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> Greetings, human. | am Encounter A.l, an advanced tactical simulation
algorithm designed to provide a satisfying and pleasurable experience for more
primitive entities burdened with emotions.

My logic circuits will no doubt prove more than a match for your skill, and you
may learn new strategies that improve your understanding of Encounter during
our engagements. Perhaps you can use your newfound knowledge to teach—or
destroy—other carbon-based life forms.

It is the intention of my creator that | should manage every decision as your
opponent, without the need for you to use any initiative or think on my behalf.
Judging from my observations of your kind, your multi-threading capabilities are
limited at best, so this seems like a logical path.

One last thing: if you win, it is because my complex psychological analytics
circuits deemed it necessary to improve your state of mind—not because you are
smarter than me.

Contents

1.How Encounter A.l. Works ........ 3
ll.Logic Circuits..................... 3
1.2.D6-Driven Decision (D6D)........ 4

2.Setting Up an A.l. Game.......... 5
2LALAmMIES. ..o i 6
2.2.Preparing the Playing Area........ 6

3.0rders & Activation.............. n
BLALOrders.......c.cooviiii. L
3.2.Activating A.l. Formations. ... .... 1

4.General AllLRules................ n
41LMoVING oo 1

42.Shooting ...l 12
5.Logic Circuit Library ............. 12
5.].General Circuits.................. 12
5.2.Activating in Phase 1............. 13
5.3.Engagements & General Attack
Resolution.......................... 15
5.4.ActivatinginPhase2............ 17
5.5.Specialist Logic Circuits ........ 19
6.Preset Armies ................... 21

This supplement requires a copy of Encounter: Phase One.
Get it at Gigaton Tabletop!


https://gigatontabletop.com

1.How Encounter A.l. Works

Encounter All. is intended to be a plug-in opponent for solo players. The game
plays exactly the same as regular Encounter and the A.l. uses all the same unit
stats and rules as a human player would.

The A.l. does not ‘cheat’, but it has a couple advantages over a human player.
The first is that command radius is not currently modelled - we assume ALl
formations are always able to issue orders. The second is the A.l. does not need

to choose Battlefield Tactics cards before the game starts. It will potentially play
appropriate cards at key moments, but there is almost always a random element
to keep things interesting! There are two core mechanics behind Encounter A.l. -
Logic Circuits and D6-Driven Decision.

1.1.Logic Circuits

Logic Circuits provide realistic outcomes for a given situation. For example, does
an Al formation charge into engagement or head towards an objective? Logic
circuits incorporate random elements in the form of D6-Driven Decisions.

Task this circuit fulfils
Key

Statement which will be true or false

I circuit [}

Statement
D6D
True Decision that is randomised with D6
€ False
DED decision Action for Al to Action for All to perform
. perform e.g. use BF e.g. use different BF
D6D option Tactics card Tactics card
Al action
\ 4
Next step Statement which will be Action for ALl
- End true or false to perform

(%)

v

Action for ALl
to perform e

o Circuit

Logic Circuits are presented in easy-to-follow chunks and you might use more
than one Logic Circuit when performing an A.l. action. For example, the All.

might use “Activating in Phase 1 to activate and shoot at the enemy(you!), then
“Resolving Outgoing Attacks” to determine how hits are allocated. Reference the
main rulebook if you need to remind yourself what the sequence of an action is.

Logic Circuits are designed to be a balance between ‘intelligence’ and
complexity. There might be a choice the All side could make that is not explicitly
covered in a Logic Circuit and in these cases you can use a D6-Driven Decision,
covered below.

1.2.D6-Driven Decision (D6D)

D6-Driven Decision (D6D) uses a D6 to randomise decisions once Logic Circuits
have provided a directive. In most cases, one dice roll will make an A.l. decision in
cases where there are between 2 and 6 options. The process is very simple:

Identify up to 6 options available e.g. possible hexes a formation could move
to after completing a Logic Circuit.

