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2 ()
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( )
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SR SR ) SR
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[020.2.3] [10.3.1]
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SR 1 O
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018.2.3.1. Smoke Barrage
SR
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(Miss)
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018.2.3.2. (Artillery Barrage)
[020.3.3 020.3.4]
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018.2.3.3 (Fortifications)
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(Fortification Vulnerability)
(Fire Defense Rolls)
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019. (Command Confusion)
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S.
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A
B
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2
3
020.2. (Ordnance) (Targeting)
[11.5]
(
[020.3]
[020.3.3]
[3.3.1.3]
020.2.1. (Smoke Rounds

(
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2-14
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6 6 36
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Targeting & Hindrances
[10.3.1]
1 (Brush) (-3
) 5
6
Targeting Range
020.3
[020.3.1]
LOS
[020.2.1]
Targeting Roll
(
)
(Attack
Total) FP

(Fire Attack Roll)

-31-



(Defense Total)
(Fire Defense Roll)

(Morale)
(Cover)
[3.2]
[13] 020.3.1.2FP
X + Y
X Y
C
[A33] 020.3.2. (Attack Hindrances)
(Ordnance)
(piece) LOS
[10.3] FP
020.3.1
2 ( FP 0
(pieses) )
( )
LOS ( )
(Crossfire) [A30]
(Marksmanship )[A37]
( 0
(chain) )
020.3.3
020.3.1.1. Ordnance FP
FP
020.3.3.1. (Jammed!)

(Fire Attack Roll)
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(Jammed!)

( (Jammed!)
)
020.3.4 (Fire Defense
Roll)
(
)
0
(
(
(Coven)[T78.3] [3.3.1.2]
)
(Defense Total)
[3.2]
[021]
[13]

K8
Sgt. Grein
Grein
[11.1]
Grein  Lt. Bolter[3.3.1.1]
[11.1]
K8 Light MG
Grein [3.3.1.2] 3
[020.3.1]
Rifle (Bolter
6FP) K8
J7 J6 J6 LMG
[020.3.1.2] +1
6FP
3 ILMG +4FP FP
10FP  Grein
FP
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Mortar

6 (8 -1 -1)
[T88.2]
+1 11FP 1-2 9
[020.3.3] [3.2.4]
4 1 16( [4.2]
16 2VP[7.1]
)
N6
16 [020.2]
[020.3.4]
5( 6 [T93] 3
-1 ) [020.2.3]
6-4 15 3
[10.3.1
10.3.4] -3
6-1 ("6" [020.2.3])
[020.3.4] (first bullet) 3
(Heavy MG)
( )
MG 9FP(8; Bolter
+1) LOS
+2FP (Sustained Fire) N7
[A41] [A24.1] 2FP  -1FP[10.3.2]
+2FP
1-6 Event! [10.3.2.1]
20  8+1+2+2+7
VP 20 021.
[1.9.1.1]
(Interdiction) [E60]
MP

[13]
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[3.3.1.2]
[T93]

021.1.

MP

021.1.1.

MP

(Weapon Transfer)

1 MP

021.2. (Moving Together)

021.3 (Opportunity Fire)
Op [A33]
MP
41 Op
)

021.4.

[ ]

° [T79;T98]

e (CIiff) [T83]

° (Major Bridge) (Road)

(Rail)[T80.1]
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[7.2.1] 022. (Recover)

0215.
022.1. (Activation)
(Recover)
OoP (
(Defender) [A35.2]
[A35.5] ) (Recover)
(Rout Order) [023]
(Recover)
021.6. (Timing Movement) (Recover)
MP
022.2
(Recover)
(Smoke Grenades)
(Assault Fire)
(Mines) (broken)
(Wire) (Rally Roll)
Op (Recover)
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022.3. (Rally Roll)
[}
[3.2.5]
[}
[13]
[}
023. Rout
023.1. (Activation)
(Rout)
[3.2]

(Recover)[022] (Rout)

023.2.

