
Close Assault Defensive Posture

Defensive Posture
Conducting Opportunity 

Fire

Hold FireMoving PU part of a 
stack?

Multiple AEO
MMCs stacked 

together?

No Yes

Yes

No

Opportunity Fire Defensive Posture

Roll 1d6:
Is the Result

Odd?

Fire at Moving PU 
with Opportunity 

Fire

NO

[Lock ’n Load Tactical Solo Fire Behavior Flowchart]

Are there PUs 
within LOS that can 

still move?

Fire 1 MMC,  
randomly determine 
which MMC will fire

Conduct a Combined 
Fire Action

Yes Yes

NO

Has the target
PU(s)’s Vehicle already 

conducted an action?

CLOSE ASSAULT
(Assuming target 

Vehicle is not in hex 
with MMCs/SMCs)

Yes

HoldIs the PU
Vehicle Buttoned?

Can AEO
Destroy

PU Vehicle?

Conduct a Close 
Assault

No

Yes

Yes

NO

No

Conduct a Small-arms 
and/or Ordnance Fire 

Action
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Close Assault Offensive Posture

Moving PU Vehicle?

Offensive Posture
Conducting Opportunity 

Fire

NO

Hold Fire

PU needed for
Victory?

Is PU’s
 Firepower greater than 

AEO’s?

NO

No

Yes

Yes

No

Opportunity Fire Offensive Posture

Can AEO damage 
Vehicle or Passengers?

Opportunity Fire at 
Moving PU

Opportunity Fire at 
Moving PU

Hold Fire

Yes Yes

[Lock ’n Load Tactical Solo Fire Behavior Flowchart]

Has the target
PU(s)’s Vehicle already 

conducted an action?

CLOSE ASSAULT
(Assuming target 

Vehicle is not in hex 
with MMCs/SMCs)

Yes

HoldIs the PU
Vehicle Buttoned?

Can AEO
Destroy

PU Vehicle?

Conduct a Close 
Assault

No

Yes

Yes

NO

No

Conduct a Small-arms 
and/or Ordnance Fire 

Action
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[Lock ’n Load Tactical Solo Fire Behavior Flowchart]

Yes

NONO

Does the AEO have a
LOS to a PU(s) in a 

Spotted hex

Firing a MMC*

YES

Any PUs have
Ordnance?

Spotted hex containing 
PU(s) needed for

Victory?

NO

NO

Yes

Yes

Does the AEO have a
LOS to a PU(s) in an 

Un-Spotted hex

Spot and Fire at PU 
with:

1. PU with Ordnance
2. PU with most FP
3. Closest PU

Fire at PU with
Ordnance

NO Yes

Firing a Vehicle and 
a

Weapon Team*

Can the AEO cause 
damage to the PU?

Can the AEO cause 
damage to the PU?

Fire at closest PU(s) 
in a Spotted hex

Fire at PU needed for
Victory Condition

NO

Yes

* Observe Combined Fire Flowchart if the AEO has stacked units.

Are there more PUs 
that have yet to activate 

within firing range of 
AEO?

Combined Fire
Stacked Units

Use Combined Fire

Fire one MMC onlyYes

NO

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard MortarNext 

Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar
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Combined Fire ActionFire Action

[Lock ’n Load Tactical Solo Fire Behavior Flowchart]

Yes

NONO

Does the AEO have a
LOS to a PU(s) in a 

Spotted hex

Firing a MMC*

YES

Any PUs have
Ordnance?

Spotted hex containing 
PU(s) needed for

Victory?

NO

NO

Yes

Yes

Does the AEO have a
LOS to a PU(s) in an 

Un-Spotted hex

Spot and Fire at PU 
with:

1. PU with Ordnance
2. PU with most FP
3. Closest PU

Fire at PU with
Ordnance

NO Yes

Firing a Vehicle and 
a

Weapon Team*

Can the AEO cause 
damage to the PU?

Can the AEO cause 
damage to the PU?

Fire at closest PU(s) 
in a Spotted hex

Fire at PU needed for
Victory Condition

NO

Yes

* Observe Combined Fire Flowchart if the AEO has stacked units.

Are there more PUs 
that have yet to activate 

within firing range of 
AEO?

Combined Fire
Stacked Units

Use Combined Fire

Fire one MMC onlyYes

NO

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard MortarNext 

Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar
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[Lock ’n Load Tactical Solo Movement Behavior Flowchart]

AEO in hex with
+TM

Defensive Posture
Movement

(Choose the condition 
that applies and resolve )

Move towards 
closest Terrain with 
+ Terrain Modifier 

(+TM)

No

AEO units off of the 
Map?