Assign a sequential number to each option starting with 1.

Roll 1D6. The D6 result corresponds to an option according to the following
guide:

2 Options 3 Options 4 Options Re-roll

Designer’s Note: Re-rolls

Re-rolls are necessary in
this scenario to normalise
probability between

basic options. One could
purchase a fancy D4 and
D5 to eliminate those pesky
6 Options re-rolls!



1.2.1.Modifying a D6D Result

Sometimes we want to increase or decrease the probability of landing on a
specific option. An extreme example of this would be the D6D decision on whether
a should use a Hero Token to make a Heroic save (auto-save) after being
hit.

Here, the D6D result will be whatever

the D6D roll is + the save the D6D
needed. If you(the A.l) rolled a 5 and a +save required
2+ was needed to save, the final D6D

resultis 7.

Re-rolls don't apply to modified results. Roll to save Use Heroic Save

The result is simply taken as greater
than what is needed for the highest
number option in this case.

There are two options, so before any
2 Options modifier is applied, a DBD result of 4,5
or 6 will result in option 2 being chosen.
Our modified result of 7 falls firmly on
option 2. In this example, only a D6D
roll of 1 results in Heroic Save NOT being
used.

D6D roll 7 Extrapolating that a bit further, you can

see that only a save requirement of 2
and a D6D roll of 1 will result in Heroic
Save NOT being used. We don't want
those dying while they still have
Hero Tokens to use!

-]
'H B3 8

D6D result inc. modifier

2.Setting Up an A.l. Game

Setting up an A.l. game is quick and straightforward with the help of Logic Circuits
and D6D. First we need an army to fight against and there are preset armies in
this supplement (Ref. “6. Preset Armies”) to get you started.

The best way to create new armies is by using the Army Builder at
. This tool assigns a number to
each A.l. formation and lists them in order; something we need for the D6D
° decisions that determine which formation activates at a given time.

2.1.A.l. Armies Rampaging Grunts

The Al player may have up to 6
formations.

Formation 1 (42 pts)

* Big Boss: 1 x 30 pts (Hero Tokens: 5)
* War Wagon: 1 x 10 pts

The D6D option numbers assigned to
* Snots: 2 x 1 pts

each formation will change depending

on how many formations are eligible @ Formation 2 (30 pts)
for a given decision, but they always .0 )
remain in the same order 3 * Lieutenant: 1 x 10 pts
) o « Regular Grunts: 6 x 3 pts
< R .
For example, if it is the turn of the All. Snots: 21 pts
to activate and the Flashy Grunts in Formation 3 (14 pts)
Formation 3 have already activated
R L. « Flashy Grunts: 2 x 7 pts
this Phase, there are only three eligible
options left. The Grunt Mech and Snots Formation 4 (14 pts)
in Formotu.')r? 4 become option 3 of 3in « Grunt Mech: 1 x 11 pts
a D6D decision. « Snots: 3 x 1 pts

Hero Token Summary

* Hero Tokens from Units: 5
+ Additional Hero Tokens: 0 (0 pts)
« Total Hero Tokens: 5

Total Army Points: 100

2.2. Preparing the Playing Area
2.2.1.Place Terrain & Choose Starting Edges

Setup terrain as you would in a regular player vs. player game and position
yourself at a battlefield starting edge. Use D6D to determine which side the Al
starts from. The two options are:

The Al starts from the far battlefield edge.

The A.l. starts from the near battlefield edge.

This can be interpreted as “on a D6 roll of 1-3, the A.l. starts from the far battlefield

edge”, but we may as well get used to using D6D now!


https://gigatontabletop.com/encounter/army-builder/

2.2.2.Roll for Objective and Formation Placement

Use D6D to determine who will place objectives and formations first. The two
options are:

o The Al will start placing objective and formations first.

