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GENERAL PRINCIPLES 

These are the rules for the “platoon-scale” sci-fi 

game.  

Platoon Scale means that each side will 

represent 1 or more platoons battling it out and 

will usually not feature less than 30 models per 

side. In the platoon-scale game models will 

move, shoot, fight, and do pretty much 

everything else as units. In the platoon-scale 

game there is a much smaller focus on 

individuals. 

Sci-fi means that the games will take place in 

the future (or perhaps long, long ago) and that 

laser beams hissing through the air and 

powered armored troops charging, servo-

motors whining, across the field will be more 

common that swords, bows, and sorcery 

(although some of that may still exist).  

As always, the sci-fi game is 100% mechanically 

compatible with the fantasy game (and any 

others that I may write). If you want for your 

rocket-assault-laser-mega-troopers and heavy 

grav tanks to take on some knights and 

longbowmen, by all means go right ahead. You 

may notice, however, that it was not the total 

slaughter that you may have been hoping for 

(you madman). That is because I have designed 

the profiles and stats with the assumption that 

they will be facing enemies with a similar 

technological level. As such, your basic sci-fi 

grunt will have a similar stat line to your basic 

fantasy levy-man. To combat this, you could 

simply improve the armor and armor piercing 

values of the more technologically advanced 

troops and give the less technologically 

advanced troops a morale penalty. This would 

result in a more realistic if, perhaps, one-sided 

game.  

Some general rules principles and terms: 

 Models move and act as units. 

 Models within a unit must remain 

within 2 inches of another model in the 

same unit. This is called unit coherency. 

 All dice rolls are done with a ten-sided 

die or D10. 

 An unmodified roll of 1 on the D10 is 

always a failure. 

 An unmodified roll of 10 on the D10 is 

always a success (except for in the case 

of vehicle Armor Penetration tests). 

 Movement is measured in inches from 

the front of the model’s base to the 

front of where the model’s base will be. 

No “leap-frogging” the ruler. 

 Range between two units is always 

measured between the closest points 

on the closest models’ bases form each 

unit. 

 Any move that brings a model from one 

unit into base to base contact with a 

model from an enemy unit is a charge. 

It is not a special action and it occurs on 

the movement phase. 

 If a unit has any model in base to base 

contact with an enemy model, it is 

considered to be in combat. 

 All models have a 1 inch radius “control 

zone” unless engaged in combat. When 

engaged in combat, the model is too 

busy fighting for its life to worry about 

blocking movement. 

 A model can move through a friendly 

model’s control zone at all times. 

 A model can never move through an 

enemy model’s control zone unless 

charging that model or if that model is 

engaged in combat already (thus 

negating its control zone). 

 A hit means that the model that is hit 

must take an armor save. This is not 

necessarily an injury. 

 Each unsaved armor save is a wound. A 

wound is an injury and, in most cases, is 

fatal. 
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 The game is played in turns with each 

turn having 5 phases.  

 During each phase both players act in 

initiative order. 

 The player whose turn it is to act within 

the turn phase is considered the “active 

player.” The other player is the “passive 

player.” 

The Turn in brief: 

Each turn consists of 5 phases in which both 

players have the opportunity to act with all of 

their models. This is not the sort of game in 

which one player completes his whole turn, 

moving, shooting, and fighting with every 

model while the other player just sits and 

watches. Within the turn, the players take turns 

moving their models, shooting with their 

models, and then all of the combats are 

resolved together at the end. Even when one 

player is not “active” he does not have to wait 

long before it is his turn to act again and there 

are several ways to react during your 

opponent’s activation. The result if this is that 

both players remain engaged in the game at all 

times. 

Turn Phases: 

 The Initiative Phase – During this 

phase, order in which players will act 

during the turn is decided. 

 The Movement Phase – During this 

phase, each player has the opportunity 

to move all of his or her models. 

 The Shooting Phase – During this 

phase, each player has the opportunity 

to shoot with all of his or her models. 

 The Combat Phase – During this phase, 

all combats are resolved. 

 The End Phase – During this phase, 

players check for victory conditions, 

bring in reinforcements, and allow 

models to recover from suppression 

effects. 

Each phase will be covered in more detail later 

on. 
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THE PROFILE 

Each model in the game is represented by a 

profile. The profile is essentially a breakdown of 

the model’s abilities and defines how the model 

functions in the game. The profile consists of a 

series of numerical values or stats (8 for heroes 

and 5 for regulars). A hero is simply a model 

that has Valor, Grit, or Luck stats. A hero does 

not necessarily have to be all that heroic (or 

even competent) but rather are special 

characters whose actions will usually have a 

significant influence on the outcome of the 

battle. 

A model’s profile can also contain various 

special rules that further define how the model 

behaves during the game, but these will be 

covered later. 

Below are two sample profiles (one for a hero 

and one for a regular) and a breakdown of what 

each stat means. 

Imperial Army Sergeant 

F S W Q A V G L 

4 6+ 1 6+ 8+ 1 1 1 

 

Imperial Army Grunt 

F S W Q A V G L 

3 6+ 1 8+ 8+ - - - 

 

Fighting Skill: This represents how good a 

model is at fighting in close quarters. The 

model’s fighting skill will be added the D10 rolls 

in close quarters combat to generate the 

combat score. 

Shooting Skill: This represents how good a 

model is at shooting ranged weapons. The 

model must roll its shooting skill or higher on a 

D10 to score a hit in ranged combat.  

Wounds: This represents how tough a model is. 

