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Designer’s Notes 
 
The 20x20 mission system is meant to facilitate fast pick-up games but can very well be used for tournament 
games. It is a flexible system that allows players to use any army point size and play on any table they want to.  
 
No specific terrain is necessary. Players need a maximum of four civilian models and four scenic terrain pieces 
representing objectives.  
 
The system basically works like the ITS missions with 10 Objective Points in each game, but it does not use 
classified objectives. Instead, a game using the 20x20 rules will have a primary mission and a secondary one.  
 
The 20x20 Mission System does not put such a high emphasis on specialists. It is beneficial to include specialists 
into the army lists, but not a must. In many missions, having a specialist of one sort gives an advantage to the 
WIP roll required to win an objective, but all troopers are able to score. This way players can feel more 
comfortable with using an army list that is not specifically tailored to the mission, even though that would still be 
an advantage.  
 
The scenarios have been divided into three categories A, B and C depending on their complexity. (A being the 
simplest and C being the most complex.) This serves to give players an idea of how complicated the scenario 
rules will be. 
 
I wish to thank everybody who has contributed to 20x20 by feedback, proofreading, playtesting, translation and 
providing me with their ideas. Without you, this mission system would never have worked.  
 
Feedback is essential for me to improve 20x20. If you have questions or observations, please do not hesitate to 
contact me via the Infinity forums.  
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Rules Clarifications
There is a primary and a secondary mission in every game. Missions may be chosen or rolled for. Every
mission can be played at any army point size.

All 20x20 missions last for 3 Game Rounds.

Any  Army  Lists  possessing  only  one  combat group  cannot  be  affected  by  the  Strategic  use  of  the
Command Tokens which nullifies two Orders from the Order Pool.

Apart from this, the 20x20 system uses all the rules found in the rulebooks, and not the rules of ITS. 

The  Deployment  Zones are  always  12 inches  from  the  table  edges  just  as  normal  unless  specified
otherwise in the scenario description.

The following glossary serves to clarify some terms.  All words that are included in this glossary are
written in italics in the scenario description to indicate that players can refer to the glossary. 

Accessible: Objective markers and civilian models must always be placed so that a model can get in base to
base contact with it. They may not be placed inside buildings without doors, for example.

Active: Active means a model is in the Normal state and thus able to act. Troopers in the Spawn-Embryo state
do not count as active, unless specified differently in the scenario description.

Central Line: The line in the middle of the board that separates both player’s table halves.

Civilians: Civilians have the profile MOV 4-4, PH 10 CC 6, ARM 0, BTS 0, WIP 11 W 1 Irregular and Cube.
All rules found in N3HS apply to them unless specified differently in the scenario. Troopers may not deploy in 
base contact with a Civilian.

Lieutenant: When the mission rules refer to the Lieutenant skill, it means the Lieutenant that was chosen when 
the army list was made. (Lieutenant is a skill, as can be found on page 85 of the N3 rulebook.)
When the mission rules just refer to the Lieutenant, this is referring to the trooper who is Lieutenant in the present
state of the game.

Long Table Edge (of the Deployment Zone): The far edge of the deployment zone that is usually 48” wide.

Markers: Markers are used to represent items and targets, etc. Marker have a diameter of 25 millimetres. They 
do  not  obstruct  movement or  LoF in  any  way, models  may  end  their  movement  on  a  marker. Markers 
are indestructible unless specified differently in the scenario. Do not confuse Markers with Objective Markers.

Objective Markers (OM): The size of an OM is always S3. Place the OMs as close to the points where the 
scenario description specifies they should be placed. If an OM can be placed in several levels of height, place 
it on the ground level unless the mission description says otherwise. Make sure all OMs are accessible.

Troopers are not allowed to be deployed in base contact with objective markers.
Interacting  with  an  objective  marker  always  reveals  a model  represented  by  a  marker  (Camouflage, TO, 
Holoecho, Impersonation, etc.) unless the scenario description contradicts this.
All objectives are indestructible unless specified differently in the scenario.

Objective Points (OP): A game of 20x20 has a primary and a secondary mission.
A maximum total of 10 OP can be scored in every game - a maximum of 7 OP from the primary mission and 
maximum of 3 OP from the secondary mission.

Penalty: In some scenarios, players can get OP  deducted. For tournament purposes: If a player  has a final 
score of less than 0 OP (including the OP for the secondary mission), his/her score is considered to be 0.

Roll Off: Whenever the players have to place objective markers, civilians or assign target areas, etc., they both 
roll a die to decide who goes first. The player with the higher roll goes first.  
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Sequence of Play 
 

1. Set up terrain just as normal. 
 
None of the scenarios requires a specific set up of terrain. 
 

2. The players agree on which table edges may be deployment zones.  
 

3. Agree on or roll for primary and secondary missions. 
 
Roll a d20 twice and consult the tables below. Alternatively, simply decide which mission you want to play.  
The complexity category is there to help in this decision with category A being the simplest and C being the most 
complicated. If you don’t like the result of the roll, roll again or just pick a scenario you like. 
 

4. Table Setup: Place objective markers and Civilians if the scenario instructs you to. 
 
In many scenarios, objective markers and civilians need to be set up before the initiative roll. Follow the 
instructions of the mission. In some missions, players roll off to decide who starts placing objective markers or 
civilians.  
 

5. Players choose army lists.  
 
The players inform each other which generic army or sectorial army they are using. They then choose from two 
army lists. The players choose simultaneously and secretly.  
 

6. Initiative Roll and deployment.  
 
The Deployment Zone is always 12 inches from the table edge just as normal unless specified otherwise in the 
scenario description. 
 

7. Play the game.  
 
3 Game Rounds are played. The game ends earlier when no player can achieve any more objective points (OP). 
 

8. Ending the Game.  
 
20x20 uses the normal rules about ending the game as found in the N3 rulebook, unless specified differently in 
the scenario description.  The usual retreat rules apply, including the option to end the game early by moving 
troopers off the board.  
 

9. Determine Winner.  
 
Objective Points (OP) are always determined at the end of the game. In every mission, you can score up to 7 
OP from the primary mission and up to 3 OP from the secondary mission. The total OP achievable thus is 10.  
The winner is the player who scores the most OP.  
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Mission Tables 
 

Primary Mission 
Dice Roll Category Scenario 

1 A Border Wars 

2 A Calibrate Antennas 

3 A Coding Sequence 

4 A Data Recovery 

5 A Destroy Transmitter 

6 A Occupy Buildings 

7 A Secure Building / Centre 

8 A Upload Evidence 

9 B Access Supplies 

10 B Emergency Evacuation 

11 B Intercept Enemy Communication 

12 B Investigate Alien Artefact 

13 B Save the Scientists 

14 B Secure High Ground 

15 C Black Operation 

16 C Escape with Dropship 

17 C Escort Informant 

18 C High Tech Heist 

19 C Jailbreak 

20 C Take Prisoners 

 
 

 

  

  

  

  

Secondary Mission 

Dice Roll Category Scenario 

1 A Cause Casualties 

2 A Destroy the Enemy 

3 A Espionage 

4 A Hold your Ground 

5 A Keep your Troops Alive 

6 A Kill ‘em all 

7 A Kill the Specialists 

8 A Pleasure to Kill 

9 A Take out the Big Guns 

10 B Eliminate Enemy Command Structure 

11 B Flag of Hate 

12 B Photograph the Enemy 

13 B Propaganda 

14 B Sabotage 

15 B Who Dares Wins 

16 C Bounty Hunt 

17 C Place Antenna 

18 C Scavenge Enemy Technology 

19 C The Duel 

20 C Zombiefication 



  

 
7 

 

 
 

  
 

 
 

  
 

 
 

 
 

 
 

  
 

 
 

   
     

 

  

  

  
 

 
    

 
   

 
    

 
   

 
   

 
 

  
  

   

  

  

  
 

 
   

 
 

   

Primary Missions

Border Wars
On a night patrol, two border forces clash as they penetrate into enemy territory.

Deployment: The Deployment Zone is extended to 16 inches from the long table edge instead of the usual 12.

Night Fighting: In this scenario, any skill which requires LoF where the range to the target is 24 inches or more
is considered an automatic failure with no need to roll a die.

Troopers deploying using Airborne Deployment level 1, 2 and X have to succeed in an unmodified PH test when
deploying. If they fail, they are treated as AD level 3 troopers who have dispersed off the board.

There is an additional Mod of -3 to any PH roll required by the Airborne Deployment level 3 and 4 or Infiltration 
skills, and also to the WIP roll needed for the Impersonation skill.

Victory conditions:

At the end of the game, each player calculates the total of army list points for all friendly active troopers fully 
inside the opponents’ table half and then scores OP according to the list below.

 Troopers with the Baggage equipment provide a bonus of 20 army list points.

 Troopers in Retreat! do not count.

 Troopers in the Spawn-Embryo state count as being active for the purposes calculating the total army list
points of determining OP.

