HIGH CRUSADE REFERENCE SHEET

UNIT INTEGRITY 


Each figure must be within 3cm of anther figure from the same unit.
If integrity is broken then -25% to all 


movement and firing.

ORDERS 

· Advance (6 to 10cm). 

· Cautious Advance (1 to 6cm). 

· Static. 

· Regroup.

THE MOVE

· Player A moves their Fireteams.

· Player A may than fire any or all of their Fireteams.

· Player B moves.

· Player A may fire any remaining Fireteams.

· Player B fires.

FIRING 


Defence Factors modifiers are:  
	Shot at from Close Range
	-1

	
Shot at from Long Range 
	+1



Orders firing modifiers are;

	
Order

	Firer
	Target

	Advance
	-30%
	+15%

	Cautious Advance
	-15%
	0%

	Static


	0%
	-15%

	Regroup
	n/a
	+25%


TERRAIN

	Terrain Type
	Movement
	Firing Into

	Woods
	-25%
	-15%

	Jungle
	-50%
	-25%

	Urban Areas
	-25%
	-20%

	Swamp
	-50%
	0%

	Fordable Rivers
	-25%
	0%


HAND TO HAND COMBAT 

Additional modifier:  -2 for carrying a Heavy Weapon.
MORALE

· First time the Fireteam is fired at.

· Fireteam ambushed (see Ambush rules).

· First casualty suffered by Fireteam.

· Fireteam strength falls below 50%.


Morale check modifiers;
	
Fireteam ambushed
	-4

	
Fireteam shot at for the first time
	0

	
First casualty suffered by Fireteam
	-2

	
Fireteam strength falls below 50%
	-4

	
For each previous casualty suffered
	-1



Pass Morale on 3+.




AMBUSH and SNIPER rules see rules book.
