
We’re doing this as a slide 
show, so you can proceed at 
your own pace. 



Both groups start out of sight of 
each other. Activation dice are 
rolled at the start of each turn. 
The high die score activates first. 



Each group led by a Leader with Rep 
equal or higher to their d6 score can 
activate. The Ganger Leader is a Rep 4 so 
they can move. 

The Ganger side moves first. They group 
together, then move into sight of the 
Police. 
This triggers the in Sight Test. 



The side triggering the In Sight can move 2” more 
before the test is taken. This includes those in the 
group, who can now move into sight, as well as 
those that triggered the In Sight. 

The Gangers move into a firing line. Note 
that they could have chosen to use the 2” 
move to move back into cover! 



The Leader of each group rolls 1d6 per point of Rep 
for the In Sight. Few modifiers are applied. 

The side scoring the most successes (1, 2, or 3) 
wins the In Sight and can act. The losing side 
has their In Sight d6 removed. 



The Police fire, targeting all three Gangers. Only 
one is hit and he goes Out of the Fight. 

Once the winning side resolves all action, the side 
that lost the In Sight goes to Reaction. 2d6 are 
rolled (yellow d6) and the Crisis Tests are taken. 



One Ganger passes 1d6 on the Man Down test so 
ducks back behind cover. The other passes 2d6 and 
can act. He fires at both Police officers and hits 
one. 

The officer takes the Recover Test and passes 2d6 
so is knocked down but carries on. 



Both Police officers passed the Received Fire Test 
as well. One set of d6 was rolled for both tests and 
the worse result was taken.  

This means they fire back, but they miss. The Ganger 
tests Reaction and ducks back out of sight. That ends 
the Ganger part of Turn one as all of the figures are 
again out of sight.  
Notice the active participation of BOTH players during 
the Ganger part of the turn. 



The Ganger Leader scores three successes 
(score of 1, 2 or, 3) and act first. They fire. 

The Police now activate and move forward, into 
sight of the Gangers. Both sides now take the In 
Sight. 



One officer goes Out of the Fight. The other tests 
Reaction and ducks back out of sight, ending the 
1st turn. 

As a player, you are a Star. You can choose most of your 
Reaction results but non-Stars (Grunts) cannot and 
depend upon the situations you place them in and the 
game mechanics. 



If you like the type of game where you lay out your 
forces and you move them like chess pieces about 
the table, where they do exactly what you want 
them to do; THW is not for you. 

But if you prefer to have your forces act and react 
based upon the situations you put them in then THW is 
for you. Just like in real life, you don’t have total 
control over the people around you. They will balance 
what you want them to do with self-preservation.  
 
It’s just a matter of preference. 

The choice is yours… 

Do you want to Lead Men or Push Lead? 

Follow the link to the free , complete set, of introductory rules. 
 

http://www.twohourwargames.com/free.html 


