




















XIl. SERVICE NOTES

BEGINNING A GAME

1.Chose the Difficulty Level.

2.Chose between the four Game Modes: Story, Death Match, Capture the Flag, and Domination.
3.Make a Setup Roll for Story and Capture the Flag Modes.

4.Choose your characters and their starting Packs of equipment.

5.Make the Deployment Roll.

6.Begin the game! Each Game Turn begins with an Initiative Roll,

MOVEMENT

* A Pathfinding Path is a group of adjacent circles sharing a common color.

* A character sees all other characters on his Path, regardless of their position. A character can fire through any other char
acter in order to attack a target.

* A character may only move onto an adjacent circle.

* Moving on to each normal circle costs 1 movement point. At any time, a character’s Movement Phase may be interrupted
in order to perform his Action Phase. After the Action Phase, the same character's Movement Phase resumes.

* A character can pass through a circle occupied by an enemy character by making a Bull Rush (winning a Stamina Duel).
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VICTORY POINTS

Victory Points (VPs) do not belong to a single character. Instead, they are commonly shared among the unit.

During a Sequence, a Hero can spend up to 2 VPs, while a Trooper may only spend 1.

* A character may spend VPs to temporarily increase his Current Movement Value by 1 for each VP spent.

* After an enemy attack, if your character is still alive, he can make a Counterattack by spending 1 VP.

* The player who rolled the lowest result on Initiative Roll may re-roll his Initiative Roll by spending 1 VP.

* After making a Shock Roll, if the character is still alive, he may spend VPs to cancel 1 wound for each VP spent.

* During Story Mode play, a Trooper or Hero can buy a Skill that he doesn't possess and that is necessary to complete a Secondary Obje
tive by spending 1 VP, A Trooper or Hero can also buy one of the two Skills required to complete a Main Objective for 2 VPs,

Have a nice game!
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