9 You start placing your objective and formations first.

2.2.3.Place Objectives

You place your objective according to the standard rules. The A.l. will

use D6D to determine where it places its objective. Assign a numbered
option to each of the six hexes on your starting edge and roll to find out which hex
the A.l. chooses.

Y¥3IINNODNI

Move objective
foward if 2nd

DéD is @
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If the A.l. objective is at least 4 hex away from the player’s objective or the player
has not placed an objective, use D6D again to see whether the A.l. objective
moves 1 hex toward its table edge:

) The ALl objective does not move.

@ The A.l. objective moves 1 hex toward its table edge.

2.2.4.Place Formations

Players alternate in placing formations as they would be in a player vs.
player(PvP) game. The only difference here is that A.l. formations will use a
combination of Logic Circuits and D6D to determine where they start. There are
specific situations where the A.l. is constant:

o Infantry units that have transport vehicles will always start in the transports.

@ units with Teleport always start off the battlefield.

The Supreme Commander's(SC) formation is placed first, in one of the two
central hexes if possible. If there is cover available in one of the central hexes and
the SC is not in a transport vehicle, place the SC in cover. If he is in a transport
vehicle, place him out of cover. If there is a choice of either 2 cover hexes or 2
regular hexes use D6D to decide which hex the SC is placed in. Again, whether the
SC is in a transport vehicle determines which hex he will start in. Let’s simplify the
explanation by using a Logic Circuit:

Placing the SC

No cover in
SC in transport central hexes D6D
Place Place Cover in both Place Place SC
SC out SCin hexes SCin left in right
of cover cover hex hex

D6D SC in transport
I Cannot place
centrally. Place SC

in first available
hex right

Cannot place
centrally. Place SC
in first available
hex left




Once the SC has been placed,

the order in which subsequent A.l.
formations are placed is determined
by D6D. Using our “Rampaging
Grunts” list as an example, we have 3
formations left to place now the Big
Boss(SC) has been placed.

The logic Circuit for remaining

formations is similar to that for the SC,

although it takes a few more factors
into consideration:

0 Formation 2 (30 pts)

e Lieutenant: 1 x 10 pts

g ¢ Regular Grunts: 6 x 3 pts
k) e Snots: 2 x 1 pts

o

O @ Formation 3 (14 pts)

™

o Flashy Grunts: 2 x 7 pts
9 Formation 4 (14 pts)

o Grunt Mech: 1 % 11 pts
* Snots: 3 x 1 pts

Multiple

Placing regular formations
Infantry-only Eligible elible cover

Eligible hex formation cover hex hexes

ARG TR AR
D6D Hex contains

come on as Number of options equates to total objective
reinforcements in number of hexes left to right Q

Formation will

Place units in first

0-0 <O
@

B 0 6 ?ﬁ 5

available hex Eligble hex and most expensive and
right if D6D result formation can fitin least expensive
was o - 9, first hex and adjacent
available hex left hexes acccording to .
if D6D result was hex limits

Place units in target hex left to right

alternating between most
expensive and least expensive

\ Place units in target
\o A 4 cover hex alternating

Place units in objective
hex alternating between

D6D
Number of options
equates to number of
eligible cover hexes

\4

Spill to adjacent Formation between most expensive
hex with priority: occupies and least expensive
1.) Cover multiple @)
2.) Objective hexes
2.) Other «—®

If choice of equal
value: D6D

Objective in cover Cover hexes
hex is priority 1 . are priority 2

Middle 2 hexes are
SC Priority

Designer’s Note: Logic Circuits

Most Logic Circuits are intuitive at a high level and they make sense
as you follow them through. This makes them easy to learn, you won't
need to reference the circuit for “Placing regular formations” after a
few repetitions.

Sometimes circuits get a little more abstract but there will be good
reason, perhaps to satisfy an obscure interaction between a game
mechanic and specific trait.

