TO THE LAST MAN
Sequence of Play

· Movement (alternate units)

· Off-table artillery

· Firing (in order of troop quality)

· Melee
· Morale & Rallying off pins
Motivation
Range: Squad Leader:              6””

            Platoon Commander: 12”

(Needed to move, fire or remove pins)
Movement

                                         Fire?          Spot?

Stealthy                3”         No               Yes

Manoeuvre    3” + D6       Unaimed     Yes

Rush             3” + 2D6      No               No   

Assault            D6         Yes if both within 6”

See Rules p.31 for effects of trenches or wire
Visibility
In theory this extends across the table, but is blocked by buildings, walls, hills, over 1” of dense woods, or over 4” of smoke, scrub etc.  
Enemy is automatically spotted if it fires and is in line of sight of observer.

Otherwise, range for automatic spotting is: 

Twilight, or in rain:                              48”

If target emerging from cover:             30”

Night, or through smoke:                     18”

Target halted in open, and not firing:  18”

Target halted or “stealthy” in cover:   12”

As above, but not firing:                       4”

Halted, in cover, and at night:               0”   

Roll needed to Spot: (D6)
Spotter is Gallant or Veteran:     4-6 
Spotter is Regular or Stubborn:  5-6

Spotter is Raw, or in gas mask:     6
You always need a “6” to spot a sniper

Note: A figure in a trench or edge of building can stay completely hidden, or else be in a position to observe or shot. In that case they’re classed as “in cover”.  

Weapon Ranges
Pistol               6”             1 Die  
SMG/BAR     12”/60”     3       (3” radius)
Rifle               80”            1
LMG            100”            3/5   (4” radius)

HMG           120”             5      (6” radius)
Grenade           6”             *      (3”/6” radius)  
Flamethrower  6”             **

*  = 1 die for each fig. in blast area

       (3” radius if offensive, 6” if defensive)
** =  4 die per fig. within 1” of line of fire 

Aimed Fire (D20)
      18-20:          Killed
      15-17:          Pinned
      14 or less:    Miss
Aimed Fire Modifiers

+3    if area weapon in confined space

+2    if bomber throwing within 6”,

           or marksman

-1     if target stationary or moving 

        “stealthily” over 18” away

-2     if firer is Raw

        if firer wearing gas mask

       if target in hard cover or in body armour
Unaimed Fire (D20, to pin)
Gallant:                                      19 or more
Stubborn:                                   17 or more
Veteran, Regular or Ferocious: 15 or more

Raw or Irregular:                       13 or more

See Rules (p20) for HMG Beaten Zones

Unaimed Fire Modifiers

+1   if target in hard cover.

       if target is Ferocious and advancing

-1    if firing “area weapon (e.g. Field Gun) 

       or 1914 British using “rapid fire” 

-2   if firer using automatic fire.

If Pinned: Place marker. Target takes cover or goes prone. May not shoot or move closer to enemy until pin removed. May make free 4” move backwards if enemy within 4”. 
Hand-to-Hand Combat
There are no charge moves, and figures can’t “rush” into contact – only “assault” or manoeuvre – in a straight line. The figure moving into contact can’t shoot, but can be fired upon by the defending figure if it hasn’t moved already that turn. If the attacker is pinned, he halts 4” away from defending figure. Gallant, Ferocious or Stubborn attackers may ignore pin.
If contacted a figure can’t move, and has to fight at least one round before breaking off. Figures which were in melee last turn can’t shot or be shot at this turn, and if unpinned they may attempt to break off the melee. 
No more than two figures may attack            a single defending figure.

Procedure:

Roll a D6 per figure involved

     +2  if Gallant or ferocious

           if second attacking figure

     +1  if Veteran or Stubborn

           if wearing body armour

     -2  if Pinned

Result:
If score 2 or more less enemy: Loser killed

If score 1 less:                          Loser Pinned

__________________
Morale

Troops test by section, or by individual heavy weapon. 

Take a Morale Test:

· For each figure of the section killed this turn

· If Platoon Commander, or another Squad leader has been killed this turn, within 18”

· If within 36” of an enemy tank which is shooting or advancing towards them.

· If enemy are using flamethrowers this turn within 12” of any figure in the section

   To pass (D6)
   Gallant:                      2-6 required                      Ferocious troops count as Gallant if advancing        
   Veteran or Regular:   3-6 required                      Otherwise they count as Raw. Stubborn troops
   Raw or Irregular:       4-6 required                      count as Gallant if defending trench or building. 
                                                                               Otherwise they count as Regular.
1st Failure: Unit carries on as normal
2nd Failure: All figures pinned. Can’t fire, and only move away from enemy, using Rush move

3rd Failure:  Unit disperses 
Surrendering: Gallant troops never surrender. Others do if routing troops have enemy between them and their table edge, and within 6”. Individual figures in a melee will also surrender if they have at least four enemy figures near them, and closer than their friends. 

Rallying

Morale Failure Markers: Unit may attempt to rally if it spent the turn stationary. It takes a morale test, and one morale marker is removed if successful.   
Gallant, Veteran or Ferocious:  2-6

Stubborn or Regular: 3-6

Raw or Irregular: 5-6

To become Unpinned:  Roll a number of D6. 5-6 needed to remove one “pin”.  

Gallant or Ferocious figures:                roll 4D6   

Veteran, Stubborn or Regular figures:  roll 2D6
