
M
OVEM

EN
T: RAM

M
IN

G

S
W

E
R

V
E

: If th
e targ

et p
asses a L

ead
ersh

ip
 test, it

sw
erves o

u
t o

f th
e w

ay, o
th

erw
ise it is ram

m
ed

.

RAM
 DAM

AGE
T

he am
ount of dam

age each type of ram
 causes to both the

ram
m

er 
and 

target 
is 

show
n 

below
. 

E
ach 

point 
of 

dam
age

autom
atically  penetrates the vehicle’s arm

our.

RAM
 TYPE

RAM
M

ER DAM
AGE

TARGET DAM
AGE

H
ead

-O
n

D
6

D
6

B
ikes involved in a head-on w

ith a larger vehicle 
only inflict 1 dam

age.

T-B
o

n
e

1
D

3
B

ikes involved in a T-bone w
ith a larger vehicle inflict 

no dam
age, w

hether it is the target or the ram
m

er.

S
h

u
n

t
0

1
A

shunting bike does no dam
age to a larger target and

takes D
3 dam

age if shunted by a larger ram
m

er.

H
EAD-ON

 RAM
In a head-on ram

 the target m
ay not test to sw

erve. Instead each
player secretly places a D

6. 

1 o
r 2 Left sw

erve
3 o

r 4 F
orw

ard
5 o

r 6 R
ight sw

erve
If the vehicles m

ove into each other, they ram
. In addition to

dam
age, 

a 
vehicle 

in 
a 

head-on 
ram

 
is 

im
m

obilised 
on 

a 
D

6 roll of 4+
.

T
M

M
OVEM

EN
T: ON

 FOOT
A

w
arrior 

m
ay 

m
ove 

its 
M

ovem
ent 

characteristic 
in

inches (usually 4") unless it chooses to charge, run or
go on overw

atch. M
oving norm

ally allow
s a w

arrior to
shoot in the shooting phase.

M
OVEM

EN
T: BOARDIN

G
A

w
arrior m

ust charge up to the sides or the rear of the
vehicle to jum

p aboard. A
w

arrior m
ay jum

p from
 one

vehicle to another if it is w
ithin 2" of the target vehicle.

T
he charger m

ust roll equal to or under its Initiative on
a D

6, if it passes, it is safely aboard. F
ailure m

eans it
bounces D

3" back and takes a S
3 hit on a D

6 roll of
4+

. T
he attacker gets +

1 for charging in the first round
of com

bat and only fights one enem
y on the vehicle at

a tim
e. 

If anyone loses a close com
bat, in addition to any

w
ounds, they are throw

n off the vehicle D
3" aw

ay in a
random

 direction and take a S
3 hit on a D

6 roll of 4+
.

A
n attacker m

ay not follow
 up, he sim

ply fights one
crew

 m
em

ber each turn. A
fter the first round of com

bat
no-one counts as charging. T

he attacker m
ay leap off

the vehicle in any of his m
ovem

ent phases in w
hich

case he takes a S
3 hit on a D

6 roll of 4+
.

LOSS  OF TH
E DRIVER

If the driver is throw
n off the vehicle then one of the

crew
 m

ust take over. A
t the end of the hand-to-hand

com
bat phase roll a D

6 for one unengaged w
arrior. O

n
a roll of 4+

 the w
arrior m

ay take over. If nobody is
driving a vehicle or the driver is in close com

bat at the
start of a m

ovem
ent phase the vehicle sw

erves. R
efer

to the table  below
.

D6
RESULT

1-3
S

w
erve 45°

to left and m
ove D

6" forw
ard

4-6
S

w
erve 45°

to rig
h

t and m
ove D

6" forw
ard

B
ikes fall over at the end of their m

ovem
ent. A

ny
w

arrior still on the bike w
hen it crashes is throw

n D
3"

aw
ay and takes a S

3 hit on a D
6 roll of 4+

.

1. M
OVEM

EN
T      2. SH

OOTIN
G      3. H

AN
D-TO-H

AN
D      4. RECOVERY

M
OVEM

EN
T: VEH

ICLES 
GAS EN

GIN
ES

A
llow

 a vehicle to m
ove up to 6", during w

hich it m
ay m

ake
up to tw

o 45°
turns, m

oving 1"- 3" betw
een each turn.