When a model fails an armor save, it takes a 

wound. When its last wound is removed, the 

model is taken out of the fight and removed 

from the board. Most models have only a single 

wound but many particularly large or powerful 

units and heroes have more than one. 

Quality: This is a pretty abstract stat that 

represents the overall training of a model. It is 

used for suppression tests as well as any special 

situations not specifically covered by the rules. 

If you have a model attempting to defuse a 

bomb or hotwire a tank, for instance, this is the 

stat that you will use. To pass a quality test, you 

must roll greater than or equal to the Quality 

value.  

Armor: This represents how tough the armor of 

a model is. If a model takes a hit (either at range 

or in close combat), it may roll an armor save. If 

it rolls the armor value or higher on the D10, 

the model is not wounded. However, just 

because you pass one armor save does not 

mean that you are safe yet. A model must roll 

an armor save for every hit that it takes. 

Valor: This is a special stat that only applies to 

heroes. It represents how mighty and 

commanding a leader the hero is. The number 

in this column is how many Valor points a hero 

begins each game with. Valor points can be 

spent to take Valorous Actions or to adjust die 

rolls. Use of Valor points will be covered in 

more detail later. 

Grit: This is a special stat that only applies to 

heroes. It represents how mentally powerful a 

hero is. The number in this column is how many 

Grit points a hero begins each game with. Grit 

points can be spent to cast and resist spells and 

powers or to adjust quality die rolls. Use of Grit 

points will be covered in more detail later. 

Luck: This is a special stat that only applies to 

heroes. It represents how likely a hero is to 

survive any given battle. The number in this 

column is how many Luck points a hero begins 

each game with. Luck points can be spent to roll 
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an additional 6+ save if the hero fails his or her 

armor roll.  
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INITIATIVE PHASE 

During the Initiative Phase, players decide by 

die roll which player has the initiative for the 

coming turn. The player with initiative is able to 

act first during each phase and has greater 

influence on the details of the Combat Phase. 

As such, it is a huge advantage to win initiative 

and very important to remember which player 

has initiative throughout the turn. It might be 

useful to have a counter for the player with 

initiative to hold for the turn to avoid confusion.  

To decide who has the initiative, each player 

rolls 1d10 and subtracts 1 from the roll for each 

shaken, pinned, suppressed, or broken unit. The 

player with the highest total wins the initiative 

and must activate all of his or her models first 

during each phase of the turn. 

MOVEMENT PHASE 

Every model has a standard movement value 

and a maximum movement value. Most infantry 

models have a standard movement of 4” and a 

maximum movement of 8” per turn. Any model 

that has different movement values will have a 

special rule to dictate its movement. A model 

can move up to its standard movement value 

and still be able to fire during the Shooting 

phase but can move up to its maximum 

movement value if it is charging into combat, 

moving into position for next turn, or simply 

does not care to shoot that turn. The player 

that won the initiative in a given turn has the 

opportunity to move all of his or her units first. 

After the first player has chosen to move or not 

move all of his or her units, the other player 

may move all of his or her own units. Once both 

players have had the opportunity to move all of 

their units, play continues to the Shooting 

Phase of the turn. 

Difficult Terrain: Areas of ground that would 

impede the movement of a model such as 

sucking mud, barbed wire, dense rubble, or 

thorny bushes are considered difficult terrain. 

For every inch within difficult terrain that a 

model wishes to move, it must expend 2 inches 

of its total movement allowance. To move 

through 4 inches of difficult terrain, for 

instance, would cost 8 inches of movement and 

so the model would not be able to fire. If a 

model moves into difficult terrain part way 

through its move, only the inches moved in the 

terrain count as double. 

Dangerous Terrain: Areas of ground that would 

cause harm to a model moving through it such 

as a thicket of Dylaxean Blood Daisies, an acid 

pool, or a geothermal vent are considered 

dangerous terrain. Every model that ends its 

movement in an area of dangerous terrain must 

roll a D10. On a roll of 1 or 2, it must attempt an 

armor save. Different terrain features may be 
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more dangerous than others, however. Before 

the game, players should decide on how 

dangerous the terrain is and may decide to give 

models in it either a cover value if it is less 

dangerous or an armor piercing value if it is 

more dangerous. It may also be fun to decide 

this randomly with a die roll the first time a 

model steps into it. Cover and armor piercing 

will be explained in the shooting phase.  

Stunts: Any kind of dynamic movement that a 

model may wish to attempt such as leaping 

from one warbuggy to another, climbing up the 

outside of a building, or walking along a 

tightrope is covered by one mechanic. To 

attempt a stunt, roll 3D10 against the model’s 

Quality. 3 successes is a huge success. The 

model navigates the obstacle and can continue 

its movement up to its full value. 2 successes is 

an average success. The model navigates the 

obstacle, but cannot move any further this turn. 

1 success is a failure. The model is unable to 

navigate the obstacle but manages to abort in 

time to avoid injury, remains in place, and 

cannot move until next turn. 0 successes is a 

devastating failure. The model attempts the 

stunt and fails, likely injuring itself in the 

process. 

If a model has a devastating failure on a stunt 

that would result in a fall, it is  placed prone on 

the ground at the bottom of that fall and must 

attempt half as many armor saves as model 

heights that it fell.  

In other cases, use your own best judgement, 

but the model must attempt at least 1 armor 

save. 

