Sequence of Play (see 6.0):

1. Card Draw (6.1)
2. Assign Initiative & Engineer Points (6.2)
3. Drift Phase (6.3)
4. Landing Phase (6.4)
Advance 1st Wave to Beach Squares
Conduct Beach Landing Rolls
Advance all at sea unit forward 1 Square
5. Random Events Phase (6.5)
6. Activation Phase (6.6)
Spend IP & Engineer Points
7. End of Turn (6.7)
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Sheet of Unit Markers
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