
 

 

» Sämtliche Geländestücke zählen als „Difficult Terrain“ 

» Einheiten die sich mit einem Geländestück in Basenkontakt bewegen bleiben somit automatisch stehen 

» Einheiten die eine „Terrain“-Fertigkeiten oder Multiterrain besitzen vermeiden diesen Effekt 

Ignoriere die normalen Regeln der Biotechvore Area für dieses Scenario. Stattdessen gilt die folgende Regel: 

» In jeder Spielfeldhälfte befindet sich eine 16 Zoll tiefe Dschungelzone. Diese erstreckt sich auch über die 

Aufstellungszonen. 

» Am Ende jedes Spielerzuges erhalten alle Einheiten des aktiven Spielers einen Treffer mit der Adhersive 

Spezialmunition (Sie müssen also einen PH -6 Wurf bestehen). 

» Wenn ein Modell sich bereits im IMM-1 oder IMM-2 Status befindet und den PH-Wurf verpatzt, wird es 

sofort ausgeschaltet und geht in den „Dead“-Status über. 

» Der Treffer durch diese Zone löst keine AROs und keinen Guts-Wurf aus. Symbiomates können gegen 

diesen nicht verwendet werden. 

» Wenn sich am Ende des dritten Spielzugs noch Einheiten in dieser Zone befinden, zählen diese 

automatisch als getötet. 

» Die Sichtweite aller Modelle beträgt im ersten Zug 32 Zoll, im zweiten Zug 24 Zoll und im dritten Zug 16 

Zoll 

» Alle weiter entfernten Bereiche zählen für das Modell als Eclipse-Zone 

» Die Sichtweite eines Modells wird erst in der Resolution Phase eines Befehls gemessen. 
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BIOTECHVORE 
 

Table Configuration: A.

Special Rules: Confused Deployment, Biotechvore Area, 

Killing, No Quarter.

MISSION OBJECTIVES

MAIN OBJECTIVES
 » To accomplish more Classified Objectives than the adversary 

(1 Objective Point).

 » To Kill more enemy Army Points than the adversary (3 

Objective Points).

 » If you have between 75 and 150 surviving Army Points (2 

Objective Points).

LOW TIER MID TIER TOP TIER

IF YOU HAVE BETWEEN 50 
AND 100 SURVIVING ARMY 

POINTS.

IF YOU HAVE BETWEEN 75 
AND 150 SURVIVING ARMY 

POINTS.

IF YOU HAVE BETWEEN 100 AND 200 
SURVIVING ARMY POINTS.

2 OBJECTIVE POINTS

IF YOU HAVE BETWEEN 101 Y 
150 SURVIVING ARMY POINTS.

IF YOU HAVE BETWEEN 151 
AND 250 SURVIVING ARMY 

POINTS.

IF YOU HAVE BETWEEN 201 Y 300 
SURVIVING ARMY POINTS.

3OBJECTIVE POINTS

IF YOU HAVE MORE THAN 150 
SURVIVING ARMY POINTS.

IF YOU HAVE MORE THAN 250 
SURVIVING ARMY POINTS.

IF YOU HAVE MORE THAN 300 
SURVIVING ARMY POINTS.

4 OBJECTIVE POINTS

 » If you have between 151 and 250 surviving Army Points (3 

Objective Points).

 » If you have more than 250 surviving Army Points (4 

Objective Points).

CLASSIFIED
Each player has 2 Classified Objectives (1 Objective Point for each one).
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The Biotechvore Plague is more aggressive against arti-
ficial beings. Troopers with the STR Attribute must make 
two BTS Roll instead one. 

At the end of the third Game Round any trooper inside a 
Biotechvore Area will be considered automatically Killed.

KILLING
A trooper is considered Killed when he enters Dead state, 
or is in a Null state at the end of the game.

Troopers that have not been deployed on the game table 
at the end of the game will be considered to be Killed by 
the adversary.

NO QUARTER
In this scenario, Retreat! rules are not applied.

END OF THE MISSION

This scenario has a limited time frame, so it will automa-
tically finish at the end of the third Game Round.

DEPLOYMENT

Both players will deploy on opposite sides of the game 
table, in a Deployment Zone 8 inches deep.

