
 

 

 

 

 

 



  

 

Multiplayer Infinity Battles (M.I.B) is a fan made mission system to allow games of Infinity with up to 4 players. The 

missions within this system focus heavily on pursuing mission objectives and less on killing enemy models. But don’t 

fear, the missions are kept very simple, to balance out the higher complexity from playing against multiple enemies at 

the same time. 

This mission system only includes rules for the actual game mechanics. Everything that happens off the game table is 

up to the players alone. So feel free to make and break treaties, non aggression pacts and arrangement, just as you 

would imagine it in the world of Infinity. 

Thomas 

 

Rules 
Game Sequence 
A game of M.I.B is structured in the following way: 

1. Table setup 

2. Select Primary Mission together 

3. Players select their own Secondary Mission 

4. Select Army Lists 

5. Initiative Roll 

6. Deployment 

7. Play 

Table setup 
M.I.B. games are played on a 48x48 inches table. Compared to a 

normal table it has two central lines, one horizontal and one vertical, 

crossing in the table center. These split the table into four equally 

sized Quadrants. 

Deployment zones 
There are a total of four Deployment Zones on the table, one in each 

Quadrant. Each Deployment Zones measures 16x16 inches and is 

in that Quadrants table corner. 

Objective Markers 
There are five Objective Markers placed on the central lines of the 

table. One is in the center of the table, and two each are placed on 

either central line, 12 inches from the edge of the table. The 

Objective Markers have to be placed on ground level in an 

accessible location, the scenery placement has to facilitate this. The 

Objective Markers must be represented by a 40mm Marker or with a 

scenery piece of the same diameter. They count as having a 

Silhouette value of 5, Block LoF and give Cover to troopers in base 

contact. 

Troopers in a Marker state entering base contact with an Objective 

Marker have their Marker state cancelled. 

Civilians 
There are two Civilians. During Table setup these are placed on the 

game table by using the following sequence: 

 Place a Civilians on the table center. 

 One Civilian disperses 4 inches in a random direction, the 

other disperses 8 inches, following the normal rules for 

dispersion. 

 The final placement of a Civilian has to be in an accessible 

location. He can be placed on Scenery items 

 If the two Civilians would be in the same spot or a Civilian 

could not be placed, reroll the dispersion direction. 

The Civilians must be represented by figure and always count as 

neutral to all players. They follow the normal rules for Civilians from 

the Infinity rules. 

Troopers in a Marker state entering base contact with a Civilian have 

their Marker state cancelled. 

 

Choose Missions 

Choose Primary Mission 
The Primary Mission for the game is determined by the players 

together and is the same for all of them.  

The Primary Missions that are available are listed in the back of this 

document. 



  

 

Choose Secondary 

Mission 
The Secondary Mission for the game is determined by each player 

separately, it has not to be the same for all of them. What Secondary 

Mission a player has selected is Open Information. 

The Secondary Missions that are available are listed in the back of 

this document. 

Armies 
Each player chooses one Army List, after determining the Primary 

and Secondary Missions, from a single Generic or Sectorial Army. 

Which army a player fields becomes Open Information before any 

player choose his/her list. 

Lists must observe all rules for army building set forth in the Infinity 

rulebooks 

Note: As the Deployment Zones are much smaller than in a usual 

game, and to limit the duration of player turns, it is advised to use 

the Limited Insertion Extra from ITS10. 

Initiative Roll 
Before the game begins, each player notes a value equal or less to 

his Lieutenant’s WIP attribute. After this each player rolls a D20 and 

adds the result to his chosen value. This is called the Lieutenant 

Value. 

In case of two or more players having the same Lieutenant Value 

they reroll their D20 till there are no more equal Lieutenant Values. 

The player with the highest Lieutenant Value then chooses another 

player as his Initiative Opponent. The remaining two players are 

automatically Initiative Opponents to each other. The player with the 

highest Lieutenant Value then chooses between Keeping 

Deployment and Keeping Initiative. Whichever option is left goes to 

his Initiative Opponent. The remaining two players do the same with 

the one having the higher Lieutenant Value choosing. 

