TRENCH CRUSADE - DIGITAL RULEBOOK V1.1 Follow this tree at a model's Shoot ACTION, to determine

~ whether the attack can be declared and resolved.
Can | Shoot This Target?

Eligibility - Line of Sight « Modifiers « Shooting Into Melee

Cover ° Shooting Into Melee
The target is in Cover if it is in contact with a terrain piece that is at least 2" high and at If the target is within 1" of a friendly model, roll 1d6 before resolving the shot: 1-3 hits
least as wide as its base, and the terrain piece lies between it and the shooter. the ally, 4-6 hits the intended target.

Ranged Attack modifiers (cumulative, applied to the Success Roll)

+1 DICE Elevated position: the shooter is at least 3" higher than the target.

m Cover: the target is in Cover (see box above).

Long Range: the target is beyond half the weapon's maximum range.

o Can my model declare a Shoot ACTION?*
#

o Is there a target in Line of Sight and in range?

o Shot possible** e No valid target

* Three cumulative conditions: the model must be more than 1" from every enemy model, be armed with a Ranged Weapon, and not have already taken a Charge or Fight ACTION this Activation
— unless the weapon used has the ASSAULT Keyword.
** Resolve the shot with the « Success & Injury Rolls » sheet, applying the cumulative modifiers above to the Success Roll.
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Follow this tree at a model's Charge ACTION, to determine
whether it can be declared and whether it reaches its

Can | Declare and Succeed at a Charge? i

Target - Interposing « Charge Bonus « Diving Charge

° Interposing Enemy Model u Diving Charge

If the shortest route to the target would take you within 1" of another enemy model, Convert a charge into a Diving Charge if the model jumps at least 3" and lands within 1"
you must pick that model as the target of the charge instead, or charge in a different of the target. Risky Success Roll: Failure — Down + a Falling Injury Roll; Success — +1
direction. DICE to the next Melee Attack the model makes, no Falling Injury Roll.

o Is my model more than 1" from every enemy model?

Charge Bonus: roll 1d6, add the result to the model's Movement Characteristic (maximum 12"). Move it by the shortest route towards the target.

|

0 Successful Charge* e Failed Charge**

* The model does not automatically Fight: declare a Fight ACTION separately if you wish and are able to. If the move included a jump of 3" or more, you can convert the charge into a Diving
Charge (see box).

** The model must still move its full Charge Bonus towards the target, but stays wherever that move left it — it cannot Fight this turn.



TRENCH CRUSADE - DIGITAL RULEBOOK V1.1 The game's core mechanic: every risky action calls for a
Success Roll, and every blow landed calls for an Injury Roll.

Success & Injury Rolls

Success Roll « Injury Roll - Blood & Blessing Markers

How to take a roll (Success or Injury)

Take 2 base dice.

Add any applicable +DICE/-DICE (a +DICE and a —DICE cancel out in pairs: keep only the remainder).
Roll all the dice.

Keep the 2 highest results (or the 2 lowest if the net dice added is negative).

Add the two kept results together and check the table for that roll.

Success Roll triggered by any action that calls for a roll

only if the Success Roll hit (Success or Critical)*

Total 1 or less NO EFFECT — unharmed

Total 2to 6 MINOR HIT — 1 Blood Marker

Total 7to 8 DOWN — 1 Blood Marker (2 if already Down)

Total 9 or more OUT OF ACTION — model removed

Common Injury Roll modifiers (cumulative)

per Blessing Marker spent by the target's player.

AN VA (<3 per Blood Marker spent by the attacking player.

Al Pl 4 (48  Critical Success on the Success Roll that preceded it.
AR FCAV A48 Melee Attack against a target that is Down.

target's Armour and Battlekit (the total negative cannot exceed -3).

+/- any Ability or Keyword that explicitly applies to the Injury Roll.

Down — consequences (until the model stands back up)

e |f a model is taken Down during its own Activation, that Activation ends immediately.

e Add -1 DICE to any Success Roll taken for it.

® |t cannot be moved until it stands back up — unless it Falls (see « Special Movement »).

e |t stands back up at its next Activation, but its Movement Characteristic (including any Charge Bonus) is halved for the rest of that Activation.

e |[fitis taken Down within 1" of a ledge, take a Success Roll before placing it Down: Success — Down without Falling; Failure — it Falls from the nearest ledge, then is taken Down.

