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ﬂlat Out War -Special Operations

These rules are written for experienced war gamers. No effort is given to explain common terminology and
procedures. A novice player might find these rules difficult to comprehend. These rules are for use with 25-
30mm miniatures, for games of any genre.

The Basics of Play

To play, you will need at least two or more players and a playing area (Usually a table), some miniatures and
lots of dice ranging from d4s to d20s. You will also need a measuring tape or measuring string, and
something to write with.

There a few terms used in these rules that needs some clarification. An Element is any miniature or model,
trooper or vehicle. A Unit is a group of troopers or vehicles organized together, and function as one.

The game is made up of a series of rounds broken up into turns. Each player has a turn decided by an
Initiative roll. The winner of the roll has their turn first. Then the player with the next highest roll has their turn,
till all players have had a turn. On a player's turn they may opt to activate a single Unit or pass their turn.
Once all players have either chosen to act or pass, the round ends. A new round is started with an Initiative
roll.

Every Element’s power, toughness stamina and general natural abilities are represented by a die. Weak or
small creatures roll a d4, while really powerful creatures roll a d20. Some examples are provided at the
bottom of the page.

All rolls for melee, morale, recovery etc. are made using this single die. Whatever the action, for it to be
successful all you need to do is roll a 4 or better on the die.

Some Elements may have a weapon that modifies the range, power or number of attacks. The weapon may
use a different die depending on what is changed.

Every Element also has a MOVE stat. The move stat is determined at Unit creation, but some general
guidelines have been provided in the table.

Elements also have Attributes. An Attribute can be something above average or an improvement that the
Unit is equipped with. Or it can be a weakness of the Unit. Attributes that modify rolls add either -2, -1, +1, or
+2 to a roll only in specific circumstances, as detailed with the Attribute. Some Attributes may affect the
movement of the Unit. Others have special rules and will be explained with the specific Attribute.

Die Examples

d4 Unarmed Peasant, Goblin, Halfling

dé Average Mounted or Unmounted Soldier (Human, Dwarf, EIf, or Orc Soldier)
ds Average Powered Infantry, Armored Knight, Ogre, Unarmed Motorcycle

d10 Light Artillery, Armed Motorcycle, Unarmed Car, Average Demon

d1l2  Heavy Atrtillery, Light Tanks, Dragons, Giants, Light Mechas

d20  Heavy Tanks, Heavy Mechas
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ﬂlat Out War -Special Operations

Organization and Cohesion

All troopers, vehicles, and artillery are considered Elements. Elements are organized into Units. A Unit is a
generic term used to refer to a group of Elements who must be activated together. If one Element is
activated then the entire Unit is activated, even if they do nothing. Units are usually made up of Elements
with the same die, similar weapons, purpose, or abilities. This is not always the case.

Cohesion is how close the various Elements of the Unit must be to one another. It also determines the
restrictions the Unit has on facings. There are two types of cohesion, loose and tight. Tight cohesion is
considered the default for all Elements. Loose cohesion is an attribute that can be given to those Elements
that require it.

In tight cohesion all the Elements of the Unit must remain in base to base contact with another Element of
the Unit. A Unit with tight cohesion has some special rules it must follow. All rules pertaining to Units in tight
cohesion are found in a later section.

In loose cohesion all of the Elements must be within range of another Element of the same Unit.

Naturally vehicles and certain troop types will need to use loose cohesion to operate effectively.

The range for loose cohesion can vary, but should be the same for all Elements in a game. The default range
is 4 inches.

Getting Ready

It is a good idea to sit down with all the players and agree to some rules before actually playing. You can use
one of the existing source books or come up with something yourselves. Decide things like what genre are
you going to play? What types of troopers or vehicles are allowed? How about Attributes? How many points
should each player have for their armies? What is the reason for the battle?

Are there any special requirements for victory?

It is usually good to talk all this out at least a day in advance. If you consistently play the same rules and
armies then you only need to discuss rules only once.

ThePlaying Area

The playing area need only be large enough to accommodate the players and their armies. Usually 2 square
feet per player or an army of 60 troopers is adequate. A flat, open playing area is quite boring. Terrain can
either be determined by a scenario, or the players can collaborate to set up terrain in a fair manner.

Each takes it in turn to place a piece of terrain on the playing area. No piece of terrain may be placed within
6 inches of any other piece. When a piece of terrain is set the player must decide what its Difficulty Value is.
All terrain will be Light, Heavy, or Impassable Terrain. The Difficulty Value affects the movement of any Unit
passing though that terrain feature. Ground level terrain can be ignored by units with certain attributes.

Examples

Light Heavy Impassable

Low bushes and shrubs Marsh (ground level) Deep Water (ground level)
Waterlogged ground (ground level) Shallow water (ground level) | Lava

Uneven ground or Rubble (ground level) | Rocky outcrops Ravines

Light Forest Heavy Forest Cliffs

Soft sand (ground level) Acid

The Round and the Turn

In a Round every player has a single turn. The order of turns is determined by Initiative. Each player rolls a
D6; the player with the highest roll wins the initiative and gets their turn first. Play then proceeds to the player
with the next highest roll. A new Round starts and the Initiative roll is made again. If there are any ties, re-roll
them.

On a player's turn they can opt to activate one Unit they control. When the player

announces they are finished, the next player clockwise gets their turn.

When activated a Unit may Move and perform one Other Action OR perform an

Other Action and Move.
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ﬂlat Out War -Special Operations

Unitsin Tight Cohesion

There are some differences in how a Unit in tight cohesion and one in
loose cohesion can act on the playing area. In some ways a Unit in tight
cohesion is at a disadvantage and in other ways they have an edge. The
first major difference is a Unit in tight cohesion must be in formation. A
formation is an easy way to maintain order over a large number of
Elements. In these rules there are two types of formations: a line and a
column. A line is your standard formation for battle and a column is your
standard for moving. An Element's facing is determined by its Unit's
formation. Elements in tight cohesion have 4 facings.