In case of a three player match the player not chosen as Initiative 

Opponent gets Keeping Initiative and Keeping Deployment after the 

other two players. 

Keeping Initiative 
A player who kept Initiative gets to choose the Initiative Slots for 

himself and his Initiative Opponent. 

Keeping Deployment 
A player who kept Deployment gets to choose the Deployment Slots 

and Deployment Zones for himself and his Initiative Opponent. 

Deployment 
After the Initiative Roll, but before the game begins, every player 

places his troops on the battlefield. 

The Deployment is divided into the following steps: 

1. Force Deployment: Following the order established by 

the Deployment Slots, every player places all but one of 

his troopers inside his Deployment Zone. 

2. Reserve Deployment: Following the order established by 

the Deployment Slots, every player places the trooper kept 

back during Force Deployment. 

During deployment players have to follow the normal rules, with the 

following exceptions: 

 Replace table half within all rules/special skills with 

Quadrant. 

 A players Quadrant is the one his Deployment Zone is 

located, enemy Quadrants are all others, even when they 

do not contain an enemy Deployment Zone (In case of a 

three player match). 

 Strategos L3 and similar special skills only affect the 

Initiative Opponent. 

 Models and markers are not allowed to deploy in base 

contact with an Objective Marker or a Civilian. 

 Ignore empty Deployment Slots during Force/Reserve 

Deployment (In case of a three player match). 

Example: Troopers with the Infiltration special skill are allowed to 

deploy anywhere within their Quadrant without a Roll. If they want to 

deploy in any other Quadrant they have to pass an Infiltration Roll. 

Playing 

Player Turns 
M.I.B. games are divided into Game Rounds during which all players 

have the chance to take an active turn. This means each Game 

Round is divided into multiple Player Turns (three or four), one for 

each player. The order of these Player Turns is determined by the 

Initiative Slots. 

Player Turns for empty Initiative Slots are skipped. 

Rules changes 
For a game of M.I.B. some rules changes have to be taken into 

account while playing. 

Alignment 
M.I.B. follows the normal Infinity rules for alignment. 

 Friendly: Troopers that belong to the players Army List. 

 Enemy: Troopers that belong to one of the opposing 

players Army Lists. 

ARO 
In M.I.B. ARO have the following additional rules: 

 ARO can only be declared against troopers of the active 

player. Troopers performing an ARO don’t generate ARO 

themselves. 

 Troopers not belonging to the active player can declare 

Dodge/Change Facing/Reset as an ARO if hit by a 

Template that was placed as an ARO or Deployable 

Equipment. 

Game Effects 
Effects that have a limited duration have the following additional 

rules: 

 Effects that last till the end of the current Player Turn or 

Game Round still do so.  



  

 

 Effects that last multiple Player Turns have their duration 

multiplied by the number of remaining players minus one. 

Example: Assisted Fire normally lasts till the end of the following 

Player Turn (One full Player Turn). In a four player match it lasts till 

the end of the third Player Turn (three full Player Turns) following the 

turn it was declared. 

Command Token 
In M.I.B. Command Token have the following additional rules: 

 Only players in the Initiative Slots 3 and 4 can apply the 

Strategic Use of Command Token. 

o The player in Initiative Slot 3 has to declare first, 

if and how he wants to use the Command 

Token. 

o A player can only target opponents in Initiative 

Slots with a lower number than his own. 

o A player can only be affected by one Strategic 

Use of a Command Token 

o When nullifying orders, opponents with only one 

Combat Group loose only one Regular Order. 

 Players in Initiative Slot 2 to 4 can spend Command Token 

to deploy one trooper with the EVO Hacking Device with 

one GADGET-EVO Supportware Hacking Program active. 

Retreat 
In M.I.B. Retreat! has the following additional rules: 

 The game ends automatically at the end of the current 

Player Turn, if all but one player are in Retreat!. 

 If a player enters Retreat! he keeps all Objective Points he 

got up until that point. 

 If a player has no troopers left on the table his Player 

Turns still exist for all rules interactions. 

