o ﬂnrﬁ%ﬂd Phase o

Fvery Ml unit recovers and gains | dodge
token. Fach wounded Al unit recovers |

health.

Action
' Priority

1) Spot COR
M”,V 4 i 2) Spot Low Health
Priar. ity 3) DObjective

Attack
Priority




g3 ﬂﬂiﬁ%ﬂ/‘%ﬂ&'ﬂ §§§§ :

Fvery Ml Unit Reca V%'rs and gains a surge
token.

Action
' Priority

ehint locker
Move 1) Behind LOS Black
Friarity 2) Objective

Attack
Priority

) Mast Dice
15:457) Nearest Enemy
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o ﬂnm%rm’ Phase §§§§

Al 4 Commanders and Operative gain 7
Aim tokens.

Action
' Priarity

Mﬂ Ve 1) Spot t'lm rnﬂst'
i enemies possible
Prigrity 2) Map Center

Attack f) it
Priority = pynsive




: '%_ = ﬂnrﬁ%d Phase gg. 5 =
Al Al Troopers gain an Aim Token.

Action
' Priarity

1) Friendly COR
Mave 2) Enemy COR
Prigrity 3) Nearest Enemy

Attack
Prigrity

g st potential dice
e nfizfmnng enemies
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G ﬂnrﬁ%d Phase i

Al Commanders and peratives gain
Arsenal 2 and the following weapon:

Action
' Priarity

Move 1) Enemy Deployment Zone
Friarity 2) Spot Nearest Enemy

Attack o R :
prer, - +Most Expensive
Priority




o ﬂnrﬁ%ﬂd Phase i

Reveal one order token - That unit may
immediately perform -free attack against the
closest enemy unit. Re-shuffle order token
afterward,

Action
' Priarity

Mﬂ ve 1) Engage a melee with
i nearest enemy
Prigrity 2) Map Center

Attack
Prigrity. i B ;:-: 2) Lowest Health




s ﬂnm%rm’ Phase §§§§

The Mast Expensive Al unit gains an Aim
token, a Dodge token, Relentless and
Lritical : Z until the end of turn.

Action
' Priarity

Move

i 1) Objective
Prigrity

Attack
Prigrity

Vehicle
Maost Health




o ﬂnm%rm’ Phase i
Al Al Cammanders make an additional

attack action at the end of their

activation.

Action
' Priarity

Move

. i 1) Objective
Prigrity

Attack
Prigrity




: '%_ = ﬂnrﬁ%d Phase gg. 5 =
Every Al unit Recovers and all Al Vehicles
gain an Aim token.

Action
' Priority

Mova 1) Friendly COR
Friarity 2) Nearest Enemy

Attack

A oo
Priority

2) Nearest Enemy




: '%55 : ﬂnrﬁ%d Phase gg. 5 =
This round, Al units gain + maximum
range to all weapons

Action
' Priarity

Move 1) Hide b'ghina' lﬂ.?'
i Blocking Terrain
Priarit, i 2) Friendly COR

Attack
Prigrity

ff.-.L’l