Confused Deployment. Any trooper using a Special Skill to 
deploy outside their Deployment Zone must make a PH-3 
Roll. If the player fails the roll, the trooper will be deployed 
anywhere his Deployment Zone. Special Skills, pieces of 
Equipment, or rules that apply any PH or WIP Roll to de-
ploy must replace it with this roll. Any MOD applied to the 
Deployment by a Special Skill, piece of Equipment, or rule 
will be added to this roll.

SCENARIO SPECIAL RULES

BIOTECHVORE AREA
There is a 16 inches deep area infested by a Biotechvore 
plague in each half of the table, including the Deployment 

Zone. 

At the end of each Active Player Turn, all troopers belon-
ging to the Active Player that are inside a Biotechvore Area 
must make a BTS Roll against Damage 14.
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CAPTURE  

AND PROTECT

Table Configuration: D2.

Special Rules: Beacons, Pick up Beacons, Captured Enemy 

Beacon, DataTracker,  HVT Not Used.

MISSION OBJECTIVES

MAIN OBJECTIVES
 » Have Captured the Enemy Beacon at the end of the Game 

(3 Objective Points).

 » Have Captured the Enemy Beacon with your DataTracker at 

the end of the Game (2 extra Objective Points).

 » Have Captured the Enemy Beacon in your own Deployment 

Zone at the end of the Game (1 Objective Point).

 » Prevent the enemy from Capturing your Beacon the end of 

the game (3 Objective Points).

CLASSIFIED

Each player has 1 Classified Objective (1 Objective Point).

DEPLOYMENT

Both players will deploy on opposite sides of the game 
table, in a standard Deployment Zone 12 inches deep.

It is not allowed to deploy in base contact with the Beacons.

SCENARIO SPECIAL RULES

BEACONS

There are a total of 2 Beacons, 1 corresponding to each 
player, placed in di`erent halves of the table, 12 inches 
from the center and 24 inches from the edge of the table.

The Enemy Beacon is the one closest to the enemy 
Deployment Zone.

The Beacons must be represented by a Beacon Marker 
(BEACON) or by a scenery piece of the same diameter 
(such as the Tactical Beacons by Micro Art Studio, the 
Tracking Beacons by Warsenal or the Mark One Beacons 
by Customeeple).

PICK UP BEACON 
(SHORT SKILL)

LABELS

Attack.

REQUIREMENTS
 » The trooper must be in one of the following situations:

 » The trooper is in base contact with a figure in a Null 

state that has an Enemy Beacon.

 » The trooper is in base contact with a friendly trooper in 

a Normal state that has an Enemy Beacon.

 » The trooper is in base contact with an Enemy Beacon 

with no enemy troops also in contact with it.

 » The trooper is in base contact with an Enemy Beacon 

alone.

EFFECTS
 » A trooper can pick up an Enemy Beacon in any of the 

situations previously mentioned by spending one Short 

Skill, without needing to perform a Roll.

 » The troopers must satisfy the Common Rules of Beacons.

COMMON RULES OF BEACONS

 » Each miniature can carry a maximum of 1 Beacon. As an 

exception, troopers possessing the Baggage Special Skill 

can carry up to 2 Beacons.

 » Only figures, and not Markers, (Camouflage, Impersonation, 

Holoechoes…) can carry the Beacons.

 » If the miniature carrying a Beacon enters a Null state, then 

the player must leave the Beacon Marker on the table with 

a Disconnected Marker beside it.

CAPTURED ENEMY BEACON 

An Enemy Beacon is considered to be Captured by a player 
as long as that player is the only one with at least one 
troop (as a model, not a Marker) in base contact with 
it. Therefore, there cannot be an enemy in base contact 
with the Beacon. Troopers in a Null state (Unconscious, 
Dead, Sepsitorized…) cannot do either.

DATATRACKER

At the end of the Deployment Phase, players must declare 
which troop from their Army List is the DataTracker. The 
trooper chosen must be always one of the models deplo-
yed on the game table. Players are not allowed to choose 
troopers in Hidden Deployment or in Marker state. This 
trooper must always be on the game table as a model 
and not as a Marker (Camouflaged, TO, Holoecho…). Also, 
Irregular troops and those whose Troop Type is REM are 
not eligible to be DataTrackers.

