
OK – The unit can move through the terrain without hindrance.

OK* - The unit can cross this kind of terrain without hindrance unless it 
has been designated as an anti-tank obstacle, or impassable bocage, or 
the equivalent, in which case it is impassable to all types of vehicles.

No Run – The unit cannot cross or move within this terrain if undertaking a 
Run action, but can cross or move over with an Advance action.

No – The unit cannot enter or move within this kind of terrain at all.

No* - The unit cannot enter or move within this kind of terrain, expect 
that it can be deployed within the terrain at the start of the game.  In this 
case it cannot move once deployed.  This represents situations where guns 
are “dug in” to positions prior to the battle (see the Artillery section).

No (!) – The unit cannot enter or move within this kind of terrain, except 
that heavy and super-heavy 
tanks may move through and 
demolish some buildings.  
See the rules for buildings 
on page 120.

X2 – The unit’s move rate is 
doubled if it moves entirely 
along a road or track.  This 
enables vehicles to move 
rapidly along roads where 
the opportunity permits. 

1. ORDER PHASE

a) Draw an order die from the dice bag and hand it to the 
appropriate player.

b) The player chooses one of their units and gives it an order.  Place 
the order die next to the unit to show that it has received an 
order.  Once a unit has been given an order it cannot be given 
another order that turn.

c) If necessary, the player takes an order test to determine if the unit 
follows the order.

d) The player executes the unit’s resulting action.
e) Back to a).  Once all eligible units have received an order, the 

orders phase ends – move to the turn end phase.

2. TURN END PHASE

Return all order dice to the bag, except for those units wishing to retain an 
Ambush or Down order.

Bolt Action Modern v3.1
By Jay’s Wargaming Madness

https://jayswargamingmadness.blogspot.com

ORDER SUMMARY OF ACTION

1 Fire Fire at full effect without moving.

2 Advance Move and then fire.

3 Run
Move at double speed without firing; also used for 
assaulting.

4 Ambush No move or fire but wait for opportunity fire.

5 Rally No move or fire but lose D6+1 pin markers.

6 Down No move or fire but gain an extra -2 to be hit.

RANK MORALE BONUS EXTRA ORDERS RANGE

Irregular Leader +1 1 6”

NCO +1 1 6”

Officer +2 2 12”

Senior Officer +3 3 12”

TROOP QUALITY MORALE

Irregular 7

Inexperienced 8

Regular 9

Veteran 10

Note:  A command vehicle adds a +1 morale bonus to itself and any 
friendly vehicles within 12” (cannot use Snap to Action extra dice). 

D6 ROLL EFFECT

1 or 2

Friendly Fire
The unit does not move and opens fire against a friendly unit.  Place a Fire order by the unit.  The opposing player controls the firing unit 
as if it was one of their own, except that the chosen “friendly” target (or targets) must have an enemy unit within 12”.  If no such target is 
available the unit does not fire and goes Down instead.

3, 4, 5 or 6
Withdraw
The unit executes a Run order and must move as fast as possible away from the closest visible enemy unit.  If no enemy are visible, or if 
the unit can no longer move for some reason, it goes Down instead.

If an order test result is two sixes (box cars) roll a D6.

If an order test result is two ones (snake eyes), the order is automatically 
successful and the unit loses 1D6+1 pin markers. 

A “full strength” infantry squad (maximum size) may reroll 
failed order tests if no casualties have been taken.

Order tests are not required for Down orders.

Units retaining a Down order at the end of the turn lose D3 pin markers.

UNIT TYPE ADVANCE RUN

Infantry 6” 12”

Tracked 9” (1 x 90° Pivot) 18” (0)

Armoured Wheeled 9” (2 x 90° Pivot) 18” (1 x 90° Pivot)

Light Wheeled 12” (2 x 90° Pivot) 24” (1 x 90° Pivot)

REVERSE MOVES

Vehicles can reverse straight back up to ½ their move.

Recce vehicles can reverse backwards up to their Advance rate and 
maneuver as if moving forward.  Recce with bi-direction steering can 
reverse at their Run rate and maneuver as if moving forward.

TERRAIN

CATEGORY
INFANTRY ARTILLERY

WHEELED

VEHICLES

TRACKED

VEHICLES

Open Ground OK OK OK OK

Rough Ground No Run No* No No Run

Obstacle No Run No No OK*

Building OK No* No No (!)

Road OK OK x2 x2

MODERN



SMALL ARMS RANGE (“) SHOTS PEN SPECIAL

Rifle 24 1 - -

Pistol 6 1 - Assault

Shotgun [Automatic Shotgun] 12 [12] 1 [2] - [-] Assault, Shotgun

SMG 12 2 - Assault

Assault Rifle 30 2 - Assault

LMG or SAW 36 4 - Suppress

MMG 36 5 - Team, Fixed, Suppress

HEAVY WEAPONS RANGE SHOTS PEN SPECIAL

Suicide Vest 0 1 +1 HE (2”)

Grenade Launcher 6-24 1 HE Team, Fixed, HE (1”)

Automatic Grenade Launcher 6-24 2 HE Team, Fixed, HE (1”)

HMG 36 3 +1 Team, Fixed

Light AT Weapon 18 1 +5 Shape Charge, HE (1”)

Medium AT Weapon 24 1 +6 Team, Shape Charge, HE (1”)

Heavy AT Weapon 30 1 +7 Team, Shape Charge, HE (1”)

Recoilless Rifle 24 1 +6 Team, Fixed, Shape Charge

ATGM [Advanced ATGM] 6-60 [6-72] 1 [1] +7 [+8]
Team, Fixed, HE (1”), Shape Charge, 
Guided Missile, [Fire & Forget]