5 OP for the player whose total is more than 50 points higher than that of the opponent.

4 OP for the player whose total is more than 20 points higher than that of the opponent.

3 OP for the player whose total is more than 5 points higher than that of the opponent.

2 OP for both players if the difference between their totals is 5 points or less.

1 OP for the player whose total is lower than that of the opponent, but has at least one active trooper in the 
opponent’s table half.

After the above, each player calculates the total army list points for all their active troopers that are within the 
opponents’ Deployment Zone, and then scores OP according to the list below

 Troopers with the Baggage equipment provide a bonus of 20 army list points.

 Troopers in Retreat! do not count.

 Troopers in the Spawn-Embryo state count as being active for the purposes of calculating the total army list
points and determining OP.

+2 OP for the player whose total of army list points inside the opponents’ Deployment Zone is higher.

+1 OP for the player whose total of army points inside the enemy Deployment Zone is less than the opponent’s, 
but has at least one active trooper inside the enemy Deployment Zone.
 
 
Remember, that we compare our points inside the enemy half of the table, with enemy points inside our half of  
the table. 
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Calibrate Antennas

Three antennas need to be calibrated so that they can send essential battlefield data to the allied
space fleet.

Table Setup: Before the Initiative Roll, place an antenna (OM) at the centre of the table. The players then roll
off to place one antenna (OM) each.

The antennas (OM) have to be placed:

 within 4 inches of the central line

 at least 8 inches away from each other

 at ground level.

 not inside a building

 in accessible spots.

Calibrate Antenna: A trooper must be in base contact with an antenna in order to calibrate it.
Calibrating   antenna   is   a   short  Attack skill   which   requires   a   successful   WIP-3 roll.  Specialist Operatives, 
Hackers,Engineers   and Forward   Observers   have   to   pass   a   WIP+3  roll   instead. Failed   attempts   may  be  
repeated  by spending another short skill  of  an order. Troopers with G: Synchronized and G: Servant cannot  
perform this action.

Controlling Antennas: The player whose trooper calibrated the antenna is then considered to be in control of 
it. It is possible to re-calibrate an antenna which is controlled by the opponent player. The control then shifts
from one player to the other.

After a successful calibration, put a marker next to the antenna to indicate which player managed to calibrate it
and is thus in control of that antenna.

When activating multiple models with one order, only one model can be used to calibrate an antenna.

System  Decay: The  antennas  get  harder  to  calibrate as  time  goes  by.  In  the  second  Round,  the  WIP  roll 
required for calibrating an antenna gets an additional modifier of -3, in the third round of -6.

Hardware Reset: A model with the Engineer skill in base contact with an antenna can use a short skill and pass 
an unmodified WIP roll. The modifier caused by System Decay is then nullified for that antenna for the rest of 
the game. This effect applies to troopers from both armies.
Failed attempts can be repeated by spending another order.

Victory Conditions:

3 OP for controlling the antenna (OM) in the centre of the table at the end of the game.

2 OP for controlling each one of the other antennas (OMs) at the end of the game.
 

  



  

 
9 

 

Coding Sequence  
 

Dark secrets are hidden in four data consoles. This forbidden information must be coded in sequence 
to ensure that the unspeakable truth will never be known in the Human Sphere. Only after the data 
in one console has been encrypted may the next one be approached.  
 
Table Setup: Divide up the table space outside the Deployment Zones into four quadrants as shown in the 
diagram below. Place a console (OM) as close to the centre point of each quadrant as possible. The consoles 
must be accessible.  
 

 
 
 
 

 
  

 
 

 
 
 

 
 

  
 

 
 

 
 

 
    
   
   
    

 
   

Coding in Sequence: In order to encrypt data, the consoles (OMs) must be successfully used in sequence. It
is only possible to use a console after the last console has been successfully used.

The numbers below indicate which quadrant the console is in.

The sequence for player A is: 1, 2, 4, 3
The sequence for player B is: 4, 3, 1, 2

To successfully encrypt the data on a console, a trooper must be in base contact with a console (OM), spend a 
short Attack skill and pass a WIP-3 roll. Hackers and Engineers have to pass a WIP+3 modifier roll instead.
Failed attempts may be repeated by spending another short skill  of  an order. Troopers with G: Synchronized  
and G: Servant cannot perform this action.

If more than one model is activated using a single order, only one model may attempt to encrypt data.

Victory Conditions:

6 OP for having encrypted the data on all 4 consoles (OMs).
4 OP for having encrypted the data on 3 consoles (OMs).
2 OP for having encrypted the data on 2 consoles (OMs).
1 OP for having encrypted the data on 1 console (OM).

+1 OP if the opponent has not encrypted the data on any console (OM).
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Data Recovery  
 

Data stored in three consoles needs to be recovered and transmitted back to HQ. 
 
Table Setup: Before the Initiative Roll, place a console (OM) at the centre of the table. The players then roll 
off to place one console (OM) each.  
 
The consoles (OM) have to be placed: 
 

 within 4 inches of the central line 

 at least 8 inches away from each other 

 at ground level.  

 not inside a building 

 in accessible spots. 
 
Downloading Data Packs: In order to download and transmit a data pack, a trooper has to move into base to 
base contact with one of the 3 consoles (OM) and successfully conduct a data recovery action (short skill). This 
requires a successful unmodified WIP roll. Specialist Operatives, Hackers and Engineers have to pass a WIP+6 
roll instead. Unsuccessful attempts may be repeated by spending more orders.  
 
Data packs can be downloaded multiple times from the same console during the game.  
 
Per Player Turn, only 1 data pack can be downloaded from each console.  
 
When activating multiple models using one order, only one of the models activated with the order may attempt 
to download data packs.  
 
Intercepting Data Recovery: Hackers in base contact with any console (OM) may try to intercept data recovery 
attempts as an ARO action. The Hacker makes an unmodified Face-to-Face WIP roll against the enemy trooper 
that is attempting to download a data pack. If the Hacker wins, the download fails. 
 
Victory Conditions:    
 
1 OP per data pack downloaded. 
A maximum of 6 OP can be scored this way. 
 
+1 OP for having downloaded more data packs than the opponent. 
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Destroy Transmitter

Both factions have installed a powerful transmitter sending valuable data to their respective
headquarters. The mission is to destroy the enemy beacon while protecting their own.

Deployment: When deploying their troopers during the deployment phase, the  players also deploy  a terrain
piece or an objective marker which represents the transmitter.

The transmitter must be deployed:

 within the own Deployment Zone

 at least 8 inches away from any table edge

 on ground level

 not inside a building

 in an accessible spot

Exclusion Zone: During the initial Deployment Phase, no model or marker, including Hidden Deployment, may 
be deployed in the opponent’s table half. Inferior Infiltration becomes Forward Deployment level 1. The exclusion 
zone does not apply to models with the AI Beacon equipment.

Destroying  the Transmitter: The transmitter (OM) is  very  well  armoured  and  can  only  be  destroyed  by 
accessing one of its vulnerable spots. It is only possible to attack the transmitter with a close combat weapon of
any kind or using a D-Charge.

The profile of the transmitter is: ARM 6 BTS 6 STR 3 S3.

Weapons with the Anti-Materiel trait cause an additional ARM roll to be made.

The transmitter is a scenery item. It can be repaired by an Engineer. It is considered to be friendly to the owning
player.

Victory conditions: Players get:

4 OP if the enemy transmitter is in the Destroyed state at the end of the game.
2 OP if the enemy transmitter is in the Damaged state at the end of the game.

+3 OP if the own transmitter is unharmed at the end of the game.
+1 OP if the own transmitter is in the Damaged state at the end of the game.
 

Remember, that the Transmitter does not get to the Unconscious state, instead going into Destroyed right away 
at the end of the order in which its STR value got to 0 or below.
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Occupy Buildings / Structures  
 

In the close quarters of urban combat, buildings are vital strongholds and fall-back points. The 
forces fight to occupy as many buildings as possible.  
 
Table Setup: There should be at least 3 buildings on the table. In the absence of buildings, players can agree 
on terrain features that will count as targets to be occupied.  
Players should clarify before deployment which pieces of terrain count as a targets to be occupied.  
 
Exclusion Zone: During the initial Deployment Phase, no model or marker, including Hidden Deployment, may 
be deployed inside or on top of a building. The exclusion zone does not apply to models with the AI Beacon 
equipment. 
 
Occupying a Building: All buildings on the table count as targets to be occupied.  In terms of getting OPs, a 
building counts as occupied when there are only friendly active troopers inside or on top of it at the end of the 
game.  If active troopers of both players are inside or on top of a building, no side is considered to have occupied 
that building. Troopers in the Spawn-Embryo state count as being active for the purposes of determining OP. 
 
If structures or terrain features are chosen in absence of buildings, the troopers must be in base contact with 
the structure or inside the terrain feature in order to occupy.  
 
Note that troopers in retreat! and in the Spawn-Embryo state still count as occupying a building.  
 
Victory conditions:  
 
5 OP for the player whose troopers are occupying more buildings than the opponent at the end of the game.  
4 OP if both players are occupying the same number of buildings at the end of the game.  
3 OP for occupying at least one building, but less buildings than the opponent at the end of the game.  
 