A model cannot attempt to jump a gap any 

wider than three times the model’s height. Also, 

due to the dangerous nature of stunts like 

these, it may be a good idea (if you have a lot of 

vertical terrain) to place ladders next to objects 

that are not meant to be dangerous to climb. A 

model can climb a ladder at full speed with no 

penalty. 
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SHOOTING PHASE 

In the shooting phase, ranged combat is 

resolved. The player that won the initiative has 

to opportunity to shoot with all of his or her 

eligible units first and, once finished, the other 

player may shoot with all of his or her eligible 

units. A unit is eligible to shoot if it moved no 

more than its standard movement value in the 

movement phase and if it is not in base to base 

contact with an enemy unit. To shoot with a 

unit, determine if it has line of sight to and is in 

range (each weapon has a set range) of an 

enemy unit, determine if the target unit will 

benefit from cover and what kind, roll a number 

of dice equal to the number of shooting attacks 

(again determined by the weapon) that the unit 

has, determine number of hits (a hit is a roll 

greater than or equal to the active unit’s 

shooting skill), and finally the target unit must 

attempt an armor save for each successful hit 

and remove a model for each failed armor save.  

Cover: Cover is defined as any obstruction that 

would serve as an impediment to flying bullets, 

arrows, or laser beams. There are three types: 

light (-1), heavy (-2), and super-heavy (-3). Light 

cover is either something not particularly tough 

(such as cloth, a bush, or a wooden fence. 

Heavy cover must be significantly tougher such 

as metal plate or a stone wall. Super-heavy 

cover should be fairly rare and reserved for very 

solid military entrenchment or other extremely 

protective situations. Players should be able to 

agree on whether a model is in cover and what 

kind of cover it is. If not, they can roll a die to 

decide randomly. The benefit of cover is that it 

applies a penalty to the shooter’s roll to hit. A 

target in light cover confers a penalty of 1, 

heavy cover a penalty of 2, and super-heavy 

cover confers a penalty of 3. This greatly 

increases the survivability of models and should 

be used to its full advantage.  

Armor Piercing: Armor value can also be 

affected by the ability of a weapon to penetrate 

armor (called Penetration). Every weapon will 

have a penetration value (although most 

weapons’ penetration is 0). Incredibly powerful 

weapons are able to blow through cover and 

armor as though it were not even there. A 

weapon’s penetration value confers a penalty 

onto the target’s Armor value making it more 

difficult to pass an armor save. If a weapon has 

a Penetration of +2 hitting a target with an 

Armor Value of 5+, the target must now roll a 

7+ to survive. Armor penetrating weapons can 

effectively cancel out cover in this way. No hit is 

completely un-survivable and no model is ever 

totally invulnerable, however. Again, a roll of 10 

is always a success and a roll of 1 always a 

failure. 

Firing Into Combat: If a model decides to fire 

into combat and hits, roll a D10 to randomly 

decide which model is hit. 

Here is an example of shooting: 

An eligible unit of 5 Imperial Army Grunts wants 

to fire into a crowd of 8 aliens. The Imperial 

player makes sure that no terrain is completely 

blocking line of sight between the aliens and 

the grunts, next he makes sure that the aliens 

are within the 24” range of the grunts’ rifles. 

Each grunt has only 1 ranged attack so the 

player rolls 5 dice. The results are 6, 3, 7, 8, and 

5. Since the grunts have a shooting skill of 6+, 

there are 3 hits. If the aliens had been in heavy 

cover, the Grunts would have needed 8+ to hit 

and so there would have only been 1 successful 

hit and 1 armor save. The alien player now rolls 

3 armor saves. These particular aliens have an 

armor value of 9+. The results of the rolls are 6, 

9, and 1. Two armor saves were failed and so 

two aliens are removed from the board.  When 

Imperial player is finished shooting with all of 

his units, play will pass to the Alien player and 

she will be able to fire back. 
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COMBAT PHASE 

In the Combat Phase, close quarters combat is 

resolved. A model is considered to be in combat 

when it is in base to base contact with an 

enemy model or when it is part of unit that has 

at least one model in base to base contact with 

a least one enemy model.  

To resolve a combat, each player rolls 1D10 and 

adds the majority fighting skill of his or her units 

that are involved in the combat (if 3 models 

have an F of 3 and 1 model has an F of 4, 3 is 

the majority and is what will be added to the 

roll). The total is referred to as the unit’s 

combat score. The unit that rolled the highest 

combat score has won the combat (ties are 

rerolled). The winning unit hits the losing unit a 

number of times equal to the difference 

between the two side’s combat scores and the 

losing side must attempt that many armor 

saves.  

Outnumbering in Combat: In combats in which 

one side outnumbers the other, the side with 

the most models rolls two D10s and chooses 

the best result. In combats in which one side 

doubles the number of models on the other 

side, the side with the most models may roll 3 

D10s and choose the highest result. 

Multiple Group Combat: Combats are always 

resolved with one unit pitched against another. 

So in combats in which multiple units are 

fighting, the player with initiative may decide 

which of his or her units are attacking which of 

the other player’s units and the order in which 

each combat is resolved. If a unit that has 

already fought in a combat is attacked again on 

the same turn, the unit that it is fighting against 

rolls an additional D10 (for each prior combat) 

from which to choose the highest result when 

determining combat scores. If a unit is attacked 

by multiple enemy units, it fights each one 

sequentially at worse and worse odds. 