Everything out to 45 degrees from where the Element is obviously looking
is the front facing. The exact opposite of this is the trooper's rear facing.
Everything else is either the left flank facing or right flank facing.

Units in tight cohesion have ranks and files. A rank is all Elements side by
side and a file is all Elements front to back.

In a line usually all the Elements are in a single rank. If there are more
than 5 Elements in the Unit they can be, as evenly as possible, arranged
into two ranks. The two ranks must be one behind the other and maintain
cohesion.

In a column usually all the Elements are in a single file. If there are more
than 5 Elements in the Unit they can be, as evenly as possible, arranged

into two files. The two files must be side by side and maintain cohesion.

All Elements in a Unit in tight cohesion must be looking the same direction. Elements in a Unit in tight
cohesion must make the same Move and Other Action. If 1 Element runs then all Elements must run. If one
makes a ranged attack they all must make a ranged attack.

A Unit in tight cohesion does not have the
freedom to move as freely as a Unit with loose
cohesion.

First if a Unit wishes to change formation it
must do so in its move action and spend half

Terrain Lossin Inches Actual Movement
Light 1.5 1
Heavy 3 1
Impassible X X

the terrain.

Turning

OBLIQUE Turn
RO

@ N
CICIOR

\_

perform a wheel. One side of the Unit becomes the axis, and like the
spoke of a wheel the rest of the Unit moves around it. To determine how
much movement is used up in the wheel maneuver measure the distance
along the arc or the outside edge of the line.

its movement for this turn to do so. If any part of a Unit is crossing a terrain feature the move will be harder
and take longer. The total amount the Unit can move will be altered depending on the Difficulty Value of that
piece of terrain. A Unit must give up a number of inches of its movement in order to move just 1 inch across

When a Unit finishes its move it must still be in cohesion.
Example: A Unit with MOVE 4 is in a light forest (light terrain - 1.5) It moves a total 2 inches only. It cannot
move further as it only has 1 inch left of its MOVE and you need 1.5 to move another actual inch.

Elements in tight cohesion are subject to special rules for turning depending on its current formation.
A Unit in a column can change direction up to 90 degrees before moving. It can then move straight ahead a
distance equal to its MOVE stat. It can then change facing by up to 90 degrees at the end of the move.

A Unit in a line can either move obliquely, do an about face, or perform a wheel.

When a Unit moves obliquely, it can move up to a 45 degree angle,
relative to its starting position, however the Unit maintains its original
facing at the end of the movement.

Wheel Turn
An about face is the easiest way for a
Unit to change facing. It costs no Meam
movement to perform. Simple turn all | MOVE
the Elements of the Unit 180 degrees. | distance
along this

To change the line’s direction or are

facing to any other way the Unit must

Pivot ﬂ
Here

©®
GGG ®
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ﬂlat Out War -Special Operations

Unitsin Loose Cohesion

Units in loose cohesion have more freedom to move and turn than Units in tight cohesion. The major
difference is a Unit in loose cohesion doesn’t have to be in formation. (A loose cohesion Unit can be put into
formation, and when it is it must obey or the rules for light cohesion troops)

Moving

Each Element In a Unit is moved individually rather than together as in a formation. An Element can change
direction up to 90 degrees before moving. It can then move straight ahead a distance equal to its MOVE stat.
It can then change facing by up to 90 degrees at the end of the move.

If an Element is crossing a terrain feature the move will be harder and take longer. The total amount the
Element can move will be altered depending on the Difficulty Value of that piece of terrain. An Element must
give up a number of inches of its movement in order to move just 1 inch across the terrain.

When an Element finishes its move it must still be in cohesion with the rest of its Unit.

Example: An Element with MOVE 10 is in Dense Swamp (Heavy terrain - 3) It moves a total 3 inches only. It
cannot move further as it only has 1 inch left of its MOVE and you need 3 to move another actual inch.

Running

A player may also opt to run with his Units. When running you, double your MOVE value for this Move action.
Running causes a -1 penalty on any Other Actions you take. You cannot run if you have already taken an
Other Action without the penalty. If running through Light terrain, each Element must roll their base die. If you
fail the roll (get less than four) then an Element will take a hit. (See Allocating Hits) You cannot run through
Heavy Terrain.

Going Prone

A player may opt to have an Element go prone after any move made. Going prone is free, getting up from
prone uses 2 inches of the Elements movement. While Prone anything making a ranged attack on that
trooper suffers a -1 penalty, anything making a melee attack gains a +1 bonus. Naturally, vehicles, mounted
troops or other large Elements cannot go prone.

Facing

A Unit® facing is determined during movement but is important during combat.

Elements in loose cohesion have 4 facings.

Everything out to 45 degrees from where the Element is obviously looking is the front facing. The exact
opposite of this is the trooper® rear facing. Everything else is either the left flank facing or right flank facing.

Charging

A Unit that moves so that it is in Base to Base contact with an opponent’s Unit, counts as Charging.
Charging is used for determining the abilities of certain Attributes. (See Attributes)

A Unit that is being charged, can change its facing to meet the charge, only if it is not in Base to Base
contact with another Enemy Unit

Elements in Loose Cohesion can change their facing to meet the charge, only if it is not in Base to Base
contact with another Enemy Element.

k 5 of 22




ﬂlat Out War -Special Operations \

Other Actions
There are 3 Other Actions a player can choose from: Melee Attack, Ranged Attack, and Cast a Spell. A Unit
may only perform 1 Other Action each turn.

M elee Attack

To make a melee attack an Element must be in contact with the | Melee Attack Modifiers
Element it wants to attack, in its front facing. For Elements in tight | Attack in Flank +1
cohesion, only troopers in the first rank who are touching an enemy | Attack in the Rear +2

trooper can make a melee attack.

To make the attack the player rolls the correct die for the Element's melee weapon and applies any required
modifiers. If the Element has a ranged weapon then the base die of the Unit is used. If the score is 4 or
greater then the attack was a success and the attacker scores a hit on the target.

