MISSIONACOMMAND
SEQUENCE OF PLAY

Side A’s turn.
Reaction Tests and forced reactions

l

Side A’s air actions

!

Starting with artillery groups, Side A selects a
group not yet activated this turn.

!

CHECK WHETHER HOT OR COLD FOR GROUP

HOT: Shot at within 25cm or visible enemy
within 25cm.

Otherwise COLD

l

Group’s unsuppressed elements take 2 actions,
suppressed take 1 action.

COMMON ACTIONS

+  Shoot (first action only)

+  Move Once (hot) / Move Twice (cold)
+  Overwatch (both actions)

«  Communicate (hot: last action only)
«  Specialist action

. Pass

Remove all suppression markers from friendly
elements in group, except those received this
turn. Consolidate down both sides infantry
elements for losses.

A\ 4

All Side A’s groups done? N

YES

A\ 4

Go to Side B’s turn.

ya

N

NO

Next Side A group.



Common Actions

Shoot
1st action only.

Use any type of fire of which element
is capable against any eligible target.

Moving element

« If element intends to move as
2nd action, indicate this before
shooting.

+ Point-to-point fire: -2 modifier to hit
if the element intends to move

Suppression

+ -1to hit per suppression marker
when shooting.

Move once

Hot situation only.
Can be 1st and / or 2nd action.

Move up to normal movement
allowance.

Turning in place / changing facing

+ Movement includes turning in place,
unless as part of overwatch.

Moving Slow or Fast

+ 2 Move once actions is moving fast.
+ 1 Move once action is moving slow.

Minimum Movement

- 2 Move actions to move up to 2cm.

Move twice

Cold situation only.
Can be 1st and / or 2nd action.

Move up to normal movement
allowance twice.

Turning in place / changing facing

+ Movement includes turning in place,
unless as part of overwatch.

Moving Slow or Fast

+ 2 Move twice actions is moving fast.
+ 1 Move twice action is moving slow.

Minimum Movement

+ 2 Move actions to move up to 2cm.

Overwatch
Costs both actions.

Places an element in a position to
carry out opportunity fire (direct fire
only) at any located enemy element
that moved or became visible during
the enemy's turn. Opportunity fire can
be used in your own turn when its
group is activated.

Turning in place / changing facing

+ May turn in place / change facing.
This doesn’t count as movement.

Suppression

« Suppressed units cannot do this
action.

Communicate

Cold: either action
Hot: last action only

Carry out all communications
activities.

Changing orders

- Players must not use this action to
pre-empt a change of orders.

« Ina hot situation, players must
choose a communicate action for
each element as soon as possible
after the command element of a
commanded group has received a
change of orders.

Battery preparation

Batteries of guns and howitzers
(excluding infantry guns) must take
a Battery Preparation special action
after moving to a new position.

During Battery Preparation the battery
must be stationary and carry out no
other activity.

Battery preparation time is normally
one turn, so takes both actions for the
elements; scenario details may vary
this time.

Attach separated element

Costs both actions for command and
separated elements.

Individual separated elements, or
multiple elements in a unit with no
command element, can be taken
under command by a parent command
element in their line of command.

Command range

« Command element must be in
command range of separated
elements.

Paratroops

« Any paratroop HQ may take under

command any separated paratroop
element of the same nationality.

Conceal troops
Cold situation only. Costs both actions.

An element that is not in open terrain
may expend both its actions to conceal
itself.

Concealed elements can carry out
an overwatch action without losing
concealed status.

A concealed element loses its

concealed status when:

» it moves out of its concealed
position;

« it fires when it can be seen by an
enemy;

« an enemy element is at or within
target location range.

Self-preservation
Any element may optionally do this
instead of following current orders,
if it comes under direct fire from a
previously unlocated enemy within 500
metres.

Costs all action slots (normally 2, but 1
if suppressed).

One of:

 Carry out direct fire at one of the
enemy elements that fired at it, or

« Fire smoke if equipped with
local defensive dischargers and
optionally retreat as described
below, or

+ Retreat as if it had suffered a
Reaction Test retreat result (-5). No
rally is required.




Ranges for Area Fire

The ranges included below are not theoretical ballistic maxima for the weapons, but 'in-theatre' achieved ranges
assuming reasonable barrel life, charge condition, and so on.