PU closer to
Victory Condition or 

Map Edge

AEO moves unit or 
stack towards the 
Victory Condition

AEO cut off from 
Victory Condition

AEO Moves 
towards the Victory 

Condition

NO

YES Yes

No No

Yes Yes

Move Action Defensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move Off-board AEO units onto Map.  Roll 1d6:

1 - One MMC or Vehicle or Equivalent
2 - Two MMCs or One Vehicle or Equivalent
3 - Two MMCs and One Vehicle or Equivalent
4 - Three MMCs or One Vehicle or Equivalent
5 - Three MMCs or Two Vehicles or Equivalent
6  -Three MMCs and two Vehicles or Equivalent

Note: One MMC equivalent can be one Weapon Team or two Half-
squads / Crews.  SMCs can always move with MMC or Vehicle 
and does not count towards the unit total.  
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Banzai National Ability

[Lock ’n Load Tactical Solo Fire Behavior Flowchart]

Banzai Check on 
Primary Order 

includes  
Enter Melee

Are there
more than 2 turns 

remaining

Japanese Forces
have less FP 

(infantry in any state)
than PU

PU controls or 
achieved majority of
victory conditions?

AEO controls or 
achieved majority of
victory conditions?

Execute normal card
information BANZAI!

Banzai Check on 
Secondary Orders 

that include 
Dynamic Move 

Towards or Dynamic 
Move Towards PU

Are there
more than 2 turns 

remaining

Japanese Forces
have less FP 

than PU

PU has majority
of Victory Conditions

achieved?

No Banzai Occurs. 
Execute Secondary 

Orders
BANZAI!

If the AEO has the Banzai ability, please use the following flow chart for AEO determination for infantry and Weapons Teams 
entering into a Banzai attack with a PU. This check occurs when 2 turns remain in the game.

NO NO NO

NO YES
YESYESYES

YESYES YESNO

NO NO



[Lock ’n Load Tactical Solo Movement Behavior Flowchart]

AEO has units that need 
to reach Victory

Objectives?

Offensive Posture
Movement

(Choose the condition 
that applies and resolve )

Move unit towards. 
If stacked, move all 
towards. Avoid PU 
LOS where possible

Yes

AEO MMC and or 
Vehicle or equivalent 
units off of the Map?

PU closer to
Victory Condition or 

Map edge

AEO moves unit or 
stack towards the 
Victory Condition

Smoke counter blocking 
LOS to AEO?

Move towards a PU

Yes

Yes Yes

No No

NO No

PU within 3 hexes 
between AEO and 

Victory Condition?

Move towards 
closest Terrain with 

+ TM

Yes

PU within 3 hexes 
that’s conducted an 

action?

Place Smoke into hex 
blocking LOS to that 

PU

Yes

NO
AEO MMC only units off 

of the Map?

PU within
Melee

Range?

Enter Melee or
Overrun

Yes

Yes

No

No

Has PU performed an 
action

No

Is PU(s)’s FP less than 
AEO’s?

No

Yes

Yes

Move Action Offensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move AEO Off-board MMC units onto Map.  Roll 1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move AEO Off-board units onto Map.  Roll 1d6:

1 - One MMC or Vehicle or Equivalent
2 - Two MMCs or One Vehicle or Equivalent
3 - Two MMCs and One Vehicle or Equivalent
4 - Three MMCs or One Vehicle or Equivalent
5 - Three MMCs or Two Vehicles or Equivalent
6  -Three MMCs and two Vehicles or Equivalent

Note: One MMC equivalent can be one Weapon Team or two Half-
squads / Crews.  SMCs can always move with MMC or Vehicle 
and does not count towards the unit total.  

No
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[Lock ’n Load Tactical Solo Counteraction Behavior Flowchart]

YES

NoNo

YES

Yes

Offensive Posture
Execute Counteractions

Are there AEO units off 
the Map?

More Off-board
Vehicles then

MMCs?

Move AEO’s off-board Vehicle 
units onto Map.  Roll 1d6:

1-3 One Vehicle or Equivalent
4-6 Two Vehicles or Equivalent

SMCs can always move with 
Vehicle and does not count towards 
the unit total.

More than one
MMC off of the Map?

Move AEO’s off-board MMC units onto Map.  Roll 
1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move MMC onto 
Map

Good Order
AEO Weapon

Teams? Fire at closest PU 
in LOS or change 

covered arc if no PU 
in LOS

Good Order
AEO Vehicles?

Fire Sniper at 
Farthest

PU

Fire at Closest PU 
that can be damaged

Good Order
MMCs in LOS and in 

Range?
Snipers on the Map? 

Can Hero damage a PU 

AEO Heroes on the 
Map?

Medic and wounded 
SMCs on Map?