If a trooper attacks a target in one of its flank facings or its rear facing it increases the potential of the attack

Ranged Attack

To make a ranged attack, the attacking Element must possess a
ranged weapon. The Element must also be within the range of that
weapon. A weapon® range looks like this R:12. This means anything

Range Attack Modifiers
Range Modifier

under or equal to 12 inches is short range and anything over 12 up to Short X
or equal to double the listed range (In this case 24), is long range. The ::(;nsg -1

range to the target will apply a modifier to the roll. The modifiers are in
the Table. Open X
The attacking Element must also have line of sight (LoS) to the Partial -1
intended target. This means that the Element must be able to at least partially "see" the target. Any
intervening terrain will determine if the attacker has LoS to the target. This is a judgment call depending on
the terrain feature.

The attacking Element also uses the modifiers for attacks on a target® flank or rear. Those modifiers are
found in the melee attack section.

Elements may only make ranged attacks at a target in their front facing.

Some Elements may have more than one ranged weapon. The Element may attack with all those weapons
The target must be within the facing of the firing weapon and meet all other requirements above.

To make the attack the player rolls the correct die for that Element and applies any required modifiers. If the
score is 4 or greater then the attack was a success.

Units in tight cohesion have an easier time making ranged attacks. Any trooper in the first two ranks can
make a ranged attack. Instead of measuring he distance from each trooper. Measure from the centre of the
firing rank or ranks, use this range for all firing troopers in the Unit.

Rolling for M ultiple Elements
A player may roll for multiple Elements in a Unit at the same time. Separate them into groups of Elements
that have the same modifiers and roll for all in the group. Then apply the dice to their targets.

Allocating Hits
When an Element has sustained a successful hit, place it on its side or place a Hit Marker on its base, to
show it is hit. An Element that is hit immediately makes a Recovery roll. (See Reaction Rolls.)
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ﬂlat Out War -Special Operations \

Casting a Spell

These rules are meant to be used for all extraordinary abilities, like psionics, or superpowers. The terms
"Magic", "Spell", and "Cast", are only used for simplicity.

To cast a spell the player must have activated an Element capable of casting a spell. The player then
chooses from among the spells of that Element for one to cast. Each spell has a list of requirements for
casting.

The Element must meet all requirements of the chosen spell in order to cast it.

All spells have a Casting Difficulty modifier representing how hard that particular spell is to cast. The Casting
Difficulty is subtracted from the roll. Spells may have a range requirement. The range is similar to that of a
ranged attack. The number given here is the maximum distance the spell can reach it has no roll modifier.
Spells may also have a Duration. The Duration is a number of turns beginning after the turn it was cast.
Count each passing turn and at the end of the last counted turn the spell ends.

The player rolls the correct die for that Element and applies any required modifiers. If the score is 4 or
greater then the spell casting was a success.

Rolling a 1 for Spell casting

If the spell casting roll scores a 1 then something has gone wrong with the
spell. The casting Element then suffers for it. The player then immediately
rolls again as if for Recovery, if the roll is 4 or better then the casting
Element is fine and can continue as normal. If the roll is a 2 or 3 then the
casting Element cannot cast any more spells for a number of turns, indicated in this chart. If the roll is a 1
then the casting Element is killed from the misfire and is removed from the game.

Magical Misfires

Roll Results

2 Cannot cast for 2 turns
3 Cannot cast for 1 turn

Reaction Rolls

Recovery Roll

When an Element is hit by an attack they must roll to see if they survive the attack. If the Element has a
single weapon then the Element rolls its base die.

If the roll is 4 or better the Element survived the attack. If the roll is less than 4 the Element is removed from
the game.

For Elements that have multiple weapons you roll for each weapon. This is just like rolling a standard roll and
uses the die for the weapons and not the die for the Element. If any of the dice fail then the weapon is
destroyed and removed from the game. If a multi-weapon Element is reduced to one weapon then treat it as
a single weapon Element.

If an Element that transports other Elements is destroyed while transporting those other Elements, then each
of the transported Elements must make a roll as above to see if they are affected.

Morale

Different affects in the game may cause Elements of a Unit to retreat in fear. Something can force a Morale
roll to be made, such as a fear causing spell, or an Element with the ability to cause fear. Such affects
immediately cause a Morale roll.

The most common way is because of casualties. Whenever a Unit loses an increment of Elements equal to
25% of its original amount, it immediately makes a Morale roll. Another common way to be affected is to
"see" another Unit, within 8 inches, fail a Morale roll or fleeing because of a failed roll.

Do not roll for each Element in the Unit. Make one roll using the highest base die in the Unit, to serve as the
Morale roll for the entire Unit. A 4 or better with all modifiers and the Unit is successful on the roll.

The Unit has an accumulative penalty to the roll for every increment of 25% previously lost. If the Unit has
either a leader attached to it at the time the roll is made they gain a bonus modifier for it.

If the Unit passes the roll then they can continue on as normal. If the Unit fails the roll, when it is next
activated it will immediately run. Units in tight cohesions will become disordered. A disordered Unit abandons
formation and moves like a Unit in loose cohesion. The Unit must move to get behind the nearest friendly
Unit, by the most direct route. When it has moved all it can for the turn, it may not take an Other Action but it
may roll to see if it rallies. This roll is another Morale roll. It uses all the modifiers as above plus an additional
one for being frightened.

If it fails again it will continue moving to get behind the nearest friendly Unit. If it is already behind a friendly
Unit it will continue to move towards the side of the playing area controlled by the owning player.

If it moves off the playing area, the Unit is lost for the rest of the [ Morale Modifiers

game. " : . For each 25% of original Unit size | -1
If the Unit passes the roll, when it is next activated the Unit can Frightened o)
spend all its movement to regroup and reform if it is a Unit with Attached Leader ")
tight cohesion, it may then take an Other Action and acts

normally.
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ﬂlat Out War -Special Operations \

Victory!

