
The Cardinal Rule:  where a rule does not make sense in a particular 
situation, ignore it or modify it.  These are one page rules after all. 
Six-sided Dice Conventions: 
Any unmodified roll of a Six is a success. 
Any unmodified roll of a One is a failure. 

 
Units 
Each player controls a force composed of one or more Units.  
Each Unit is defined by its level of training and experience in 
addition to equipment. 
All members of a Unit must remain within 3cm of other members 
or incur a penalty on the activation roll of 1 per figure that is out 
of range. 

Unit Training/Experience 
  Level Activation Expertise Suppress 

Green 5+ 6+ 1 
Seasoned 4+ 5+ 2 
Veteran 3+ 4+ 3 
Elite 2+ 4+ 4 

Game Turn 
Initiative 
Each turn begins with players rolling 1D6 including any scenario 
modifiers.  In the event of a tie, the player who was lower 
initiative on the last roll wins the tie.  On the first turn, the 
attacker wins the tie. 
The player that scores the highest can attempt to Activate a Unit 
first.  If the Activation is successful, the player may continue to 
Activate his Units until he fails an Activation.  After a failed 
Activation, initiative passes to the next player who follows the 
same procedure.  Once all players have attempted to activate all 
their Units, the Turn ends. 
Activation 
To Activate a Unit a player must roll equal to, or more than, the 
Activation number given in the Unit Training/Experience table.  
Apply any scenario or army specific bonuses or penalties.  If there 
are no visible enemy within weapon range, add one to the roll. 
A Unit that successfully Activates may take two Actions.  If the 
Unit fails to Activate it may take one Action unless it has taken 
50% casualties, in which case it moves double distance towards 
the friendly table edge. 
Action Description 

Move 
May move up to maximum movement based on 

unit type. 
Fire Each member of the Unit may fire one weapon. 

Aim 
The Unit gains a +1 bonus to the next Fire Action 

(including Reaction Fire).  This bonus may not be 
stacked but does combine with other bonuses. 

Assault 
May move up to half movement and fight an 

Assault (infantry only). 

Other 
Scenario or Unit specific actions such as Calling 

Artillery, Sensor Scans, Repairing Vehicles, Hacking 
computer systems, etc. 

 

 
 

 

Movement 
The maximum distance a Unit can move is based on the Unit 
type.  Note it is possible to take a Move Action twice, effectively 
trading firepower for greater speed.  Note that Aircraft travel at 
incredible speed and move using different rules. 

Unit Type Movement Terrain Effects 

Infantry 6cm Ignore all but impassable. 

Walker 9cm Ignore all but impassable. 

Ground 12cm 
Move at half speed through Soft 

Cover.  Only Heavy (4+ save) vehicles 
may move through Moderate Cover. 

Hover 18cm 
May move over all terrain types but 

may not end Move on top of any type of 
terrain except Open Water. 

 

  
Firing 
Each member of a Unit is able to Fire one weapon during a Fire 
Action at any enemy figures or vehicles that they have a clear line 
of sight to. 
Each figure in a Unit throws one die per Fire Point.  When firing at 
vehicles it is necessary to indicate which dice are allocated as 
shots on which vehicle.  Each die that equals or exceeds their 
Expertise rating is considered a Hit. 
The target Unit must then make a die roll for each Hit.  Each die 
that equals or exceeds their Armour Save is ignored.  If a vehicle 
makes its save, passengers inside do not have to. 
Unsaved hits against a Unit must be taken as casualties, however 
Infantry may choose to Suppress figures (in combination with 
casualties if necessary). 
Vehicles may not be affected by Small Arms unless they have a 6+ 
Armour Save.  Vehicle casualties do not necessarily result in the 
destruction of the vehicle.  For each unsaved hit on a vehicle, roll 
on the following table.  If the same result if rolled twice in a single 
turn, take the next highest effect. 

Roll Effect 

1-2 Crew Stunned, -2 to next activation. 

3-4 Weapon Destroyed (owner chooses). 

5 Vehicle immobilised for the rest of game. 
6 Vehicle destroyed.  All crew/passengers 

must bail out and each figure takes one hit. 

Suppression 
A figure that is Suppressed is marked by being placed on its side 
or having a blast marker placed beside it. 
A Suppressed figure cannot fire and the Unit suffers a penalty to 
Activation of -1 per Suppressed figure. 
After each Activation roll (successful or not), remove all 
Suppression markers/right all figures. 
The maximum number of Suppressed figures a Unit can have is 
based on Training/Experience. 
 
 

Cover 
At least half of a Unit has to be in cover for the whole Unit to gain 
the benefit.  Any figures more than 3cm from the edge of an area 
of cover are completely concealed.  Two Units sharing an area of 
cover can target each other if they are within 6cm of each other. 
Cover modifies the roll of the Firer, making it more difficult to hit 
the target.  No cover modifier can make a Unit’s expertise worse 
than 6+. 

Cover Mod Examples 

Soft +1 
Undergrowth, Woods, 
Wooden Buildings 

Moderate +2 
Stone or Brick Walls, 
Buildings, Rubble 

Hard +3 Bunkers 

Assault 
Infantry Units may engage other infantry and vehicle Units in 
close quarter combat.  Once figures have moved into base 
contact with enemy figures, both figures are able to engage in an 
Assault.  Instead of calculating Firepower dice to roll, each Unit 
rolls one die for each figure engaged simultaneously. Each die 
that equals or exceeds their Expertise rating is considered a Hit. 
Both sides must then make a die roll for each Hit.  Each die that 
equals or exceeds their Armour Save is ignored.  Unsaved hits 
against infantry must be taken as casualties, Assault Hits cannot 
be Suppressed. 
Some infantry carry magnetic mines, cutting torches, or 
otherwise specialized weapons that can be used against vehicles 
in Assaults.  In these cases, the attack is resolved as if it is a Fire 
Action not the method above. 
A Unit engaged in an Assault may disengage by spending an 
Assault action to break contact.  A vehicle may break from an 
Assault with a regular move action.  In addition, each figure 
moved over by the vehicle must pass an Expertise test or suffer a 
Hit.  Armour Saves may be taken as normal. 

Small Arms Range Firepoints 

 
Personal Armour Save 

Pistol 8cm 1FP 

 
Light 6+ 

Rifle 24cm 1FP 

 
Medium 5+ 

Assault Rifle 24cm 1FP* 

 
Heavy 4+ 

Sniper Rifle 32cm 2FP 

 
Power Armour 3+ 

SMG 16cm 3FP 

   LMG 32cm 3FP 

   Grenade 
Launcher 16cm 3FP 

   *Assault Rifles get 2FP at 12cm or less 

         Heavy Weapons Range Firepoints 

 
Vehicle Armour Save 

RPG 24cm 3FP 

 
None 6+ 

Light AT Gun 32cm 3FP 

 
Light 5+ 

Light Mortar 40cm 3FP 

 
Medium 4+ 

Rocket 40cm 6FP** 

 
Heavy 3+ 

Missile 60cm 6FP** 

 
Very Heavy 2+ 

Light Cannon 32cm 4FP 

   Heavy Cannon 48cm 6FP 

   **Most rockets/missiles are single shot weapons 

   


