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THE STORY SO FAR...

The year is 2018, and FBI and NSA sources have intercepted
chatter between a violent, fringe eco-terror group called “Gaia’s
Hope”, some seedy financiers, and international arms dealer
“Mal” Q’Dorus. Gaia’s Hope is one of the most dangerous
terror groups in the world, with the doomsday philosophy
that “man has become a blight upon the planet and must

be exterminated”. Supported by satellite imagery that has
determined force numbers and patrol patterns, an elite force of
Special Operators has been tasked to discover their plan and
disrupt their operation.

ABOUT SEAL TEAM FLIX

SEAL TEAM FLIX is a fully co-operative or solo tactical dexterity
game that pits 1-4 players against the forces of evil. The game
recreates the point-to-point movement and “twitch factor” that
one experiences playing online First Person Shooter video
games. Accuracy plays a huge role in winning, and this game
has a prominent dexterity factor that emulates the importance
of skill and speed.

The game has two modes: Campaign and Skirmish mode, in
which players embark on an 8 Mission non-linear campaign or
simply choose one of the 17 Missions to play as a skirmish.
In addition, the game’s Difficulty scales both with the humber of
SEALs playing as well as with three optional Difficulty levels.

OBJECT OF THEE GAME

SEAL TEAM FLIX is an objective-based game, with primary and
secondary objectives which need to be resolved to successfully
complete each mission. For example, in some missions you
must locate and acquire intelligence against Gaia’s Hope. In
others, you must defuse time bombs or rescue hostages. While
you are given intelligence at the beginning of each mission as
to the number of, and nature of, the objectives that need to be
completed, every game will be different because you will never
know where on the map they are until you physically locate
them with your SEALs.
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Misc Components
Rulebook 1

Campaign Book 1
Standee Base 31
10-Second Sand Timer 1
Map Board Walls 182

Boards 15

Map Boards 6

E-Lock Bypass/Bomb Defusal 1
Long-Range Sniping/Hostage Rescue 1
Timer Track 1

Player Board 6

Cards 89
Specializations 24

Weapons 27
Equipment 38

Wooden Components 35
Small Disc (Blue) 6

Medium Disc (Green) 6

Large Disc (Orange) 4

Cover Cube 19

Dice

Six-sided Dice 4

Ten-sided Dice 3

Attack Die {custom six-sided) 2

Punchhoard Standees 34
SEAL Standee 6

Tango Patrol Standee 14

Tango Sentry Standee 9
Mastermind Standee 1

Hostage Standee 4
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Punchhoard Tokens 121
Doors 21

Sound Token 30

Alert Token 1

Timer Token 1

Objective Token 25

Objective Randomizer Token 8
Remote Bomb Token 2

Rank Token 9

Hit Tracker Token 4

Soft Body Armor Token 4
Activated Token 4

Stun Token 8



— HOW TO FLICK

While shooting or performing some other tasks, you will need
to Flick a Disc. To do so, simply place the Disc on the map, curl
your index finger, and line it up with the rear (or top, if you're
really good) of the Disc. Line up your arm so that the Disc will
slide in the direction you want, and then simply extend your

index finger. This is only one of many ways to propel the disc,
but the only rule with regard to legal Flicks is that your HAND
CANNOT move. You may move your fingers all you want, but

your hand must remain stationary.

TR O\

MISSION OVERVIEW

Each game of SEAL Team Flix uses a Mission page from the
Campaign Book. See the diagram on the opposite page.

1. Mission Name and Number: This is the Mission’s
identifying name and number. These can both be used to
track progress between sessions.

2. Map Diagram: Which Map(s) are used for this Mission.
If more than one Map is used in a Mission, the orientation
of the Maps will be shown here. When more than one Map
is in play, each individual Map is considered a Map Section,
and the overall playing Area is considered the Map.

3. E-Lock Doors: The Map Diagram also includes callouts for
the location and Difficulty level of all Door Tokens you will
need to place.

4. Mission Grade: This is the Mission’s Grade, used only in
Skirmish Mode to indicate the Grade at which players’
SEALs begin the Mission.

5. Mission Briefing: Background information on the Mission,
and narrative for the Campaign.

6. Objectives: These are your Primary and Secondary
Objectives for the Mission.

7. After Action Report: In Campaign mode, this indicates
which Mission will follow the current Mission based on
whether you succeed or fail. If “Operation Aborted” is
shown, the whole Campaign ends in failure and is concluded.

A

10.

11.

12.

Difficulty & Time: This column indicates the Difficulty level
parameters for the Mission, and the Timer Track Space on
which to start the Mission Timer (number of Rounds).

Tango Pool: This section indicates how many Patrols will
be present during the Mission, and the maximum number
that will be on any Map setup at any time. Patrols killed by
SEALs are not usually removed from the game; they are
returned to the Tango Pool instead, and can return later in
the Mission as reinforcements.

Objectives: These columns indicate which Objective
Tokens and standees will be used during the Mission.
It’s important to use the correct cell; use the cell that
intersects the chosen Difficulty and number of SEALs
taking part in the Mission. In this example, the cell with
the red outline would be used for a Rookie-level Mission,
with 1 or 2 SEALs attempting it.

Score: This is how many Valor Points your team will earn
by completing the Mission’s Primary and/or Secondary
Objectives. Even if the Mission is failed, you can still earn
points by completing the Secondary Objectives, if available

Score is only for fun, so that you can track your final Score
between Campaigns, or to see if you can get a perfect
Score on the Mission.

Special Conditions: These are factors unique to the
Mission. In many Missions, these will indicate some
special setup or success/failure situations, so it is crucial

that you read them thoroughly.
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BR“EF' N(i January 2nd, 2017
// Bogota, Columbia
An intercept came across the desk
indicating that Gaia’s Hope, one

/ r " of the most violent ‘activists’ of

\) _/the tree-hugging variety, is looking
to purchase an unknown guantity
and quality of heavy weapons. We
have no more intel on hand, other
than a potential time and place for
a meeting between Gaia's Hope's
financiers and a notorious former
IRA arms dealer, “Mal” O’Dorus.

Your orders are to infiltrate an

office building being used as a

command and control center by

the organization, and gather har 6 |
/ Primary Objective: Recover all Evidence listed in the Primary Objective table below.

evidence linking this group to
terrorism. Be advised that there  =a . Secondary Objective: Recover the Photos (Operator: Rescue the Hostage).

may be a hostage. \ I | After Action Report: Success: Mission 2B. Failure: Mission 2A.
D A ango Poo r a Obje = econda Obje 2 Other Obje < q .
e 1.2 5 1x Hard Drive | Successi4
oy 1x Photos 1x Medical Kit Partial: 1
7 i; N 34 y q \ 1x Hard Drj >('D053|er 1(] \ '1(] \ Fail 11 9
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A A 1-2 N 1x Hard Driv.,_.Xx Dossier A A Sute. o' 6
VETERAN .
I s s 1x Hard Drive, 1x Dossier, 1x Photos 1x Tango Patrol Pa.rtlal:. 2
1x File Folders Failure: -3
1x Hard Drive, 1x Dossier,
1-2 7 . Success: 8
OPERATOR 1x File Folders )
- - 1x Hostage 2x Tango Patrol Partial: 3
14 Rounds 1x Hard Drive, 1x Dossier, .
34 9 . Failure: -4
1x File Folders, 1x Photos
SPEGIAL GONDITIONS:
None.
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— MAP OVERVIEW

Each Mission in SEAL Team Flix is played on one or more Maps, 4. Walls: like Area Lines, Walls delineate an Area, but are

which have a number of key features. See the diagram below. physical barriers on the board which can be used to deflect

Tango Patrol Spawns: These icons indicate where Tango
Patrols enter the Map. There are always at least two on

every Map, and the die icon indicates which humber will
Spawn Patrols during play.

Green/Yellow/Red Patrol Paths: These are the Patrol
Paths, shown in up to three colors. Each path is numerically
ordered and has an arrow pointing in the direction of the
next sequential Space. While most Paths are circular, some
end in “stop symbols”, past which Patrols will not advance,
and will simply stay there until Alerted.

Area Line: These orange lines, along with Walls (4) and
Doors (5) delineate the Areas of a Map. These are used for
Tango Movement, and for some card effects.

discs. They may not be Moved or Fired across, they block
explosion effects, no items may be used through them, and
they block Line of Sight (LOS).

Doors: Doors are of two kinds: Normal and E-Locked, and
block LOS. E-Locked Doors must be Bypassed to open,
while normal Doors may always be opened. E-Locked
Doors are denoted by a red outline, and the numeral on it
indicates the number of digits required to Bypass (open)
the E-Locked Door. To use a Door, a SEAL must be standing
on an Adjacent Space. Door Tokens are removed from the
board when opened, and are never replaced.

Objective Location: These icons indicate where Objective
Tokens will be placed during setup and, subsequently, will
be the focus of the SEALs. Not all Objective Locations

will be used for every Map, or every Mission, and some
Missions use them for special purposes, explained in their

Special Conditions.




7. Cover Block Spaces: This is where Cover Blocks are
placed during setup. Blocks are always placed on Spaces
marked “ALL”, while the other Spaces are only used if a
dice roll made during setup matches the number shown.

8. Cover Spaces: These Spaces surround Cover Blocks and
indicate where Cover can be used when Cover Blocks are
present. Cover allows SEALs to ighore Wounds, and makes
Tangos harder to hit with discs, but may be Moved through
and do not block LOS. Tangos who seek cover may use any
of these Spaces.

9. Sentry Position: These icons are where Sentries are placed
during setup. Sentry Icons with numbers are only used if
the number of SEALs embarking on the Mission is equal to
or greater than the numeral shown, but never on multi-Map
Missions.

QUICK START: SKIRMISH

To play a Skirmish, choose a Mission from the Campaign Book,
reading the Briefing and Mission Objectives to the group. Next,
have each player choose a Player Board, or more than one if
they wish to play with more than one SEAL. There may never be
more than four SEALs in play. Once players have chosen their
SEAL(s), they may now choose their SEALs’ Gear.

Unlike Campaign Mode, the Mission chosen determines the
starting Grade for all players’ SEALs. If the Mission Grade is
greater than E-6, each player chooses a Specialization for their
SEAL(s), at the appropriate Grade, and then may choose any
Primary Weapon, Equipment and Attachments from the cards
which their Grade and Specialization allow.

DIFFICULTY LEVEL

10. Door Attack Arrows: These arrows indicate Spaces from
which SEALs use certain items that affect Areas on the
opposite side of their associated Door, irrespective of
whether the Door is present or has been removed from
the Map. Standing on one in front of an open Door allows
SEALs to draw LOS from the opposing Attack Arrow as well,
while potentially denying LOS from enemies. However, Door
Attack Arrows on E-Locked Doors may not be used except
to use a Snake Cam or Bypass it. Tangos never use Door
Attack Arrows for any reason.

11. Corner Attack Arrows: These arrows indicate corners
where SEALS and Tangos may Fire around corners, allowing
them to determine their own LOS while denying LOS from
enemies. Unlike Door Attack Arrows, both Tangos and
SEALs use Corner Attack Arrows.

12. Spaces: Every square on the Map is a Space that SEALs
Move on, take Actions from, and use to determine LOS.
Tangos also determine LOS from Spaces.

QUICK START: CAMPAIGN

To play a Campaign, open the Campaign Book to the first
Mission, reading the Briefing out loud to the group. Next, have
each player choose a Player Board, or more than one if they
wish to play with more than one SEAL. There may never be
more than four SEALs in play. Once players have chosen their
SEAL(s), they may now choose one Primary Weapon, and any
Equipment or Attachments that they feel will be beneficial for
this Mission.

