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Set Up

1. Choose a Scenario 
2. Set Up the Table 
3. Draw Fog of War if Scenario Dictates 
4. Set Up Units 
5. Set Up Hot Spots 
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Checks
Troop Quality Check (TQC)
Roll TQD. 4+ passes.

Opposed Troop Quality Check
Roll TQD for both sides:
Win: 4+ and higher than opponent, or draw and have Initiative
Fail: Any other result

Morale Check
Roll one TQD for each active figure in unit. 
- If more 4+ then pass
- If equal or less, then fail
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Turn Sequence
1. First Aid 

2. Arrival of Reinforcements (starting on turn 2 or as dictated by 
the scenario) 

3. Merge Units 

4. Declare (and test for) unbuttoned AFVs 

5. Declare Hidden

6. Declare Overwatch units (Initiative Player Only)

7. Initiative Force activates first unit 

8. Resolve Reactions 

9. Repeat 6 &7  until all Initiative Units have been activated 

10. Any Non-Initiative unit that has not made a reaction during the 
turn may be moved and/or fired. Only regular Initiative units 
who are fired at or on Overwatch may react

11. Remove All Pinned, Shaken (2) Markers, Moved, Activated, 
Return Fire Only Markers

12. Change: Shaken (1) to Shaken (2), Pull Back to Return Fire Only

1. Both sides roll their initiative dice
2. Throw away any less than 4
3. The side with the most remaining dice wins

A tie means the initiative stays with the same side as last 
turn 

Number of Initiative Dice

Every two Units 
including infantry and soft skinned vehicles

+1 ID

Each Armored Vehicle +1 ID

For every three victory points won in 
preceding turn

+1 ID

Had initiative last turn +1 ID

More units than opponent +1 ID

Each Positive / Negative Leader +1 ID / -1 ID

Minimum 1 dice, maximum 10 dice

Determine Initiative

One Turn
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Actions and Reactions

• Move

• Fire

• Move & Fire

• Fire & Move

• Go On Overwatch

• Request Air Support

• Request Artillery

• Hide

• Spot Hidden Units

• Spot Hidden Units & Fire At Them

• Place Breaching Charge

• Close Assault Infantry or Vehicle

• Move (Units may only make one reaction move per turn)

• Fire (Irregular Units may only react fire once per turn)

• Request Air Support

• Request Artillery

• Spot Hidden Units & Fire At Them

• Close Assault Infantry or Vehicle

Actions (by Initiative Units) Reactions (by Non-Initiative Units)

- Opposed TQD roll. Unless the non-initiative unit passed and wins it goes second
- If a non-initiative unit fails the test, then Return Fire Only
- If more than one unit reacts make a separate opposed roll for each unit

Reaction Test Roll Modifier

Unit on Overwatch +1

Unit/Vehicle making a Rapid Move -1

Buttoned Up Vehicle -1

A roll of one on a reaction test causes a Fog of War card to be played

- Overwatch actions can only be taken by initiative units with TQD 8+
- Overwatch units can interrupt the reactions of the enemy
- Reactions may not be taken against units on Overwatch
- Overwatch tests and actions take place before the units being protected by the Overwatch
- Reaction test vs. the Overwatch unit and its target are as normal
- If the Overwatch unit inflicts a Pinned, Fall Back or Shaken the attacked unit may not react
- If the Overwatch unit fails its reaction test it stops being on Overwatch

Who goes first (Reaction Test)?

Overwatch

Pick an Initiative Unit to 
Activate and Declare its 

Action in Detail

Declare Reactions from 
Non-Initiative Units with 

LOS against Activated Unit

Roll reaction tests for each 
Acting/Reacting and 

Overwatch/Reacting pair.
Perform Actions in this Order

Initiative Units may React to Non-
Initiative Unit Reactions in LOS  by 

sacrificing their Activation 

Irregular units without a leader or regular unit within 6” and LOS need to make a TQC in order to activate

Declare Interrupts 
from Units on 

Overwatch
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Movement and Ranges
Tactical Rapid

Infantry 6” 12” 

Mounted 8” 16” 

Vehicles 10” 20” 

Units may rapid-move and fire but not fire and rapid-move
Units with wounded must make a TQC to move faster than tactical
Units lose 1” of movement for each reaction they have previously taken

Out of Contact Movement (certain units only) 
If not in LOS with any initiative unit may move anywhere on table if wouldn’t cross LOS to an 
initiative unit or finish in LOS

Terrain Movement

Vertical 
Obstacle

Tactical Movement Only

Dense Woods Block LOS from outside after 1” / 2”
Troops inside can see other troops up to ½ Optimum range
Troops move tactical Only
Infantry get Solid Cover

