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• Bootcamp - LnLT: http://bit.ly/Ln-

LT-Bootcamp

Maps, X-Maps and 4K X-Maps 

There are three styles of maps available 
for the LnLT series.  The Standard maps 
(8.25” x 12.75”) that come in all games.  
Second are the X-Maps (11” x 17).  The 
X-Maps are the same as our Standard 
maps in every way except they are com-
prised of larger hexes, which contain 
nearly twice the area of the standard 
hexes.  Our 4K X-Maps (11” x 17”) are 
our premiere maps and are the same size 
as our X-Maps but off er some diff erent 
features.

The 4K element brings an enhanced 
style to complement your Tactical series 
games. Using a minimal hex grid, aug-
mented with new custom terrain and 
buildings, these maps immerse you in 
the action with a fresh new look and feel. 

Extra maps have also been added with 
updated terrain features, replacing those 
that require certain terrain for some sce-
narios. No longer do you have to imagine 
that Bocage are hedges, or buildings and 
rice paddies are clear terrain, we’ve tak-
en care of that for you.  These maps are 
also found in our digital game edition.

4K X-Maps include all of the original 
game maps customized in this new style, 
along with the updated maps and a list of 
the scenarios they are used for. Immerse 
yourself in the 4K experience.  

You can fi nd our X-Maps and 4K X-Maps 
on our store.

• LnLP Store: http://store.lnlpublish-
ing.com/series/lock-n-load-tactical-
series
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Player Aid Cards for v5.1 

LnLT Player Aid Cards v5.1 (PAC) has 
been redesigned to incorporate all the 
updates and additions from version 5.1, 
as well as a complete visual overhaul to 
make using them easier and faster to use. 
Inside you’ll fi nd new six double sided 8.5 
x 11 PAC for referencing the LnLT Core 
Rules v5.1. 

• LnLP Store:  http://bit.ly/LnLT-PAC

LnLT Digital On Steam for Mac and 
Windows

Lock ’n Load Tactical series is our 
award-winning squad-level tactical board 
game now available on Windows and Mac 
computers.  

• LnLT Digital: https://bit.ly/2JC2HoU
• LnLT Digital Video: http://bit.ly/Ln-

LTD-HAtRS

LnLT Solo

Lock ‘n Load Tactical Solo is our next 
evolution in our LnLT series. Lock ’n 
Load Tactical Solo system allows players 
to fi ght against an Artifi cial Enemy Oppo-
nent (AEO) that operates using a series 
of player cards drawn from a deck.  The 
card deck makes decisions for the AEO 
game units.  LnLT Solo allows you to play 
just about every scenario, from any side, 
from any game in the LnLT board game 
series. 

We went beyond to provide a solitaire 
system that would work with our Battle 
Generator and across the entire LnLT 
game series past, present and future 
game editions. 
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One Solo System for all your Lock ’n Load 
Tactical gaming needs!

• LnLT Solo: http://bit.ly/LnLT-Solo

LnLT companion spiral bound Books

Many gamers are looking for other ways 
to play boards then just face to face.  
Other gamers have storage, table space 
or fi nding players issues.  LnLP has re-
leased new spiral-bound booklet editions 
of our module rules and scenarios of our 

games.  These are not the same book-
lets that come in the game but includes 
a new skill player aid card, v5.1 Player 
Aid Cards, Terrain Eff ects Chart, Turn 
Record Track player aid card, module 
rules and all the scenarios.  These new 
spiral-bound booklets are designed to be 
used with our board games, digital DLC 
modules and all of our virtual table mod-
ules (Tabletop Simulator, Vassal, Table-
topia, Steam LnLT DLC modules).  

Owning our spiral-bound module booklets 
allows you to fully play our board games 
without needing to own the physical 
board game.  These new module booklets 
can be used with our board game edition 
or with any of our virtual game modules 
for Vassal, Tabletop Simulator, Tableto-
pia, or our Digital DLC games on Steam.

Gameplay Narratives
Learning how to play any Squad-level 
tactical game system can be diffi  cult, and 
the best way to learn is  to have someone 
there to teach you. These gameplay nar-
ratives are available as a free download 
for anyone to review.

Infantry Gameplay Narrative: https://
bit.ly/InfNarr

Vehicle & Ordnance Gameplay 
Narrative: https://bit.ly/OrdNarr

LnLT Virtual Board Simulators

Virtual Board Game Simulators are soft-
ware game engines for building and play-
ing online adaptations of board games 
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and card games. Play live on the Inter-
net.  These virtual board game simula-
tors can be on all platforms, and can cost 
anything from nothing, subscription fee 
to purchasing a software application.  

Tabletop Simulator
Tabletop Simulator is an independent 
video game that allows players to play 
and create tabletop games in a multiplay-
er.  Ownership of Tabletop Simulator is 
required to use our modules.  Developed 
by Berserk Games

• Tabletop Simulator: http://tabletop-
simulator.com

• LnLT TTS Modules: https://bit.ly/
TTS-LnLP-List

• LnLT TTS Video Tutorial: https://
bit.ly/TTS-Tutorial

VASSAL
Vassal is a game engine for playing on-
line adaptations of board games and card 
games. Play live on the Internet or by 
email.  Vassal is a free to use software. 

• Vassal: http://vassalengine.org
• LnLT Vassal Modules: http://bit.ly/

LnLP-Vassal
Tabletopia
Tabletopia is a multi-platform digital en-
vironment.  Tabletopia online arena is 
just like playing board game.  You can play 
directly in modern desktop web browsers 
on Mac and Windows platforms, and via 
iPhone and Android.  

• Tabletopia: https://tabletopia.com
• LnLT TT Starter Kit Module: https://

tabletopia.com/games/lnltsk

Battle Generator

LnLT Battle Generator system allows 
players to mix and match forces from 
diff erent games and even diff erent eras. 
Players can have Viet Cong forces from 
Heroes of the Nam face off  against the 
German forces from Heroes of Norman-
dy. This requires some thought, but this 
can make for some very interesting bat-
tles. 

Players can use either the Generic Unit 
Point System or our Pre-defi ned Point 
Base Unit Costs.  The amount of points 
is defi ned by the forces in the battle you 
want to play and then modifi ed up or 
down by the variables of the battle. This 
means that you get to the action fast but 
allow the battle to be very fl exible. The 
LnLT Battle Generator has been tailored 
to work with all LnLT modules in the se-
ries past, present, and future. Players 
can mutually agree on one or all Battle 
Generator features they want to use, the 
choice is all yours.

• LnLT Battle Generator: http://bit.ly/
LnLT-BattleGen
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Compendiums

The Compendiums for the LnLT series 
contains an abundance of articles on 
game tactics, historically pertinent in-
formation, force attributes and scenar-
io strategies, as well as additional Maps 
and an abundance of scenarios for all of 
your favorite LnLT games.

• LnLT Compendiums: http://bit.ly/
LnLT-Comp

Ammo Crate

Our Ammo Crate storage system comes 
in our normal 3” Deep game box designed 
to look like an Ammo Crate. The storage 
box is made with heavy-duty cardboard 
with dimensions of 9” wide x 12.5 tall x 
3” deep. The storage box is designed so 
you can write what is contained in the 
box on any of the four fl aps, back panel 
and/or front cover. Each Ammo Crate 
comes with three LnLP counter trays.  
Each counter tray has 20-compartments 
that are each 7/8” deep and our count-
er tray lids lock close and will not shake 
open. 

• LnLP Ammo Crate: http://bit.ly/Ln-
LP-AmmoCrate

LnLT Admin Counters
The new LnLT Admin counters incorpo-
rate a new design and style.  The new Ad-
min counters that were introduced in the 
LnLT Core Rules v5.1 are also included.  
Inside you’ll fi nd new 100+ 8.5 x 11 2mm 
thick counters to use with the latest LnLT 
Core Rules v5.1.

• LnLT Admin Counters: http://bit.ly/
LnLT-Admin
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LnLP Novels

LnLP has been working with a team of 
writers to bring some you some of the 
most exciting war stories around.  One 
of our fi rst books was Heroes of Nor-
mandy - The Untold Stories and delivers 
seven action-packed combat stories. You 
will be taken behind enemy lines with 
a young Airborne soldier in the early 
morning hours of D-Day and then lead 
British troops forward as they discover 
the truest defi nition of heroism. You will 
also witness the same events through the 
eyes of retreating Germans and advanc-
ing Americans and might end up rooting 
for both sides to survive. You will experi-
ence a gritty assault against a stronghold 
in a German-held town, and learn the 
terrible secret hidden there. A German 
squad behind enemy lines to retrieve a 
wounded SS offi  cer, and the luckiest sol-
dier in the US Army joins forces with the 
worst British jinx to wreak havoc. These 
are the Heroes of Normandy and their 
Untold Stories.

• LnLP Book On Amazon:
http://bit.ly/LnLP-Amazon

• Heroes of Normandy Audiobook 
Sample: http://bit.ly/HoN-Audio

Litko Game Accessories for LnLT
The Litko gam accessories will enhance 
your gaming experience. These addition-
al items are not necessary to play LnLT 
but are available through our strategic 
partnership with Litko

• LnLP On Litko:
http://bit.ly/LnLP-Litko

LnLP Social Links
• Facebook: https://www.facebook.

com/LocknLoadPub
• YouTube: https://www.youtube.

com/c/LocknLoadPublishing
• Twitter: https://twitter.com/LnLPub
• Instagram: https://www.instagram.

com/lnlpub/
• Discord: discord.gg/DQBhqFx

Our Favorite Gaming Sites
• The Gimpy Gamer:

http://bit.ly/2WZWuc0
• Moe’s Game Table:

https://bit.ly/3isQ5Qr
• The Players Aid:

https://bit.ly/3kdVUSp
• Big Board Gaming: https://www.

youtube.com/user/hipshot0710
• Rob Oren Tabletop World:

https://www.youtube.com/user/
seahawk8601

• No Enemies Here:
https://bit.ly/2Fw9GRg

• The Original Grognard: https://www.
youtube.com/user/Steelwhip2001

Game Conventions
• World Boardgaming 

Championships: https://www.
boardgamers.org/

• ConsimWorld Expo: http://expo.
consimworld.com/
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Dedication
Change is always inevitable and in war 
games it is no diff erent. I have been given 
the task of replacing Jeff  Lewis as Lead 
Developer for the Lock and Load Tactical 
system. Jeff  has decided to move onto 
other projects and we must thank him for 
the long hours and hard work he put into 
the system. We are in his debt. There are 
others we must also give special thanks 
too.

Stephane Tanguay: Without 
Stéphane’s eagle eye and at-
tention to details on a level I 
have rarely seen in my life-a 
massive bulk of credits for 

the v5.1 rules must be given to this man. 
It is his hard work in identifying most of 
the clarifi cations and corrections needed 
and then keeping David and myself up to 
date with changes to the changes we 
made that brought this project to life.

We would also like to extend 
our gratitude to “Wild” Bill 
Wilder. It is with heavy heart 
that we mention of his pass-
ing peacefully in his home in 

August of 2020. Wild Bills work in the 
war gaming community and his scenario 
designs have touched many of us with his 
prolifi c designs and his infl uence is felt to 
this day. A well respected member of the 
‘Old Guard’-his presence will be missed.

On a personal note I would 
love to extend my deepest 
love and personal thanks to 
my folks who made me the 
man I am today and brought 

me to this point. And to my wife who is a 
bit of a gamer herself and understands 
the long hours and eccentric habits and 
moods of a gamer.

Devin Heinle
Sept 2020
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 LnLT PAC 01 LnLT PAC 01

Direct Fire Summary (5.0)
1. Attacker 1d6 + Firepower +/- DFT Modifiers.
2. Defender 1d6 + DFT (Defending unit’s DRM).
3. Compare the Attacker’s result vs the Defender’s result.
4. If the Attacker’s result is higher, all targeted units in the hex conduct a Damage Check. If not, the result has no effect. 

Damage Check Calculation Table (5.0, 14.1, 18.1, 18.2)
DEFENDER MODIFIED RESULT

A
T

T
A

CK
E

R
 M

O
D

IF
IE

D
 R

E
SU

LT

1 2 3 4 5 6 7 8 9 10 11
1 - - - - - - - - - - -
2 DC+1 - - - - - - - - - -
3 DC+2 DC+1 - - - - - - - - -
4 DC+3 DC+2 DC+1 - - - - - - - -
5 DC+4 DC+3 DC+2 DC+1 - - - - - - -
6 DC+5 DC+4 DC+3 DC+2 DC+1 - - - - - -
7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1 - - - - -
8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1 - - - -
9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1 - - -

10 DC+9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1 - -
11 DC+10 DC+9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1 -
12 DC+11 DC+10 DC+9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2 DC+1
13 DC+12 DC+11 DC+10 DC+9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3 DC+2
14 DC+13 DC+12 DC+11 DC+10 DC+9 DC+8 DC+7 DC+6 DC+5 DC+4 DC+3

 ( - )    No Effect
( DC ) Damage Check Required 

( +# )  Damage Check Dice-Roll Modifier

Overrun (15.3)
Can occur in any non-water non-blocking terrain- type hex that provides no TM, or other pertinent 
module-specific terrain. Costs +4 MPs to enter Overrun hex. Vehicle rolls 1d6 + 2 + HE + MG(s)’s FP + 
Armor Leader’s LM; defender rolls 1d6 +TM (if any). If vehicle’s modified die-roll is greater than the 
defender’s modified die-roll, all defenders must take a Damage Check. Defending units that survive the 
Overrun in Good Order can perform a Close Assault (17.1). 

