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BEFORE YOU READ ANY FURTHER:

If this is your first contact with Infinity N4, we recommend that you begin by getting familiar with Infinity CodeOne. There you will find everything you need to know to

play your first games. Then you can check the full rules present in this book.

INFINITY N4, A MINIATURES COMBAT GAME

INFINITY N4 1S A 28 MM METAL MINIATURES GAME SIMULATING SPECIAL OPERATIONS AND SKIRMISHES IN A HIGH TECHNOLOGY SCI-FI UNIVERSE.
INFINITY N4 RECREATES DIRECT ACTION OPERATIONS, WHICH ARE QUICK, LETHAL, AND VERY RISKY. THE PLAYER ASSUMES COMMAND OF A SMALL GROUP OF ELITE
TROOPERS ENGAGING IN UNDERCOVER AND CLANDESTINE OPERATIONS.
INFINITY N4 1S AN INNOVATIVE GAME SYSTEM, DYNAMIC AND ENTERTAINING, WHICH ALLOWS ALL PLAYERS TO PARTICIPATE DURING THE ENTIRE GAMING SEQUENCE.
IT POSSESSES A GREAT AMOUNT OF REALISM AND FLEXIBILITY, PROVIDING PLAYERS WITH A WIDE VARIETY OF TACTICAL AND STRATEGIC MANEUVERS TO EMPLOY
DURING THE GAME.

INFINITY N4: OBJECTIVE AND
GAME SUMMARY

Infinity N4 is a competitive game that pits two rival armies against each otherina
struggle to complete a series of tactical objectives. The game lasts three rounds, or
until all a player’s units are eliminated. Mission details and the different End-Game

modes that determine the winner are described further below.

Once the table is set, the players start the game by deploying their miniatures and
markers on the gaming table. The game is organized through a series of Game
Rounds, and in each Round, each player has their own Active Turn. During their Active
Turn, each player assigns Orders to the Troopers to activate and play with them,
moving them about the table, attacking enemy Troopers, and accomplishing the
scenario objectives. At the same time, the opponent is also playing, by reacting to the
actions made by the player who has the Active Turn, thanks to Automatic Reaction
Orders (ARO).

During the game, the Rounds continue until the End-Game conditions are met, which
ends the game. Once the game has finished, the players check their Objective Points

and their Victory Points to determine who the winner is.

(0 0 e 5 e 9






THESE RULES ARE A STREAMLINED AND SIMPLIFIED VERSION OF THE INFINITY N4 GAME SYSTEM THAT WILL ALLOW YOU TO EASILY UNDERSTAND THE BASICS
OF THIS GAME.
ONCE YOU HAVE PLAYED THEM, YOU WILL KNOW THE BASIC GAME MECHANICS AND IT WILL THEN BE VERY EASY FOR YOU TO ACCESS THE COMPLETE RULES.

WITH THE COMPLETE RULESET YOU WILL HAVE A GREATER VARIETY OF TACTICAL AND GAMING POSSIBILITIES, AND YOU CAN ENJOY INFINITY N4 IN ITS
TOTALITY. CONNECT TO INFINITYTHEUNIVERSE.COM TO KNOW MORE!

IMPORTANT

This Introductory Game is an abridged and streamlined version of the basic
Infinity mechanic, similar to the Tutorial Games of Infinity CodeOne’s Battle

Packs, and has been included as a stepping stone to Infinity N4 so new players

may have a general preview of the system before delving into it fully.
Players who are already familiar with Infinity CodeOne may skip this
Introductory Game and go directly to the “Basic Rules” section.

WHAT YOU NEED

To play Infinity N4 you will need the following things

available for free on the Download section of the official Infinity website

Some 20-sided dice (d20).

A24x32inch gaming table.

at: Infinitytheuniverse.com.

A measuring tape of at least 48 inches.

Scenery. At least 4 big elements and 10 small items.

Unconscious State Tokens and Order Tokens.

6 Infinity models to represent the 3 Troopers of both players.

All of them are included in the Infinity Battle Packs and are also all

UNIT PROFILE DESCRIPTION

e | 0100100
MOV | CC | BS PH | WIP [ ARM | BTS AVA
4-4 13 12 10 12 1 0] =

» BS Weapon: Combi Rifle

Ol 0|10]10
MOV | CC BS PH [ WIP | ARM | BTS AVA
4-4 15 " 10 18 1 ] =

» BS Weapon: Combi Rifle

Attributes are a series of numeric values that describe the basic capabilities of

Troopers. In game terms, these are used to make Rolls and calculate the success or

failure of attempted actions made by Troopers.