All SEALs start out at a Grade of E-6 and no Specialization; they
may initially only choose Gear from the cards which have E-6
printed on the lower left. As the game progresses, your SEALs
will gain higher Grades and a Specialization, unlocking better
Gear. At the beginning of each of the Campaign’s Missions, you
will have the opportunity choose your Gear.

SEAL Team Flix offers three Difficulty levels: Rookie, Veteran, and Operator. This game was desighed to be very challenging, and it’s

a good idea to start on Rookie while learning the Maps and the game. Move onto more challenging levels once you're comfortable;

Playing on Operator is incredibly difficult and should only be attempted if you're a master flicker, or a glutton for punishment. Higher

Difficulty delivers a higher score, as well as unlocking some bonuses for SEALs. You may change Difficulty levels at the beginning of

any Mission, even amidst a Campaign, but you may never change Difficulty levels during a Mission.
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— PLAYER SETUP: SELECTING GEAR

UNLOCKED AT E-7

SINGLE:}

EFFECTS:
Can't destroy terrain.

ATTACHMENTS:
None

UNLOCKED AT E-8

Player Boards

The diagram above shows a Player Board, and how to properly Each slot may only carry one card, though there are some
equip your SEALs for their Mission. You can carry as many Specializations that allow you to double up certain types
cards as you have available Card Slots (see below). of Equipment.
1. Speed: This is how many Spaces a SEAL can Move per To carry or use any Weapon or Equipment Card, you must
Move Action used. meet all its prerequisites: All cards in the game have a
Grade requirement, shown in the lower left corner. Many
2. Rank Tokens: When a SEAL survives a Mission, they gain also require a particular Specialization, shown as an
a Rank Token. Additionally, if the Secondary Objective is abbreviation.
completed, the SEAL team will get a bonus Rank Token, and
may decide to whom it is given. When a second Rank Token is 5. Primary Weapon: You can only carry one Primary Weapon
gained, increase your SEAL's Grade and remove both Tokens. (Weapon cards with the following keywords: Submachine

Gun, Battle Rifle, Sniper Rifle, or Combat Shotgun).
3. Specialization: All SEALs begin at Grade E-6 and can be

promoted through to E-9. Upon a SEAL's first promotion 6. Secondary Weapon: All SEALs have a Secondary Weapon,

(to Grade E-7), they will choose and place a Specialization printed on their Player Board. Some Specializations have

card here. Your Specialization card lists what Rank and access to additional Secondary Weapons to replace the

Grade you have attained and determines which cards you default Secondary Weapon (place the card over top).

may carry and use. As your SEAL gains higher Grades,

your Specialization’s abilities grow. Once you've chosen a 7. Equipment: This is where Attachments and Equipment

Specialization during a Campaign, you may not change it. cards are placed. You may never carry Equipment Cards

that share two Keywords, such as two Grenades. If SEALs

4. Card Slots: There are six spaces on the Player Board for pick up or are given Equipment during a Mission, they must

cards: 1 Specialization, 1 Primary Weapon, 1 Secondary either have an available card slot, or they must discard one

Weapon, and up to 2 Equipment. When a SEAL reaches of their existing Equipment cards to make room.

Grade E-8, they can carry a third Equipment card.




Health Track & Token

Place your Health Token on the rightmost space of the Health Track.

Each time you take a Wound, Move it one space to the left. Health
can be regained through the use of Medical Kits, but if your Health Token ever
reaches the dogtags, you have succumbed to your Wounds and your SEAL is KIA
(Killed In Action); remove the standee from the map. Players whose SEALs are
KIA must sit out the rest of the game, but we suggest that they take control of

Soft Body Armor Token
This Token is only used when
playing on Operator level Difficulty.
Each SEAL begins with this Token, and places
it on top of their Health Tracker Token. Soft
Body Armor absorbs ALL forms of damage,
from explosions and Bullets—once. Then

moving and rolling for Tangos.

Gard Anatomy

Specialization, Weapon, and Equipment cards all share several
common features; see the box on the right. Below, the features
unique to each card type are listed.

Specialization Gards

1. Ablbreviation: This shortform of the Specialization’s
name is referenced by the Grade requirements on
Weapon and Equipment Cards.

2. Abilities: This row tells you what Grade of Weapon and
Equipment cards you can now carry.

3. Specialization Bonus: Any bonus effects you receive for
having this Specialization are listed here. Specializations
usually gain additional bonuses as they increase in Rank.

Weapon & Equipment Gards

4. Sound: The Sound icon indicates that this Weapon
produces 2 Sound Tokens each time it’s Fired, regardless
of how many discs it uses. Note that the Suppressor
Attachment has a negative number; when it’s attached,
it reduces the Sound of the weapon by 1.

5. Dises: The icons and text in this row indicate the number
and size of discs that may be Flicked per Fire Action.
Most weapons have two Firing choices: Single (one disc)
and Burst (multiple discs, usually smaller). Shotguns have
a unique Firing choice: Stack (multiple discs in a stack).
The Robinson XCR SD shown here can
Burst Fire 3 Medium or 3 Small discs. e

6. Effects: Weapons have different effects -
on Doors and Cover Blocks.

7. Attachments: Many Weapons also
support Attachments, which modify their

EFFECTS:
Reduce Primary Weapon Sound

Sound, discs or effects. If a Weapon il e,

doesn’t list an Attachment, it can’t use it.

The weapon must suppott this
attachment.

E-6 AREQUIRES: ANY

EQUIPMENT; ATTACHMENT jy ({1 41
5

it’s discarded and is never regained for the
duration of the Mission by any means.

Common Card Features

Card Narne SUBMAGHINE GUN i
Keywords.
The effect of using or o B'URSF‘?

carrying this card.

EFFECTS:
Can't destroy terrain or stun.

Grade and Specialization

ATTACHMENTS:
requirements. Cards with Holograptic Sight
“ANY” don’t require a

Specialization.

+1 Disc with Battle Rifles.

lv' ,'; N
.y
M

sEec.ee

EFFECTS:
Destroys terrain and stuns.

ATTACHMENTS:
Holographic Sight

M/e aPop

E-9 AREQUIRES: ASO, HTPS



— MISSION SETUP

1. Place The Map & Player Boards: The Mission that you've
chosen will indicate which Map(s) to use; place the Map(s)
in the center of the table as shown in the Mission’s
diagram, within reach of all players. Each player should
place their Player Board with all their selected gear nearby.

2. Place Cover Blocks: Roll one D6 die for each Area
that contains a Cover Block icon on the Map. When
the value rolled is within the range shown on any of
the Areas’ icons, place a Cover Block in the center of the

icon. Some Cover Block icons have an “ALL", indicating that

you always place a Cover Block on the locations.

3. Place Doors: Add Doors and/or E-Locked
Doors to any breaks in Walls that have two
orthogonally-oriented arrows pointing to one
another. These also have dark red Area lines
across them. Refer to the Mission’s diagram to make sure
you put E-Locked Doors in the correct locations with the
correct number showing.

4. Prepare The Tango Pool: The Mission and Difficulty level
you've selected will indicate how many Patrols will be
available during the Mission. Simply take that many Patrols
standees from the box and place them in the Tango Pool
section of the Timer Track. Leave the rest in the box.
Patrols never come from or go back into the box during a
Mission, and when killed go back to the Tango Pool.

5. Spawn and Place Patrols: N
For each color of Patrol Path, roll @
a D10, take a Patrol standee
from the Tango Pool, and place it on the associated
numbered Space on the Patrol Path. If the value rolled is
higher than the highest nhumbered Space on a Patrol Path,
simply place it on the lowestvalued unoccupied Space
on that Patrol Path. Some Missions will deviate from this,
asking you to place them in specific locations.

6. Place Sentries: Place a Sentry standee on every 'E
orange Sentry location. If a location has a number,
it is only used if at least that many SEALs are
taking part in the Mission.

On Missions that use multiple Maps, numbered Sentry

Spaces are ignored. Some Missions will deviate from this,
asking you to place Sentries in specific locations.
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Tip: This is the sort of game where you may not wish to

sit in chairs to play, as you may heed to move around the
table to make shots.

1x Hard Drive
1x Photos 1x Medical Kit

1x Hard Drive, 1x Dossier

1x Hard Drive, 1x Dossier
1x Hard Drive, 1x Dossier, 1x Photos Ax Tango Patrol

1x File Folders

1x Hard Drive, 1x Dossief,
1x File Folders

1x Hostage 2x Tango Patrol
1x Hard Drive, 1x Dossier,

dx File Folders, 1x Photos

Create The Objective Pool: The Mission lists Objective
Tokens (Primary, Secondary, Other) from which the pool will
need to be created. Take the type and number of Objective
Tokens shown for your chosen difficulty level, and place
them face down in a pile, ready to be placed.

Some Missions require a special setup that modifies or
supercedes steps 7-9 of these instructions, so be sure to
read the Special Conditions of the Mission.

Determine Objective Locations: There are eight orange

Objective Location Tokens with numbers on one side and
? Objective icons on the other. Place all eight Objective
Location Tokens number-side down, mix them up, and
place them on the Map, one by one, on top of the marked
Objective Points (blue Objective icons on the Map). If the
Special Conditions of a Mission instruct you to place a
standee or specific Token on an Qbjective Location, do not
place an Objective Location Token there. Once all of these
Tokens have been placed, flip them up, revealing their value.
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Place Objective Tokens: Starting with the “1” Token

and continuing in ascending numerical order, replace the
Objective Location Tokens in humerical order first with
Hostages, then with face-down Objective Tokens, until

you have placed them all. There may not always be eight
Objective Tokens needed; once you've placed the last one
required, remove all remaining Objective Location Tokens
and return them to the box.

Missions with Multiple Maps: For Missions which use two
Map sections, begin with one Map, placing all Objective
Location Tokens per Step 8. Then, place half of the
Objective Tokens (Rounded up) on this Map, in numerical
order. Then, for the other Map section, repeat the process
and place all remaining Objective Tokens on this Map section.

10.

11.

12.

If there are more Objective Tokens in the Objective Pool
than Objective Locations, you’ll have some left over.
Place them back in the box without looking at them.

Set Turn Timer: Based on the Difficulty level you've chosen,
place the Timer Token on the Time Track, on top of the
number that matches the number of Rounds allowed for
the Mission.

Place SEALs: Players place their SEALs
anywhere they wish within the Starting Area

SOFT BODY J

indicated on the Mission’s diagram. If playing
on Operator Difficulty, each player also takes a
Soft Body Armor Token, placing it on top of their
Health Track token.

Gather Discs, Dice & Sideboards: Place all the Bullet
discs, dice and the two Side Boards near the play area

to be used as needed.

You are now ready to play! _I _l



— KEY CONCEPTS

The following pages alphabetically list the key concepts with
which you must be familiar with in order to play SEAL Team Flix:

Actions (SEALs):

Actions are the core of SEAL activity; Anytime SEALs do
anything, it is an Action. Each SEAL in play may take two normal
Actions and an unlimited number of Free Actions on their

turn, but they must end each Action before taking a new one,
checking for Reaction Fire after each.

Adjacent:

Spaces and objects are
considered Adjacent when they
are orthogonally or diagonally
touching (1) but not blocked

by a walls or a closed door (2).
Unlike above, Areas are only
considered Adjacent when they
are orthogonally touching. These
two Areas (3) are not Adjacent.

Alert (Tangos):

There are only two behavior states for Sentries, Patrols, and
Masterminds: Alert and Unaware. Unaware Sentries and
Masterminds do not Move, while Unaware Patrols Move about
their Patrol Paths on their turns, until they become Alert.