Auto Cannon or Chain Gun 48 3 +4 Team, Fixed, HE (1”)

Light AT Gun 48 1 +5 Team, Fixed, HE (1”)

Medium AT Gun 60 1 +6 Team, Fixed, HE (1”)

Heavy AT Gun 72 1 +7 Team, Fixed, HE (2”)

Super-Heavy AT Gun 84 1 +8 Team, Fixed, HE (3”)

Ultra-Heavy AT Gun 90 1 +9 Team, Fixed, HE (3”)

Light Mortar 12-48 1 HE Team, Indirect Fire, HE (1”)

Mortar 12-72 1 HE Team, Fixed, Indirect Fire, HE (2”)

Artillery Unlimited 1 HE Team, Fixed, Howitzer, HE (3”)

Heavy Artillery Unlimited 1 HE Team, Fixed, Howitzer, HE (4”)

1. Declare target
2. Target reacts (e.g. can go Down)
3. Measure range and Roll to hit
4. Roll to damage
5. Target takes casualties/morale test

HIT MODIFIERS**

Point blank range (6”) +1

Per pin marker on the firer -1

Long range -1

Inexperienced/Irregular -1

Firing on the move -1

Team weapon with 1 crew -1

Target is Down infantry/artillery -2

Target is a single model -1

Target is in soft cover -1

Target is in hard cover -2

Basic to hit roll needed is 3+.

TROOPS & SOFT SKINNED TARGETS

Inexperienced/Irregular Infantry 3+

Regular Infantry 4+

Veteran Infantry 5+

All Soft-Skinned Vehicles 6+

ARMOURED TARGETS

Light or Up Armoured Vehicle 7+

IFV, APC or Light Tank 8+

Medium Tank 9+

Heavy Tank 10+

Super-Heavy Tank 11+

Ultra-Heavy Tank 12+

SUPERFICIAL DAMAGE: Roll D6 -3
FULL DAMAGE:  Roll D6

MASSIVE DAMAGE:  Roll two results
OPEN-TOPPED HIT BY INDIRECT FIRE:  Add +1

VULNERABLE CREW:  -3 to 
morale test for “On Fire”

DIE ROLL EFFECT

1 or less
Crew Stunned:  +1 pin marker.  Place a Down order on the vehicle or charge current order to 
Down.  Vehicle can’t take any further action that turn. Roll for turret jam (if applicable).

2
Immobilized: +1 pin marker.  Vehicle cannot move for the rest of the game.  If the vehicle has 
already taken an action this turn flip the order die to Down.  If a further immobilized result is 
suffered the vehicle is Knocked Out.

3
On Fire: +1 pin marker then make a Morale check for the vehicle.  If the test is failed, vehicle is 
Knocked Out, otherwise place a Down order die on the vehicle or charge its order die to Down.  
Vehicle is halted and cannot take further action that turn.

4, 5 or 6
Knocked Out: The vehicle is destroyed and becomes a wreck.  If vehicle has Advanced Armour, 
reroll on this table and apply the new result (do not reroll a reroll).

PENETRATION MODIFIERS

Vehicle’s side or top armour +1

Vehicle’s rear armour +2

Long range -1

DIAMETER PEN PIN HITS*

1” +1 D2 D3

2” +2 D3 D6

3” +3 D3 2D6

4” +4 D6 3D6 * Versus targets in buildings.  ** Impossible Shot: Requires a result of 6, followed by another 6. 



1. Declare target
2. Measure move distance
3. Target reacts
4. Move assaulting models
5. Fight 1st round of close quarters

a) Attackers roll to damage
b) Defenders take casualties
c) Defenders roll to damage
d) Attacker take casualties
e) Loser is destroyed

6. Resolve draws – fight again
7. Winner regroups

INFANTRY VS. VEHICLES

All units must take a -4 orders test to assault 
fully-enclosed armoured vehicle.  If the test
if failed the unit goes Down.  If passed, 
move the unit into contact with the vehicle.  
Roll to hit:
• Vehicle has run:  Cannot be hit.
• Vehicle has advanced:  6
• Stationary or halted:  4, 5 or 6
Roll for damage as for shooting:
• Damage roll = number of hits scored + D6
Compare total to DV and roll on Damage Results table.

VEHICLES VS. INFANTRY

Vehicles cannot assault infantry.  If a vehicle moves into an enemy infantry 
unit the figures will evade a minimum distance away from the vehicles in 
order to stay 1” away and maintain unit cohesion.

VEHICLES VS. WALLS

Only armoured vehicles may attempt to breach a wall.  Move the vehicle 
into contact with the wall and roll 1D6:
• If the result is a 1, roll a superficial damage result.
• If the result is 2+, the wall is breached and the vehicle moves back to 

create a 1” gap for infantry models to move through.

TYPE OF ATTACK RANGE AND LOS COVER TO HIT MODIFIER EXTRA PROTECTION SPECIAL/NOTES

Small arms To an opening -2 Yes -

Heavy weapons To a wall -2 Yes -

HE weapons To a wall - No 10+ hits = collapse!

Close Quarters To an opening - No Defensive Position

Vehicle AT Gun To a wall - No Firing AT (not HE)

Snipers are elite assets on the modern battlefield.

DEPLOYMENT

Snipers are initially deployed hidden on the battlefield.  The team is not 
placed on the tabletop until spotted.  A sniper team may deploy anywhere 
on the controlling players ½ of the table and must be within a terrain 
element.  A small piece of paper or other flat marker should be placed under 
the terrain element (when the opposing players are not looking) for proof of 
deployment.

