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"To locate, close with, and destroy the enemy, by fire and maneuver, or 
repel the enemy assault by fire and close combat."  

Mission – United States Marine Corps Rifle Squad 
 

INTRODUCTION 

We started this project because we wanted a set 
of rules that incorporated the best ideas from a 
number of different systems.  It had to be fairly 
straight forward and easy to learn.  It had to have 
the right balance between “realism” and 
playability.  And finally it needed to be able to span 
multiple time periods so we could use it with our 
different minis.   
 
Of Course, some of the rules won’t apply to all 

time periods. (Ie, you will need to adapt the rules as you go to fit your game setting since we 
didn’t see powered armor or laser cannons in the Second World War) Fortunately, the core rules 
were designed to apply across the board so you only need to consider the available special rules 
and unit types to fit your time period or scenario.  Please keep in mind that this ruleset is only 
intended to provide a framework.  You should feel perfectly comfortable modifying, adding to, 
or ignoring rules that don’t make sense to your scenario. 
 
Models and scale – we’ve designed these rules to be used with 28mm models.  However, in order 
to adapt to other scales you simply need to adjust the ranges accordingly.  As you will see from 
the illustrations, you can use miniatures from a number of different companies.  In the back of 
this ruleset you will find a links where you can purchase any of the figures shown.   
 

A BRIEF SYNOPSIS OF HOW THE GAME IS PLAYED 

 
The game is divided into turns. The number of turns can be set or variable depending on the 
scenario. To start it off, both you and your opponent will roll a d6. The winner of the roll off will 
choose who goes first. Setup of your forces will depend on the scenario or you can roll off to see 
who sets up first. Once you’ve set up and have sorted out who is going first you start the turn. 
For example, if you are going first, you will nominate a unit to be activated, declare their actions, 
and then execute those actions. Your opponent then does the same. This continues until both 
sides have activated all of their units and the turn ends. In those cases where the sides start with 
an unequal number of units to activate, the player with fewer units will have the option to “pass” 
equal to the difference in that number. 
 
During the turn, each unit in your force will have two activations per game turn. When you 
activate a unit you will first announce to your opponent what actions the unit is taking this turn. 
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You then perform both of their actions. In those activations you have a number of different 
options described later in the text.  
Turn Sequence  

1. Roll to see who’s going first this turn 
2. Roll for Reserves 
3. Resolve any cover saves 
4. Alternate activations 

 
Options during your unit’s activation  

 Move  

 Shoot (including suppression and overwatch fire)  

 Enter into CQB (Close Quarters Battle)  

 Call in a fire mission (if available)  

 Attempt to rally if your troops are broken or pinned down.  
 
When determining what actions your unit will take, you can take more than one action of any 
time.  Ie, you can move twice, shoot twice, move and shoot, etc…  However you will only be 
able to enter into close combat once per turn. 
 
Ranged combat is handled in 3 parts with three separate rolls. 

1.  Hitting your target – you will need to roll your “to hit” 
number or better and can be modified by range.   

2. Determining potential wounds – this will be represented by 
the AP (anti-personnel) value of the weapon and you will 
need to roll equal to or greater than that value. 

3. Armor or Cover Saves – if your armor’s rating is better than the AP rating of your 
opponent’s weapon, you may take the save on your armor.  If it is lower, then you will 
need to take a cover save.  Armor saves are handled immediately.  Cover saves work a 
little differently.  You will immediately lay the hit troopers on their side.  They are not 
“dead” yet…  This action represents them taking any available cover.  Down models are 
unable to fire and will reduce the movement rate of their squad by ½.  The intent is to 
represent that troops taking  direct fire are less effective than those who are not being 
shot at.  Also, it highlights the benefits of wearing powered armor in sci-fi games.  At the 
beginning of the next turn you can roll the cover saves for those models to see if they can 

continue to fight or if they are out of 
action.  
 
Close combat (CQB) is handled 
similar to ranged combat except 
that at the end of the fight, only one 
unit is left on the board.  More is 
discussed on this later in the rules. 
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Fire against vehicles is similar to fire against infantry except that instead of rolling to wound your 
opponent, you will roll the weapon’s AV (anti-vehicle) value against a chart to see if your shot 
would potentially beat the enemy vehicle’s armor.  Also, if the enemy vehicle is in cover, it will 
not wait till the next turn but will make their cover save immediately.  More will be discussed in 
the vehicle rules section. 
 
Rolls of a 1 will always fail.  You cannot have a modifier that ever improves your success roll to 
better than a 2+.   
 
A note on measurement - a wargame should be a tactical experience and not a measurement of 
spatial perception – so feel free to measure distance at any time. 
 

Infantry Rules 
THE UNIT PROFILE 

 
Here is the profile for a 5 man fireteam of Power Armor Troopers.  These are the elite special 
forces of the Imperial Navy and are equipped with powered armor that gives them a 3+ armor 
save.  Also, their weapon fires a fin stabilized explosive round that will give a +1 vs their 
opponent’s armor (which is why the AP value is set at a 3+)  Finally, these troops undergo gene 
enhancement during training which gives them the ability to shrug off damage that would kill or 
incapacitate a normal trooper.  As a result, once casualties have been worked out, you will roll a 
d6 for each unsaved wound suffered in combat.  On a roll of 6 they may ignore the wound. 
  

Imperial Marine Fireteam 
  

# Hit Wnds Armor Leadership 

5 3+ 1 3+ 8 
Special:  Tough - Ignore unsaved wound 6+ 

         
Exorcist Assault Carbine 
ROF Range AP AV Special 

1 36" 3+  - - 
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FIRE TEAMS AND COMBINING SQUADS 

You are able to split your squad into smaller components of at least 3 
models each. For example, Foreign Legion doctrine breaks up the squ 
ad between a 300m element and a 600m element; one element gets 
the light machine gun, the other gets the anti-tank weapon. You might 
break up your squad into a group of 4 models and a group of 3 models. 
As a rule, try to stick to  the T/O&E (Table of Organization and 
Equipment) for your particular army to determine how you break up 
your squads. If nothing is available, then use your best 
judgment/Imagination – the key here is to avoid units that are 
completely unbelievable… For example, a unit made entirely of light 
machine guns would most likely not occur without good reason.  
 
Once you split your squad they are considered separate units and will activate separately. Also, 
your squad may also pick up other models during the course of the game. Doing so will end the 
parent unit's activation. If the child squad has not activated yet, it will lose its activation for the 
turn. If one of the units that you're looking to combine is pinned or has broken, the new combined 
unit will suffer the same effects. If the squads have different special rules, you will need to use 
your judgment as to how they are effected. For example, if squad A has a special rule that allows 
them special movement and they pick up a couple of survivors from squad B who don't have the 
same rule, then the new combined squad will lose the benefit of that rule. However, if you're 
entering into close combat and some models in your squad have a rule that gives them extra 
attacks, then you would apply that rule only to those models from the parent group who have 
them included in their profile.  
 