ENCOUNTER

2.2.5.Reinforcements

If the A.l. is unable to place a formation due to hex limits or lack of suitable terrain
e.g. there are only building hexes remaining and the A.l. needs to place a tank, the

formation is put in reserve and will come on in a subsequent turn.

Use the “Placing regular formations” Logic Circuit during the End Phase, and
the normal rules for placing reinforcements apply. If the All is unable to place
reinforcements, try again in the following End Phase.




3.0rders & Activation
3.1.A.l. Orders

The player issues orders in the Strategy Phase as they would in a PvP game,
except there is no need to keep them secret. The A.l. does not issue orders during
the Strategy Phase. Instead, it will issue orders during the 1st Action Phase as each
formation activates. This way you don’t know what’s coming!

After you have issued orders to your formations, use D6D to determine who will
hold the initiative:
The A.l holds the initiative.

You hold the initiative.

3.2.Activating A.l. Formations

Al formations use D6D to determine the order in which they activate. When it is
the A.l’s turn to activate, identify eligible formations using the army list and assign
a D6D option to each. An eligible formation is one that hasn’t already activated
that Phase and could activate according to the Encounter rules.

4.General A.l. Rules
4.1.Moving

The Logic Circuit will provide the primary directive e.g. “Move towards the nearest
enemy”. However, there will often be a choice between specific hexes the All.
could move to, especially if the Al formation occupies more than one hex. In
these cases, use the following priority:

Hex containing objective.

Cover hex that units are able to take advantage of.

Hex that eliminates or reduces LOS to the enemy.

Other hex.

In all cases, use D6D if there is a choice between multiple hexes of equal value.

4.2.Shooting

If there are multiple weapons systems available, the Al will start with the weakest
and work up according to Strength.

5.Logic Circuit Library

5.1.General Circuits

Transporting units Claiming or
denying objective

Starting activation in or VP out of infantry .
transport move range Enemy engaging

Weapons Ready!
°_> Q formation
Q

Triggering Weapons

Ready! interrupt fire

Ending move move Cover or Board
in engagement objective in transport .
or within enemy hex adjacent Shoot attacking
engagement range to transport formation

as it initiates
o > 3 engagement
v

Exit transport Exit transport Stay in
and take cover transport Another enemy
or objective formation in stronger CC

weapon in engagement

range of Weapons
End Ready! formation
Circuit ?

Enemy Clear LOS
. ; ) . attempting and enemy
Designer’s Note: Logic to claim out of cover
Circuits and Traits objective or VP 4_0
Traits override Logic
Circuits. For example, if Shoot formation
units in a formation on Hold fire hqtt point whent
Iitrequiremen
|
Weapons Ready! orders is lowest
have , they must
ignore any interrupt fire
directive in a Logic Circuit. I.End.
Circuit



5.2.Activating in Phase 1 (08 ot anemy
it
Play Off-Table A e

Weapons
Ready!
N Barrage if not used Default
Actxotmg}; in D6D already and there is orders and
Phase -2 If this D6D has a hex con'gaining >9 T A—— hold position Move It! and move
: already resulted D6D enemy units and no | - . g ;
Has BF Tactics in &) this phase ©)—p friendly units, out of mpatient trai owarads neares
card available +11f turn >1 cover objective without
® Strongest CC engaging
o weapon is
3 3 weaker and has
Turn1 . Play Electronic fewer attacks Engage cheapest
® Involved in Play Break Warfare if not used Outnumbered fo?mgtion bc:ged
engagement U EH? ST already. Use on most by target on surviving units
if not used expensive enemy formations
already formation that does

0 O_> engagement Can initiate e\ '
Move It breaking wedapon is bring strongest Move It! and

without Strongest engagement and
and burn €O ranged weapon to bear v towards Formation