WHILE HIDDEN

Sniper range is unlimited, but all targets must be within LOS of the terrain 
element the team is deployed in.  Measurements are not taken from the 
terrain element so the location is kept secret (if LOS has to be checked, the 
opposing player should close their eyes!).  LOS can be drawn from any part 
of the terrain element.
Each time the team fires the opposing player rolls 1D6 to see if the sniper 
teams position has been spotted.  Initially the result needed to spot the 
team is 6+.  The result needed to spot is reduced by 1 each subsequent time 
the team fires.  If the team does not fire there is not spotting check. 
Enemy units located within the terrain element automatically spot the 
sniper if the team fires while the enemy unit is located within the terrain 
element, otherwise the team will remain hidden.  If enemy are in terrain 
and the sniper team fires, they are automatically spotted and fight an 
immediate close combat.
The sniper team cannot move while hidden.
The sniper team always hits on a 3+ and ignores all modifiers.
Use a large dice to mark the current number needed to spot the sniper 
team.  When activating the sniper team, place the order dice by the tracking 
die rather than beside the hidden location.

WHEN SPOTTED

Once the sniper team is spotted it will act per a normal sniper team (as per 
the normal Bolt Action rules). When spotted, place the team within the 
terrain element.

Roll a D6 for each 
smoke cloud at the 
start of turn:

• 1 = dispersed

• 2 = moves

• 3+ = doesn’t move

Roll to hit per indirect 
fire.  If missed, opponent places smoke anywhere within 12” of target point.

WEAPON (FIRING SMOKE) DIAMETER

Light Mortar 3”

Mortar 4”

Artillery 5”

Heavy Artillery 6”

Optional.  A game can include the threat of chemical attack.  Add an off 
coloured die into the orders bag each turn until a chemical attack occurs.  
When the die is drawn, the last player to activate a unit rolls a D6.  On a 5+ a 
chemical attack occurs.  Otherwise, continue to include the die in the orders 
bag in future turns until the game ends or a chemical attack occurs.
RESOLVING A CHEMICAL ATTACK

Every infantry unit or team on the table is effected (friendly and enemy).  
For each unit with the MOPP special rule, roll 1D6.  Enemy units are effected 
on a result of 4+.  Friendly units (having been given a heads up about the 
attack) are effects on a result of 5+.  Units without the MOPP special rule are 
automatically effected.  
When effected, a unit takes 2 hits and D3+1 pins.



This section addresses drones used for intelligence operations.  Attack 
drones are considered part of CAS.  When activated, a drone can do one of 
the following actions:
• Detect: Reduce the number needed to detect a Sniper by 2 (e.g. if 

currently a 5+ is needed, this is improved to 3+).  Alternately, ID a 
hidden enemy unit (remove hidden).  Do one or the other, not both.

• Inform: Allow a friendly unit (even if already activated) to go on 
Ambush immediately.

• Interfere: Cancel an enemy Ambush order that is currently on the table, 
returning the die to the orders bag.

Optional.  A fixed number of supports can be determined per side by a scenario, 
or by rolling randomly at the start of the game.  Roll 1D3 for the number of 
supports available randomly.  Result is the number of rolls to make on the 
supports table (irregular or regular).  

Players can use 1 support per turn.  Multiple Attack Helicopters or Drones can 
only be used to extend the number of turns units are on station.  Once a support 
has been used it is discarded and no longer available for the rest of the game. 

REGULAR SUPPORTS

1
Replacements:  Play at the start of an activation.  Select a single 
infantry unit that has taken casualties.  Regain 1D3 models (up 
to the starting unit number).

2

Electronic Warfare:  Play when an opponent activates a unit or 
attempts to use a support option.  If in response to an activation 
(orders die), cancel the activation and draw a new order die.  If 
in response to a support option, cancel the support option.

3

Drone:  Play at the start of a turn.  Roll 1D3 to determine the 
number of turns the drone will be on station. Add an additional 
order die to the orders bag.  Remove the die after the last turn 
the gunship is on station.  While on station, the gunship 
activates like other units.  See Drones for more information. 

4
Artillery:  Play at the start of an activation.  Resolve a single 
artillery shot against an enemy unit within LOS of the unit being 
activated.  Roll 1D6.  1-3 is artillery.  4-6 is heavy artillery.

5

Attack Helicopter:  Play at the start of a turn.  Roll 1D3+1 to 
determine the number of turns the gunship (attack helicopter) 
will be on station.  Add an additional order die to the orders 
bag.  Remove the die after the last turn the gunship is on 
station.  While on station, the gunship activates like other units.

6
Air:  Play at the start of an activation.  Resolve a single CAS 
attack against any enemy unit on the table.

Before resolving a air attack against a target, roll a D6 to determine the type 
of air attack that has come on station.  The target of the air attack can be 
any enemy target on the table.  All hits against vehicles count as being 
against the top armour.  A 3+ is needed to score a hit.
Resolve anti aircraft gun and missile actions before resolving the attack (but 
after declaring the target).  Any units conducting AA fire burn their 
activation for the turn.  Pull an order die from the bag for each unit that fires 
AA (set the order to the Fire side).

CLOSE AIR SUPPORT TYPE

1 or 2
Bomb: Resolve an attack against the target using the 
weapon statistics for artillery.

3 or 4
Large Bomb: Resolve an attack against the target using the 
weapons statistics for heavy artillery.

5 or 6
Tank Buster: Resolve an attack against the target using the 
weapon statistics for a super-heavy AT gun. 