MISCALLOUS 
In addition the following rules are used in a game of M.I.B.: 

 Troopers with the Basic Impersonation special skill can 

use the IMP-1 state in case the army of the Initiative 

Opponent is not alien to them. 

 Any Army List possessing only one Combat Group and a 

trooper with the Counterintelligence special skill will not be 

affected by the Strategic Use of Command Tokens which 

nullifies Orders from the Order Pool. 

  



  

 

Missions 
Basic Rules 
M.I.B. uses a set of objective based scenarios, which are split into 

Primary and Secondary Missions. Each player tries to achieve one 

Primary and one Secondary Mission per game, whereas the Primary 

one is common for all players and the Secondary one is chosen by 

every player for himself.  

Each Mission contains a set of Mission Objectives that reward 

Objective Points upon completion. Primary Missions award a 

maximum of 10 Objective Points while Secondary Missions award a 

maximum of 5 Objective Points. 

Objective Designation 
Within the Primary Missions Objective Marker have different 

Designations for all players depending on their Position to the 

respective Deployment Zone. 

Close Objectives 
The two Objective Markers on the central lines closest to the 

Deployment Zone of the player. 

Central Objective 
The Objective Marker in the center of the table. 

Far Objectives 
The two Objective Markers on the central lines farthest away from 

the Deployment Zone of the player. 

Civilian Rolls 
If a rule demands a Roll for a Civilian model, the player in the first 

occupied Deployment Zone to the right of the active player performs 

that Roll. 

Victory Conditions 
The Objective Points collected by each player during the game 

determine their final score and placement. If two or more players 

have the same amount of Objective Points, the surviving army points 

are used as tie breaker. 

 

Primary Missions 

Charlie Foxtrot 

Mission Objectives 
Main 

 Activate a Close Objective (1 Objective Point for each 

Activated Objective) 

 Activate the Central Objective (2 Objective Points for each 

Activated Objective) 

 Activate a Far Objective (2 Objective Points for each 

Activated Objective) 

Special 
 Activate a Far Objective using a Slowpoke (2 Objective 

Points) 

Mission Special Rules 
Slowpoke 
After deployment each player has to note down all of his troopers 

that are deployed completely within his Deployment Zone and have 

a MOV attribute of 4-4 or 4-2. In Additions these troopers may not 

possess the Climbing Plus or Super Jump special skill and/or 

possess a profile with a higher MOV attribute than 4-4. 

All troopers noted down this way are Slowpokes and can achieve the 

Special Mission Objective. 

Activate Objective (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with an Objective 

Marker that has not been activated by the player this 

game. 

Effects 

 Allows the trooper to make a WIP Roll to Activate the 

Objective Marker. If the roll is failed, this can be repeated 

as many times as necessary, each time spending the 

corresponding Short Skill and making the roll. 

 A Player can only activate two Objective Markers each 

Game Round. 

 Troopers deployed outside of the players Deployment 

Zone get a -6 MOD to their WIP attribute. 

End of the Mission 
This mission has a limited time frame, so it will automatically finish at 

the end of the third Game Round. 



  

 

Border Patrol 

Mission Objectives 
Main 

 Finish a Perimeter Control in the first Game Round (3 

Objective Points) 

 Finish a Perimeter Control in the second Game Round (2 

Objective Points) 

 Finish a Perimeter Control in the third Game Round (2 

Objective Points) 

Special 
 Perform a complete Perimeter Control with the same 

trooper (3 Objective Points) 

Mission Special Rules 
Perimeter Control 
To achieve Mission Objectives players have to perform Perimeter 

Controls. To do this they have to activate the Objective Markers in a 

specific order. The order is as follows: 

1. Activate a Close Objective. 

2. Activate the Central Objective. 

3. Activate the other Close Objective. 

A Perimeter Control is finished when the other Close Objective is 

activated. Each player can only perform one successful Perimeter 

Control each Game Round. 

After successfully performing a Perimeter Control all Objectives are 

not considered activated by that Player anymore.  

Activate Objective (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with an Objective 

Marker. 

Effects 

 Allows the trooper to make a WIP Roll to Activate the 

Objective Marker, with a succeeded roll the Objective 

Marker is considered activated by that player. 