There are two ways to win the game, strategic and mathematic. Strategic victories are ones determined by
scenario. If once side accomplishes its objective before the other then it has won a strategic victory. The
other way is designed for tournament play. Every trooper, vehicle, and objective in the game is worth a
certain amount of Victory Points (VPs), every time you eliminate a Unit, or achieve an objective you earn its
VPs. The player at the end of the game with the most VPs wins a mathematically victory. A Unit's VPs is
equal to 25% of its creation cost. If it cost 200 points to create, it is worth 50 VPs. An objective's VPs depend
on how important the objective is. There is no formula for figuring it out, all players must discuss how much
they think an objective is worth before a game starts.

P § e ) e e L —T1—1—1
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ﬂlat Out War -Special Operations

Creating Elements, Unit, and Armies
It starts with an idea for an army. Write out the theme of the army, its purpose, racial make up, etc. Then
think about what sort of Units are in that army. Are there going to be lots of cavalry, or tanks? Perhaps
Legions of Infantry will fill the ranks. Once you have these ideas, it is relatively easy to create Elements and
Units.

Armies are built with points to ensure fairness in the game. Each Element costs a certain number of points
depending on how valuable or strong it is in the game.

When creating Elements, there are a large range of attributes you can give them that make the Element
unigue. Some of these attributes are standard like “Movement” or “Melee” but others will be more specific
and will bend or change the existing rules. Some Attributes may add new rules. The cost of these attributes
is directly proportional to the base die of the element.

~

First decide what die would best represent, the type of Element you are creating. | Base Die Cost
Consult the chart on page 1 for ideas. The base cost for each Element's die is listed in | Die Cost
the Base Die Cost chart. d4 2
dé 4
Example: Human Infantry Element - D6 Base cost is 4pts ds 6
d1o0 8
Next determine the type of weapon/s the Element will be using. An Element can have a | d12 10
melee weapon, a ranged weapon or none. The Die Attribute Cost chart is used to | d20 18

determine the points of a weapon if taken.
A Melee weapon can include bare fists, or claws etc.

A melee weapon costs 2DACs (Die Attribute Cost) of its die type. gi)itAtt ribute
Example: Human Swords - D6 Base cost 4pts, Sword - D8 2DAC=2 x 3pts = 6pts - TOTAL 10pts 5)18 Cc;_St
A ranged weapon costs 1DAC of its die type plus 1DAC for every 6 inches of Range. gg g
Example: Human Archer - D6 Base cost 4 pts, Longbow R:12 - D6 3DAC=3 x 2pts = 6pts - d1o 4
TOTAL 10pts g%g g

If an Element has no weapon then do not add any points, but be aware the element cannot participate in any
combat at all except on the receiving end!!

Next you must then determine the Units move rate in inches. This will be a multiple of two.
For every 2 inches of movement you will add 1DAC to the Elements total.

Example:
Human Swordsman - D6 Base cost 4pts, Sword - D8 2DAC=2 x 3pts = 6pts, MOVE:4 - 2DAC=2 x 2pts = 4pts
TOTAL 14pts

Next read through the list of possible attributes and decide which if any best suit the Element you are
creating. Each has a cost associated with it; you add this cost to the basic cost of the Element. Some
Attributes actually handicap the Element instead of aiding it. These Attributes decrease the basic cost rather
than increasing it. Some of the Attributes are only usable by certain Unit types. The cost may be a straight
value (e.g. +10pts) or a DAC value (e.g. +3DAC).

If all the Elements within a game are going to use an Attribute then feel free to ignore that Attribute when
working out the point costs.

Example: A game of battles between Robot Mechs where every unit would normally have the “Walker”
Attribute, may ignore that attribute when working out points.
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ﬂlat Out War -Special Operations

Attributes

The number listed in parenthesis beside the name of each Attribute is the how many points that Attribute
costs.

Activate (-Special) This Attribute is used to activate and deactivate another Attribute. This reduces the cost
of the other Attribute by 50%, but means the Element must use an ‘Other Action' to activate and deactivate it.
([CPSBV &BINR IQMAGMY 6\RDIX 5RMNHACKN ) OIQ) 7DRIRPIQY SRERN DDHY

Aggressive (+1DAC) The Element fights well in hand to hand combat and gets a +1 to all Melee Attack rolls.
([CPSBV YHAYHIMHY 3HDO HIIRIDUH 6 RBZ\ &RP SARLRRRBG\IN

Adaptive Armor (+1DAC) The Element may increase its Recovery roll die to one higher when attacked with
a die smaller than its Base Die.
([CPSBY SHIHHDIR) 5HRYHS$ WP R4 1 DR BR/8 HEOLG\ AP

Agile (+2DAC) The Element does not have any movement restrictions. It can move its full MOVE stat in any
direction and turn as many times as it wants during the move.
([CPSBV 7URDY LIKWQDQW / UKV@ HKD

Amphibious (+8) This Attribute allows the Element to ignore water terrain effects.
([CPSBV ) WIPHY 6QRIMHBLY 7 IANHG3 DREDNV

Anti-flyer (+1DAC) The Element receives a +1 to ranged attacks when Targeting Elements that are Flying,
Hovering or Jumping.
([CPSBY ' IIRQ%Z SQMSILADIVY XQ 3RQV HHFHG\ IRP

Arcing Artillery (+2DAC) The Element can ignore rules for line of sight.
([CPSBV &DBBXW0 R\ O FEGIS RANHVDHKHY

Brave (+1DAC) The Element is very courageous and gets a +1 to all Morale rolls.
([BPSBVY +HR $QBRG 5 F-ERNXQSDIRP

Capture (-Special) The Element's ranged weapon does not do any damage but captures and drags the
target into Melee combat. Move the smaller Element into Base to Base contact with the larger Element. The
Ranged Weapon's cost is reduced by -1DAC.

([CPSBV 1HAM-DERRQ 7URRATP

Charge (+4) The Element gets a +1 bonus when charging another Unit
([CPSBV +HDYt &DYDD 9B RHVBRSHU (@R HJ

Command (+8) The Element is an officer and has the following abilities.

