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Noise is created for every action, shot, and move conducted by the attacking force. Every time an action, move or shot takes place, drop a noise marker at that precise location. Noise-markers are cleared away once all Sentries have tested for their activity. 

[bookmark: _Toc504378952]Add Noise markers as follows:

	+1
	Per shooting die rolled

	+1
	Per team or individual figure 6” move (i.e. A “Run” move drops two markers)

	+1
	Per Silent Close Combat

	+2
	Per Civilian Interaction, any movement within 4” of Civilians, or any action that impacts Civilians.

	+3
	Per pinned guard yelling for help! 



Deploying Sentries

Before the game starts the Defender places 5 sentries (with basic infantry weapons for their type) around the “Target Zone”. Unit integrity is ignored, and they are placed as individual figures. Remember facing is important! 

Until the sentries have “Raised the Alarm” there is no need to roll for initiative. The attackers will test to activate all of their units first as per normal. Once all of their units have tested and carried out any actions the sentries test to see if the can raise the alarm against the following table: 
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Roll 1D6 per Sentry add any Noise markers within 18” to roll (12” if in Bad Weather or at night). 

Add +1 for each enemy figure and any friendly casualties within 18 inches (12 inches if in bad weather or at night), AND within

90 degrees line of sight.

	1
	Nothing, sentry lights another cigarette

	2
	Sentry turns 90 degrees left

	3
	Sentry turns 90 degrees right

	4
	Sentry moves forward 3” if possible

	5
	Sentry turns 180 degrees and moves 3”

	6
	Sentry turns to face nearest noise

	7
	Sentry turns to face nearest noise unit and moves 3” towards noise

	8
	Sentry moves 6” towards nearest noise and adds +2 to all future tests

	9
	Sentry is aware and under the player control



[bookmark: _Toc504378954]Raising the Alarm

A Sentry who comes under the control of the player continues to yell for help at the start of their turn, automatically has the initiative, and does not need to activate. 

To Raise the Alarm a Sentry must enter one of the structures that contains a friendly JOP. This activates the alarm and the next friendly phase the defenders can deploy units as normal. Once the Alarm is raised any remaining sentries ghost away and are removed from play – they effectively re-join their teams.

The Alarm is instantly and automatically raised once the primary objective has been achieved (i.e. target captured or destroyed).

It is at this point that the Raiders or Covert Insertion Team must fight for their lives and escape to their LZ or JOP.

Additionally the use of ANY Heavy Weapon systems or Explosives instantly raises the Alarm!
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Sentries for all purposes are extra troops and don’t trigger Force Morale tests of any kind or any end game kill counts, they can be considered reserves, trainees, ANA, etc. and are not considered important, however they do fight and shoot with the same effect and have the same characteristics of their parent fighting force. 

When a Sentry is killed lie them down or replace with a casualty figure, as this may add +1 to other Sentries tests.

Note: Sentries NOT under a player’s control are not trying to hide or minimise their exposure to enemy fire and any rolls to hit are rolled as if they are in the open.
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Sentries who have taken fire but are still alive will be instantly pinned and will dive 4” to the nearest cover and yell for help. As they will stay in place from hence forward there is no need to activate or test for the sentry again. 

Pinned sentries will “Yell for Help” every friendly turn and add 3 Noise Markers before other Sentries roll their tests. Sentries cannot be broken only Pinned.
Silent Close Combat

Sentries and Noise in F.U.B.A.R.

A single figure within a unit may attempt to enter into “Silent Combat” with a sentry. The attacking figure is the only one in their unit that can activate using a 4 inch assault move. Close combat is conducted as per the standard rules with the sentry counting as suppressed and the attacker adding +2 to their expertise roll