 Mark the Objective Marker with a corresponding player 

marker. 

 If the roll is failed, this can be repeated as many times as 

necessary, each time spending the corresponding Short 

Skill and making the roll.  

End of the Mission 
This mission has a limited time frame, so it will automatically finish at 

the end of the third Game Round. 

Slow Advance 

Mission Objectives 
Main 

 Activate an Objective during the first Game Round (1 

Objective Point for each Activated Objective) 

 Activate an Objective during the second Game Round (2 

Objective Point for each Activated Objective) 

 Activate an Objective during the third Game Round (2 

Objective Point for each Activated Objective) 

Special 
 Activate at least one Objective in each Game Round (2 

Objective Points) 

Mission Special Rules 
Power Grid 
In this mission Objective Markers can be in the POWER UP state. 

This state is applied at the start of each Player Turn and lasts till the 

end of that Player Turn. 

The POWER UP state is applied as follows: 

 In the first Game Round only Close Objectives get the 

POWER UP state. 

 In the second Game Round only the Central Objective 

gets the POWER UP state. 

 In the third Game Round only Far Objectives get the 

POWER UP state. 

Activate Objective (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with an Objective 

Marker in the POWER UP state. 

 The Objective Marker was not successfully activated by 

that player in that Game Round. 

Effects 

 Allows the trooper to make a WIP Roll to Activate the 

Objective Marker. If the roll is failed, this can be repeated 

as many times as necessary, each time spending the 

corresponding Short Skill and making the roll.  

End of the Mission 
This mission has a limited time frame, so it will automatically finish at 

the end of the third Game Round. 

  



  

 

Secondary Missions 

Arm Wrestling 

Mission Objectives 
Main 

 Successfully interact with only one Civilian (1 Objective 

Point) 

 Successfully interact with both Civilians (3 Objective 

Points) 

Special 
 Successfully interact with at least one Civilian using a 

trooper possessing an equal or lower PH attribute than 

the Civilian and without using a CC special skill (2 

Objective Points) 

Interact with Civilian (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with a Civilian. 

 No enemy trooper is in base contact with the Civilian. 

Effects 

 Allows the trooper to make a PH F2F Roll against the 

Civilian to interact with him. If the roll is failed, this can be 

repeated as many times as necessary, each time 

spending the corresponding Short Skill and making the 

roll. 

 CC special skills can be used to apply a MOD to the PH 

attribute. 

Stare Contest 

Mission Objectives 
Main 

 Successfully interact with only one Civilian (1 Objective 

Point) 

 Successfully interact with both Civilians (3 Objective 

Points) 

Special 
 Successfully interact with at least one Civilian using a 

trooper possessing an equal or lower WIP attribute than 

the Civilian and using only one dice (2 Objective Points) 

Interact with Civilian (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with a Civilian. 

 No enemy trooper is in base contact with the Civilian. 

Effects 

 Allows the trooper to make a WIP F2F Roll against the 

Civilian to interact with him. If the roll is failed, this can be 

repeated as many times as necessary, each time 

spending the corresponding Short Skill and making the 

roll. 

 Specialist troopers can use two dice for the WIP Roll. 



  

 

Shooting Exercise 

Mission Objectives 
Main 

 Successfully interact with only one Civilian (1 Objective 

Point) 

 Successfully interact with both Civilians (3 Objective 

Points) 

Special 
 Successfully interact with at least one Civilian using a the 

Range MOD of a Pistol (-6) (2 Objective Points) 

Interact with Civilian (Short 

Skill) 
Labels 

Attack. 

Requirements 

 Any trooper can declare this Skill. 

 The trooper must be in base contact with a Civilian. 

 No enemy trooper is in base contact with the Civilian. 

Effects 

 Allows the trooper to make a BS F2F Roll against the 

Civilian to interact with him. If the roll is failed, this can be 

repeated as many times as necessary, each time 

spending the corresponding Short Skill and making the 

roll. 

 Troopers can use a Range MOD of one of their Weapons 

for the range of 20 Inches. The Civilian has no MOD. 

 



 

 

 