Officers never have to make Morale rolls. Officers have the ability to attach to another Unit. An Officer may
only attach to one Unit at a time. To attach to a Unit the Officer must move into contact with the Unit and
declare the attachment. At that point the Officer is considered part of the Unit. The Officer is activated when
ever the Unit activates. It moves with the Unit. The Officer however may not make an Other Action while
attached. While attached the Unit receives a +2 modifier to any Morale rolls it makes. To detach the Officer,
the player activates the Unit and declares the Officer is detached. The Unit completes its activation as
normal. The Officer may then be activated later.

([CPSBV +HR 6HIHWDONERRBL

Cumbersome (-1DAC) The Element finds it difficult to move. It can only turn up to 45 degrees instead of 90
degrees at the start and end of its move.
([CPSBV &OIRQ $UBY +HDW : DDHJ

Deny Charge (+4) the Element is specially trained or has weapons suited to defend against Charging
Elements. Enemy Elements with the Charge Attribute do not get the bonus when charging this Element.

([CPSBV 3INPHQ 0 CRKQHIXQ +RA-U7DN

Ensnare (-Special) The Element's ranged weapon does not do any damage but on a successful roll snares
the target so it cannot Move, Attack or take any other actions. Place a Snared marker beside the Element. A
successful Recovery roll will enable the Target to escape and remove the Snared marker. The Ranged
Weapon's cost is reduced by -1DAC.

([CPSBV : HE 1HA\DWY) IHT

k 10 of 22

~




ﬂlat Out War -Special Operations

Exhaustible Weapon (-Special) An Exhaustible weapon is something like a missile or grenade. Work out the
cost of the weapon like a normal weapon, and divide the cost by 4 (round up) for the final cost of the
exhaustible weapon. The catch is you can only use each exhaustible weapon 4 times.

([CPSBN 3RVRY* GEHGHU* WHIDGHU 70RIFDCL XNHOXGKHU

Extra weapon (+Special) The Element has an extra weapon that can shoot into the forward facing but is
separate from the Elements main weapon.

Determine the extra weapon die. The weapon costs 1DAC of its die type plus 1DAC for every 6 inches of
Range. Place an exhausted counter next to the Element when the weapon is used.

([CPSBV YDG-GARMRZ 8QBHIGQ) * WHIDGHOXAHU &R IDD DFARQIXQ

Fearsome (+8) The Element has the ability to strike fear into its enemies. The first time a new enemy Unit
comes within 8 inches of the fearsome Unit, it must make a Morale roll.
([OPSBV ) DDIF 6XHAGH7BRIH)) OPH7DN

FireLinked (-1DAC) The main weapon and extra weapon of an Element may be fire linked. They must be
fired simultaneously as if they were one weapon. The linked weapons must all be fired at the same target
and each must meet the requirements for firing on that target.

([CPSBV 5H-DNERAMERZYV $QMBILRIMVY XQ/ 7ZIQ30WPD7DON

Flying (+3DAC) An Element with Flying may move using triple their MOVE to travel through the air avoiding
any obstacles in the form of terrain and other Units on the playing area. They may ignore modifiers for all
terrain types — Light, Heavy and Impassable. A player must declare when the Element is taking flight before
it is moved. The player also declares when the Element is landing before any movement is made. Landing
consumes the Element® movement for this turn. When flying an Element must move at least 2 inches every
turn. If a flying Element rolls a 1 for any Recovery roll it crashes to the ground. Roll a second Recovery roll if
the roll is 4 or better it has survived the crash. If the roll fails then the Element is removed from the game.
([CPSBV ' IRY =HSSHI) 6 °HH) LIKAMU

Frail (-1DAC) The Element is naturally fragile and gets a -1 to all Recovery rolls.
([CPSBV 3ILIH 7UENWIQSRWSRDUBOOKS

Glide (+1DAC) The Element is able to glide over large distances when descending in the air. Whenever the
Element would move down vertically at least 4°, it may double its horizontal move
([CPSBV WP DD 6 TAUWBHDEDSHE&OGH

Heavy Armor (+1DAC) The Element may not be damaged by any Unit with a die smaller than a D10 that
does not have the Heavy Melee Weapon or the Heavy Ranged Weapon Attribute.
([CPSBV 0 MNICHP RAUSEDIYHS WP RUSRZHBWP RU

Heavy Meee Weapon (+1DAC)- The Element can hit any Unit with a melee attack that has the Heavy
Armour Attribute as normal.
([CPSBV 0 DIF6ZRG' R HMADGH 3RZH) MV

Heavy Ranged Weapons (+1DAC) The Element can hit any Unit with a ranged attack that has the Heavy
Armour Attribute as normal.
([CPSBV 0 DIESUWRZY $7 516G 30WPD3IMRD

Hit Points (+Special) The Element can take multiple hits before being destroyed. When the Element fails a
recovery roll, it loses a hit point instead of being removed from the board. Place a Hit Point counter next to
the Element. When no Hit Points are left then it is removed. The Attribute costs 50% of the Elements total
(before adding Hit Point costs) for each Hit Point.

([CPSBV ' IIRQ 50aD * XQ 6 TFHYDNBMWIS

Hover (+4) An Element must have the Flying Attribute in order to have Hover. The Unit does not have to
move the 2 inches every turn as the Flying attribute requires.
([OPSBV) OV +HERSAJ972/

k 11 of 22




ﬂlat Out War -Special Operations

~

Inaccurate (-Special) An Element must have the Arcing Artillery Attribute in order | Inaccurate
to have Inaccurate. Place a Marker on your intended target and roll your ranged | D4 Results

weapon die. If the score is a 4 or better you have hit the target. Resolve damage | 1 6 Inches Right
as normal. If the shot didn't hit, then roll on the table to see where the shot has | 2 6 Inches Left
landed. Move the marker and roll for any elements under the marker, friend or foe. | 3 6 Inches Short
The Attribute costs -1DAC of the weapon die type. 4 6 Inches long

([OPSBV 5RAN/ REEHJ 0 R\BU 70RIVDA) MG

Jump (+Special) The Unit has some sort of ability or device that allows it to bypass terrain, Units, and other
obstacles 6 inches tall or less. Instead of its normal movement an Element may opt to jump. A jumping
Element can ignore intervening terrain but if it starts or ends its move in Heavy terrain then it must roll its
base die. If you fail the roll (get less than four) then the Element will take a hit. (See Allocating Hits)

For every 4 inches an Element can jump, the attribute costs 1DAC

([CPSBV 5CERVBIGHY - XPS7BRSV - XP S0 HK

Linear Artillery (+1DAC)The Element follows some extra rules for its ranged weapon. Artillery

Place a Marker on your intended target and roll your ranged weapon die. If the score is D6 Results
a 4 or better you have hit the target. Now determine whether the shot stops or bounces 1-2 Stops
by rolling on the table. If it bounces, roll your ranged weapon die for each Element the 3.4 4 inches
shot would hit as it travels to its new location. If the shot didn't hit then roll on the table 5.6 8 inches

to see how much you have overshot, a stop result means you have totally missed.
Otherwise move the marker. And then determine if the shot stops or bounces, roll on the table.

