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TOURNAMENT RULES

®

OVERVIEW
Use this standardized defense in the Mark III Attack scenario. 

The Ogre enters from the southern edge of the map and moves first. 
If there is no decisive victory by the end of 45 minutes, the winner 
is determined by a point system. Half-points were awarded for a 
disabled vehicle. The Ogre Cheat Sheet guides gameplay.

RESOURCES
OGRE CHEAT SHEET: 
sjgames.com/general/retail/linefile/
line/21/QuickPlaySheet-Ogre.pdf

Ogre Record Sheets 
sjgames.com/ogre/kickstarter/ogre-rec-sheets.pdf

Ogre War Room App
iOS: 
sjgames.com/url/warroom

Android: 
play.google.com/store/search?q=pub:Steve%20
Jackson%20Games

Units Used
►► Infantry (3 Squad Units) × 5

►► Infantry (2 Squad Units) × 3

►► GEV × 4

►► Heavy Tank × 2

►► Missile Tank × 2

►► Howitzer × 2

►► Command Post × 1

►► Ogre Mark III × 1

Defenders
Infantry 1 Point Per Squad 21

GEV 6 Points each 24

Heavy Tank 6 Points each 12

Missile Tank 6 Points each 12

Howitzer 12 Points each 24

Total: 93

Ogre Mark III
Main Battery 8 Points 8

Secondary Battery 5 Points each 20

Missiles 6 Points each 12

Antipersonnel 1 Point each 8

Tread Units 1 Point each 45

Total: 93

Units Point Value Total Value

POINT SYSTEM

®
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Defender Setup

VICTORY Conditions
Defender VICTORY

1.	 Ogre destroyed. The Ogre is immobile due to all treads 
being destroyed and the Ogre is not in range of the CP with 
any remaining weapons.

2.	 Point win at round end.

OGRE VICTORY
1.	 Command Post destroyed.

2.	 Point win at round end.
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