+1 OP for occupying a building that is completely inside the opponents’ table half. 
 
+1 OP if the opponent is not occupying any building at the end of the game.  



  

 
13 

 

Secure Building / Centre 

 
A building must be seized as a stronghold over the battlefield.  
 
Determining Target Zone: Before the Initiative Roll, players agree on a building as close to the centre as 
possible to be the target zone. The building must have entry points to at least two sides.  
 
If there is no suitable building within 6 inches of the centre of the table, a circle with a radius of 6 inches from 
the centre of the board is declared to be the target zone.  
 
Exclusion Zone: During the initial Deployment Phase, no model or marker, including Hidden Deployment, may 
be deployed inside or on top of the target building / the centre zone. The exclusion zone does not apply to 
models with the AI Beacon equipment. 
 
Secure Building / Centre: Players try to position as many troopers as possible inside the target zone. If the 
target zone is indeed a building, the models must be inside or on top of it in order to be considered to be inside 
the target zone.  
 
Victory conditions:  
 
At the end of the game, count the army point costs of the active troopers inside the target zone. Troopers in 
retreat! and in the Spawn-Embryo state also count. Troopers with the Baggage equipment provide a bonus of 
20 army list points.  
 
Players get:  
 
6 OP for the player who has active troopers inside the target zone and no enemy troopers are inside it. 
 
5 OP for the player whose total points worth of active troopers inside the target zone is at least 5 army list points 
higher than the opponent’s total points worth of active troopers inside the target zone. 
 
4 OP if no player has troopers inside the target zone or the difference in army list points worth of the models 
inside the target zone is 4 pts or less. 
 
3 OP for the player who has active troopers inside the target zone, but their army list points cost is 6 or more 
below those of the opponent’s active troopers inside the target zone.   
 
 
+1 OP for the player who has his/her trooper with the Lieutenant skill active and inside the target zone. 
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Upload Evidence  
 

The soldiers have the opportunity to upload evidence of war crimes they have witnessed to O-12 
via transmitters inconveniently placed on the battlefield.  

 
Table Setup: Place two objective markers or pieces of scenery representing the transmitters on the central line 
of the game table, 8 inches away from the centre of the board. See Diagram below.  
 

 
 
Uploading Evidence: In order to upload evidence, troopers must get into base contact with a transmitter 
(OM) and spend a short skill of an order, passing an unmodified WIP roll. Specialist Operatives, Hackers and 
Engineers have to pass a WIP+6 roll instead.  
 
Every model can upload evidence only once per game.  
 
Failed attempts to upload may be repeated as many times as necessary by spending more orders until 
successful.  
 
When activating multiple models using one order, only one of the models activated with the order may attempt 
to upload evidence. 
 
Victory Conditions: 
 
Players get 1 OP for every model that has uploaded evidence to the transmitter (OM). 
 
When a trooper with one of the following skills: Lieutenant, Chain of Command or Executive Order attempts to 
upload evidence, the player may reveal the skill and receive 2 OP instead of 1 if the trooper succeeds in 
uploading evidence.  
 
The maximum number of OPs that can be scored by uploading evidence is 6.  
 
 
+1 OP is scored for having uploaded more often than the opponent.  
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Access Supplies  
 
After a misdirected airdrop of vital supplies, both sides try to gain access to them. 
 
Table Setup: Before the Initiative Roll, 4 supply crates (or OMs representing them) are placed. Roll off to 
determine which player starts. The 2 crates of the player who starts placing are considered to be ammo supplies, 
the 2 crates (OM) of the other player to be medical supplies.   
 
The crates (OMs) are deployed using the AD: Combat Jump rules with the crates considered to have PH  5.  
The circular template must be placed touching the central line. The crate (OM) must be placed at least 6 inches 
away from any other crate (OM) before the PH roll.  If the PH roll is failed, the Dispersion is 4 inches instead of 
the usual 16. If a crate ends up on a building or similar terrain feature, place the box at the highest point possible.  
 
If it is not possible to correctly place the template for the Combat Jump, the player simply places the crate (OM) 
in an accessible place anywhere within 4 inches of the central line and at least 6 inches away from any other 
crate (OM) 
 
If the result of dispersion is that the crate (OM) ends up off the board or in an inaccessible space, the opponent 
player simply places the crate (OM) in an accessible place anywhere within 4 inches of the central line and at 
least 6 inches away from any other crate (OM). 
 
Ammo Supplies: Any trooper in base to base contact with an ammunition supply crate (OM) may spend a short 
skill of an order and make an unmodified WIP roll. If the roll succeeds, the owning player may either cancel the 
Unloaded status of the trooper or choose one of the following weapons for this trooper: Flash Pulse, D.E.P., 
Grenades, D-Charges, Chest Mines.  
 
Medical Supplies: Any trooper in base to base contact with a medical supply crate (OM) may spend a short 
skill and pass an unmodified WIP roll to equip him/herself with medical equipment. Troopers with the Paramedic 
or Doctor (all levels) skill get an Automedikit, all other troopers receive a Medikit.  
 
Securing Supplies: In order to score OP, the players must secure the supply crates (OM). A crate counts as 
being secured by a player if only friendly active troopers are in base contact with it at the end of the game. Note 
that troopers in retreat can still secure a supply box (OM). 
 
Victory conditions: 
 
5 OP for having secured all 4 supply crates (OMs). 
 
4 OP for having secured 3 supply crates (OMs).  
OR having secured 2 supply crates (OMs) when the opponent has not secured any crate.  
 
3 OP for having secured 2 supply crates and the opponent has secured 1. 
OR for having secured 1 supply crate (OM) and the opponent has not secured any crate.  
 
2 OP for both players if both have secured the same amount of crates (OMs). 
 
1 OP for having secured 1 supply crate (OM), but less than the opponent.  
 
 
+1 OP if at least one friendly trooper with one of the following skills is securing an ammo supply crate (OM): 
Lieutenant, Chain of Command, Executive Order.  
 
+1 OP if at least one friendly trooper with the Doctor (all levels) or Paramedic skill is securing a medical supply 
crate (OM). G:Servant remotes do not count. Troopers that got a Medikit out of the supply box do not count as 
having the Paramedic skill.  
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Emergency Evacuation 
The soldiers of two rival factions must retreat from a contested space station via emergency 
elevators as the station crumbles under the impact of the battle. Non-combatant personnel must 
not be left behind.  
 
Table Setup: Place two objective markers or pieces of scenery representing the elevators (OM) on the central 
line of the game table, 12 inches away from the centre of the board. Place a Civilian into the centre of each 
Deployment Zone. See Diagram below. (The purple dots represent the Elevators (OMs), the green dots the 
Civilians.) 
 

 
Moving the Civilians: A Civilian can be moved using the CivEvac rules. The Civilians are Neutral to both 
Armies. 
 
Evacuation via Elevators. A trooper in base contact with an elevators may evacuate using the Activate skill. 
No roll is required. Remove the model from the board, it counts as evacuated if the trooper is not in the Dead 
state at the conclusion of the order. Evacuated troopers will not provide orders in subsequent turns but will not 
count as casualties for any purpose. Evacuating the Lieutenant leads to the loss of Lieutenant situation. 
Unconscious and immobilised troopers also count as evacuated if they are in CasEvac with a friendly trooper 
that activated an elevator. Baggage equipment counts as 20 Army List Points more evacuated.   
 
Hostile Environment: In Round 1, the whole board is a Hostile Environment Zone: Adverse Level (ARM roll 

on a 20 die result) against the ARM Attribute with Damage 10. In Round 2, damage is triggered on 19-20, in 

Round 3 it is 18-20. 

Victory Conditions: At the end of the game, count the army list points for all evacuated troopers. Evacuated 
troopers that are in the Unconscious, Immobilised or Spawn Embryo state only count for half their army points 
(round down) to determine OP.  

3 OP for evacuating at least 6 army list points more than the opponent. 
2 OP if the difference between the evacuated points of both players is 5 or less. 
1 OP for evacuating less army points than the opponent but at least 25% of the total of the army.  
 
+1 OP for evacuating the trooper with the Lieutenant skill.  
 
+ 3 OP for evacuating both Civilians. 
+ 2 OP for evacuating one Civilian.  
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Intercept Enemy Communication 
 
Sophisticated technology is employed to intercept enemy chatter in order to find out about their 
equipment and plans.  
 
Intercept Communication: Every trooper is equipped with an “Interceptor” Comms Equipment which works like 
a Hacking Device.  It has a single program: Intercept Communication. Specialized Hackers are obviously better 
trained to use that program. The program has the following properties: 
 
Intercept Communications program 
Range: Hacking Range 
Burst: 2 (May be distributed among one or two targets) 
Attack Modifier: 0 / Specialist Operatives and Hackers get +6  
Opponent Modifier: 0 (Target can defend with Reset) 
Damage: – 
Target: any active trooper 
Skill Type: Short Skill (Not ARO!) 
Special: The use of this program is a normal hacking attack that does not cause a BTS roll. If the attack was a 
success, the communication has been intercepted. All private information about this trooper has to be revealed.  
 