Fire Hero at PU

Move Hero towards
Victory Condition 

unless already 
occupied

Move Medic 
towards closest 
wounded SMC

YES

No

No

YES

YES

No

No

YES

No No No

YES YES

YES

No

Counteractions Offensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar
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[Lock ’n Load Tactical Solo Movement Behavior Flowchart]

AEO has units that need 
to reach Victory

Objectives?

Offensive Posture
Movement

(Choose the condition 
that applies and resolve )

Move unit towards. 
If stacked, move all 
towards. Avoid PU 
LOS where possible

Yes

AEO MMC and or 
Vehicle or equivalent 
units off of the Map?

PU closer to
Victory Condition or 

Map edge

AEO moves unit or 
stack towards the 
Victory Condition

Smoke counter blocking 
LOS to AEO?

Move towards a PU

Yes

Yes Yes

No No

NO No

PU within 3 hexes 
between AEO and 

Victory Condition?

Move towards 
closest Terrain with 

+ TM

Yes

PU within 3 hexes 
that’s conducted an 

action?

Place Smoke into hex 
blocking LOS to that 

PU

Yes

NO
AEO MMC only units off 

of the Map?

PU within
Melee

Range?

Enter Melee or
Overrun

Yes

Yes

No

No

Has PU performed an 
action

No

Is PU(s)’s FP less than 
AEO’s?

No

Yes

Yes

Move Action Offensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move AEO Off-board MMC units onto Map.  Roll 1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move AEO Off-board units onto Map.  Roll 1d6:

1 - One MMC or Vehicle or Equivalent
2 - Two MMCs or One Vehicle or Equivalent
3 - Two MMCs and One Vehicle or Equivalent
4 - Three MMCs or One Vehicle or Equivalent
5 - Three MMCs or Two Vehicles or Equivalent
6  -Three MMCs and two Vehicles or Equivalent

Note: One MMC equivalent can be one Weapon Team or two Half-
squads / Crews.  SMCs can always move with MMC or Vehicle 
and does not count towards the unit total.  

No
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[Lock ’n Load Tactical Solo Counteraction Behavior Flowchart]

YES

NoNo

YES

Yes

Offensive Posture
Execute Counteractions

Are there AEO units off 
the Map?

More Off-board
Vehicles then

MMCs?

Move AEO’s off-board Vehicle 
units onto Map.  Roll 1d6:

1-3 One Vehicle or Equivalent
4-6 Two Vehicles or Equivalent

SMCs can always move with 
Vehicle and does not count towards 
the unit total.

More than one
MMC off of the Map?

Move AEO’s off-board MMC units onto Map.  Roll 
1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move MMC onto 
Map

Good Order
AEO Weapon

Teams? Fire at closest PU 
in LOS or change 

covered arc if no PU 
in LOS

Good Order
AEO Vehicles?

Fire Sniper at 
Farthest

PU

Fire at Closest PU 
that can be damaged

Good Order
MMCs in LOS and in 

Range?
Snipers on the Map? 

Can Hero damage a PU 

AEO Heroes on the 
Map?

Medic and wounded 
SMCs on Map?

Fire Hero at PU

Move Hero towards
Victory Condition 

unless already 
occupied

Move Medic 
towards closest 
wounded SMC

YES

No

No

YES

YES

No

No

YES

No No No

YES YES

YES

No

Counteractions Offensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar
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[Lock ’n Load Tactical Solo Counteraction Behavior Flowchart]

YES

No

YES

NoNo

YES

Yes

Defensive Posture
Execute Counteractions

Are there AEO units off 
of the Map?

More off-board
Vehicles than

MMCs?

More than one
MMC off of the Map?

Move MMC onto 
Map

Good Order
AEO Weapon

Teams Fire at closest PU 
in LOS or change 

covered arc if no PU 
in LOS

Good Order
AEO Vehicles?

Fire Sniper at 
Farthest

PU

Fire at closest PU 
that can be damaged

Good Order
MMCs in LOS and in 

Range?

Medic and wounded 
SMC on Map?

Can Hero damage a PU 

AEO Heroes on the 
Map? Snipers on the Map? 

Fire Hero at PU

Move Hero towards
Victory Condition 

unless already 
occupied

Move Medic 
towards closest 
wounded SMC

YES

No

No

No

YES

No

YES

No No

YES YES

YES

No

Counteractions Defensive 

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move AEO’s off-board Vehicle 
units onto Map.  Roll 1d6:

1-3 One Vehicle or Equivalent
4-6 Two Vehicles or Equivalent

SMCs can always move with 
Vehicle and does not count towards 
the unit total.

