OUT MISSION (DEFEN

The attacker is attempting to break out of
an encirclement. Defending forces are sur-
rounding the enemy with a blocking force
in front and a reserve rushing the flanks.
The attackers have only moments to break
out before their fate is sealed.

Break Out uses the Prepared Positions
(page 264 of the rulebook), Reserves (page
268), and Scattered Reserves (page 269)
special rules.

YOUR ORDERS
Attacking Player

You are caught in a pocket, surrounded by
enemy forces. Launch an attack immedi-
ately to break through the blocking force
before the enemy tightens up the pocket.

Defending Player

Your plan has worked, the enemy is trapped
between you and the blocking force. You
need to close the trap and destroy them.

PREPARING FOR BATTLE

1. The defender chooses which short table
end they will defend. This half of the table,
excluding the area within 12”/30cm of the
table centre line, is their Deployment Area.

2. The attacker’s Deployment Area is the
other table half, excluding the area within
16”/40cm of the short table edge.

3. Starting with the defender, both
players place one Objective each
in the defender’s end of the table.
They must be at least 16”/40cm from the
centre line of the table, and may not be
placed within 8”/20cm of any table edge.

4. Next the defending player nominates at
least half of their platoons to be held off the
table in Delayed and Scattered Reserves.

5. The defender Deploys their remaining
platoons.

6. The attacker Deploys all of their
platoons.

7. Both players now Deploy any Warrior
teams that are not part of a platoon and
all Independent teams, starting with the
defending player.
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BEGINNING THE BATTLE

1. Starting with the defender, both players

make Reconnaissance Deployment moves
for any Recce teams they have on table.

2. The attacking player has the first turn.

3. Asboth sides are in Prepared Positions,
all platoons may begin the game Dug In.

ENDING THE BATTLE

The battle ends when either:

o the attacker has Taken any of the
Objectives at the start of their turn, or

o the defender starts any of their turns,
starting from turn six, with no attacking
teams within 12/30cm of any Objective.

DECIDING WHO WON

If the game ends because the attacker has
started their turn holding an Objective, they
have broken through to safety and have
won the game. Otherwise, the defender has
won, holding off the attack long enough for
the enemy to be swept up and destroyed.




