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REINFORCEMENTS ARE A COMBAT FORCE THAT REMAINS IN RESERVE, WAITING FOR THE RIGHT MOMENT TO JOIN THE FRAY, EITHER SUPPORTING THE MAIN FORCE
OR CARRYING OUT TASKS SUCH AS A RESCUE OR EVAC MISSION; OR ATTACKING, HUNTING, OR CHASING ENEMY UNITS.
THIS EXTRA ALLOWS PLAYERS TO HAVE A REINFORCEMENT SECTION IN THEIR ARMY LIST THAT CAN BE DEPLOYED AFTER SUFFERING CASUALTIES, OR IN THE
LAST GAME ROUND.
THE REINFORCEMENTS EXTRA MODIFIES THE PLAYER TURN SEQUENCE, ADDING A NEW “REQUEST REINFORCEMENTS” STEP. THE EXTRA ALSO MODIFIES THE
STRUCTURE OF THE ARMY LIST TO ADD THE REINFORCEMENT SECTION.

REINFORCEMENTS
PLAYER TURN

Each Player Turn is divided into these steps:

1. Start of the Turn: Tactical Phase
1.1 Executive use of Command Tokens
1.2 Request Reinforcements
1.3 Retreat! check
1.4 Loss of Lieutenant check
1.5 Order Count
2. Impetuous Phase
3.0rders Phase
4. States Phase
5. End of the Turn

REQUEST REINFORCEMENTS

The Active Player counts their Victory Points, and checks if they can request

Reinforcements.

REINFORCEMENTS &
REINFORCEMENTS SECTION

With this Extra, each player’s Army List is divided into a Main Section and a
Reinforcement Section.

The Main Section contains the Troopers the player has chosen as their main combat
force, which is deployed in the usual way at the start of the game.

The Reinforcements Section consists of a separate Combat Group or Groups, which is

only deployed in specific circumstances.

m The Main Section of the player’s Army List must include one Trooper with the
Commlink Special Skill.

m The player must assign a total of 100 points and 2 SWC to build their
Reinforcements Section, and the rest of the points and SWC to build their Main
Section.

Forexample, in a 350 Army Point game the player must use 250 points and
5 SWC to build their Main Section and 100 points and 2 SWC to build their
Reinforcements Section.

m The Reinforcements Section can only be deployed during the Tactical Phase, in
the Request Reinforcements step, before the Retreat! Check.

m All Troopers belonging to a Reinforcements Section must be deployed during
the same Tactical Phase.

m Once deployed, the Reinforcements Section will be a separate Combat Group or
Groups. Therefore, Troopers belonging to a Reinforcements Section must form
their own Combat Group or Groups.

Troopers cannot be moved into or out of Reinforcement Combat Groups until
the player’s following Tactical Phase.

m A Reinforcements Section can only be made up of Troopers whose Unit Profile
name includes Reinforcements (Reinf.).

m Troopers in a Reinforcements Section count towards the maximum limit of 15
Troopers in the Army List.

m Each faction has its own Reinforcements Section, which is shared amongst all
its armies, whether they are generic or Sectorial. That Section has specific Units
with their own AVA, and also its own Fireteam Charts.

m Whendeploying the Reinforcements Section, the player can create Fireteams
from Troopers belonging to it, without needing to spend Command Tokens.
However, players must always observe the Reinforcements Fireteams Chart and
the Types of Fireteams in the Army List Fireteams Chart.

Therefore they cannot deploy a Fireteam Core in a generic army that only allows
them to deploy Fireteam Duos and Haris, or deploy a Fireteam Core without
cancelling the one already in play, if their army doesn’t allow them to have more
than one Fireteam Core on the game table, for example.

m Troopers from the Main Section cannot be part of the Reinf. Fireteams of the
Reinforcements Section. In the same way, Troopers from the Reinforcements
Section cannot be part of the Fireteams of the Main Section.

m When building the Army List, Troopers whose Unit Profile name includes
Reinforcements (Reinf.) cannot be included in the Main Section.

RECOMMENDED GAME WITH
REINFORCEMENTS

A standard game with the Reinforcements Extra is organized with 350
Army Points and 7 SWC. This means the player has 250 points and 5
SWC to build their Main Section and 100 points and 2 SWC to build their
Reinforcements Section.