Please note, the idea here is to be accommodating to the fact that historically, it’s always been 
common for soldiers to pick up survivors from other units (nobody really wants to be alone in a 
combat zone) The intent is to make sure that we don’t “game the system” by absorbing units with 
different traits to form a super unit. As always, when you’re going to pick up friendly troops, 
discuss how you will treat them with your opponent when you join the two units and not later in 
the game when it becomes an issue. 
 

LEADERS AND COMMANDING OFFICERS  

Each force may have one or more leaders or COs who will act to buff the 
leadership rating of any troops within their command radius. These leaders 
might have their own staff attached to them (creating their own unit) or they 
might join an existing unit. Unless otherwise noted a leader's command 
radius is 12". Unless the CO is embarked on a vehicle, any friendly units in 
this radius will gain a +1 modifier to any leadership checks. If your CO is killed 
then any troops within his command radius will need to pass a leadership 
check or break. In addition, once per game, a leader may inspire any troops 
in his unit (or a unit he’s joined) to take an extra action during their turn.  

 
Note – leaders are good to have but not required – historically there have always been combat actions that 
happen without the oversight of a senior officer. 
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INFANTRY MOVEMENT  

Infantry models can move any direction during an activation where they chose to move. Normal 
infantry will move up to 6” and fast infantry up to 8” during an activation. 
 

MOVING YOUR MODELS AND UNIT COHERENCY 

There are two acceptable ways to move your models. The first is to measure your movement for 
each one individually. The second is to nominate a model in the center of your group and move 
that model the desired range. You will then 
move the other models into coherency 
with the center model keeping the same 
basic shape of the formation. As a general 
rule of thumb, we do most of our 
activations the second way unless we 
know we're going to be moving into a 
situation where range will soon really 
matter for the fight (such as going into 
CQB range) When in doubt, measure it for 
each model.  
 
Models in a particular squad must remain within 2" of each other at all times. If for some reason 
this coherency is broken, models must end their next possible activation within coherency of 
each other.  
 

MOVING INTO DIFFICULT TERRAIN  

At the beginning of the game, both players need to discuss how terrain will affect their troops. 
Terrain will either be clear, difficult or impassable. For difficult terrain, movement is reduced by 
2” for any unit looking to move through it. Also, you should decide if a terrain piece is passable 
to infantry troops but impassible to vehicles.  
 
For the most part, buildings are treated as difficult terrain (since most buildings we see on the 
table top are ruins) Moving up or down a level will cost 3” in movement per level. Non ruined 
buildings are treated as clear terrain.  
 

BRINGING IN UNITS FROM RESERVE  

Unless the scenario calls for something different, you can always hold your forces in reserve. 
Troops in reserve enter the board starting in the second turn. You will need to roll a 4+ for each 
unit in order to have them come in. Once you nominate and successfully roll to bring them on, 
you must bring them on the board that turn. (ie, you can't hold back until a favorable number of 
units have made the required roll) However, you can bring them on during any of your 
activations. Units that come in from reserve enter on the controlling player's board edge unless 
otherwise noted in their profile. 

Soviet Troops in assault 



 
6 

UNITS THAT ARRIVE ON THE BOARD BY AIR (RESERVE) 

Place one model in the target area and roll the scatter die plus 2d6. If any 
models would be in impassable terrain, then roll an additional d6 for each 
model. On a roll of 5+ they are casualties and are removed from play. The 
remaining forces will be placed just outside the impassable terrain closest 
to their original target. In the case of difficult terrain, the mechanic is the 
same, however you only suffer a casualty on a roll of 6. Note – the delivery 
method of those troops should change how much they scatter. For 
example, paratroops in WWII might scatter 3 or 4d6when deploying but 
special forces HALO (High Altitude Low Opening) deployed troops might 
only scatter 2d6. Sci-fi based scenarios might see troops being teleported 
to the field and only scatter 1D6. This is an area that you should discuss 
with your group when talking though your games or campaigns.  

 
Optional Deployment for Airborne troops – if our scenario is based on a parachute assault you 
could have your opponent place all of his models within 4” of each other anywhere on the board. 
Then you and your opponent roll off for each one… If the deploying player wins the roll off, the 
infantry stay where they are. If he loses the roll off, you can scatter move the model 2D6 (which 
might put them into difficult terrain) Do all the roll offs first, place the models who lost the roll 
off onto their sides, then go back and scatter when you’re all done. 
 
Two obvious suggestions from history are the 101st Parachute Division’s drops into Normandy 
during WW2 or the French Foreign Legion’s famous drop into Dien Bien Phu in in 1954. 
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SPECIAL INFANTRY TYPES  

Heavy weapons teams typically consist of 2-3 models. They will activate as normal. However, if 
one of the operators is a casualty the unit isn’t removed. To determine who is a casualty, roll a 
d6. On a 1-3 the casualty is the weapon loader, at which point your rate of fire will be halved. On 
a 4-6 the casualty is the weapon gunner, which will give you a -1 penalty to hit. If all models are 
removed then of course, the heavy weapon is also removed. In close combat, the weapons team 
will resolve any reaction fire with the base model rifle of their army.  
 

Combat Medics Are able to treat friendly casualties within 10" of their position. This special 
model will be deployed with one of the combat elements. The model does not typically 
participate in fire and CQB actions (though if you want them to, then add in the basic cost of the 
unit they are joining to the cost of the medic) Once per turn they can attempt to treat casualties 
in a friendly unit within range (provided there are no enemy troops in between). On a roll of 7+ 
any failed saves from an enemy fire action can be ignored for the affected unit. While they are 
embedded in a particular unit, they may use their ability at 
any point during the turn for any unit within range.  
 

Snipers fulfill an important role on the battlefield and can lock 
down a significant portion of the board when they're 
employed correctly. To represent this, the following rules 
apply to snipers.  
Snipers are 2 wound models. This can be represented by two 
models (a spotter and a shooter) or by a single model. They 
are typically expert marksmen and use the most accurate rifle 
available.  To represent this, snipers treat any target as being 
one range band closer and receive a +2 to their hit score. 
Snipers cannot be targeted by the enemy unless they are 
spotted. To spot a sniper, you must have one of your units 
within line of sight and within 18” of the sniper’s location in 
the same turn they have fired or be within 8" of the sniper's 
location.  When taking fire, Snipers always have a 3 + save 
which they will treat as an armor save.  Snipers have historically been highly effective at pinning 
down enemy forces. Snipers hit on a 2+. If a sniper shoots at a unit they will be forced to take a 
pinning check. If a sniper causes a wound in that unit (even if the model makes their save) they 
will need to take the pinning check at a -2 to their leadership. Finally when a sniper rolls a natural 
6 to wound, they can pick which model suffers the wound. Any save being made by this model 
will be done so at a -2.  Wounds caused by snipers are resolved immediately. 
 
