speed of 4” is making a Double Time 

manoeuvre, which would normally allow it to move up to 8”. It crosses two 

Obstacles during this move, so it can only move up to 6”. 

If an Infantry, Cavalry or Field Gun unit is the target of a Ranged 

Attack, and the attacker’s Line of Sight crosses an Obstacle that is In 

Contact with the target unit, it is Concealed 2 .

Examples:Examples: Walls; fences; defensive barricades.

SPECIAL TERRAIN FEATURES
SPECIAL TERRAIN FEATURES

Some types of terrain have additional rules. 

HillHill

Hills block Line of Sight in the same way as Blocking Terrain, 

but do not impede movement. If a model (or another Terrain 

feature is on a Hill, its Size is increased by the Hill’s Size. These 

rules can also be applied to other forms of elevated terrain.

RoadsRoads

When moving a unit, each of its models that spends the entire 

move on a road increases its Speed by 2”. 

Roads have no effect when a unit is Withdrawing3 or Falling Back4 . 

WaterWater

Water terrain, such as rivers and lakes, is incredibly difficult to 

traverse unless a unit is specially equipped to do so. 

Infantry and Cavalry units treat Water as Difficult Terrain. Field 

Gun, Armour and Artillery units treat Water as Impassable Terrain.

PAGE REFERENCES

1 Line of Sight ............... 17
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3 Withdrawing..............29

4  Falling Back .................36

5 Garrison Action.........30

6 Attack Step .................. 26

7 Exit Manoeuvre ...........25

DESIGNER’S NOTE:

BEST 

JUDGEMENT

Owing to the enormous variety 

of battlefield terrain available, 

it is impossible to create a set 

of terrain rules which covers 

every single situation. 

When setting up the battlefield 

before a game, both Generals 

should take a moment to agree 

how each piece of terrain 

is defined, where its edges 

or boundaries lie, and any 

Features that it has. This is 

infinitely preferable to pausing 

play at a crucial moment 

because a consensus can’t be 

reached on whether a unit 

should be able to garrison that 

half-ruined farmhouse.
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GARRISONING DEFENSIBLE BUILDINGS

Intact buildings are usually treated as Blocking Terrain. However, if 

a building is sufficiently large and well-constructed, it can be defined 

as a Defensible Building. Defensible Buildings
Defensible Buildings can be GarrisonedGarrisoned by 

Infantry units, creating a well-defended firebase. 

Each Defensible Building must have a clearly defined Footprint, 

usually its outer walls. Generals may agree that some superficial 

features - buttresses, balconies, gatehouses, and so on - do not count 

towards a building’s Footprint. 

BUILDING CAPACITY
BUILDING CAPACITY

Each Defensible Building can hold a single Infantry unit.When it is 

doing so, it is OccupiedOccupied; otherwise, it is UnoccupiedUnoccupied. 

GARRISONING AND EXITING A BUILDING

GARRISONING AND EXITING A BUILDING

An Infantry unit must make a Garrison Action5 if it wishes to enter a 

Defensible Building, and must make an Exit manoeuvre if it wishes 

to leave. 

Making a Garrison Action
Making a Garrison Action

An Infantry unit can make a Garrison Action in its Attack Step6. 

Choose an unoccupied Defensible Building within 3” of the active unit. 

Remove the Infantry unit from the battlefield, and set it aside. It 

is now Garrisoning the building. 

Making an Exit Manoeuvre
Making an Exit Manoeuvre

An Infantry unit that is Garrisoning a Defensible Building can 

make an Exit Manoeuvre7 in its Movement Step. 

Set up the unit on the battlefield so that each of its models is within 

3” of the building, and it is not within 1” of any enemy units. 

DESIGNER’S NOTE:

IMPOSING 

EDIFICES

The rules assume that a 

Defensible Building has a 

Footprint between 2”x2” and 

4”x4”. If a building is larger 

than this, the Generals can 

agree to split it into sections 

and treat each one as a separate 

Defensible Building, each of 

which can hold a single unit. 

For smaller buildings, the 

Generals can agree to limit 

its capacity to a number of 

models. We suggest 12 models 

for a small building, or 8 for a 

very small building. 

Ensure that this discussion 

takes place during setup, when 

clarifying any other terrain 

features on the battlefield. 

In addition, the centre point 

of each Defensible Building 

should be defined, as this will 

be required when they are 

making (or being targeted by) 

Ranged Attacks. 

PAGE 42 - SPECIAL TERRAIN FEATURES

The following section should be added to The following section should be added to 
Special Terrain Features, before Roads: Special Terrain Features, before Roads: 

HillsHills

Hills block Line of Sight in the same way 
as Blocking Terrain, but do not impede 
movement. If a model (or another Terrain 
feature is on a Hill, its Size is increased by 
the Hill’s Size. These rules can also be applied 
to other forms of elevated terrain. 
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BLOCKING TERRAINBLOCKING TERRAIN

Blocking Terrain is part of the battlefield which cannot be traversed, 
and which entirely blocks visibility. 

Blocking Terrain counts as Impassable Terrain, with the addition 
that it blocks Line of Sight 1.  

Examples:Examples: Intact buildings; wrecked land ships. 
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but of any length. 

When an Infantry or Cavalry unit moves across an Obstacle, it 
sacrifices 1” of its movement. Field Gun units cannot move across 
Obstacles. Other unit types are unaffected. 

For exampleFor example, an Infantry unit with a Speed of 4” is making a Double Time 
manoeuvre, which would normally allow it to move up to 8”. It crosses two 
Obstacles during this move, so it can only move up to 6”. 
If an Infantry, Cavalry or Field Gun unit is the target of a Ranged 
Attack, and the attacker’s Line of Sight crosses an Obstacle that is In 
Contact with the target unit, it is Concealed 2.

Examples:Examples: Walls; fences; defensive barricades.

SPECIAL TERRAIN FEATURESSPECIAL TERRAIN FEATURES

Some types of terrain have additional rules. 

HillHill
Hills block Line of Sight in the same way as Blocking Terrain, 
but do not impede movement. If a model (or another Terrain 
feature is on a Hill, its Size is increased by the Hill’s Size. These 
rules can also be applied to other forms of elevated terrain.

RoadsRoads
When moving a unit, each of its models that spends the entire 
move on a road increases its Speed by 2”. 