[ ] [ ]
[N
[N
w

[13]
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023.3. (Retreating)

023.3.1.
MP

023.3.2 Opportunity Fire
Op

023.3.3. (Wire)

023.3.4. (Mines)

023.3.5. (Elimination)

° (impassable
hex)[T79;T98]
° (Cliff hexside)[T83]

ACTIONS

A24.
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A24.2

1 (Op 1 [3.2]
)
FP
A24.3.
Op [A33]
Op
( Op )
A26. (Assault Fire)
[A33]
([A25.A41])
FP O
LOS
ABC
A25. (Ambush) FP O
[020]
J.
(Ambush)
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(pieces) (Concealment)

A27. (Bore Sighting)
(Bore Sighting)
(Defender) A30. (Crossfire)
(Attack) (Recon) (Crossfire) 1
FP 5 ( [021]
) (Weapon)
FP +2 FP +2
A28. (Command Confusion)  A31. (Demolitions)
(Demolitions)
[015]
[E57 E61]

A29. (Concealment)

(Concealment )

A32. (Dig In)

(Dig In)
[6.1.2]
(Cover)
(Spray Fire)[A40] (Foxholes)[F102]
(Cover)
( [T93]
[F102]

)
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A33 :Opportunity Fire Op
A33.1
MP
A33.30p
Op
Op ) 3
[020]
1) [11.5] (
Order
Action
Fire 2)
C )
A33.2 Op
Op
MP
MP
Op

3) MP

° (Stream)
( 3MP
[014.1& (
020.1]) 1 (
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(Stream)
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Op
Op
(Opportunity Fire)
A L8
Rifle
K8
2 1MP
[T88.1]+1)
B
(Order) (Action)
K8 LOS K7[T88.3.2]
[A33]
C
[A39] K7
4
D Rifle K7
3 1MP +2
8 ( 7 Biermann
E ! +1 )
L5 6 2 8
[A33.1] K7 8 =16 12 OK
FP 1 5 6 6 +
-1 =14 12 OK
6 5
FP
12 F Rifle Biermann
[3.3.1.2] 5
[020.3.4] K6
( 2MP +3MP



2 FP +2
(Grenade) ([A34]) K6
Line [A33.3] A35. (Hidden) ()
9FP( 6
+4 -1 ) D.
1 3
13 5 (Hidden)
Rifle 6 (Defender)
3 9 ( 7 (Attack) (Recon)
+2
H Biermann A35.1. (Hidden Entrenchments)
Rifle 4 (Hidden Entrenchments)
5 MP (Defender)
Biermann
L5
Line ( Foxholes)[F102]
[A33.2] (second bullet)
[A33.3]
A35.2. Hidden Mines
(Hidden Mines)
(Defender)
A34, (Hand Grenades) (Move)
(Advance) ( (Retreat) )
82

(Hand Grenade)

(Mines)[F103]
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[F103.2]

A35.3 Hidden Pillbox
(Hidden Pillbox)
(Defender)
(Objective)
(Pillbox)
[F104]
A35.4. (Hidden Unit)
(Hidden Unit)
[015] 1
[E57 E61]
(Defender)
1) (Support Table)
2)
1
3) (
)
(Cover)

A35.5. (Hidden Wire)
(Hidden Wire)
(Defender) (Move)
(Advance)
( (Retreat) )
[F106]
( Wire)
A36. (Light Wounds)
(break)[3.2] (
(broken) )
(breaking) KIA
1VP (breaking)
OB
(Green) (Line)
(Elite)
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A37. (Marksmanship)

(Marksmanship)

FP  +2

A38. (No Quarter)

A40.