Forward Observers - these troops call in direct fire as long as the target is within LOS. FOs can be 
deployed in transport vehicles without reducing the vehicle's transport capacity.   If you have a 
forward observer in your force, you may call in fire support starting in the second turn.  
Sometimes FOs operate in teams. Members of the forward observer team will adopt the basic 
trooper's characteristics and any additional point costs.  You can only have 1 FO team in your 
force.  In close combat, a Forward Observer will gain the same CQB profile as the basic infantry 
trooper. 

 
 
Lyudmila Pavilchenko is one of the most 
successful snipers of all time.  In 1941 she 
left her studies at Kiev University to join the 
Army after Germany invaded the Soviet 
Union.  She is credited with 309 confirmed 
kills during her 8 months of action  (including 
36 enemy snipers).  After being wounded by 
Mortar fire in 1942 she became an instructor 
and trained snipers until the end of the war.  
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SPECIAL RULES 

Some units will have special rules that affect how they play.  See the list below for descriptions. 
 
CQB Specialist - these troops gain an additional attack die for each model in CQB. 
Fanatic - normally units will have to take a break test when they lose 25% of their forces.  Fanatics 
don't take this test until they have lost 50% of their unit.  
Fast - these models are extremely nimble and can cover more ground.  Their base movement is 
8" 
Fearless - these units are immune to pinning and breaking - as a note, if you give this trait to a 
troop type, it should probably be reserved for mindless alien bug things that have no concept of 
fear or individuality. 
Gene Enhanced - May roll a d6 for each unsaved wound, on a roll of 6 they may ignore the wound 
Guerillas - these troops may deploy anywhere on the board as long as they are out of Line of 
Sight and remain 18" away from the enemy. 
Improved Close Combat - these units have special abilities that make them extremely effective 
in close combat. In addition to having the CQB specialist rules, they can re-roll any 1s in close 
combat.  
Improved Targeting - these units have highly sophisticated targeting equipment.  They can re-
roll any 1s when shooting at enemy troops or vehicles. 
Jump Infantry - through natural means or jet packs, these units are able to move 12" each 
activation. 
Light Infantry - these troops are known for their ability to handle any type of terrain.  As a 
result, they ignore the negative modifiers for moving though difficult terrain. 
Recon - Troops with this special rule are allowed to make an additional move at the start of the 
game after deployment and before the first turn.  Additionally, they do not suffer movement 
restrictions from difficult terrain. 
Resolute– these troops will automatically pass tests to un-pin or regroup. 
Terrifying - Units within 10" of these creatures must pass a leadership test or break.  Once a 
unit has passed this test once, they do not have to retest. 
Tough - Units with this attribute are better able to shrug off wounds that would put an ordinary 
human down.  To reflect this, on a roll of 6+ they can ignore an unsaved wound. 
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Infantry Shooting  
Incoming fire has the right of way 

SEQUENCE OF PLAY 

1. Nominate an enemy unit to shoot 
2. Determine what kind of fire (direct or 

suppression fire) 
3. Check Line of Sight 
4. Measure Distance to target 

5. Roll Attacks 
6. Roll potential wounds 
7. Resolve saves 
8. Enemy unit may be forced to take a 

leadership check or break 
 

LINE OF SIGHT 

Line of sight (LoS) determines if you can attack another unit.  Only those 
models who can draw line of sight to the enemy unit can fire.  However, if 
you can see any part of the model you can fire at it.  The one exception to 
this rule is when dealing with area terrain (like a forest) that is impractical 
to model.  You can see enemy units that are within 4" of the border of the 
forest terrain (ie, units that are within a couple of inches of the border can 
be seen and fired at. However, units that have more than 4” of forest terrain 
will have their LoS blocked.  If both units are within the forest then view 
range is 4".  Units on the other side of a piece of forest terrain cannot be 
seen (and vice versa) if there is more than 6" of forest terrain between the 

two.  Sometimes the terrain's footprint is not clearly marked.  In those cases, make sure to discuss 
whether or not the unit is deeper than 4" in to avoid confusion.  Note – if the majority of the board 
is covered in forest, feel free to just reduce the effective range of your weapons by 6” and reduce 
LoS accordingly.   
 

NOMINATING AN ENEMY UNIT TO SHOOT 

During the game turn, your squad can only fire on ONE enemy unit.  Even though you have two 
activations, your models just don't have time to lay down accurate fire on more than one target.  
The one exception to this is if your squad has a heavy weapon or anti-tank weapon, they may fire 
at a different target.  However once a weapon has fired at a unit, it must continue to direct fire 
at that unit for the turn.  
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WHO CAN SHOOT?  

Anyone in the squad who has line of sight and range to the target can fire on them.  If you can 
see one model in the enemy unit you can direct fire on them.  Models that don't have line of sight 
or range to the target lose their opportunity to fire.  However, in this case, you can move them 
so they will be able to fire in the unit's next activation as long as they retain coherency and don't 
move more than the unit's movement rate.   
 

SUPPRESSION FIRE 

A unit can decide to attempt to pin an opposing unit with suppression fire by 
making the enemy soldiers seek cover rather than focus on friendly forces.  
This is accomplished by laying down a large number of shots in the general 
vicinity of the enemy's position.  When a unit declares they will lay down 
suppression fire against an opposing unit, their shots will only hit on a 6+.  
However as long as they have at least one hit, this will force the opposing force 
to make a leadership check at -2.  If their check is failed, they are pinned.  Note, 
because long range incurs a -1 penalty to your roll, you cannot suppress long 
range targets. 

 

ROLLING SHOOTING ATTACKS 

Each weapon will have a rate of fire that represents how many die you roll to hit.  Tally up the 
total number of shots the unit has and roll an equal number of d6.  If you have troops with 
different attack profiles, then roll those separate or use different colored dice.   Your unit profile 
will have a “to hit” score you need to meet or exceed to determine success.  For example, if your 
hit score is a 3+, then you would hit on a 3,4,5, or 6. 
 

RANGE MODIFIERS 

If you are shooting at an enemy unit that is within ½ or less of your weapon’s effective range you 
may add +1 to the hit roll.  (Note – this does not apply to Close Quarter’s Battle) Conversely if 
you are shooting further than you’re weapon’s effective range you will incur a -1 penalty to your 
hit roll.  
 

ROLL POTENTIAL WOUNDS 

Once you’ve resolved how many shots hit your opponent you will need to see how many 
potential wounds those shots caused.  To do this roll a d6 for each successful hit.  On a roll of 4+ 
you will cause a wound.  Note – some weapons will have a wound modifier that you will alter this 
roll. 
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ROLLING SAVING THROWS 

Once wounds have been determined, you will have a choice as to which kind of save you want to 
take.  Armor saves will be resolved immediately.  If you opt to take a cover save, lay the models 
on their side or mark the unit so you will know how many cover saves you will need to make.  
While the models are “down” they will not be able to fire their weapons and will only move at ½ 
their normal movement rate.  If the unit with models taking cover is assaulted in CQB those 
models will not be able to take reaction fire but will fight as normal.  Once you have started the 
next game turn, roll your cover saves.  Models who make their save will suffer no lasting effects.  
Those who fail are removed from the board.    
 