Roads have no effect when a unit is Withdrawing 3 or Falling Back4. 

WaterWater
Water terrain, such as rivers and lakes, is incredibly difficult to 
traverse unless a unit is specially equipped to do so. 

Infantry and Cavalry units treat Water as Difficult Terrain. Field 
Gun, Armour and Artillery units treat Water as Impassable Terrain.
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DESIGNER’S NOTE:

BEST 
JUDGEMENT

Owing to the enormous variety 
of battlefield terrain available, 

it is impossible to create a set 
of terrain rules which covers 

every single situation. 

When setting up the battlefield 
before a game, both Generals 

should take a moment to agree 
how each piece of terrain 

is defined, where its edges 
or boundaries lie, and any 

Features that it has. This is 
infinitely preferable to pausing 

play at a crucial moment 
because a consensus can’t be 
reached on whether a unit 

should be able to garrison that 
half-ruined farmhouse.

PAGE 41 – ROLLING HILLS

The “Rolling Hills” designers’ note boxout The “Rolling Hills” designers’ note boxout 
should read:should read:
Hills can be represented on the tabletop in a 
number of different ways. Where appropriate, 
it can be helpful to divide them into “levels”, 
and use a different Size for each level. For 
example, the crest of a Hill might be Size 2, 
while its lower slopes are Size 1. As long as 
both Generals have the same information at 
the start of the game, all is well. 
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The following table should be used as a guide to terrain sizes.

SIZE EXAMPLE

00 Open ground, swamps, rivers. 

11 Defence lines, tank traps, barricades, low walls. 
(Under 1” tall)

2-32-3 Forests, buildings, bridges. (1”-3” tall) 

4-54-5 Huge buildings, monuments, cliffs. (3”-5” tall) 

TERRAIN FEATURES
Each piece of terrain can have one of the following Features, which 
will affect how units interact with it. 

DIFFICULT TERRAINDIFFICULT TERRAIN

Difficult Terrain is an area of uneven or hazardous ground that cannot 
be traversed at speed. 

Any distance that a unit travels into, out of or through Difficult 
Terrain is counted as double. 

For example, if a unit moves through 3” of Difficult Terrain, it counts 
as having moved 6”. 

Line of Sight 3 is unaffected by Difficult Terrain. However, if a Charging 4 
unit moves through Difficult Terrain, the target will have the Defensive 
Advantage 5 in the ensuing Close Quarters Combat 6. 

Examples: Examples: Steep inclines; swamps; deep snow. 

DENSE TERRAINDENSE TERRAIN

Dense Terrain is an area that is hard to traverse at speed, and which 
obstructs a unit’s view. 

Dense Terrain affects movement and Charging in the same way as 
Difficult Terrain. 

In addition, if a model’s Line of Sight 3 crosses up to 3” of Dense 
Terrain, it is Obscured. If a model’s Line of Sight crosses more than 
3” of Dense Terrain, it is Blocked. 

Examples: Examples: Forests; crop fields; bombed-out farmsteads. 

IMPASSABLE TERRAINIMPASSABLE TERRAIN

Impassable Terrain is a part of the battlefield which cannot be crossed. 

A unit cannot move into or across Impassable Terrain. 

Line of Sight 3 is unaffected by Impassable Terrain.   

Examples: Examples: Sheer cliffs; deep chasms. 

DESIGNER’S NOTE:

ROLLING 
HILLS

Hills can be represented on 
the tabletop in a number 
of different ways. Where 

appropriate, it can be helpful 
to divide them into “ levels”, 

and use a different Size for 
each level. For example, 
the crest of a Hill might 
be Size 2, while its lower 

slopes are Size 1. As long as 
both Generals have the same 
information at the start of 

the game, all is well. 

DESIGNER’S NOTE:

MIXED SIZES
If models in a unit have 

different Sizes due to 
Terrain, and it is necessary 
to know the Size of the unit 

itself, use the Size of the 
majority of models in the 

unit. In the case of a tie, use 
the lower Size.
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CONQUEST OBJECTIVES
CONQUEST OBJECTIVES

A General can play Command & Conquest Cards1 from their hand to 

claim Conquest Objectives. 

The Conquest section of each card shows the NameName of a Conquest 

Objective that can be claimed, a TriggerTrigger  for claiming it, and Victory Victory 

Point RewardPoint Reward.

A General can claim a Conquest Objective as long as the Trigger for 

claiming the Objective is met. To do so, they reveal the card to their 

opponent, claim the Victory Point reward, then discard the card. 

A General can claim more than one Conquest Objective at the same 

time - even multiple copies of the same Conquest Objective - as long 

as their Triggers are all met.

BATTLEFIELD TERRAIN

No battle takes place across a featureless expanse. Terrain gives 

generals the opportunity to formulate strategies, and forces them to 

carefully consider the movement and positioning of their units. 

All terrain has a Size2, in the same way as a unit.  

In addition, a piece of terrain can have one or 

more Features, as detailed below. These 

Features may impose specific rules, 

or may interact with other parts 

of the rules in a specific way. 

Any areas of the Battlefield 

that do not have any Features 

are referred to as Open Open 

TerrainTerrain, and do not have any 

special rules. 

Name

Name

Trigger

Effect

PAGE REFERENCES

1   Command &  

Conquest Cards...........18

2  Size ................................. 10

3  Line of Sight ............... 17

4  Charge 
Manoeuvre ..................24

5  Defensive 
Advantage .................... 28

6  Close Quarters 

Combat ......................... 28

DESIGNER’S NOTE:

 NOW OR 
NEVER

A Conquest Objective must 

be claimed when its Trigger 

is met. For example, the 

Annihilate (Heavy) objective 

shown on the card to the right 

must be claimed as soon as 

the last model in the unit has 

been Destroyed; the General 

cannot move onto another 

attack, then retroactively 

decide to claim the Objective. 

Of course, common sense and 

sportsmanship must apply. 

Hurrying an  opponent along 

so that they forget to claim an 

objective is entirely against 

the spirit of the hobby.

”
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each level. For example, 

the crest of a Hill might 
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The following table should be used as a guide to terrain sizes.