TH
RUSTIN

G
T

hrust up to 6" forw
ard (5" for traks). F

irst thrust is O
K

 on a
2+

, second on a 3+
, and subsequent thrusts on a 4+

. F
ailure

m
eans the vehicle’s m

ove ends and you m
ust roll a D

6 on
the T

hruster B
uster table. A

vehicle m
ay turn 45°

at the end
of each thrust on a successful Ld test. F

ailing the test m
oves

the vehicle D
6" forw

ard and ends the vehicle’s m
ovem

ent.

D6
RESULT

TH
RUSTER BUSTER TABLE

1
S

p
in

 R
oll the S

catter dice to determ
ine w

hat 
direction the vehicle ends up facing

2
M

o
ve D

6" fo
rw

ard
and sp

in
(see above)

3
S

w
erves

R
oll a D

6: 1-3
sw

erve to the left
4-6 

sw
erve to the right 

Turn 45°
in direction rolled and m

ove D
6" forw

ard

4+
M

o
ve D

6" fo
rw

ard

CH
ASIN

G
If a vehicle ends up w

ithin 2" of an enem
y vehicle at the end

of its m
ove (and didn’t ram

) the player m
ay elect to chase

the enem
y vehicle. A

chasing vehicle follow
s the enem

y
vehicle in its m

ovem
ent phase, testing for thrusting, turning

under thrusters and so on. If a vehicle successfully chases
an enem

y for its m
ovem

ent phase it m
ay shoot in the

opposing shooting phase, before the enem
y shoot.

SLOW
 SPEED M

AN
OVEVRES

A
llow

 a vehicle to m
ove up to 3", forw

ard or backw
ards,

m
aking a 45°

turn every inch. A
vehicle m

ay not thrust or use
gas engines in the sam

e turn as this m
anouevre.

H
E

A
D

-O
N

S
H

U
N

T
T-B

O
N

E

T
he  w

arrior m
ay m

ove
a

t 
tw

ice
 

its 
n

o
rm

a
l

m
o

ve
m

e
n

t 
(4

"x2
=8

") 
a

n
d

 
m

a
y 

e
n

te
r

hand-to-hand com
bat. A

charging w
arrior

m
ust m

ove tow
ards the nearest enem

y
w

arrior and cannot shoot.

A
w

arrior m
ay go on

o
ve

rw
a

tch
 

if 
yo

u
declare this at the start of the m

ovem
ent

phase. A
w

arrior on overw
atch cannot

m
ove except to turn in place, but m

ay fire
in the enem

y’s turn.

A
w

arrior m
ay run up to

tw
ice

 
its 

n
o

rm
a

l
m

ovem
ent 

(4"x2
=8") 

a 
turn. 

A
w

arrior
w

hich runs cannot fire a ranged w
eapon.

CH
ARGIN

G:
OVERW

ATCH
:

RUN
N

IN
G:
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h
e 

w
ea

p
o

n
's

 S
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-
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-
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o
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 t
h
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 a

re
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e-
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n
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ct
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1
TH

RO
W

 A
TT

AC
K 

DI
CE

W
ar

rio
r’s

 r
ol

l 1
D

6 
fo

r 
ea

ch
 A

tta
ck

 o
n 

th
ei

r 
pr

of
ile

.

2
CO

M
BA

T 
SC

OR
E

E
ac

h 
w

ar
rio

r’s
 c

om
ba

t 
sc

or
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ua

ls
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he
ir 

hi
gh
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t 

di
ce

 r
ol

l
pl
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 t

he
ir 

W
S

 p
lu

s 
an

y 
m

od
ifi

er
s 

fr
om

 t
he

 c
ha

rt
 b

el
ow

.

3
W

IN
N

ER
  

T
he

 w
ar

rio
r 

w
ith

 t
he

 h
ig

he
st

 c
om

ba
t 

sc
or

e 
ha

s 
w

on
. 

T
he

w
in

ne
r 

sc
or

es
 1

 h
it 

fo
r 

ea
ch

 p
oi

nt
 th

ey
 b

ea
t t

he
ir 

op
po

ne
nt

by
. 

If 
th

e 
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ra

w
 t

he
 w

ar
rio

r 
w

ith
 t

he
 h

ig
he

st
In

iti
at

iv
e 

w
in

s 
an

d 
in
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ct

s 
1 

hi
t. 

If 
bo

th
 h

av
e 

th
e 

sa
m

e 
in

i-
tia

tiv
e,

 n
o 

hi
ts

 a
re

 in
fli

ct
ed

.

4
DA

M
AG

E 
 

R
ol

l 
to

 w
ou

nd
 f

or
 e

ac
h 

hi
t 

us
in

g 
th

e 
S

tr
en

gt
h/
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