Cover Saves 
6+ Open 
5+ Light Cover 
4+ Hard Cover 
3+ Reinforced Cover 
 

Armor Saves 
6+ Unarmored troops receive no save 
5+ Light Body Armor 
4+ Heavy Body Armor 
3+ Powered Armor 
2+ Heavy Powered Armor 

 
Note – some weapons will ignore armor saves.  In these cases, a trooper that has been hit by one 
of these weapons will have to take the cover save (ie, nobody is going to take a shot from a fusion 
gun in order to avoid inconveniencing their squad mates) 
 
Leaving members of the unit who have taken cover – in some cases, you may need to abandon 
those troops who have taken cover for tactical reasons.  In order to do this, you will need to take 
a leadership check at -1.  If successful, you leave the troops behind and they will form their own 
squad.  However, the parent unit will suffer a -1 modifier to all of their leadership checks for the 
rest of the game (since it’s demoralizing to leave your comrades to fend for themselves) 
 

TYPES OF COVER 

When 50% or more of the models in your unit are in base contact with or behind area terrain, 
you are said to be “in cover.”  You can also gain cover by having intervening terrain features or 
other units between you and your attacker.  The following rules apply: 
 
6+ Open Ground 

5+ Light Cover - hedges, bushes, crops, etc 

4+ 
Ruins, intervening units or terrain, sandbags, wrecked vehicles, 
woods, etc.  Pretty much any terrain feature that could block a bullet. 

3+ Bunkers and hardened defensive positions. 
 
As a rule of thumb, you should discuss how cover will be assigned to different terrain features 
BEFORE the match starts. 
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FIRING THROUGH OTHER MODELS 
While your own squad does not block your line of sight, you cannot fire through friendly units 
between you and your opponent.  There are two exceptions to this rule.  The first is if you are 
firing an indirect fire weapon (like a mortar or an M203 grenade launcher.)  The other exception 
is if you are firing from an elevated position.  Otherwise, the risk of hitting your own troops is too 
great.  If you wish to fire at an enemy unit that is behind another enemy unit they will gain a 4+ 
cover save from being obscured by their comrades.  Again this does not apply to troops who are 
in an elevated position or using indirect fire.  
 

SHOOTING FROM ELEVATION 

If a model is shooting at a target from an elevated position it will reduce the cover save of that 
model by one.  As a rule of thumb, you can consider any position that is at least 5” higher than 
your target as being elevated.  Vehicles who shoot from elevation will resolve attacks against the 
side armor to represent hitting the top armor of the target as long as they could reasonably get 
their guns depressed enough. 
 

ALL OR NOTHING 

When you activate a unit and perform two fire actions you can only perform one type of action.  
So you wouldn’t be able to lay down suppression fire AND direct fire at an enemy unit.  Also, to 
speed up gameplay, roll all of your firing for that unit at once.   
 

BLAST TEMPLATES AND INFANTRY. 

Simply put, any infantry model under the template will be hit by the weapon.  As long as the 
template covers any part of the model's base, it is considered to be under the template.  For 
vehicles, the center of the template must be over some part of their hull to be considered a hit. 
 

HITTING VEHICLES WITH A BLAST TEMPLATE 

The center hole of the template must be over some part of the tank's hull.  Note that tank riders 
or adjacent units can be wounded by the template as normal. 
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SMOKE 

Once per game a unit may deploy smoke instead of moving or shooting.  This gives them a 1+ to 
their cover save vs fire passing through the smoke.  However it also gives them a -1 to their hit 
characteristic if firing at any enemy unit behind the smoke.  Smoke may last one or two game 
turns (roll 1d6, 1-3 it lasts for one turn, 4-6 two turns.) Given the impersonal nature of mortar 
rounds and artillery fire, popping smoke does not grant extra cover from indirect fire.   
 
Deploying smoke - Mark out an area 6" wide.  Any shots passing through this zone will grant the 
benefits of smoke the units behind.  Using cotton balls makes a great smoke marker.   
 

HOW DO I ALLOCATE SAVES? 

When your squad comes under attack and you fail your saving throw, you decide which model is 
removed.  Sometimes, your squad will have more wounds than models.  In this case, you must 
allocate wounds.  To start with, each model will take a wound that must be saved, then allocate 
the remaining wounds equally.  So if a squad of 3 has to make 5 saves, then two models would 
take two saves and one model would need to a take one save. 
 
The exception to this is if you're hit by a sniper who has rolled a natural 6, in which case the sniper 
chooses which model is to be removed.  
 

HITTING THE DIRT 

During the course of a shooting action, the targeted unit may elect to "hit the dirt".  Doing so will 
give you a +1 to your cover bonus.  However, by doing so you lose the ability to take action for a 
turn (ie, if you hit the dirt this turn and the unit hasn't activated, they will lose their activation 
this turn.  If they have gone already, they will lose their next turn) 
  

Use some common sense… 

As we play these miniatures games, we will always find ourselves at odds with some rule or another.  The simple 

solution to this is that if a rule does not make sense in a particular situation… then feel free to modify or ignore 

it as appropriate.  If you and your opponent disagree, then roll off and the winner of the roll off will decide how 

to interpret the rule for the rest of the game. 
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Weapon Profiles 
Weapon profiles ROF Range AP AV Special 

Rifle 1 36" 3+  - - 

Submachine Gun 2 18" 4+ - - 

Pistol 1 12" 4+ - - 

Light Machine gun 2 36" 4+ - - 

Heavy machine gun 2 48" 3+ - Pinning, Stationary 

Grenades 1 6" 3+ - Pinning, Slow Fire 

RPGs 1 36" 3+ 2 Blast, Slow Fire 

Antitank Rocket 
Launcher 

1 36" 2+ 3 Slow Fire,  

Flamethrower 1D6 6" 4+ - Terrifying, Slow Fire 

Grenade Launcher 1D3 24" 3+ - Pinning, One Shot 

Light Mortar 1 
12" - 
60" 

3+ 1 Pinning, Slow Fire, Blast 3", stationary 

Heavy Mortar 1 
12" - 
60" 

2+ 2 Pinning, Slow Fire, Blast 5", stationary 

      
Sci-Fi Specific 
Weapons           

AT Fusion Gun 1 18" 2+ 4 
Slow Fire, Ignores Armor, +1 to Vehicle 
Damage if Penetrates 

Infantry Plasma 
Gun 

1 24" 2+ 1 Ignores Armor 

Chain Gun 2 48" 2+ -  
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Terrifying – when this weapon is employed against an enemy, they must make a leadership check 
or break. 
Pinning - these weapons will cause a pinning check to the 
enemy unit if they score a hit.   
Slow Fire - these weapons take a while to load/shoot and 
will only be able to fired during 1 activation during per turn.  
A model who is using one of these weapons will not be able 
to switch to a secondary weapon during the a second 
activation – Grenades are the exception to this rule. 
Blast - these weapons use a blast template to determine 
the number of enemy models hit.   
Stationary – These weapons cannot be shot if you move 
during one of your activations. 