SIZE EXAMPLE

00 Open ground, swamps, rivers. 

11 Defence lines, tank traps, barricades, low walls. 

(Under 1” tall)

2-32-3 Forests, buildings, bridges. (1”-3” tall) 

4-54-5 Huge buildings, monuments, cliffs. (3”-5” tall) 

TERRAIN FEATURES

Each piece of terrain can have one of the following Features, which 

will affect how units interact with it. 

DIFFICULT TERRAIN
DIFFICULT TERRAIN

Difficult Terrain is an area of uneven or hazardous ground that cannot 

be traversed at speed. 

Any distance that a unit travels into, out of or through Difficult 

Terrain is counted as double. 

For example, if a unit moves through 3” of Difficult Terrain, it counts 

as having moved 6”. 

Line of Sight 3 is unaffected by Difficult Terrain. However, if a Charging4 

unit moves through Difficult Terrain, the target will have the Defensive 

Advantage 5 in the ensuing Close Quarters Combat6. 

Examples: Examples: Steep inclines; swamps; deep snow. 

DENSE TERRAIN
DENSE TERRAIN

Dense Terrain is an area that is hard to traverse at speed, and which 

obstructs a unit’s view. 

Dense Terrain affects movement and Charging in the same way as 

Difficult Terrain. 

In addition, if a model’s Line of Sight3 crosses up to 3” of Dense 

Terrain, it is Obscured. If a model’s Line of Sight crosses more than 

3” of Dense Terrain, it is Blocked. 

Examples: Examples: Forests; crop fields; bombed-out farmsteads. 

IMPASSABLE TERRAIN
IMPASSABLE TERRAIN

Impassable Terrain is a part of the battlefield which cannot be crossed. 

A unit cannot move into or across Impassable Terrain. 

Line of Sight3 is unaffected by Impassable Terrain.   

Examples: Examples: Sheer cliffs; deep chasms. 

DESIGNER’S NOTE:

ROLLING 
HILLS

Hills can be represented on 

the tabletop in a number 

of different ways. Where 

appropriate, it can be helpful 

to divide them into “ levels”, 

and use a different Size for 

each level. For example, 

the crest of a Hill might 

be Size 2, while its lower 

slopes are Size 1. As long as 

both Generals have the same 

information at the start of 

the game, all is well. 

DESIGNER’S NOTE:

MIXED SIZES

If models in a unit have 

different Sizes due to 

Terrain, and it is necessary 

to know the Size of the unit 

itself, use the Size of the 

majority of models in the 

unit. In the case of a tie, use 

the lower Size.

”

PAGE 40 - BATTLEFIELD TERRAIN

The Elevation section on page 40 The Elevation section on page 40 
(the “Elevation” header itself, and the two (the “Elevation” header itself, and the two 
lines of text at the bottom of the page) lines of text at the bottom of the page) 
should be removed entirely. should be removed entirely.  

ROUND OVERVIEW
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2. THE ACTIVATION PHASE
In the Activation Phase, all of the units on the battlefield have a chance 
to move and attack. To do this, the Generals take turns activating 
their units, starting with the General who has the Initiative. 
On a General’s turn, they ActivateActivate one of their ReadyReady units (one that 
does not have the ActivatedActivated status), following the rules in Activating a 
Unit 1. The unit then gains the ActivatedActivated status. 
Once all of a General’s units have been activated, they cannot take 
any more turns. Their opponent takes all of their remaining turns, 
one after the other, and then the End Phase begins. 

ABANDONED MODELSABANDONED MODELS
At the end of a unit’s Activation, all of its models must be within Unit 
Coherency 2. 
Any models that are not within Unit Coherency are AbandonedAbandoned, and 
removed from play. These models count as having been DestroyedDestroyed. 

COORDINATED UNITSCOORDINATED UNITS
Some units can coordinate their actions with other units - for 
example, a Transport unitTransport unit and a unit it is transporting. 
When units are CoordinatedCoordinated, they can be activated in the same turn, one 
after the other. The General chooses one unit in the group and Activates it, 
then chooses another, and so on. The General does not have to Activate all 
Coordinated units in the same turn, if they do not wish to do so.

3. THE END PHASE
In the End Phase, all units lose the Activated status, and return to 
being Ready. 
Then, the Generals score any Victory Points listed under the Objectives 
section of the Clash. 
Finally, any other rules or effects that take place in the End Phase are 
resolved. If two or more rules would resolve at the same time, the General 
who has the Initiative decides the order in which they are resolved. 
When this is done, the End Phase is over, and the Round ends. If the 
Round Limit for the Clash has been reached, the game comes to an 
end. Otherwise, the next Round begins. 

VICTORY AND DEFEATVICTORY AND DEFEAT
When a Clash ends, each General totals the Victory PointsVictory Points they have 
scored, and a victor is determined:
 •  The General with the highest total has achieved a VictoryVictory, while 

their opponent has suffered a DefeatDefeat. 
 •  If the victorious General has scored at least twice as many Victory 

Points as their opponent, they achieve a Devastating VictoryDevastating Victory and 
their opponent suffers a Devastating DefeatDevastating Defeat. 

 •  If both Generals have scored the same number of Victory Points, 
the game ends in a DrawDraw, and no victor is declared. 

ZERO 
GROUND 
PRESENCE
If a General has no units 
on the battlefield in the 
End Phase, they have 
Zero Ground Presence. 

Their opponent scores 5 
Victory Points, then the 
game ends immediately, 
even if the Round Limit 
for the Clash has not 
yet been reached. 

PAGE REFERENCES

1 Activating a Unit .........24   
2 Unit Coherency ............ 14   

ACTIVATEDACTIVATED

An ActivatedActivated unit cannot 
be activated again this 

round. A unit that has not 
been Activated is Ready. 

In the End Phase, all units 
return to being Ready. 

ADDITIONAL RULES
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CONQUEST OBJECTIVESCONQUEST OBJECTIVES

A General can play Command & Conquest Cards 1 from their hand to 
claim Conquest Objectives. 

The Conquest section of each card shows the NameName of a Conquest 
Objective that can be claimed, a TriggerTrigger  for claiming it, and Victory Victory 
Point RewardPoint Reward.

A General can claim a Conquest Objective as long as the Trigger for 
claiming the Objective is met. To do so, they reveal the card to their 
opponent, claim the Victory Point reward, then discard the card. 