(Blaze)

(Spray Fire)

(No Quarter)

2VP

A39. (Smoke Grenades)

O
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2
(additional hex)



Brazen Chariots

A4l. (Sustained Fire)

E42.
1
(MG)
FP +2
(

I

I -

e

I

K

I

S gmeem

—_—
A
A
A
A

EVENTS I

I
e
.
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E43. (Air Support)

[E52]
(Squad)
[1.8] (Team) 1
1
EA45. (Battlefield Integrity)
1
(Casualty Track)
VP
E46. (Blaze)
[1.8]
E44. (Battle Harden)
[10.2.1]
S.
(Veteran)
1
E44.1. (Veteran Marker)
E47. (Booby Trap)
+1FP +1 +1 +1

1930
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[1.8]

[F103] [3.2.5]
(Move) ES51. (Cower)
(Advance) (Retreat)
E48. (Breeze)
S.L.A.
[3.3.1.1]
[10.2.1] [13]
1 6
E52. (Deploy)
/ 5
E52.1.
E49 (Command & Control)
1
S.
[2.3] VP OB
(Green) (Line)
(Elite)
E50. (Commissar )
Eb2.2.
[3.2]
[3.2]
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2 1
(Foxholes)
E56. (Field Promotion)
1 2
FP
O
[3.2]
(Private) ( 6 2
E53. (Dust)
E57. (Fog of War)
S
[1.8]
ES58. (Hero)
E54. (Elan)
(Casualty Track)
(Surrender marker)
[E58.1]
E55. (Entrench)
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E58.1. (Heroes) )

( ) 2 [8]
[3.3]
VP (Water Barrier))
VP
( )
1 E60. (Interdiction)
1 (Cover)
1
[13]
E59. (Infiltration)

E61. (Interrogation)

1
D.
1) (Support Table)
2)
( E62 KIA
)
3) [1.8] 1
4) )
(
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E63. (Malfunction)

500
[1.8] E67 (Reconnaissance)
( )
E64. (Medic!)
1 (
) [3.2.5] ( )
VP
EG65. (Mission Objective) EG8. (Reinforcements)
'secret)
1) (Support Table)
(secret)
2)
EG66. (Prisoners of War)
)
3)
)
(
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) E73. (Shellholes)
(8] (
(Water Barrier)) [1.8]
(Blaze)
(Foxholes)[F102]
E69. (Rubble)
[1.8] E74. (Strategic Objective)
(Blaze) (
)
(Wire)[F106]
E70 (Sappers)
(Mines)
(Wire) 1
E71. (Scrounge) E75. (Suppressing Fire)
(Casualty Track)
( )
MG
LOS
E72. (ShellShock)
[13]
[1.8] MG (broken)
( (broken)
) [3.2]
E76. (Walking Wounded)
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1) Casualty Track
(
2)
3)
[3.2]
[8]

(Water Barrier))

E77. (White Phosphorus)

[3.2]

TERRAIN

T78.
(Types)
(Movement) (Cover) LOS
4
[T79-T99]
(Hill)
T78.1 (Types & Features)
(Woods) (Building)
(Brush)
(CIiff)
(Fence) (Wall) (Hedge)
(Roads)
(Railroads) (Trails)
(Smoke)
(Blaze)
(Terrain Chart) (grenn)
(features)

(tan)



(Open Ground)

T78.2. (Move Costs)
[021]

T78.3. (Cover)

(Foxholes)

10
T78.4.LOS
(Obstacle)
(Hindrance) (Clear)
° (same-level) LOS
(block)
1
[T88.4.1]
[ ]
FP
° LOS
(
) LOS LOS[10]
MP
ABC
(player aid sheet)
(Cover) (Terrain Chart)
T79. (Blaze)
1 (Impassable)
(COVER) (Impassable)
7 LOS (Obstacle)
1 T80 (Bridge)
2 (Road)[T93]
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LOS (Hindrance) T82 (Building)
T80.1. (Major Bridge)
2
3
LOS (Obstacle) 1
( ) [T88.4.1]
(Building Objectives)
[2.3]
(Road) (Railway) 2
2 (
1
T83. (CIiff)
T80.2. (Minor Bridge)
(Impassable)
(CLIMBING)
(Advance) [016]
(Road) (Railway)
LOS (Clear)
T84. (Fence)
T81. (Brush) +1
LOS 1 (Hindrance) (Clear)
2
1 6 1
LOS 3 (Hindrance)
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T85. (Field)