 

BLAST TEMPLATES, INDIRECT FIRE AND THE EFFECT OF FORWARD OBSERVERS 

Weapons that use a blast template other than 
main tank guns will need to roll for scatter.  You 
can pick up a scatter die commercially from pretty 
much any game shop or order one online.  A 
weapon that uses a blast template will first place 
the template over the unit they wish to target.  
The template will either be a 3" or 5" circle 
depending on the type of weapon you are firing.  
You then roll 2d6 plus the scatter die.  If a hit is 
scored on the scatter die then you ignore the 2d6.  
Otherwise, you will move the template a number 
of inches equal to the die result.  If you have a 
forward observer on the board and in line of sight he will reduce the scatter to 1d6 for any 
onboard indirect fire weapons (ie, mortars or field artillery firing indirectly.)  This benefit does 
not apply to off board assets (fire missions)  
 

WEAPONS WITH AN AV VALUE HITTING TROOPS 

If an infantry model is hit by a weapon that also has an AV value it will ignore the target’s armor 
and may cause massive damage to the target.  For any normal sized model, this will cause instant 
death if a cover save is failed.  Large or monster like creatures will suffer a wound instead. 
  

A note on Weapons Profiles by time period 
– for the most part, we will operate under 
the assumption that as weapon 
technology improves we will increase our 
measures to counter that advanced 
technology.  So if your troops are armed 
with pulse rifles, then you would give them 
the same weapons profile as the rifle 
above.  Our assumption is that whatever 
body armor we’re wearing by that time 
will give us some equivalency with modern 
armor.  
 

Why don’t grenades use a blast template – simply put, if we modeled them in this game in a truly accurate manner, 
you would simply toss grenades at your opponent whenever possible.  In theory, 4-5 guys would be able to lay down 
multiple blast templates that would have an effect far greater than what we’ve seen historically.  So as a 
compromise, we include them as a way for a unit that is almost in CQB range to attempt to pin their enemy down 
(which will give them a bonus in their later CQB) 
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Overwatch 
Overwatch allows a unit to forego it’s activations in order to “watch” the surrounding area.  If a 
unit declares it’s going on overwatch, it does not activate normally.  Instead, during the game 
turn, if an enemy unit within range of their weapons moves into their line of sight, the unit may 
interrupt the enemy action and perform two fire actions against the enemy unit.  The enemy unit 
will finish it’s activation only after the unit on overwatch has finished it’s actions.  Both Infantry 
and Vehicle units may be placed on overwatch.  Overwatch may be declared either at the 
beginning of the turn (before anyone goes) or during their activation phase. 
 
For example, lets say player A has a machine gun 
position that gives a good field of fire down a 
particular street and has announced the machine 
gun team is going on overwatch.  Player B activates 
his troops and attempts to move across the street 
at a point within Player A’s LoS and range.  Player 
A  declares he is going to use overwatch and rolls a 
successful leadership test.  At this point, Player B 
has a choice to make, he can cease movement 
immediately before he entered into LoS/Range and 
forfeit any remaining activations this turn, or he can take his chances.  In the scenario above, if 
Player be had decided to go for it and complete the move action, Player A will roll his attacks 
against player B’s entire squad.  Once the firing is done, Player B will continue his activation as 
normal.  Depending on how accurate the fire was, Player B may have to roll a pinning or a 
leadership check once he’s finished the move that caused the overwatch unit to activate. If player 
B is pinned down, he does not cross the street with his unit, he will stop just before he entered 
into Player A’s Line of Sight. 
 
 

Leadership and Morale 
Roll 2D6 and compare the result to your leadership score.  If you roll equal to or under that score 
you pass.  If you roll over that score you fail.   
 

WHEN DO YOU TAKE A LEADERSHIP CHECK?  

There are different situations where you will need to check the unit's reactions - these are pinning 
and break checks. 
  

 Pinning checks - if your unit is fired at by certain types of weapons your troops might be 
rendered ineffective because they're taking cover under enemy fire (tank main guns, 
heavy machine guns, sniper fire, mortar fire and artillery will all cause a unit to take a 
pinning check.)  If they are being fired at by units using suppression fire they may need to 
take a check.  These weapons do not have to cause a casualty, they simply need to score 
a hit on the opposing unit to force the test.   

 

 Break check - If a unit takes more than 25% casualties they will need to take a morale 
check to see if they fall back or not.   
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CAN A UNIT TAKE MULTIPLE CHECKS? 

Absolutely, there is no limit to the number of times a unit can be called on to pass a leadership 
test over the course of a turn. 
 

FAILING A PINNING TEST 

If you fail a pinning test, you will not be able to act until you can pass a 
leadership test in a following activation.  If you fail the test in your first 
activation, then you will be able to attempt a second leadership test in 
your second activation.  If you're still pinned, then you will attempt to un-
pin in your next turn.  If one has bad enough luck, a unit could be pinned 
the entire game. 
 
If my unit is already pinned and I am fired at by another weapon that 
causes a pinning check, do I have to take another test? - No, you will simply 
make your next pinning check at a -1 to your leadership score.  You will 
only ever suffer -1 to your leadership. 
 

BREAKING  

If a unit fails its leadership check after sustaining 25% casualties it will fall back.  If the unit has 
not activated this turn it will fall back 2d6.  During their normal activation they can attempt to 
regroup by passing a leadership check.  If the unit has already activated, they will fall back 2d6 
immediately and will need to pass a leadership check during their next activation.  If the unit fails 
their check to regroup, they will retreat another 2d6.  Troops will take the closest available route 
to their board edge.  Once a model is off the board edge, the entire unit is removed from play 
and treated as a casualty. 
 

Infantry Close Combat 
Surprise, Speed, Violence of Action 

 
If you wish to engage the enemy in close quarters combat you must move your unit within 2" of 
the closest enemy model and declare the assault.  The combat will follow the following order: 
 

1. Defending Models are allowed reaction fire at -1 to their normal "to hit" score.  Example, 
a unit of Army Rangers is being assaulted.  They will roll their reaction fire at a 5+ to hit 
since their normal to hit score is a 4+.   
 
The defending unit takes a leadership check and applies the following results: 

a. Pass – the defending unit gets two activations worth of reaction fire if they have 
not activated this turn (or 1 if they have) 

b. Fail – the defending unit gets one activation’s worth of reaction fire if they have 
not activated this turn.  If they have activated and fail the leadership check, they 
will not be able to make reaction fire. 

c. If the unit was pinned down or falling back, they get No reaction fire. 
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If the reaction fire causes enough damage to the assaulting unit that they take a break test, then 
the assaulting unit will need to pass a leadership test for the assault to continue.  If they fail this 
test, they will not be able to assault this turn.  If the defending unit causes the attacking unit to 
break, they will lose their activation for the turn if they have not already gone.     

 
If the unit contains crew served special weapons (like a heavy machine gun) the soldiers will 
respond with their personal side arms rather than with the crew served weapon unless they are 
being assaulted from the front of their position (ie, if you charge across open ground against a 
machine gun, you’re more than likely going to be shot.  However, if you’re hitting them from the 
side of their position, that is another story as they may not have time to reposition the gun)  The 
best way to determine this is to use the direction the gun is pointed or the last unit that gun 
positon shot at to determine your relative position. 
 