For example: Jim has a unit of 5 Rangers pinned 

down in a ruined building. Bob sends in three 

mobs of 8 freedom fighters to engage them in 

combat. Since Bob has initiative, he decides the 

order in which his units attack Jim’s unit. Since 

each unit of freedom fighters outnumbers the 

Ranger unit, in this first combat, the Rangers 

roll 1D10 and the freedom fighters roll 2D10 

(picking the best result). The Rangers’ superior 

fighting skill allows them to win the combat and 

inflict some casualties on the freedom fighters. 

Then the second unit of freedom fighters 

attacks. Because the Rangers have already 

fought (+1D10) and they outnumber the 

rangers (+1D10), the freedom fighters roll 3D10 

(picking the best result) and manage to defeat 

them killing 2 Rangers. Finally the third unit of 

freedom fighters attacks. The Rangers have 

fought twice already and the freedom fighter 

unit now doubles the number of models in the 

Ranger unit so the freedom fighters will roll 

5D10 (picking the best result). The Rangers are 

wiped out. 

Clearly numbers are a very powerful way to win 

combats. However, it is never a sure thing. With 

enough luck, the Rangers might have been able 

to beat back the assault. 

A combat will continue into the next turn unless 

all of the units from one side have been killed 

leaving the other side unengaged. 
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END PHASE 

During the end phase, players check for victory 

and can attempt to bring on as reinforcements 

any units that have not yet deployed. 

Depending on the scenario that is being played, 

there will be various victory conditions that can 

be met. This will not into play in every game, 

but (for instance) a scenario states that the 

game ends when a model escapes from the 

board or defuses a bomb, the beginning of the 

end phase is the time to check for that and end 

the game if the condition has been met.  

At the end of the end phase, reinforcements 

can be brought in from off the board. The 

specifics of reinforcement will be covered either 

in a unit’s special rules or in a scenario special 

rule.  

After all of these sub-steps have been 

completed, the turn is over and a new turn will 

begin with the players rolling for initiative.

Advanced Rules 

Morale: A unit must take a suppression test if it 

has come under fire (even if no casualties were 

taken or hits scored) during the shooting phase 

or engaged in combat during the combat phase. 

A unit takes its suppression test immediately 

following the cause of the test. For example, if a 

unit is fired upon in the shooting phase, it must 

immediately take its suppression test after the 

fire has been resolved. This can result in a unit 

becoming suppressed and dealing with the 

penalties of suppression before it has had a 

chance to act. Additionally, if a unit must take 

multiple suppression tests during a turn, it 

keeps the worst result.  

To take a suppression test for a unit, roll 3D10 

and compare the value of each die to the 

highest quality score in the unit. A roll greater 

than or equal to the highest quality score in the 

unit is a success. If, at any point during the 

game, a unit has lost more than half of its 

models, it must subtract 1 from the number of 

successes scored on suppression tests for the 

rest of the game. 

3 successes means the unit has passed the 

suppression test and suffers no ill effects. 

2 successes means that the unit is shaken. For 

every shaken unit, a player must subtract 1 

from his or her initiative roll at the beginning of 

the next turn. 

1 success means that the unit is pinned. A 

pinned unit can only move half distance during 

their next movement phase and counts their 

shooting and fighting skills as 2 worse (shoot of 

5+ becomes 7+ and fight of 4 becomes 2) during 

the following shoot and combat phases. The 

unit also counts as shaken during the following 

initiative phase. A pinned unit recovers during 

next turn’s end phase and may behave as 

normal. 

0 successes means that the unit is suppressed. 

A suppressed unit behaves as if pinned except 

that the unit cannot move at all and the 
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penalties to fighting and shooting are 4 instead 

of 2. The unit also counts as shaken during the 

following initiative phase. A suppressed unit 

recovers during next turn’s end phase and may 

behave as normal. 

-1 Success means that unit is broken. Obviously 

this is a result that is only possible when a unit 

not only fails on all of its d10s but also has the -

1 penalty for being below half strength. A 

broken unit must immediately move its 

maximum movement towards the nearest 

board edge. If the path to the nearest board 

edge is obstructed by enemy forces, the unit 

must look in the direction of the next nearest 

board edge and so on until if finds a path that 

does not bring it in contact with the enemy. If 

no safe path exists, the unit is immediately 

removed. Fleeing units cannot act other than to 

defend themselves in combat and must make a 

maximum move towards the board edge during 

each following move phase until they exit the 

board and are removed or until they are rallied. 

Broken heroes can still attempt to rally. The unit 

also counts as shaken during the following 

initiative phase and every other initiative phase 

until it is either rallied or removed. 

It may be useful to make up counters to clearly 

mark when a model is shaken, pinned, 

suppressed, or broken. I personally just use a 

D6 showing the number of failures that the 

model had. A 1 means that the model is shaken, 

a 2 means the model is pinned, a 3 means the 

model is suppressed, and a 4 means the model 

is broken. Feel free to use whatever system 

works for you. 

Rallying is a Valorous Action and will be 

covered later.  

Hunker Down: At any time during the turn, a 

unit may hunker down. If active, this action can 

be taken without making a roll. If the enemy 

player is active, however, the unit must pass a 

quality roll or it cannot hunker down at all until 

the next turn. 

The effect of hunkering down is that the unit 

gains a bonus to its armor save at the cost of an 

equivalent penalty to its shooting skill. The 

player can choose 1-3 for the bonus/penalty. 

The effects of hunkering down last for the rest 

of the turn. A unit cannot hunker down if it is 

unable to fire in the shooting phase. 