Each trooper’s communication can only be intercepted once per Turn.   
 
When activating more than one model using a single order, only one of the models activated with the order may 
use the intercept communications program. A coordinated order for hacking using an EVO hacking device is an 
exception to this.  
 
Even though the “Interceptor” works like a Hacking Device, troopers equipped with it do not count as Hackers 
and can therefore not be attacked by programs designed to be used against Hackers such as Brain Blast, for 
example.  
 
Hacking Programs designed to be used against Comms Equipment may be used against the “Interceptor”. 
 
The “Interceptor” cannot be used via repeaters.  
 
An EVO Hacking Device allows the spending of a Command Token to repeat a single WIP roll when attempting 
to intercept communication as described in the rules of the EVO hacking device.  
 
Victory Conditions: 
 
Keep track of how often communication has been intercepted by each player. 
 
5 OP for the player who has intercepted the enemy communication at least twice as much as the opponent. 
 
4 OP for the player who has intercepted the enemy communication more often than the opponent. 
 
3 OP if both players have intercepted communication the same amount of times. 
 
1 OP for the player who has intercepted communication at least once, but not as often as the opponent.  
 
 
+1 OP for having intercepted the communication of the enemy Lieutenant. 
 
+1 OP if the opponent has not been able to intercept communication even once.  

 

 

  



  

 
18 

 

Investigate Alien Artefact  

 
An Alien Artefact with strange properties has been located on Paradiso and must be investigated.  
 
Table Setup: Place an objective marker representing the alien artefact on the centre point of the table. The 
objective marker must be accessible.  
 
Exclusion Zone: During the initial Deployment Phase, no trooper or marker may be deployed within 6 inches 
of the artefact (OM). The exclusion zone does not apply to models with the AI Beacon equipment. 
 
Investigating the Artefact: Troopers need to be in base contact with the artefact in order to investigate. 
Investigating the artefact (OM) is a short skill which requires a successful WIP-3 roll. Specialist Operatives, 
Doctors, Hackers and Engineers have to pass a WIP+3 roll instead. Unsuccessful investigation attempts may 
be repeated by spending another order.  
 
After one investigation attempt has been successful, no further attempt may be made by any trooper in this 
player’s Turn.  
 
Artefact Movement and Effects: Apart from scoring OP, investigating the artefact will likely cause it to move 
and to affect the battlefield in random ways. After the successful WIP roll to investigate, the acting player rolls a 
D20 and consults the following table to determine the effect and movement direction of the artefact. The effect 
and movement simultaneously come into play after the completion of the order. If the WIP roll to investigate the 
artefact has been a critical success, the player may chose the result instead of rolling for it.  
 
The movement direction of the artefact is always from the point of view of the active player’s Deployment Zone. 
 
Artefact Effect Table (D20): 
 
1-5:  Place a circular template anywhere on the table. Treat the zone the template covers as affected by Eclipse 
Special Ammunition. The template stays until the end of the game or removed by the last effect of this table.  
 
Place the artefact (OM) at the centre point of the table. 
 
6-10: The artefact (OM) is considered to be a Nullifier and the Zone of Control of the artefact (OM) becomes 
Difficult Terrain: Zero Gravity. Both effects lasts until the next successful Investigation attempt.  
 
Move the artefact (OM) 8 inches to the right, ignoring terrain. Place it at the centre point of the table if this means 
it leaves the table.  
 
11-15: The Zone of Control of the artefact (OM) is considered to be affected by Nimbus Special Ammunition 
until the next successful Investigation attempt.  
 
Move the artefact (OM) 8 inches to the left, ignoring terrain. Place it at the centre point of the table if this means 
it would leave the table.  
 
16-20: Select a model or Marker anywhere on the table. The following effects are applied to it: 
 
a) If a Deployable piece of Comms Equipment such as a Repeater or Sniffer was chosen, it must be removed.  
b) A chosen trooper that is in the state of Possessed, Isolated, Targeted, Disabled, Sepsitorised and/or 
Immobilised-1 has these statuses cancelled.  
c) A trooper with an active Supportware Program has this program cancelled.  
d) Remove an Eclipse template that was placed on the table as a result of a successful artefact investigation. 
 
Move the artefact (OM) directly 4 inches towards the opponent’s Deployment Zone, ignoring terrain. 
 
Victory Conditions: 
 
2 OP for every successful investigation attempt.  
 
+1 OP if the opponent has not achieved any successful investigation attempt.  
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Save the Scientists  
 

Scientists have been wounded in an accident at a laboratory. Forces rush in to secure the 
important personnel. 
 
Table Setup: Before the Initiative Roll, 4 Civilians are placed. Roll off to determine which player starts. The 
players alternate placing the Civilians. 
 

 The Civilians must be deployed within 4 inches of the central line 

 The Civilians must be at placed at least 6 inches away from each other 

 The Civilians must be placed at ground level.  

 The Civilians must be accessible. 
 
Place an Unconscious marker next to each Civilian as they represent the injured scientists.  
 
Exclusion Zone: During the initial Deployment Phase, no trooper or marker may be deployed within 4 inches 
of the Central Line. The exclusion zone does not apply to models with the AI Beacon equipment. 
 
Hostile Environment: The area within 4 inches of the Central Line is a Hostile Environment Zone: Adverse 
Level (BTS roll on a 19 or 20 die result) against the BTS Attribute with Damage 11. (Bio-Munition). Troopers 
with the STR attribute are immune to this rule.  
 
Save the Scientists: The aim of the scenario is to get as many scientists as possible into the own Deployment 
Zone. This can be done by healing the scientists and Synchronizing with them in the CasEvac state or moving 
them using the Casevac rules.  
 
Baggage: Apart from ignoring the PH requirement, the Baggage equipment allows carrying 2 models in 
CasEvac. 
 
Healing Scientists: Doctors and Paramedics may use their skills to cancel the Unconscious state of injured 
scientists. No penalty applies for harming a Civilian by failing the Paramedic or Doctor skill roll.  
 
The healed scientist can now be Synchronized with, using the CivEvac rules. The healed scientist is considered 
to be a Civilian friendly to the troopers of the Army that has healed the model, meaning they automatically pass 
the WIP test necessary to Syncronize with that scientist. The healed scientist is Neutral to the troopers of the 
opponent’s army.  
 
Victory Conditions:  
 
2 OP for every scientist in the own Deployment Zone at the end of the game or having moved off the board by 
own troopers in a Retreat! situation. 
 
1 OP for every scientist that is in CivEvac state with a friendly trooper and inside the own table half, but more 
than 4 inches away from the central line at the end of the game.  
 
A maximum of 6 OP can be scored by saving scientists.  
 
+1 OP for the player whose Doctors and Paramedics have healed the most scientists.  
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Secure the High Ground 
 

Areas of high ground have to be taken in order to enable the forces to control the terrain below.  
 
Identifying Target Zones: Before the Initiative Roll, players identify 4 target areas. Roll off to determine who 
starts. The target areas have to be the highest areas on the board. Players alternate in defining target zones.  
 
These areas must be  
 

 Accessible to troopers with silhouette 2. 

 Able to fit at least two troopers with silhouette 2. 

 Outside the Deployment Zones.  

 Clearly defined by the shape of the terrain. 

 The maximum surface that the terrain piece allows. 
 
Examples of target areas are: the rooftop of a building, the top of a watchtower or the top of a hill.  
 
If there are not sufficient accessible terrain features to select four points, players may select zones on the ground 
which become target areas. Examples of such areas are: the ground level of a building, a piece of woodland 
terrain, a landing pad.  
 
The target areas are identified from the highest area of the board downwards. If there are several areas which 
could be target areas because they are of roughly the same height, the players take turns picking target zones, 
beginning with the player who won the roll off. 
 
Example: There are 4 single level buildings and 1 building with two levels on the table. An elevated bridge 
connects 2 of the single level buildings. All of the buildings are completely outside the Deployment Zones.  
 
The first area to be identified is the rooftop of the building with two levels as it is the highest. The second one is 
the bridge as it is a bit higher than the single level buildings. Now 2 more target zones have to be identified, and 
there are 5 zones left which are eligible: The rooftops of the 4 single level buildings and the first level of the 
building with the two levels. The player who won the roll off picks one of those target areas, the other player 
another one. 
 
Exclusion Zone: During the initial Deployment Phase, no model or marker (including Hidden Deployment) may 
be deployed inside a target area. The exclusion zone does not apply to models with the AI Beacon equipment. 
 
Victory Conditions: To secure high ground, at the end of the game you must have at least one friendly active 
trooper and no active enemy troopers inside the target area. If a trooper is in two areas, the player decides which 
area the model occupies.  
 
Note that troopers in retreat! or in the Spawn-Embryo state can still secure high ground.  
 
2 OP per secured target area. 
A maximum of 6 OP can be scored that way.  
 
+1 OP for having secured the highest target area. If there are equally high areas that are considered highest, 
this OP is awarded to the player who occupies the target zone that was identified first.  
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Black Operation 

A group of four mercenaries knows too much for their own good. Intelligence directors decide that 
they need to get killed and have their cubes extracted.  
 