Close Assault (17.1)
Each unit must pass Morale Check. MMC/Hero rolls 1d6 + IFP + HE (SW) or Satchel Charge FP + 
Leader’s LM (Leader can only affect one attack per stack). Vehicle rolls 1d6 + lowest Armor Factor. If 
attacker’s modified die-roll is greater than the defender’s modified die-roll, the vehicle is destroyed.

Combat tables 1Combat tables 1
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 LnLT PAC 02 LnLT PAC 02
Combat tables 2Combat tables 2

Damage Check Table (DCT) (5.0, 14.1, 18.2)
Die Roll vs 
Morale

Good Order 
MMC Shaken MMC

Good Order 
SMC (not a 

Hero)

Hero or 
Shaken SMC

Armored 
Vehicle - 

Armor Leader

Unarmored 
Vehicle Helicopter 

Die Roll less 
than or equal to 
Morale

No Effect No Effect No Effect No Effect No Effect No Effect No Effect

Die Roll greater 
than Morale 
and less than 2x 
Morale

Shaken Casualties Shaken Wounded Shaken Shaken Damaged

Die Roll greater 
than or equal to 
2x Morale and 
less than 3x 
Morale

Casualties Casualties Wounded Wounded Shaken Destroyed Destroyed

Die Roll greater 
than or equal to 
3x Morale

Eliminated Eliminated Eliminated Eliminated Abandoned Destroyed Destroyed

Shaken: A Shaken unit flips its counter to the Shaken side (Exception: Most vehicles are marked with a Shaken 
marker, but if the vehicle has a Shaken side, flip it.). A Shaken unit can return to Good Order by passing a rally 
attempt DR (2d6) in an ensuing Rally phase. All vehicles can Self-Rally. Shaken units cannot fire their Inherent 
Firepower (IFP) or Support Weapons. Shaken units cannot advance toward an enemy unit in their Line of Sight. If 
engaged in Melee, and there are no other Melee-eligible friendly units in the hex, they are automatically eliminated 
(Some National Characteristics make this an exception.  See Module Specific Rules for details.)  Note: Vehicles do 
not melee.
Shaken leaders cannot rally troops, but can attempt to rally themselves.  Shaken leaders cannot use their LM for 
any function.  Shaken medics/Corpsmen cannot heal soldiers (or themselves).  Shaken snipers cannot snipe, but 
can self-rally.  Heroes never shake.  Shaken vehicles must button, halve their MF rounded down, and cannot fire 
any of their weapons.  Shaken vehicles receiving another shaken result  are abandoned.
Abandoned: Vehicles are just that: abandoned. Place an Abandoned marker on the vehicle. It cannot move or 
fire for the remainder of the scenario... no one wants to climb into a target.  Place a Shaken Crew underneath 
the vehicle and mark it Moved. Passengers of Abandoned vehicles disembark and make a Morale check. Mark 
disembarking units with a Moved marker.  
Damaged: Damaged helicopters must immediately exit the board. They may not unload passengers or fire.
Destroyed: Destroyed vehicles/helicopters are replaced with a wreck counter. Both Crews and passengers must 
take a Bailout check (16.1.1).  Passengers must first make a DC check before their Bailout check.  Destroyed 
helicopters crash. Roll 2d6 to determine the direction from the hex in which it was engaged the chopper crashed. 
Use one die to determine direction. A die roll of one is due north, two is northeast, etc. Halve the number on the 
second die (rounding fractions up). This gives the number of hexes from the engagement hex that the helicopter 
crashes. Place a crash or wreck marker in this hex. All units present in the crash hex are attacked by a 6 
Firepower attack. This attack is resolved as per normal procedure (the 6 Firepower is added to a die roll, etc.).
Casualties: Replace a Squad with a Shaken Half-Squad. Eliminate a Half-Squad, Weapon Team, or Crew. 
Wounded:  Unit must stop movement. Flip the SMC to Shaken side and mark it with a Wounded marker.  
(Exception: Hero is flipped to its Wounded side.) Wounded Leaders have their Morale, Leadership modifier 
and Leadership range decreased by one (11.1.2). SMCs under a Wounded marker who are Wounded again are 
eliminated. Medics can heal wounded SMCs.
Hero Creation: There is a chance that a Hero is created during play whenever a one (1) is rolled during a Squad or 
Half-Squad’s Damage Check caused by enemy fire. Roll the die again. If an even number is rolled, a Hero is created 
in the hex (Exception: See Module Specific Rules some Nationalities excluded). Randomly pick a Hero and a Skill 
Counter (11.2). 
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DIRECT FIRE TABLE (DFT) Die Roll Modifications (5.0)
Attacker’s Modification
Leadership Modifier (5.0.1, 11.1.3) + LM
Per Degrading Terrain hex through which the LOS passes (maximum of two - a third 
Degrading hex blocks LOS) (10.3) -1

Firing out of a hex containing smoke (7.0) except if equipped Thermal Imaging System 
(20.1.5) -1

Vehicle mounted MG firing after vehicle pivots in hex without moving to new hex. -1
Vehicle mounted MG firing after Assault Movement (15.2) or using Assault Fire 
(15.2.1) -2

Firing during night (20.1) at a unit marked Fired that is not within two hexes 
(or within six hexes if equipped with Thermal Imaging System (20.1.5)) or not 
illuminated by a Star Shell (20.2)

-3

Attacking unit is Helicopter in Flying Mode (19.2.1) -2
Tracing LOS between two buildings (bamboo, wooden, etc.) located in two separate and 
adjacent hexes (10.3.2) -2

Eligible attacking units marked with an Ops Complete marker, per unit (4.1) -1
Attacking units using H&R movement (6.7) -2

Skill-related modifiers (12.0) see skills 
description

Eligible Leg units firing after Assault Movement (6.1) or Stealth Assault Movement 
(6.4.1) (Scout excepted (11.6)) or using Assault Fire (6.1.1) or Stealth Assault Fire 
(6.4.2) (exception: Scout (11.6)) 

-2

Target Modification
Unit is adjacent / attacked by adjacent unit with “A” superscript above FP (5.6) +2/+3
Firing at a unit with Ordnance SW allowed to fire from Buildings but not from Bunkers 
or Caves, in a building and marked Fired +1

Leg unit marked with Moved (6.0) or Assault Move (6.1) marker or currently moving 
(not Low Crawl (6.3) / Stealth (6.4)) +1

A Mounted Unit (6.6) NOT marked with Moved, Assault Move (6.1), Hit & Run marker 
(6.7) or currently moving. +1

A Rubber Boat on a River hex. (23.3.1) +1
Vehicle or Mounted Unit (6.6) marked with Moved (6.0) or Assault Move (6.1), Hit & 
Run (6.7), or currently moving or is a helicopter in Hover mode (19.2.1) -1

Defending unit’s DRM.  Armored vehicle attacked by small arms (17.2), Mortar WT/
Off-Board artillery (17.3) or vehicle/helicopter MG. + lowest AV 

Defending unit’s DRM Per Target Terrain (5.0) - Max TM is +4 (+8 +TM (see for 
Snipers) (5.5) 

+TM (see 
TEC)

Defending unit’s DRM. Helicopter attacked by small-arms or vehicle MG (19.2.8) + AF
Helicopter in Flying Mode (19.2.1) -2

Note: Modifiers are per stack, not per unit, unless otherwise specified

Combat tables 3Combat tables 3
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Ordnance Fire Table (OFT) Die Roll Modifications (14.1)
Firing Weapon Modification
Leader (11.1.3) or Armor Leader (11.5) Leadership Modifier - LM
Vehicle is Open (15.0.1) -1
Turreted weapon firing outside covered arc. Did the turret pivot in order to bring its 
gun to bear on the target? (15.1.1) +1

Fired by eligible MMC/SMC after Assault Movement (6.1) or Stealth Assault Movement 
(6.4.1) (exception Scout (11.6)) or using Assault Fire (6.1.1) or Stealth Assault Fire 
(6.4.2) (exception Scout (11.6))

+1

Per Degrading Terrain hex through which the LOS passes (maximum of two - a third 
Degrading hex blocks LOS) (10.3) +1

SMC firing Support Weapon (1.6).  +1
Any unit firing out of a hex containing a Smoke Marker (7.0).  (exception: Thermal 
Imaging System (10.1.2) +1

Weapon Team (1.7.1)  or vehicle pivoting chassis to fire outside covered arc, and not 
moving to a new hex. +1

Mounted on a vehicle using Assault Movement (15.2) or using Assault Fire (15.2.1) /
Vehicle using Modern Vehicle Assault Movement (15.2.2). +2/+1

Firing during night (20.1) at a unit marked Fired that is not within two hexes or not 
illuminated by a Star Shell (20.2) Exception: TIS units can fire up to 6 hexes without 
penalty, and only at a +1 penalty beyond 6 hexes. (20.1.5) 

+3

Tracing LOS between two buildings (bamboo, wooden, etc.) located in two separate and 
adjacent hexes (10.3.2) +2

Vehicle, Helicopter or eligible MMC marked with an Ops Complete marker (4.1)/
Modern Vehicle marked with an Ops complete marker (15.2.2). +2/+1

Helicopter in Flying Mode (19.2.1) +2

Target Modification
Marked with a Moved (6.0), Assault Move (6.1) or Hit and Run (6.7) marker or 
currently moving. +1

Target unit is located in an adjacent hex to firing unit. -2
In Terrain with a positive TM - See TEC - Max TM is +4 (+8 for Snipers) (5.5). + TM
Fixed-wing aircraft (19.1.1) +2
Units in a Rubber Boat on a River hex (23.3.1). -1
Mounted Unit (6.6) NOT marked with Moved (6.0), Assault Move (6.1), or Hit and Run 
Marker (6.7) or currently moving.  -1

Optional Vehicle Size and Optional Speed OFT DRMS (15.6).  See Turn 
Track PAC

Acquisition marker (14.3) -1 or -2
Unit with Ordnance SW allowed to fire from Buildings but not from Bunkers or Caves, in 
a building and marked Fired -1

Helicopter in Hovering Mode (19.2.1) +1
Helicopter In Flying Mode (19.2.1) +2

Note: Some modules have squares instead of hexes, in this case, replace references to hex(es) with square(s).

Combat tables 4Combat tables 4
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SMALL-ARMS vs INFANTRY • Target must be spotted and within weapon’s range (5.0)
Attacker: Rolls 1d6 + Firepower + DFT Modifiers (a Sniper or Marksman rolls 2d6) 
Defender: Rolls 1d6 + Terrain Modifier (a lone Sniper’s TM is doubled except from Artillery / Sniper)
• If Attacker’s roll is greater than the Defender’s roll, all targeted units in the hex must take a 

Damage Check (DC) 
Damage Check (on DCT) 
• 1d6 + (the difference of die-rolls) vs Morale (DRM: - Leadership Modifier (LM)) A Hero is created 

from a Squad or Half-Squad when a ‘1’ is rolled, followed by an even die-roll

SMALL-ARMS vs VEHICLES & Helicopters • Targeting specific vehicle  (17.2), (19.2.8)
Attacker: Rolls 1d6 + Firepower + DFT Modifiers (small-arms range is halved against helicopters)
Defender: Rolls 1d6 + Terrain Modifier (maximum of 4) + lowest armor value (if any). No TM for 
Helicopters.
• If Attacker’s roll is greater than the Defender’s roll, targeted unit must take a Damage Check:

 ‐ Unarmored vehicle / helicopter: DC applied to targeted vehicle / Helicopter and any passengers
 ‐ Armored vehicle: DC applied to targeted vehicle (only if Open), any passengers of an open-topped 

vehicle, and any outside passengers.
 ‐ Passengers Shaken while riding outside on (PPO/PO) vehicles must dismount (place Moved 

marker) others may disembark.