 

1. Move models into base to base contact.  Unless you’re attacking with a large unit this 
shouldn’t be a problem.  In those cases, put the models in base to base contact with your 
front rank of troops and put the others directly behind your first rank. 
 

2. Attackers will carry out the assault with two attacks each on the first round of combat.  
Each attacking model makes an attack using their "to hit" characteristic.  They will hit on 
their unmodified hit score unless otherwise noted. 

 
3. Once resolving the saving throws for any wounds caused, the defenders will make their 

attacks.  Note, you can only take armor saves in close quarters battle. 
 

4. Tally up the number of models removed during the close combat (do not include reaction 
fire)  The losing side will perform a leadership check.  If they fail their leadership check 
then their side is destroyed.  If they pass the test or if both sides lost an equal amount, 
then you immediately resolve another round of combat where both sides attack 
simultaneously.  Of course any side reduced to 0 models is by default, the losing side. 

 
5. Once the enemy unit has been removed, the victors are able to adjust their models 

provided they remain within normal coherency.  This done to simulate them spreading 
out to cover the area they just fought in. 
 

If the winning side loses enough models to require a break check, they are assumed to have 
automatically passed their test.     
 



 

19 

HELP FROM NEARBY UNITS 

Any un-activated unit within 6" of a close combat can join in after the defending unit has taken 
it’s reaction fire but before the models are moved into base contact.  As a penalty they will lose 
their activation this turn.  They do not make reaction fire but instead are moved into base to base 
contact with the other units.  At this point, they are considered to have joined the attacking or 
defending unit and are treated as one unit for the combat.   So they will only get 1 attack during 
the first round of combat.   
 
 

CLOSE COMBAT AGAINST UNITS THAT ARE IN TERRAIN OR BUILDINGS. 

You will move into CQB range as normal except you do so to the edge of the terrain feature.  The 
"dug in" unit will make their normal reaction fire, but with without the -1 to hit.  If the attacking 
player wins the combat they have the option to move into the building or terrain to occupy the 
space held by their opponent.  
 
Note:  You must still have enough movement to actually put yourself into CQB range. 
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Vehicle Rules 
 
Vehicles will operate similar to infantry units in the sense that they will have 2 activations per 
turn.  However, there are some differences.  

1.  Any vehicle with an armor profile cannot be penetrated by small arms fire.  A weapon 
must have an AV profile to damage a vehicle.  

2. Vehicles cannot be suppressed or pinned down and will not take leadership checks 
3. Vehicles shooting their main weapons systems treat all targets as being within effective 

range (a crew mounted HMG will shoot as normal) 

4. Vehicles do NOT receive the +1 bonus for shooting at close targets with their main 
systems 

 
For vehicle armor, if you have a shot at the top armor of 
the vehicle, use the side armor value regardless of the 
vehicle’s facing.  This represents the fact that vehicles tend 
to have lighter armor on the top.  In a similar fashion, if 
you’re looking to add IEDs or landmines into your game use 
the rear armor value to represent the underside of the 
vehicle. 
 

ARMOR VALUES 

Armor ranges from Light to Very heavy.  In the weapons profile you will compare the weapon’s 
AV rating against the chart below.  In order to successfully penetrate the vehicle’s armor you will 
need to match or beat the score indicated. 

 
 
 
 
 
 
 
 
 

 
Example – a weapon with an AV rating of 3 is attacking a tank with a Very Heavy Rating.  In order 
to penetrate the vehicle you will need to roll a 6+. 

M1A2 Abrams MBT 

Front Sie Rear AV Mv 

VH Med Med 5 6" 

Secondary - Pintle HMG 

   Armor Value 

W
eap

o
n

 Stren
gth

 

  Lt Md Hv VH 

AV1 5+ 6+ - - 

AV2 4+ 5+ 6+ - 

AV3 3+ 4+ 5+ 6+ 

AV4 2+ 3+ 4+ 5+ 

AV5 2+ 2+ 3+ 4+ 

“If the tanks succeed, then victory follows” 
Heinz Guderian 



 

21 

VEHICLES AND COVER - "HULL DOWN" 

If more than 1/3 the vehicle's facing is behind cover then it will 
gain the benefit of that.  For most tanks this means that if you 
can cover their tracks and lower hull they will receive benefit 
of being in cover and have a 4+ save.  If the vehicle is in a 
fortified position or if most (60%)of the vehicle is covered then 
they will get a 3+ cover save.  This rule is intentionally generous.  
In our experience we can pretty much always get our vehicles 
into cover and it does not improve our enjoyment of the 
evening to argue about whether a tank gets it or not.   
 
"Hey, I'm trying to get my tank hull down here, would you agree 
that I have it?" - communication with your opponent can 
resolve a lot of problems before they happen. 
 

VEHICLE MAIN GUN RANGE 

Unless otherwise noted, the main gun of a vehicle has an 
unlimited range.  Given the size of our tabletops, we simply 

don’t play on large enough surfaces for gun range to matter.  
Vehicle main guns will treat all targets as being within effective range. 
 
 

VEHICLE MOVEMENT 

Vehicles will move based on their type.  A heavy tank will only move 6" per activation.  A medium 
tank 8" and a light tank 12" 
 

VEHICLE LINE OF SIGHT 

When shooting the vehicles main gun, you draw line of sight from the vehicle's gun barrel.  In the 
cases of either hull mounted or turret mounted weapons, you measure from their place on the 
hull.  Note - turret mounted weapons have a 360 degree arc.   
 
Which vehicle weapon systems can fire?  
During the course of an activation, you may fire 
one primary and one secondary weapon system.  
As a general rule of thumb, if a vehicle has a 
crewman dedicated to the weapon it is allowed to 
fire - such as the bow mounted machine gun on 
many WWII tanks could be fired in addition to the 
tank's main gun.  But if you have a tank like the 
USMC AAV P7A1 that has a turret mounted .50 cal 
and a MK19 grenade launcher, only one would be 
able to be fired as they are both operated by the 
same crewman. 
 
 
 

How to handle tanks with twin main 
guns.   
While we don’t see this in historical 
games, many of the tanks we use for sci-
fi games may have a turret with two 
main guns.  As long as they are the 
same type, grant them the “Highly 
Accurate” special rule.  For sponson 
mounted guns, you can treat them as a 
weapon system controlled by one 
crewman (ie, you won’t be able to fire 
them at multiple targets)   
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ACQUIRING THE TARGET 

 
A vehicle must acquire the target before it can shoot with it’s primary or secondary guns.  This 
will take up one of the vehicles two activations.  Once you have acquired the vehicle, you may 
shoot as normal.   
 