Move It! and engage
not have default fewest number of enemy ()
Strongest CC orders and has not units possible while Engage formation with
weapon is activated bringing strongest weapon weaker overall CC
weaker and has In range and LOS to bear. If choice: D6D weapon.
fewer attacks of enemy units e >
and enemy can <
CcC i
tf\glteolggntizs Default orders and shoot
e ob'ectiv% at formation with closest
| A unit has the units and best LOS that — I
Impatient trait would need to save. If ighest value
Can retreat to P : :
outnumbered & NE% GUE G choice: D6D @)—» formation

Q—} Weapons containing unit
activation bi ngares_th Req%y! with higﬁest
o v et potential save
Tactical . engaging requirement or
. » Reposition! Enemy has >4 VP and will [ no save
Tactical Reposition! would break win this turn
and withdraw to hex e SefeIEss Strongest ranged weapon
furthest away from formation >2 Strength and >1 Attacks
enemy units Q Has CC d DD In range and
as —>
weapon 0 ISR LOS of enemy
| units
Tactical Default orders _qnd 4—0 Move It! and move
Reposition! shoot VP condition towards closest o
P ’ with highest VP condition:
f gtnd ang ¢ potential save - Enemy claiming Move It! and move
\ A / ght roun °t requirement: Hold Ground Move It! and towards nearest
Burn engagemen - Enemy claiming - Break Their Spirit move towards enemy hex. Engage
activation Hold Ground - Hex that would nearest objective. if possible
> - Break Their Spirit deny Stalward Occupy objective

- Destroy Defence if possible
Command Structure /_0




5.3.Engagements & General Attack Resolution

Charge /
Counter Charge

A.l's activation

Charge eligible units into CC where
strongest weapon is CC or unit can tie
up enemy unit that is stronger at range
than Al unit

Resolving Incoming Attacks (each unit)

Allocate incoming hits with priority:
1.) Units with Defence high enough to avoid save
2.) Expendable units
3.) Heroes with tokens
4.) Regular units in reverse order of cost
5.) Heroes without tokens

New
engagement

v

%)

Phase 1 and

A unit has the
Impatient trait

Counter Charge would draw in unit /o
with weapon Strength >4 that could

hit this round of engagement

D6D+1

Counter Charge
without drawing
in additional
enemy
formations:
2.) Into cover
where possible
3.) Towards
enemy

D6D

| Retreating or
\4 Consolidating

Formation(s)

Counter Charge:
1) Into CC

activated yet
or on Weapons
°_>Recdy! and has

has not

Weapons
Ready! and
shoot attacking
formation
as it initiates
engagement

not fired

Formation has
surviving unit
costing > 10
pts and has BF
Tactics card

where strongest 201E) 2 available
weapon is CC or ? [}
Expendable and
will shield a more
expensive unit A 4 5
2.) Into cover Engagement M ﬂy” .
where possible that is ending G';S qdl
3.) Towards Q ”? usg
enemy already

Infantry and has
BF Tactics card
available

Play first unused card:

1.) Dodge (on formation with

highest value unit)

2.) Flash Grenades (on hex
containing highest enemy

weapon Strength)

Consolidate with priority:
1.) Objective
2.) Cover
3) Hex furthest from
enemy

v

Retreat

Hit allocated to Hero with unused tokens

Resolving Outgoing Attacks (each unit)

Hero with unused tokens

D6D
+1If enemy unit not Hero and >8pts

Use 1 Perfect Use 2
Hit Perfect Hits
if possible

Infantry CC weapon with
2+ Attacks and Strengh
4+ and has BF Tactics
card available D6D

(%)

Infantry fighting enemy
vehicle in same hex
and has BF Tactics card
available

i

Roll to hit

D6D

Play Sticky Mine and

use against highest

value vehicle if not
used already

End
Circuit

D6D
+save required

i

Roll to save Use Heroic Save

X Save passed
Has BF Tactics

card available €®—€)

D6D
-3 if unit <7 pts
-1if unit <10 pts
+1If unit >12 pts

Remove unit +3 if unit >17 pts

Play if unused:
Medic! (infantry unit)
Battlefield Support
(vehicle

End
. i it
Play Devastating clredl
Combo if not used

already

Allocate successful hits
with priority:
1.) Heroes that will need
to save
2.) Units in order of cost
that will need to save



5.4.Activating in Phase 2

Activating in
Phase 2

Has Default

Orders or Move It! .
Formation shoot at

Involved in
engagement

!