([ DP BV &DQIRQ YRXFHIGPE * DAW* XQ

Loose Cohesion (+Special) The Elements of a Unit must be within range of another Element of the same
Unit. The cost is +1DAC for every 4 inches of range.
([CPSBV 6NUP MKHY 6FRAN - HEINY

Lucky (+1 DAC) A Element with the Lucky Attribute gets to re-roll any one roll during the game and keep the
best results of the two. This roll must be declared and used immediately following the original roll.
([OPSBV +HR * HHIDOG\WDI) IKKU

Magic (+16) The Element is able to cast spells or use Psychic powers. During creation the player can
choose spells to give to the Element. The cost of these spells is covered in the cost of the magic Attribute.
The player may choose a number of spells with a total Spell Difficulty of -6 or less. For purposes of choosing
spells, Spells with a Spell Difficulty of -0 count as -1.

([OPSBY 0 DIHDQ 3V NHJ' HPRQ

Multi-shot (+Special) The Element has a weapon that can fire more than once per turn. Determine the rate of
fire - 2x, 3x or 4x. Each extra shot costs 1DAC of the weapon's die type plus 1DAC for every 6 inches of
Range.

([CPSBV 5 H-DNY/ARWNZHI 0 DRKIQHIXQ 3XOH/ DHJ

Reload: X (-Special) This Attribute is associated with certain weapons and artillery. The X is required number
of turns an Element must spend reloading its weapon after it is fired. Place a Reload counter next to the
Element. Nothing may take more than 2 turns to reload. The Element may take no Other Actions for the
required number of turns. If an Other Action is taken then the reload starts over again. Once the number of
turns has been spent reloading the weapon can be fired again. The cost of this Attribute is a reduction in the
overall cost of the Weapon. For every turn needed to reload, reduce the final cost of the Weapon by -1 DAC.

([CPSBV 5RAN/ REEHJ50AD * XQ 30KV 1B

Reliant (-2DAC) The Element relies on another Element for its power and life. It cannot be killed by normal
means. When the Element fails a recovery roll, it is left in place and may make another recovery roll in the
next turn. However when the Element, it relies on, is removed from the game, then all Reliant Elements are
also removed from the game.

([CPSBV 6NHBIRY 5HP RNGRIRONE $SQBRG RV

Resilient (+3DAC) The Element is really tough and hard to kill. When the Element fails a recovery roll, it is
not removed from the game, but has its base die reduced by one level. For example, a D8 Hero is reduced to
a D6 champion and then a D4 weakling. Only the base die is reduced. Weapon die remain the same.

([CPSBV 7URD+HR 7HP DR | RNHBRD
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Sailed (-1DAC) A Sailed Element's movement is at the mercy of the wind, whether it is air, solar or any other
source that propels it. When moving Down wind it may move at its full MOVE. When moving Cross wind,
the Element can move at half its MOVE. When moving Up wind the Element is limited to 1/4 its MOVE.

To explain these terms we will assume the wind is blowing from the North.

Down Wind: South, South East, South West

Cross Wind: East, West

Up Wind: North East, North West.

Note that an Element may never head directly into the wind. Any Element that does end its turn facing
directly into the wind rolls a D8 on its next move and is turned that many compass points clockwise before it
may move off.

To determine the direction the wind is "blowing" before the game use the directional rule in the Artillery
section.

([CPSBV * DBRQ &DAP DI 6 RDUBOMBKIS

Sharpshooter (+1DAC) If the Element does not move on its turn it receives a +1 to a ranged attack roll this
turn.
([CPSBV 5DQHJ6QSHIS RN XQ3OIRP

Skimmer (+1DAC) An Element with Skimmer hovers above the ground. They may ignore modifiers for all
ground level terrain. All other movement rules apply.
([CPSBV 2 E +RHRDWARHI7DN

Sponson (+Special) The Element has a side sponson on the left or right, that carries an extra weapon that
can shoot into that side's 90 degrees of its forward facing. It is not limited to the normal 45 degrees.
Determine the weapon die. The weapon costs 1DAC of its die type plus 1DAC for every 6 inches of Range.
([CPSBY 6\RCP 70N $3& 6XSHUHHDR 70N

Sand (+4) The Element will get a free ranged weapon attack against a charging Element when charged. This
attribute cannot be given to Elements without ranged weapons.
([CPSBV O XVNHRHY 9HMDYY/ ' HHFH7RZHY

Sealth (+1DAC) The Element is camouflaged or has a stealth shield and cannot be targeted from a range
greater than 12 inches unless the Element uses a ranged weapon. Place a Hidden counter beside the
Element. In effect it is hidden and cannot be seen until it reveals itself. If revealed, it can move a minimum of
4 inches to go back into hiding again.
([CPSBV $SWDWQ 11Q0 6\WDIK %P BHJ

Sicky (+3DAC) The Element has an attack that continues to effect the target in the following turns. If the
attack hits then place a sticky marker next to the target. The marker should be of the next lowest die type. In
the next turn roll for the attack again using the sticky marker die type. If it hits then replace the sticky marker
with the next lowest die type, continue this each turn until one of the following occurs.