Tangos are Alert when certain conditions are met:

« Sentries only become Alert when an unbroken path of
Spaces can be found between an Alert Token or Sound
Token and themselves, or if a Sound or Alert Token is in an
Adjacent Area separated only by one Door.

« Patrols and Masterminds are Alert when a Sound or Alert
Token is anywhere on the Map, or if any Tango has Line of
Sight (LOS) to a SEAL.

When these conditions cease to exist, Tango Patrols and
Masterminds return to being Unaware, while Alert Sentries
remain so for the rest of the Mission.

While Alert, all Tangos behave differently:

« Sentries become permanently Alert, and will Move to Cover
and then perpetually stay there for the rest of the Mission.

« Masterminds and Patrols will rush towards the Loudest Area
or toward a SEAL who has the Alert Token, and seek Cover
when they have Line of Sight on SEALs.

« All Alert Tangos will deliver Reaction Fire {See Page 13) when
a SEAL ends any Action in their Line of Sight.
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Alert Tip:

It is very easy to determine who is Alert and who is not, simply

based on their position and the Sound Tokens:

« Sentries who are not in their starting position are always Alert.

« [f the Alert Token or any Sound Tokens are on the Map, or if a
Tango has LOS to a SEAL, Patrols and Masterminds are Alert.

Alert Token:

Whenever a SEAL is attacked by a Tango,
or if an Alarm Token has LOS to a SEAL at
the end of that SEAL’s turn, the Alert Token
is placed beneath the SEAL. Tangos consider any Area

containing this Token to be the Loudest Area. When Spawning
Tangos, the Alert Token counts as 4 Sound Tokens. If, after all
Tango Spawns have been resolved, there is no Tango or Alarm
Token which has LOS to a SEAL, it is removed from the Map.

Attack Arrows: | i

Attack Arrows are the pairs of orange arrows on Maps which
indicate Spaces that allow both SEALs and Tangos to stand on
in order to Fire and determine LOS from the opposing arrow to
any other Object. These can be found on every corner on every
Map, and on every Door on every Map, but only SEALs utilize
Door Attack Arrows. SEALs may only Interact with Doors, either
to open them, or Bypass E-Locked Doors while standing upon
Door Attack Arrows.

GCover, “In Gover”:

To be “In Cover”, a SEAL or Tango must be in a Space Adjacent
to a Cover Block. This can prevent damage to SEALs, and allows
SEALs to Fire from either of the two Spaces that are Adjacent to
both the SEAL and the Cover Block.

If a Tangos’ attack roll results in a hit on a SEAL who is In
Cover, and LOS from the Tango crosses the Cover that the SEAL
is using, the Cover Block absorbs one hit and is then removed
from the Map. Cover does not affect a Bleeding or Stunned
effect under any circumstances.

Tangos who are In Cover are protected from SEALs’ Fire only

in that it is a physical barrier to discs. If a Disc legally strikes
the Cover that a Tango is using, refer to the Equipment Card to
determine the effect; Tangos may be stunned or killed, and the
Cover may be destroyed, depending on the weapon used. Cover
Blocks block Explosion damage for SEALs and Tangos; if LOS
between the explosion source and the target crosses the Cover
that is being used, the Cover Block is removed from the game,
but the target is immediately Stunned.




Doors:
Doors are special Wall sections placed on Maps during setup,

and can be opened by SEALs during play via the Interact Action,
while standing on their Door Attack Arrows. Doors block SEAL
Movement, block Tango LOS, block Explosion damage, and
block most weapons’ Bullets. There are two types:

E-Lock Doors {Red):

These Doors have an E-Lock icon {black square with white
number), and these cannot be opened except by the Bypass
Action, at which point they are either removed from the Map or
flipped over to their Normal Door side, at the player’s choice.

Normal Doors {Green):
These Doors are opened using the Interact Free Action, at
which point they are removed from the Map.

Free Actions (SEALs):

Free Actions differ from other Actions because you can do them
as many times as you want on your turn without expending your
allotment of two Actions.

lL.egal Strikes (SEAL attacks):

A Legal Strike is defined as a Disc directly striking any Object

that it is allowed to affect.

« Only direct strikes by a Disc or a Cover Block hitting a Tango
or SEAL is a Legal Strike.

« Cover Blocks hitting other Cover Blocks or Doors is not a
Legal Strike.

« Allillegally-struck Objects are replaced to their position prior
to the illegal Strike.

« Discs that bounce over top of Walls before hitting Objects
are not Legal Strikes.

Line of Sight (LOS):
Line of Sight, or LOS, is a phrase meaning “an invisible, straight
line that can be drawn between the center of one Space to another.

Blocks Line of Sight: No effect on Line of Sight:

« Walls « Cover Blocks
« Doors « Objective Tokens
« All standees (Tangos, « QOpen Doorways

Hostages, and SEALs)

loudest Area (Sound Tokens, Map):

The Loudest Area on the Map is the Area which bears the most
total Sound Tokens (unless the Alert Token is on the Map), and
is the target of Patrol and Masterminds Movement; they will
always Move towards the Loudest Area or, if the Alert Token is
on the Map, towards that Area. If two Areas are equally Loud
and equidistant when the Alert Token isn’t on the Map, the
SEAL players may choose which one of the Areas the Tangos
Move toward.

Objects:

Objects are pieces on the board other than Sound Tokens, Alert
Tokens, and Doors. This includes Objectives, Cover Blocks,
SEALs and Tangos.

Reaction Fire (Alert Tangos):

Alert Tangos who are not Stunned will always
deliver Reaction Fire upon a SEAL or unEscorted
Hostage when that standee finishes an Action
within LOS of the Tango. Reaction Fire happens
for each Action that each Alert Tango “sees”.

Reaction Fire is resolved by rolling the Attack die
once (twice for Masterminds) per instance and
resolving the result(s) as follows:

\/

‘/ « 1 Bullet: The SEAL who was Fired upon
receives 1 Bullet Wound. Cover Blocks absorb
the hit and are then removed from the Map.

« Bleed/2 Bullets: A previously Wounded SEAL
receives one Bleeding Wound. Cover Blocks

do not block Bleeding damage.
The 2-Bullet icon is ignored for Reaction Fire.
« Stun: The SEAL who was Fired upon receives
one Stunned Token if it does not already
have one. If they have a Stunned Token, they
ignore this result. Cover Blocks do not protect
against being Stunned.
« Miss (Blank): The attack has no effect.

After the Reaction Fire roll has been resolved,

immediately place the Alert Token beneath the
SEAL who was Fired upon, as normal.
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— KEY GONGEPTS, GONTINUED

Sound Tokens:

When any explosion or gunshot is made by a SEAL, one or more
Sound Tokens are placed in the Area where it occurred, based
upon the weapon used. The Area with the most Sound Tokens
is considered to be the Loudest Area. There may never be more
than 6 Sound in an Area, although having the Alert Token in an
Area with 6 Sound increases the total in the Area above that.
Sound Tokens are never placed by Tango Fire.

While Sound Tokens are physically placed in an Area, they

may be stacked or Moved in the Area as desired. They do not
have any bearing on LOS or Movement as they are the physical
representation of a non-physical phenomenon.

>/ &

Sound Token,
Front (1 Sound)

Sound Token,

Back (3 Sound) Stunned Token

Stunned Tokens (SEALs):

Certain events cause SEALs to become Stunned. When a SEAL
is Stunned, place a Stunned Token beneath the SEAL's standee.
A SEAL can never have more than 2 Stunned Tokens.

On the SEAL's next turn, each Stunned Token prevents the SEAL
from performing one Action. SEALs with two Stunned Tokens
may only take Free Actions. At the end of the SEAL’s turn,
remove all Stunned Tokens and place them in the supply. Cover
Blocks do not provide defense against SEALs being Stunned.

Stunned Tangos

Certain events will cause Tangos to become Stunned. When
a Tango is Stunned, it is laid on its side, with its base in the
Space in which it was Stunned.

Stunned Tangos do not deliver Reaction Fire, and do not Move

on their turn, except to seek Cover. At the end of the Round,
stand up all remaining Stunned Tangos.
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Tango Pool (Tangos):

The Tango Pool is the maximum number of Tango Patrols
available during any given Mission, and is listed on the Mission
that’s been chosen. While setting up the Mission, be sure to
place all unused Tango Patrols back in the box so that you
don’t accidentally increase the Tango Pool, and make the
Mission more difficult.

While Hostages, Masterminds, and Sentries who are killed are
removed from the Map and put back in the box, killed Tango
Patrols are removed from the Map and are always placed back
into the Tango Pool Area of the Timer Track.

Wound Types & Defensive Equipment (SEALSs):
There are three distinct types of Wounds that SEALs can
receive: Bleeding, Bullet, and Explosion. When you receive a
Wound, Move the Health Token on your Player Board left, one
space closer to the KIA icon.

Bleeding Wounds are only caused by Reaction

Fire, and only affect previously Wounded SEALs;
discarding a Medical Kit allows a SEAL to ignore one
Bleeding Wound. Cover Blocks are not affected by
this type of damage.

Bullet Wounds are caused by Reaction Fire, Tango
Attacks, and if a SEAL legally strikes another SEAL
or itself. Soft Body Armor Tokens {Operator Level
only) or discarding the Ballistic Armor Equipment
Card allows a SEAL to ignore one Bullet Wound.

Explosion Wounds are caused by Time Bombs and Grenades;
The Blast Armor Equipment Card allows a SEAL to ignore one
Explosion Wound and Cover will absorb damage for both SEALs
and Tangos, leaving them Stunned instead of Wounded.

Medical Kits can be used to regain Health on their Health Track,
but Armor of any kind can never be regained during a Mission.

Tangos and Hostages are killed and removed from the Map
as soon as they suffer a Wound. Killed Tangos are returned
to the Tango Pool unless directed otherwise by the Special
Conditions of the Mission.



ROUND ORDER

A Round consists of nine Phases, which are carried out in the
chronological order shown here:

1.. Take 2 Actions with each SEAL

2. Alert Sentries Take Cover

3. Move Alert Masterminds And All Patrols

¢l Spawn New Patrols And Reduce Sound

). Masterminds and Patrols with LOS Take Cover
€. Tangos Attack And Recover

7. Check Victory Conditions

&. Advance Timer

¢). Begin New Round

PHASE 1: TAKE 2 AGTIONS
WITH EAGH SEAL

The first Phase of the game has SEALs taking two normal
Actions and an unlimited number of Free Actions. Actions must
be completely resolved before beginning a new Action or Free
Action, and only once a SEAL has used all of its Actions and
Free Actions, its turn is over and another SEAL may take its
turn. Each Action is listed below in alphabetical order, with the
exception of Fire, which is last.

Each player can use an
Activation Token to keep track
of whether their SEAL has
taken their turn this Round.

Bypass (Expends 1 Action):

Attempt to Bypass an Adjacent E-Locked Door using the
Electronic Lock Bypass Side Board. If successful, the E-Locked
Door is either removed from the Map, or flipped over to its
Normal Door side; player’s choice. If unsuccessful, 1 Sound
Token is added to the Map in the attempting SEAL's Area.

Detonate (Free Action):

A previously placed Remote Bomb Token is immediately
Detonated, affecting its Space and any of the 8 Adjacent
Spaces that are not blocked by a Door or Wall. See Remote
Bombs, page 26, for more detail.

Reaction Fire
After each Action or Free Action taken, the active SEAL must

check if any Alert Tangos, who are not Stunned, have LOS on
them and resolve Reaction Fire for each. SEALs may also choose
not to act, forfeiting their Action(s), thus avoiding Reaction Fire.