Weapon type

Weapon calibre

Maximum ranges

Flak, horizontal ranges
(for larger flak, see Guns)

In multiple mounts: 20mm & 30mm in multiple flak mounts

37mm to 57mm flak

100cm (2,000m)

150cm (3,000m)

Guns (including larger

flak guns)

Smaller guns

65mm to 76mm infantry guns
18 pdr, 25 pdr and 75mm guns
76mm to 90mm guns

100mm to 150mm guns
152mm to 155mm guns

170mm and larger guns, including large naval guns

150cm (3,000m)
175¢m (3,500m)
550cm (11,000m)
750cm (15,000m)
1,000cm (20,000m)
1,250cm (25,000m)

1,500cm (30,000m)

Howitzers

British close support 95mm tank howitzer
150mm infantry howitzers

Sturmtiger 380mm howitzer

Pack howitzers

25 pdr, 105mm and 122mm howitzers

5.5" to 7.2" howitzers

8" to 210mm howitzers

240mm and larger howitzers

350cm (7,000m)
250cm (5,000m)
300cm (6,000m)
375cm (7,500m)
550cm (11,000m)
750cm (15,000m)
875cm (17,500m)

1,000cm (20,000m)

Machine guns

Tripod-mounted MG

100cm (2,000m)

Mortars

2" or 5cm mortars

German kz 8cm

60mm mortar

BR 3"

GE 8cm

US 81mm

Italian 81mm, 107mm and 4.2" mortars

120mm mortars

25cm (500m)
65cm (1,300m)
90cm (1,800m)
130cm (2,600m)
120cm (2,400m)
150cm (3,000m)
200cm (4,000m)

300cm (6,000m)

Recoilless guns

Recoilless guns: 57mm recoilless guns on tripods

Recoilless guns: 75mm or larger recoilless guns on tripod or

wheeled mounts

200cm (4,000m)

375cm (7,500m)

Rocket launchers

Rocket launchers: Single rocket launcher

Rocket launchers: Salvo rocket launchers

100cm (2,000m)

250cm (5,000m)
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Area Fire Convert to KO for AFVs

Weapon system

Gun or howitzer 75mm to 110mm

(no effect for light guns and mortars)

All fighter and fighter-bomber aircraft with auto-cannon, AT guns
or rockets (MGs no effect) - Standard; Side Armour vs vehicles

Gun, mortar or howitzer over 110mm up to & including 155mm

Dive, light and medium bomber aircraft - Standard; Side Armour vs

vehicles
Heavy bomber aircraft - Bombardment; Side Armour vs vehicles

Larger artillery - Front Armour

Armour

1-4

S/

8+

1-4

5/

8+

Intensity
Standard Bombardment or
direct fire up to
15cm
18 12
20 15
No effect 20
12 9
15 12
20 15
9 all
12 9
15 12

Roll 1d20. Max 1 KO per template. Harassing fire, no effect. Modifications: open-topped vehicles, ground attack
aircraft with AT guns: Side Armour; +1 to dice roll with rockets. Except as noted above, guns, mortars and howitzers

use Front Armour, aircraft use Side Armour.

Area Fire Convert to Casualties and KO - Buildings and Fortifications

Weapon system

Gun, mortar or howitzer 75mm to 110mm

(no effect for light guns and mortars)

All fighter and fighter-bomber aircraft with auto-cannon, AT guns
or rockets (MGs no effect) - Standard

Versus V strong - no effect

Gun, mortar or howitzer over 110mm up to and including 155mm
Dive, light and medium bomber aircraft - Standard
Heavy bomber aircraft - Bombardment

Larger artillery
Demolitions (engineers) - Bombardment

Structure
strength

Light

Medium

Strong

Light
Medium
Strong
V strong
Light
Medium
Strong

V strong

Intensity
Bombardment
Standard or direct fire
up to 15cm
S5/C7/D9 D auto
$15/C18/D20 $12/C15/D18
S18/C20  S15/C18/D20
D auto D auto
$12/C15/D18 S6/C10/D12
S15/C18/D20 S12/C15/D18
no effect S18/C20
D auto D auto
S5/C7/D9 D auto
S6/C10/D12 S5/C7/D9
$12/C15/D18 S6/C10/D12

Roll 1d20. Harassing fire, no effect. S = 1 suppression each vulnerable element. C = 1 suppression each vulnerable
element; & 1 casualty to single vulnerable element. D = structural level destroyed; & 1 heavy weapon/AFV KO; & 2
suppressions each vulnerable element, 1 each non-vulnerable; & 1 casualty vulnerable, 1 casualty non-vulnerable;

& displaced.



To hit: roll 1d20 and modify as given in the top table. Modified score equal or greater than table value is a hit.

Point-to-point Fire to Hit

+ [ - | Reason
Firer is multi-barrel MG or auto-cannon.
+2 Opportunity fire: Target is foot moving fast.
Target is in wire.
For each suppression marker on the firing element.
! Opportunity fire: Target came into line of sight during the current turn.
Firer is to move during the current turn. Artillery, except AT guns, may not shoot and move in 1 turn.
* Firer has been under HE area fire in the previous enemy turn.
-4 Target is hull-down vehicle.
e NS (EIp @ e 5 15 25 35 50 60 75 100 150 250
Small arms (assault elements) 3 12
Small arms (excl assault elements) 4 10 18
LMG, any bipod or pivot-mounted MG 5 9 15
lrrii:,)de,wheeled, turret or multi-flak MG 4 6 9 11 15
Bazooka, PIAT or Panzerfaust type 5
AT close assault (< 2cm only) 8/1*
2" / 5cm mortar (vs 1 element only) N/A 12 15
Anti-tank rifle 3 7 1 15 19
Recoilless gun 3 6 9 12 15 17
20mm to 40mm flak / auto-cannon 5 7 10 12 15 17 19
arsmpmmegndal |55 0w o
Longer guns up to 57mm calibre 3 4 6 8 10 12 15 17
Longer guns up to 85mm calibre 3 4 5 6 7 9 10 12 15
Longer guns > 85mm calibre 3 3 4 5 6 7 8 9 12 19
Petard mortar 4 15
380mm rocket launcher in Sturmtiger 9 12 15 17 18 19 20 20 20 20
Man-pack flame thrower 4
Vehicle flame thrower 4 12