Helicopters are treated as vehicles with some special rules.

MOVEMENT & TRANSPORT

Helicopters moves using the Advance  or Run orders.  When moving they 
can move to any point on the table.  A Run order is required when the 
helicopter either enters or leaves the table (cannot do both in the same 
turn).  It can leave or enter the table at any point around the table edge.
A Down order is used to either indicate the helicopter is hovering in place, 
or landing.  If landing, place the helicopter on the ground within 5” of its 
current position (facing any direction desired).  Issuing a Down order to a 
landed helicopter indicates it will remain on the ground.
Units can mount or dismount a landed helicopter using the normal rules for 
mounting and dismounting vehicles .
While hovering, troops with the Air Mobile special rule can use a fast rope 
insertion to repel down onto the tabletop.  Troops must be placed within 6” 
of the current ground position of the helicopter.

SHOOTING

Helicopters can shoot their weapons using the same rules that apply to any 
vehicle.  Weapon systems are defined in the helicopter profiles in each army 
list.  Only door gunners can conduct shooting while the helicopter is landed.

SHOOTING AT HELICOPTERS

Shooting at helicopters is done at long range.  For each hit, roll 1D6.  For 
each result of a 6 (5+ if AA gun or missile), roll to damage using the 
Helicopter Damage table.  Helicopters not currently landed or on a Hold 
order are considered to be moving (-1 to hit).  If the weapon used is an AA 
gun or missile, add +3 to the D6 result.  Helicopters never gain pins.

HELICOPTER DAMAGE

1, 2, 3 or 4
Ineffective Fire:  Helicopter is not damaged and remains 
in play with no ill effects.

5
Effective Fire: Helicopter is driven off table.  If not 
activated yet, remove an order die from the dice bag.

6
Withering Fire:  Helicopter takes a direct hit and crashes 
on the tabletop.  Crash location is 2D6 in a random 
direction.  The helicopter becomes a wreck.

IRREGULAR SUPPORTS

1

Reinforcements:  Play at the start of the turn.  Roll a D6.  On a 1 
or 2, it is a technical armed with an HMG.  3 or 4, upgrade an 
existing infantry unit to Martyrs and add D2 models armed with 
Assault Rifles to the unit.  5 or 6, it is a technical armed with a 
recoilless rifle.  Place new units within 12” of an Irregular leader, 
at least 12” from enemy units.  If no leader is present, enter 
from a random table edge.

2

Civilian Sympathizers:  Play at the start of an activation of an 
infantry team or unit.  The unit can fire then can be moved to an 
unoccupied terrain feature offering cover (e.g. building or 
woods) that is within 12” of the units current position.  If no 
cover is available, the unit can be moved into the open.  If 
moved to cover, the unit is hidden until it’s next activation.  

3

Mortar Attack:  Play at the start of the turn.  Pick D3 enemy 
units anywhere on the table and resolve a Mortar attack against 
each one (need a 6+ to hit).  If the same unit is targeted by the 
multiple mortar attacks, resolve a single attack but improve the 
to hit value by 1 for each additional attack beyond the first.  

4

Suicide Squad:  Add a unit of 3 models within 12” of an irregular 
leader (or friendly unit if no leader available) and 12” from an 
enemy unit.  Unit takes no pins or morale tests.  If any model 
from the unit contacts an enemy unit, resolve 1 suicide vest 
attack against the enemy unit and remove the suicide squad.

5
IED:  Pick any point on the table and resolve an IED explosion.  
An IED is a single shot HE (3”) weapon.

6

VBIED:  Roll a D6.  On a 1-4 it is a soft skin VBIED.  On a 5 or 6 it is 
an up armoured VBIED.  VBIED is a single shot HE (4”) weapon.  
Vehicle enters the game as per technical reinforcements (see 1 
result above).



AMPHIBIOUS:  An amphibious vehicle can use an Advance order to directly 
forward over impassable deep water at ½ speed (vehicle cannot turn, 
reverse, and ignores rules that would oblige it to reverse or go Down).

A vehicle that is immobilized while in the water is sunk/destroyed along 
with any occupants.  Vehicles can shot while in water, unless otherwise 
stated in supplemental rulebooks (e.g. equipped with floatation screens 
cannot fire hull-mounted weapons).

COMMAND VEHICLE:  The command vehicle adds a morale bonus of +1 to itself 
and to any other friendly armoured vehicle within 12” (cannot use Snap to 
Action extra dice). 

OPEN-TOPPED:  Open-topped armoured vehicles are pinned by hits from small 
arms fire in the same way as soft-skinned vehicles and infantry.

If assaulted by infantry, open-topped armoured vehicles are destroyed 
automatically if the vehicle is damaged.  If hit by indirect fire, add +1 to the 
damage result roll.  All hits upon the top armour of a vehicle gain the +1 Pen 
modifier regardless of if open-topped or not.  Armoured vehicles that fire a 
pintle-mounted weapon count as open-topped until the end of the turn 
(unless the weapon is remote controlled).

SLOW:  A slow vehicle moves 6” for an Advance and 12” for a Run.

SLOW LOAD:  The vehicle cannot be given an order until at least one other 
unit from the same side has been given an order (successful or not).

If all remaining units from one side have the slow load rule, when the first 
order dice is drawn for that side, return it to the bag.  The next die drawn for 
that side of the bag can then be used to order units.

MOTORBIKES: Generally treated like infantry units.  Bikers can dismount and 
fight on foot as infantry, at which point they do not benefit from any rules 
outlined here.  A motorbike unit moves 12” at an Advance and 24” at a Run
with the same movement rules and restrictions for wheeled vehicles, expect 
that bikes are allowed to make any number of turns as they move.  While 
mounted, units cannot enter buildings or board transport vehicles.