The sticky marker doesn't have a lower die type (D4). Remove the marker

The target is hit again by the sticky attack - this resets the sticky marker, you cannot have more than one
marker per target. The Target fails a recovery roll - remove the Target and Marker.

([CPSBV 3RVRQOHFP 100D 5DGDIRYYGPE

Submersible (+12) An Element must have the Amphibious or Waterborne Attribute in order to have
Submersible. The Element is able to dive in Deep Water. The player must declare when it is submerging and
surfacing. Both use the entire movement of the Element for the turn. While Submerged a vehicle may move
at half its MOVE value. The Element may not use any weapon while submerged and cannot be attacked.
([CPSBV OHPOG/ 8 YEDASWERNGXE

Submersible Weapon (+6) This Attribute allows an Element to attack while submerged and to attack
submerged Elements.

([CPSBV +DSRRQ 7TREHFV Ry X/

Template: 2" (+1 DAC) The Element is equipped with a weapon that uses the 2" template to determine hits.
Instead of targeting a single enemy Element with the weapon, all Elements that are even partially under the
template count as a target and a die roll made to see whether they are hit. Modifiers may still apply.

([OPSBV 5RAN/ REBHJU* WHDGH 3OWD* WHDGH
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Template: 4" (+2 DAC) The Element is equipped with a weapon that uses the 4" template to determine hits.
Instead of targeting a single enemy Element with the weapon, all Elements that are even partially under the
template count as a target and a die roll made to see whether they are hit. Modifiers may still apply.

([CPSBV ([ SBMYH&DIREDOG6P DT M@®Y 30 DYV

Template: 6" (+3 DAC) The Element is equipped with a weapon that uses the 6" template to determine hits.
Instead of targeting a single enemy Element with the weapon, all Elements that are even partially under the
template count as a target and a die roll made to see whether they are hit. Modifiers may still apply.
([OPSBY 3RVRY* BEH / DUHSW@®Y %6 HOG

Template: Flame' (+2 DAC) The Element is equipped with a weapon that uses the Flame template to
determine hits. Place the base of the template so it touches the front facing of the Element. Instead of
targeting a single enemy Element with the weapon, all Elements that are even partially under the template
count as a target and a die roll made to see whether they are hit. Modifiers may still apply.

([CPSBV ' IDRV%BDK ) OP HMBZHJSAGYODW

Tough (+1DAC) The Element is naturally Tough and gets a +1 to all Recovery rolls.
([CPSBV 7URDGHD3BRHBG* XQ * HHIFD® ( QRDIHG0 DUH

Tracked (+1DAC) This Element, has dual direction movement. It can turn up to 360 degrees instead of 90
degrees at the start and end of its move.
([CPSBV 6\RCP 7WRRU 700N 5 RERIF 70N

Transport (+Special) This Element can carry other Elements. The cost of the attribute is 1DAC of the
Transported Elements die type per Element. If the transport can carry different payloads, then work out the
cost for both payloads and the highest value is used.

([CPSBY 0 CPPRK $3& %DBQ) OWB

Trigger (+2DAC) The Element can perform an ‘Other Action' during an opponent® turn but only if certain
parameters are met. From the example below: The Armour of Doom makes a D8 attack when the Element
is attacked in Melee combat.

([CPSBV $WPRAR ' RRP O HBHDXEAN 6HQW * XQ 5DQHGDNEAN 3\ FKE6KRAN 6 SHOBWIEAN

Turn (+1DAC) The Element may make two 45 degree turns during the course of its movement.
([OPSBV 0 RQMG+HR 0 RNENH - HEINH

Turret (+Special) The Element is equipped with a turret weapon. The turret allows that weapon to make a
ranged attack through any of the vehicles facings. Determine the turret weapon die. The weapon costs 1DAC
of its die type plus 1DAC for every 6 inches of Range.

([CPSBY 6\WOP\ION 70N 6 DFHWKIS

~

Walker (+4) The Element is very manoeuvrable. It reduces its facings down to two. | rronT
Everything out to 90 degrees from where the Element is obviously looking is the front
facing. The remainder is the rear facing. They can never be attacked in the Flank. REAR

([CPSBV * R3P 6FRANQDQN 0 HK

Waterborne (-8) An Element that is waterborne may not move outside of Deep Water terrain. If the vehicle
moves into shallow water it is considered "Run Aground". Thereafter at the beginning of each of that
Element® turns, it must roll a D6. If a 6 is not scored it is remains stuck and cannot move for this turn. If a 6
is rolled it may move normally again.

([CPSBV %DAYDNBAKS / HMDKRQ

Unfeeling (+2 DAC) This Element has no feelings. The Element never suffer from fear so does not roll for
morale. They also fear no pain so add a +1 to all Recovery rolls. Unfeeling Elements cannot run or go prone.

([CPSBV 6NHBARDY =RPELY $QBRG/
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Spells & Powers
The following list can be used for Magic spells or Psychic powers:

Fast

Spell Difficulty: -1 Range: 8

Duration: 4 Template: No

Choose a Unit within range. With a successful roll that Unit receives a +2 to their MOVE or the duration of
the spell.

Fireball

Spell Difficulty: -2 Range: 6

Duration : Instant Template: 2"

Declare you are casting this spell and place a Target Marker on any Unit within range. This spell uses all
rules for making a ranged attack. Roll and apply all modifiers, if the roll is 4 or better then the attack is
successful. Center the 2" template over the Target Marker, all Units underneath of it take a hit. Extra hits
may be allocated to any Unit under the template with multiple successes.

Fly

Spell Difficulty: -4 Range: 8

Duration : 8 Template: No

With a successful roll, choose any Unit within range. That Unit gains the Flying Attribute for the duration of
the spell. The Unit must follow all the rules that go with flying. If the Unit does not land before the duration
ends it crashes to the ground. Follow the crashing rule with the Flying Attribute.

Ironwill

Spell Difficulty: -1 Range: 8

Duration : 4 Template: No

Choose a Unit within range. With a successful roll that Unit receives a +2 to all Morale rolls for the duration of
the spell.