Mortar WT, Artillery (Off-board) and Aircraft (18.1), (18.2), (19.1)
Air Support attacks a number of hexes with cannon (FP) and/or bombs (HE-equivalent) 
• Aircraft uses FP and HE normally against Leg units and as a Penetration Value against vehicles.  
Target rolls 1d6 + lowest armor value. Air Support does not roll ‘to hit’
Artillery spotter (Leader / Scout / Advisor) first places Spotting Round (in LOS, unblocked), rolls 2d6 
for drift. White die is the distance (1d6 + degrading, - LM) halved – round up; Colored die is direction 
(1 = North).  If result still in LOS, spotter can shift the marker 1 hex (in LOS), place FFE marker.
Attacker: Rolls 1d6 (Mortar WTs best of 2d6) + FP or HE-equivalent + DFT Modifiers only against Leg 
units; (LM does not apply)
Defender: Rolls 1d6 + Terrain Modifier (not from Walls or Hills) + lowest armor value (if any)
• If Attacker’s roll is greater than the Defender’s roll, all (open, buttoned, all levels) units in the hex 

must take a DC

Weapons ammo and targets 1Weapons ammo and targets 1
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ORDNANCE (to-hit) • must first hit its target (less than or equal to the ‘to-hit’ number at range to target) 

(14.1)
Attacker: Rolls 2d6 + OFT Modifiers (2 is always a hit, 12 is always a miss) 
Aircraft/Helicopters are considered one level above the hex they occupy and therefore do NOT receive 
its Terrain Modifier.  Only guided anti- aircraft (AA) weapons (blue to-hit tables) can attack flying 
helicopters and air support.
Passengers riding on a vehicle that fires or is hit must dismount (Moved) and take a Morale Check
A hit from an even dice roll (2d6) that is greater than 2 hits a tank’s turret (if none, it hits the hull).
If the target is not destroyed, place Target Acquisition markers (and the target remains spotted)
Bail-out. Roll 1d6: 1 = Crew Survives Good Order, 2-6 = Eliminate. Passengers: even = Shaken, odd = 
eliminated
ATGM-firing unit can be Op-Fired upon before resolving its attacks (any DC causes a miss) 
If colored die is less than the firing unit’s boxed ATGM Depletion Number, can no longer fire (ATGM 
Expended) 

Ordnance vs Armored Vehicle and Aircraft (14.1) (19.1.1)
Attacker: Rolls 1d6 + penetration value at range to target (- 4 firing HEAT ammo vs. red armor 
factors)
Target: Rolls 1d6 + target’s armor thickness value (from front, side or rear impact angle)
An Attacker’s roll of ‘1’ against a Target’s roll of ‘6’ is a dud, ‘6 vs 1’ is catastrophic (target destroyed).
• If Attacker’s roll greater than the Target’s roll, target destroyed (Crew/passenger Bail-out - aircraft 

crash 6-FP attack)
• If Attacker’s roll is = Target’s roll, vehicle takes a Morale Check (MC)/Damaged aircraft abort. If 

MC fails, Crew abandons vehicle, is shaken and placed under a Moved marker. If MC passes, vehicle 
is Shaken

• If Attacker’s roll is less than the Target’s roll, the target takes a MC - (the difference of die-rolls). If 
MC fails, vehicle is Shaken/Damaged Aircraft abort; If MC passes, the impact has no effect

ORDNANCE vs INFANTRY / Weapon Teams • if hit, both players roll 1d6 (14.1)
Attacker: Rolls 1d6 + HE-equivalent 
HEAT ammo (red to-hit table or H on back): -1 to HE if infantry target is not in a Building or Bunker.
Target: Rolls 1d6 (once hit, no TMs or LMs apply) 
• If Attacker’s roll is greater than the Defender’s roll, all targeted units in the hex must take a 

Damage Check.

Weapons ammo and targets 2Weapons ammo and targets 2
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ORDNANCE (to-hit) • must first hit its target (less than or equal to the ‘to-hit’ number at range to target) 

(14.1)
Attacker: Rolls 2d6 + OFT Modifiers (2 is always a hit, 12 is always a miss) 
Aircraft/Helicopters are considered one level above the hex they occupy and therefore do NOT receive 
its Terrain Modifier.  Only guided anti- aircraft (AA) weapons (blue to-hit tables) can attack flying 
helicopters and air support.
Passengers riding on a vehicle that fires or is hit must dismount (Moved) and take a Morale Check
A hit from an even dice roll (2d6) that is greater than 2 hits a tank’s turret (if none, it hits the hull).
If the target is not destroyed, place Target Acquisition markers (and the target remains spotted)
Bail-out. Roll 1d6: 1 = Crew Survives Good Order, 2-6 = Eliminate. Passengers: even = Shaken, odd = 
eliminated
ATGM-firing unit can be Op-Fired upon before resolving its attacks (any DC causes a miss) 
If colored die is less than the firing unit’s boxed ATGM Depletion Number, can no longer fire (ATGM 
Expended) 

Ordnance vs Armored Vehicle and Aircraft (14.1) (19.1.1)
Attacker: Rolls 1d6 + penetration value at range to target (- 4 firing HEAT ammo vs. red armor 
factors)
Target: Rolls 1d6 + target’s armor thickness value (from front, side or rear impact angle)
An Attacker’s roll of ‘1’ against a Target’s roll of ‘6’ is a dud, ‘6 vs 1’ is catastrophic (target destroyed).
• If Attacker’s roll greater than the Target’s roll, target destroyed (Crew/passenger Bail-out - aircraft 

crash 6-FP attack)
• If Attacker’s roll is = Target’s roll, vehicle takes a Morale Check (MC)/Damaged aircraft abort. If 

MC fails, Crew abandons vehicle, is shaken and placed under a Moved marker. If MC passes, vehicle 
is Shaken

• If Attacker’s roll is less than the Target’s roll, the target takes a MC - (the difference of die-rolls). If 
MC fails, vehicle is Shaken/Damaged Aircraft abort; If MC passes, the impact has no effect

ORDNANCE vs INFANTRY / Weapon Teams • if hit, both players roll 1d6 (14.1)
Attacker: Rolls 1d6 + HE-equivalent 
HEAT ammo (red to-hit table or H on back): -1 to HE if infantry target is not in a Building or Bunker.
Target: Rolls 1d6 (once hit, no TMs or LMs apply) 
• If Attacker’s roll is greater than the Defender’s roll, all targeted units in the hex must take a 

Damage Check.

Weapons ammo and targets 2Weapons ammo and targets 2
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Melee TablesMelee Tables

ATTACKING FIRE POWER

D
E

F
E

N
D

IN
G

 F
IR

E
 P

O
W

E
R

1 2 3 4 5 6 7 8 9 10 11 12 13 14
1 1-1 2-1 3-1 4-1 5-1 5-1 5-1 5-1 5-1 5-1 5-1 5-1 5-1 5-1
2 1-2 1-1 3-2 2-1 3-1 3-1 4-1 4-1 5-1 5-1 5-1 5-1 5-1 5-1
3 1-3 2-3 1-1 3-2 2-1 2-1 3-1 3-1 3-1 4-1 4-1 4-1 5-1 5-1
4 1-3 1-2 1-1 1-1 3-2 3-2 2-1 2-1 3-1 3-1 3-1 3-1 4-1 4-1
5 1-3 1-2 2-3 1-1 1-1 3-2 3-2 2-1 2-1 2-1 3-1 3-1 3-1 3-1
6 1-3 1-3 1-2 2-3 1-1 1-1 3-2 3-2 3-2 2-1 2-1 2-1 3-1 3-1
7 1-3 1-3 1-2 2-3 1-1 1-1 1-1 3-2 3-2 3-2 2-1 2-1 2-1 2-1
8 1-3 1-3 1-2 1-2 2-3 1-1 1-1 1-1 3-2 3-2 3-2 3-2 2-1 2-1
9 1-3 1-3 1-3 1-2 2-3 2-3 1-1 1-1 1-1 3-2 3-2 3-2 3-2 2-1

10 1-3 1-3 1-3 1-2 1-2 2-3 1-1 1-1 1-1 1-1 3-2 3-2 3-2 3-2
11 1-3 1-3 1-3 1-2 1-2 2-3 2-3 1-1 1-1 1-1 1-1 3-2 3-2 3-2
12 1-3 1-3 1-3 1-3 1-2 1-2 2-3 2-3 1-1 1-1 1-1 1-1 3-2 3-2
13 1-3 1-3 1-3 1-3 1-2 1-2 2-3 2-3 1-1 1-1 1-1 1-1 1-1 3-2
14 1-3 1-3 1-3 1-3 1-2 1-2 1-2 2-3 2-3 1-1 1-1 1-1 1-1 1-1

1-3 1-2 2-3 1-1 3-2 2-1 3-1 4-1 5-1
Dice Roll (Kill 

Number) 11 10 9 8 7 6 5 4 3

MELEE SUMMARY (8.0)
1. Odds: Attacker IFP + eligible SWs vs Defender IFP + eligible SWs.

2. Roll 2d6, add Leadership, resolve, but before casualties removed, defender counterattacks.

3. Hero shifts odds 1 column right when attacking

4. M superscript add +1 to units FP

MELEE  SUCCESS  PROBABILITY TABLE

MELEE  ODDS  RATIO  TABLE

Determine Odds Ratio & Kill Number: the IFP of all the attacking units (the units that entered the 
hex) and Melee-eligible SWs (MGs, Satchel Charges, Molotov Cocktails and Flamethrowers—and/or 
others presented in module-specifi c rules) is compared to the FP of any defending units the attacker 
chooses and their Melee-eligible SWs, and an odds ratio is determined, rounding up fractions. If a Hero 
is among the attacking units, shift the odds ratio one column to the right. Add a GO Leader’s LM to the 
dice-roll. If the 2d6 dice-roll is greater than or equal to the Kill Number, the defending unit(s) is eliminated 
(after it, too, makes an attack). 
Note: Odds less than 1-3 are resolved as 1-3 Odds, greater than 5-1 Odds are resolved as 5-1 Odds.
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Off Board Artillery SummaryOff Board Artillery Summary
Off Board Artillery Fire Mission Summary (18.2)(18.2.1)
1. A friendly Leader, Scout or Advisor uses an impulse to place a Spotting Round marker on any one hex within his LOS. The hex 

need not be spotted.
2. Before a friendly Leader, Scout or Advisor places a Spotting Round they must decide what type of Fire Mission will be called in. 

This can not be changed once the Spotting round is placed.  Note: If no Fire Mission is decided upon the Standard Fire Mission is 
chosen by default.

3. Determine Spotting Round landing location.
4. Once the Leader, Scout, or Advisor chooses to continue the Fire Mission, and the Fire For Effect Marker is placed, then conduct 

the Fire Mission with the following conditions for each different Fire Mission.

Standard Fire Mission
FFE and all 
adjacent hexes 
are attacked by 
the Artillery 
Mission FP.

Loose Fire Missions
FFE and all hexes within 2 
hexes of FFE are attacked with 
Artillery Firepower according 
to the following chart based on 
Artillery Mission FP.

Original 
Artillery FP 
value

Loose Artillery 
FP value

1-2 0
3-4 1
5-6 2

Concentrated Fire Mission
FFE hex attacked 
with 1.5x the 
Artillery Mission 
FP (fractions 
rounded up). All 
adjacent hexes to 
the FFE are 
attacked by ½ the 
Artillery Mission 
FP (fractions 
rounded up).

Line Fire Mission
FFE and all 
hexes in direct 
line between the 
FFE markers 
are attacked by 
the Artillery 
Mission FP.

Walking Barrage Fire Mission
Any unit under each FFE marker is 
attacked by Artillery Fire Mission FP. In 
the next 2 subsequent turns, before any 
Impulse Actions are taken, the owning 
player moves the FFE markers one hex in 
the indicated direction. Any unit under 
each FFE marker in the new position is 
attacked by Artillery Fire Mission FP.

165



Lock  ‘n Load Tactical System Lock  ‘n Load Tactical System VV5.1 Core Rules5.1 Core Rules

Copyright © 2020 Lock ‘n Load Publishing. All Rights Reserved. Rev 27

 LnLT PAC 09 LnLT PAC 09

Fate of Crew and Passengers Table (15.4) (16.1.1)
Vehicle Crew Inside Passengers Outside Passengers

Successful 
DFT 
Result

No Effect No Effect (integral 
part of the vehicle)

Damage Check (if 
vehicle is open-topped or 

unarmored)

Damage Check (if shaken 
must disembark)

Shaken No Effect (integral 
part of the vehicle)

Damage Check (if 
vehicle is open-topped or 

unarmored)

Damage Check (if shaken 
must disembark)

Abandoned Place a Moved and 
Shaken Crew

Disembark, mark Moved 
and Morale Check

Disembark, mark Moved 
and Morale Check

Destroyed Bailout Check 
(16.1.1)

Damage Check, then 
Bailout Check (16.1.1)

Damage Check, then 
Bailout Check (16.1.1)

Successful 
OFT 
Result

No Effect No Effect (integral 
part of the vehicle) No Effect Disembark, mark Moved 

and Morale Check

Shaken No Effect (integral 
part of the vehicle) Morale Check Disembark, mark Moved 

and Morale Check

Abandoned Place a Moved and 
Shaken Crew

Disembark, mark Moved 
and Morale Check

Disembark, mark Moved 
and Morale Check

Destroyed
Roll 1d6: 1, place a 

moved GO Crew. 2-6 
Do nothing

Bailout Check (16.1.1) Bailout Check (16.1.1)

Close 
Assault 
Result

No Effect No Effect No Effect n.a. (prevent close 
assault)

Destroyed Eliminated Eliminated n.a. (prevent close 
assault)

Support Weapon Portage and Usage (1.6)
Unit May Carry May Fire

Mounted Unit (Squad) 2 Support Weapons Only motorcycle units may fire a non-ordnance SW 
with a FP or 2 of less (6.6.2).

Mounted Unit (Half-
Squad) 1 Support Weapon Only motorcycle units may fire a non-ordnance SW 

with a FP or 2 of less (6.6.2).
Squad 2 Support Weapons 1 SW + IFP or 2 SW and forfeit IFP
Half-Squad/Crew 1 Support Weapon 1 SW and forfeit IFP.

SMC 1 Support Weapon 1 SW at half SW’s IFP (fractions rounded up; reduces 
movement by 2).