Motorbike units cannot react to enemy attacked by going Down.  However, 
they can react by making an immediate escape move in the same way as a 
recce vehicle (at normal speed, not double speed).

A motorbike unit can dismount as part of any Advance move.  Troops cannot 
remount once they’ve dismounted.  Motorbike riders can carry infantry 
small arms but cannot shoot while moving.  All weapons can only be fired 
when stationary (i.e. Fire action).

Motorbike units cannot assault and if assaulted they can make an 
immediate escape move as for other recce vehicles.  If attacked in close 
quarters motorbikes fight as infantry.  Motorbike units role 2D6 for 
consolidation moves after winning assaults (vs. the normal D6).

ADVANCED AMMUNITION:  Weapon gains +1 to the result when rolling for 
damage on the Damage Results on Vehicles table.

ADVANCED ARMOUR:  Weapons gain no penetration modifier when firing 
against the side armour and only a +1 pen when fired against the rear 
armour.  Additionally, when rolling on the Damage Results on Vehicles table, 
all results of 4+ must be rerolled (the rerolled result must be accepted).

FIRE CONTROL SYSTEM:  Do not suffer a -1 to hit penalty for shooting while 
moving.  This applies to the specified weapon systems on the vehicle.

ADVANCED OPTICS:  Do not suffer a -1 to hit penalty when shooting at long 
range.  Smoke can be seen and fired through without penalty.

MINE RESISTANT AMBUSH PROTECTED (MRAP):  When vehicle is struck by an IED, 
can only achieve a superficial damage result if the vehicle is penetrated. 

SLAT OR REACTIVE ARMOUR:  Reduce the penetration value by 1D3 for 
weapons fired against this vehicle that have the Shape Charge rule.

TRANSPORT (X):  The vehicle can transport “x” number of figures.

CREWED:  The vehicle can move and fire while not carrying a unit.

VULNERABLE CREW:  When an “On Fire” result is rolled on the damage table, a 
-3 modifier applies to the resulting morale test.

AMMO X:  Weapon is limited to X number of shots before it must reload.  To 
reload the unit must complete a Down action.

SMOKE DISCHARGERS: Smoke dischargers are a One Shot weapon.  When fired, 
a 2” wide line of smoke is created that extends from the rear left of the 
vehicle, around the front, to the rear right of the vehicle (a U shape around 
the left, front and right flanks of the vehicle).

The smoke screen will disperse at the start of the vehicle’s next activation.

FANATICS:  Fanatic units do not take morale tests for losing ½ their number from 
shooting, and function normally so long as they have at least two men.  If 
reduced to a single model, the unit takes a morale test normally.

Fanatic units with at least two models are not routed when pins are equal to 
their morale value.  When a fanatic unit is defeated in close quarters, it is not 
destroyed.   Instead, continue to fight rounds of close quarters until the unit is 
wiped out or defeated and reduced to a single model.

GREEN:  Green units are inexperienced and given a morale rating of 8.  The first 
time the unit suffers a casualty, roll a D6.  On a result of 1 the unit takes D6 Pin 
markers and goes Down (if already taken its action, change the order die to 
Down).  A result of 2, 3 or 4 has no effect.  On a result of 5 or 6 the unit’s morale 
increases to Regular (morale value 9) for the rest of the game.

RELUCTANT FIGHTERS:  Unit always takes an orders test (even when not pinned) 
when given an order, counting each Pin marker as -2 (instead of -1).

STUBBORN:  Unit ignores negative modifiers for Pins when taking a morale test 
(does not apply to an orders test which is different).

TOUGH FIGHTERS:  When a model inflicts a casualty in close quarters against enemy 
infantry/artillery, immediately make a second damage roll.

ELITE:  Elite units do not suffer a -1 to-hit penalty when shooting while advancing.  
Elite units can shoot twice on a fire order (second shot is -1 to-hit).  Elite units 
also reduce the damage value by -1 for enemy units engaged in close quarters.

LEADER:  Officers and squad leaders that are in command of one or more 
subordinate units.  Leaders can only be targeted if they are the closest target.  If 
any other non-Leader unit is closer to the shooting unit the leader cannot be 
targeted (except by snipers).  Leaders that successfully pass a Rally order may 
instead rally D3 pin markers off of a subordinate unit within 6”.  Leaders listed 
individually in an army list activate individually.  Leaders embedded with a 
group/team activate with the group/team but may execute a different order (e.g. 
team fires while the leader rallies).

MARTYRS:  When an order test is failed a unit of Martyrs will instead fire at the 
nearest visible enemy target (if possible).  Martyrs do not take morale tests and 
must be killed “to a man” to be removed from play.  Martyr units that are 
defeated in close quarters treat the result as a tie and continue fighting.

BODY ARMOUR:  Units equipped with body armour increase their damage value by 
1 against shooting.

URBAN OPERATIONS:  Units with this ability are specially trained and equipped for 
combat in urban environments.  When a unit with the Urban Operations special 
rule assaults a building that is occupied by enemy roll 1D6.  On a 3+ the enemy 
unit is stunned and the assaulting unit strikes first before the enemy unit 
occupying the building.  On a 1 or 2 the strikes are simultaneous.

CLOSE QUARTERS:  +1 to damage value in close quarters.

GREEN:  When the unit takes its first casualty, roll a D6.  On a 1 the unit takes D6 
pin markers and goes Down.  On a 2, 3 or 4 the unit continues normally.  On a 5 
or 6 the units morale is upgraded to regular and the unit does not test again for 
the rest of the battle.