PENETRATION RESULTS 

 
Vehicle Damage 
1-4 Track or Engine Damage – Immobile 
5-6 Primary Weapon Destroyed 
 
Crew Casualties 
1-2 Gunner (-1 to Hit roll) 
3-4 Driver (half movement) 
5-6 Commander (Lose 1 action per activation) 
 
Note – you may be playing with vehicles that do not have multiple crewmembers.  In those cases 
just apply the results.   
 

VEHICLE FIRING AND SECONDARY WEAPONS 

Secondary weapons will not have an AV value.  If a vehicle is stationary, it can fire it’s secondary 
weapons as normal and can engage a different target than it’s primary weapon system.  If the 
vehicle has moved during one of it’s activations it may fire with the normal -1 penalty to hit (just 
like an infantry unit).   
 

Vehicle Damage 

1-2 Vehicle Damage 
3-4 Crew Casualties 
5-6 Vehicle Destroyed 
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VEHICLES FIRING ON THE MOVE 

You may fire during the same activation your vehicle moves provided you has LoS to the target 
for the entire movement phase for an additional -1 penalty (so they will gain -1 for moving and a 
-1 modifier for firing on the move) Example, if a vehicle has acquired a target last turn and wants 
to move AND shoot during one activation and shoot during the other, it will suffer a -2 “to hit” 
penalty in BOTH actions. 
 

VEHICLE FIRING AT INFANTRY MODELS 

All main weapon systems may choose to fire their main gun at infantry models.  In these 
situations non-beam guns will use a small blast template (3” circle) to determine the number of 
models hit.  Vehicles will roll their normal to hit scores and will place the template over the enemy 
models.  Any infantry models under the template are wounded on a 2+.  Additionally, any beam 
weapons that hit an infantry unit will cause a wound with no armor save allowed (though they 
would be able to take cover saves) on a 2+. 
 

UNBUTTONED TANKS 

Being able to see on the battlefield can 
be a tremendous advantage as it allows 
the Tank Commander to do a better job 
directing the tank’s main weapons.  
When a tank is unbuttoned, the tank 
commander has popped the hatch to 
get a better view of his surroundings.  
To reflect this, the vehicle gets a boost 
of +1 to their hit roll.  However, doing 
so puts the tank commander in an 
exposed position and he can be 
targeted normally though he would get 
a 3+ save due to the bulk of the tank 
between him and enemy fire.. 

 

UNBUTTONING TO FIRE SECONDARY WEAPONS 

If the crew decides to unbutton the vehicle in order to shoot a secondary weapon, the crew may 
be targeted normally.  Since they are in an armored tank, they receive a 3+ save.  If the crew 
member is killed (normally this will be the commander) the vehicle suffers the same effects as if 
the crewmember had been killed through a vehicle penetration. 
 

VEHICLES AND PASSENGERS 

Passengers can embark a vehicle by moving into base contact with the hull during their activation.  
Once embarked, they may no longer take any activations for the turn.  Embarked troops ignore 
leadership checks from taking fire from other vehicles while embarked.   
 
A unit may disembark from a vehicle during their activation phase provided the transport did not 
move twice in their activation this turn.  In order to simulate this, place the unit anywhere within 
2" of the vehicle's hull.  The unit will spend one of it’s two activations disembarking. 
 



 

24 

TANK RIDERS AND OPEN VEHICLES 

It is possible that passengers will be riding on to the hull 
of a vehicle during the combat.  This is allowed and they 
are treated just like embarked passengers.  However, 
they can be targeted by enemy fire just as if they were 
in the open and receive no cover benefits.  If enemy 
troops are in an open topped vehicle (like a half track) 
they will receive a 4+ cover save, but can be targeted 
as normal. 

 

IF A VEHICLE WITH PASSENGERS IS HIT AND WRECKED? 

First, roll a d6 for each embarked model, on a roll of 4+ they are hit and may take their normal 
save though they receive no cover save.  This may cause the unit to make a break check.  Place 
any survivors within 2" of the vehicles hull.  Models in an open topped vehicle are wounded on a 
5+ as it is easier to bail out of an open topped vehicle than an enclosed compartment inside a 
transport.  
 

HOW MANY TROOPS CAN FIT INSIDE A VEHICLE? 

A vehicle's transport capacity will be listed in the profile. 
 

SOFT SKINNED VEHICLES 

Soft skinned vehicles are penetrated on a 2+ by any weapon that has an AV value.  Soft skinned 
vehicles can also be penned by small arms on a roll of 6+.  If the weapon they are being shot with 
wounds on a 2+ or a 3+, you can apply the difference.  For example, a heavy machine gun wounds 
on a 3+.  This changes the 6+ to a 5+ to penetrate.  They roll on the vehicle damage table just like 
other vehicles except they receive a +1 penalty to any results. 
 

UP ARMORED VEHICLES 

A light vehicle may have armor upgrades that make small arms fire ineffective against it.  
Weapons that have a higher strength will apply the same bonus as with a soft skinned vehicle  
These vehicles are treated just like soft skinned vehicles except they will ignore small arms fire.  
They are still pinned on a 2+ from any weapon with an AV value. 
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VEHICLES AND CLOSE COMBAT 

Vehicles are especially vulnerable to infantry in close quarters.  If a vehicle moved during it's last 
two activations, it can only be engaged in CQB on a roll of 6+.  If it only moved in it's last activation 
it is hit on the infantry's hit score.  If it was stationary, then it is hit automatically.  Once you have 
determined the number of successful hits, roll that many d6s.  On a 5+ the vehicle suffers a 
penetrating hit.  A vehicle being attacked in close combat does not get any reaction fire.   
 
If a vehicle that moved and then stopped to shoot is attacked in close combat assault it is treated 
as stationary.  If it shot then moved, then it is hit on the infantry's hit score. 
 
Unlike infantry vs infantry combat, the combat only goes for one round.  If the infantry unit that 
was attacking the vehicle does not destroy it during the combat round, they will have to re-assault 
the vehicle in their next activation if able. 
 

VEHICLE SPECIAL RULES 

Countermeasures – vehicles may be equipped with anti-
tank missile decoy systems or reactive armor.  Units firing 
at vehicles equipped with these measures with any sort of 
rocket will suffer a -1 penalty to their “to hit” roll.  
Advanced Stabilization – vehicles equipped with 
advanced stabilization mechanisms will not suffer the -1 
penalty to their “to hit” roll for moving in the same turn 
they shoot.  However, if they move and shoot during the 
same action, they will still be subject to the -1 penalty. 
Amphibious - the vehicle does not suffer any penalty for moving though water terrain. 
Open topped - troops embarked on an open topped vehicle can shoot as normal from their 
transport.  However, if penetrated by anti-tank weapons, then add 1 to the damage result. 
Smoke Launchers – vehicle smoke launchers will normally have a larger coverage area (12” 
instead of 6”) 
Highly Accurate – vehicle weapons with this special rule may re-roll a missed shot. 
 

WALKERS 

While the design is fairly impractical in reality they are extremely cool to model and have a place 
on the table in Sci-Fi or Weird WWII settings.  For most purposes walkers are treated just like 
normal vehicles.  One major difference is that a walker does not spend an activation to acquire 
an enemy target.  They may also fire while on the move.  However, they will still incur a -1 penalty 
to their shooting if they move during one activation and a -2 if they move in both.   
 