Aimed Fire: If a unit does not move at all during 

the movement phase and is not on overwatch, 

it gains a -1 bonus to its shooting attack in the 

following shooting phase. 

Overwatch: During the movement phase, if a 

unit does not move at all and is not taking the 

aimed fire action, it can choose to go into 

overwatch. This allows the unit to interrupt an 

enemy unit at any point during its movement 

phase to perform a shooting attack. After the 

shooting attack has been resolved, the enemy 

unit can continue its movement (unless it 

becomes suppressed or broken). If the unit is 

pinned by the shooting attack, half its remaining 

movement. If a unit goes on overwatch, it 

cannot fire during the shooting phase, and 

cannot benefit from aimed fire. 

Reckless Assault: During the Combat Phase, a 

unit can choose to throw itself into the attack 

without any thought to defense. The effects of 

this are that, for the rest of the turn, the unit 

gains a bonus to its Fighting skill and an 

equivalent penalty to its armor. The player can 

choose 1-3 for the bonus/penalty.  
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Heroes 

 

Heroes are special characters that have Valor, 

Grit, and Luck points. These special stats 

represent a finite store of points that can be 

used to take special actions unique to heroes. It 

is up to the player to decide when to use a 

precious point and when to save them for later. 

Heroes also have the ability to keep the troops 

in in the fight when things get rough (or mislead 

and confuse them through their own 

incompetence). To represent this, if a hero is 

present in a unit, the hero’s quality must be the 

one that is used for suppression tests that that 

unit takes even if it is not the highest quality in 

the unit. 

Valor: Valor points have two functions. They 

allow a hero to adjust die rolls and to take 

valorous actions. The first is also the simplest. 

Any time a hero or his unit rolls a die the player 

can spend valor points to adjust the die roll by 1 

per valor point spent. This means, for example, 

that a hero rolling to win a combat during the 

combat phase could spend 1 point to increase 

the score by 1 or 2 points to increase the score 

by 2. Valor points can also be used to adjust an 

enemy’s armor rolls. 

Valor points also allow heroes to perform 

Valorous Actions. There are 4 valorous actions. 

Valorous Move – This action allows the hero’s 

unit to move before any other unit during the 

movement phase. If his opponent wins the 

initiative roll, a player can use a valorous move 

to allow his hero’s unit to move out of turn. 

Valorous Shoot – This action allows the hero’s 

unit to shoot before any other unit in the 

shooting phase. 

Valorous Combat – This action allows a hero’s 

unit to resolve their combat first in the combat 

phase. During the valorous combat, the hero’s 

fighting skill is added to the roll if it is better 

than the unit’s majority. Additionally, if all of 

the enemies participating in the combat are 

slain, the hero’s unit (and any other friendly 

units involved in the combat) can make a 

standard move before any other combats are 

resolved. This move can be used to enter 

another combat. 

Rally – The hero can choose any unit within 6 

inches (including his own) and remove any 

negative morale effect from it. 

Keep in mind that for every die adjustment and 

valorous action a hero takes, 1 valor point is 

expended. Once expended, valor points are 

gone for the rest of the game so players must 

think very carefully about how and when to use 

them. Additionally, if there are conflicting 

valorous actions (if both players call a valorous 

move, for example), the players should roll off 

to decide who can take the action first. 

 

Grit: Grit points can be used to cast powers, 

resist powers, and to adjust die rolls during 

suppression tests. To cast a power, the hero 

must decide how many grit points to spend. For 

each grit point spent, the hero may roll 1 power 

die against the power’s difficulty. A power 

needs only 1 success to be cast successfully. 

Resisting a power works much the same way. If 

a hero’s unit is being targeted by a power, the 

hero can roll 1 resist die against the power’s 

difficulty for each grit point spent. A successful 

resist roll cancels out a single successful casting 

roll.  

Grit points can also be used like valor points to 

adjust die rolls during suppression tests (but at 

no other time). 

 

Luck: Luck points can be spent after a hero has 

failed his armor roll as a final save against death 

(or wounding). For each luck point spent, the 

player may roll a die. On a 6+, the wound is 

cancelled as if the hero had succeeded his 

armor roll. A player does not have to decide to 
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use multiple luck points all at once. He can wait 

to see if a luck roll succeeds or fails before 

deciding whether to spend another one.

Vehicles 

Although they behave in very different ways 

from infantry, vehicles have profiles almost 

exactly like infantry models. 

Confederation Ultra-Light Scout Buggy 

F S W Q A FA V G L 

3 5+ 3 6+ 8 6 - - - 

 

Confederation Heavy Tank 

F S W Q A FA V G L 

3 5+ 3 6+ 14 12 - - - 

 

One difference you may notice is the “FA” stat. 

This refers to Flank Armor. 

Flank Armor is the armor value for the rear and 

sides of the vehicle while Armor just refers to 

the front of the vehicle. Front and side armor 

and more aspects of vehicle combat will be 

covered below. 

You may also have noticed that vehicle armor 

values look different than infantry armor values. 

This is because vehicle and infantry hits are 

handled differently. Vehicles do not attempt 

armor saves like infantry do but rather take 

armor penetration tests. Armor penetration will 

be covered below. 

Types of Vehicle: There is a huge variety in sci-fi 

vehicles but I have divided them into 3 main 

categories. 

 Land Vehicles: These are the kinds of 

vehicles that move along the ground in 

the same way that modern vehicles do. 

Whether tracked, wheeled, air 

cushioned, or powered by skimmer 

technology. 