* INJURY DICE and INJURY MODIFIERS only apply to the Injury Roll, never to the Success Roll that precedes it (and vice versa for a Success Roll's +/-DICE).
Bloodbath Roll, Blood & Blessing Markers: see the « Blood & Blessing Markers » sheet for the detail of these three resource rules.



TRENCH CRUSADE - DIGITAL RULEBOOK V1.1 Two mirrored resource economies and a special roll that draws

on one of them — three independent rules, not a sequence.

Blood & Blessing Markers

Who Spends What - Cap of 6 » Bloodbath Roll

o Blood Markers

Maximum 6 per model

Each time a model suffers a wound (whatever the Injury Table result), place 1 Blood Marker next to it.

SPENT BY YOUR OPPONENT SPENT BY YOUR OPPONENT
When you take a Success Roll for this model, your opponent may spend one or more When your opponent makes an Injury Roll against this model, they may spend one or
of its Blood Markers: —1 DICE per marker spent. more Blood Markers: +1 INJURY DICE per marker spent.

Blessing Markers

Maximum 6 per model

Work like Blood Markers, but to the model's advantage. Each time it receives a blessing, place 1 Blessing Marker next to it.

SPENT BY YOU SPENT BY YOU
When you take a Success Roll for this model, you may spend one or more of its When your opponent makes an Injury Roll against this model, you may spend one or
Blessing Markers: +1 DICE per marker spent. more Blessing Markers: =1 INJURY DICE per marker spent.

£ Bloodbath Roll

When you make an Injury Roll for an enemy model, you can spend the Blood Markers you've accumulated on it to convert that roll into a Bloodbath Roll: roll 3D6 instead
of 2D6 (or 4D6 if the weapon has the DEADLY Keyword), and keep the 3 (or 4) highest or lowest results instead of 2.

COST
6 Blood Markers — or only 3 if the target is already Down.



Check this at the Morale Phase of every Turn, for each
Warband.

TRENCH CRUSADE - DIGITAL RULEBOOK V1.1

Does My Warband Need a Morale Check?

Casualty Threshold - Shaken Warband - Fleeing

LEADER
Add +1 DICE to your Warband's Morale Check if at least one friendly model with this Keyword, that is not Down or Out of Action, is on the battlefield.

o Is half (rounded up) of my Warband Down or Out of Action?

o Warband carries on normally e Warband is Shaken**

Rounding: half is always rounded up (e.g.: 5 models — threshold of 3).

* A Morale Check is a normal Success Roll for the Warband (see « Success & Injury Rolls »).
** While the Warband is Shaken: all its Success Rolls become Risky Success Rolls. At the Morale Phase of the next Turn, take another Morale Check for it — even if it has dropped back below the

casualty threshold. Success — it is no longer Shaken (though it may become so again later). Another Failure — the Warband flees and you immediately lose the game!
Sounding the Retreat: after a failed Morale Check, you can choose to flee immediately and concede the game instead of letting your Warband become Shaken.



TRENCH CRUSADE - DIGITAL RULEBOOK V1.1 Three independent movement situations, each with its own

trigger — not steps of a single action.

Special Movement

Climbing + Jumping - Falling

u Climbing a Sheer Surface
A model that starts its move within 1" of a wall or sheer surface can attempt to Climb it (up or down), if it has enough Movement to clear the entire surface.

SUCCESS FAILURE

Risky Success Roll. The model is placed directly at the top or bottom of the surface, and The model does not move, and its Activation ends immediately.
can carry on with its move if it has any movement left.

° Jumping

A jump is part of a Move ACTION: the situation determines whether it calls for a roll.

CROSSING A GAP (width s half its Movement)

Move the model up to the edge of the gap, then take a Risky Success Roll. Success: it lands on the other side and can carry on with its move. Failure: it Falls (see Falling box)
and its Activation ends.

This jump is free (it does not affect the distance the model can move) and requires no Success Roll. However, if it is 3" or more, it is treated as Falling (see box) before the
move continues.

Triggered by a failed jump across a gap, or by Jumping Down 3" or more. Move the model to the first flat surface directly beneath its position.

INJURY ROLL
If the Fall is 3'* or more, make an Injury Roll for the model: add +1 INJURY DICE for every full 3" fallen (3-5" = +1 DICE, 6-8" = +2 DICE, etc.).