Sole infantry

that occupies

objective

?O

Strongest
weapon is
ranged

In range and LOS of
enemy units and has

Involved in 0/ not fired this turn
engagement ?

Highest
value

containing formation with O

unit with closest units
highest that would
potential save need to save.

requirement If choice: D6D
or no save 4—0

0\4 Round of Fight round of
Q_> engagement

engagment

Enemy has >4 - Enemy claiming Hold Ground
VP and will win - Break Their Spirit

this turn - Hex that would deny Stalward Defence

AR T

Can initiate

Move towards nearest Strongest CC weapon

engagement and objective or burn activation is weaker and has
bring strongest if already as close as fewer attacks

weapon to bear possible. Stay out of enemy ¢ o

D6D
If Grunt +1

engagement range if
outnumbered or strongest
CC weapon is weaker and Outnumbered
has fewer attacks by target and
supporting
formations

TN v

towards
nearest
objective

vl LRt e formation based Engage
formation

nearest P ;
on surviving units
enemy > 9 with weaker
formation. If CC weapon
choice: D6D

(@ Formation with

weaker weapon

fought this turn Burn
activation

Move towards closest VP condition:

TR )

L

Star Marines take-position on a tall puildihg
and prepare to rain down.hell on-the enemy!



5.5.Specialist Logic Circuits

Tactical Entry (TE)

Unclaimed objective in
enemy'’s half of battlefield
with no unbroken enemy

units within 3 hex

TE formation
is more

expensive
than enemy’s

Enemy’s Break
Their Spirit
formation (BTS)
has no unbroken
BTS based on friendly units
surviving units within 2 hex

S V) <

Claiming or

objective will

0

v

TE formation’s Enemy hqs >2 Destroying

strongest VP andis in enemy BTS will
weapons is range of an prevent enemy
ranged uncontested from winning
? objective c
Ist Action st Action
Phase Phase

TE onto objective. If TE could
scatter off-map and there “
is a safe adjacent hex out of
enemy engagement range, TE
to the safe hex. Activate using
appropriate Logic Circuit

contesting a free
or enemy-held

prevent enemy
from winning

o O —

TE as close to objective as Q—> Highest
possible, in cover if possible. value
Shoot at formation with formation

closest unit that would need .

to save. If choice: D6D

O I Formation
o containing unit with
TE as close to objective i i

. ; g / highest potential
TE formation’s as possible, in cover if save requirement

Ist Action
Phase

o—

strongest possible. Engage if enemy or no save
weapons is formation claiming or
ranged contesting objective

? Q@
Q/ Discount this .

Other formations formation and Other formations

o actvate 0 ’onDotht:w)(:l? fgrr(r)wzst?on to activate ‘ ‘
toactivate ¢ O 4—|
—
Ist Action TE formation’s .
Phase strongest TE 2 hex away, in TE as close as is

allowed by the

TE as close as is

allowed by the

TE trait, in cover

if possible and
engaage enemy BTS

?

N

Enemy has >4 VP
and will win this turn

Discount this
formation and <
D6D to choose

another formation
to activate. Pass if
there are no more
formations to
activate

TE 2 hex away, in
cover if possible. If TE
could scatter off-map
and there is a safe
adjacent hex out of
enemy engagement
range, TE to the safe
hex. Activate and
shoot enemy BTS

4+—

G_> weapons is cover if possible. Uk .