Move AEO Off Board MMC Units onto Map.  Roll 
1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.
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[Lock ’n Load Tactical Solo Victory Conditions Behavior Flowchart]

No
Yes

Yes

Yes

Yes

No

Offensive Posture
Execute Victory

Conditions

Is a PU(s) within 
3 hexes of a Victory 

Condition?

If PU in LOS, Spot if 
unspotted, Fire at 

PU. If not in LOS or 
range move towards

AEO within 5 hexes of a 
Victory Condition?

Move towards 
Victory Condition

Are there AEO units off 
Map?

Are there more off-Map 
Vehicles than MMCs?

AEO within LOS of 
Victory Condition 

Hexes?

More than one
MMC off-Map?

Move MMC onto the 
Map

Move towards or 
execute action 
needed for the 

Victory Condition

Victory Condition 
involving a PU needed?

Move towards or 
execute action 
needed for the 

Victory Condition

Yes

No

No

Yes

No

No

No

Execute Victory Conditions 
Offensive

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move AEO’s off-board MMC units onto Map.  Roll 
1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move AEO’s off-board Vehicle 
units onto the Map.  Roll 1d6:

1-3 One Vehicle or Equivalent
4-6 Two Vehicles or Equivalent

SMCs can always move with 
Vehicle and does not count towards 
the unit total.

Yes

Yes

No

YES

Yes

No

Helicopters

AEO Helicopters off 
Map with passengers?

Enter Map, fly 
towards hex within 
3 hexes of victory 

hex, hover then 
fire at closest PU, 
then disembark 

passengers

Can AEO Helicopter 
Attack PUs

Fire at PU in order:

1. PU needed for Victory 
Objective
2. GO PU (Highest FP)
3. Shaken PU

Victory Conditions to 
pick up MMCs?

Yes

Helicopter exits Map

No

No

Helicopters

Within Range of PU?

If off Map or on Map 
fly within range of 

AEO Weapons

Helicopter needed for 
the Scenario Victory?

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Enter Map, fly to 
hex with MMCs 

needed to be picked 
up, hover then fire 
at closest PU, then 
embark passengers

Yes

No
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[Lock ’n Load Tactical Solo Victory Conditions Behavior Flowchart]

Yes

No
No

Yes

Yes

Yes

No

Defensive Posture
Execute Victory

Conditions

PU within 3 hexes of
Victory Condition?

If PU in LOS Spot 
if unspotted, Fire 

at PU, If not in LOS 
move towards

AEO within 5 hexes of a 
Victory Condition?

Move towards 
Victory Condition

Are there AEO units off 
Map?

Are there more off-Map 
Vehicles than MMCs?

AEO within LOS of a
Victory Condition Hex?

More than one
MMC off-Map?

Move MMC onto the 
Map

Move AEO into LOS 
or towards a hex 

with LOS to Victory 
Hexes

Yes

No

No

Yes

Yes

No

No

Execute Victory Conditions 
Defensive

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Move AEO’s off-board MMC units onto Map.  Roll 
1d6:

1-2 One MMC or Equivalent
3-4 Two MMCs or Equivalent
5-6 Three MMCs or Equivalent

Note: One MMC equivalent can be one Weapon Team 
or two Half-Squads / Crews.  SMCs can always move 
with MMC and does not count towards the unit total.

Move AEO’s off-board Vehicle 
units onto the Map.  Roll 1d6:

1-3 One Vehicle or Equivalent
4-6 Two Vehicles or Equivalent

SMCs can always move with 
Vehicle and does not count towards 
the unit total.

YES

Yes

No

Helicopters

AEO Helicopters off-
Map with passengers?

Enter Map, fly 
towards hex within 
3 hexes of victory 

hex, hover then 
fire at closest PU, 
then disembark 

passengers

Can AEO Helicopter 
Attack PUs

Fire at PU in order:

1. PU needed for Victory 
Objective
2. GO PU (Highest FP)
3. Shaken PU

Victory Conditions to 
pick up MMCs?

Yes

Helicopter exits Map

No

No

Helicopters

Within Range of PU?

If off Map or on Map 
fly within range of 

AEO Weapons

Helicopter needed for 
the Scenario Victory?

Next 
Order

1 [AEO Order]

 AEO Closest to a Spotted PU  
Fire

AEO farthest from a Shaken unit
Fire

AEO farthest from the closest PU 
with lowest Terrain Modifier 

Fire
Execute Victory Conditions

1 If Shaken Dynamic Move Fire

2 Move if not in terrain with a + 
Terrain Modifier

Fire OffBoard Artillery 
Fire OnBoard Mortar

Enter Map, fly to 
hex with MMCs 

needed to be picked 
up, hover then fire 
at closest PU, then 
embark passengers

Yes

No
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