Table Setup: Before deployment, players roll off to alternate placing the 2 mercenaries each.  
The mercenaries need to be placed 

 no more than 4 inches away from the central line 

 at least 6 inches away from each other.  

 not Prone 

 accessible 

 
It is most appropriate to use S2 models armed with combi rifles as mercenaries. Civilian models will also work. 
Treat the mercenaries as Hostile troopers for both players. 
 
Deployment:  No trooper or marker may be deployed in base contact with a mercenary.  
 
Mercenaries: The aim of the mission is to extract the Cubes of the mercenaries and to keep them. The 
mercenaries have the following profile: 
 
CC 12 BS 12 PH 12 WIP 12 ARM 2 BTS 2 W 1 S 2 Equipment: Combi Rifle, CCW, 360º Visor, Cube 
 
In order to remove the Cubes, a mercenary needs to be killed first. Troopers from both sides are thus allowed 
to attack the mercenaries. Do not remove the models representing the mercenaries when they are in the Dead 
state until the Cubes have been removed or destroyed. 
 
The player who has the Reactive Turn decides on the ARO of the mercenaries, rolls the dice for them and moves 
the models in case of a successful Dodge or unsuccessful Guts Roll. The mercenaries always choose to fail 
their Guts Roll.  
The mercenaries do not cause ARO to the troopers of the reactive player. 
 
Mercenary Turn: In every Game Round, after both players had their Turns, each mercenary attacks the closest 
player model in LoF to him with full Burst. Mercenaries in base contact with a player model make a CC attack. 
Players respond with ARO to these attacks. 
Any mercenary without LoF to a player model switches to the Suppressive Fire Mode.  
 
Extracting Cubes: In order to extract a cube from a mercenary in a Dead state, a trooper needs to spend a 
short skill and pass a WIP-3 roll. If the WIP roll is failed and the failure category is less than or equal to 3, the 
Cube has been accidentally destroyed. Destroyed Cubes will not count towards Objective Points.  
 
Players roll unmodified WIP checks for troopers with the Paramedic skill. Troopers with the Doctor skill get a +3 
roll to their WIP roll instead, troopers with the Doctor Plus or Akbar Doctor skill get a modifier of +6 instead. 
Doctors and Paramedics, being trained in this kind of retrieval will not destroy Cubes on a failed roll. 
 
If the Cube was not destroyed by a failed attempt to extract a Cube, failed attempts may be repeated by spending 
another order.  
 
Possession of Cubes: Put a marker next to a trooper who has extracted a Cube to indicate that the trooper is 
in possession of that Cube. Troopers can move with cubes and can carry any number of Cubes. Troopers in 
possession of Cubes may not enter a marker state.  Troopers in Retreat! in possession of Cubes may move off 
the table and thus score OP.  
 
If a trooper in possession of a Cube enters a Null state, it does not count as possessing that Cube anymore. 
Any other trooper in base contact with a marker representing the Cube may pick it up using a short skill with no 
roll required. 
 
Victory conditions: 
 
2 OP for every Cube that a player’s army is in possession of at the end of the game.  
A maximum of 6 OP can be scored that way.  
 
+1 OP for having killed (put into the Dead state) more mercenaries than the opponent.  
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Escape with Dropship  

 
Both forces are stranded in no-man’s land and must try to repair a damaged dropship in order to 
have some of the team member’s escape and get help for the others. 
 
Table Setup: Before the Initiative Roll, place a model of a cargo standard dropship or the smaller dropship 
template as close to the centre point of the table as possible.  
 
Place a circular template over the dropship, with the 1 pointing towards a table edge of your choice. Roll a d20 
and pivot the dropship model or template on the spot so that the entry hatch matches to the point determined 
by the die result. Place a Wide Access marker there. The point where the dropship is damaged is on the opposite 
side of the entry hatch. Place a marker there. Repeat the procedure if one or both of the two markers are not 
accessible.  
 
The Dropship: The dropship is a cargo standard dropship as described in the rulebook. The dropship counts 
as a Vehicle, not as Scenic Structure.  (PH 15, ARM 8, BTS 9, STR 3, Cargo Standard Compartment) 
 
Even though it is damaged in the scenario, it is assumed to have STR 3. If using a template, treat the dropship 
to have an S8 silhouette for purposes of determining LoF. Troopers inside the dropship have total cover against 
all attacks from the outside.  
 
Repairing the Dropship: A Trooper must be in base contact with the dropship and the marker indicating where 
the dropship is damaged in order to attempt repair. Repairing the dropship is a short skill which requires a 
successful WIP-6 roll. If the repairing trooper has the Engineer skill, the WIP roll is unmodified. If an engineer 
attempts to repair the dropship via a model with the G:Servant skill, the WIP modifier is -3.  
 
If more than one model is activated using a single order, only one model may attempt to repair the dropship. 
 
The dropship is considered to be repaired if 2 repairing actions have been performed successfully, no matter 
which army has carried out the repairs. Failed attempts may be repeated by spending more orders. 
 
Opening the Entry Hatch: Only after the dropship has been repaired, the entry hatch may be opened by any 
player. This requires a short skill and passing a WIP-3 roll. Specialist Operatives, Engineers and Hackers have 
to pass a WIP+3 roll instead. . Failed attempts may be repeated by spending more short skills. With the entry 
hatch open, models can get inside by passing through the entry. 
  
Launching the Dropship:  Once there is at least one model inside the dropship, it may be launched. Launching 
requires an entire order and a successfully passed WIP-3 roll. Launching can be done by any trooper inside the 
dropship. Failed attempts may be repeated by spending more orders. If the launching attempt was successful 
and the dropship does not fall into Null state as result of ARO attacks, all passengers count as having escaped. 
 
Attacking the Dropship: Once the first launching attempt has been declared, troopers from both armies may 
attack the dropship or place D-Charges on it. Attempting to launch the dropship triggers ARO of all enemy 
troopers with LoF to the dropship.  
 
If the dropship is Unconscious or Immobilised at the completion of the order of a successful launching attempt, 
it did not lift off. No further launching attempts can be made until the Unconscious or Immobilised state is 
cancelled by using the Engineer skill. 
 
If the dropship enters the Dead state at the completion of the order of a successful launching attempt, all 
passengers enter the Dead state and the dropship is removed. If the Dropship enters the Dead state in any 
other case, remove the dropship model or template and place the (unharmed) passengers where they were on 
the template or where the model has been, facing in the direction of the controlling player’s choice. 
 
Victory Conditions: 
 
1 OP for every friendly trooper (including troopers in the Unconscious, Immobile and Spawn-Embryo states) 
who escaped with the dropship. Troopers in a Dogged state do not count. 
A maximum of 4 OP can be scored this way. 
 
+2 OP if no active enemy troopers escaped with the dropship. 
 
+1 OP if the own trooper with the Lieutenant skill has escaped with the dropship.  
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Escort Informant 
An informant needs to be smuggled behind enemy lines in order to provide vital information.  
 
Deployment: Each player gets two Civilians. They are placed like the troopers inside the own Deployment Zone 
during the initial Deployment Phase. They may be deployed Prone. The Civilians may start the game 
Synchronized in CivEvac state with a friendly trooper.  
 
One of the 2 Civilians is the informant, the other one is a decoy. Players note down which model of their 2 
Civilians is the informant for proof. This is private information.  
 
The Civilians placed in the own Deployment Zone are friendly to the army of the player who placed them, 
meaning that the WIP roll to get them into the CivEvac state is automatically passed. The opponent’s Civilians 
are Hostile.  
 
Getting behind Enemy Lines: The aim of the mission is to get the Informant as far as possible into enemy 
territory. Civilians are allowed to leave the game board via the long table edge of the opponent’s Deployment 
Zone. 
 
Moving Civilians: Civilians not in CivEvac may use Dodge, Discover Change Facing or Reset as ARO, the 
player who fielded the Civilian decides and rolls the die.  
 
Players who have a trooper in the CivEvac state with a Civilian control all skill use and movement of this Civilian.  
 
If a Civilian is allowed to move as a result of a successful Dodge roll, the Civilian always moves as if the model 
had failed a Guts Roll.  
 
Troopers may take any Civilian into the CasEvac state. 
 
Exposing the Informant: Before the enemy informant can be attacked, it is necessary to find out which of the 
2 opposing Civilians the informant is. In order to do so, it is allowed to attack the Civilians with the skill Forward 
Observer and the Spotlight hacking program.  
 
If any such attack is successful, the player who fields the Civilian has to reveal whether a Civilian is the informant 
or the decoy. The Civilian does not enter the Targeted state.  
 
A Civilian also gets exposed if the model enters the CivEvac state with an enemy trooper. 
 
If a Civilian is revealed as the decoy, the other Civilian of that player is automatically revealed as the informant.  
 
Attacking the Informant: After a Civilian is exposed as an informant, the rules of engagement now allow to 
attack this Civilian with lethal force. Even though it is not desirable to put the opponent’s informant into the Dead 
state, players are allowed to attack the exposed informant with any weapon. 
The exposed informant also blocks the Line of Fire.  
 