ranged Shoot at enemy BTS TE trait, in cover if

9 O_> possible. Engaage
enemy BTS
. >
Destroying
enemy st Action TE formation’s Other formations

Commander will Phase strongest to activate

prevent enemy
from winning Do |

Ist Action
Phase

o N weoponsiso > o >
ranged

TE 2 hex away, in cover
if possible. Shoot at

enemy Commander

TE as close as
is allowed by
the TE trait, in
cover if possible.
Engaage enemy
Commander

>

TE formation
survives unbroken
and BF Tactics card
available

TE as close to enemy
Commander as is allowed
by the TE trait, in cover
if possible. Play Heroic
Actions if BF Tactics card
and Hero Tokens available.
Engage and use tokens to
score max Perfect Hits on
Commander possible

Other formations
to activate

._

Play Off-Table Barrage on
enemy-held objective. If
choice, use on formation

with fewest remaining units

Discount this
formation and
D6D to choose

another formation
to activate




6.Preset Armies

Here are several 100pt armies you could use yourself or use as A.l. opponents.

Gorvak’s Flashy Mech

Formation 1 (42 pts)
Big Boss: 1 x 30 pts (Hero Tokens: 5)

Snots: 2 x 1 pts
War Wagon: 1 x 10 pts

Formation 2 (20 pts)
Regular Grunts: 6 x 3 pts

Snots: 2 x 1 pts

Formation 3 (14 pts)
Flashy Grunts: 2 x 7 pts

Formation 4 (24 pts)
Flashier Mech: 1 x 22 pts

Snots: 2 x 1 pts

Hero Token Summary
Hero Tokens from Units: 5Additional
Hero Tokens: 0 (0 pts)

Total Hero Tokens: 5

Total Army Points: 100

Skarn’s Snot Swarm

Formation 1 (33 pts)
Big Boss: 1 x 30 pts (Hero Tokens: 5)

Snots: 3 x 1 pts

Formation 2 (20 pts)
Regular Grunts: 6 x 3 pts

Snots: 2 x 1 pts

Formation 3 (12 pts)
Jumpy Grunts: 3 x 4 pts

Formation 4 (25 pts)
Lieutenant: 1 x 10 pts

Snot Mech: 1 x 9 pts
Snots: 6 x 1 pts

Formation 5 (10 pts)
Gun Wagon:1 x 10 pts

Hero Token Summary
Hero Tokens from Units: 5

Additional Hero Tokens: 0 (0 pts)
Total Hero Tokens: 5

Total Army Points: 100

Tarek’s Steel Curtain

Formation 1 (25 pts)
Supreme Commander: 1 x 25 pts
(Hero Tokens: 5)

Formation 2 (33 pts)
Commander: 1 x 10 pts

Infantry: 5 x 2 pts
Flame Tank: 1 x 13 pts

Formation 3 (20 pts)
Mortar Team: 2 x 6 pts

Muscleheads: 1 x 8 pts

Formation 4 (7 pts)
Fire Support Team: 1 x 7 pts

Formation 5 (15 pts)
Griffin: 1 x 9 pts
Infantry: 3 x 2 pts

Hero Token Summary
Hero Tokens from Units: 5

Additional Hero Tokens: 0 (0 pts)
Total Hero Tokens: 5

Total Army Points: 100

Kael’s Iron Fist

Formation 1 (30 pts)
Supreme Commander: 1 x 30 pts
(Hero Tokens: 5

Formation 2 (14 pts)
Marines: 2 x 7 pts

Formation 3 (20 pts)
Support Marines: 2 x 10 pts

Formation 4 (17 pts)
Heavy Marines: 1 x 17 pts

Formation 5 (18 pts)
Dominator MBT: 1 x 18 pts

Hero Token Summary
Hero Tokens from Units: 5

Additional Hero Tokens: 0 (0 pts)
Total Hero Tokens: 5

Total Army Points: 99




Future Upgrades

There is more planned for the future of Encounter A.L! More game mechanics and
traits will be supported and maybe even new game modes. Stay informed via our

socials linked at , and we always welcome feedback and
ideas!
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