COMMLINK

Troopers with this Special Skill are equipped with cutting-edge comms systems and a

direct link to the nearest action units, so players can Request Reinforcements to turn
the tide or to deliver the final blow.

COMMLINK

AUTOMATIC SKILL

Obligatory

» The player must create a Reinforcements Section with 100 points and 2 SWC.

» The player can use the Request Reinforcements Special Skill during the Tactical
Phase of the Player Turn. This can be done even if the Commlink Trooper is in
a Null State or has been removed from the game table.

» Apositive MOD in round brackets next to this Skill indicates how many Troopers
the player caninclude in their Army List, over and above the limit of15 Troopers.
Forexample, Commlink (+2) lets the player have up to17 Troopers in their Army
List (15+2). These MODs are cumulative with other MODs to the maximum
number of Troopers, or Bonuses due to Special Skills or scenario rules.

» Whenthe Reinforcement Sectionis deployed in the Tactical Phase, the Commlink
Trooper can be moved to any of the Reinforcement Section’s Combat Groups,
without spending a Command Token.

» Players can have a maximum of one Trooper possessing this Special Skill in
their Army List.

REQUEST REINFORCEMENTS

ACTIVATION
To Request Reinforcements, the Active Player must meet one of the following
conditions:

» The Active Player counts their Victory Points and the sum total is equal to or
less than the Request Reinforcements value listed in the chart below.

» Itistheir third Game Round.

EFFECTS

» The player must place a DropPod Token (DROPPOD) totally inside of their
half of the game table.

The DropPod can only be placed in a location with enough space to fit its
entire base, or those locations where both players have previously agreed
thatit can be placed even if the base does not fit.

» To represent the DropPod, the player can use a DropPod Token (DROPPOD)
orascenery element of a similar diameter.

» All of the Troopers in the player’s Reinforcements Section, along with their
Peripherals and their Deployable Weapons or Equipment must be deployed
totally inside the DropPod’s Zone of Control, and totally inside of their half
of the game table, always observing the Deployment Rules but replacing
“Deployment Zone” with “DropPod’s Zone of Control” where it appears.

» Players cannot deploy inside buildings or closed scenery pieces, even if they
have partial rooves or open doors or windows like, for example, an Objective
Room.

» Players cannot deploy inside the Exclusion Zone in those scenarios that have
one.

» The Confused Deployment scenario rule is not applied to the DropPod
deployment nor to the Reinforcement Section’s Troopers.

REQUEST

ARMY POINTS RETREATIII
REINFORCEMENTS

250 ARMY 200 VICTORY POINTS 63 VICTORY POINTS
POINTS ORLESS ORLESS

300 ARMY 225 VICTORY POINTS 75 VICTORY POINTS
POINTS ORLESS ORLESS

350 ARMY 250 VICTORY POINTS 88 VICTORY POINTS
POINTS ORLESS ORLESS

400 ARMY 275 VICTORY POINTS 100 VICTORY POINTS
POINTS ORLESS ORLESS




REQUEST REINFORCEMENTS EXAMPLE: EXRAH

In a 350 Army Point game the player has used 250 points and 5 SWC Racial Special Skill that represents the characteristic behavior of Exrah combatants
to build their Main Section and 100 points and 2 SWC to build their when they fall Unconscious.
Reinforcements Section.

If, in the Request Reinforcements step of the Tactical Phase, the total

of Victory Points combining both Main and Reinforcements Sections AUTOMATIC SKILL
is equal to or less than 250 Victory Points, the player can Request
Reinforcements. Obligatory
EXAMPLEOFTHEALLOWED
DEPLOYMENT AREA » If the Trooper enters Unconscious State, they automatically pass directly to
Dead State, without suffering the loss of an extra Wounds/STR point, and are
removed from play.
» Therefore, the Trooper cannot be healed (by Special Skills or Equipment such
as Doctor, MediKit, Regeneration...).
» This Special Skill remains active even when its owner is in a Null state.
Areawhere the
Reinforcements Section
K@\ Troopers, Peripherals,
Deployable Weapons,
or Equipment cannot be
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