
Activation
Activation token on Horologium

(for groups, all relative token models are activated)

One enemy is activated at a time
(choose the best order for the enemies) Enemies’

A.l.

Movement
The enemy moves the minimum required distance to reach 

the attacking/engagement distance

(Marksmen move back the minimum required distance to be able to 
attack)

Continues to move towards 
the objective and carries it 

out if possible.

Do they have enough AP 
to attack?

Attack
With any leftover AP, the enemy:

Attack
(each time they can)

otherwhise Engages 
if Close Combat 

Does the enemy have a specific objective?

Attack the heroes
Check CA  

Are there heroes?

Check CA  

Does at least 1 hero have a TV greater 
than or equal to that of the mission? 

Enemy’s Objective
Are there heroes 

obstructing the shortest 
possible path?

Objective

* = the enemy must be able to interact with the hero, otherwise they ignore the hero and move on to the next target

(e.g. the scum on the roof of a building without a ladder cannot be attacked by enemies with close combat attacks)

Chooses the
closest hero*

(if equal values, chooses the 
hero with the highest TV; if 
still equal, chooses the most 
wounded, otherwise chooses 

randomly)

Chooses the hero with 
the highest TV*

(if equal values, chooses 
the closest hero; if still 

equal, chooses the most 
wounded, otherwise 
chooses randomly) 

Chooses the hero 
obstructing the 
shortest path

(if there is more than one, 
attacks the one with the 

highest TV, if equal values 
chooses randomly)

AttackHero selectionConditionActionKey:


