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Introduction  
The Fog of War supplement is designed for multi-player 
games, of up to six players. In order to play a game, you will 
need:
-  These rules!
-  A set of Initivative cards (you can also use normal  
 playing cards as an alternative).
- A set of Dirty Tricks Cards.

GAME SET UP PHASE
1.  The game is played over 4 turns (instead of 6). 
2.  Games of 3 players may use a 3ft x 3ft board,  
 whereas, with 4 players, a 4ft x 4ft will suit better and  
 for 5 or more players a 6ft x 3ft board.
3.  Players select one of the five Fog of War missions.   
 This provides details on how players set up their  
 forces and more importantly how to win!
4. Tactical Decks are not used. Instead, the Dirty Tricks  
 Deck is set in an area all players can access easily. 
5. Players then roll off or use any Keywords relevant  
 to their deployment, to determine who deploys their  
 forces first, with the lowest going first. Once a player  
 deploys all of their Fireteams, the next lowest  
 deploys their forces and so on until all players have  
 deployed.

Dirty Tricks Deck
The Dirty Tricks Deck replaces the Tactical Deck. It is a 
common deck, meaning all players use it to draw cards from 
to form their Dirty Tricks Hand. 
Once players have deployed their forces, they may select their 
Dirty Tricks Hand, with each player drawing 4 Dirty Tricks 
Cards at the start of the game – this is your Dirty Tricks Hand.
During the game, players will be dealt additional cards in the 
Consolidation Phase (see below). Players can play as many 
Dirty Tricks Cards as they want during a player’s turn, although 
they may only play one of each type of card per turn. There are 
three different types of Dirty Tricks cards:

General Dirty Trick

Command Card Dirty Trick

Leadership <name> Dirty Trick

For example, a Leadership - Reactivation card may only 
be used once during the turn no matter how many times 
Reactivation is attempted.
Dirty Tricks last for one Turn unless specified otherwise.
Players can play Dirty Tricks at any time, unless instructed 
otherwise on the card itself. The effects are resolved 
immediately.  Players keep their Dirty Tricks Hand concealed 
from opponents. 

 
When a Dirty Trick Card is used, place it on a discard pile, 
within the player’s control/deployment area. Players can then 
easily keep track of what cards they have used and to ensure 
they do not use two of the same type of Dirty Trick in the same 
turn. 
At the end of the turn, in the Consolidation Phase, all players 
place their used cards on the discard pile, within easy reach 
of all players. When the Dirty Trick Deck is exhausted at any 
point during the game, reshuffle the discard pile so that it 
forms the new Dirty Trick Deck.

THE ORDER AND INITIATIVE PHASE 
Players select Orders for each of their Fireteams as normal. 
Players then roll for the Forward! roll as normal, with Initiative 
Cards given to the player with the corresponding roll from 
highest to lowest from the Forward! roll. 
For example, there are  three players A, B and C who each roll 
an 8, 3 and a 4 respectively. Player A is given the Initiative 
Card with 1st on it, Player C is given the card with 2nd and 
player B is given the card with 3rd.
When a player activates its Force, the player discards their 
Initiative card. The cards are then redistributed next turn in 
order of highest to lowest.

TACTICAL PHASE
No changes.

CONSOLIDATION PHASE 
At the end of the Consolidation Phase, after the Tidy Up Step 
is completed, a new step is added:
>>>> Draw Dirty Tricks cards.
During this step, Players receive their Dirty Tricks Cards. They 
are assigned as follows:
-  The player with the most Active models draws one  
 card
-  The player with the least Active models draws three  
 cards.
-  All other players draw two cards.
During the Check Victory Conditions stage of the Consolidation 
Phase , players determine how many Victory Points they have 
scored this turn – each mission will detail its own particular 
scoring and winning parameters.

MODES
If you want to make Fog of War quicker and simpler then 
exclude the Dirty Tricks cards and only use the initiative cards 
and missions.

AND FINALLY…..THE MOST IMPORTANT RULE
Players are encouraged to play in the spirit of the rules. If any 
situation arises whereby the rules, either from the Delta One 
Zero rulebook or this supplement, do not adequately provide 
a clear ruling – and a common-sense consensus cannot be 
reached - simply roll a D10, and on 5+ the active player is 
correct.
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Mission 1 - dz ATTACK AND DEFEND 
Set Up
Players roll off for selecting which deployment zone they 
may select and then place their Fireteams within the 12” 
deployment zone (DZ) quadrants.

Mission Special Rules
None

Scoring 
-  2 Victory Points for having an Active Fireteam in the  
 DZ directly opposite at the end of Turn 4
-  2 Victory Points for having no enmny Active   
 Fireteams in your DZ at the end of Turn 4
- 1 Victory Point for having more points on the board  
 at the end of the game (do not count Inactive models)

Missions
Players are free to mutually agree on a mission or may roll 
a D10 to randomly determine what mission is being played 
from the list below:
1. DZ Attack and Defend
2. DZ Snatch
3. Smash and grab
4. Beacon control 
5. King of the hill  
Mission maps are based on a 4ft x 4ft board for 4 players 
– if a bigger board is used alter the deployment zones and 
locations of objective markers to suit.

Objectives
Three of the five missions use objectives. You can use 
anything for objectives – we find 25mm tokens or similar 
work best.  
In addition, we recommend determining at the start of the 
game whether objectives have a silhouette and therefore 
provide cover or not. 

Timing
All missions last for 4 turns.
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Mission 3 - SMASH AND GRAB
Set Up
Players roll off for selecting which deployment zone they 
may select and then place their Fireteams within the 12” 
deployment zone (DZ) quadrants.
Place 4 objective markers horizontally and vertically 12” away 
from the centre and one in the middle.

Mission Special Rules
A model must perform a Simple Interact action to seize the 
objective. It will remain in base contact, moving with that 
model until voluntarily dropped or passed to another model as 
a Simple Interact action, or the model is Stressed, Separated 
or removed as a casualty from the board, then it is dropped in 
the last position of the model that was previously controlling 
it. 

Scoring 
-  Each objective is worth 1 Victory Point  at the end of  
 Turn 4
-  1 Victory Point for having more points on the board  
 at the end of the game (do not count Inactive models)

Mission 2 - dz SNATCH
Set Up
Players roll off for selecting which deployment zone they 
may select and then place their Fireteams within the 12” 
deployment zone (DZ) quadrants.

Mission Special Rules
None

Scoring 
-  2 Victory Points for having an Active Fireteam in the  
 DZ to your right at the end of Turn 4
-  2 Victory Points for having an Active Fireteam in the  
 DZ to your left at the end of Turn 4
- 1 Victory Point for having more points on the board  
 at the end of the game (do not count Inactive models)
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Mission 5 - KING OF THE HILL 
Set Up
Players roll off for selecting which deployment zone they 
may select and then place their Fireteams within the 12” 
deployment zone (DZ) quadrants.
Place an objective marker in the centre of the board.

Mission Special Rules
The objective has a ‘Zone of Control’ (ZOC) of 6” (measured 
from the centre of the objective). If an Active model from a 
Fireteam is within the ZOC at the end of the Consolidation 
Phase the Fireteam counts as scoring.

Scoring 
-  The objective is worth 1 Victory Point  per Turn.
-  1 Victory Points for having more points on the board  
 at the end of the game (do not count Inactive models)

Mission 4 - BEACON CONTROL
Set Up
Players roll off for selecting which deployment zone they 
may select and then place their Fireteams within the 12” 
deployment zone (DZ) quadrants.
Place 4 objective markers around the perimeter of the board, 
equally between DZ’s and one in the middle.

Mission Special Rules
Objectives have a ‘Zone of Control’ (ZOC) of 4” (measured 
from the centre of the objective). If an Active model from a 
Fireteam is within the ZOC at the end of the Consolidation 
Phase the Fireteam counts as scoring (only one friendly 
Fireteam can score per objective).

Scoring 
-  Each objective is worth 1 Victory Point per Turn.
-  1 Victory Point for having more points on the board  
 at the end of the game (do not count Inactive models)

Fog of War



 

 

   

 

 

 

 

 

 
   

 

 

 
 

   



 

 

 

 

 
   

 

 

 
   

 

 

 
 



General Dirty tricks cards 
   

 
 
 
 
 
 
 
 

   

    
 
 
 
 
 
 
 
 

   

    
 
 
 
 
 
 
 
 

   

    
 
 
 
 
 
 
 
 

   

    
  

When an enemy player plays a Reactivation card but 

before the Nerve Test. 

The Fireteam may not Reactivate. The Reactivation 

Card is still discarded. 

Play if an opponent plays a Dirty Trick on you. 

Ignore the effects of the Dirty Trick and the card is 

discarded. 

Play if an opponent selects your Fireteam as the 

target for an Attack – Ranged Action. 

The player must pick another player’s Fireteam as the 

target. If this is not possible then the Attack – Ranged 

Action is lost. 

Consolidation Phase, after the ‘Draw Dirty Tricks’ 
step. 

Select an opponent. That player discards all their Dirty 

Tricks Cards. 

Consolidation Phase, after the ‘Draw Dirty Tricks’ 
step. 
 

Randomly select a Dirty Tricks Card from each of your 

opponent’s hands and add them to your own. 

 

Tactical Phase. 

When an opponent’s Fireteam completes a successful 
Attack – Ranged Action against one of your Fireteams 
but before Wound Cards are allocated, your opponent 
must reroll all the successes. 
 

Consolidation Phase, after the ‘Draw Dirty Tricks step’. 
 

Select an opponent. Your opponent reveals all their 
Dirty Tricks Cards to you. You may select one and 
discard it. 
. 

Play if a player selects you as a target of a Dirty Trick. 

The player has to select a different player. 

Play at the start of the CQB phase when one of your 

Fireteam’s is in CQB. 

The Fireteam gains the Lethal (2) Keyword for this 

round of CQB combat, i.e. until your opponent 

retreats, is eliminated or is Fatigued. 

Tactical Phase. 

Selecta an opponent’s Fireteam after they finish their 

‘Move Step’ -  your opponent’s Fireteam gains the 

Jam (1) Keyword. 

