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The dynamic war game

INFANTRY

Activated (1 only):
Combined arms phase
Non-combat move phase

M

r = ranged combat modifier
m = melee combat modifier
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artillery
token +1

present

capac-
ity: 1 (normal)

Attack: ranged & melee
Special (reaction):

Can form square after
successful reaction roll

CAVALRY

Activated (any 2):

Fast movement phase

Combined arms phase
Non-combat move phase

Movement capacity: 2 (fast)

Attack: melee
Special (attack):

Becomes spent if fails to hit

If unopposed, can attack
an enemy unit in any battle
zone of the targeted sector

Special (reaction):
Can retreat before combat
Can counterattack after

successful reaction roll
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ARTILLERY

Activated (1 only):
Bombardment phase
Combined arms phase
Non-combat move phase

Movement capacity: 1 (slow)
Attack: ranged

Special (attack):
Rolls 2 dice against 1 unit.

Doesn’t move after attack

Special (bombardment):
Can target an adjacent
or non-adjacent sector
in a straight line.

Rolls 2 dice against 2 units.
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7. Scoring phase

following order (starting from the space No. 1):
Attacking infantry - attacking cavalry - attacking
artillery - infantry in squares - defending infantry
- defending cavalry - defending artillery - routed
infantry - routed cavalry - routed artillery.

(melee)
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9. Taking hits