Notes:
1. Two SMCs may fire a SW at the SWs full firepower.
2. Medics (11.3), Corpsmen (11.3), Armor Leaders (11.5), Chaplain (11.8), Nurse (11.10), Marksmen 

(11.12) and Snipers (11.4) can’t fire or carry SW.
3. The first attack with a “Captured” Support Weapon that fails to cause a Damage Check on the DCT, 

does not destroy the vehicle after being involved in a Close Assault or score a hit, if using the OFT, 
removes the Support Weapon at the conclusion of the attack.

REFERENCE Tables 1REFERENCE Tables 1
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Optional Speed Modifiers (15.6)
Targeted vehicles with the following Movement Factors (MFs) receive a speed bonus on the OFT, if 
marked Moved or AM. The +2 Speed Modifier INCLUDES the +1 already granted to moving vehicles on 
the OFT.
Vehicle Type Die Roll Modification
T Greater than or Equal  16 +2
O Greater than or Equal  20 +2

R Greater than or Equal  12 (if on road, and at least 2 MP are 
spent on road before shot.) +2

Passengers Capacity (16.1, 16.2, & 19.4)
PO & P - 1 x Half-Squad + 1 x SW + 1 x SMC 
PPO & PP = 1 x Squad + 2 x SW + 2 x SMC

STACKING (1.3) • In a hex, each side can have up to:
• 3 Regular Squads or 2 Mounted Unit Squads (or 

their equivalent; see Notes)
• Two Vehicles (15.0)
• Two SMCs (1.6)
Notes:
1. One Squad is the equivalent of 2 x Half-Squads, 2 

Crew, 2 x ATGM Weapon Team or 1 x (non-ATGM) 
WT.

2. A wreck counter is considered one vehicle for 
stacking purposes. Only one wreck counter is 
allowed in a hex.

Thermal Imaging Sights (TIS) (10.1.2) 
Unit Nation
Mi-24 Hind Soviet
Scorpion British/Belgian
Scimitar British/Belgian
Milan WT France/British
AML-90 France/Argentine
M1 Abrams US
M2 Bradley US
AH-1 Cobra US
M901 US
AMX-30-B2 France
VAB HOT France
P4 Milan France
Leo 1 Belgian
Black Eagle Soviet
* All units with TIS subtract two (–2) from their spotting attempt, even when trying to spot in their 
buttoned turret covered arc. A natural 6 on a spotting attempt always fails.    

REFERENCE Tables 2REFERENCE Tables 2

Mines vs. Vehicles Table (21.4.1) 
1 No Effect

2-3 Shaken
4-5 Shaken & Immobilized
6 Destroyed (including Crew)

Streams and Movement Penalty Table 
(10.5.1)

Stream TypeStream Type Unit TypeUnit Type
L T O R

1 0 0 0 0
2 +1 +2 +3 +4
3 +2 +4 +6 P
4 +4 +8 P P
5 P P P P
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Rally Phase  (3.0)
1. Determine initiative

 ‐ Both players roll 1d6, higher roll wins; if the rolls are tied, the side with initiative last turn retains it.
2. Each side makes rally attempts in hexes containing Shaken units and a Good Order Leader, other specific SMC(see 11.0) 

or a Hero. In each hex, Shaken Leaders attempt to rally first; if successful, other Shaken units can attempt to rally. 

 ‐ Roll equal or less than unit’s Morale on 2d6 to rally.

 ‐ –2 from die-roll if unit is in terrain with positive Target Modifier (+TM).

 ‐ Non-Leaders subtract Leadership Modifier (LM) from die-roll.
3. Some units, including all vehicles, SMCs and WTs are able to Self-Rally (SR) and do not need a Good Order Leader in the 

hex to do so.
4. Medics (11.3) can attempt to Heal a wound from one SMC, including from themselves, or flip one Shaken unit to its Good 

Order side.
5. Good Order MMCs/SMCs can pick up, swap, abandon or change the mode of Support Weapons (SWs).

Operations Phase  (4.0)
1. Each player alternates activating a single hex (Leaders can activate adjacent hexes).  The player with the initiative goes 

first. Units in the activated hex move, fire, or conduct other operations.  A player not wishing (or able) to activate a hex 
must pass.

2. Phase ends after three consecutive passes.

Movement (6.0)
1. All units activated within same hex at same time, must move together.
2. Assault Movement / Fire (6.1) (6.1.1): eligible unit or stack moves up to half its MPs and attacks with –2 DFT modifier, 

+1 OFT modifier in both cases
3. Assault Fire / Movement (6.1), (6.1.1): eligible unit or stack fire with -2 DFT modifier, +1 OFT modifier in both cases (+2 

OFT modifier for vehicle not using MVAM (15.2.2.)), then the stack moves up to half its MPs.
4. Double-Time (6.2): Units moving with Leader get +2 MPs.
5. Low Crawl (6.3): unit can not use Low Crawl movement if that would use all of its MF. 
6. Stealth Movement (6.4): Same as Assault Movement plus Stealth-Movement-capable units are not automatically spotted 

in  degrading- and blocking-terrain hexes after they enter them, even if adjacent to an enemy-occupied hex. 

Spotting (10.1)
1. All hexes containing units with a Fired or Moved (6.0), Assault Move (6.4), or Hit & Run (6.7) marker, in open-terrain 

hexes, or adjacent to a friendly Good Order unit are spotted. 
2. To spot a hex:

 ‐ Degrading terrain, 3 or less on 1d6

 ‐ Blocking terrain, 2 or less on 1d6

 ‐ Subtract Leadership Modifier if Leader is making spotting attempt.

 ‐ +1 to die-roll for every hex of degrading terrain LOS passes through (max of two).
3. Place Ops Complete marker on spotting unit.
4. If successful, spotting unit can immediately fire at target hex (removing the Ops Complete (4.1) marker). 

Outline of Play 1Outline of Play 1
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Rally Phase  (3.0)
1. Determine initiative

 ‐ Both players roll 1d6, higher roll wins; if the rolls are tied, the side with initiative last turn retains it.
2. Each side makes rally attempts in hexes containing Shaken units and a Good Order Leader, other specific SMC(see 11.0) 

or a Hero. In each hex, Shaken Leaders attempt to rally first; if successful, other Shaken units can attempt to rally. 

 ‐ Roll equal or less than unit’s Morale on 2d6 to rally.

 ‐ –2 from die-roll if unit is in terrain with positive Target Modifier (+TM).

 ‐ Non-Leaders subtract Leadership Modifier (LM) from die-roll.
3. Some units, including all vehicles, SMCs and WTs are able to Self-Rally (SR) and do not need a Good Order Leader in the 

hex to do so.
4. Medics (11.3) can attempt to Heal a wound from one SMC, including from themselves, or flip one Shaken unit to its Good 

Order side.
5. Good Order MMCs/SMCs can pick up, swap, abandon or change the mode of Support Weapons (SWs).

Operations Phase  (4.0)
1. Each player alternates activating a single hex (Leaders can activate adjacent hexes).  The player with the initiative goes 

first. Units in the activated hex move, fire, or conduct other operations.  A player not wishing (or able) to activate a hex 
must pass.

2. Phase ends after three consecutive passes.

Movement (6.0)
1. All units activated within same hex at same time, must move together.
2. Assault Movement / Fire (6.1) (6.1.1): eligible unit or stack moves up to half its MPs and attacks with –2 DFT modifier, 

+1 OFT modifier in both cases
3. Assault Fire / Movement (6.1), (6.1.1): eligible unit or stack fire with -2 DFT modifier, +1 OFT modifier in both cases (+2 

OFT modifier for vehicle not using MVAM (15.2.2.)), then the stack moves up to half its MPs.
4. Double-Time (6.2): Units moving with Leader get +2 MPs.
5. Low Crawl (6.3): unit can not use Low Crawl movement if that would use all of its MF. 
6. Stealth Movement (6.4): Same as Assault Movement plus Stealth-Movement-capable units are not automatically spotted 

in  degrading- and blocking-terrain hexes after they enter them, even if adjacent to an enemy-occupied hex. 

Spotting (10.1)
1. All hexes containing units with a Fired or Moved (6.0), Assault Move (6.4), or Hit & Run (6.7) marker, in open-terrain 

hexes, or adjacent to a friendly Good Order unit are spotted. 
2. To spot a hex:

 ‐ Degrading terrain, 3 or less on 1d6

 ‐ Blocking terrain, 2 or less on 1d6

 ‐ Subtract Leadership Modifier if Leader is making spotting attempt.

 ‐ +1 to die-roll for every hex of degrading terrain LOS passes through (max of two).
3. Place Ops Complete marker on spotting unit.
4. If successful, spotting unit can immediately fire at target hex (removing the Ops Complete (4.1) marker). 

Outline of Play 1Outline of Play 1
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FIRE COMBAT (5.0)
1. Attacker rolls 1d6:

 ‐ add unit’s Firepower (FP) plus Support Weapon(s) (1.6).

 ‐ add LM of GO Leader in hex (5.0.1, 11.1.1).

 ‐ Apply any Direct Fire Table (DFT) modifiers.

 ‐ Ordnance Support Weapons (1.6.4) fire separately.
2. Defender rolls 1d6 and adds Target Modifier (TM) of target hex and/or lowest Armor Value (if any).
3. If attacker’s roll is higher, each defending unit must take a Damage Check (DC).
4. Defender rolls 1d6 for each defending unit;

 ‐ add difference between attacker’s and defender’s dice rolls.

 ‐ If GO Leader in hex, subtract LM from result (11.1.1) (for leg units only). 

 ‐ Consult Damage Check Table (DCT). 

 ‐ Any MMC’s DC roll of  (1), regardless of the outcome of the DC, gives the MMC the chance to spawn a Hero (11.2.1). Roll 1d6: If 
even, a Hero is generated; pick a Skill.

SPECIAL TYPES OF COMBAT & ACTIONS
Multiple Attacking Units (5.2):

• one unit leads attack with full FP.

• Each additional MMC adds half its FP (round up).

• Units with a “0” FP add nothing.

• SWs that use the DFT add their entire FP (SWs that use the OFT (14.1) fire separately).
Opportunity Fire (OF) (5.3): 

• Units not under Moved, Low Crawl, H&R or Fired marker, with a clear LOS to an enemy unit that expends at least one MP, can 
conduct OF. Low Crawling and Steath Moving units can only be attacked with OF if the hex they enter is spotted. Apply DFT 
modifiers.

• Units under Ops Complete markers can conduct  OF but subtract one (–1) from their IFP; this is per firing unit.

• SWs that use the DFT halve their FP (rounded up); OFT attack suffer a +2 modifier.
Smoke (7.0): 

• If a GO MMC rolls less than or equal to its Nation’s Smoke-laying Capability, place Smoke 1 marker. If successful, unit can still 
move but subtract one (–1) from its MF. Place Ops Complete marker on unit that fails or succeed and doesn’t conduct another 
action. 

Fire (10.5.6): 

• Any time there is an attack against an enemy unit or units in a Flammable hex and the Attacker rolls a Natural 6 on his attack 
roll, there is a chance for a Fire to start in the target hex. Roll a follow up 1d6 Fire Check and on a roll of 5-6 then a Fire starts 
and place a Fire 1 counter in the hex. 

Snipers (11.4): 

• Roll 2d6 + IFP, attack one random unit in target hex.
Scouts (11.6): 

• Use Stealth Movement (6.4); subtract two (–2) from spotting rolls.  A natural 6 on a spotting attempt always fails.
Mortar WT (18.1): 

• To attack, roll 2d6, choose the higher/greater result, and add it to the Mortar WTs IFP and resolve the attack (all DFT modifiers 
apply — except degrading terrain in the LOS, unless there is more than two of them).  Defender rolls 1d6 + hex’s TM (unless TM 
is from Wall or Hill).

Administrative Phase (9.0)
1. Remove Administrative markers (Fired, Moved, Low Crawl, Assault Move, Hit and Run, Spotted and Ops Complete). 
2. Flip or remove Smoke (7.0), remove Starshell (20.2) markers, check for Fire Spread (10.5.6.1).
3. Remove FFE Markers as necessary (18.1, 18.2) Identify vehicles using continuous movement (15.5, 15.5.1).

4. Advance Turn Marker.

Outline of Play 2Outline of Play 2
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Glossary
1d6: Roll of one six-sided die

2d6: Roll of two six-sided dice

3d6: Roll of three six-sided dice

AA: Anti-Aircraft

AF: Assault Fire

AFV: Armored Fighting Vehicle

AM: Assault Move

AP: Administrative Phase

APC: Armored Personnel Carrier. 

APILAS: Armor-Piercing Infantry Light 
Arm System

APAV:  Anti-Personnel Anti-Vehicle

ATG: Anti-Tank Gun

ATGM: Anti-Tank Guided Missile

ATR: Anti-Tank Rifl e

BC: Bailout Check

CA: Close Assault

CM: Continuous Movement

DC: Damage Check

DFT: Direct Fire Table

DRM: Die-Roll Modifi cation

DT: Double-time

FFE: Fire For Eff ect

FP: Firepower 

GO: Good Order

H&R: Hit & Run

HC: Heavy Construction (Building)

HEAT: High Explosive Anti-Tank

HE: High Explosive

IB: Identifi cation Badge

INFANTRY: Generic term that includes 
all MMC/SMC counters, a.k.a, Leg units.