Gommand (Expends 1 Action):

Command a Hostage in the SEAL's Area to Move, provided it is
not on its starting Objective Location. Using the rules for the
Move Action, Move the Hostage using the Commanding SEAL’s
Speed value. Hostages who end their Movement within LOS of
a Tango are subject to Reaction Fire, just as a SEAL would be,
unless they end their Movement Adjacent to a SEAL.

Captured Masterminds can never be Commanded by SEALS.
They will only follow SEALs as “Escorted Hostages” during a
Move Action. See the example diagram on page 16.



— AGTIONS, GONTINUED

Defuse (Expends 1 Action):

Attempt to Defuse an Adjacent Time Bomb Token using the
Bomb Defusal Side Board. Successfully Defused Time Bomb
Tokens are removed from the Map and placed on the Timer
Track’s Cleared Objectives Area. Unsuccessfully Defused Time
Bombs immediately explode, dealing one Explosion Wound to
every Object in the Area.

Give (Free Action):

Give Equipment Cards or Objective Tokens to the player who
controls an Adjacent SEAL.

For Equipment, the recipient SEAL must meet the Equipment’s
Grade and Specialization requirements to receive it. If
recipients do not have an empty Equipment Card slot, they
must discard an Equipment Card to make room.

Secondary Weapons may never be Given or discarded, nor may
Equipment be placed in the slot.

Interact (Free Action):
This Free Action has a variety of uses:

Alarm Tokens: Remove an Adjacent Alarm Token from the Map.

Medical Kit Tokens: When Adjacent to or on top of a Medical
Kit Token, you may use it to heal one Wound. UnWounded
SEALs may not use the Medical Kit Token.

Primary/Secondary Objectives: When Adjacent to a
Bio-Weapon, Dossier, File Folder, Hard Drive, or Photo Evidence
Token, you may Recover it: Pick it up and place it on the Timer
Track’s Cleared Objective Area unless otherwise specified by the
Mission's Special Conditions.

Open Doors: Remove an Adjacent Door that is not E-Locked
from the Map.

Knife Attack (Expends 1 Action):

If a SEAL is Adjacent to any Patrol or Sentry, the player may
declare a Knife Attack, and remove the Patrol or Sentry from
the Map. No Sound Tokens are added to the Map. Patrols are
returned to the Tango Pool, and Sentries are returned to the
box, as usual.

Masterminds may never be affected by a Knife Attack.

16

Move (Expends 1 Action):

You may Move the active SEAL from its current Space to an

orthogonally Adjacent Space as many times as its Speed value

allows. The following restrictions apply:

« You may never end your Action’s Movement in a Space that
is occupied by another Object.

« You may never cross Walls or closed Doors while Moving.

« You may never Move through Tangos, but you may Move
through other SEALs, Hostages, and Objective Tokens.

Escorting Hostages: If a SEAL uses its Move Action while

Adjacent to a Hostage, the Hostage can be Moved with the SEAL.

« The Hostage Moves up to as many Spaces as the SEAL's
Speed allows the SEAL to Move.

« The Hostage must end its Movement Adjacent to the Moving
SEAL, and follows all normal Movement rules above.

« Hostages who are being Escorted are never subject to
Reaction Fire.

Line of Sight to Objectives: If you end your Movement with Line
of Sight to an Objective Token, flip over the Objective Token and
resolve it immediately. See Pages 29-30.
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Escorting Example: Command Example:

Hannah and the Hostage each George Commands the
Hostage and Moves it 4

Spaces (George’s Speed).

Move 5 Spaces (Hannah's
Speed); Hostage ends Adjacent.



Use (Expends 1 Action unless noted on
Equipment Gard):

Each Equipment card tells you what it does and the specifics
of where and how you may use it. Not all items require you
to expend an Action to use them. After use, most Equipment
Cards are discarded. See Appendix: Equipment, page 26.

Fire (Expends 1 Action):
Firing your weapon at a target involves the following steps:

1. Declare a Weapon: Declare that you wish to Fire, and
which weapon you'll use. Sniper Rifles may choose to use
the Long-Range Sniping or Hostage Rescue Side Boards
instead of Flicking normally, and doing so expends the
entire Action. To do so, they must target a Tango in LOS
and that is not in an Adjacent Area (See “Side Boards”,
page 29).

2. Increase Sound: Based on the weapon used, add Sound
Tokens equal to the weapon’s Sound Rating to the Area
that the attacking SEAL is in, to a maximum of 6 Sound.
You only add Tokens equal to the Weapon’s Sound once
per Fire Action, regardless of how many discs you Flick.

3. Choose Rate of Fire: If your weapon has multiple rates of
Fire {Single, Burst, Stack), choose your rate of Fire and take
the appropriate number and size of Bullet discs.

Some weapons give the player a choice of Disc sizes, and
all of your allotted shots must be the same size.

For each allotted shot, resolve steps 4-6:

4. Place Disc: Place the Disc (or stack) next to (not touching,
but very close to) the SEAL who is Firing. Repeat this
process for each Disc of your weapon’s chosen Rate of
Fire.

« If the SEAL is on an Attack Arrow, it may optionally place
its Disc anywhere within the Space that has the linked
Attack Arrow.

« If the SEAL is In Cover, it may optionally place its Disc
anywhere on one of the two Spaces Adjacent to both the
SEAL and its Cover, and Flick its disc(s) from any of them.

« SEALs do not have to Flick all of their discs from linked
Cover Spaces when using Burst mode.

« Stack Fire Mode: Shotguns use this mode, where 2
discs are Stacked and Flicked together.

Stacked Fire Mode (Shotguns Only)
Stack two discs and Flick them together. Both discs

can produce Legal Strikes, but Shotguns are specifically
designed to fire through closed Doors (the top Disc won'’t
get blocked). Ighore any discs that bounce over top of Walls.

Flick Disc: Flick the Bullet Disc in any direction you wish

at any target you wish. Keep in mind that you do not

need LOS on a target to Kill it; discs may ricochet off of
Objectives, Walls, Doors, standees, and Cover Blocks; each
legally struck Object is affected.

Resolve Strikes on Objects: Check which Objects were hit
by your disc, and resolve the strike as instructed:

Struck Standees: Any standee struck directly and legally
with a Disc immediately takes one Wound; Tangos and
Hostages are removed from the Map, while SEALs simply
take one Wound. Bullets can kill multiple Objects if multiple
Objects were legally struck.

Struck Cover Blocks: Refer to the Equipment Card of the
Weapon used to determine the effect. Remove legally-
struck Cover Blocks from the Map and resolve any effects
listed on the Weapon card:

« Stun: Place any Tangos struck by a Cover Block on their
side on the Space they were in when struck, give any
SEAL struck by a flying Cover Block a Stunned Token and
place it in the Space it was in when struck.

« Kill: Remove any Tangos or Hostages struck by a Cover
Block from the Map, give any SEAL struck by a flying
Cover Block a Wound and place it in the Space it was in
when struck.

Struck Doors: Bullets have no effect on Doors.
If any Doors are Moved by your shot, replace them.

Struck Objectives: Any Objective Token that is legally
struck is destroyed, and some Objective Tokens will have
other effects: Time Bombs explode when legally struck,
dealing one Wound to every Object and standee in the Area
that is not in Cover. The Nuclear Weapon explodes and
immediately causes the Mission to fail, with all Objectives
and SEALs lost. All other Objectives, hidden or revealed,
that are legally struck are revealed, destroyed, and removed
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from the Map.



— FIRING EXAMPLE

Firing Action Example
In this example, both SEALs are using an MP5 SMG. This weapon

produces 2 Sound for each Fire Action, irrespective of the
number of discs Flicked for the Action.

(1) The SEAL at the bottom is standing on a Corner Attack Arrow,
which allows him to Flick his Disc from the linked Attack Arrow.
He Fires once, killing the Patrol with a great bank shot.

(2) The SEAL in the middle is standing in front of an open Door,
and decides to Flick from his standee for his first shot against
the Patrol in front of him, and then, because he’s on a Door
Attack Arrow, (3) he chooses to Flick from the linked Attack Arrow
while attacking the Sentry.

After each Fire Action is concluded, Reaction Fire is checked for
each Tango in LOS, and players add Sound Tokens in the Area
from which they Fired (4), based on their weapon's Sound value.
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Reaction Fire Example

In this example, the SEALs were very smart in choosing the order
that they attacked.

(1) The SEAL on the bottom attacked first, killing one of the
Patrols that had LOS on the middle SEAL. He knew that if the
SEAL in the middle had Fired while that Tango was alive, he
would receive 2 dice of Reaction Fire from the topmost Patrols
instead of 1.

(2) The SEAL kills the Patrol in front of him, and then the Sentry.
It would've been better to try for the remaining topmost Patrol,
but it's a hard shot, so he went for the easy kill on the Sentry
instead (3).

The middle SEAL’s Fire Action ended, and because the remaining
topmost Patrol has LOS on him (5), he receives one die of
Reaction Fire. Note that the SEAL at the bottom is also in the
Patrol’s LOS, (thanks to the Corner Arrow) but since she did not
take an Action, she receives no Reaction Fire.




PHASE 2: ALERT SENTRIES TAKE GOVER

The second Phase of a Round will find players Moving the
Sentries in response to one of two situations: Sound or Alert
Tokens, and having Line of Sight. Sentries have a very limited
amount of Movement and have been ordered to defend their
post to the death. Sentries never seek out SEALs or go on
Patrol. They simply stand guard and, when Alerted, Move to
Cover Spaces. In any order of the players’ choosing, Move
Sentries that are on their Sentry icon, including Stunned
Sentries, as follows. See the example diagram, below.

If a path can be drawn between the Sentry’s Space and a
Sound or Alert Token, or if a Sound Token is in an Area Adjacent
to the Sentry’s Area separated only by one closed Door, Move
the standee to the closest, unoccupied Cover Space that
provides Cover from the closest SEAL.

+ Sentries NEVER leave their starting Areas.

« |f no Cover Blocks or Corner Arrows are available in the Area,
Move the Sentry to the closest unoccupied Cover Block icon
and place the Sentry on it.

« If no Cover Spaces that meet the above criteria are available,
the Sentry remains in its starting Space, and is considered
Unaware.

Remember that Sentries will only Move one time in the
entire game, and once they have done so, they remain
permanently Alert.
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Alert Sentries Example
In this example, 2 Sound Tokens are in an Area (1), and a path can
be drawn through an open Door to 2 Sentries, who become Alert.

The first Sentry (2) Moves behind the furthest crate in its Area
because that is the closest Space that provides Cover between

the closest SEAL and itself.

The second Sentry (3) has no Cover in its Area, so it Moves to

the closest available Cover Block icon because Tangos do not use

Attack Arrows on Doors and never leave their starting Areas.

(3]

The third Sentry (4) does not become Alert because there is no
direct path for the Sound to travel - the Door is closed - nor is
there a Sound Token in an Adjacent Area that is separated only
by a closed Door. Had there been a Sound Token in the Area
where the SEAL is (5), the Sentry would have become Alert, and
sought cover.
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— PHASE 3: MOVE ALERT MASTERMINDS AND ALL PATROLS

The third Phase will find players Moving Alert Masterminds Masterminds and Patrols are all collectively Alert if there is a
and then all of the Patrols on the Map. They behave differently Sound Token or Alert Token anywhere on the Map, or if a Tango
based on their Alert status, either Patrolling or attacking. has LOS to a SEAL.