 Mechas: These are humanoid walkers 

that can range from not much larger 

than a man to the size of a city building. 
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Mechs behave as if they were infantry 

models in most cases. 

 Flying Vehicles: These vehicles have the 

ability to fly high above the ground and 

any obstacles that may be there. Fliers 

range from troop transports to jet 

fighters and anywhere in between. 

Each of these categories will have unique 

features as well as pros and cons to their 

use. 

 

Vehicle Movement  

Vehicles move exactly like every other model 

with only a couple of exceptions.  

Like infantry, vehicles have a standard and a 

maximum movement value. For most vehicles, 

the standard movement value is 8” and the 

maximum is 16”. If a vehicle has a different 

movement value, it will be stated in the 

vehicle’s profile. Just like infantry, a vehicle can 

move its standard movement without any 

consequences. If its movement exceeds its 

standard movement, the vehicle cannot shoot. 

One main difference between vehicles and 

infantry, however, is that the facing of a vehicle 

is very important. Not only does the facing of a 

vehicle effect what armor value is used, but also 

what models the vehicle is able to target. For 

this reason, there are some restrictions on a 

vehicle’s ability to pivot. 

Movement Restrictions: If a vehicle decides to 

move, it can pivot up to 45˚ for every 2” of 

movement. If the vehicle needs to turn more 

sharply, it can burn 2” of movement to pivot up 

to 90˚.  

For example:  if a vehicle moves 2” it can pivot 

45˚. The vehicle can then remain stationary but 

burn 2” of movement to pivot an additional 90˚. 

Pivoting during the movement phase in this 

manner counts as movement. If a vehicle burns 

more than 8” of movement to pivot more than 

360˚, it will not be able to fire because it has 

exceeded its maximum movement even though 

it is still in the same place. 

Vehicles and Terrain: Each type of vehicle 

interacts differently with terrain. 

Tracked and wheeled vehicles run the risk of 

being damaged by difficult and dangerous 

terrain. If a tracked or wheeled vehicle moves 

through difficult terrain, it must roll a D10. On a 

roll of 2 or 3, the vehicle is stuck and cannot 

move until it forgoes its ability to shoot in the 



Jonathan Sherer 10/23/15   14 
 

shooting phase in order to free itself. On a roll 

of 1, roll another D10. If the result of the second 

roll is also a 1, the vehicle has become damaged 

and cannot move for the rest of the game. If the 

result of the second roll is anything but a 1, the 

vehicle becomes stuck as described above. A 

wise tank commander will have think very 

carefully about what is most important: 

mobility or fire power. 

For example: A tank moves through a swamp so 

it must roll a D10. It rolls a 2. The tank is now 

stuck. However, the tank has a great shot on 

the flank armor of an enemy IFV so it fires in the 

shooting phase. Next turn the tank cannot 

move. It fires again and so it is still stuck on the 

following turn. However, the enemy has moved 

out its firing arc and is moving around to its 

flank. This time the tank does not fire in the 

shooting phase. It will be able to move during 

the following turn. If the tank had rolled two 1s 

in a row, it would have been stuck in the swamp 

for the rest of the game and helpless against 

the enemy’s flanking maneuver. Because the 

tank cannot move, this also means that it 

cannot pivot. 

Dangerous terrain poses an even greater risk to 

tracked and wheeled vehicles. If its movement 

takes a vehicle through an area of dangerous 

terrain, it must roll a D10. On a roll of 2 or 3, the 

vehicle becomes damaged and cannot move for 

the rest of the game. If the vehicle rolls a 1, roll 

another D10. If the result of the second roll is 

also a 1, the vehicle takes serious damage and 

must roll on the following table. 

 

 

 

 

 

1-2 The vehicle suffers a -1 penalty to 
future dangerous terrain rolls. If this 
result is rolled multiple times, the 
penalty is cumulative. 

3-4 The vehicle’s targeting systems are 
damaged and suffers a -2 penalty to 
shooting. If this result is rolled 
multiple times, the penalty is 
cumulative. 

5-6 The vehicle’s armor is breached and 
suffers a -2 to both Armor and Flank 
Armor values. If this result is rolled 
multiple times, the penalty is 
cumulative. 

7-8 The vehicle is killed. 

9-10 The vehicle explodes. All non-vehicle 
models within 4” must attempt 
armor saves. 

 

Once a vehicle has become immobilized in 

dangerous terrain, it must continue to roll a D10 

each turn. Since it has already been 

immobilized, however, a roll of 1, 2, or 3 will 

mean that it must roll on the above table. 

Getting immobilized in dangerous terrain often 

means death. 

Flying vehicles have the ability to ignore terrain 

altogether while mechs behave as if they were 

infantry in difficult terrain (although they act as 

tracked or wheeled vehicles in dangerous 

terrain). Air cushioned and skimmer vehicles 

ignore difficult terrain and become immobilized 

or damaged in dangerous terrain on a 1 or 2 

instead of a 1, 2, or 3. 

Ramming: Ramming vehicles into one another 

is a desperate and dangerous maneuver that 

can result in the destruction or crippling of one 

or both vehicles. Vehicles ramming works just 

like infantry charging. To ram, a vehicle moves 

into contact with another vehicle during the 

movement phase and cannot shoot in the 

shooting phase. Just like infantry combat, rams 

are resolved during the combat phase.  

To resolve a ram, both players roll a D10 and 
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add the vehicle’s fighting skill to the result. 