* First number elite or veteran engineers, second number other eligible troops.
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Reaction Test adjustments

Roll 1d10 (or 1d20 & ignore 10s column on the number; 10 and 20 = 10) and modify as follows:

Group is not elite & is out of command.

Group is raw.

Orders permit any form of withdrawal.

Under fire from AFV within 15cm during enemy
turn just ended or previous friendly turn.

Group is carrying out a 'retreat' reaction
(including Self-preservation action).

Each element in group eliminated since start of
game (includes foot elements traded down for
losses).

+1

Orders require an advance.

Any enemy can be seen retreating (Reaction
Test result of -5 or worse) by the testing group.

Each enemy AFV seen by an element of the
group to be knocked out within 25cm during
last 2 turns (1 friendly, 1 enemy).

All elements in partial cover or concealed.

At least 50% of group is hull-down AFVs.

Under fire during previous friendly turn or
during enemy turn just finished from previously
unlocated element or elements.

+2

All elements in good cover or in field
fortifications.

Higher level command element is within 15cm.

Group is veteran.

Under fire from point nearer friendly base line
than group's own most advanced element.

+3

All elements in permanent fortifications.

Enemy infantry known to be within 5cm of
group and were advancing when last seen.

Group contains AFV within 5cm of any of: woods,
buildings, at night, in fog, in falling snow, and
no friendly infantry within 5cm.

Group is green.

Group contains soft vehicles or animals in the
open.

For each element in group currently suppressed.

Group is elite and out of command.

Friendly element(s) (including in testing group),
other than empty soft vehicles or animals,
moved away from any enemy within 15cm for
any reason during last friendly turn.

Under attack during previous enemy turn from
salvo rockets, salvo mortars, flamethrowers or
aircraft.

+4

Group is elite.



Reaction Test effects

Note: The results of a Reaction Test only affect elements of the reacting group that are directly aware of at least 1
of the trigger events (see page 63).

Effect

6+

Obey orders

1to 5

Halt or move to cover:

Elements may either remain stationary (not an action) or take a first action to move to any cover that
they can reach with 1 Move action without going closer to any located enemy. Affected elements may
then carry out 1 action, excluding a Move action.

Oto -4

Cease fire and retire:

Elements may not shoot.

Infantry support elements and non-AFV heavy weapons may, and other element types must, move to a
position at least 5cm, and up to a maximum of 2 movement rates (ignoring suppression), away from all
located enemy troops within 25cm. If this move is impossible, and there are enemy troops within 5cm,
affected elements surrender. If this move is impossible, and there are no enemy troops within 5cm,
affected elements remain in place. Moving troops count as moving slowly.

If there are no located enemy troops within 25cm, this move is optional.

-5to -10

Retreat:

Elements within 5cm of enemy AFV surrender. All others must move 2 full movement rates (ignoring
suppression) away from all located enemy troops within 25cm; equipment and weapons can be carried.
Transport can pick up troops and load equipment. Moving troops count as moving fast.

The retreat continues until a new reaction result applies. If they are fired upon, affected elements will
ignore Reaction Test effects except for worse ones. If this move is impossible, and there are enemy
troops within 5cm, affected elements will surrender. If this move is impossible, and there are no enemy
troops within 5cm, affected elements will remain in place and attempt to rally next turn.

If there are no located enemy troops within 25cm, this movement is optional.

-11 or less

Rout:
As Retreat, except that no new Reaction Test can be taken, and the retreat cannot be halted, except by
surrender. All non-AFV heavy weapons and equipment are abandoned.



Anti-aircraft Fire To Hit

T. . . . . . .
Firer arget Dive-bomber Low altitude Medium altitude  High altitude
Small arms and MGs 18 19 N/A N/A
20mm to 30mm cannon | 15 17 N/A N/A
31mm to 57mm flak 15 17 18 N/A
More than 57mm flak 15 17 18 19

AA adjustments: + 2 for multi-barrelled weapons; integrated or coherent infantry elements, use 2d20 as if 2 MGs
were firing.

Anti-aircraft Fire Convert to Damaged / Destroyed

Firer Target (Fjii%f;'fe(;,j;ggh;f[)-:;?:rer, Medium aircraft Heavy aircraft
Small arms and MGs 18/ - 19/ - 20/ -

20mm to 30mm cannon 15 /18 16 /19 17 / 20

31mm to 57mm flak 14 /17 15 /18 16 /19

More than 57mm flak 13 /16 14 [ 17 15 /18