Starting with the Alert Masterminds, then the Patrols, in any « Stunned Tangos do not Move at all this Round; after all other
order of the players’ choosing, and determine the Movement of Tangos attack, they simply stand up (See Phase 6: “Tangos
each using the following: Attack and Recover™).

« Tangos that have LOS to a SEAL never Move this Phase, but
will Move to Cover later this Round.

For Tangos who are not Stunned and do not have LOS to a
SEAL, check whether they are Alert or Unaware:

Alert Tangos:

Move the Tango 1 Adjacent Area to the next closest Area to

the Alert Token, or if the Alert Token is not on the Map, then

towards the Loudest Area.

« If two Areas have equal Sound Tokens, the SEALs may
choose which Area the Tango Moves toward.

« Use the shortest path possible by counting Areas, and
Tangos always ignore Doors and E-Locked Doors. If it
appears to be equidistant, the players may choose
between the options.

« The standee will be placed in the highest-numbered Patrol
Path Space regardless of color in the new Area. If all Patrol
Path Spaces in this Area are occupied, do not Move the Tango.

Unaware Tangos:

Only Alert Masterminds Move this Phase — do not Move
Masterminds that are Unaware unless the Scenario Special
Conditions advise otherwise.

« [f the Tango is on a Patrol Path, in the order of the SEALs’
choosing, Move it to the next highest numbered Patrol Path
of their current color.

« [fitis on the highest numbered Space on its Patrol Path,
Move it to the “1” Space in its current Patrol Path color,
unless there is a STOP icon on the current Patrol Path
Space; if this is the case, it does not Move.

« If the Tango is NOT on a Patrol Path, Move it to the highest,
unoccupied numbered Patrol Path Space of any color in the
same Area.

« If, under any circumstances, the target Patrol Path Space is
occupied, do not Move the Tango.

« |f the target Space is occupied by a SEAL or Hostage, Move
the Timer Track Token to the next lowest Space on the Timer
Track, if possible (if this cannot be done, nothing happens).




Unaware Behavior Example

There are no Sound Tokens (including the Alert
Token) on the Map, and no Tangos have LOS to
a SEAL, so the Tangos’ Movement behavior is to
simply advance to the next-highest numbered
Patrol Path of its color if it is already on one.
(1) The Patrol on Yellow-1 Moves to Yellow-2.
(2) The Patrol on Green-4 Moves to Green-5.
(3) The Patrol on Red-5 Moves to Red-6.

The Tango at (4) was in Cover from a previous
Round, so because he wasn't on a Patrol
Path and isn’t Alert, he Moves to the highest-
numbered Patrol Path Space, regardiess of
color, in his Area.

The Mastermind isn’t Alert (5), so she simply
stays where she is.

The Sentries (6) do not Move in this Phase,
so they stand guard do nothing.

Alert Behavior Example

In this example, there are Sound Tokens (A)

and (B) on the Map, so the Tangos’ Movement
behavior is to simply advance to the highest-
valued Patrol Path in the next closest Area to the
Loudest Area (Area with the highest Sound Token
value). If an Alert Token was on the Map, they
would Move toward that Area instead.

(1) The Mastermind always Moves first, and
she Moves from her Objective icon to Yellow-10
because it is the highest- numbered available
Patrol Path Space in the Area.

(2) The Patrol on Green-4 Moves to Red-6,
because it is the highest- numbered available
Patrol Path Space in the Area.

(3) The Patrol on Green-9 Moves to Yellow-7.
The Patrol at (4) has LOS to a SEAL (5), so
he doesn’t Move. If that SEAL wasn’t there,
he would have Moved into the Area with the
Mastermind, ending up on Green-5 because
Yellow-10 and Red-6 are occupied.

(6) The Patrol at Yellow-9 Moves to Yellow-8.




— PHASE 4: SPAWN NEW PATROLS & REDUCE SOUND

In the fourth Phase, players will bring new Tango Patrols into
play in the following manner:

If the Tango Pool is empty, do the following:

« Remove one Sound Token from each Area.

+ If no Tango has LOS on the Alert Token, remove it from the Map.

« Skip the rest of this section and Move onto Phase 5, if time
remains on the Timer Track.

If there are Tango Patrols in the Tango Pool, do the following:
If no Patrols are on the Map, place two (or one, if the Tango
Pool has only one left) Patrols on the lowest-numbered,
unoccupied Space on the colored Patrol Path that matches the
color of the background on this Round of the Timer Track.

Then, sum the Sound Tokens on the Map to determine how

many rolls will occur:

« Add up the values on Sound Tokens in each Area.

« Add 4 for the Alert Token if it’s on the Map or Map Section.

« Halve the sum of the calculated value and Round up; that is
how many times you will roll.

Roll the D10 Spawn Dice as many times as is required, and

place new Patrols as follows:

« If any roll is equal to the numeral on any of the Spawn Points
(usually 1, 2, and 3), place a new Patrol on the lowest-
numbered, unoccupied Space on that colored Patrol Path
in each Map Section.

« Any rolls that do not match any of the Patrol Path icons’
numerals are ignored; that roll produces no new Patrols.

After all rolls have been made, reduce the Sound in each Area
by 1 Sound.

If the Alert Token is on the Map, and no Tango Patrols have LOS
to the SEAL with the Alert Token, remove the Alert Token.

Sound Galculation Example

If one Area has 3 Sound Tokens, another has 2, another
has 4, and one has a SEAL with the Alert Token, the roll is
determined is as follows:

Sound (3+2+4) + Alert (4) = 13 (Rounded up to 14)

14/2 =7, so you'd roll the D10 7 times to determine where

Spawns occur.
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Tango Spawn Example

In this example, there are 11 total Sound Tokens on the Map;

6 in Area (1), 3 in Area (2), and 2 in Area (3). There are already
Patrols on the board, so the players don’t need to refer to the
Timer Track to add Patrols. However, they do need to resolve
Sound Tokens by rolling dice and potentially, placing new Patrols.
Because there are an odd number of Sound Tokens, we Round
up to 12. Half that value is the number of rolls you make: & rolls.

This 6-dice roll produced a 1, two 3s,a 5, a 7, and a 9. Because
the Green Spawn has a 1 and the Red Spawn has a 3, the
players must add 1 Patrol to the Green path (4) and 2 Patrols
to the Red path (5) due to the rolled 1 and two 3s. The Green
Patrol is placed on Green-1. After placing the first Red Patrol

at Red-1, the second Red Patrol must Move to the next-highest
numbered Patrol Path Space, Red-2.

Now that all the rolls are resolved, the players must remove 1
Sound Token from each Area that has them. Area (1) will now
have 5 Sound Tokens, Area (2) will have 2 Sound Tokens, and
Area (3) will have only 1 Sound Token left.




PHASE 5: MASTERMINDS & PATROLS WITH LOS TAKE GOVER —

In the fifth Phase, Masterminds and Patrols who have LOS
on one or more SEALS will Move Into Cover, if possible, while

retaining Line of Sight. In any order, starting with Masterminds
and ending with Patrols, do the following:

Golden Rules of Tango Cover:

« Only Alert Tangos will seek Cover, and choose the first
available option from the list below:

1. behind a Corner Attack Arrow in their own Area.
2. behind a Cover Block in their own Area.

3. behind a Corner Attack Arrow in an adjacent Area.
4. bhehind a Cover Block in an adjacent Area.

« Tangos are only In Cover when Adjacent to a Cover Block in a
Space in which LOS from the Tango to SEAL crosses a Cover
Block, or when on a Corner Attack Arrow where a SEAL's LOS
to the Tango is blocked, but the Tango’s LOS from the linked
Corner Attack Arrow to the SEAL is retained.

« Tangos will never Move to a Cover Block to which a SEAL
is Adjacent, to a Corner Attack Arrow with a linked Space
occupied by a SEAL, to a Space Adjacent to a SEAL, or to a
Door’s Attack Arrows.

How To Move Tangos Into Cover:

If the Tango already has Cover from the closest SEAL, they

do nothing. Otherwise, Move the Tango to the closest Corner

Attack Arrow in the same Area that provides Cover from the

SEAL that was closest prior to it taking Cover, even if it exposes

itself to another SEAL.

« |f no Corner Attack Arrows exist that meet those criteria,
Move the Tango Adjacent to the closest Cover Block Space
that provides Cover from the SEAL that was closest prior to it
taking Cover, even if it exposes itself to another SEAL.

« If there is no Cover, as described above, in the Tango’s
current Area, Move it to the closest applicable Cover in any
Adjacent Area following the above rules.

« If no viable Cover exists, based on the above rules, the
Tango does not Move.

Tango Cover Example

The Tangos are taking Cover, and they do so like this:

(1) The Mastermind always Moves first, and because there are
no Cover Blocks in its Area that would give her Cover from the
SEAL, and the Corner Attack Arrow to which she normally would
have moved is occupied by a Patrol (7), she leaves the Area to go
to the next-nearest Corner Attack Arrow, which retains LOS while
giving her Cover. If THAT Corner Attack Arrow was also occupied,
the Mastermind would have taken Cover behind the Cover Block
in the Adjacent Area. She would not Move to the Cover Blocks in
her own Area because she would lose LOS to the SEAL.

YRNTTRAE

(2) The Patrol has no LOS to any SEALs, so it doesn’t take Cover.
(3) in this situation, the Patrol has LOS to 2 SEALs, but it must
only take Cover from the closest. Because the two Cover Spaces
to which it would Move to are both 5 Spaces away (4), being
equidistant, the SEAL players get to choose where it Moves.
(5) This is another situation where the Patrol doesn’t simply
Move to the closest Cover (6), because a SEAL is currently
Adjacent to a Cover Block. Tangos will never Move to Cover which
is currently being used by a SEAL, so it Moves to the next closest
Cover Block, into the closest Space that provides Cover from the
closest SEAL in LOS. It should be mentioned that the SEAL just
above the Patrol is also 2 Spaces away, making it equidistant, but
because it does not have LOS to that SEAL, it ignores that SEAL
when deciding where to Move.
(7) This Patrol is already in Cover from, and has LOS to, the
closest SEAL, so it does not Move. ? P
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— PHASE 6: TANGOS ATTACK AND RECOVER

In the sixth Phase, all Tangos who have LOS on one or more
SEALs and/or unEscorted Hostages will Fire upon them in

the following manner, one Area at a time, and in any order of
the players’ choosing. The Mastermind, and all Tangos in the
same Area as a Mastermind, roll two Attack Dice. All other
Tangos roll 1 Attack Die. Starting with Masterminds, who
always Fire first, Each Tango Fires upon each SEAL within LOS,
and each Hostage that is not on its starting Objective icon and
not Adjacent to a SEAL.

Roll Attack Dice and resolve each face rolled in this manner:

Bleed/2 Hits: The SEAL who was Fired upon
receives two Bullet Wounds. Cover Blocks may

v‘\
‘,l
»
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reduce this by one. The Bleed icon is ignored for
Attacks.

1 Hit: The SEAL who was Fired upon receives one
Bullet Wound. Cover Blocks may negate this Wound.

Stun: The SEAL who was Fired upon receives one
Stunned Token. Cover Blocks do hot protect against
being Stunned.

Miss (Blank): The attack has no effect.

Some factors can affect the attack’s result:

« A SEAL’s Ballistic Armor Equipment card may be discarded
to ighore one Bullet Wound.

« On Operator-level Difficulty, a SEAL's Soft Body Armor Token
absorbs the first Wound taken that Mission and can never be
Recovered, even with a Medical Kit.

« A Cover Block to which a SEAL is Adjacent always absorbs
one Wound, and then is removed from the Map, provided that
LOS from the Tango to the attacked SEAL crosses over it.

