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Note: Kandahar mission objectives that require the M249 game piece 
will be ful� lled with the M60 or RPK game piece from Green Beret. 
Similarly, Kandahar mission objectives that require the M203 game 
piece will be ful� lled with the M79 game piece from Green Beret.

17.0 MISADVENTURE (OPTIONAL) 
Instead of a mission becoming automatically accomplished when 
its hex is occupied by a Special Forces team (per 7.1), this optional 
rule requires the player to roll one six-sided die and then multiply 
that number by ten (x10) exactly as if engaged in combat.

If his die roll result is less than (<) the total attack value of every Special 
Forces team, leader, and weapon in that mission objective hex, that 
mission is considered accomplished normally. However, if his die roll 
result is equal to or greater than (>) the total attack value, the mission 
is not considered accomplished and simply remains in that hex. 

A player is eligible to roll once per game turn until that particular 
mission objective is � nally accomplished or voluntarily forfeited 
(which a player may opt to do immediately after a failed die 

roll), but only so long as a Special Forces team is present in 
that mission objective’s hex (with all necessary weapons and/
or items of equipment required to accomplish that mission).

18.0 WEAPON CHARACTERISTICS (OPTIONAL)
This rule allows a few kinds of weapons in Kandahar to be used in 
speci� c ways (in addition to their normal capabilities), as follows:

18.1 Indirect Fire Support
A Special Forces team hauling a Radio may utilize the M777 
artillery, M224 mortar, and/or missile without having to actually 
haul it. To do so, that weapon must be present at a base camp; 
it functions normally during one combat engagement, but it is 
permanently eliminated after one usage (it is out of ammo).

18.2 First Aid
A Special Force team hauling a Medkit may remove any one Casualties 
marker from itself by permanently eliminating its Medkit.

18.3 Booby Trap
A Booby Trap may be intentionally abandoned in any hex, but it 
thereby automatically eliminates any enemy unit that enters its hex. 
Thereafter, that Booby Trap is permanently eliminated, however.