However, exposed informants cannot activate nor suffer attacks from Deployable Weapons such as Mines, 
which still consider them as friendly troopers.  
 
Victory Conditions: 
 
6 OP if the own informant has left the game board via the opponent’s long table edge of the Deployment Zone.  
5 OP if the own informant is inside the opponent’s Deployment Zone at the end of the game.  
4 OP if the own informant is inside the opponent’s table half, but outside the opponent’s Deployment Zone at 
the end of the game.  
2 OP if the own informant is outside the own Deployment Zone, outside the opponent’s table half at the end of 
the game.  
 
These OP are scored even if the informant is in the Unconscious state.   
They are not scored if the informant is in the Dead State or in CivEvac or CasEvac state with an enemy trooper. 
 
+1 OP if the opponent’s informant is in CivEVac or CasEvac state with a friendly trooper at the end of the game.  
 
A penalty of -1 OP applies for causing the Dead state of the opponent’s informant.  
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High Tech Heist 
The rival forces break into a secret research facility to steal the latest technology and data.  
 
Table Setup: Before deployment, the players place 1 technology crate and 1 console each. They roll off to see 
who starts. The 2 consoles (OMs) are placed first. They need to be placed within 6 inches of the central line in 
accessible spots and at least 6 inches away from each other. If possible, place the consoles (OMs) inside a 
building. The second console may not be placed inside the same building as the first.  
 
Then the crates (OMs) are placed. They need to be placed within 6 inches of the central line in accessible spots 
and at least 6 inches away from each other. Place the crates according to the following hierarchy of priority: 
1) Inside a building not occupied by a console. 
2) Inside a building occupied by a console, but on a different level 
3) Inside a building occupied by a console and on the same level 
4) Outside a building.  
 
Exclusion Zone: It is not allowed to deploy models or markers (including Hidden Deployment) inside a building 
that a crate or console (OM) is in.  
 
Scenery Items: This scenario uses the Scenery Structures rules. Scenic items have the following profiles:  
The walls of all buildings: ARM 10 BTS 0 STR 3.  
Doors, windows, elevators, hoists: ARM 8 BTS 8 STR 1; Hackable (unmodified WIP Roll).  
The crates: ARM 10 BTS 10 STR 1 (Unhackable) 
The consoles are considered to be indestructible.  
 
It is possible to destroy doors, windows, elevators and crates with weapons that do not have the anti-materiel 

trait. However, weapons with the anti-materiel trait cause an additional ARM roll to be made when attacking 
them. 
 
Lockdown: The entries to all buildings, elevators and hoists on the board are locked. To enter a building, 
troopers must either use the Lockpicking program or get a point of entry into the Destroyed state. 
 
Consoles: A trooper in base contact with a console must spend a short skill and pass a WIP-3 roll in order to 
use it. Specialist Operatives Engineers and Hackers have to pass a WIP+3 roll instead. Failed rolls may be 
repeated by spending another short skill. The acting player picks of the following actions:  
 
1) Downloading a data pack.  
2) Opening or locking a crate. The player needs to specify which crate has been opened or locked. 
3) Manipulate a Scenic Item such as a door or elevator anywhere on the table.  
 
A maximum of 2 data packs can be downloaded from each console. 
 
Intercepting Console Activity: As an ARO, Hackers in base contact with a console (OM) may try to intercept 
any action an enemy trooper is trying to achieve using the other console. Intercepting is a Face-to-Face WIP-3 
roll for the intercepting Hacker. If the intercepting Hacker is successful, the attempted effect does not happen.  
 
Looting the Crates: The crates (OMs) contain high tech equipment. They are locked at the start of the game. 
They can be opened via the consoles or by getting them into the Damaged state. If a crate enters the Destroyed 
state, it is removed from play.  
Once a crate has been opened, troopers in base contact with a crate may spend a short order with no roll 
required to pick up one of the following items: Hacking Device Plus; Plasma Carbine; Multispectral Visor Level 
3. (Player’s choice)  
Troopers with the Scavenger skill can get into possession of one of these items by taking them from the enemy.  
 
A trooper may loot only once and carry only one such piece of equipment.  
 
Victory Conditions: 
 
1 OP for each data pack downloaded. 
 
+1 OP if a MSV3 was looted and is in possession of a friendly active trooper at the end of the game. 
+1 OP if a Plasma Carbine was looted and is in possession of a friendly active trooper at the end of the game. 
+1 OP if a Hacking Device+ was looted and is in possession of a friendly active trooper at the end of the game. 
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Jailbreak 
 

Criminals who escaped from a prison need to be captured. Their knowledge of organised crime 
rings can be vital to the rival powers.  
 
Table setup: 4 Civilians representing the prisoners are placed on the board, one after another in the following 
fashion: Place the Civilian model on the central point of the board. Place the round template over the model, 
with the arrow of the 1+11 result on the central line facing towards one of the table edges which are not 
Deployment Zones. These table edges are considered the neutral table edges for the sake of prisoner 
movement.   
 
Roll two dice. The first (range of dispersion) die determines how far away the Civilians are placed from the 
central point. Apply the die result as follows: 1-4: 2”, 5-8: 4”, 9-12: 6”, 13-16: 8”, 17-20: 10”. 
 
The second (direction) die determines the direction the Civilian model will be dispersed. If the range of dispersion 
is higher than 4”, treat results of 3, 13, 4, 14 as 1 and treat results of 8, 18,9,19 as 6.  
 
If a Civilian ends up on top of another Civilian, reroll the result of both dice. The Civilians are always placed on 
ground level if at all possible.  
 
Exclusion Zone: During the initial Deployment Phase, no trooper or marker may be deployed within 4 inches 
of a Civilian. The exclusion zone does not apply to models with the AI Beacon equipment. 
 
Prisoner Escape Turn: Unless in Immobilised or in CivEvac state, the prisoners move after each Game Round. 
The prisoners always use both skills to move towards the nearest neutral table edge by the most direct route 
possible, similar to an Impetuous Order. If their movement would bring them into base contact with a trooper, 
the Civilians move around the trooper, maintaining a minimum distance of 1”. Troopers do not get ARO due to 
Civilians in their escape Turn. Once a Civilian touches the edge of the board, it is removed from play.  
 
Capturing prisoners: The aim of the scenario is to capture the prisoners and move them into the own 
Deployment Zone. Prisoners can be moved via CivEvac or get immobilised and moved via CasEvac. The 
prisoners are Hostile Civilians.  
 
The WIP roll to Synchronize with a Civilian is automatically passed if the Civilian is in the Stunned state. 
 
If the CivEvac state is ever cancelled, the prisoner does not fall into the Immobilised-2 state, but will continue to 
flee as described above.  
 
Attacking Civilians: The prisoners may be attacked, but only with weapons that have the Non-Lethal trait. If a 
trooper armed with a weapon that has the Non-Lethal trait causes ARO to a prisoner, the prisoner will always 
use Dodge as ARO, even when Synchronized with a trooper. When making a Dodge move, the prisoner’s 
movement is always towards the closest neutral table edge. This also applies to failed CivEvac attempts.  
 
The prisoners block Line of Fire.  
 
Baggage: Apart from ignoring the PH requirement, the Baggage equipment allows carrying 2 models in 
CasEvac. 
 
Victory Conditions: At the end of the game, players score OP for every prisoner that is in CivEvac state with a 
friendly trooper or is immobilized and in CasEvac state with a friendly trooper.  
Prisoners that are immobilized but not in CasEvac state but inside a Deployment Zone count as captured by the 
player who owns the Deployment Zone.  
Prisoners that have moved off the board with a trooper in a Retreat! situation count as being captured and inside 
the owning player’s Deployment Zone. 
 
5 OP for having all 4 prisoners captured at the end of the game. 
4 OP for having 3 prisoners captured at the end of the game. 
3 OP for having 2 prisoners captured at the end of the game. 
2 OP for having 1 prisoner captured at the end of the game. 
 
+2 OP for having more captured prisoners than the opponent inside the own Deployment Zone. 
  



  

 
26 

 

 
 

 
 

 
 

  
 

 
 

 
  

 
 

 

 
  

 
 

  

   

  

  
  

  
 

 
 

  
 

 
 

 
  
 

 
  

   
 

 
 

  
  
  

 
 

 
 

 
  
  

Take Prisoners

Prisoners of War need to be captured in order to be interrogated and exchanged.

Weapon Exchange: Before Deployment, players note which of their troopers change their weaponry. This is
Open Information.

Regular Pistols must be exchanged for a Stun Pistol.

The following weapons may be exchanged for Adhesive Launchers: Boarding Shotgun, Heavy Shotgun, Vulkan
Shotgun, T2 Boarding Shotgun, Contender, Heavy Flamethrower, Light Grenade Launcher.

Panzerfaust and Flammenspeer may be exchanged for Akrylat-Kanone.

In this scenario, Stun Ammunition causes the Immobilised-2 (2 turns) state instead of the Stun state.