KIA SEALs: If a SEAL's Health Track reaches the dogtags icon,
that SEAL is immediately Killed in Action (KIA). In a Campaign,
KIA SEALs’ Player Boards are placed back in the box and

may not normally be used again during the Campaign. In the
next Mission, players may choose a replacement SEAL from

the remaining SEALs, if available. If there are no remaining
replacement SEALS, reduce the team’s total Score by 20
points, and then each player who needs a replacement SEAL
may choose from any of the previously KIA SEALs. Replacement
SEALs start at Grade E-6, with no Specialization or Rank Tokens.

After all attacks have been resolved, stand all Stunned Tangos
up, indicating that they are no longer Stunned. Remember to
add the Alert Token to the last SEAL Fired upon in this Phase.
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Tango Attack Example

in this example, the Tangos Fire upon the SEALs, in the order of
the players choosing, but always starting with the Mastermind:
(1) The Mastermind always gets 2 Attack Dice, and attacks from
the Corner Attack Arrow. She rolls a 1-hit and 2-hit face. The SEAL
has no Cover, so she takes 3 Bullet Wounds.

(2) The Patrol attacks from the Corner Attack Arrow and rolls a
Miss face, so the SEAL narrowly avoids a fourth Wound.

(3) This Patrol hasn't got LOS to SEALs, so he doesn’t altack.

(4) This Patrol has LOS to 2 SEALs and attacks each, missing
one and rolling a Stun face, giving that second SEAL a Stunned
Token. The third SEAL below and to the right of the last one is
also visible to the Patrol, but cannot be attacked because the
SEAL that was Stunned blocks LOS from the Patrol (red dotted line).
(5) This Patrol has two targets as well, rolling a 2-hit face for one
and a Stun face for the other. Because the SEAL that was hit
with the 2-hit face is in Cover, and LOS crosses over the Cover
Block, the Cover Block absorbs one Wound and js removed from
the Map, while the other hit passes through it and gives the SEAL
a Bullet Wound. The other SEAL is already Stunned once, and
receives a second Stunned Token (to a maximum of 2).

0 . 5 (s




PHASE 7: GHEGK VICTORY GONDITIONS

The seventh Phase is a passive Phase where players must
determine if they have succeeded, failed, or partially succeeded
in their current Mission.

If the Timer Track is at zero, or if all Primary Objectives have
been completed, the Mission immediately ends. Players then
check the following to determine success or failure:

« If all Primary Objectives were completed successfully, the
Mission was successful. Add the Primary Objective Score
shown in the Mission Briefing to your Team Score.

« If all Secondary Objectives were also completed successfully,
add the Secondary Objective Score shown in the Mission
Briefing to your Team Score.

If the Timer Track reached zero, but half (Rounded up) of
Primary Objectives were completed successfully, and all
Secondary Objectives were completed successfully, the Mission
was a partial success: Add the Secondary Objective Score
shown in the Mission Briefing to your Team Score.

If the Timer Track reached zero, but less than half {(Rounded up)
of Primary Objectives were completed successfully the Mission
was a failure.

Gampaign Mode:

Use the Mission Tree or After Action Report to determine the

next Mission to take on based on the outcome.

« If “Operation Aborted” is shown as the next Mission,
the SEALs have been defeated by Gaia's Hope, and the
Campaign immediately ends; all players lose.

« If “Campaign Successful” is shown, the SEALs are victorious
and all players win.

Rank Tokens and SEAL promotions:

When a SEAL survives a Mission, they gain a Rank Token.
Additionally, if the Secondary Objective is completed, the SEAL
team will get a bonus Rank Token, and may decide which SEAL
it is given to. When a SEAL gains a second Rank Token, discard
both Rank Tokens and increase its Grade.

PHASE 8: ADVANCE: TIMER

In the eighth Phase, players Move the Timer Track counter
one Space toward zero on the Timer Track. If the Timer Track
counter ever reaches the Mission Failure Space, the SEALs
have run out of time and the Mission immediately ends.

In Campaign Mode, points are still earned for Primary and
Secondary Objectives as shown in Phase 7.

Time Bombs: It is also in this Phase that any timed Tokens,
such as Time Bomb Tokens, lower their count by 1. To do this,
simply rotate the dice to the next lowest value in order to
indicate the new value. If the new value is zero, resolve the
Token’s effect and then remove it from the Map.

For instance, if a Time Bomb die is showing 1 and would be
rotated, it immediately explodes (see Appendix: Objective
Tokens on page 30 for more detail).

PHASE 9: NEW ROUND

If the Mission didn't end based on the Victory Conditions
checked in Phase 7, begin a hew Round of play.




— APPENDIX: EQUIPMENT

HE Grenade

EQUIPMENT, GRENADE iy ,((‘ q

Flashhang Grenade

EQUIPMENT, GRENADE [y ((< 4
o [
L -

EFFECTS: EFFECTS:

Flick Disc from SEAL or from Can be used as an Action from a

Door Arrow to inflict one wound Door Arrow to Stun all occupants

upon and destroy anything in the Area on other side of Door,

directly adjacent to its destination of Flicked to Stun all occupants

space. Discard after use. within 2 spaces of its destination
space. Discard after use.

E-6 AREQUIRES: ANY E-6 AREQUIRES: ANY

Flashbang & High Explosive Grenades:

To use either of these Equipment Cards, simply declare that you
are using the grenade, discard the Equipment Card, and Flick a

Small Bullet Disc just as you would if you were Firing a weapon.

If you're on a Door Attack Arrow, you may Flick from the linked
Door Attack Arrow, even if it is a closed Door. This represents
opening the Door just a crack, and tossing the Grenade
through.You may not use Door Attack Arrows at an E-Locked
Door. At the end of the disc’'s Movement, if it is completely
within a Space, that is the target Space. If the Disc is touching
multiple Spaces, choose one of the Spaces it is touching and
Move the Disc into that Space, which becomes the target
Space. Any Object in the target Space, and any Objects in the
8 Adjacent Spaces, that are not blocked by Walls or Doors (see
the diagram on page 12), are affected as follows:

High Explosive Grenades:

« Reveal all Objective Tokens in the affected Spaces, resolve
them, and then remove them from the Map.

« SEALs in the Area take one Explosion Wound unless
mitigated; SEALs may discard a Blast Armor card to ignore
the Wound.

« SEALs and Tangos who have Cover from the target Space
(LOS from the target Space crosses a Cover Block) are
Stunned, but do not take a Wound.

« Remote Bomb and Time Bomb Tokens in the affected
Spaces cause secondary Explosions which are resolved
normally.

« Place 6 Sound Tokens in the Area of the target Space.

Flashbang Grenades:

« Give 1 Stunned Token to all SEALs in the affected Spaces,
and place all Tango standees in the affected Spaces on their
side in their current Space, indicating that they are Stunned.

« Hostages can never be Stunned.

+ Place 4 Sound Tokens in the Area that was affected.
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Breaching Gharge

EQUIPMENT, EXPLOSIVES puy (¢
. 8

REMOTE
BOMB

EFFECTS:

Can be used as an Action

at Door Arrows to Stun all
occupants of Area on the other
side of the Door. Destroys Door.
Discard after use.

EFFECTS:
As an Action, place a bomb
token in the middle of the active
SEAL's Area. As a free Action,
discard this card to detonate
the bomb, generating 6 Sound.
Kills all occupants of an Area.
Destroys terrain & objectives.
37/89

E-7 AREQUIRES: AS0, ACC, EOD E-8 AREQUIRES: EOD, $§

Breaching Charges:

Breaching Charges are used to destroy normal and E-Locked

Doors, while Stunning Tangos in the Area on the opposite side

of the Door. This Equipment may only be used if standing on

a Door Attack Arrow. To use a Breaching Charge, discard the

Equipment Card and:

« Remove the affected Door.

« Give 1 Stunned Token to all SEALs in the Area, and place
all Tango standees on their side in their current Space,
indicating that they are Stunned. Hostages can never be
Stunned.

« Place 6 Sound Tokens in the Area.

Remote Bombs:

Remote Bombs are similar to Grenades, but instead of being
thrown, they're placed Adjacent to a SEAL as a Use Action,
with the intention of being remotely Detonated later (as a Free
Action), with the same effect as a HE Grenade.

During Setup, if a SEAL takes the Remote Bomb Equipment
Card, place a Remote Bomb Token on the card. As a Use
Action, remove the Token from the card and place it Adjacent to
the SEAL who used it.

The SEAL may perform a free Action at a later time to declare
that they are detonating the Remote Bomb, and then resolve
the damage:

« Remove all Remote Bombs, Cover Blocks, Tangos, Hostages,
and Objective Tokens in the affected Area from the Map.

« SEALs in the Area take one Explosion Wound (SEALs may
discard a Blast Armor card to ignore the Wound).

+ Remote Bomb and Time Bomb Tokens in the Area cause
an additional Explosion Wound to SEALs in the Area before
being removed from the Map.

+ Place 6 Sound Tokens in the affected Area.




Y
SECONDARY.WEAPON (@]
»

SINGLE:

EFFECTS: EFFECTS:

Can be used at any Door Replaces Secondary Weapon.

Arrow as an Action. Reveals all

objectives in LOS of other side Place 2 Sound tokens on this

of Door that are in LOS of the card; remove one for each use.

Door Arrow. Discard after last token is
removed.

E-7 AREQUIRES: AS0, EOD E-8 AREQUIRES: EOD, HTPS, §5

Snake Cams:

Snake Cams are small video screens that are attached to a
four-foot long, quarter inch wide, flexible-necked video camera.
These are generally used to peek under Doors and examine

the contents of a room, revealing Objective Tokens in a room
without exposing your SEALs to Reaction Fire. Snake Cams may
be used on normal or E-Locked Doors.

To use it, your SEAL must be on a Door Attack Arrow, and then
declare that it is using the Snake Cam as a Use Action. Reveal
all Objectives that are within Line of Sight of the linked Door
Arrow. Alarm Objective Tokens are not triggered by this Action.

Dart Pistols:

Dart Pistols replace your Secondary Weapon, but unlike other
weapons, they only have two shots. When you begin the
Mission, place two Sound Tokens on the Equipment Card to
indicate the ammunition carried, and remove one each time the
weapon is used.

To use it, your SEAL must perform the Use Action, and Flick a
Small Bullet, following the normal rules for Firing a weapon,
except for the following:

« Only the FIRST legally struck Tango or Hostage is killed and
removed from the Map.

« Doors or Cover Blocks are not affected in any way.

« |f a SEAL is the first legally struck standee, it takes a
Bullet Wound.

« Once the ammunition is depleted, flip the card upside-down
to indicate that your Secondary Weapon is empty and can
no longer be used. You may not place any other cards in this
slot, and you do not gain access to your default Secondary
Weapon as a result.

EQUIPMENT, AMMOJEXPERIMENTAL
-4
e m—
EFFECTS:
Usable with Primary Weapon in
Single fire made only: You may Flick
the same Disc a second time from
its ending position if it didn’t hit
an Object. Place 2 tokens on this

card; remove one for each use, and
discard after last token removed.
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Seeker Rounds:

Seeker Rounds are an enhancement to your Primary Weapon;
they are used in conjunction with it rather than instead of it.
When you begin the Mission, place two Sound Tokens on the
Equipment Card to indicate the ammunition carried, and remove
one each time Seeker Rounds are Fired.

To use Seeker Rounds, simply declare that you will be using
them, remove one of the Tokens from the card, and then use
your Fire Action normally, with the following special rules:

« You may only use your Primary Weapon’s Single rate of
Fire. Burst and Stack Fire Modes cannot be used.