A General can claim more than one Conquest Objective at the same 
time - even multiple copies of the same Conquest Objective - as long 
as their Triggers are all met.

BATTLEFIELD TERRAIN
No battle takes place across a featureless expanse. Terrain gives 
generals the opportunity to formulate strategies, and forces them to 
carefully consider the movement and positioning of their units. 

All terrain has a Size2, in the same way as a unit.  
In addition, a piece of terrain can have one or 
more Features, as detailed below. These 
Features may impose specific rules, 
or may interact with other parts 
of the rules in a specific way. 
Any areas of the Battlefield 
that do not have any Features 
are referred to as Open Open 
TerrainTerrain, and do not have any 
special rules. 

Name

Name

Trigger

Effect

PAGE REFERENCES

1   Command &  
Conquest Cards...........18

2  Size ................................. 10
3  Line of Sight ............... 17
4  Charge 

Manoeuvre ..................24
5  Defensive 

Advantage .................... 28
6  Close Quarters 

Combat ......................... 28

DESIGNER’S NOTE:

 NOW OR 
NEVER

A Conquest Objective must 
be claimed when its Trigger 

is met. For example, the 
Annihilate (Heavy) objective 
shown on the card to the right 

must be claimed as soon as 
the last model in the unit has 
been Destroyed; the General 

cannot move onto another 
attack, then retroactively 

decide to claim the Objective. 

Of course, common sense and 
sportsmanship must apply. 

Hurrying an  opponent along 
so that they forget to claim an 
objective is entirely against 

the spirit of the hobby.

”
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PAGE 43 - IMPOSING EDIFICES

The first two paragraphs of this boxout should The first two paragraphs of this boxout should 
read:read:
The rules assume that a Defensible Building 
has a Footprint between 2”x2” and 4”x4”. If a 
building is larger than this, the Generals can 
agree to split it into sections and treat each 
one as a separate Defensible Building, each of 
which can hold a single unit. 
For smaller buildings, the Generals can agree 
to limit its capacity to a number of models. 
We suggest 12 models for a small building, or 8 
for a very small building. 

PAGE 43 - BUILDING CAPACITY

“With up to twelve models” should be “With up to twelve models” should be 
removed, so the first sentence simply reads: removed, so the first sentence simply reads: 

Each Defensible Building can hold a single 
Infantry unit. 
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GARRISONING DEFENSIBLE BUILDINGS
Intact buildings are usually treated as Blocking Terrain. However, if 
a building is sufficiently large and well-constructed, it can be defined 
as a Defensible Building. Defensible BuildingsDefensible Buildings can be GarrisonedGarrisoned by 
Infantry units, creating a well-defended firebase. 

Each Defensible Building must have a clearly defined Footprint, 
usually its outer walls. Generals may agree that some superficial 
features - buttresses, balconies, gatehouses, and so on - do not count 
towards a building’s Footprint. 

BUILDING CAPACITYBUILDING CAPACITY

Each Defensible Building can hold a single Infantry unit.When it is 
doing so, it is OccupiedOccupied; otherwise, it is UnoccupiedUnoccupied. 

GARRISONING AND EXITING A BUILDINGGARRISONING AND EXITING A BUILDING

An Infantry unit must make a Garrison Action5 if it wishes to enter a 
Defensible Building, and must make an Exit manoeuvre if it wishes 
to leave. 

Making a Garrison ActionMaking a Garrison Action

An Infantry unit can make a Garrison Action  in its Attack Step 6. 

Choose an unoccupied Defensible Building within 3” of the active unit. 

Remove the Infantry unit from the battlefield, and set it aside. It 
is now Garrisoning the building. 

Making an Exit ManoeuvreMaking an Exit Manoeuvre

An Infantry unit that is Garrisoning a Defensible Building can 
make an Exit Manoeuvre 7 in its Movement Step. 

Set up the unit on the battlefield so that each of its models is within 
3” of the building, and it is not within 1” of any enemy units. 

DESIGNER’S NOTE:

IMPOSING 
EDIFICES

The rules assume that a 
Defensible Building has a 

Footprint between 2”x2” and 
4”x4”. If a building is larger 
than this, the Generals can 
agree to split it into sections 

and treat each one as a separate 
Defensible Building, each of 
which can hold a single unit. 

For smaller buildings, the 
Generals can agree to limit 
its capacity to a number of 

models. We suggest 12 models 
for a small building, or 8 for a 

very small building. 

Ensure that this discussion 
takes place during setup, when 

clarifying any other terrain 
features on the battlefield. 

In addition, the centre point 
of each Defensible Building 

should be defined, as this will 
be required when they are 

making (or being targeted by) 
Ranged Attacks. 
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GARRISONING DEFENSIBLE BUILDINGS
Intact buildings are usually treated as Blocking Terrain. However, if 
a building is sufficiently large and well-constructed, it can be defined 
as a Defensible Building. Defensible BuildingsDefensible Buildings can be GarrisonedGarrisoned by 
Infantry units, creating a well-defended firebase. 

Each Defensible Building must have a clearly defined Footprint, 
usually its outer walls. Generals may agree that some superficial 
features - buttresses, balconies, gatehouses, and so on - do not count 
towards a building’s Footprint. 

BUILDING CAPACITYBUILDING CAPACITY

Each Defensible Building can hold a single Infantry unit.When it is 
doing so, it is OccupiedOccupied; otherwise, it is UnoccupiedUnoccupied. 

GARRISONING AND EXITING A BUILDINGGARRISONING AND EXITING A BUILDING

An Infantry unit must make a Garrison Action5 if it wishes to enter a 
Defensible Building, and must make an Exit manoeuvre if it wishes 
to leave. 

Making a Garrison ActionMaking a Garrison Action

An Infantry unit can make a Garrison Action  in its Attack Step 6. 

Choose an unoccupied Defensible Building within 3” of the active unit. 

Remove the Infantry unit from the battlefield, and set it aside. It 
is now Garrisoning the building. 

Making an Exit ManoeuvreMaking an Exit Manoeuvre

An Infantry unit that is Garrisoning a Defensible Building can 
make an Exit Manoeuvre 7 in its Movement Step. 

Set up the unit on the battlefield so that each of its models is within 
3” of the building, and it is not within 1” of any enemy units. 

