
5/4 = Standing Melee / Moving Melee

Quick Reference Card
Numbers in color coded boxes                               represent the number of dice to roll for the unit in melee or ranged �re. 
Halving (rounded up or down) and +1 or -1 die for unit types, where applicable, have already been �gured into the number shown. 
Dice reductions for terrain and additions for speci�c Command cards must still be made. 
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Quick Reference Card
Numbers in color coded boxes                               represent the number of dice to roll for the unit in melee or ranged �re. 
Halving (rounded up or down) and +1 or -1 die for unit types, where applicable, have already been �gured into the number shown. 
Dice reductions for terrain and additions for speci�c Command cards must still be made. 
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