If your Specialization grants you an additional disc, you can
still Flick an additional Disc.

« Fire all shots normally, but if you do not hit a Cover Block,
SEAL, Tango, Door or Objective, you may Flick that same Disc
one more time, from the position where it ended its Movement.

« Discard the card when all the ammunition is depleted.

Seeker Shot Example: The SEAL decides to use Seeker Rounds
with his Steyr Scout to attempt a shot that would normally be
close to impossible. He Flicks the shot to a good position, then
Flicks it again to the target. Success!




— APPENDIX: SIDEE BOARDS

There are two double-sided Side Boards available while playing,
which are used in special situations. The rules are written on
the bottom of each Side Board, but this section lists all Side
Boards together for easy reference.

Electronic Lock Bypass Side Board:

When a SEAL is on a Door Attack Arrow
in front of an E-Locked Door, they may =
use the Bypass Action to unlock it.

Setup: Roll a D10 die as many times as is shown on the E-Lock
Door icon’s numeral. After each roll, place a Small Bullet Disc in
the blue circle on top of the corresponding numeral. If a Disc is
already on the numeral, place the new Disc on top of it. Based
on the Mission Difficulty, select three discs of the proper size,
as shown on the Side Board, and leave the rest in the supply if

applicable.

How to Play: Flick your Disc from the marked spot on the
bottom of the Side Board, with the goal of knocking all of the
Small Bullet discs completely out of the red box illustrated on
the Side Board. After each Flick, remove the previously Flicked
Disc from the Side Board.

Success: If all of the target discs were knocked out of the red
box, either remove the E-Lock Door from the Map, or flip it over
to its Normal Door side; player’s choice.

Failure: The E-Locked Door remains locked, and 1 Sound Token
is added to the Map in the attempting SEAL's Area.

| ToolKit Using a Tool Kit:

EQUIPMENT; TOOL

For E-Lock Bypass:
SEALs attempting to Bypass an

EFFECTS:
Flick 1 Disc BEFORE starting
timer for Bomb Defusal.

E-Locked Door may take an extra
Disc from the supply when preparing

+1 Disc for E-Lock Bypass.

to Bypass.

E-7 AREQUIRES: ASO, EOD, $§
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Bomb Defusal Side Board:

When a SEAL is Adjacent to a Bomb Token, -\
J _ _ - -3

they may use the Defuse Action to Defuse it, |, weeovs

by “cutting the wires” in the locations that

are shown on the Bomb Token.

Setup: Place Small Bullet Discs on each colored circle that
corresponds to the letters on the Bomb Token you'’re trying to
Defuse. Turn the Sand Timer over and let it drain completely.
Based on the Mission Difficulty, select one Disc of the proper
size, as shown on the Side Board, and leave the rest in the supply.

How to Play: Flip the Sand Timer over to begin the countdown,
then Flick your Disc from the marked spot on the bottom of the
Side Board, with the goal of knocking all of the Small Bullet
discs off of their circles. Continue retrieving your Disc and
Flicking it again until you succeed or time runs out. You may
onhly use the original Disc you started Flicking with — you cannot
get another Disc from the supply.

Success: If all of the target circles have no target discs
touching them before time runs out, remove the Bomb Token
from the Map and place it in the Cleared Objectives Area of
the Timer Track.

Failure: If any of the target circles have a target Disc touching
them, or if time ran out, remove the Bomb Token from the Map
and remove all Cover Blocks, Tangos, Hostages, and Objective
Tokens from the Area, resolving them if necessary as though
they were legally struck. All SEALs in the Area take 1 Explosion
Wound (this can be prevented by discarding Blast Armor as usual).

For Bomb Defusal:

Attempting to Defuse a bomb while in possession of a
Tool Kit allows you to Flick one Disc prior to starting the
Sand Timer. After retrieving that disc, continue playing
normally as described above.




l.ong-Range Sniping Side Boartd:

When a SEAL has LOS to a Tango that is not in an Adjacent
Area, you may use this Side Board to attack that Tango as a
Fire Action. Sound Tokens are still produced, as usual.
This Side Board may only be used with a Sniper Rifle.

Setup: Based on the Mission Difficulty, select one Disc of the
proper size, as shown on the Side Board, and leave the rest in
the supply.

How to Play:

Flick your Disc from the marked spot on the bottom of the Side
Board. The goal depends on the Difficulty Level chosen:
Rookie: End the disc’s Movement so that it is touching any dot
on the Tango image.

Veteran: End the disc’s Movement so that it is completely
covering any dot on the Tango image.

Operator: End the disc’s Movement so that it is completely
covering the red dot on the Tango image.

Success: If the above conditions were met, remove the Tango
from the Map.

Failure: If the above conditions were not met, the Tango was not
killed, and no further Action is required.

APPENDIX: OBJECTIVE TOKENS

When a SEAL has LOS on an unrevealed Objective Token,
either directly, using an Attack Arrow, or using a Snake Cam,
immediately reveal it and take the following Actions based on
the Token that was revealed:

" | Alarm Token:
N 4 If a SEAL ends its turn within LOS of the Alarm, it is
triggered: immediately place 3 Sound Tokens in the
Area with the Alarm Token, and the SEAL gains the
Alert Token. Alarms can be removed from the Map by
Adjacent SEALs using the Interact Action. If legally
struck, an Alarm is destroyed; remove it from the Map.

~_& | Bio Weapon Token:
These represent lethal biological weapons that

must be neutralized by SEALs. A SEAL must use
the Interact Action to pick it up and place it on their

Hostage Rescue Side Boartd:

When a SEAL has LOS to a Tango that is not in an Adjacent
Area and that has a Hostage in the Area, you may use this Side
Board to attack that Tango as a Fire Action. This Side Board
may only be used with a Sniper Rifle.

Setup: Based on the Mission Difficulty, select one Disc of the
proper size, as shown on the Side Board, and leave the rest in
the supply.

How to Play: Flick your Disc from the marked spot on the
bottom of the Side Board. The goal depends on the Difficulty
Level chosen:

Rookie: End the disc’'s Movement so that it is touching the red
dot on the Tango image but is NOT touching the red circle over
the Hostage image.

Veteran: End the disc’s Movement so that it is touching the red
dot on the Tango image but is NOT touching the yellow or red
circle over the Hostage image.

Operator: End the disc’s Movement so that it is completely
covering the red dot on the Tango image but is NOT touching
the green, yellow or red circle over the Hostage image.
Success: If the above conditions were met, remove the Tango
from the Map.

Failure: If the above conditions were not met, the Tango was not
killed, but the Hostage was. Remove the Hostage from the Map.

Player Board. Some Missions require these to be neutralized,
not Recovered; to do this, use an Interact Action and remove
it from the Map.

If the SEAL carrying this Token is KIA, or if the Token is hit by
a disc, all Tangos in the Area are immediately killed, all other
SEALs in the Area are KIA, then the Token is removed from the
Map. If a SEAL is carrying it when the Mission ends, it counts
as a completed Objective for Scoring purposes.
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PPENDIX: OBJECTIVE TOKENS, CONTINUED

, Evidence Tokens: - ' Medical Kit Token:
inossen Several types of Objective Tokens are R EDICAL KT } Once revealed, any Adjacent SEAL can use the
considered Evidence: Dossiet, File Folders, Medical Kit Token by using the Interact Action, and

{ I‘,u \ Hard Drive, and Photos. These may be immediately heal one Wound, then remove this

| HARDDRIVE

(EVDENCE) Recovered by an Adjacent SEAL using the Token from the Map. Unwounded SEALs may not

Interact Action. When Recovered, these are use this Token. When legally struck, this Token is

placed on the Cleared Objectives section destroyed and removed from the Map.

FI!E FOLDERS

B of the Timer Track and count as completed

a Objectives for scoring purposes. When legally

* 3
\ pﬁos- struck, these Objective Tokens are destroyed
L (EVIDENCE)
and removed from the Map.

Mastermind Token (standee):

Tango Patrol Token (standee):
When revealed, if a Patrol is available in the Tango

Pool, place a Patrol on the highest-numbered,
unoccupied Patrol Path Space in the Area, and

G

When revealed, this token is replaced
with a Mastermind standee. It is not
always treated as a Mastermind; each
Mission’s Special Conditions describe
how this Mastermind is used.

Hostage Token (standee):
When revealed, these tokens are
replaced with Hostage standees, which
need to be Rescued by SEALs. Hostages
can be Moved by using the Move and
Command Actions. Hostages who are
Moved by the Command Action are
subject to Reaction Fire if they do not end their turn

remove the Token from the Map.

If no Patrols are available, remove the Token from
the Map without effect. If no Patrol Path Spaces are
available, simply place the Patrol on the Objective
icon on the Map where the Token was, and then
remove the Token from the Map.

Tango Patrols that are Spawned in this manner do
not deliver Reaction Fire immediately upon being

placed on the Map, but may do so in response to
future SEAL Actions.

Time Bomb Token:

Adjacent to a SEAL or on their starting Objective N " o These represent bombs that must be Defused by
\ B,R
— the SEALs using the Defuse Action. When revealed,
place a D6 onto the Time Bomb Token with “4”

icon. Hostages who are not on the Objective icon
where they were revealed, and who also are not

Adjacent to a SEAL, are also Fired upon in Phase 6 M e o facing upward, unless the Mission’s Special
h {B,R,Y)

when Tangos attack. Conditons state otherwise.

Some Missions require SEALs to Capture a ! ﬁ ) During Phase 8: Advance Timer, lower the value of
Mastermind. When a Mastermind is Captured, it e the die on all bombs by 1. When the timer reaches
is treated as a Hostage except that it may not be n\ zero, it explodes, dealing one Explosion Wound to
Commanded, only Escorted. This also means that ME ROMB every Object in the Area.

A MGR

Tangos will Fire upon the Mastermind as if it was a
Hostage. Death before Capture!

Rescuing Hostages: To Rescue a Hostage, it must
end its Movement in the Mission’s Starting Area,
whether Escorted or Commanded there. If this is
accomplished, immediately remove it from the Map
and place it in the Cleared Objectives section of the
Timer Track, ignoring any Reaction Fire that might
have been triggered. If a Hostage is legally struck,
it is Killed, and removed from the Map.

Time Bombs also explode when legally struck,
dealing one Explosion Wound to every Object in

the Area. Cover Blocks will absorb one damage for
Objects that are In Cover, if LOS between the Token
and the target passes through the Cover Block. Any
Tangos who are protected in this manner become
immediately Stunned. Any SEALs protected in this
manner receive a Stunned Token.
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IMPORTANT TERMS

Action - Each SEAL gets 2 of these during
Phase 1 of each Round. Pages 12, 15-17.

Adjacent - Spaces that share an edge or
corner. Page 12.

Alert - Tangos that are actively hunting for
SEALs. Pages 12, 19-20.

Alert Token - Placed on the Map and draws
the attention of Tangos. Page 12.

Area - Part of a Map, divided by an orange
line or a Wall. Page 6.

Attachment - Special type of Equipment card
that modifies a Primary Weapon. Page 9.

Attack Arrow - Orange arrows on opposite
sides of Doors and around corners, used
for LOS. Two types: Door Attack Arrows and
Corner Attack Arrows {Tangos never use
Doors Attack Arrows). Pages 7, 13.

Bleed - A type of Wound only caused by
Reaction Fire. Pages 13, 14.

Bullet - Wooden discs in three sizes: Small
{Blue), Medium (Green), and Large (Yellow).
Pages 9, 17.

Burst - Fire mode for a weapon that Flicks
more than one Bullet Disc. Pages 9, 17.