IFP: Inherent Firepower; the FP printed 
on a counter. 

KN: Kill Number (Melee)

LAW: Light Anti-Tank Weapon

LC: Light Construction (Building)

LC: Low Crawl (Movement)

Leg: All MMCs/SMCs; units that move on 
foot.

LM: Leadership Modifi er

LOS: Line of Sight

LR: Leadership Range

LRAC: Lance Roquettes AntiChar

LVTP-5: Landing Vehicle Tracked 
Personnel

MAV: Modifi ed Armor Value

MC: Morale Check

MF: Movement Factor

MG: Machine Gun—normally inter-
changeable with LMG, but also used to 
denote machine-gun Weapon Teams 
(3/4” counters).

MMC: Multi-Man Counter (Squad, Half-
Squad, Crew, Weapon Team)

MP: Movement Point(s)

MPV: Modifi ed Penetration Value

MT: Melee Table

MU: Mounted Unit
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MVAM: Modern Vehicle Assault Move-
ment

NME: Non-Melee Eligible

O: Denotes an Off -road vehicle.

OBA: Off -board Artillery

OC: Operations (Ops) Complete

OF: Opportunity Fire

OFT: Ordnance Fire Table

OM: Opportunity Movement

OOB: Order of Battle

OP: Operations Phase

ORDNANCE: Ordnance is a weapon 
that has a to-hit table on the back of the 
counter. They include Support Weapons 
(Bazooka, Panzerfaust, LAW or RPG), 
Weapon Teams (75 mm ATG), and vehi-
cle-mounted weapons (M4A1 tank’s 75 
mm cannon).These weapons use the OFT 
to determine modifi cations to their To 
Hit die rolls.

OT: Open Top Vehicles

P: Denotes a vehicle or helicopter that 
can carry passengers inside—up to one 
Half-Squad, one SW, and one SMC.

PAC: Player-Aid Card

PO: Denotes a vehicle that can carry pas-
sengers outside—up to one Half-Squad, 
one SW, and one SMC. 

PP: Denotes a vehicle or helicopter that 
can carry passengers inside—up to one 
Squad, two SWs, and two SMCs. 2PP, 
2xPP or PPPP means the PP capacity is 
doubled.

PPO: Denotes a vehicle that can carry 
passengers outside—up to one Squad, 
two SWs, and two SMCs. 2PPO or 2xPPO 

means the PPO capacity is doubled.

R: Denotes a Road vehicle.

RP: Rally Phase

RPG: Rocket-Propelled Grenade

RR: Recoilless Rifl e

SM: Stealth Movement

SMC: Single-Man Counter (Leader, Hero, 
Sniper, Medic)

SR: Self-Rally

SRP: Self-Rally Pairs

SSR: Special Scenario Rule

SW: Support Weapon

T: Denotes a Tracked vehicle.

TEC: Terrain Eff ects Chart

TIS: Thermal Imagng System

TM: Target Modifi er, also known as 
Terrain Target Modifi er

UNIT: Generic term that includes all 
moveable combat elements—tanks, 
MMCs, SMCs, etc. 

VP(s): Victory Point(s)

WT: Weapon Team
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Index
A
AA (Anti-Aircraft) [1.6.6]  23

Anti-Aircraft Ordnance [19.1.1]  115
Blocking  115
Buildings/Bunkers/Huts [1.6.6]  23
Examples [1.6.6]  23
Night  23
Ordnance vs Helicopters [19.2.7]  124

A” Assaulters  5, 43
Abandon(ed)

Air Support  115
Armor Leaders [11.5]  81
Bamboo Huts  96
Crews  99, 162
Failed MC  89
Mortars  22
Mounts  49
Rubble  96
Support Weapons [1.6.8]  24
Tripod Machine Guns [1.6.1]  19
Vehicle Crews & Armor Leaders [15.4]  
99
Vehicles  39, 89

Acquire (Target Acquisition) [14.3]  90
Helicopter  123
Thermal Imaging Systems (TIS) at night 
[20.1.5]  133

Activate(d)(ion)
Adjacent  33
Armor  33
Assault Movement/Fire [6.1]  45
Chain  34
Claymore  145
Close Assault [17.1]  104
Event Markers [1.8]  25, 142
Hero  39, 79
Leaders [11.1]  33, 44, 77, 163
Melee Combat [8.0]  53
Movement [6.0]  44
Moving Units  33

Multiple times  34
Multiple units  34
Multi-Story  33
Operations Phase [4.0]  32, 33
Opportunity Movement(OM) [6.8]  50
Outline of Play [2.0]  30
Same Hex  32
Same Impulse  32, 33
Starshells & Mortars [20.3]  133
Units  33
Vehicles [15.0]  95
Wound  39, 79

Adjacent
Aircraft  115
Buildings & Hills [10.2]  61, 68, 74, 76
Cavalry Charges [8.6]  57
Caves  68
GO units  60
Helicopters vs. Helicopters [19.2.9]  126
Levels  74
LOS not Blocked  62
Mortar Support Weapons [1.6.5]  21
Multi-story  61
Satchel Charge  20
Targets  25
Tunnel  76
WT  25

Administration Phase [9.0]  58
Passes  58

Advance
Shaken  38
Turn/Initiative Marker  58, 165

Advisor [11.9]  83
Indirect fi re  83
Melee  52
Molotov  23
Morale +1  83
NME  52
Off -Board Artillery [18.2]  109
Onboard Mortars [18.1]  108
Spot  83
Support Weapons  18

AGS-17  149
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WT  149

Aircraft [19.0]  114
Arrival  114
Attacks  115
Flight path  114–115

Ambush [8.4]  56
Capable  56
Modifi ed  52

Ammunition Types
“*”  11
Black or White, Armor-Piercing [14.1]  
87
Blue or Green #s AA  87, 207
Declare type of round  87
Heat Ammunition [14.2]  90
Heat Eff ect on Armor[14.2.2]  90
Heat Eff ect on Infantry [14.2.1]  90
HE-Equivalent  8, 25, 86
Red #s and/or H in a red circle  87
Types/Color  87

Anti-Tank Guided Missiles(ATGMS) [14.4]  91
Assault Fire  91
ATGM Depletion & Rate of Fire[14.4.1]  
92
Buildings/Bunkers  91
DFT  91
Hovering Helicopters  92
MMCs/SMCs  91
Opportunity fi re  91
Passengers  91
Vehicle Assault Fire [15.2.1]  96

Anti-Tank Gun(ATG) [14.0]  86
Bunkers  134
Weapon Teams [1.7]  24

APILAS [23.2.6]  148
ATGM  148
Colored die roll  148
Melee  148
Modern-Era Weapons  144

Armor
Aircraft  115
Armor Factor  8, 9, 94
Helicopters  124, 125

Inf vs Armor  104, 105, 106, 107
Leaders  6, 81
Mortars & Artillery Vs Armored
Vehicles [17.4]  107
“*” No Rear Armor[15.7]  8, 100
“OT” Open Top Vehicles[15.8]  100
Overruns [15.3]  98
Rubbling Buildings & Huts[15.1.2]  96
Vehicles [15.0]  93

Armor Leaders [11.5]  81, 164
Abandon  81
Activate  77
Removed  99
SW  19
Wrecks  99

Artillery
Advisors  83

Assault Fire [6.1.1]  46
Anti-Tank Guided Missiles (ATGMS)
[14.4]  91
Assault Movement/Fire [6.1]  45
Continuous Vehicle Movement [15.5]  99
Heroes [11.2]  78
Load (passengers)  103
Modern Vehicle Assault Movement  97
Off  Map  46, 140
Opportunity Fire  46
Rubber Boats [12.3.1]  149
Scouts  82
Stealth Assault Fire  48
Vehicles  95, 96

Assault Movement [6.1]  45
Activated  45
ATGM[14.4]  91
Blocking  46
Continuous MU[15.5.1]  99
Continuous Vehicle[15.5]  99
Helicopter[19.2.6]  123
Melee [8.1.1]  55
Modern Vehicle[15.2.2]  97
Mortar, (See SW) [1.6.5]  21
Passengers Firing[16.2.1]  103
Scouts[11.6]  81
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Spotted [10.1]  59
Vehicle[15.1, 15.2]  91, 95, 96

ATR, (Anti Tank Rifl e)  20
Bunkers [21.1]  134
Close Assault [17.1]  104
Exception  33
Motorcycle MU[6.6.2]  49

Attack(er),(s),(ing)
Assault Movement/Fire[6.1]  45
Captured  19, 24
Charging Units  57
Fire Combat[5.0]  36
Flamethrowers & Satchel Charge[1.6.3]  
20
Heat Eff ect on Infantry[14.2]  90
Heroes[11.2]  78
Jamming[1.6.2]  19
Leader Modifi ers  19, 78
Leaders  19, 36
LOS  60
Melee Combat[8.0]  55–57
Molotov Cocktails[1.6.7]  23
Mortars  21, 107, 108
Movement[6.0]  44
Multiple Attacking Units[5.2]  39
Non-Penetrating Hits[14.1.1]  89
Not a Vehicle  88
Opportunity Fire[5.3]  40
Overrun total  98
Passengers  102
Snipers[11.4]  80
Spotting[10.1]  59
To Hit Tables  87
Vehicle Assault Fire[15.2.1]  96
Vehicle target  88
vs unarmored vehicles  107
Zero-Firepower units[8.3]  56

B
Bailout Checks[16.1.1]  101

Helicopter Passengers[19.2.6]  123
Passengers  39, 102
SW  101

Wrecks  107
Barricades[21.5]  137

Armor factor  137
Attacked  137
Close Assault[17.1]  104

Bazooka (SW)
Assault Movement[6.1]  104
Close Assault[17.1]  104
Ordnance [14.0]  86

Blocking  137
Boxcars

2d6 of 12, Miss  87
Auto Shaken vehicle  89
Fight or Die[11.7.7]  82
Ordnance to hit  87
Rubbling Buildings & Huts  96

Buildings & Hills[10.2]  61, 139
Cavalry Charge[8.6]  57
Claymore  146
Construction  24, 61
Enter  17
Movement  68
Multi-level  17, 61
Sangers[21.9]  139
Single-story  62
Stacking[1.3]  17
Staircases  65

Bunkers[21.1]  134
Adjacent  33
ATR  134, 135
Buildings  134
Bunkers and Spotting[21.1.1]  134
Control[22.1]  143
DFT  135
Heat[14.2]  90
Melee  134
Mortars[18.1]  108
Open Terrain  134
Overruns[15.3]  97, 135
Rear[21.1.2]  135
Same Hex[10.4.1]  68
Stacking[1.3]  17

Button(ed)[15.0]  93
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Aircraft Cannon  115
Bunkers  135
Helicopter crashes  124
MG’s  93, 115
Mines[21.4]  136–137
Mortars & Artillery vs. Armored
Vehicles[17.4]  107
Open & Buttoned Vehicles[15.0.1]  94
Small Arms Fire vs UnArmored[17.2]  
106
Spotting[10.1]  59
Spotting Attempts[10.1.1],  60–61, 94
TIS[10.1.2]  61
Turrets  95

C
Captured Support Weapons[1.6.8]  23

Assigned  23
Eliminated  55
M203 40mm Grenades[23.2.2]  147, 148
Melee  24
Melee Combat[8.0]  52, 53
Picked Up  24
Support Weapons(SW)[1.6]  18
Weapon Teams(WT)[1.7]  24

Cavalry
Adjacent  57
Cavalry Charges[8.6]  57
Firepower  57
Horse MU (Cavalry)[6.6.1]  49
Morale Check  57
Opportunity fi re  50
Overruns  49
Support Weapons  49
Terrain  57

Caves[10.7]  75
Adjacent  32
Fixed-Winged Aircraft  75
Leaders  32
Machine Guns  76
Melee  75
Mortars  75, 76
Off -Board Artillery  75

Satchel charges  75
SW with OFT  21

Chaplains[11.8]  82
Attacks  83
Melee  83
NME  52, 83
Rally  30
Self-Rally  83
Spotting  83
SW  83

Claymore Mines[23.2.1]  144
Activate  145, 147
Buildings  145
Firepower  145
Level  146
Modes  145

Close Assault[17.1]  104
Assault Fire/Close Assault  46
ATR  104
Barricades[21.5]  136
Coordinated Movement[6.5]  48
Flamethrowers  20
HE Weapons  104
Hit & Run (H&R) Movement  50
Low Crawl  47
Mounted Units(MU)  50
Panzerfausts  104
RPG  104
Stealth Movement[6.4]  47, 48
Tank Emplacement[21.7]  138
Weapon Teams  24

Collapsed Entrance[10.7.2]  76
Damage check  76
Tunnel  76

Commissars & Political Offi  cers,(SMC)[11.7]  82
Box Cars  82
Fight of Die[11.7.1]  82
Rally  82
Shaken, not stirred  82
Support Weapons[1.6]  18

Continuous Movement[15.5.1]  99
Mounted Units(MU)  49

Continuous Vehicle Movement[15.5]  99
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Assault Fire[15.2.1]  96
impulse  99

Control[22.1]  143
Building  143
Melee  143
Occupies  143
Victory Conditions  143