Capturing Prisoners: Enemy troopers in the Unconscious, Immobilised (1 or 2) or Spawn-Embryo states may 
be taken into the CasEvac state by friendly troopers, turning them into prisoners. While being hold as a prisoner, 
trooper is always treated as in Immobilised-2 state.

Enemy troopers are considered prisoners of a player if one or more of the following criteria are met:

 The enemy trooper is in CasEvac state with a friendly trooper.

 A friendly trooper in the Retreat! state has fled with the prisoner in CasEvac off the board.

 The trooper is in the Sepsitorised state.

 At the end of the game, enemy troopers also count as prisoners if they are in the Unconscious, Spawn-
Embryo or  Immobilised (1/2) state and inside the own Deployment Zone, even  if they  are not in  the 
CasEvac state with a friendly trooper. This not apply if the own army is in Retreat!

As long as troopers are prisoners, they do not provide Orders to the Order Pool of their army. 

If  a Lieutenant is  taken  prisoner,  the  Loss  of  Lieutenant  rule  applies. Prisoners  cannot  be  treated  with  the
Engineer or Doctor skills.

Prisoners count as being in a Null state for all scoring purposes.

Baggage: Apart  from  ignoring  the  PH  requirement,  the  Baggage  equipment  allows  carrying  2  models in 
CasEvac.

Victory Conditions: At the end of the Game, OP are scored for the enemy troopers who are currently prisoners. 
For each trooper that has been captured, the highest amount applicable of OP are scored from the list below.

4 OP for  a  trooper  who  has  at  least  one  of  the  following  skills:  Inspiring  Leadership,  Strategos,  Advanced 
Command.
3 OP for a trooper who has at least one of the following skills: Lieutenant, Chain of Command, Executive Order.
2 OP for a trooper who has at least one of the following skills: Doctor, Engineer, Hacker, Specialist Operative.
1 OP for any other trooper.

The maximum of OP scored this way is 5.

Then, the Army Point costs of the prisoners are being added.

+2 OP to the player who has captured prisoners worth at least 20 more Army Points more than the opponent. 
+1 OP to the player whose prisoners are worth more Army Point costs than the prisoners of the opponent, but 
the difference is less than 20 Points.
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Secondary Missions 
 

A maximum of 3 OP may be scored from the secondary mission.  

Category A 
 

Cause Casualties  

Don’t spill your blood for your faction, make sure the enemy do it for theirs! 
 
3 OP for the player who has at least 80 more surviving army points than the opponent. 
2 OP for the player who has at least 40 more surviving army points than the opponent.  
1 OP for the player who has at least 5 more surviving army points than the opponent. 
 
 

Destroy the Enemy  

Only a dead enemy is a good enemy! 

 
In order to determine OP, all troopers in a Null state count as lost at the end of the game with the exception of 
troopers in the Spawn-Embryo state. The players get the highest number of OP which applies:  
 
3 OP if the opponent has lost at least 75% of army points. 
2 OP if the opponent has lost at least 50% of army points. 
1 OP if the opponent has lost at least 25% of army points. 
 
 

Espionage  

The enemy deployment zone needs to be mapped! 
 
Mapping the enemy Deployment Zone is an entire order skill and requires a WIP-6 roll. Only troopers completely 
within the enemy Deployment Zone may perform this action. Specialist Operatives and Forward Observers do 
not get a negative modifier to the WIP roll.  
 
3 OP are scored for mapping the enemy Deployment Zone.  
 
 

Hold your Ground  

It is vital not to give ground to the enemy. No one should intrude into your territory. 
 
3 OP if no active enemy troopers are inside the own table half at the end of the game.  
1 OP if there are active enemy troopers inside the own table half, but none inside the own Deployment Zone at 
the end of the game. 
 
 

Keep your Troops Alive  

The safety of the own forces is paramount for every good commander. 
 

The highest number of OP applies: 
Troopers in the Spawn-Embryo state count as active in order to determine OP.  
 
2 OP for a player who has at least half of his/her troopers active at the end of the game. (Count the models) 
1 OP for a player who has at least 25% of his/her troopers active at the end of the game. (Count the models) 
 
+1 OP for a player who has no trooper in the Dead state at the end of the game.  
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Kill ‘em All  

In war, killing is a business. 
 
2 OP if the opponent has 6 or more troopers in the Dead state at the end of the game. 
1 OP if the opponent has 2-5 troopers in the Dead state at the end of the game. 
 
+1 OP for the player who has less troopers in the Dead state at the end of the game than the opponent.  
 

 

Kill the Specialists  

Taking out the enemy’s specialists means denying the enemy the ability to fulfil their objectives. 
 
1 OP is scored for every enemy trooper in a Null state at the end of the game which has one or more of the 
following skills: Specialist Operative, Engineer, Doctor (all levels), Forward Observer, Hacker, Paramedic. The 
maximum OP that can be scored this way is 3. 
 
If a player has only two such troopers, the trooper with the highest army point cost count as a specialist for the 
purposes of awarding OP. 
 
If a player has only one such trooper, the two troopers with the highest army point costs count as specialists for 
the purposes of awarding OP. 
 
If a player has no such trooper, the three troopers with the highest army point count cost as specialists for the 
purposes of awarding OP. 
 
Because army points are private information and OP are counted at the conclusion of the game, the players 
have to guess during the game which of the enemy troopers are the most expensive.  
 
 

Pleasure to Kill 

It is satisfying to watch your enemies suffer True Death. 
 
1 OP is scored every time a player puts an enemy trooper into the Dead state using a close combat skill, the 
Coup de Grace or Scavenger skill. The maximum OP that can be scored this way is 3. 
 
 

Take out the Big Guns  

The biggest threats the enemy throws at you have to be neutralised. 
 
Of both armies, the three troopers with the highest army point cost and all troopers with an SWC cost of 1.5 or 
more count as target units in this mission. Because army points and SWC are private information and OP are 
counted at the conclusion of the game, the players have to guess during the game which of the enemy troopers 
are the most expensive.  
 
1 OP is scored for every such enemy trooper who is in a Null state at the end of the game. The maximum OP 
that can be scored this way is 3. 
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Category B 
 
 

Eliminate Enemy Command Structure  

Destroying the command structure of an army means to severely weaken its efficiency. 
 
At the end of the game, count how many enemy troopers with at least one of the following skills are in a Null 
state: Lieutenant, Advanced Command, Chain of Command, Executive Order, Strategos (any level), Inspiring 
Leadership, Fireteam: Haris, Fireteam:  Enomotarchos, Number 2, every trooper with a Control Device of any 
kind. Every trooper of such description is worth 1 OP.  
 
An enemy trooper who has the Lieutenant skill and at least one of the following skills: Inspiring Leadership, 
Strategos (any level) or Advanced Command scores 2 OP. 
 
If all of the opponent’s troopers that fit the description above are in a Null state at the end of the game, the player 
always receives 3 OP.  
 
Additionally, any enemy trooper that has been nominated lieutenant after the trooper with the Lieutenant skill 
has been put into a Null state counts as having the lieutenant skill for the sake of scoring OP.  
 
A maximum of 3 OP can be scored with this secondary mission. 
 
 

Flag of Hate 

It’s time to raise the flag of hate! 
The Lieutenant wants to proudly raise the flag of his nation in enemy territory as a mockery of the foe. 
 
The troopers with the Lieutenant skill have a flag which only they may raise. It must be raised in the enemy half 
of the table. Raising the flag is a short skill which automatically succeeds. Put a marker in base contact to the 
Lieutenant to show where a flag has been raised.  
Players can take down enemy flags with a coup de grace action, destroying the flag and removing the marker.  
 
3 OP if the own flag is still raised inside the opponent’s Deployment Zone at the end of the game.  
2 OP if the own flag is still raised inside the opponent’s table half, but not inside the opponent’s Deployment 
Zone at the end of the game. 
 
 

Photograph the Enemy  

The intelligence department is interested in the face of the enemy. 
 
Only troopers that fulfil at least one of the following descriptions may be photographed: 
 

 Is a revealed Lieutenant 

 Is of one of the following troop types: MI, HI, SK, TAG 

 Is of the WB troop type and has an ARM of 2 or higher on the profile 

 Is a Character 

 Is a Mercenary  

 Is a Spec-Ops 
 
Any trooper may take pictures. Photography counts as a Burst 1 attack using the WIP attribute. There is no 
range modifier. All other modifiers apply. Troopers with the Specialist Operative, Forward Observer or Journalist 
skill get a +6 modifier to their WIP roll. Troopers that are Unconscious and or in the Spawn-Embryo state may 
be photographed.  
 
Taking a picture is possible as ARO. 
 
Every enemy trooper may only be photographed once.  
 
2 OP for having successfully photographed more than once.  
1 OP for having successfully photographed once. 
 
+1 OP for having successfully photographed more than the opponent.  
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Propaganda 

As an act of psywar, troopers carry cans of spray paint to write slogans inside enemy territory. 
 