DESIGNER’S NOTE:

IMPOSING 
EDIFICES

The rules assume that a 
Defensible Building has a 

Footprint between 2”x2” and 
4”x4”. If a building is larger 
than this, the Generals can 
agree to split it into sections 

and treat each one as a separate 
Defensible Building, each of 
which can hold a single unit. 

For smaller buildings, the 
Generals can agree to limit 
its capacity to a number of 

models. We suggest 12 models 
for a small building, or 8 for a 

very small building. 

Ensure that this discussion 
takes place during setup, when 

clarifying any other terrain 
features on the battlefield. 

In addition, the centre point 
of each Defensible Building 

should be defined, as this will 
be required when they are 

making (or being targeted by) 
Ranged Attacks. 
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Each unit has a number of Traits - special keywords which give a 

selection of special rules, and to which other rules might refer. Traits 

can be used to describe a unit; for example, a Commander Unit is any 

unit that has the Commander Trait. 

A unit’s Traits are shown at the bottom of its Profile.  

COMMON TRAITS

The first three Traits listed for a unit are its Faction, Unit Type and 

Target Category:

 •  A unit’s FACTIONFACTION shows which ORBAT it is drawn from. 

Background information on the eight major factions can be found 

starting on page 65.

 •  A unit’s TYPETYPE determines how it acts on the battlefield. A 

summary of Unit Types, and their associated rules, can be found 

starting on page 150.

 •  A unit’s TARGET CATEGORY
TARGET CATEGORY determines which row of 

Armaments Grid1 is used when a Ranged Attack is made against it. 

There are three categories: Light, Heavy and Aerial.

ARMOURED CLASH

UNIT TRAITS
DESIGNER’S NOTE:

AT A GLANCE

Target Categories can broadly 

be defined as follows: models 

on square bases are Light. 

Models on flight stands are 

Aerial. Models without 

bases are Heavy. This is not 

infallible, as there will almost 

certainly be exceptions, but it 

is a good rule of thumb. 

SPEED 4”

DEFENCE 2

DAMAGE LIMIT 1

DISCIPLINE 7

BREAK LIMIT 2

ARMAMENTS
ATTRIBUTES

STRENGTH 6/12/18

VPR 1/2/3

1
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TRAITS

Crown  |  Infantry  |  Light

SPECIAL RULES -

RIFLE PLATOON
INFANTRY

MODELS

RANGE 1-6 7-12 13-18 QUALITIES

RANGED: LIGHT 7”/14” 4 10 16 -

RANGED: HEAVY 7”/14” 1 2 3 -

MELEE
- 3 6 9 -SPEED 4”

DEFENCE 2

DAMAGE LIMIT 1

DISCIPLINE 7

BREAK LIMIT 2

ARMAMENTS
ATTRIBUTES

STRENGTH 6/12/18

VPR 1/2/3

1
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TRAITS

Crown  |  Infantry  |  Light

SPECIAL RULES -

RIFLE PLATOON
INFANTRY

MODELS

RANGE 1-6 7-12 13-18 QUALITIES

RANGED: LIGHT 7”/14” 4 10 16 -

RANGED: HEAVY 7”/14” 1 2 3 -

MELEE
- 3 6 9 -

TARGET TARGET 

CATEGORY CATEGORY 
ICONSICONS

LightLight

HeavyHeavy

AerialAerial

UNIT TRAITS

SPECIAL TRAITS

Units with the following Traits have some additional special rules. 

COMMANDERCOMMANDER

Each Battlegroup in a Force is led by a CommanderCommander unit. 

A unit within 66”” of a friendly CommanderCommander cannot become Disordered 2. 

If a Disordered unit moves to within 66”” of a friendly CommanderCommander,  

or vice versa, it immediately loses its Disordered status. 

TRANSPORTTRANSPORT

TransportTransport units are used by many factions to ferry slow-moving Infantry 

around the battlefield. 

Friendly units can Embark upon a Transport unit, as described in the 

rules for Transporting Units 3. 

BEHEMOTHBEHEMOTH

BehemothBehemoth units are large war machines which represent the pinnacle 

of their faction’s land war capabilities. 

A Behemoth unit always consists of a single model. As such, the 

Armaments Grid 1 on its Profile lists Damage instead of Models. When 

gathering Attack Dice for a Behemoth unit’s attack, use the column 

that corresponds to how much Damage it has suffered.

PAGE REFERENCES

1  Armaments  

Grid .................................13

2  Disordered  .................. 34

3  Transporting 

Units ..............................46

SOVEREIGN
LANDSHIP

DAMAGE

RANGE 5-6 3-4 0-2 QUALITIES

RANGED: LIGHT 10”/20” 6 10 14 -

RANGED: HEAVY 15”/20” 5 9 13 Devastating

RANGED: AERIAL 10”/20” 3 5 7 -

IMPACT - 3 5 7 Shock

SPEED 6”

DEFENCE 4

DAMAGE LIMIT 3

DISCIPLINE 8

BREAK LIMIT -

ARMAMENTS
ATTRIBUTES

3
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TRAITS

Crown  |  Armour  |  Heavy  |  Behemoth  |  Commander  |  Transport

SPECIAL RULES Capacity (12)  |  Chain of Command (12”)  |  Inspiring (3)

MODELS 1

VPR 7
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PAGE 49 – COMMANDER

In the second paragraph, both instances of In the second paragraph, both instances of 
1010”” should be 6 should be 6””. The paragraph should read: . The paragraph should read: 

A unit within 6 6”” of a friendly Commander cannot 
become Disordered. If a Disordered unit moves 
to within 66”” of a friendly Commander, or vice 
versa, it immediately loses its Disordered status.

Fixed in version 1.02.

UNIT TRAITS

SPECIAL TRAITS
Units with the following Traits have some additional special rules. 

COMMANDERCOMMANDER

Each Battlegroup in a Force is led by a CommanderCommander unit. 

A unit within 66”” of a friendly CommanderCommander cannot become Disordered 2. 
If a Disordered unit moves to within 66”” of a friendly CommanderCommander,  
or vice versa, it immediately loses its Disordered status. 

TRANSPORTTRANSPORT

TransportTransport units are used by many factions to ferry slow-moving Infantry 
around the battlefield. 

Friendly units can Embark upon a Transport unit, as described in the 
rules for Transporting Units 3. 