Covered Arc
Diagram  86
Firing Ordnance[14.1]  86
Machine Guns  205
Red Triangle  86
Thermal Imaging systems(TIS)[10.1.2]  
61

Craters[10.5.5]  71
Degrading  71
Foxholes/Sangars  71
Movement cost  71
Wrecks  71

Crew(s)  71
Abandoned/Destroyed/Eliminate  39, 88
Buttoned Vehicles  94
Casualties  38
Failed MC  89
Heroes  39, 79
Open Vehicles  94
Rubber Boats[23.3.1]  149
Size  15
Stacking[1.3]  16
SW[1.6]  18
Vehicles Crews & Armor Leaders[15.4]  
99

D
Degrade(d), (ing)

Anti-Aircraft Ordnance[19.1.1]  115
Figuring Line Of Sight[10.3]  62–67
Fire Combat[5.0]  36
Fire for Eff ect  109
Height  65
Line of Sight, Spotting & Terrain[10.0]  
59
LOS Along Hexsides[10.3.2]  68

Off -Board Artillery[18.2]  109
Onboard Mortars[18.1]  108
Ordnance vs. Helicopters[19.2.7]  124
Silhouette  62
Small pieces of Terrain  62
Spotting Attempts[10.1.1]  60

Die roll Modifi ers (Non -TEM)
Advisors[11.9]  83–84
Ambush[8.4]  56
Anti-Aircraft Ordnance[19.1.1]  115
Assault Fire[6.1.1]  46
Assault Movement/Fire[6.1]  45
Buttoned Vehicles  60, 95
Continuous MU Movement [15.5.1]  99
Continuous Vehicle Movement [15.5]  99
Dismounting (MU)  49
Fight or Die[11.7.1]  82
Helicopter Modes  121
Helicopters & Opportunity Fire[19.2.5]  
123
Helicopters vs. Helicopters [19.2.9]  126
Leadership[11.1.1]  77
LOS Along Hexsides[10.3.2]  67–69
Low Crawl[6.3]  47–48
Melee specialists[8.5]  57
Mounted Units[6.6]  48
Movement[6.0]  44
MVAM [15.2.2]  97–98
Night Rules[20.1]  132
Off -Board Artillery[18.2]  109
Open & Buttoned Vehicles[15.0.1]  94
Operations Complete Marker[4.1]  34–35
Opportunity Fire[5.3]  41–42
Optional Vehicle Size & Speed OFT
DRMS[15.6]  100
Ordnance-Firing Weapon Teams[1.7.1]  
25
Ordnance vs Helicopters[19.2.7]  124
Overruns[15.3]  98–99
Railroad Tracks[10.5.7]  73
Rubber Boats[23.3.1]  149
Scouts[11.6]  82
Smoke[7.0]  51
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Spotting for Artillery[20.1.4]  132
Stealth Assault Move[6.4.1]  47
Streams[10.5.1]  70
SW[1.6]  18
Thermal Imaging Systems(TIS) at
Night[20.1.5]  133
TIS turret  64

Direct Damage Table(DCT)[5.1]  38
Armor Leaders[11.5]  81
Degrading terrain  108
Fight or Die![11.7.1]  82
Fire Combat[5.0]  36
Flamethrowers & Satchel Charges[1.6.3]  
20
Helicopters[19.2]  121
Indirect Fire[18.0]  108
Leaders & Combat[11.1.3]  78
LOS Along Hexsides[10.3.2]  68
Low Crawl[6.3]  47–48
Mines[21.4]  136
Molotov Cocktails[1.6.7]  23
Mortar Support Weapons[1.6.5]  21
Mounted Units[6.6]  48–49
Movement[6.0]  44
Multiple Attacking Units[5.2]  39
Onboard Mortars[18.1]  108–110
Railroad Tracks[10.5.7]  73
Rubber Boats[23.3.1]  149
Small-Arms VS. Armored Vehicles[17.2]  
106
Smoke  51
Stealth Movement[6.4]  47
Trenches[21.6]  137
Vehicle Assault Fire[15.2.1]  96

Double(s)
2d6 of 12 always a miss  87
2d6 roll of 2 is always a hit  87
Cavalry Charges[8.6]  57
Fixed-Wing Aircraft[19.1]  114
Helicopter Passengers[19.2.6]  123
Self-Rally Pairs(SRP)[3.1]  32

Double-Time Movement[6.2]  46
Assault Fire[6.1.1]  46

Mounted Units[6.6]  48
Pipers[11.11]  84
Rubber Boats  149
Smoke  51
Vehicles  95
Weapon Teams[1.7]  24

E
Elevation

Barricades[21.5]  137
Hexes[1.4]  17

Emplacements [21.8]  138
Mines  138
Open/Clear Terrain  139
Tank Emplacements[21.7]  138
Vehicles/MU  138
Wire  138

Event Markers[1.8]  25
Alter sequence  52
Event Markers  142

Extended Range[5.4]  42
M203 40mm Grenades[23.2.2]  147

F
Figuring Line of Sight[10.3]  62

Hills & Slopes[10.3.1]  65
LOS Along Hexsides[10.3.2]  67

Blocking  67
Buildings  67
Smoke  67

Fire[10.5.6]  71
Fire Check  71
Fire Spreading  72
Putting a Fire out  73

Firepower  5–11
Aircraft Crashes  115
Assault Movement/Fire[6.1]  45
Combining  39
HE-equivalent  25, 93
Inherent  18
Leaders & Combat[11.1.3]  77–78
M203 40 mm Grenades[23.2.2]  147
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Mortar Support Weapons[1.6.5]  21, 108
Night Rules[20.1]  132
Off -Board Artillery[18.2]  109
Same color  18
Vehicle MG’s  93–94

Firing
Fire Combat[5.0]  36
Firing Ordnance[14.0]  86

Fixed-wing Aircraft[19.1]  114
Air support(Doubles)  114
Direction  114
Stacking[1.3]  16

Flamethrowers  20
Fords[10.5.2]  70

Open/Clear terrain  70
Fortifi ed[21.10]  139

Open/Clear terrain  139
Foxholes[21.2]  135

Buildings  135
Open/Clear Terrain  135

G
Game turn

Impulse  32
Outline of Play[2.0]  30

H
Half-Squads  161

Combine  30, 31
Helicopters

Flying  121
Helicopters, Terrain & Spotting[19.2.3]  
122
Hovering  122
Key Helicopter Information  127
Passengers & SW[19.2.6]  123
Small-Arms vs Helicopters[19.2.8]  125

Heroes [11.2]  78, 163
Assault Movement [6.1]  45
Melee Combat[8.0]  53
Rally  79, 163
Stacking limits  79

Wounded  38
WT  39

Hexes Within Hexes[10.4.1]  70
“H” (Heat). See Ammunition Types
Hills

Buildings & Hills[10.2]  61
Levels  61

Hit Location
Angle & point Impact [14.1.3]  89

Hit & Run(H&R) Movement[6.7]  50
Red Movement Factor  7

Horse MUs(Cavalry)[6.6.1]  49
Charges  49
Close Assault  49
Melee  49
Support Weapons  49

Hull Down [15.10]  100

I
Identifi cation Badge  6

WT[3.0]  30
Impulse

All units in a hex  33
Assault Fire[6.1.1]  45, 46
Exceptions  40
Leaders  34, 37, 77, 110
Mortar fi re  22, 108
Mounting & Dismounting[16.4]  103
“N x”  25
Operations Phase[4.0]  32
Opportunity Fire[5.3]  40
Opportunity Movement(OM)[6.8]  50
Outline of Play[2.0]  30
Post Melee[8.1]  55
Same Impulse:  60

Assault Fire[6.1.1]  45, 46
Assault Movement & 
Vehicles[15.2]  96
Helicopter Movement & 
Fire[19.2.4]  122
Machine Guns  93
Marksmen[11.12]  85
Mortar’s fi re  22
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Movement[6.0]  44
Multiple Attacking Units[5.2]  40
Operations Complete Marker[4.1]  
33, 34
Operations Phase[4.0]  33
Ordnance-Firing Weapon 
Teams[1.7.1]  25
Rear Machine Guns  94
Support Weapons  34
Vehicle Assault Fire[15.2.1]  96
Weapon Teams[1.7]  25, 40

Spotting Attempts  60, 122
Starshells & Mortars[20.3]  133

Start of Impulse:
Air support[19.1]  114
Ambush[8.4]  56
Assault Movement/Fire[6.1]  45
Buttoned  94
Combine Movement  48, 95
Continuous Vehicle 
Movement[15.5]  99
Double-Time Movement[6.2]  46
Hit & Run (H&R) Movement  50
Vehicle Assault Fire[15.2.1]  96
Withdrawing From Melee[8.1.1]  
55

Target Acquisition[14.3]  90
Indirect Fire[18.0]  108

DFT  39, 108

J
“J”  10

K
Kill Number

Melee Combat[8.0]  52, 54
Kunai  82

L
Leaders[11.1] (SMC)  6, 77, 81, 162

Buildings  33
Bunker  33
Caves  33

Chain  34
Melee Combat[8.0]  52, 53
Molotov Cocktails[1.6.7]  23
Rally  77

Leadership Modifi er[11.1.1]  77
Mortars  21
Satchel Charge  20
To Hit on the OFT  77

Leadership Range[11.1.2]  77
Activate  44, 77, 78
Adjacent  32, 77
Wounded  39, 77

Level
Aircraft  115
Buildings & Hills[10.2]  61
Claymore  146
Control[22.1]  143
Corpsman  80
Crashes  124
Defi nition  17, 68
Figuring Line Of Sight[10.3]  63
Hedge  67
Helicopter Modes[19.2.1]  121
Helicopters, Terrain & Spotting[19.2.3]  
122
Helicopters vs Helicopters[19.2.9]  126
Hexes Within Hexes[10.4.1]  68
Higher  65
Indirect Fire[18.0]  108, 110
Low Crawl[6.0]  47
Lower  63
Medics  80
Movement[6.0]  44
Multi-story Building  33, 59, 61
Piat  21
Roof tops  73
Satchel Charge  20
Single-story  63
Walls  67

Line Of Sight[10.0]  59
AA SW  25
Ambush[8.4]  56
Anti-Aircraft Ordnance[19.1.1]  115
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Blind/Shadow hex  63
Blocked  60
Bunkers  146
Checking  62
Degrading FFE  110
Degrading terrain  59, 60, 62
Event Markers[1.8]  25
Figuring Line Of Sight[10.3]  38, 62
Flamethrowers & Satchel Charges[1.6.3]  
20
Helicopters, Terrain & spotting[19.2.3]  
122
Higher/Lower  62–65
Hills & Slopes[10.3.1]  65
Indirect Onboard mortar  108
Line of Sight, Spotting & Terrain[10.0]  
59
LOS Along Hexsides[10.3.2]  67
Mortars  21
Multi-story Buildings  62
Off -Board Artillery[18.2]  109
Onboard Mortars[18.1]  108–109
Open Terrain  60
Reciprocal  62
Retreating  20
Same Hex  63
Shaken Unit Movement at Night[20.1.3]  
132
Small-Arms VS Armored Vehicles[17.2]  
106
Small-Arms vs Helicopter[19.2.8]  125
Smoke  67
Sniper[11.4]  80
Spotting[10.1]  59, 60
Spotting Attempts[10.1.1]  60
Spotting Round marker  109
Starshells & Mortars[20.3]  133
Stealth Movement[6.4]  47
Wall/Hedge hexside  67–69

Low Crawl[6.3]  46, 47
Adjacent  47
Close Assault[17.1]  104
DFT bonus  47
Double-Time Movement[6.2]  47

Entire Movement  47
Laying smoke[7.0]  51
Leaders & Combat[11.1.3]  77
Leaders’ Infl uence on Combat[5.0.1]  37
Level  47
LVTP-5 & 106 mm RR[23.2.3]  148
Mounted Units  48
Movement[6.0]  44
Operations Phase[4.0]  34
Opportunity Fire[5.3]  40
Outline of Play[2.0]  30
Rubber Boats[23.3.1]  149
Spotted  44, 60
Vehicles  95
Weapon Teams[1.7]  24
Withdrawing From Melee[8.1.1]  55

M
Maps

Scale & Counters[1.1]  15
Size  15

Marksmen[11.12]  84
Fire value  84
NME  85
Self-Rally  85
Stacked  85
SW  19, 85

Maximum Range
Mortar Support Weapons[1.6.5]  21
Vehicle Machine Guns(Optional)  94

Maximum Target Modifi er[5.5]  42
Cumulative TM  42
Sniper  42

Medics & Corpsmen[11.3]  79
Adjacent  79
Heal  79, 80
Hexes Within Hexes[10.4.1]  70
IB  31
Melee  52
Rally  30, 81, 163
Shaken  38
SMC[11.0]  15, 77

180



Lock  ‘n Load Tactical System Lock  ‘n Load Tactical System VV5.1 Core Rules5.1 Core Rules
Spotting Attempts[10.1.1]  60
Wound marker  79