AMATEUR HOUR:  When firing any heavy weapon, before rolling to hit, roll a D6.  
On the result of a 1 a catastrophic misfire has occurred and the model carrying 
the weapon is killed and the weapon itself destroyed.  If a team weapon, the 
team is destroyed as well.  On a 2+ the weapon fires normally.

FIRST AID:  When the unit suffers a casualty from shooting roll 1D6.  On the result 
of 6 the casualty is ignored.

MEDIC:  When a friendly unit suffers a casualty from shooting within 6”, roll 1D6.  
On the result of 5+ the casualty is ignored.

AIR MOBILE:  Unit can use the fast rope insertion capability for helicopters.

RECYCLE: When this unit is eliminated from the game it will recycle onto the table 
from a predesignated location (such as a building or similar feature – if none 
exists it can be a designated entry point on the table).  The predesignated 
location must be positioned within the insurgent deployment zone.  If the 
predesignated area is overrun by enemy forces the unit no longer recycles onto 
the table.  Victory points for eliminated recycle units must be tracked for each 
time the are eliminated from the game.  Recycling may can also be tied to a 
specific objective on the table (if taken by enemy forces recycling ends).  Note 
that when recycling is no longer possible the effect is immediate (units waiting to 
return can no longer do so).

TOUGH FIGHTERS:  Each model in the unit has two attacks in close combat 
regardless of what weapon is carried.

NIGHT VISION:  Ignore the rules for night fighting.

VARIABLE WEAPONS:  The unit has access to variable small arms.  Each model may 
be armed with two weapons, selected from the small arms weapons chart.

SPOTTER:  At the start of a turn, the sniper team may go on Ambush.

MOPP:  This team rolls to see if they are effected by Chemical Attacks.



ASSAULT: This weapon suffers no 
penalty ‘to hit’ when  moving and shooting.  In addition, infantry models 
armed with an assault weapon count as Tough Fighters.

FIXED:  When ordered to Fire, fixed weapons can only target an enemy unit 
that lies at least partially within their front arc (i.e. within an angle of 45° to 
each side of their barrel).  Targets outside of this arc cannot be shot at with 
a Fire order.

When ordered to Advance, fixed weapons do not move from their position, 
but can instead be rotated on the spot to face any direction, and can then 
fire suffering the normal -1 to hit for ‘fire on the move’.

When ordered to Run, fixed weapons move the normal 12”.

HIGH EXPLOSIVE (HE):  Weapons with both Pen and HE attributes must decide 
before firing which type of shot is being made.  When firing HE, pick a target 
unit a roll to hit normally (using direct or indirect fire as applicable).  If the 
unit is hit, use the specified template size to determine how many models 
are hit in the target unit.  Template can be placed anywhere on top of or 
between the target unit models.  The template cannot touch any friendly 
models.  Count fully covered and partially covered models as hits.  If models 
from other enemy units get covered, they are also hit, so long as you first 
attempt to hit as many models in the target unit first and do not clip any 
friendly models in the process.

A unit can choose to go Down in response to the shooting, in which case roll 
to hit and determine number of hits normally, but then ½ the number of 
hits.  HE hits potentially cause multiple Pins on the target as specified by the 
HE shots table.  Apply Pen values to the damage rolls as determined by the 
HE shots table.  Models removed as casualties can come from anywhere in 
the unit, not just from those covered by the template.

When a unit capable of firing both AT and HE rounds goes into Ambush, 
mark the unit with what kind of round is loaded.  If this is not done, the 
round type loaded is automatically considered AT.

Multiple HE hits:  If a unit fires multiple HE shot simultaneously, roll to hit 
with all shots normally, then for each hit place a template.  The templates 
must be placed touching each other but not overlapping.  Models covered 
by multiple templates still only generate a single hit.  The target unit suffers 
only a single effect of Dx pin markers (counts as a single, combined shot).

HOWITZER:  This weapon can either shoot directly at a target drawing line of 
fire ‘over open sights’ in the normal way, or it can shoot indirect fire.  When 
firing direct there is no minimum range.  When firing indirect, a howitzer has 
a minimum range as indicated in the weapons chart.

SHAPED CHARGE:  Weapon does not suffer a -1 to penetration at long range.

TEAM WEAPON:  The weapon requires 2 or more men to shoot at full effect.  
Three team types:  squad team, support team and artillery team weapons.  
Crew members are busy and do not shot their personal weapons.  A 
minimum of 2 crew is always needed to fire at full effect.  If only one man 
remains, the weapon can still fire but suffers a -1 to hit penalty.

Support team weapons:  When the model carrying/firing the support team 
weapon is killed the entire team is removed from the game.

Squad-based team weapons:  Must identify the loader model for the 
weapon and keep the model within 1” of the other team member.  When 
the team weapon is fired, the loader cannot fire as well.  If the weapon 
model is killed, the loader reverts to a regular squad member.  If the loader 
is killed, the team weapon can still fire but suffers a -1 to hit penalty.

LINKED:  Linked weapons fire simultaneously and at the same target. 

WEAK:  Weapon is at an additional -1 PEN at over ½ range. 

GRENADES:  When throwing, nominate a single model from the unit that will 
throw the grenades (does not fire their normal weapon).  Can be thrown 
between 2-8”.   Roll to hit using normal modifiers.  Do not suffer a -1 
modifier for long range (No Long).  Can be thrown indirectly (e.g. over 
obstacles) but suffer a -1 to hit if LOS cannot be drawn to the target.  
Grenades do HE (D3) damage.  A missed grenade has no effect.