BEHEMOTHBEHEMOTH

BehemothBehemoth units are large war machines which represent the pinnacle 
of their faction’s land war capabilities. 

A Behemoth unit always consists of a single model. As such, the 
Armaments Grid 1 on its Profile lists Damage instead of Models. When 
gathering Attack Dice for a Behemoth unit’s attack, use the column 
that corresponds to how much Damage it has suffered.

PAGE REFERENCES

1  Armaments  
Grid .................................13

2  Disordered  .................. 34
3  Transporting 

Units ..............................46

SOVEREIGN
LANDSHIP

DAMAGE
RANGE 5-6 3-4 0-2 QUALITIES
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SPEED 6”
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VPR 7
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BLOCKING TERRAIN
BLOCKING TERRAIN

Blocking Terrain is part of the battlefield which cannot be traversed, 

and which entirely blocks visibility. 

Blocking Terrain counts as Impassable Terrain, with the addition 

that it blocks Line of Sight 1.  

Examples:Examples: Intact buildings; wrecked land ships. 

OBSTACLESOBSTACLES

Obstacles are linear terrain features, no more than ½” wide or high, 

but of any length. 

When an Infantry or Cavalry unit moves across an Obstacle, it 

sacrifices 1” of its movement. Field Gun units cannot move across 

Obstacles. Other unit types are unaffected. 

For exampleFor example, an Infantry unit with a Speed of 4” is making a Double Time 

manoeuvre, which would normally allow it to move up to 8”. It crosses two 

Obstacles during this move, so it can only move up to 6”. 

If an Infantry, Cavalry or Field Gun unit is the target of a Ranged 

Attack, and the attacker’s Line of Sight crosses an Obstacle that is In 

Contact with the target unit, it is Concealed 2 .

Examples:Examples: Walls; fences; defensive barricades.

SPECIAL TERRAIN FEATURES
SPECIAL TERRAIN FEATURES

Some types of terrain have additional rules. 

HillHill

Hills block Line of Sight in the same way as Blocking Terrain, 

but do not impede movement. If a model (or another Terrain 

feature is on a Hill, its Size is increased by the Hill’s Size. These 

rules can also be applied to other forms of elevated terrain.

RoadsRoads

When moving a unit, each of its models that spends the entire 

move on a road increases its Speed by 2”. 

Roads have no effect when a unit is Withdrawing3 or Falling Back4 . 

WaterWater

Water terrain, such as rivers and lakes, is incredibly difficult to 

traverse unless a unit is specially equipped to do so. 

Infantry and Cavalry units treat Water as Difficult Terrain. Field 

Gun, Armour and Artillery units treat Water as Impassable Terrain.

PAGE REFERENCES

1 Line of Sight ............... 17

2 Concealed .................... 26

3 Withdrawing..............29

4  Falling Back .................36

5 Garrison Action.........30

6 Attack Step .................. 26

7 Exit Manoeuvre ...........25

DESIGNER’S NOTE:

BEST 

JUDGEMENT

Owing to the enormous variety 

of battlefield terrain available, 

it is impossible to create a set 

of terrain rules which covers 

every single situation. 

When setting up the battlefield 

before a game, both Generals 

should take a moment to agree 

how each piece of terrain 

is defined, where its edges 

or boundaries lie, and any 

Features that it has. This is 

infinitely preferable to pausing 

play at a crucial moment 

because a consensus can’t be 

reached on whether a unit 

should be able to garrison that 

half-ruined farmhouse.
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GARRISONING DEFENSIBLE BUILDINGS

Intact buildings are usually treated as Blocking Terrain. However, if 

a building is sufficiently large and well-constructed, it can be defined 

as a Defensible Building. Defensible Buildings
Defensible Buildings can be GarrisonedGarrisoned by 

Infantry units, creating a well-defended firebase. 

Each Defensible Building must have a clearly defined Footprint, 

usually its outer walls. Generals may agree that some superficial 

features - buttresses, balconies, gatehouses, and so on - do not count 

towards a building’s Footprint. 

BUILDING CAPACITY
BUILDING CAPACITY

Each Defensible Building can hold a single Infantry unit.When it is 

doing so, it is OccupiedOccupied; otherwise, it is UnoccupiedUnoccupied. 

GARRISONING AND EXITING A BUILDING

GARRISONING AND EXITING A BUILDING

An Infantry unit must make a Garrison Action5 if it wishes to enter a 

Defensible Building, and must make an Exit manoeuvre if it wishes 

to leave. 

Making a Garrison Action
Making a Garrison Action

An Infantry unit can make a Garrison Action in its Attack Step6. 

Choose an unoccupied Defensible Building within 3” of the active unit. 

Remove the Infantry unit from the battlefield, and set it aside. It 

is now Garrisoning the building. 

Making an Exit Manoeuvre
Making an Exit Manoeuvre

An Infantry unit that is Garrisoning a Defensible Building can 

make an Exit Manoeuvre7 in its Movement Step. 

Set up the unit on the battlefield so that each of its models is within 

3” of the building, and it is not within 1” of any enemy units. 

DESIGNER’S NOTE:

IMPOSING 

EDIFICES

The rules assume that a 

Defensible Building has a 

Footprint between 2”x2” and 

4”x4”. If a building is larger 

than this, the Generals can 

agree to split it into sections 

and treat each one as a separate 

Defensible Building, each of 

which can hold a single unit. 

For smaller buildings, the 

Generals can agree to limit 

its capacity to a number of 

models. We suggest 12 models 

for a small building, or 8 for a 

very small building. 

Ensure that this discussion 

takes place during setup, when 

clarifying any other terrain 

features on the battlefield. 

In addition, the centre point 

of each Defensible Building 

should be defined, as this will 

be required when they are 

making (or being targeted by) 

Ranged Attacks. 
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BLOCKING TERRAIN
BLOCKING TERRAIN

Blocking Terrain is part of the battlefield which cannot be traversed, 

and which entirely blocks visibility. 

Blocking Terrain counts as Impassable Terrain, with the addition 

that it blocks Line of Sight 1.  

Examples:Examples: Intact buildings; wrecked land ships. 

OBSTACLESOBSTACLES

Obstacles are linear terrain features, no more than ½” wide or high, 

but of any length. 