Compare the total to the enemy vehicle’s 

relevant armor stat. If the total exceeds the 

armor stat, the vehicle is damaged. How much 

the total exceeds the armor stat by determines 

how bad the damage is. 

1 Above The vehicle is immobilized. 

2 Above The vehicle’s targeting systems 
are damaged and suffers a -2 
penalty to shooting. If this result is 
rolled multiple times, the penalty 
is cumulative. 

3 Above The vehicle’s armor is breached 
and suffers a -2 to both Armor and 
Flank Armor values. If this result is 
rolled multiple times, the penalty 
is cumulative. 

4 Above The vehicle is killed. 

5 Above The vehicle explodes. All non-
vehicle models within 4” must 
attempt armor saves. 

 

Naturally, the ramming vehicle always takes the 

hit on its base Armor stat and, if done well, the 

enemy can be hit in the Flank Armor.  

Vehicles can also attempt to run down enemy 

infantry. This is done in the same way as 

ramming in that the vehicle must move into 

contact with the enemy infantry and forgo its 

shooting phase. To resolve the attack, both the 

vehicle and the infantry unit that it is 

attempting to crush roll a D10 and add their 

Fighting Skill (majority F for the infantry) to the 

result to generate a combat score just like in 

regular infantry combat. If the vehicle’s total 

exceeds the infantry unit’s total, note the 

difference in combat scores. The infantry unit 

must attempt that many armor saves. If the 

infantry unit exceeds the vehicle’s combat 

score, it has managed to dodge or otherwise 

weather the attack and does not have to 

attempt any armor saves. It cannot, however, 

damage the vehicle. 

Mechs are treated as infantry models in all 

aspects of charging, ramming, and close 

combat.  

Vehicles as Transport: Some vehicles serve not 

only as weapons platforms, but also as armored 

transportation for infantry. These vehicles will 

have the “Transport” special rule on its profile. 

The “Transport” special rule is listed with a 

number in brackets (such as Transport [6]). The 

number in brackets is the maximum number of 

friendly infantry models the vehicle can 

transport.  

Embarking and Disembarking: Infantry units 

embark and disembark from vehicles during the 

movement phase.  

Units can only embark onto a vehicle if the 

vehicle does not move during the movement 

phase.  

Units can disembark and move normally if the 

vehicle remains stationary. If the vehicle moves 

up to 4”, the unit can disembark but not move 

(although it can still shoot). If the vehicle moves 

up to 8”, the unit can disembark but not move 

or shoot. If the vehicle moves any more than 8”, 

the unit cannot disembark at all. 

Units embark into and disembark from vehicles 

through any obvious doors or ramps that may 

exist on the vehicle model. If none exist, that 

particular vehicle was probably not intended to 

be able to transport troops. Both players must 

agree on access points for the vehicle to be 

used as a transport. 
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Vehicle Shooting 

Vehicles fire during the shooting phase almost 

exactly like infantry units. 

There are two main differences between 

vehicle and infantry shooting.  

The first is that vehicles often have multiple 

weapons. If a vehicle has multiple weapons, it 

can fire all of them independently at different 

targets and without penalty. 

The second difference is that all vehicle 

weapons have 90˚ “arcs of fire”. Vehicle 

weapons can only shoot at targets within that 

90˚ arc. Vehicles can aim their firing arcs by 

rotating their turret(s) up to 90˚ or (if the gun is 

hull-mounted) the vehicle itself can pivot 90˚ 

during the shooting phase before it fires. All 

vehicles can do this once per turn in the 

shooting phase for free. Pivoting during the 

shooting phase does not count as movement.  

The result of this is that vehicles are very 

effective at range but, when the enemy closes 

in, they can be easily out-maneuvered without 

infantry support to protect them. 

Mechs, however, are like infantry in that they 

have a 360˚ firing arc. Unlike infantry, mechs 

can fire multiple weapons in a single shooting 

phase. 

Shooting at Vehicles: If a hit is scored on a 

vehicle, it does not attempt an armor save like 

an infantry model would. Instead, it takes an 

ARMOR PENETRATION TEST. 

To take an ARMOR PENETRATION TEST, first 

determine whether the base or flank armor is 

being hit. Next, the attacker rolls a D10 and 

adds the Armor Piercing value of the weapon 

that scored the hit to the result. This is called 

the Penetration Score. The vehicle then adds its 

relevant armor stat to any cover that it may be 

benefitting from. This is the Armor Score. If the 

Penetration Score is less than or equal to the 

Armor Score, the vehicle suffers no damage. If 

the Penetration Score exceeds the Armor Score, 

the vehicle is damaged. Take note of how many 

points the Penetration Score exceeds the Armor 

Score and consult the Armor Penetration table 

below to determine the extent of the damage. 

1 Above The vehicle is immobilized. 

2 Above The vehicle’s targeting systems 
are damaged and suffers a -2 
penalty to shooting. If this result is 
rolled multiple times, the penalty 
is cumulative. 

3 Above The vehicle’s armor is breached 
and suffers a -2 to both Armor and 
Flank Armor values. If this result is 
rolled multiple times, the penalty 
is cumulative. 

4 Above The vehicle is killed. 

5 Above The vehicle explodes. All non-
vehicle models within 4” must 
attempt armor saves. 

 

Keep in mind that if a vehicle with strong armor 

is being hit by weak weapons, it is entirely 

possible that it cannot be damaged at all. This is 

the only case in which an unmodified roll of 10 

is not an automatic success. 
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Vehicle Combat 

We have already covered what happens when 

vehicles make ramming attacks so this section 

will only cover melee combat against vehicles. 