Shield

Spell Difficulty: -2 Range: 8

Duration : 4 Template: No

With a successful roll, choose a Unit within range. All Units attempting to attack the targeted Unit receives a -
2 on the attempt.

Slow

Spell Difficulty: -1 Range: 8

Duration: 4 Template: No

Choose a Unit within range. With a successful roll that Unit receives a -2 to their MOVE for the duration of
the spell.

Strengthen

Spell Difficulty: -3 Range: 8

Duration : 6 Template: No

With a successful roll choose a Unit within range. That Unit receives a +2 on both melee and ranged attack
rolls for the duration of the spell.

Summon

Spell Difficulty: -4 Range: No

Duration: Permanent Template: No

With a successful roll a "d4" basic trooper appears beside the caster. This creature has no attributes. For all
mechanical purposes it acts identical to a trooper with the same die. It may be activated on the controlling
players turn. It will remain till it is removed from the game. For every +2 increment the caster rolls over 4, the
summoned trooper's die will increase to the next highest.

Teleport

Spell Difficulty: -4 Range: 24

Duration : Instant Template: No

Choose any one Unit within range. With a successful roll place that Unit anywhere within range of the spell.
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Terrify

Spell Difficulty: -1 Range: 8

Duration: 4 Template: No

Choose a Unit within range. With a successful roll that Unit receives a -2 to all Morale rolls for the duration of
the spell. Does not effect Elements with the Unfeeling Attribute.

Weaken

Spell Difficulty: -3 Range: 8

Duration : 6 Template: No

With a successful roll choose a Unit within range. That Unit receives a -2 on both melee and ranged attack
rolls for the duration of the spell.

Zap

Spell Difficulty: -0 Range: 8

Duration : Instant Template: No

This spell uses all rules for making a ranged attack. Choose any Unit within range, roll, and apply all
modifiers. If the roll is 4 or better then the attack is successful. When the targeted trooper rolls Recovery for
the attack, it receives an additional -2 modifier to any current modifiers to the roll.
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Science Fiction
These lists are for a small game between Human and Alien Forces.
Because all Elements in the Game use 2Loose Cohesion®, we can ignore this attribute for Element costs.
Points are for 1000 +/- 10 Armies

HUMAN FORCE

SAMPLE ARMY LISTS

~

Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total
Assault Troop D6 Power Claw D8 - 4° Agile, Brave 18 9 162
Sergeant D6 Plasma Rifle D8 24° 4° Agile, Brave, Command 40 1 40
Tactical Troop D6 Pulse Rifle D6 24° 4° Agile, Brave 26 8 208
Sergeant D6 Plasma Rifle D8 24° 4° Agile, Brave, Command 40 1 40
Heavy Troop D6 Plasma Cannon | D10 30° 4° Agile, Brave 42 4 168
Sergeant D6 Plasma Rifle D8 24° 4° Agile, Brave, Command 40 1 40
Hover APC D10 | Pulse Rifle D6 24° 12° Brave, Skimmer Transport 10xD6 84 2 168
Hover Tank D10 | Pulse Howitzer D12 36° 12° Brave, Skimmer Template 4° 88 2 176
1002
ALIEN FORCE
Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total
Alien Ripper D4 | Teeth D4 - 8° Aggressive, Agile, Frail 10 24 240
Alien Ravager D6 Claws D6 - 6° Aggressive, Agile, Fearsome, Tough 30 12 360
Alien Puker D6 | Acid Spewer D10 24° 6° Aggressive, Agile, Fearsome, Tough 50 5 250
Alien Terror D10 | Acid Spewer D10 24° 6° Aggressive, Agile, Command, 76 2 152
Fearsome, Tough
1002
Fantasy
These lists are for a medium game between Orcs and Demonic Forces.
Points are for 1500 +/- 10 Armies
Orc & Ghoblin Force
Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total
Ghoblin D4 Sword D4 - 4° 6 19 114
Ghoblin Hero D4 | Great sword D6 - 4° Brave, Command 17 1 17
Ghoblin Snitch D4 Bow D6 24° 4° 16 19 304
Ghoblin Hero D4 | Great sword D6 - 4° Brave, Command 17 1 17
Orc D6 | Sword D6 - 4° Aggressive 14 19 266
Orc Hero D6 | Sword D6 - 4° Aggressive, Brave, Command 24 1 24
Orc Shaman D6 | Staff D6 - 4° Aggressive, Brave, Magic 32 1 32
Orc D6 | Sword D6 - 4° Aggressive 14 4 56
Orc General D6 | Great sword D8 - 4° Aggressive, Brave, Command 32 1 32
Troll D8 | Club D8 - 4° Aggressive, Fearsome, Resilient 38 5 190
Wolf D6 | Teeth D6 - 10° Loose Cohesion, Stealth 22 5 110
Wyvern D12 | Flame Breath D12 - 16° Fearsome, Flying, Template Flame 76 2 152
Rock Lobber D8 Lobber D12 48 4° Arc-Attillery, Cumbersome 65 3 195
1509
Demonic Force
Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total
Imp D4 | Claws D4 - 4° Frail 5 20 100
Gremlin D4 | Claws D4 - 4° Glide, Loose Cohesion 8 20 160
Devilling D6 | Claws D6 - 4° Flying, Loose Cohesion 20 10 200
Gargoyle D8 | Claws D8 - 4° Flying, Loose Cohesion 30 10 300
Minor Demon D10 | Sword D10 - 40 Aggressive, Agile, Fearsome, 60 2 120
Flying, Loose Cohesion
Major Demon D12 | Sword D12 - 6° Aggressive, Agile, Command, 81 3 243
Fearsome, Flying
Greater Demon D20 | Sword D20 - 6° Aggressive, Agile, Command, 160 1 160
Fearsome, Flying, Resilient
Abomination D8 | Lightning Blast D20 24° 40 Cumbersome, Fearsome, Linear 74 3 222
Atrtillery
1505
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Blank Army Sheets

Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total

Name/Type: Die: | Weapon: Die: | Range: | Move: | Attributes: Cost: | Qty: | Total
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