Average 
Woods

Block LOS from outside after 3” / 6”
Troops inside can see other troops up to Optimum range
Troops move normally
Infantry get Solid Cover
Vehicles at Tactical Speed

Light Woods No effect

Heavy Foliage 
Cover

Block LOS 
Non-indigenous troops move tactical only

Troop Quality Dice (TQD) Optimum Range (15mm)

D12 12”

D10 10”

D8 8”

D6 6”

Optimum Range is used for:
shooting effectiveness, spotting hidden units, ambush ranges

Unit Cohesion
- Figures in a unit must remain within 1”/2” of other figures
- Unit may split at start of activation. One part may activate normally the other does nothing
- Units within 1” / 2” of each other may merge at start of turn
- Irregular units may not merge with regular units 
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Shooting Attack Dice (Maximum 10 TQD) Modifier

Pinned / Suppressed Firer -1 shift to TQD

Each person in fire team +1 TQD

Weapons Team +2 TQD

All weapons in optimum range +1 TQD

Light Support Weapons
(SAW, Rifle GL, GL, Light Mortar)

+1 TQD

Medium Support Weapons
(GPMG, AGL, RPG)

+2 TQD

Heavy Support Weapons
(HMG, AT Missiles, AT RPG)

+3 TQD

Each Movement in Turn -1 TQD

Each Shooting in Turn -1 TQD

Intentional Suppressive Fire
(Any MG or AGL makes suppression automatic)

-2 TQD

Exposed Target
(Not within 2”/4” of any terrain piece)

+1 TQD

Firer / Target Rapid Moved -1 / +1 TQD

Defensive Fire while being charged -1 TQD

Well Supplied / Poorly Supplied +1 / -1 TQD

Defense Dice (Minimum of 1 TQD) Modifier

Number or figures in Unit or 
Attacking Firepower Dice 
(Use Lower)

+1 TQD

Units that haven’t moved
(Irregular or Exposed Units must pass a Quality Check)

+1 TQD

Solid Cover
(includes intervening cover)

+1 TQD

Improved Cover
(Cover plus improvements: trenches sandbags etc.)

+2 TQD

Fortified Cover
(Bunkers etc.)

+3 TQD

Light Body Armor +1 TQD

Heavy Body Armor +2 TQD

Charging into Close Assault -1 TQD

Deployed Smoke this turn +1 TQD

Pinned units (if pass a Quality Check) +1 TQD

Attacker may split fire between targets 
No individual weapon may be split.
Max number of targets: D8 TQD = 2    D10 TQD = 3     D12 TQD = 4 

1. Calculate number of attack and defense dice
2. Remove all dice less than 4
3. Match equal or higher defense dice to neutralize 

attack dice
4. Each remaining attack dice represent a casualty
5. If attack included a single weapon of 3D+ then 

roll for suppression (no casualties required)

Uncommon Attack Dice Modifier

Suppressed Weapons -1 TQD

SMG or Shotgun below/above 
Optimum Range

+1 TQD / D6

Handguns in Optimum Range
(no shooting beyond this)

-1 shift to TQD

Have Dependents -1 TQD

Protected by smoke -1 TQD

Mortar firing direct without 
spotter (18” min range)

-1 TQD
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Suppressive Fire

Low Confidence Units
Make Morale Check with -1 negative dice shift. Fail means suppressed

Confident Troops
Make Morale Check if suppression attempt has total firepower of 3D+. Fail means suppressed 

High Confidence Troops
Make Morale Check if engaged by Intimidating Weapons (single weapons of 3D+)

At least one 4+ must be rolled by attacking unit for suppression to happen 

Act as pinned but multiple results do not cause a Pull Back:
- Units must move to cover away from enemy if any movement left
- Remain pinned until end of current turn
- Pinned units can fire at units moving in their LOS 
- Pinned units react fire only against units shooting at the pinned unit 
- Pinned units suffer -1 TQD for checks
- If TQD < D6 then unit cannot fire until unpinned

Suppressive fire causes casualties normally
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Close Assault (up to rapid move distance)

1. Attacking unit must pass Troop Quality Check
(if fails may take cover, tend to wounded and react)

2. Defending unit must pass Troop Quality Check
If passed may do Defensive Fire or Flee:

Defensive Fire: Normal fire attack. If pinned or shaken the attacker applies effects from start of charge.
Flee (if no dependents): Move one full rapid move away from attacker.