Before a Fireteam rolls for a Nerve test. 
. 

The Fireteam receives a -2 modifier to the target 
number. 

 

Before an enemy Fireteam rolls for a Nerve test. 

The Fireteam receives +2 modifier to the target 

number 

During the Order and Initiative Phase, before the 

Forward! roll has been determined. 

You may select the players that receive the 

highest to lowest Initiative Card instead of rolling 

for the Forward! roll. 

During the Order and Initiative Phase, before the 

Forward! roll has been determined. 

. 

Take all the Initiative Cards, shuffle them and 

randomly deal them to all of the players. There is 

no Forward! roll this turn. 

Consolidation Phase during the ‘Draw Dirty Tricks 
step’. 

When you are drawing Dirty Tricks cards you may 

discard this card and select three Dirty Tricks cards in 

its place, in addition to any other cards. 

Tactical Phase, before an opponent reactivates a 

Fireteam. 

If your opponent uses a Reactivation card, the 

Fireteam model(s) still gain a Stress token. 
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Before the ‘Drawing Dirty Tricks card’ step of the 

Consolidation Phase. 

Select a player – that player may not select any 

Dirty Tricks cards this turn. 

During the Order and Initiative Phase after 

Initiative Cards have been given to each player. 

Select two players and swap their Initiative Cards. 

Tactical Phase. 

After you complete an Attack – Ranged Action 

against an opponent’s Fireteam but before 

Wound Cards are allocated, you may reroll all the 

misses. 

Tactical Phase. 

Whenever one of your opponent’s reveals 
Near Misses during an Attack action, you may 
force them to redraw from the Wound Deck. 

Tactical Phase. 

Play this card to re-roll any misses during the 
first round of a CQB phase (if the Fireteam is 
reactivated this effect is not applied). 

Orders & Initiative Phase, after the Forward! roll. 

All of your opponents must reroll the result of the 

Forward! roll. 

At the start of the ‘Rallying Step’ of the 
Consolidation Phase. 

Add one more Stress Token to an enemy Rallying 
model 

Consolidation Phase, before the ‘Draw Dirty Tricks’ 

step. 

Double the number of Dirty Trick Cards you would 
receive this turn. 

After an enemy Fireteam decides to Reactivate but 

before they roll their Nerve Test. 

The Fireteam gains a Stress token. 

Orders & Initiative Phase, after initiative has been 

decided. 

Search through the Wound Deck and remove all Near 
Misses for this turn only. Shuffle the Wound Deck 
once the Near Misses have been removed. During the 
Consolidation Phase reshuffle the cards back into the 
Wound Deck. 

Consolidation Phase, after all players have drawn 

their Dirty Tricks cards. 

Search through the Dirty Tricks discard pile and select 
a card. 

Before the Forward! roll. 

Select an opponent; they receive a -5 modifier to the 

Forward! roll. 
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Before a Guts Check. 

Models do not suffer Stress. 

Leadership - reactivation 

Before a Guts Check. 

Models do not suffer Stress. 

 

Leadership - reactivation 

Before a Guts Check. 

Models do not suffer Stress. 

 

Leadership - reactivation 

Before a Guts Check. 

Models do not suffer Stress. 

 

Leadership - reactivation 

After a Guts Check is failed. 

Let’s the player re-roll a failed Guts Check (Stress 
is not applied for the re-roll). 

Leadership – guts check reroll 

After a Guts Check is failed. 

Let’s the player re-roll a failed Guts Check (Stress 
is not applied for the re-roll). 

Leadership – guts check reroll 

After a Guts Check is failed. 

Let’s the player re-roll a failed Guts Check (Stress 
is not applied for the re-roll). 

Leadership – guts check reroll 

After a Guts Check is failed. 

Let’s the player re-roll a failed Guts Check (Stress 
is not applied for the re-roll). 

Leadership – guts check reroll 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 

Start/end of an Order. 

Clears all Stress off one model. Fatigued models must 

still Rally! 

Leadership – Clear Stress 
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During the Consolidation Phase. 

May remove all Stress tokens during the Rally! 

phase. 

Leadership – Clear fatigue 

During the Consolidation Phase. 

May remove all Stress tokens during the Rally! 

phase. 

Leadership – Clear fatigue 

During the Consolidation Phase. 

May remove all Stress tokens during the Rally! 

phase. 

Leadership – Clear fatigue 

During the Consolidation Phase. 

May remove all Stress tokens during the Rally! 

phase. 

Leadership – Clear fatigue 

After an opponent plays a Dirty Tricks card (any 
type). 

Cancels your opponents card. 

Leadership – Stop! 

After an opponent plays a Dirty Tricks card (any 
type). 

Cancels your opponents card. 

Leadership – Stop! 

After the ‘Draw Dirty Tricks’ card step. 

Lets the player discard their Dirty Tricks Hand and 

select FOUR new cards 

Leadership – REDraw 

After the ‘Draw Dirty Tricks’ card step. 

Lets the player discard their Dirty Tricks Hand and 

select FOUR new cards 

Leadership – REDraw 
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