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Follow this tree to determine whether your shot is

H ossible and which rules apply.
Can | Shoot This Target? p pply

Visibility » Intervening Terrain « Cover - Target's Order

Visibility Intervening Terrain
A target is visible if you can draw a line from the head of your operative to any A terrain feature is intervening if you can draw a line from the shooter's base to
part of the target operative. either edge of the target's base, and that line is crossed by the terrain.

L 4

o Is the target visible? a Cover

If there is intervening terrain and the target is within
1" of it, the target is in cover.

/A Unless the shooter is within 2" or less of the
target: in that case, its cover is cancelled.

u Obscured

If heavy intervening terrain is more than 1" from both
the shooter and the target, the target is obscured.

i A target cannot be both in cover and obscured by the
same terrain feature: its owner must choose in that
case.

e Cannot shoot *

* If the shooter is higher than the target, check the Vantage Terrain rule: possible weapon bonus (Accurate), or cancelled light cover for a Conceal target.



KILL TEAM - 3RD EDITION This tree only covers shots made by a shooter
positioned on vantage terrain relative to their

Vantage Terrain Rules target.

Height - Target's Order « Accurate « Light Cover

o Is the shooter at least 2" higher than the target? u Vantage Terrain & Lines of Sight

Cover — When a shooter fires at a target that is up
on vantage terrain, the vantage terrain's base that the
target's base rests on is ignored (treated as non-
existent) when determining intervening terrain: it
cannot give the target cover.

Obscured — When determining whether a target is
obscured, always ignore heavy terrain connected to

8 No Vantage effect the vantage terrain that the shooter or the designated
target is on.

a Improved Cover Save

If a target with a Conceal order can be targeted
because it cannot use light terrain for cover, it does
not lose its cover save: instead, it is improved.

¢ The target can retain it as a critical success, or gain
an additional cover save.

o Cannot use light

terrain as cover

o Weapon gains Accurate 2 0 Weapon gains Accurate 1




KILL TEAM - 3RD EDITION What each Universal Action costs, does, and which other

Actions & AP

actions it rules out this activation.

APL « Action Restrictions « Universal Actions

How AP works

o Each activation has an AP budget equal to the operative's APL. Spend it on separate actions, in any order you choose — you can see an action's result before picking
the next.

o An operative cannot perform the same action twice in one activation, unless a rule explicitly says otherwise.

o If AP-cost changes would reduce an action below 0AP, it costs 0AP instead — this always takes precedence.

° Movement combo rule: pick one of Reposition / Fall Back / Charge per activation. You may also Dash — except Dash cannot be combined with Charge.

Universal Actions

Reposition Move up to the operative's Move stat, in straight-line increments.
Not while in an enemy's control range. Not in the same activation as Fall Back or Charge.

Dash Move up to 3" (ignores the Move stat); cannot climb, but can drop or jump.
Not while in an enemy's control range. Not in the same activation as Charge.

Fall Back Move like Reposition, but may move through/into an enemy's control range without finishing there.
Only if an enemy is within control range. Not in the same activation as Reposition or Charge.

Charge Move like Reposition, plus an extra 2"; must finish within an enemy's control range.

Requires an Engage order. Not if already within an enemy's control range. Not in the same activation as Reposition, Dash or Fall Back.

Pick Up Marker Remove a marker the operative controls; it now carries, contests and controls that marker.

Not while in an enemy's control range. Not if already carrying a marker.

Place Marker Place a marker the operative is carrying, within its control range.

Not in the same activation as Pick Up Marker — unless the operative is incapacitated, in which case this is free (OAP) and takes precedence over anything preventing it.

Shoot Resolve a ranged attack (see « Can | Shoot This Target? »).
Requires an Engage order. Not while in an enemy's control range.
Fight Resolve a melee attack against an enemy, alternating strikes and blocks.

Requires an enemy within control range.

Conceal order: blocks Shoot and Charge entirely, and the operative cannot counteract — but it isn't a valid target while in cover. Engage removes all of that, at the cost of being targetable.



KILL TEAM - 3RD EDITION Two independent timing rules — one for the Strategy phase,
one for the Firefight phase. Not steps of the same sequence.

Gambit & Counteract Timing

Strategic Gambit - Counteract

° Strategic Gambit (Strategy phase, Gambit step)

Starting with the player who has Initiative, each player alternates either using a STRATEGIC GAMBIT — most commonly a Strategy ploy, which costs 1CP — or passing.
1 The player with Initiative goes first: use a STRATEGIC GAMBIT, or pass.
2 Players keep alternating, each either using one or passing, back and forth.

3 The step ends once both players have passed in succession — not just once each overall.

LIMIT
Each specific STRATEGIC GAMBIT can only be used once per turning point, per player. Passing doesn't use up your turn to act again later — you can still use a gambit after passing, as long
as your opponent hasn't also just passed.

u Counteract (Firefight phase)

Trigger: it's your turn to activate a ready friendly operative, but all of your operatives are already expended — while your opponent still has ready ones.

1 Select one expended friendly operative that has an Engage order.
2 |t performs a single 1AP action for free (any Universal or unique action, except Guard).

3 If it moves, it cannot move more than 2" total — this overrides its normal Move stat.

GOOD TO KNOW
Counteracting is not an activation — it's something you do instead of activating, so the usual "can't repeat the same action" restriction doesn't apply to it. Each operative can only
counteract once per turning point, and counteracting is always optional: declining still passes the turn back to your opponent.



