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 GUERRA CIVIL ACTIONS!     
	
	3 - 6
	7 - 12
	13 - 18
	19 - 24
	25 - 35
	36+

	2
	-
	-
	-
	-
	-
	Retírese

	3
	-
	-
	-
	-
	Retírese
	El Terror

	4
	-
	-
	-
	Retírese
	Retírese
	El Terror

	5
	-
	-
	Retírese
	Retírese
	El Terror
	2 x El Terror *

	6
	-
	Retírese
	Retírese
	El Terror
	El Terror
	2 x El Terror *

	7
	Retírese
	Retírese
	El Terror
	El Terror
	2 x El Terror *
	2 x El Terror *

	8
	Retírese
	El Terror
	El Terror
	2 x El Terror *
	2 x El Terror *
	Pierda a 

un Pelotón *

	9
	El Terror
	El Terror
	2 x El Terror *
	2 x El Terror *
	Pierda a 

un Pelotón *
	Pierda a

 un Pelotón *

	10
	El Terror
	2 x

 El Terror *
	2 x

 El Terror *
	Pierda a 

un Pelotón *
	Pierda a 

un Pelotón *
	Pierda a 

un Pelotón *

	11
	2 x

 El Terror *
	2 x 

El Terror *
	Pierda a

 un Pelotón *
	Pierda a 

un Pelotón *
	Pierda a

 un Pelotón *
	Pierda a

 un Pelotón **

	12
	2 x

 El Terror *
	Pierda a

 un Pelotón *
	Pierda a

 un Pelotón *
	Pierda a

 un Pelotón *
	Pierda a

 un Pelotón **
	Pierda a

 un Pelotón **


Modifiers

Area Fire : ½ strength                            Long Range / Firers moved before firing: ½ strength      

MG at 12” Range or less              +2 Columns  MG firing at target moving in open: +2 to roll    

Target Evading or Pinned:            -1 Column       Target in Trench:                          -2 Columns

Target is Skirmishers / Guerrillas: -1 Column       Target in Woods/ Hard Cover:     -1 Column
Notes
Shift to left of 3-6 Column = No Effect.

Retírese                 =    Target unit immediately makes a retire move or take a terror marker
.                                    It may not act again this turn (except in current fire fight, if it hasn’t yet)

El Terror                =     Takes one terror marker

2 x El Terror          =     Takes two terror markers, and a Pin marker

Pierda a un Pelotón =  Target Loses a Platoon, takes a Pin marker, and a “Serious” Test

*    =                             Check for possible Officer casualty.

**   =                             Take “Fear” Test, and check for possible Officer casualty.
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	On

Foot
	On

Horse
	Truck
	Armoured Car 

or Truck
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Tank

	Scrub
	½
	½
	½
	½ *
	OK *

	Walls
	½
	-
	-
	-
	OK *

	Trenches  (
	½
	-
	-
	-
	OK *

	Wire
	Alto!
	-
	-
	-
	OK *

	Wire (Crushed)
	½
	-
	-
	½ *
	OK

	Up Hill
	x2
	x2
	x2
	x2
	x2 *

	Up Steep Hill
	x3
	x3
	-
	-
	x3 *

	Buildings
	½
	-
	-
	-
	-

	Rough
	x2
	x2
	x2
	-
	x2 *

	Dense Woods
	x3
	-
	-
	-
	-


Rough = Fords, Light Woods/Orchards (no tanks), broken ground, marshy ground, beaches

½: Must pay half of all MP’s to cross.  X2/x3: Must pay 2/3 MP’s for each 1” moved.

( : Only troops on foot may move along inside a trench. 

 - : Move not allowed.

* : Bog Down test. On a 5-6, the vehicle breaks down and cannot move any more. May fire.  
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DIRECT HITS

	
	Building
	Vehicle
	Other

	 Artillery v.
	9
	11
	10

	Tank Gun or Mortar v.
	9
	12
	11

	HAND-TO-HAND TABLE

	
	Advantage
	3:2
	2:1
	3:1
	4:1+

	1
	S/ Derrotado
	S/ Derrotado
	S/ Humillado! *
	S/ Humillado! *
	S/ Humillado! *

	2
	S/ Retírese
	S/ Retírese
	W/ Retírese
	W/ Retírese
	W/ Retírese

	3
	S/ Retírese
	W/ Retírese
	W/ Retírese
	W/ Retírese
	W/ Derrotado

	4
	W/ Retírese
	W/ Retírese
	W/ Retírese
	W/ Derrotado
	W/ Derrotado

	5
	W/ Retírese
	W/ Retírese
	W/ Derrotado
	W/ Derrotado
	W/ Derrotado

	6
	W/ Derrotado
	W/ Derrotado
	W/ Derrotado
	W/ Derrotado
	W/ Derrotado



Modifiers

Behind Fortifications:                                      + 50% HTH Total   
In Cover (Trench, Stone Wall, Building etc.)  + 25% HTH Total

Uphill, Defending Breach, Hill, Ford etc.:        + 25% HTH Total

Formed Body:                                                 + 25% HTH Total (Cavalry only)
Grenadiers/ Dynamiteros:                              +2 to HtH value on unit card

Notes

S = Stronger total melee number   W = Weaker total melee number
S/W Retírese   =    Stronger/Weaker side retired, and takes 2 “El Terror” markers                   S/Humillado!   =    Stronger side takes a “Humillado” marker. Treat as an “El Terror” marker 
                               that can’t be rallied. Treat the result the same as S/Retírese  
S/W Derrotado =   Stronger/Weaker side loses two platoons, and survivors rout.

*                       =   Make a “Fear” Test, and check for possible Officer casualty.

Allowable Actions

Move (and Shoot)                    (       Charge into HtH

Recover from “El Terror”          (       Rally from Rout or Pin

Special (see rules)                   (       Mount/Dismount from horses or vehicles
Reactions

             Defensive Fire      (      Firefight      (     Ambush
             Retire                   (       Rout           ( Pursue
Unit Characteristics

Guerrilla:       Faster in rough terrain, more cover benefits.
Storm:           Foregoes “Retírese” - Lose a platoon instead.   
Especialista: Foregoes “Retírese” – Takes “El Terror” marker instead. 
Mob:              Needs to roll a 4-6  to do anything other than charge or shoot 
Skirmisher:   Receives modifiers when fired at.    
Ingeniero:     Can cut wire.
Dinamitero:   Can fight armoured vehicles.
Causes of Morale Tests

· Charging an Enemy (Charge)        (   Charged by an Enemy   (Fear) 
· Lose a Platoon             (Serious)   (   Suffer a Serious Result  (Serious)
· Ambushed                      (Fear)      (    Lose Officer                   (Fear)        
· Destructive Fire (** result) (Fear)   (     Unit routed through       (Fear)        
· Trying to Rally from “El Terror”,Rout or Pursuit                         (Rally)

Morale Modifiers
· An Officer’s Morale Bonus   (+/-)   (     Loose Order (Cavalry)          (-1)
· Tester is Outflanked             (-2)    (     Behind works or in trenches (+2)

· Per “El Terror” or “Humiliado” marker
Effects of Morale Failure

Fail Charge Test:   Unit may not charge enemy this turn.

Fail Fear Test:       Unit routs immediately, place “Humiliado” marker
Fail Serious Test:  Unit retires (Retírese) immediately.

Fail Rally Test:       Unit continues routing, or stays pinned.