Melee Combat. [8.0]  52
Activated  53
Advisors  83
Assault Fire  46
Bunkers  134
Captured SW  24
Caves[10.7]  75
Chaplains[11.8]  83
Double Time Movement[6.2]  47
Eligible Shaken Units  31
Entering  44, 49, 53
Fire for Eff ect (FFE)  54
Flamethrowers & Satchel Charge  20, 54
Helicopter Passengers[19.2.6]  123
Hero shift  53, 163
How to conduct  54
Leaders  78, 164
Locked in  55
MG WT  24
Mines  136
Minimal Attack  53
Molotov Cocktails[1.6.7]  23
“M”-Superscripted Unite[8.5]  57
Non-Melee-Eligible  52, 53
Odds  53
Ordnance[14.0]  86
Reinforcing A Melee[8.2]  56
Remove Enemy SW  24
Simultaneous  52
Single man counters(SMC)  52
Smoke  51
Stealth Assault Move  48
Surrender  38
Tripod Machine Guns[1.6.1]  19
Unmodifi ed IFP  54
Withdrawing From Melee[8.1.]  55
Zero-Firepower Units[8.3]  56

Melee(not locked in)
Abandoned/Dropped SW  19
Mortar Support Weapons[1.6.5]  21, 22
Non-Mg Weapon Teams  53

Recombine Half-Squads  31
Swap SW  19

Mines[21.4]  136
Bunkers[21.1]  134
Claymore Mines[23.2.1]  144
Emplacements[21.8]  138
Fortifi ed[21.10]  139
Melee Combat[8.0]  52, 54, 136
Movement[6.0]  45
Sangars[21.9]  139
Trenches[21.6]  137

“M” Melee Specialist[8.5]  57
Modern-Era Weapons[23.2]  144

Claymore Mines[23.2.1]  144
French APILAS[23.2.6]  148
French FLG APAV[23.2.5]  148
French LRAC 89 mm[23.2.4]  148
LVTP-5 & 106 mm RR[23.2.3]  148
M203 40mm Grenades[23.2.2]  147
Soviet AGS-17[23.2.7]  149

Modern Vehicle Assault Movement(MVAM)
[15.2.2]  97

ATGM[14.4]  91
Movement  97

Modifi ed Armor Value. (MAV)
Angle & Point of Impact[14.1.2]  89
Non-Penetrating Hit  89
Ordnance vs. Helicopters,[19.2.7]  124–
125
Vehicle target  88

Modifi ed Penetrating Value. (MPV). See Modifi ed 
Armor Value. (MAV)
Molotov Cocktail[1.6.7]  23. See Support Weap-
ons [1.6] (SW)

Close Assault[17.1]  104
Leader Modifi er  23
Melee Combat[8.0]  52
Mortar Support Weapons[1.6.5]  22
Open Top  106
Shaken Vehicle  23
SMC  23

Morale[1.5]  17
Advisors[11.9]  83
Armor Leaders[11.5]  81, 107
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Fight or Die! [11.7.1]  82
Leaders & Skills[11.1.5]  78
Location  15, 17, 44, 77
Shaken  18
Squad Designations[1.1.1]  16
Wounds  39

Morale checks[1.5.1]  18
Barricades[21.5]  137
Boxcars  89
Bunkers & Overruns[21.1.3]  135
Button up  93
Cavalry Charges[8.6]  57
Close Assault[17.1]  98, 104
Crew  39
Leadership Modifi er(LM)[11.1.1]  77
Non-Penetrating Hits[14.1.1]  89
Ordnance vs. Helicopters[19.2.7]  124
Overrun Results  98
Passengers  39
Passengers of Abandoned Vehicles[16.3]  
103
Passengers on Top of Vehicles[16.2]  102
Rally Phase[3.0]  30
Self-Rally Pairs(SRP)[3.1]  32
Shaken  30
Withdrawing From Melee[8.1.1]  55

Mortar WT  108
Mortar WT vs Vehicles [17.4]  107

Mounted Units (MUs)[6.6]  48
Cavalry Charges[8.6]  57
Close Assaults  49
Dismounting  49
Double Time Movement[6.2]  46
Emplacements[21.8]  138
Hit& Run(H&R) Movement[6.7]  50
Low Crawl[6.3]  47
MMC  15
Motorcycle MUs[6.6.2]  49
OFT  49
Opportunity Movement(OM)[6.8]  50
Overruns  49
Red Movement Factor  48
SMC  49

Stacking  48
Movement[6.0]  44

Assault Movement & Vehicles[15.2]  96
Cavalry Charges[8.6]  57
Close Assault[17.1]  104
Continuous MU Movement[15.5.1]  99
Continuous Vehicle Movement[15.5]  99
Coordinated Movement[6.5]  48
Double-Time Movement[6.2]  46
Helicopters/Aircraft  121
Hero  39
Hexes[1.4]  17
Hit & Run (H&R)[6.7]  50
Mounted Units[6.6]  48
Movement Factor Location  6–8
Opportunity Fire  39–41, 123
Opportunity Movement(OM)[6.8]  50
Passengers  102–104
(Passengers) Mounting & Dismount-
ing[16.4]  103, 123
Per Impulse  44
Picked up cost  19, 24
Red Movement  7, 45
Shaken Unit Movement at Night[20.1.3]  
132
SMC  15, 77, 80, 83
Stealth Movement[6.4]  47
Stream chart  70
Target movement  36
Terrain Characteristics[10.4]  68
Vehicle Emplacements[21.7]  138
Vehicles[15.0]  8, 93
Vehicles Facing & Movement[15.1]  95
Wire[21.3]  135
Withdrawing From Melee[8.1.1]  55
Wounds  39
WT[1.7]  24

Multi-Man Counter (MMC)  5, 15, 161
Counter  160

Multiple Attacking Units[5.2]  39
Firepower total  39
Same hex, same target  40

182



Lock  ‘n Load Tactical System Lock  ‘n Load Tactical System VV5.1 Core Rules5.1 Core Rules

N
Nationality Characteristics[13.0]  85
Non-Turret Vehicle

Machine guns  93
Nurses[11.10]  83

Heal  83
Hexes Within Hexes[10.4.1]  70
Just-Rallied  31
Modifi er  83
Morale Checks[1.5.1]  18
NME  52
Rally Phase[3.0]  30, 31, 83
Spotting  60, 83
SW  19
Wounded  83

O
Objective Markers [1.8.1]  26
Obstacle

Blocking/Degrading terrain  63
FFE  110
Figuring Line Of Sight[10.3]  63
Flying/Hovering Helicopters  122
Fortifi cations & Obstacles[21.0]  134–
139
Helicopters vs. Helicopters[19.2.9]  126
Shadows  64

Off -Board Artillery[18.2]  109
Advisors  109
Alternative Fire Missions[18.2.1]  110
Concentrated Fire Missions  111
Degrading terrain  110
Line Barrage  112
Loose Fire Missions  111
Off -Board vs. Vehicles[17.4]  107
Spotting for Artillery[20.1.4]  132
Standard Fire Mission  111
Walking Barrage  112

Off -Board Fire Mission Limitations[18.3]  113
Onboard Mortars[18.1]

Advisors  108
Attacking Bunkers from the Rear[21.1.2]  

135
Degrading Terrain  108
Opportunity fi re  109
Rooftops[10.6]  73
Smoke  51
Starshells & Mortars[20.3]  133
Trenches & Spotting[21.6.1]  138

Open Terrain
Bunkers  134
Emplacements[21.8]  139
Fords[10.5.2]  70
Fortifi ed[21.10]  139
Foxholes[21.2]  135
Sangars[21.9]  139
Streams[10.5.1]  70

Open Topped Vehicles[15.8]  94, 100
Module-specifi c  100
Turrets  206

Operations (Ops) Complete Marker[4.1]  34
Actions  34
Helicopters & Opportunity Fire[19.2.5]  
123
Leadership  34
OFT  34
SW  34
Vehicles  34

Operation(s) (Ops) Phase[4.0]  32
Abandoned SW  24
Activate  32
Alternate impulses  32
End of Operation Phase  58
SW  19

Opportunity Fire[5.3]
Melee  52
Modern Vehicle Assault Movement 
(MVAM)[15.2.2]  97
Mounted Units  49–50
Ops Complete  41
Overruns[15.3]  98
Snipers[11.4]  80
Target qualifi er  40

Opportunity Movement[6.8]  50
Hit and Run units  50
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Opposed Die roll  36

Direct Fire Combat Summary  37
Jamming[1.6.2]  19
Small-Arms VS Armored Vehicles[17.2]  
106

Ordnance[14.0]  86
Ammo Type  87
Assault fi re[6.1.1]  45
Captured Support Weapons[1.6.8]  24
Covered Arc  86
Flying/Hovering Helicopters  122–123, 
125
Leadership Modifi er  37
Melee  86
Non-Penetrating Hits[14.1.1]  89
“ N x”, multiple shots  25
Open Vehicles  94
Ops Complete  34
Ordnance Attacks at Night[21.1.1]  132
Passengers on top of Vehicles[16.2]  102
Specifi c target  86
Stealth Assault Move[6.4.1]  48
Target Acquisition[14.3]  90
To Hit Tables[14.1]  86

Non-Vehicular  88
Vehicle  87
WT[1.7.1]  25, 87
WT Pivot/Fires  25

Turret penalty  100
Unarmored Vehicles  89

Ordnance Fire Table (OFT)  8
Anti-Aircraft Ordnance[19.1.1]  115
Assault fi re[6.1.1]  46
Assault Movement Fire[6.1]  45, 96
Captured  19
Continuous Vehicle Movement[15.5]  99
Degrading terrain  62, 109
Helicopter Modes[19.2.1]  121
Helicopter & Opportunity Fire[19.2.5]  
123
Helicopters vs. Helicopters[19.2.9]  126, 
127
Leadership  37, 77, 78
LOS Along Hexsides[10.3.2]  68

Machine guns at 1/2 FP.  34
Motorcycle MUs[6.6.2]  49
Mounted Units[6.6]  49
Open/Buttoned Vehicles  94
Ordnance Attacks At Night[20.1.1]  132
Ordnance vs. Helicopters[19.2.7]  124
Scouts[11.6]  82
Separate fi re  39, 40
SMC  18, 21
Smoke  51
Split to hit Tables  87
SW  18, 24
WT rotate/Pivot  25

Ordnance-Firing support Weapons[1.6.4]  21
Ordnance-Firing Support Weapons[1.6.4]  20

ATR  20
Buildings  21
OFT  21
Procedure, [14.1]  86
RPG-2  86

Overruns[15.3]  97–98
Bunkers & Overruns[21.1.3]  135
Coordinated Movement[6.5]  48
Mortars  22
No MUs can perform  49
No Opportunity fi re  98
No outside passengers  98
Overrun Results  98
Overrun Terrain  97
Rubble  98

P
PAC  26
Panzerschreck (Panzerfaust). See Support Weap-
ons [1.6] (SW)
Passengers(O,P,PP), [16.1]  7, 8, 102

Abandoned Vehicle  39, 103
Assault Movement & Vehicles[15.2]  96
Bailout Checks[16.1.1]  101
Close Assault[17.1]  104
Helicopter Passengers[19.2.6]  39, 123
LVTP-5 & 106 mm RR[23.2.3]  148
Mounting & Dismounting[16.4]  103
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Non-Mg WTs  24
“O” = Passengers on top of Vehicle  102
Opportunity Fire[5.3]  40
Overruns[15.3]  98
“P” can carry up to 1ea 1/2 squad , 1ea
SMC, 1ea SW  101
“PP” can carry up to 1ea Squad, 2ea 
SMC, 2ea SW  101
Small-Arms VS. Armored Vehicles[17.3]  
107
Small-Arms vs. Helicopters[19.2.8]  125
Stacking[1.3]  17

Penetration Value  8, 9
Barricades[21.5]  137
Blue/Green numbers  23, 87, 115
Heat  90
Ordnance vs. Helicopters[19.2.7]  124
To-Hit Tables  86, 207
Vehicular Target  88

Piat. See Support Weapons [1.6] (SW)
British PIAT[23.1]  144
Buildings  144
Level  144

Pipers[11.11]  84
Player Aid Card(PAC)[1.9]  26

Combat Tables  27
Melee Tables  27
Off -Board Artillery Summary  28
Optional Speed Modifi ers  29
Optional Vehicle Size  29
Outline of Play  28
Reference Table  28
Skills Reference  27
Terrain Eff ects Chart (TEC)  26
Turn Record Track  26
Weapons Ammo and Targets  27

Portage. See PAC
Claymores  147
Rubber Boats  149

Possession
Jammed MG  20
Mortar  22
Ops Complete  34

Show Possession  18
SW  18, 33, 45, 55
Trained  23
Tripod Machine Guns[1.6.1]  19
WT  24

Post Melee[8.1]  55
Locked in  55
Marker removal  55
Withdraw  55

R
Railroad Tracks[10.5.7]  73. See Terrain (TEC)
Rally Phase[3.0]  30

Abandoned SW  24
Acquiring SW  19, 24
Air support  114
Armor Leaders  31
Assemble/Dismantle SW  19
Barricades rally bonus  137
Bunkers rally bonus  134
Combining 1/2 squads  32
Commissar & Political Offi  cers [11.7]  82
Emplacements rally bonus  139
Fight or Die[11.7.1]  82
Fortifi ed rally bonus  139
Foxholes rally bonus  135
Identifi cation Badge  31
Initiative  30
Medic/Corpsman[11.3]  79, 80
Melee  31
Modifi ers SMC/Terrain  77
Morale[1.5]  18
Mortar Flipping  22
No GO Leader, Chaplain, Nurse or Piper  
31
Nurses[11.10]  83
Pipers[11.11]  84
Rally range  39
Rooftops 7 Spotting[10.6.1]  74
Sangars rally bonus  139
Self-Rally Pairs(SRP)[3.1]  32
Self Rally/SMC/Vehicles  83, 93
Shaken  38
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Shaken Leaders fi rst  30
SW  19
Swapping SW  19
Weapon Teams  31