GL (GRENADE LAUNCHER):  If the grenade launcher is underslung on an assault 
rifle, the model must choose to fire either the assault rifle or the grenade 
launcher (but not both) when shooting.  Grenade launchers fire as per 
thrown grenades, but they do suffer long range modifiers to hit and use 
their own weapons statistics per the weapons chart.

FIRE & FORGET:  Allows a fixed weapon team to use an Advance order to fire 
their weapon before moving (normally not allowed for a Fixed weapon).  
Hits are resolved against the targets top armour (if applicable).

SHOTGUN:  If target is at ½ range or less, each hit turns into D2 hits.

SUPPRESS:  Weapon can choose to do D3 pins instead of damage. 

INDIRECT FIRE:  Indirect fire weapons cannot be fired at targets within their 
minimum range (see weapons chart), measured from the center of the 
weapon itself.  If the target is found to be within the minimum range the shot 
misses automatically and is ignored.  The crew must be able to see their 
target, unless a spotter is used.  However, the crew can direct their fire 
against a target even if friends are in the way, as shots pass high overhead.

When firing HE shells indirectly, a 6 is required to hit, regardless of any 
modifier.  In the following turn, if the shooter fires at the same target, and if 
the shooter has not moved from their position, and if the target unit has not 
moved from their position (target must have moved at least 2” from the 
previously targeted area), a hit is scored on a 5+.  If the shooter continues to 
fire under the same aforementioned conditions, the to hit score is improved 
by 1 each turn.  If a hit is scored in any turn, all further shots hit on 2+.

When fired against vehicles, hits from indirect fire always strike the top 
armour, gaining the +1 Pen modifier.  If an open-topped vehicle is hit by 
indirect fire, gain +1 to the damage result in addition to the +1 Pen modifier.

Weapons cannot be fired indirectly by a unit that is in Ambush.

Howitzers and mortars can fire smoke shells to lay smoke.

If a unit contains a mix of normal and indirect fire weapons, the indirect fire 
weapons can target enemy units separately from the normal weapons.

ONE-SHOT:  The weapons can only be fired once during the game (replace the 
model after firing).  Models within a unit carrying one-shot weapons can split 
fire against different targets from the other models.

ANTI-AIRCRAFT GUN:  If this weapon is in range of a unit that is the target of a 
CAS attack, roll a D6.  On a 5+ the attack is cancelled.

ANTI-AIRCRAFT MISSILE:  If this weapon is in range of a unit that is the target of 
a CAS attack, roll a D6.  On a 3+ the attack is cancelled.

BACK BLAST AREA:  If this weapon is fired from within a building, all units in the 
building gain D3 pin markers.

SNIPER:  When firing on a Fire or Ambush order, rifle range is 36” and all 
shooting gains a +1 to hit.  Any specific model within a unit may be targeted 
by shooting.  Sniper shooting ignores soft and hard cover.  Fires as a regular 
bolt action rifle on an Advance order.

GUIDED MISSILE:  Does not suffer the to hit penalty for long range.

When reversing, either voluntarily or because of a failed order test (with 
enemy in its front arc), a recce vehicle can reverse at its full Advance rate 
rather than at ½ rate, and can maneuver as if driving forward (e.g. including 
normal turning rules).

Vehicles with dual direction steering can reverse at their Run rate.  If they 
fail an order test, these vehicles will always reserve at a Run rate.

Recce vehicles spot hidden enemy units when moved or deployed within 
12” (instead of the normal 6”).

Escape reaction:  A recce vehicle that has not acted this turn can react to 
enemy shooting with an escape move that is the same as described for an 
infantry or artillery unit going Down, except that before going Down the 
vehicle makes an escape reaction.

An escape move is done at the Advance rate or Run, which may be forward 
or reverse, as long as it results in the escaping vehicle ending of a LOS of the 
attacking enemy, or in cover from the attack, or at least further away from 
the attacker than when the attack is declared.  This movement cannot be 
used to assault enemy units.  When the move is complete, mark the unit 
with a Down order.  After moving, the enemies shot is resolved normally.  If 
the escaping unit has moved out of LOS the shot automatically misses.  If 
firing at the recce vehicles using HE, first determine if the vehicle would be 
hit before deciding to escape or not.

When an enemy unit declares an assault against a recce vehicle that has 
taken no action yet that turn, the vehicle may make an escape move as 
previously described.  If the recce vehicles decides not to escape, it can react 
normally to the assault (e.g. defensive fire).  After an escape move, the 
assaulting unit will move towards the recce vehicle.  If contacted, the assault 
is successful and resolved normally, otherwise the unit just moves as close 
to the recce vehicle as possible (respecting the 1” separation rule).

Recce vehicles cannot execute an escape move if they are towing anything.  
Additionally, escape moves cannot be used in response to an artillery 
barrage or air strike.



To account for both asymmetrical and symmetrical engagements, activation 
is done a little differently.  Each force must be organized into combat teams.  

ASYMMETRICAL ENGAGEMENTS

Use the “normal” Bolt Action activation process (an orders dice for each unit 
in a force – which in this case is the combat team).  

SYMMETRICAL ENGAGEMENTS

Organize each force into a combat team as makes sense for the type of unit 
selected.  Generally this means grouping infantry and teams together with 
their associated transports/APC/IFVs.  For example a full USMC squad –
leader + 3 fireteams – with a armoured transport).  This is great for large 
multi-player games where each player can control a single combat team.

Symmetrical (two forces of equal capabilities fighting a “traditional” battle) 
engagements can use these victory points.