In order to spray graffiti, a trooper must be inside the opponent’s table half and in base contact with a piece of 
scenic terrain that has at least the size of an S5 silhouette. Spraying graffiti is a short skill that requires passing 
an unmodified WIP roll. Troopers with the Journalist, Lieutenant, Chain of Command or Executive Order skills 
have to pass a WIP+6 roll instead.  
 
Each piece of scenic terrain may only be sprayed once. In the case of buildings, each side may only be sprayed 
once. Failed attempts may not be repeated on the same piece of terrain. Place a marker at each terrain piece 
that has graffiti on it.  
 
2 OP per graffiti inside the opponent’s Deployment Zone. 
1 OP per graffiti in the opponent’s table half, but outside the opponent’s Deployment Zone. 
 
The maximum OP that can be scored in this way is 3. 

 

 

Sabotage  

A building or structure in the enemy deployment zone must be destroyed at its weak spot. 
 
When deploying the own troopers in the Deployment Phase, each player must openly choose a Scenery building 
or Item placed entirely inside the opponent’s half of the table. This piece of scenery will be considered the target 
of Sabotage. No friendly trooper may be deployed in contact to it during the Deployment Phase. 
 
Troopers in base contact with the Scenery building or Item may attack it with D-Charges or close combat 
weapons of any kind, even if they do not have the Anti-Materiel trait.  
 
The stats of the structure are ARM 6 BTS 6 STR 1.  
 
Weapons with the Anti-Materiel trait cause an additional ARM roll to be made.  
The scenery building or Item is not removed even if it is Destroyed.  
 
The Engineering skill can be used to repair a target scenery building or item.  
 
3 OP if the targeted scenery building or item counts as being Destroyed at the end of the game.  
1 OP if the targeted scenery building or item counts as being Damaged at the end of the game. 
 
 

 

 
 

  
 

  
  

  

   
 

   

 

   
  
 
   

                                                                

     

Who Dares Wins

Sometimes foolhardy action is rewarded with success.

1 OP is gained each time a friendly trooper does one of the following:

 Performs a skill of any description that exposes the model to a Normal (uncontested) attack roll as ARO
that could cause the loss of a Wound point.

 Has to take an ARM roll due to Falling Damage.

 Declares a close combat attack against an enemy trooper whose unmodified Close Combat skill value 
is at least 4 points higher.

OP can only be scored during the Active Turn. The maximum OP that can be scored in this way is 3.
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Category C

Bounty Hunt

An enemy trooper has broken the laws of the Concilium Convention. He/she must be brought to justice.

At the very end of the Deployment Phase, in the order established by the Initiative Roll, each player announces
(Open Information) which trooper of the opponent’s army is being hunted. This trooper must fulfil at least one of 
the following criteria:

 is of the troop type Heavy Infantry (HI)

 has the Lieutenant skill and is revealed as such

 is a TAG pilot (mounted or dismounted)

 has an ARM value of 2 or higher/BTS value of 6 or higher AND has at least one of the following                        
equipment or skills in the profile:

Automedikit, Holoprojector 2 or 3, No Wound Incapacitation, Optical Disruptor Device, Regeneration, 
Symbiont Armor, TO Camouflage, Multi spectral Visor L2 or 3.

If it is not possible for the player to nominate an enemy trooper, he/she may do so in the Tactical Phase of 
his/her second Active Turn. If that still is not possible, the enemy trooper with the Lieutenant special skill, even 
if unrevealed or already in a Null state, is considered the nominated target of the bounty hunt. It does not reveal 
which trooper is Lieutenant.

It may not be possible to nominate a trooper because all eligible enemy troopers have not yet been deployed, 
are in a marker state or there simply are no eligible troopers in the opponent’s army list.

3 OP if the nominated target of the bounty hunt (enemy trooper) enters the Dead state.

1 OP if the nominated target (enemy trooper) is in the Unconscious state at the end of the game.

 
 
 

 

 
 

 
 

 
  

  

 
 

 
 

  
  

Place Antenna

An antenna must be placed at a high spot to facilitate battlefield communication.

Every trooper is equipped with  1 antenna. They have the following characteristics:
ARM 0 BTS 3 STR 1 S0 Comms Equipment, Disposable (1), Mimetism.

Antennas are deployed like e.g. a repeater. Leave a marker for a placed antenna.
Placing  an  antenna  is  a  short  skill  which  requires a  successful  WIP-3  roll. Specialist  Operatives, 
Forward 
Observers and Engineers have to pass a WIP+3 roll instead. A trooper may try again when having failed the
WIP roll, spending another short skill of an order.

Antennas may only be deployed within 6 inches of the central line.

1 OP for the player who has the most active antennas deployed at the end of the game.
+2 OP for the player who has an active antenna deployed higher than his opponent’s at the end of the game.

 
 
 

Scavenge Enemy Technology  

Enemy technology has to be captured in order to improve the own technological development. 
 
Whenever a model with one or more of the following skills or characteristics: Hacker, Engineer, Hackable, 
Lieutenant, Chain of Command or Executive Order falls into the Dead state, put a tech marker where the model 
used to be. (This may reveal private information.) This tech marker can be picked up by any enemy trooper in 
base contact with it, spending a short skill and passing a WIP-3 roll. Specialist Operatives, Hackers, Engineers 
and troopers with the Scavenger skill have to pass a WIP+3 modifier roll instead. When using the Coup de 
Grace skill, the WIP Roll may also be made in order to pick up the marker.  
 
The tech marker moves with the trooper who picked it up. It is allowed for a trooper in possession of a tech 
marker to enter a marker state (camouflaged, Holoecho, impersonation, etc.)  If a trooper with an enemy tech 
marker leaves the board in a Retreat! state, that marker still counts as being in the possession of that trooper. 
  
2 OP for the player who is in possession of at least 2 enemy tech markers at the end of the game. 
1 OP for the player who is in possession of 1 enemy tech marker at the end of the game. 
 
+1 OP for the player whose active troopers are in possession of more enemy tech markers than his/her 
opponent’s troopers at the end of the game.  
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The Duel  

The martial artists yearn to earn glory by defeating worthy opponents in hand-to-hand combat. 
 
Duel: A trooper in close combat with an active enemy trooper is considered to be fighting a duel if all of the 
following conditions are met: 
 

 The enemy trooper is not in the Stunned state or any level of the Immobilised state 

 Your trooper is the only friendly model in base contact with the enemy trooper 

 None of your troopers have fired at the enemy trooper during the combat 
 
A close combat stops being considered a duel immediately if any of the above conditions ceases to be met. 
 
For the purposes of scoring OP, it is necessary to compare the close combat fighting strengths of both 
combatants. In order to do so, add the following points to the CC stat of each combatants to determine how 
many OP the duel was worth. These points are not added to the actual CC stats used to resolve combat.  
 
I-Kohl  +3 per level 
Guard , Natural Born Warrior, Martial Arts or Protheion level 1-2 +3 
Berserker, Martial Arts or Protheion level 3-5 +6 
DA, Viral, Explosive or Monofilament CC weapon +3 
ARM higher than 3 +1 for every ARM point above 3 
More than 1 Wound / Structure when duel started  +3 for every point above 1 
No Wound Incapacitation or Dogged +3 
Trooper has initiated the Duel using Surprise Attack +1 

 
Only one Close Combat per player may count as the scoring duel. Each player can choose the duel that 
happened during the game that scored the highest points for him/her. 
 
3 OP are awarded if a friendly troopers causes an enemy to enter a Null state during a duel and the total CC 
stat of the enemy is at least 3 higher than that of the friendly trooper.  
2 OP are awarded if a friendly trooper causes an enemy to enter a Null state during a duel and the total CC stat 
of the enemy is less than 3 lower or higher than that of the friendly trooper.  
1 OP is awarded if a friendly trooper causes an enemy to enter a Null state during a duel and the total CC stat 
of the enemy is at least 3 lower than that of the friendly trooper.  
 
 

Zombiefication 

A powerful experimental drug will be tested on the battlefield. If successful, an enemy trooper will become a 
mindless slave! 
 
Every trooper with a Medikit is equipped with the drug. Both armies receive an additional Medikit. After deploying 
the own troopers during the initial Deployment phase, each player announces which of his/her revealed troopers 
is receiving this Medikit.  
 
The drug may be applied remotely or when in base to base contact with an Unconscious enemy trooper. The 
Doctor skill may be used to heal the enemy trooper. 
 
Once the enemy trooper is healed by using a Medikit or the Doctor skill, the opponent player must take a   WIP-
6 test for his/her model. If the roll fails, the trooper counts as being Sepsitorized, even if the trooper does not 
have a Cube. If the roll succeeds, simply treat the trooper as active again.  
 
After a successful zombiefication, the test is considered to be completed and no further attempts to turn people 
into mindless slaves may be made.  
 
2 OP are awarded for successfully zombiefying an enemy trooper. 
 
+1 OP are awarded for successfully applying the zombiefication drug into an enemy trooper, even if the trooper 
is not successfully healed or succeeds in the WIP test not to become a zombie. This OP can only be awarded 
once.   

  


	models may end their movement on a marker