When an Infantry or Cavalry unit moves across an Obstacle, it 

sacrifices 1” of its movement. Field Gun units cannot move across 

Obstacles. Other unit types are unaffected. 

For exampleFor example, an Infantry unit with a Speed of 4” is making a Double Time 

manoeuvre, which would normally allow it to move up to 8”. It crosses two 

Obstacles during this move, so it can only move up to 6”. 

If an Infantry, Cavalry or Field Gun unit is the target of a Ranged 

Attack, and the attacker’s Line of Sight crosses an Obstacle that is In 

Contact with the target unit, it is Concealed 2 .

Examples:Examples: Walls; fences; defensive barricades.

SPECIAL TERRAIN FEATURES
SPECIAL TERRAIN FEATURES

Some types of terrain have additional rules. 

HillHill

Hills block Line of Sight in the same way as Blocking Terrain, 

but do not impede movement. If a model (or another Terrain 

feature is on a Hill, its Size is increased by the Hill’s Size. These 

rules can also be applied to other forms of elevated terrain.

RoadsRoads

When moving a unit, each of its models that spends the entire 

move on a road increases its Speed by 2”. 

Roads have no effect when a unit is Withdrawing3 or Falling Back4 . 

WaterWater

Water terrain, such as rivers and lakes, is incredibly difficult to 

traverse unless a unit is specially equipped to do so. 

Infantry and Cavalry units treat Water as Difficult Terrain. Field 

Gun, Armour and Artillery units treat Water as Impassable Terrain.
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DESIGNER’S NOTE:

BEST 

JUDGEMENT

Owing to the enormous variety 

of battlefield terrain available, 

it is impossible to create a set 

of terrain rules which covers 

every single situation. 

When setting up the battlefield 

before a game, both Generals 

should take a moment to agree 

how each piece of terrain 

is defined, where its edges 

or boundaries lie, and any 

Features that it has. This is 

infinitely preferable to pausing 

play at a crucial moment 

because a consensus can’t be 

reached on whether a unit 

should be able to garrison that 

half-ruined farmhouse.
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ADDITIONAL RULES

GARRISONING DEFENSIBLE BUILDINGS

Intact buildings are usually treated as Blocking Terrain. However, if 

a building is sufficiently large and well-constructed, it can be defined 

as a Defensible Building. Defensible Buildings
Defensible Buildings can be GarrisonedGarrisoned by 

Infantry units, creating a well-defended firebase. 

Each Defensible Building must have a clearly defined Footprint, 

usually its outer walls. Generals may agree that some superficial 

features - buttresses, balconies, gatehouses, and so on - do not count 

towards a building’s Footprint. 

BUILDING CAPACITY
BUILDING CAPACITY

Each Defensible Building can hold a single Infantry unit.When it is 

doing so, it is OccupiedOccupied; otherwise, it is UnoccupiedUnoccupied. 

GARRISONING AND EXITING A BUILDING

GARRISONING AND EXITING A BUILDING

An Infantry unit must make a Garrison Action5 if it wishes to enter a 

Defensible Building, and must make an Exit manoeuvre if it wishes 

to leave. 

Making a Garrison Action
Making a Garrison Action

An Infantry unit can make a Garrison Action in its Attack Step6. 

Choose an unoccupied Defensible Building within 3” of the active unit. 

Remove the Infantry unit from the battlefield, and set it aside. It 

is now Garrisoning the building. 

Making an Exit Manoeuvre
Making an Exit Manoeuvre

An Infantry unit that is Garrisoning a Defensible Building can 

make an Exit Manoeuvre7 in its Movement Step. 

Set up the unit on the battlefield so that each of its models is within 

3” of the building, and it is not within 1” of any enemy units. 

DESIGNER’S NOTE:

IMPOSING 

EDIFICES

The rules assume that a 

Defensible Building has a 

Footprint between 2”x2” and 

4”x4”. If a building is larger 

than this, the Generals can 

agree to split it into sections 

and treat each one as a separate 

Defensible Building, each of 

which can hold a single unit. 

For smaller buildings, the 

Generals can agree to limit 

its capacity to a number of 

models. We suggest 12 models 

for a small building, or 8 for a 

very small building. 

Ensure that this discussion 

takes place during setup, when 

clarifying any other terrain 

features on the battlefield. 

In addition, the centre point 

of each Defensible Building 

should be defined, as this will 

be required when they are 

making (or being targeted by) 

Ranged Attacks. 
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THE DYSTOPIAN AGE

UNIT STATUS 
SUMMARY

ACTIVATED
An ActivatedActivated unit cannot be activated again this round. 

A unit that has not been Activated is Ready. 

In the End Phase, all units return to being Ready. 

DISORDERED
A DisorderedDisordered unit suffers a -1 penalty to its Discipline 

rating, and Commands cannot be issued to it. 

A unit loses this Status at the end of its next Activation, 

or as soon as it is within 6” of a friendly CommanderCommander unit. 

ON LOOKOUT
A unit that is On LookoutOn Lookout can be used to declare Opportunity Opportunity 

FireFire during either of the an enemy unit’s Reaction Steps.

A unit loses this Status at the start of its next Activation, 

or when it moves, enters base contact with an enemy 

unit, or uses Opportunity Fire.

RELOADING
A ReloadingReloading unit cannot make any Ranged Attacks with 

weapons that have the Reload Quality. 

A unit loses this Status when it makes a Re-Arm action. 

SUPPRESSED
A SuppressedSuppressed unit suffers a Combat Rating Penalty

Combat Rating Penalty whenever 

it makes a Ranged Attack or Close Quarters Attack. 

When a Suppressed unit is Activated, it makes a Rally Rally 

TestTest. If it fails, it can either use its Movement Step or 

Attack Step, but not both. 

A unit loses this Status at the end of its next Activation.

TAKING 
COVER

While a unit is Taking CoverTaking Cover, its Defence is increased by 

1 against Ranged Attacks where the ConcealedConcealed Combat 

Rating penalty is in effect. Taking Cover has no effect 

against Close Quarters Attacks. 

The unit loses this Status if it moves, if it enters contact 

with an enemy unit, or when it starts its next Activation.

WRECKED
A WreckedWrecked model counts as having been destroyed for 

all purposes, but is not removed from play. Instead, it 

remains on the Battlefield, and is treated as Blocking locking 

TerrainTerrain for the rest of the battle.
151

REFERENCE SECTION

THE DYSTOPIAN AGE

QUICK 
REFERENCE CHARTS

CONTINUED...

