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SLC Action Reference

Action

Move

Full Move

Full Move

Change

Direction
Change
Direction
Dive

Surface

Evade Net

Recover

Repair
Detach

Warhead

Attach
Warhead

Attack from
SLC

Scuttle SLC

Escape

State

Surfaced/
Submerged

Surfaced

Submerged

Surfaced

Submerged

Surfaced

Submerged

Surfaced/
Submerged

Surfaced/
Submerged

Surfaced/
Submerged

Surfaced/
Submerged

Surfaced/
Submerged

Submerged

Surfaced/
Submerged

Surfaced/
Submerged

Action
Points

1

0

Check Value
(Skill)

Success

4 (Pilot)
Success
4 (Pilot)
Success

Success

4 (Pilot)
Success
4 (Pilot)
Success
Success
Variable (Ops)

Success

4 or 5 (Stamina)

Variable (Repair)
Success
4 (Ops)
Success
4(Ops)

Success

4 (Ops)

Success

Special (Stamina)

Description

Move the SLC straight ahead one space in the direction it is facing, as indicated by
the arrow at the top of the counter. If a surfaced SLC moves and there is a Detected
token on the SLC, move the Detected token with the SLC. If a submerged SLC
moves and there is a Detected token on the SLC, remove the Detected token from
the game board.

Move the SLC straight ahead up to three spaces in the direction it is facing, as
indicated by the arrow at the top of the counter. If there is a Detected token on the
SLC, move the Detected token with the SLC.

Move the SLC straight ahead two spaces in the direction it is facing, as indicated by
the arrow at the top of the counter. If there is a Detected token on the SLC, remove
the Detected token from the game board.

Rotate the SLC counter to any direction.

Rotate the SLC counter to any direction.

Flip the SLC counter to its submerged side.

Flip the SLC counter to its surfaced side.

The Ops Skill Check value for the Evade Net action is determined by the current
Anti-Torpedo Net Harbor Defense Level. You must use this action to enter an Anti-
Torpedo net hex. If the check is successful, move straight ahead into the Anti-
Torpedo net hex. If the check fails, do not move. If an SLC is submerged and it
successfully takes this action with a Detected token on the SLC, remove the Detected
token from the game board. If an SLC is surfaced and it successfully takes this
action with a Detected token on the SLC, move the Detected token with the SLC.

Flip the Operator card back to its readied side. If the SLC token has been removed
from the Wetsuit space on the SLC sheet, the Stamina Check is 5 rather than 4.

The Repair check value is determined by the Repair check listed on the Fault card.
Move an SLC token on a Fault card back onto the SLC sheet and then discard the
Fault card.

Move a Warhead token from the SLC sheet to the SLC counter on the game board.
An SLC counter cannot move while there is a Warhead token on it.

Target a Navy or Cargo ship in the same hex as an SLC counter with a Warhead
token on it. If the check is successful, the Navy or Cargo ship is destroyed, its
counter is removed from the game board, and the Warhead token is discarded from
the game. If the check fails, the Warhead token remains in place on the SLC
counter. Update the Operator Roster with a skill increase if playing a Custom
Campaign.

This action can only be taken if there is a Warhead token on a Warhead Fault card.
Target a Navy or Cargo ship in the same hex as an SLC counter. If the check is
successful, the Navy or Cargo ship is destroyed, its counter is removed from the
game board, and the Warhead token is discarded from the game. Place the SLC
counter on the SLC Scuttled space on the game board. Once this action has been
successfully performed, immediately take an Escape action.

This action cannot be taken if a Patrol Craft is on the same hex as the SLC. Place
the SLC counter on the SLC Scuttled space on the game board. Once this action
has been successfully performed, immediately take an Escape action.

See Ability Description, Rulebook p. 15.

If you use an Action Point to attempt a Skill Check and fail, you cannot attempt the same Skill Check again.
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