Round and Phases%

1 Priority Phase —> 2b Action Phase —>> 3 End Phase S v
5 ” _ _ 1 [INDERHIVE
Take turns activating AENELS 1 e 5 :
Priority Roll (d6) PrioritvToken aoes first —>»{ -Remove ReadyCounter Bottle Test g Version 0.7, 13.04.2018
-Tie wins player Y g -Take 2 actions 1d6 + injured + OOA < Fighters| With YAK Errata
MO P Before first activation and Activate Group ¢
¢ BottleTest failed: -4" of Leader/Champion SUSSSNSUUUUUUUUUUUUNUUUUUUTU _
Cool for each fighter -2 additional for Leader Recovery (Injured Fighters) Shooting§
Ready Fighters (1d6 for broken fighters) » -1 additional for Champ. ¢ 3 ;
-AutoPass: 12" of passed Leader -Nominate before any action 1 Declare (Taraet not hidd
-AutoPass: 6" of passed Champ -Remove ReadyCounters Rally (Broken Fighters) - e aFr’e.( argetnothi en)
Fail -> Flee and treat as OOA -Take 2 actions per fighter Cool +1 per friend in 3" arget Priority:

Nearest, easiest target or Cool
;IIIII.'ZIIIIIZIIIII.'IZIIZIIIIIIII.'IZII.IIII.IIII,'"'.,'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'f.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'.'f.'.'.'.'.'.'.'.'..'.'.'.'.'.'.':"'., '''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''''' ......... v
| Characteristics: Actions: Moving © | 2 Check Range

Y

( ] SN _ - |3 Hit Roll (BS) + Firepower (Ammo)
Move (M) w -+ | Standing Engaged | D'!fﬁcult "'I'erraln ~+ |-1 Partial Cover

| Move distance in j - el | |-2 Full Cover

- N - \ - S g ~ - | ? Accuracy Modifier
Weapon Skill (WS) ] —>»| Move (Simple) - Fight (Basic) - | Obstacle (0.5" - 1" tall) | -1 Engaged
Min. melee hit roll 8 . J . J [ 2" per 1" moved - |-1 Prone and long range

) e N ° |-1 Twin guns (2 Pistols)

Min. ranged hit roll - ’ - S g N %

: . - - | Ladder (1" per 1" height) I 4 Target Pinned |
Strength (S) e 3200 AR o = . S
Dmg CC / throw distance | thmplng Down (Iniative) | T — -

\ ) \ ) . | g - g" = ; m!?er : ; Resolve Hits:

[ —>» Charge (Double —>» Stand up (Basic = =\ = e el I ' 5 :
Toughness (T) = § ge | ) J ! P ) ) | 7"-8"=-3 Modifier I 5
Wound rolls / flesh wounds | = Lo 9"+ = -4 Modifier ! E 1 Wound Roll

\ ) , ‘ , 2 . | Str>= 2xT =2+

f i = [ g g 1] I =
Wounds (W) —)‘Take Cover (BaS|c)J —)‘ Crawl (Double) N Leap (Iniative, 2" up/down) !_____E) g’;; Z $ 5 2:
Wounds before injury ( l : Str < T =5+

: : ( ) ( Y | Falling (1", Stand -> Prone) | _ _

, GEEEEs. —>| Blind Fire (Double) | | 3"- 5" = S3 AP-0 Dmg1 ! Str <= 0.5T = 6+

o = (Deathblow (Simple), { ) I I
Initiative (l) d6 .- - | 6"-7"=85AP-1 Dmg1 ' '

\ (CC, jump, fa”, ) ) p . p . 8" _ gu = S7 AP_2 Dmgz i v

, > Reload (Simple) > Reload (Simple) | (10" + =S5 AP-3 Dmg3 | (2 Enemy Save Roll ]
Attacks (A) = - ’ ) SR : ¢

ice i = r \ - - | Railing (0.5" tall Iniative +1 .
| # of dice in CloseCombat | 2 Action (Simple) A 9( ) : l |3 Inflict Damage |
: Injured AT : I :

, Y More than once SRR , L s Jooroeee
Leadership (LD) 2d6 \ J DOOrS 1"5 Jrane o — sttt :

‘ S ~ ) 3 | Close Combat

( ) Action (Basic) Crawl (Double) 8 I A :
Cool (Cl) 2d6 = ) Operate Door (Simple ' i

| ) | Only once , = ( P : ( D ) ) ! [ 1TurnFace | |

( ) ' Access Terminal (Basic) Int-2 I I

| Willpower (Will) 2d6 y o \ | Turn facing (Free) D Defender -> Operate Door : | : | :

' . | éctlon (Do;ble). Doesn't cost an action | [ Force Door (Basic) d6+S >= 9] i 2 Pick Weapons | |
Intelligence (Int) 2d6 = | Counts as 2 actions | | -Only before first action | +2 per friend at door l !

) S i | 3 Attack Dice (A) [

.................................................................................................................................................................................................................................................................................... . || +1 Dual Weapon l
Special Terrain. =~ | | *1Charge l
- | |
[ [
[
| Archaeotech Console 1"| | Ductway 1" | | Beast's Lair 6" | i 4 Declare Target(s) !
Activate Device (Basic) Int _)' Crawl Through (Double) | Within 6" roll d6 6 i 5 Hit Roll(s) (WS) i
Pass: Weapons 3" gain "Shock" 1" other side; 1" from enemy | y,| Result > " to lair -> Attacked: .~ *+1 Assist l
Fail: 3" d6 S2 with "Shock", pinned . . - N S6, AP-2, D3, Knockback 2 -1 Interference l
Fire Through (Basic) . . \ 2
| D Wat | " . From center of lair :
eep Water |y —Target.1 from other side [7 Enemy Reaction Attacks |
Injured ends action roll d6 N%”R;::;’;m&l eftlo o ﬁf:s'z) o[ AttacklarT4ws | v
1 fighter goes Out Of Action \ P / L -2 Hit rolls J | 8 Consolidate (2") |
Loot Caskets 1" Nerve Tests Traps (Shootable) . Toxin-Instead of Resolve Hits:
[ Smash Open (Basic) ] Friend injured Or OOA within 3" -> Cool [ Within 2" move or 1" door (d6) | Attacker: 2d6
d6+S >= 6; Result -1 -No e.ngageq fighters . 1 Trapis a dud and removed Defender: 1d6+T
[ Bypass Lock (Basic) Int Check ] % -No plr\ned f!ghters o 2-3 St_ays in plcae 1
: : - |-No injured fighters | | 4-6 Trigger and remove marker | . | Attacker > Defender -> OOA

[Carry (Simple) Move with Casket] - % L—'Shoot _1 short, -2 long (d6) Y | Attacker = Defender -> Injured

- N | i - :

- © | Broken and run for cover | (1-2 miss, 3-4 Trigger, 5-6 Disarm| Attacker < Defelnder -> Nothing
Opening Caskets Result - | -Only CC Reaction I - 2 I
1 Dangerous -> Frag Trap % r—) Frag: 5" Blast S3, APO, D1 | * |
2-3 Nothing usefull = I _ : 2 2 Enemy Save Roll
e AmmogCache: Run For Cover (V\./h?n |n LOS of Enemy) i— »| Melta: Place crater (Falling) ]
+2 Reload or Reload Scarce 3 ALl8) IOV, IS & I -3 Gas: 2d6 radius gas attack
On 6 Cache is exhausted -If possible, end not visible to enemy [ 3 Inflict Damage (Ignore Wounds) |

-If visible, to best cover or as far away a.p.