3. Charging unit attacks first. Defender makes morale check if required.
4. Defender attacks. Attacker makes morale check if required.
5. Repeat steps 3 & 4 until one side wins
Attack Dice Modifier

Each person in team +1 TQD

Each SMG / Shotgun / Handgun +1 TQD

Each Movement in Turn (not charge) -1 TQD

Each Shooting in Turn -1 TQD

Defense Dice Modifier

Number or figures in Unit or 
Attacking Dice 
(Use Lower)

+1 TQD

Light Body Armor +1 TQD

Heavy Body Armor +2 TQD

If unit morale drops below D6 it is captured
If unit is wiped out roll d6 for each figure, on a 1 that figure is captured.
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Morale Check
All Regular Troops

Each time a Unit takes casualties
Each time a Unit is fired upon by a weapon with an unmodified Firepower of 4D+

Each time an IED is detonated within 10” / 20”
Each time a unit is subjected to an artillery salvo or air-strike

Each time fire from their unit injures/kills a civilian or non-combatant

Confident Regular Troops
Each time a unit is fired on by Support Weapon or Vehicle Mounted Weapon with an unmodified Firepower of 3D+

Low Confidence Regular Troops
Each time a Unit is fired on

Irregular Troops (only the following)
Each time a unit without a leader is fired on

Each time a unit takes casualties
Each time an air strike or artillery hits within 6” / 12”

Each time the units control unit moves beyond 6” / 12” or out of LOS

Most dice 4+ Stand. No Effect

Equal or more dice 3- Pinned until end of turn
Pull Back if already Pinned (shooting only)
Irregular unit becomes Shaken

Pinned units must move to cover away from enemy if 
any movement left
- Remain pinned until end of current turn
- Pinned units can fire at units moving in their LOS 
- Pinned units react fire only against units shooting at 
the pinned unit 
- Suffer -1 TQD for checks
- If TQD < D6 then unit cannot fire until unpinned

A Pull Back result requires up to 6” of move away 
from enemy into cover
- Units that had to Pull Back can not act until end of 
next turn and can only return fire
- A unit must Pull Back even if in cover

Shaken units permanently take a negative dice shift. 
If dice drops below d6 then remove.
- Unit must move to cover away from enemy if any 
movement left
- In following turn any movement must be away from 
enemy and unit may not fire. 

Each Pinned result causes negative morale dice shift
Each Shaken result causes negative dice shift

Shooting Results

Close Assault Results 

Roll a morale dice for each effective figure in unit
(exclude troops who must take First Aid check)

Make Morale Test Immediately When… Results

Any 1 result on a morale dice for an Irregular Unit causes a figure to be 
removed unless leader
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Casualties
• If specialty troop (Medic, TAC etc) or irregular unit determine who got hit randomly

• If irregular leader lost unit remains leaderless until a new leader is provided
• If irregular unit loses weapon gunner than roll a quality check to see if somebody else can take over

• First Aid Check
• Must be one healthy figure in unit or another unit must merge to help
• A wiped-out unit may be captured automatically if an enemy unit contacts it
• Roll d6 for each hit:

First Aid 
Roll

Advanced
First Aid 

Regular Troops Irregular Troops

1 1 Dead. Unit must make a TQ check to act normally otherwise may 
only react fire

Dead.2-3 2 Serious Wound. Unit must make TQ check to move faster than 
tactical. Unit may only react fire this turn. Figure no longer 
contributes to units attack or defense.

4-5 3-4 Light Wound. Unit must make TQ check to move faster than 
tactical. 

6 5-6 No effect. No effect.
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Status Markers
Activated
May not Activate again

Moved
May not move again

Pinned
- Must move to cover away from enemy if any movement left
- Remain pinned until end of current turn
- As an activation pinned units can fire at units moving in their LOS 
- Pinned units react fire only against units shooting at the pinned 
unit 
- Suffer -1 TQD for checks (TQD < D6 then unit cannot fire until 
unpinned)
- If pinned again by shooting then will Pull Back

Pull Back
- Up to 6” of move away from enemy into nearest cover even if 
already in cover
- Units that had to Pull Back can not act until end of next turn 

and can only return fire

Rapid Move
May not move again. -1 to reaction tests

Return Fire Only
May only react to being fired upon

Shaken (1)
- Unit permanently take a negative dice shift. If dice drops below d6 then 
remove.
- Unit must move to cover away from enemy if any movement left

Shaken (2)
- Any movement must be away from enemy and unit may not fire

Smoke
Unit benefits from smoke cover. 