VICTORY POINTS

• +2VP for each destroyed enemy vehicle with a DV of 6.

• +3VP for each destroyed enemy vehicle with a DV of 7 or 8.

• +4VP for each destroyed enemy armoured vehicle with a DV of 9+.

• +1VP for each immobilized enemy armoured vehicle.

• +2VP for each enemy team or leader killed.

• +2VP for each enemy irregular fireteam killed.

• +3VP for each enemy regular fireteam killed.

• +4VP for each enemy veteran fireteam killed. 

• +6VP for each objective taken/held at games end.

Asymmetrical engagements require a different approach to victory points 
given how difficult it is to inflict casualties on “western” troops and how 
quickly insurgents and poorly trained locals are killed during the game.  As a 
result, I suggest using the rules below for determining victory points at the 
end of a game.

INSURGENTS

• +1VP for each individual western figure removed as a casualty.

• +3VP for each western vehicle destroyed with a DV of 6.

• +4VP for each western armoured vehicle destroyed with a DV of 7 or 8.

• +8VP for each western armoured vehicle destroyed with a DV of 9+.

• +3VP for each immobilized western armoured vehicle.

• +4VP for each objective taken/held at games end.

WESTERN MILITARIES

• +1VP for each destroyed enemy vehicle with a DV of 6.

• +2VP for each destroyed enemy armoured vehicle with a DV of 7 or 8.

• +3VP for each destroyed enemy armoured vehicle with a DV of 9+

• +2VP for each non-vehicle unit (includes teams and leaders) removed 
that does not have the recycle special rule.

• +1VP for each enemy unit removed that has the recycle special rule 
(+1VP each time they are removed).

• +4VP for each objective taken/held at games end.

• +2VP for each suicide bomber removed from play that does not kill any 
western military models or other civilians.

• -2VP for each innocent civilian killed as a result of a civilian threat test.

These rules apply to asymmetrical engagements where irregular forces may 
use civilians as combatants (e.g. suicide bombers).  A civilian unit consists of 
between 1 and 3 models.

ACTIVATION

Civilians are moved by the insurgent player at the start of the turn.  All 
civilian units remaining on the table must activate at this time.  When 
activating a civilian unit, roll 1D6 and consult below:
• 1, 2 or 3:  Unit moves 10” towards the nearest table edge (if contacted, 

they escape/are removed).  They will attempt (not required) to stay at 
least 6” from visible military/armed units (including vehicles).

• 4, 5, or 6:  Unit moves 10” towards the nearest visible western military 
unit, but halts 6” away (ignore units they can’t see (e.g. hidden in a 
building or otherwise out of LOS).

REACTION TO CIVILIANS IN CLOSE PROXIMITY

When a civilian unit stops within 6” of a western military unit with which 
they have LOS, roll 1D6 and consult below:
• 1:  The civilian unit moves to contact with the unit and a suicide bomber 

detonates (see weapons chart).  If still alive/passed morale, the unit 
executes an immediate Down order.

• 2:  An innocent civilian is killed, the remaining models scatter (are 
removed, but don’t count as killed).  The unit executes an immediate 
Down order.

• 3 or 4:  The civilians finish their move (attempting to flee to the nearest 
table edge after passing the western military unit, or moving as close to 
that unit as possible, meaning they may get in the way, which is 
intended).

• 5 or 6:  The civilians are warned off and move 10” from their current 
position away from the western military unit, while attempting to stay 
at least 6” from other western military units.

A TB building represents a building on the tabletop that has an unknown 
status.  They must be empty at the start of the game (enemy units cannot 
deploy in TB buildings).  Not all buildings should be TB, only specific 
buildings of interest to a scenario (other buildings are “regular” buildings).  
A TB building will remain TB until one of the following occurs:
• It is breached by a friendly unit.
• It is occupied by enemy forces already in play.
Once either of the above occurs, the building is then treated like a regular 
building.  Regular buildings are assaulted using the normal rules for 
assaulting buildings from the Bolt Action rulebook.
ASSAULTING

Assaulting a TB building determines the status of the building.  A unit must 
use a Run order to assault a TB building.  At least one model must make it to 
an entryway (door or gate), with additional models “stacking” up behind the 
lead model.  
Take an entry test by rolling 1D6 to determine the building status:
• 1 or 2:  IED explodes. Roll a D6.  On a 1-3 a large IED explodes inflicting 

1D6+2 hits with a -2 PEN on the unit.  Building is destroyed.  On a 4-6 a 
small IED explodes inflicting 1D3+1 hits with a -1 PEN on the unit.

• 3 or 4:  Place 1D3+1 Martyrs armed with assault rifles in the building.
• 5:  The building is unoccupied.
• 6: The building is occupied by an HVT accompanied by two guards with 

assault rifles.
CLEARING

To clear a building the assaulting unit must eliminate all resistance located 
inside the building.  If the building is not destroyed and is unoccupied the 
assaulting unit may move into the building normally.  If occupied, the unit 
must resolve an assault against the occupants.  Any HVT present is 
automatically captured if the enemy unit is defeated in close quarters.
SUPPRESSION FIRE

Prior to assaulting a TB, units may conduct suppression fire against the 
building.  Range is measured to the center of the building.  LOS can be 
drawn to any part of the building.  For each successful hit, roll 1D6 and 
record a pin on the building for each result of 4+.  After resolving a entry 
test, if the building is occupied by enemy, roll 1D6 for each pin.  For each 
result of a 6 one of the occupants was killed by the suppression fire and is 
removed prior to resolving the close quarter combat.