Range  5, 9, 10, 161
Armored Leaders[11.5]  81
Blue or Green  124
Close range  43
Determine  36
Extended Range[5.4]  42
Leadership  30, 32, 39, 77
LVTP-5 & 106 mm RR[23.2.3]  148
M203 40 mm Grenades[23.3.3]  147
Mortar Support Weapons[1.6.5]  21, 108
Opportunity Movement(OM)[6.8]  50
SMC  15
Starshells & Mortars[20.3]  133
Target hit  87
Thermal Imaging Systems(TIS)[20.1.5]  
133
To Hit Tables  8, 9, 86, 87, 126
Vehicle Machine-gun  93, 94
Vehicle target  88

Recoilless Rifl e  148
Roadblocks[10.5.4]  70

Blocked  71
Blocking  70
WT  70

Rooftops[10.6]  73
Adjacent  74
Degrading  73
Diff erent level  73
Fortifi ed[21.10]  139
Level  73
Module-specifi c  73

RPzB54 (Panzerfaust). See Support Weapons 
[1.6] (SW)
Rubber Boats[23.3.1]  149

Artillery  149
DFT  149
Movement restrictions  149
Shaken  149
SMC  149

SW  149
Rubbling Buildings & Huts[15.1.2]  96

S
Sangers[21.9]  139

Mine  139
Open Terrain  139
Set-up  139
Wire  139

Satchel Charge[1.6.3]  20
Adjacent  20
Leadership{11.1.1]  20

Scouts[11.6]  81–82
Melee  82
Woods  82

Self-Rally(SR)
All SMC  31
Medics & Corpsmen[11.3]  79
Self-Rally Pairs(SRP)[3.1]  32
Vehicles  31, 208
WT[1.7]  24, 31

Sequence of Play  26
Shaken

Adjacent  44
Direct Fire Table (DFT) Results[5.1]  38
Double-Time Movement[6.2]  46
Flamethrowers & Satchel Charges[1.6.3]  
20
Leaders  38
Morale[1.5]  17
Rally Phase[3.0]  30, 31, 38
Tripod machine Guns[1.6.1]  19
Vehicles  38

Single Man Counter (SMC)[11.0]  77–78
Armor Leaders[11.5]  81
Assault fi re  46
Claymore Mines  145
Heroes [11.2]  78
Hit & Run (H&R)[6.7]  50
Melee[8.0]  52
Molotov Cocktails[1.6.7]  23
Mounted Units  49
Self-Rally  38
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Skills[12.0]  78, 85
SW  78
Wounded  38

Skills[12.0]  85, 166
Artillery Attacks  81
Counter  85
Hero Creation[11.2.1]  79, 163, 164
Leaders & Skills[11.1.5]  78

Smoke  51, 165
Adjacent  67
Blocking  51
Laying Smoke[7.0]  51
Vehicles  51
WT  51

Sniper[11.4]  6, 80, 164
Attacks with 2d6  80
Double TM, up to +8  81
Eff ects  80
Hex within Hex  69, 80
Movement  80
Multiple units in hex  80
NME  81
Placement  80
Shaken  38
SMC  15
Stacking  81
Wounded  39

Spotted & Spotting[10.1]  59, 127
Adjacency  38, 59, 60
Adjacent  45
Air Support  115
Assault Fire  46, 60, 61
Blocking-Terrain  60
Buildings  62
Bunkers  134
Caves  75
Chaplain/Nurse/Piper  60
Chaplains[11.8]  83
Counter placement  60
Degrading-Terrain  60
Emplacement  138
Fire Combat[5.0]  36–37
Friendly Units  60

Good Order units  60
Helicopters  122, 124
Hex Spotting  59
Impulse  61, 122
Low Crawl[6.3]  47, 60
Marksmen  85
Mortars support Weapons[1.6.5]  21, 108
Off -Board Artillery[18.2]  109
Open /Clear terrain  59
Operations Complete Marker[4.1]  34
Opportunity Fire[5.3]  40, 42
Ops Complete  34
Pipers  84
Rooftops  74
Sequence of Play (PAC)  26
Shaken  60
Starshells  133
Status Driven  59
Stealth Movement[6.4]  47
Thermal Imaging Systems(TIS)[10.1.2]  
61
Tree-Lined Roads[10.5.3]  70
Trenches & Spotting[21.6.1]  137
Vehicle Assault Fire[15.2.1]  96
Vehicles  60, 94

Spotting Attempts[10.1.1]  60
Attempts, 1d6  60
Blocking  70
Buttoned Vehicles  60, 94, 206
Chaplain/Nurse/Piper  60, 79, 84
Degrading  60
For Artillery[20.1.4]  132
Helicopter  127
Impulse  61
Night Rules[20.1]  132
Open Vehicles  94, 206
Scouts[11.6]  81

Spotting Round
Abort Mission  109
Advisor/Leader/Scout  109
Drift/Scatter  109
Off -Board Artillery[18.2]  109
Shifting  109
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Squad (MMC)  5, 15

Casualties  38
Designations[1.1.1]  16
Hero Creation  39, 79
Identifi cation Badges  15
Mortar Support Weapons[1.6.5]  21
Mounted Units[6.6]  48
Portage  18
Recombine  31
Stacking[1.3]  16
SW  15, 18, 41

Starshells & Mortars[20.3]  133
Nationality Capability  133
Placement  133

Stealth Assault Move[6.4.1]  48
Attacking  48
Close Assault  48
Melee  48

Stealth Movement[6.4]  47
Activated  34
Close Assault[17.1]  104
Heroes  163
Melee  47
Opportunity Fire[5.3]  40
Ops Phase  34
Spotted  60
Stealth Movement  47

Streams[10.5.1]  70
Chart  70
Open Terrain  70
Types  70

Support Weapons [1.6] (SW)  15, 18
Abandoned  19, 22
Additional Weapons & Equipment[23.0]  
144
Ambush[8.4]  56
Anti-Aircraft SW[1.6.6]  23
Bailout Checks, [16.1.1]  101
Captured  19
Close Assault[17.1]  104
Destroyed/Dropped  19, 24
Exceptions  19
Flamethrowers & Satchel Charges[1.6.3]  

20
French LRAC 89 mm[23.2.4]  148
Jamming “J”, [1.6.2]  10, 19
Melee combat[8.0]  19, 21, 52
Molotov Cocktails[1.6.7]  23
Mortar support Weapons[1.6.5]  21–22
Motorcycle MUs [6.6.2]  49
Operations Phase[4.0]  33
Ordnance[14.0]  86
Panzerfaust  86
Piat[23.1]  144
Picked up  19, 24
Portage  19
Roof tops[10.6]  73
RPG[23.1.2]  144
SMC  18
Swapping  19
Target Acquisition[14.3]  90
Tripod Machine Guns[1.6.1]  19

T
Target Acquisition[14.3]  90

Ordnance  90
RPGs  90
SW  90

Terrain (TEC)  158
Thermal Imaging Systems (TIS)[10.1.2]  61

Buttoned  61
WT  61

Trenches[21.6]  137
Mines  137
Wire  137

Trenches & Spotting[21.6.1]  137
Tunnels,

Activated  76
Air Strikes  76
Melee  76
Tunnel Movement Between
Caves[10.7.1]  76
WT  76

Turrets[15.1.1]  95
Armor Factor  94
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Buttoned  94
OFT penalty  95
Pivot  95
Turret hit  90

U
Upper Floor  17
Upper Level  17

V
Vehicles[15.0]  93

Abandoned  39
Activated  33, 77
Air Support  115
Armored Leaders  37
Assault Movement & Vehicles[15.2]  96
ATGM[14.4]  91
Barricades[21.5]  136
Building, set up  17
Bunkers & Overruns[21.1.3]  134
Buttoned  60, 94
Close Assault[17.1]  104–105
Continuous Vehicle Movement[15.5]  99
Coordinated Movement[6.5]  48, 95
Covered Arc  86, 94
Crash hex  124
Craters[10.5.5]  71
Defensive TM  60
Destroyed  39
Emplacements[21.8]  138
Enemy Vehicle  95
Fortifi ed[21.10]  139
Foxholes  135
Heat  90
He-Equivalent  86
Heroes  78
Low Crawl  95
Machine gun fi repower  93–94
Molotov Cocktails[1.6.7]  23
Morale  93
Movement  94–95
Movement types  93

Non-Mg WTs  24
No rear Armor[15.7]  100
Open topped  94, 100
Opportunity Fire[5.3]  41
Ops Complete  34, 41
Optional Vehicle Size & Speed OFT
DRMS[15.6]  100
Overruns[15.3]  97
Passengers  101–105
Rally Phase[3.0]  31
Reverse  95
Roadblocks  70
Rubble  96, 98
Sangers[21.9]  139
Self-Rally  93
Shaken  38, 60
Size of counter  16
Small-Arms VS. Armored[17.2]  106, 125
Small-Arms VS. Unarmored
Vehicles[17.3]  107
Smoke  94
Split To-Hit Tables  87
Spotting  59, 60, 94
TIS  61
Trenches  137
Tunnels  76
Turrets[15.1.1]  95
Un-Armored, “* * *” armor values [17.3]  
107
Vehicle Assault Fire[15.2.1]  96
Vehicle/WT combine fi re  40
Vertex  95
Wire  136
Wreck  39

Victory Markers [1.8.1]  26

W
Walls

Barricades[21.5]  136
Onboard Mortars[18.1]  108–110
Positive Target Modifi er  31

Weapon Team (WT)[1.7]  15, 18, 24, 31, 162, 209
ATGM  91
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Buildings/Bunkers  24
Caves  24
Close Assault  24
Covered Arc  86
Double Time  24
Eliminated  24
Fire Combat[5.0]  37, 40
HE-equivalent  9, 25

“*”= no HE  25
“N”x multiple shots  25

Heroes  39
Leader Modifi ers[5.0.1]  37, 78
Low Crawl[6.6]  24, 47
Melee  24, 53
Move/Fired  24, 44
Non-Mg Weapon Teams  24

Melee  53
Passengers  24
Sangers[21.9]  139

Ordnance[14.0]  86
Ordnance-Firing Weapons Teams[1.7.1]  
25
Roadblocks[105.4]  70
Rooftops[10.6]  73
Self-Rally  31
Smoke  51
Split to-Hit Tables  87
Stacking[1.3]  16
Starshells & Mortars[20.3]  133
SW  18, 24
Thermal Imaging Systems(TIS)  61

Wire[21.3]  135
Bunkers[21.1]  134, 139
Movement cost  135
Sangars[21.9]  139
Trenches[21.6]  137
Wire Destruction[21.3.1]  136
Woods  135

Woods
Figuring Line of Sight[10.3]  62
Opportunity Fire[5.3]  40
Scouts  82
Wire[21.3]  135

World War II Era Weapons[23.1]  144
American Sticky Bomb[23.1.3]  144
British Piat[23.1.1]  144
Japanese Stick Bomb[23.1.4]  144
Soviet RPG-43[23.1.2]  144

Wounded  38
2nd Wound  39
Armor Leaders[11.5]  81
Eff ects  38, 44, 77
Healing  70, 79
Hero  39, 79
Leader Leadership Range  30, 39
Mounted Units  50
Nurses  83
SMC  38

Wreck  165
Craters[10.5.5]  71
Degrading, TEC  62
Destroyed  39
Emplacement  42, 138
Rubble creation  96–98, 124
Stacking [1.3]  16
Terrain Characteristics[10.4]  68
Vehicles  39
Vehicles Crews & Armor Leaders[15.4]  
99
Whole hex  67

Z
Zero-Firepower units[8.3]  56

Ambush[8.4]  56
DRM  56
Melee  56
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Complexity:

Solitaire Playability w/ Solo Module

For almost 20 years the (LnLT) system has set a new standard in Squad-level gaming 
with scenario based game play. Its innovative game play mechanics, unparalleled 
artwork, historical scope and accessibility have entertained veteran and new gamers 
alike. Over that time, our rules have grown, too, introducing new unit capabilities 
and concepts; they have also matured in their presentation.

The LnLT version 5.1 (v5.1) rules manual contains the latest set of guidelines and 
regulations for the game system. Our goal is to present the rules in a straightforward 
manner without disrupting their existing structure and foundation.  For clarity, 
some rules sections have been modifi ed not with content but with a new structure, 
e.g., additional subsections, more bullet points, or more images and examples—and 
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diagrams and a detailed Index have also been updated.

Other new additions to the v5.1 rules are numbered examples 
within each rules section and throughout the manual, to 

make referencing certain sections and subsections easier. 
Changes from the v5.0 to the v5.1 rules can  be easily 
spotted as they have been highlighted in Blue text. The 
v5.1 rules can be used with any previously published 
module, including the Solo system.
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