Suppressed
- Must move to cover away from enemy if any movement left
- Remain suppressed until end of current turn
- As an activation pinned units can fire at units moving in their LOS 
- Reaction fire only against units shooting at the suppressed unit 
- Suffer -1 TQD for checks (TQD < D6 then unit cannot fire until 
unpinned)
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Special Rules
Ambush
Hidden units may ambush units within 2x their Optimum Range. On an Ambush the ambushing unit must pass a Troop Quality Check. If it does, then it fires first an no reaction 
test is required. This is even true for units watching its target on overwatch. 

Firing at Units in Buildings
When firing at a building containing multiple units, the Defense of those units is pooled as if they were a single unit. Any casualties received are randomly distributed between 
all units in the building.

Night Fighting
Half Optimum range. Half firepower dice. Shooting at units beyond reduced optimum range requires a successful opposed TQC.

Reinforcements 
Roll 1d6 equal to or less than the Insurgency Level for reinforcements to arrive

Smoke Grenades
Units may deploy smoke grenades on any unit within Optimum Range by passing a TQC. That unit gains the +/- for smoke. 

Snipers
Everything on the table is Optimum range for a Sniper. May choose the target for one of the inflicted casualties. Use suppressed weapons. 

Stealthy
Must be spotted to be engaged. Majority of figures in spotting unit must be within optimum range. Spotting unit must win opposed TQD check. 

Suppressed Weapons
Units fired upon by suppressed weapons can not interrupt attack unless already spotted attacking unit. 
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Smoke
From Fire Mission 

Request
Effect Duration

Grenades / Rifle Grenades No +1D Defense, -1 Firepower for unit firing 1 turn

Light Mortar Yes +1D Defense, -1 Firepower for unit requesting 1 turn

Medium Mortar Yes 4” radius blocks LOS 2 turns

Heavy Mortar / Light Artillery Yes 6” radius blocks LOS 2 turns

Medium Artillery Yes 8” radius blocks LOS 3 turns

Heavy Artillery Yes 10” radius blocks LOS 3 turns

Spotting and Hiding
Hidden Units
Units may be hidden at start of game or if out of LOS of enemy units. 
Hidden units may be spotted by units within Optimum Range on an 
opposed Troop Quality Check. 

Spotting Roll Modifiers

-1 If spotting unit moved rapidly this turn

-1 If spotting unit is buttoned up ATV

-1 If hidden unit is Stealthy or Elusive 

-1 If hidden unit’s position is camouflaged

+1 If spotting unit is Stealthy

+1 If hidden unit is a vehicle or gun

+1 If spotting unit has Advanced Sensors/Optics

If spotting units roll is 4+ and higher than the hidden units 
roll it is spotted and may engage normally
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Vietnam Specific
American

• Abundant Supplies: Always well supplied

• Rules of Engagement: May never target civilians or direct artillery to within 12” / 24” of them

• Superior Intel: Always have initiative on VC, +1 initiative dice otherwise

• Seriously wounded must roll each turn when not tended by medic. On a 6 the man dies

PAVN

• Ambush: May use Ambush rules

• Lack of Initiative: Units without an attached leader must make a TQC to move

• Battle Plan: Lose one Initiative Dice per turn

• Determined to Win: Ignore all Morale rolls other than pinned (no fall back)

• Forward for the Cause: May move on without casualties. If this is done must make a morale roll and if failed the unit leaves the table

VC

• Ambush: May use Ambush rules

• Booby Traps: May use Booby Trap cards

• Lack of Initiative: Units without an attached leader must make a TQC to move

• VC forces that are stationary and inactive outside of optimum range are treated as hidden

• Victory through Blood: First aid roll of 6 is casualty okay otherwise casualty vanishes away

• Tunnels: May use tunnel spots

• Fight Another Day: A pull back result requires a TQC. If failed the units leaves the table but does not count for victory points

• Out of Contact Movement

• Reinforcements 
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Building Clearance

Building Clearance Modifiers Roll Modifier

Leader above fireteam level 
participates in clearance

+1

Every five figures involved in 
clearance

+1

Group spends / doesn’t spend a 
turn stacking before clearance

+1 / -1

Group possesses special 
equipment or is trained on 
clearing

+1

If three figures of less participate 
in clearance

-1

Procedure
1. Roll 1d6
2. If roll is greater than the insurgency level clearance succeeds and takes whole turn
3. If roll is equal to or less than the insurgency level then roll a TQD and apply the following modifiers. Apply result to Building Clearance table.

Building Clearance Table Result

< 1 Clearing units takes 2 potential casualties and building is NOT cleared 
Roll again next turn

0 Clearing units takes 2 potential casualties and building is cleared

1 Clearing units takes 1 potential casualties and building is cleared

> 2 Unit loses next turn. Building is cleared

If unit leaves building with casualties and building not cleared, then the casualties become POW
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