1 (Open Ground)
0 (level) 0 (ground
LOS 1 (Hindrance) level)
1 ( tan) 2 (
T86. (Gully) ;light brown) 3 (
;medium brown) 4 (
;dark brown)
2
1

(higher
elevation)[T88]
LOS (Clear)
T88.1. (Uphill Movement)
T87.  (Hedge)
(higher elevation)
+1 MP
+1 (Woods) 1
2
( 3MP( 2MP
1MP )
) (downhill)
LOS (Obstacle) (Clear) 2MP
6 1 T88.2. (Height Advantage)
(piece)
T88. (Hill) -1FP
+1FP
(Hiln)
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T88.3. LOS(Hills&LOS) )

T88.3.1. (Military Crest Lines)
1 (Crest) T88.4. (Hills&Obstacles)
(Obstacle)
(Crest Line) LOS
T88.3.2. LOS(Vertical LOS) LOS (
LOS )
1 1
LOS
0 (building)
LOS
A LOS
B
A LOS (Blaze)
LOS
LOS
(obstacle)
LOS
T88.3.3. (Obstacles)
2
LOS T88.4.1. (Blind Hexes)
(blocks)
2 2
23
4 /
3
4 (
4 (Crest) 1
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T89. (Marsh)

3
0
1 0 LOS 1 (Hindrance)
LOS
1
2 ( ) T90. (Open Ground)
1
1
T88.5. (Hills&Hindrances) 0
LOS (Clear)
LOS T91. (Orchard)
2
LOS 1
1
LOS LOS 2 (Hindrance)
(hindrance) T92. (Railway)
LOS
1
(Obstacle)
(Obstacle)
(Hindrance)
LOS 1 (Hindrance)
(Clear) LOS
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T93. (Road)

T94. (Smoke)
1
(
)
+1
LOS 1 10 (Hindrance)
[10.3.4]
T95. (Stream)
1
3
(going) -1
2 ( 3 LOS (Clear)
-1 (Weapon)
7
-1
6 T96. (Trail)
(Foxholes)[F102]
9 (7
+3 -1 ) 1
LOS (Clear) (
LOS
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) [T88.4.1]
(AIRBURSTS)

LOS 2
T97. (Wall) 7
13 15
+1

(Wall)

LOS (Obstacle) (Clear)
6

1

T98. (Water Barrier)

(Impassable)
(Impassable)
LOS (Clear)
(IMPASSABLE WATER

6FP

TERRAIN)
(Water Barrier) F100.
T99. (Woods) [F101-F106]
2
2
LOS (Obstacle)
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F100.1 (Acquisition)

6
(Foxholes) (Trenches) F102. (Foxholes)
(Mines) (Wire)
(Bunkers) (Pillbox)
F100.2 (Removal)
3 ( 4)

(Demolitions) [A31]

(Impact Roll)[018.2.3.3]

F103. (Mines)
F100.3
1
( (Moves) (Advances)
) (Retreats)
( )
ABC
(Track Display)
F101. (Bunker)
6 F103.2 (Mine Attack)
7 (Defender)
FP
7 FP
6 FP
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[020.3.3 020.3.4]
F105.2 (Trenches &Movement)
2
1MP
( [T83]
)
[3.2]
Op [A33]
F104. (Pillbox) F106. (Wire)
(Pillbox) F106.1
5 1
6 FP
-1
(Pillbox)
F106.2 (Wire & Movement)
F105. (Trench)
MP

F105.1
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MP

(Advance)
(Retreat)
F106.3 (Wire & Fire)
[020.3.1]

Verl.l 07.11.22 SADA-
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