Bypass - Action used on E-Lock Doors to
open them, by using the E-Lock Bypass Side
Board. Pages 15, 28.

Capture - Escorting specific enemies back to
the SEAL starting Area. See Rescue.

Command - Action that Moves a Hostage up
to a SEAL's Speed. Pages 15-16.

Cover - Spaces Adjacent to Cover Blocks;
when LOS crosses a Cover Block.

Pages 12, 17,19, 23.

Cover Block - Wooden cubes placed on the
Map, where SEALs and Tangos can take
Cover. Pages 7,11, 13.

Defuse - Action used on Time Bomb Tokens
by using the Bomb Defusal Side Board.
Pages 16, 28, 30.

Detonate - Free Action used with previously-
placed Remote Bombs. Pages 15, 26.

Difficulty - The level of challenge chosen for
a Mission {Rookie/Veteran/Qperator), also
affects Side Boards. Page 4, 7, 28-29.

Disc - see Bullet.

Door - Token that divides two Areas. Green
Doors are normal; Red E-Locked Doors
must be Bypassed. Pages 6, 13.

Equipment - Cards for grenades, armor, etc
that SEALs place on their Player Boards.
Pages 9, 17, 26-27.

Escort - The act of Moving a Hostage along
with a Moving SEAL. Pages 16, 30.

Fire - Action for Flicking one or more Bullet
discs at enemies. Pages 17-18.

Flick - The act of shooting a weapon’s Disc
with your fingers. Page 2.

Gear - Term for Weapon and Equipment
cards. Page 9.

Give - Free Action where SEALs exchange
cards. Page 16.

Grade - Number-letter combination (E-6
through E-9) that determines what cards a
SEAL can use. Page 8.

Health - The track on a Player Board of the
number of Wounds a SEAL can take before
they become KIA. Page 9.

Hostage - Friendlies that need to be
Rescued. Pages 14, 29, 30.

Interact - Free Action used with a variety of
Objects on the Map. Page 16.

KIA - Killed in Action. SEALs that are dead
and removed from the game. Pages 9, 24.

Knife Attack - Action that kills an Adjacent
Tango (hot Mastermind). Page 16.

Legal Strike - Determines what happens
when a Flicked Bullet Disc hits various
Objects. Pages 13, 17.

Line of Sight (LOS) - An imaginary line
between the centers of 2 Spaces. Page 13.
Loudest Area - The Area with the most Sound

Tokens or the Alert Token. Pages 13-14.

Map - Game board with 3D Walls and a grid
of squares. Pages 4, 6-7.

Mastermind - Unigue enemy with a more
powerful attack. Pages 20, 23-24.

Move - Action where a SEAL travels a number
of Spaces up to its Speed. Page 16.

Object - Pieces placed on the Map. Page 13.

Objective Token - Placed on the Map that
players must perform a variety of Actions
upon. Pages 4, 6, 29-30.

Patrol - Enemy that Moves around the Map.
Pages 6, 11, 20-24.

Patrol Path - Green, Yellow, and Red
numbered Spaces between which Tango
Patrols and Masterminds Move. Pages 6, 20.

Phase - Each of the steps during a Round
where specific things happen. Page 15.

Player Board - Where each SEAL’s Gear,
Health Track and Speed stat are located.
Pages 8-9.

Primary Weapon - Green weapon cards that
allow you to Fire discs. Page 9.

Rank Tokens - Used to track a SEAL's
progress toward reaching the next Grade.
Pages 8, 25.

Reaction Fire - Attack Dice rolled by enemies
when SEALs perform Actions in their LOS.
Pages 13-15.

Recover - Picking up Objective Tokens, such
as evidence, from the Map. Pages 16, 30.
Rescue - The act of Escorting or Commanding
a Hostage back to the SEAL start Area.

Pages 16, 30.

Round - Consists of 9 Phases where SEALs
and Enemies Move and attack. Pages 4, 15.

SEAL - A player character, belonging to a
“Sea, Air, and Land” Team of the United
States Navy. Pages 7-9, 15-17.

Secondary Weapon - a basic weapon (usually
printed on the Player Board), that gives all
SEALs a default weapon. Pages 8, 27.

Sentry - Enemy that stands guard at a Sentry
Position and only Moves to take cover when
Alert. Pages 7,12 19.

Side Board - The two double-sided boards
used for Sniping, E-Lock Bypass and Bomb
Defusal. Pages 28-29.

Single - Fire mode for a weapon that Flicks a
Single Bullet Disc. Pages 9, 17.

Soft Body Armor - Special player Token used
on Operator Difficulty only. Page 9.

Sound - Tokens placed on the Map as a
result of Firing weapons or other Actions
that produce noise. Pages 14, 17, 22.

Space - A grid square on the Map. Page 7.

Spawn - Spaces around the edge of each
Map where new Tango Patrols are placed as
reinforcements. Pages 6, 22.

Specialization - Grey card with the SEAL's
Grade and abilities; each SEAL can have
one, starting at Grade E-7. Pages 8-9.

Speed - The number of Spaces a SEAL can
Move or Command a Hostage to Move.
Pages 8, 16.

Stack - Fire mode for Shotguns that Flick two
Bullet discs together. Page 17.

Stunned - A type of Wound usually caused by
explosives. Pages 14, 17, 26.

Tango - Generic term for all types of enemies.
See Patrol, Sentry, Mastermind.

Tango Pool - The total number of Tango
Patrols that are used in a given Mission.
Pages 4, 11, 14.

Timer Track - Marks how many Rounds are
left in a Mission, and has places for the
Tango Pool and Cleared Objectives.

Pages 4, 25.

Unaware - Tangos that are not Alert.
Pages 20-21.

Use - Action for applying the effect of a
SEAL's Equipment card. Pages 17, 26-27.

Wall - The 3D cardboard dividers inserted
into the Map. Pages 6, 13.

Wound - Generic term for taking damage from
attacks, explosions, etc. Several types:
Bullet, Explosion, Bleed. Pages 9, 14.
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— QUICK REFERENGE

Round Order (page numbers)

1. Take 2 Actions with each SEAL................ 15
2. Alert Sentries Take Cover.........cccccvunnnnee. 19
3. Move Alert Masterminds & All Patrols

4. Spawn New Patrols & Reduce Sound

5. Masterminds & Patrols in LOS Take Cover ....23
6. Tangos Attack And Recover ......coevvvevnnenns 24
7. Check Victory Conditions ......ccccuevvunvennnee. 25
8. Advance TImer ..o, 25
9. Begin New ROUNd covueiieiiiiieii e 25

1. Take 2 Actions with each SEAL

Actions (Cost 1 Action): Bypass, Defuse,
Command, Knife Attack, Move, Use, Fire.
Free Actions (Unlimited): Give, Interact.
Reaction Fire: After every SEAL or Hostage

Action, each Tango in LOS rolls Reaction Fire.

2. Alert Sentries Take Cover

Sentries on Sentry icons Move if they have LOS

to a SEAL and:

« Can trace a path to any Sound/Alert Token.

« Are in an Area with a closed Door, and there
is a Sound/Alert Token in the Area Adjacent
to the Door.

Sentries Move to closest available Cover Block

or Corner Arrow in same Area to gain Cover.

If there is no Cover, Sentry Moves to nearest

Cover Block Icon to indicate it’s Alert.

3. Move Alert Masterminds, All Patrols

Masterminds and Patrols are ALL Alert if there

is a Sound or Alert Token anywhere on the

Map. Players Move all Tangos (except Stunned

Tangos and Tangos with LOS) in any order:

Alert Tangos:

Move the Tango 1 Area closer to the Alert

Token, or if no Alert Token, the Loudest Area.

+« Count the shortest path ignoring all Doors.

« Players choose between 2 Areas if they are
tied for Loudest Sound or distance.

Place the Tango on the highest-numbered Patrol

Path Space (regardless of color) in the new Area.

Unaware Tangos:

Unaware Masterminds do not Move.

In any order (players choose), Tangos on Patrol

Paths Move to the next numbered Patrol Space

of their Patrol color, following the arrow.

If the next Patrol Space is occupied, the Patrol
doesn’t Move. If a SEAL stops a Patrol from
Moving this way, decrease the Timer Track by 1.
If the Patrol reaches the highest numbered
Space on their path, it Moves to 1 unless

there’s a STOP icon in their current Space.

4. Spawn New Patrols, Reduce Sound

If the Tango Pool is empty:

*« Reduce Sound by 1 in each Area.

« Remove Alert Token if no Tango has LOS to it.

If there are Tango Patrols in the Tango Pool:

1. If no Patrols are on the Map, place 2 Patrols
on the lowest numbered, unoccupied Space
of the colored Patrol Path that matches the
current Space of the Timer Track,

2. Add up total Sound: All Sound Tokens,
plus 4 if the Alert Token is on the Map.

3. Halve the total and Round up. Roll this many
D10s and place new Patrols:

e If the roll matches any Spawn Point,
place a new Patrol on the lowest-
numbered, unoccupied Space on that
colored Patrol Path.

¢ Rolls that do not match are ignored.

4. Remove 1 Sound Token from each Area.

5. Remove Alert Token if no Tango has LOS to it.

5. Tangos in L.OS take cover

Masterminds and Patrols in LOS take cover:

*«  Only Alert Tangos will seek Cover, and
choose the first available option:

1. Corner Attack Arrow in their own Area.
2. Cover Block in their own Area.

3. Corner Attack Arrow in an adjacent Area.
4. Cover Block in an adjacent Area.

*« Tangos are only In Cover when Adjacent to
a Cover Block in a Space where LOS from
the Tango to SEAL crosses a Cover Block,
or when on a Corner Attack Arrow where a
SEAL’s LOS to the Tango is blocked, but the
Tango’s LOS from the linked Corner Attack
Arrow to the SEAL is retained.

« Tangos will never Move to a Cover Block to
which a SEAL is Adjacent, to a Corner Attack
Arrow whose linked Space is occupied by a
SEAL, to a Space Adjacent to a SEAL, orto a

Door’s Attack Arrows.

Moving Tangos to Cover:

If a Tango already has cover from the closest

SEAL, they do nhothing. Otherwise:

« Move the Tango to the closest Space in
the same Area that provides cover from the
closest SEAL.

« [f there are no Cover Blocks that can provide
Cover, Move the Tango to the closest Cover
Block or Corner Attack Arrow that allows the
Tango to keep LOS to the SEAL but prevents
the SEAL from keeping LOS to the Tango,

even if the Tango must Move 1o an Adjacent

Area to do so.
« If no viable Cover exists according to the

rules above, the Tango does not Move.

6. Tangos Attack and Recover

Each Tango (starting with Masterminds) Fires
upon each SEAL within LOS, and each Hostage
that is not on its starting Objective icon and not
Adjacent to a SEAL.

Attack Dice: The Mastermind, and all Tangos in
the same Area as a Mastermind, roll two Attack
Dice. All other Tangos roll 1 Attack Die.
Stunned Tangos: After all Tangos have

attacked, stand up Stunned Tangos.

7. Gheck Victory Gonditions

If the Timer Track is at zero, or all Primary
Objectives are complete, the Mission ends:
Success: All Primary Objectives complete.
Partial Success: Half (Rounded up) of all
Primary Objectives are complete, and all
Secondary Objectives are complete.

Failure: Less than half (Rounded up) of Primary

Objectives are complete.

See page 25 for Campaign details.

8. Advance Timer

« Move the Timer Track 1 Space closer to 0.
If it reaches “Mission Failure”, players lose.

« Decrease dice on Time Bombs by 1.

9. Begin New Round

Begin a new Round, starting with Phase 1.