The DataTracker is identified with a DataPack Marker 
(DATA PACK). 
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HVT NOT USED

In this scenario, the HVT model and Secure HVT rules are 
not applied. Players will not deploy the HVT model on the 
game table and they must remove all the HVT Classified 
Objective cards from the Classified Deck.

END OF THE MISSION

This scenario has a limited time frame, so it will automa-
tically finish at the end of the third Game Round.

If one of the players starts his Active Turn in a Retreat! 
situation, the game will end at the end of that Turn. 
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FRONTLINE
 

Table Configuration: A. 

Special Rules: Sectors (ZO), Dominate ZO, DataTracker, 

INTELCOM Card (Support and Control).

MISSION OBJECTIVES

MAIN OBJECTIVES
 » To dominate the nearest Sector to your Deployment Zone (1 

Objective Point). 

 » To dominate the central Sector (3 Objective Points).

 » To dominate the central Sector with your DataTracker inside 

it (1 extra Objective Point).

 » To dominate the farthest Sector from your Deployment Zone 

(4 Objective Points).

CLASSIFIED

Each player has 1 Classified Objective (1 Objective Point).

DEPLOYMENT

Both players will deploy on opposite sides of the game 
table, in a standard Deployment Zone 12 inches deep.

SCENARIO SPECIAL RULES

SECTORS (ZO)
When the game is finished, but not before, 3 Sectors are 
marked out. These Sectors are 8 inches deep and as 
wide as the game table. Two of these Sectors are placed 
4 inches from the central line of the game table, one on 
each side, and the third Sector is a strip 8 inches deep 
in the central area of the table.

In this scenario each Sector is considered a Zone of 
Operations (ZO).

DOMINATE ZO
A Zone of Operations (ZO) is considered Dominated by a 
player if he has more Army Points than the adversary 
inside the area. Only troops represented by miniatures 
or Markers (Camouflage, Spawn-Embryo, Seed-Embryo…) 
count, as well as AI Beacons, Proxies and G: Servant Troops. 
Troops in a Null state do not count. Markers representing 
weapons or pieces of equipment (like Mines or Deployable 
Repeaters), fake Holoechoes, and any Marker that does 
not represent a trooper does not count either.

A trooper is inside a Zone of Operations when more than 
half the trooper’s base is inside that ZO. 

SHASVASTII

Troops possessing the Shasvastii Special Skill that are 
inside a Zone of Operations count while they are in the 
Spawn-Embryo state or any non-Null state.

BAGGAGE
Troops possessing the Baggage piece of Equipment that 
are inside a Zone of Operations and any non-Null state 
also count, providing the extra Army Points this piece of 
Equipment grants.

DATATRACKER

At the end of the Deployment Phase, players must declare 
which troop from their Army List is the DataTracker. The 
trooper chosen must be always one of the models deployed 
on the game table. Players are not allowed to choose 
troopers in Hidden Deployment or in Marker state. This 
trooper must always be on the game table as a model 
and not as a Marker (Camouflaged, TO, Holoecho…). Also, 
Irregular troops and those whose Troop Type is REM are 
not eligible to be DataTrackers.

The DataTracker is identified with a DataPack Marker 
(DATA PACK). 

The DataTracker must be in a non-Null state to provide 
the extra Objective Point.

INTELCOM CARD (SUPPORT 
AND CONTROL) 

Before the beginning of the game, but after choosing 
the Classified Objective, the player must inform to his 
adversary if that card will be his Classified Objective or 
his INTELCOM Card. Each player rolls a die and the one 
who gets the highest score must be the first who an-
nounces his decision to his adversary. The content of the 
card, whether the mission or the card numeric value, is 
considered Private Information, no matter which use the 
player has chosen for it. 

At the end of the third Game Round when the game ends 
and the players count up their points following the or-
der established by the Initiative, the player can use his 
INTELCOM Card applying the Support and Control Mode.

Support and Control Mode: the player can add the value of 
the Support and Control Card to the total of Army Points he 
possess in the Zone of Operations (ZO) he prefers, but only 
if he has at least one trooper in a state not considered 
Null inside that ZO.

END OF THE MISSION

This scenario has a limited time frame, so it will automa-
tically finish at the end of the third Game Round.
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