THE ROUND SEQUENCE

1) Ready Phase1) Ready Phase
2) Activation Phase2) Activation Phase 3) End Phase3) End Phase

A) Determine Initiative
A) Determine Initiative

B) Draw CardsB) Draw Cards

C) Deploy Reserves
C) Deploy Reserves

Players take turns ActivatingActivating 

units until all units on 

the Battlefield have been 

ActivatedActivated.

A)  All units lose the 

Activated status.

B) Score Victory Points.

C) Any other effects.

ACTIVATING A UNIT

A) Reaction StepA) Reaction Step The Enemy GeneralEnemy General may declare Opportunity FireOpportunity Fire.

B) Movement StepB) Movement Step The ActivatedActivated unit may make a ManoeuverManoeuver.

C) Reaction StepC) Reaction Step The Enemy GeneralEnemy General may declare Opportunity FireOpportunity Fire  

if they have not done so already.

D) Attack StepD) Attack Step
The ActivatedActivated unit may make an AttackAttack or SpecialSpecial ActionAction.

PAGE 150 - DISORDERED

The first line of the second paragraph is The first line of the second paragraph is 
missing a word. The paragraph should read: missing a word. The paragraph should read: 

A unit loses this Status at the end of its next 
Activation, or as soon as it is within 6” of a 
friendly Commander unit.

Fixed in version 1.02.
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THE DYSTOPIAN AGE

UNIT STATUS 
SUMMARY

ACTIVATED An ActivatedActivated unit cannot be activated again this round. 
A unit that has not been Activated is Ready. 

In the End Phase, all units return to being Ready. 

DISORDERED A DisorderedDisordered unit suffers a -1 penalty to its Discipline 
rating, and Commands cannot be issued to it. 
A unit loses this Status at the end of its next Activation, 
or as soon as it is within 6” of a friendly CommanderCommander unit. 

ON LOOKOUT A unit that is On LookoutOn Lookout can be used to declare Opportunity Opportunity 
FireFire during either of the an enemy unit’s Reaction Steps.
A unit loses this Status at the start of its next Activation, 
or when it moves, enters base contact with an enemy 
unit, or uses Opportunity Fire.

RELOADING A ReloadingReloading unit cannot make any Ranged Attacks with 
weapons that have the Reload Quality. 
A unit loses this Status when it makes a Re-Arm action. 

SUPPRESSED A SuppressedSuppressed unit suffers a Combat Rating PenaltyCombat Rating Penalty whenever 
it makes a Ranged Attack or Close Quarters Attack. 
When a Suppressed unit is Activated, it makes a Rally Rally 
TestTest. If it fails, it can either use its Movement Step or 
Attack Step, but not both. 
A unit loses this Status at the end of its next Activation.

TAKING 
COVER

While a unit is Taking CoverTaking Cover, its Defence is increased by 
1 against Ranged Attacks where the ConcealedConcealed Combat 
Rating penalty is in effect. Taking Cover has no effect 
against Close Quarters Attacks. 
The unit loses this Status if it moves, if it enters contact 
with an enemy unit, or when it starts its next Activation.

WRECKED A WreckedWrecked model counts as having been destroyed for 
all purposes, but is not removed from play. Instead, it 
remains on the Battlefield, and is treated as Blocking locking 
TerrainTerrain for the rest of the battle.
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Each card in the Command & Conquest deck   
 has a number, as shown (to the left). Any errata 

for the cards will refer to their 
specific card numbers, to make it 
easier to identify them.
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Score 1 Victory Point.

Remove a Reload token 
from one of your Units.
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DENY

W
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W
EAPONS READY

Play this card at the 
start of your turn.

Play this card when you 
Suppress an enemy Unit 
with Opportunity Fire.
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Score 1 Victory Point.

Remove a Reload token 
from one of your Units.

8
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W
EAPONS READY

Play this card at the 
start of your turn.

Play this card when you 
Suppress an enemy Unit 
with Opportunity Fire.
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Score 1 Victory Point.

Add two dice to the pool.

3
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W
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OT

W
EAK SPOT

Play this card when declaring a 
Ranged Attack against an enemy 
Armour Unit within Short Range.

Play this card when you 
Suppress an enemy Unit 
with Opportunity Fire.

CARDS 38, 44, 51, 59 
“DENY” CONQUEST OBJECTIVE

This Conquest Objective awards a This Conquest Objective awards a 
Victory Point for Suppressing an Victory Point for Suppressing an 
enemy unit with Opportunity Fire, enemy unit with Opportunity Fire, 
which is not possible. Change the text which is not possible. Change the text 
of the “Deny” Conquest objective to: of the “Deny” Conquest objective to: 

Play this card when you Destroy an 
enemy model with Opportunity Fire.
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Score 1 Victory Point.

Remove a Reload token 
from one of your Units.
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EAPONS READY

Play this card at the 
start of your turn.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

A Unit of your choice 
recovers one Damage.
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BLOOD & STEEL

Play this card at the 
start of your turn.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

If the target makes a 
Suppression test, it suffers 

a -2 Discipline modifier.
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DEVASTATION

Play this card before rolling 
the dice for a Ranged Attack by 

one of your Artillery Units.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

Add two dice to the pool.

3

3

DE
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W
EA

K 
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OT

W
EAK SPOT

Play this card when declaring a 
Ranged Attack against an enemy 
Armour Unit within Short Range.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

Remove a Reload token 
from one of your Units.
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Play this card at the 
start of your turn.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

A Unit of your choice 
recovers one Damage.

12
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BLOOD & STEEL

Play this card at the 
start of your turn.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

If the target makes a 
Suppression test, it suffers 

a -2 Discipline modifier.

6

6

DE
NY

DENY
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DEVASTATION

Play this card before rolling 
the dice for a Ranged Attack by 

one of your Artillery Units.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.
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Score 1 Victory Point.

Add two dice to the pool.
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DE
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W
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Play this card when declaring a 
Ranged Attack against an enemy 
Armour Unit within Short Range.

Play this card when you 
Destroy an enemy model 

with Opportunity Fire.

CARD NO. 38

CARD NO. 51

CARD NO. 44

CARD NO. 59