In close combat versus infantry or other tanks a walker may attack if it has some sort of 
mechanical fist or something that could be used as one – details will be included in the walker’s 
profile.  However it is still vulnerable and will be hit and damaged as if it were a regular vehicle 
that moved in it’s previous activation.  Since a walker will not have a leadership value they will 
not ever “fail” their combat roll if they take more damage than their opponent – they combat 
will simply go on until a destroyed result is applied or it wipes out the infantry opposition. 
 
If the walker isn’t designed for hand to hand combat treat it just like a vehicle with the exception 
that it is never treated as stationary.  Walkers will also get reaction fire. 

AAVP7 with Enhanced Applique Armor 
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Helicopters/VTOL 
Helicopters are often used for transport, spotting or as close air support.  Helicopters and other 
VTOL aircraft are fairly hard to hit and always benefit from a 4+ save against enemy fire but never 
benefit from terrain.  Additionally they may have anti-missile countermeasures which will 
increase this benefit to a 3+ against missiles. 
 
Because of their relative position above the battlefield, they will always attack vehicles using the 
side armor profile (this is to account for the typically weaker deck armor on most tanks) 
 

FLYING VEHICLE DAMAGE 

1-2 Crew Casualty  
3-4 Engine Damage - must leave next turn 
5-6 Wrecked 
 
*Once a helicopter has sustained damage that will force it to leave the area of operations (AO) it 
will not come back.  If they have not activated during the turn and have embarked troops, they 
may do so.  However, this must be the done in the next possible activation.  After which the craft 
leaves the AO.  If they have activated already during the turn, any embarked troops will be 
removed from play along with the helicopter.   
 
Note- It's impractical to place helicopter models on a base that will accurately reflect their relative 
height above the battlefield.  To account for this, we assume that they will never benefit from Line 
of Sight blocking terrain and can always be seen while in the air and vice versa (use common 
sense). 
 

DEPLOYING TROOPS FROM HELICOPTERS/VTOL   

A helicopter may use one of its activations to deploy its troops.  In order to do so they need a 
relatively flat space (such as a rooftop) or an area large enough to set down in.  Use your best 
judgment to determine if they have enough space.  If there are enemy troops within 18" and 
within LoS the pilot must pass a leadership test in order to touch down in a hot Landing Zone (LZ) 
Use the most common leadership value in your army to determine this. Additionally, any 
unactivated enemy troops within 18" are given the opportunity to interdict (similar to overwatch)  
The enemy troops interdicting may choose to focus fire on the VTOL or on the deploying troops.  
While a helicopter is landing or deploying troops by fast roping or other means, it is especially 
vulnerable to enemy fire.  A helicopter that has touched down or who is delivering troops by fast 
rope or other means does not receive the 4+ save it normally possesses. 
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Fire Support 
Off board fire support is available to forces that contain a forward observer.  FO’s are able to call 
in fire support once per turn provided they pass a 4+ check.  The Forward Observer unit must 
have line of sight to the target to call in fire support.  If the FO unit is inside a vehicle, they will 
mark LoS from any point on the vehicle’s hull. 
 
To resolve the hit, roll a scatter die and 2D6 to determine how far it scatters.  Any friendly or 
enemy units under the template are affected.  Because tanks tend to be more lightly armored on 
top, fire support elements that hit a vehicle will use the side armor score to determine 
penetration regardless of it's orientation to the enemy. 
 
If you bring in fire support during the next round and you’re firing at a target that is in the same 
general area (ie, less than a 8” away) instead of rolling 2 die to determine scatter, you will only 
roll 1.  If you happen to be in a position to put fire support on a target for the 3rd time, it will hit 
automatically. 
 
By Default, Fire Support consists of a heavy mortar fire mission.  However, if you roll a 6+ to bring 
in Fire Support that round, you can roll on the table below to see if you have access to more hard 
hitting support for that turn.  Note if you are in the 2nd or 3rd round of firing at a target, you may 
want to forego the improved fire mission to gain the advantages offered by hitting your target 
with less chance of scatter. 

  Type 
Anti 

Personnel 
Anti 

vehicle RoF Special 

1-2 Heavy Mortar  +2 3   Large Template 

3-4 Light Artillery +2 4  -  Large Template 

5 Heavy Artillery +2 5  -  Large Template 

6 
Close Air 
Support 

+2 3 2 Small Template, 1d6 scatter 

  
Close air support will only scatter 1d6 rather than the normal 2d6.  Close air support is only 
available for 1 round.  
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The Scenario 
 
We're not going to spend too much time detailing all the different ways you can deploy your 
troops or set up a scenario in your game.  But, to get us on the board, we're including a few 
different options to help you on your way. 
 
A note on terrain - we tend to play on terrain heavy boards, this allows us to get set up lanes of 
fire and focus the game more on tactical decisions than the luck of the dice.  As a general rule of 
thumb, you should look to have at least a third of the board covered in terrain if not more.  One 
way that our group deals with the setup of terrain is to set the pieces side by side on the table till 
we feel we have enough.  We then alternate placing terrain features till we've set up the board.  
We will then roll off to see who gets to choose the side they want to start on to make it fair. 
 
Types of games - you can choose from the list below, roll for them or make up your own.  The 
selections below are just a starting point for your game. 
 

 Kill 'em All - You just fight and after a set number of turns you tally up the damage each 
side did in terms of points - the winner is the one with the most 

 Capture objectives - We will set one or more objectives on the board.  At the end of the 
game, the side that occupies the most objectives wins. 

 Ambush - if you have road features on your map, the player being ambushed will deploy 
his forces within 6"-12" of the road (depending on the size of the force)  His opponent will 
deploy at least 18" away from his forces.  In these scenarios, the ambushing player will go 
first.   

 Demolitions - similar to an objective game, the attacking player will need to blow up a 
terrain feature (building, bridge, etc) and defending player defends.  The attacking player 
will need to have an infantry unit remain in base contact with the feature for at least a 
full turn  

 
Types of board setup 

 Let’s just play - each player chooses a side.  Deploy your forces within 12" of the long 
board edge. 

 Quarter the table - the winner of the roll off chooses a quadrant, his opponent takes the 
one diagonal to his - make sure you include a no-deployment zone around the center 
mark at least 18" wide  

 Cut the table long ways in thirds - Each player starts at opposite ends of the board and 
deploys their forces within 24" of the edge. 

 One player occupies a prominent terrain feature - Whether it's a road, a large terrain 
feature or set of buildings.  One player sets up and his opponent will deploy with 18"-24" 
away.  

 
A note on asymmetric warfare.  Especially in modern conflicts, we very rarely see to equal forces 
clashing against each other.  It is not uncommon for a smaller force to fight against a much larger 
or more well supplied one.  In these cases you will want to make sure that your victory conditions 
reflect this lack of balance so that both sides have a chance to win. 