Infantry units can charge into combat against 

land vehicles in the movement phase as if they 

were any other model. Flying vehicles, of 

course, cannot be charged.  

Vehicles cannot fight back in combat so each 

infantry model in combat with a vehicle 

automatically hits the vehicle once. If the model 

has a weapon with an AP value such as an anti-

armor grenade, railgun, or a power-claw, it uses 

that weapon’s AP value plus 1 to make an 

Armor Penetration test against the vehicle 

(vehicles cannot benefit from cover in close 

combat). This means that if an infantry model 

does not have a weapon with an AP value, it can 

still attempt to exploit the vehicle’s weak-spots 

with an improvised weapon (even if it is only a 

rock shoved into some delicate-looking 

machinery or bullets fired into its tail-pipe). 

See the Vehicle Shooting section for 

information on Armor Penetration tests. 

Mechs are treated as infantry in all aspects of 

charging, ramming, and close combat.  

Mechs can charge and be charged just like an 

infantry unit and resolve combat exactly as if it 

were an infantry model. This means that 

infantry units do not get to make free hits 

against mechs and they do not benefit from the 

bonus to AP described above. If a mech charges 

a vehicle, however, it does receive the AP bonus 

and automatic hit against the vehicle. 

 

 

Fire Support 

Sometimes, forces have access to fire support 

from outside the immediate AO (off the table in 

game terms). This could be an orbital strike, a 

strafing run, or artillery support. Regardless, the 

fire mission has to be confirmed by troops on 

the ground. 

If a player has access to fire support, he must 

select a unit to give up its shooting attack to call 

in the fire mission during the shooting phase. 

The unit that is radioing for support can target 

an enemy model or simply an area of the table 

but only if the would-be target is within that 

model’s line of sight. 

Once the target has been declared, the unit that 

is calling in the strike must take a quality test. If 

the test is passed, the strike directly hits the 

target. If the test is failed, the strike deviates a 

number of inches equal to the result of the D10 

roll in a random direction.  

The random deviation can be determined in any 

number of ways. Two ways that I use are either 

to roll a D12 and have the shot deviate in a 

direction corresponding to the number on a 

clock or to simply paint an arrow on a coin or 

die and toss it. 

For Example: Bob’s Confederation Marines are 

pinned down by a large force of bandits. One of 

the Marine Fire Teams gives up their shooting 

attacks so that they can call in an orbital strike 

on the bandit position. The Marines have line of 

sight to the bandit leader and decides to use his 

unit as the target for the strike. The Marines 

take a quality test and fails with a 4. I guess the 

incoming bullets threw off their concentration. 

Bob rolls a D12 and gets a 7 so the strike 

deviates 4” to the bandit leader’s 7 o’clock. 

Specific types of fire support will be covered in 

the Weapons section. 
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Profiles 

Space Marine 

F S W Q A V G L 

4 5+ 1 6+ 5+ - - - 

 

Space Marine Sergeant 

F S W Q A V G L 

5 5+ 1 4+ 5+ 2 1 1 

 

Chaos Marine 

F S W Q A V G L 

4 5+ 1 6+ 5+ - - - 

 

Chaos Marine Champion 

F S W Q A V G L 

5 5+ 1 4+ 5+ 2 1 1 

 

Cultist 

F S W Q A V G L 

3 6+ 1 8+ 8+ - - - 

 

Cultist Champion 

F S W Q A V G L 

4 6+ 1 6+ 8+ 1 1 1 

 

Ork 

F S W Q A V G L 

5 9+ 1 8+ 8+ - - - 

 

Ork Nob 

F S W Q A V G L 

6 9+ 1 6+ 8+ 1 1 1 

 

 

Grot 

F S W Q A V G L 

2 6+ 1 9+ 9+ - - - 

 

Plague Marine 

F S W Q A V G L 

4 5+ 1 5+ 5+ - - - 

 

Plague Champion 

F S W Q A V G L 

5 5+ 1 3+ 5+ 2 1 2 

 

Battle Sister 

F S W Q A V G L 

3 5+ 1 6+ 5+ - - - 

 

Sister Superior 

F S W Q A V G L 

4 5+ 1 4+ 5+ 1 2 1 

 

Imperial Army Sergeant 

F S W Q A V G L 

4 6+ 1 6+ 8+ 1 1 1 

 

Imperial Army Grunt 

F S W Q A V G L 

3 6+ 1 8+ 8+ - - - 
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Confederation Marine 

F S W Q A V G L 

4 5+ 1 6+ 8+ - - - 

 

Confederation Marine Corporal 

F S W Q A V G L 

4 5+ 1 6+ 8+ 1 1 1 

 

Blaster 

Range Attacks Armor 
Penetration 

24” 1 - 

 

SAW 

Range Attacks Armor 
Penetration 

24” 3 1 

Suppressive: Any Suppression tests taken as a 

result of fire from this weapon are taken on 

2D10 instead of 3D10. 

Rail Gun 

Range Attacks Armor 
Penetration 

24” 1 +5 

Suppressive: Any Suppression tests taken as a 

result of fire from this weapon are taken on 

2D10 instead of 3D10. 

Missile Launcher 

Range Attacks Armor 
Penetration 

24” * * 

*2 attack options:  

3” blast radius. AP -. 

or 

Single target, AP +5. 

Suppressive: Any Suppression tests taken as a 

result of fire from this weapon are taken on 

2D10 instead of 3D10. 