INTRODUCTORY

GAME

UNIT PROFILE DESCRIPTION

The main Attributes are as follows:

= MOVEMENT (MOV)

The number of inches this Trooper can move with an Order. The MOV

Attribute usually has two values: the first time the Trooper moves in an

Order, and the second.

m BALLISTICSKILLS (BS)
This conveys the Trooper’s prowess in ranged combat.

m PHYSIQUE (PH)

This represents all physical skills, such as strength, dexterity, throwing,

dodging...

= ARMOR (ARM)

This is a numeric value for the Trooper’s overall armor. The higher

the value, the heavier and more effective the armor is in reducing the

damage of enemy weapons.

= WOUNDS (W)

This represents the physical endurance of the Trooper, and how much

punishment it can withstand before losing consciousness or dying.

DISTANCES AND
MEASUREMENTS

When measuring the distance between two Troopers, players must measure between

the closest parts of their bases.

Todetermine what the distance is between two objects or scenery items, players must

measure a straight line between them.

When moving Troopers around the battlefield, players must measure the complete

route (including, for example, any detour to avoid obstacles) and must always use the

same part of the base for their measurements.
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GAME SEQUENCE

GAME SEOUENCE

PLRYER1 PLAYER 2
TURN I TURN

SRR IARRNR
KRR

"e'e'ele'e'e'efo'e

Each Player Turn is divided into these steps:
1. Startofthe Turn: Tactical Phase
1.1 Order Count

For each Trooper deployed on the table that is notin a Null State (Unconscious,
Dead...), the Active Player adds one Regular Order to his Order Pool.
2. OrderPhase
This is the main phase of the Player Turn, when the Active Player gets to use his
Order Pool to activate her Troopers.
3. StatesPhase
Once the Active Player runs out of Orders, or decides not to use the remaining ones,
both players will carry out any checks for those States or Skills that require it.
4. EndoftheTurn
Once all checks are made, the Active Player’s Turn ends.

<o TROOPER ACTIVATION

= -— STRUCTURE OF AN ORDER
T SHORT SHORT
R MO;;]I];%ENT MO;/I];PEENT
Line of Fire (LoF) is the criterion by which players determine whether a Trooper can see ' SR " "
itstarget. X — SHORT

MOVEMENT
SKILL SHORT SKILL

Fora Trooper to be able to draw LoF to its target, it must meet these conditions:

m The target must be totally or partially within the Trooper’s front180° arc. The expenditure of an Order allows the activated Trooper to declare one of the
m The Trooper must be able to see part of the volume of its target, with a minimum following combinations of Skills:
size of 3x3mm.
m LoF can be drawn from the Trooper to any point in the target’s volume without m Anyone Short Movement Skill plus any one Short Movement Skill.
being obstructed by any pieces of scenery or Troopers (friendly or enemy). m Anyone Short Movement Skill plus any one Short Skill (and vice versa).
There is no limit to the number of times Orders can activate the same Trooper during

TYPES OF ROLL AND ts Actve Turn,
SUCCESS VALUE

Infinity N4’s game mechanics revolve around two types of d20 rolls: Normal Rolls (this IMPORTANT
rollis used when a Trooper is not facing off against an enemy) and Face to Face Rolls Even though they are declared one after the other, both Skills ina single
(when two or more Troopers act at the same time to try to thwart each other’s progress). Order are performed simultaneously. For example, if you declare Move plus

BS Attack, you can make the BS Attack at any point during the declared
The Success Value (SV) is the numeric value resulting from applying any applicable movement route, and not necessarily at the end of that route.
Modifiers to the Attribute being used for the Skill. To find out if a Skill has succeeded, a
d2ois rolled and the result is compared to the Success Value. Any result thatis equal to

or less than the Success Value means that the Skill was successful. A R O 5 A U TO M ATI C R EA CTl O N O R D E R

Thanks to the Automatic Reaction Order (ARO) mechanic, the action and decision-

To resolve a Face to Face Roll, compare the two Troopers’ successful Rolls. Any success making never stops. Even during their opponent’s Active Turn, a player’s Troopers can
thatis lower than the opponent’s is cancelled. If the highest successes are tied, all react each time the opponent activates one of his Troopers with an Order. There is

successes in the Face to Face Roll are cancelled.
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no limit to the number of Troopers that can react to the activation of a single enemy » Ifthe user declares Move again with the second Short Skill of the same Order,
Trooper. The ARO declarations of the Reactive Player’s Troopers are considered valid he may then move up to the second value of his MOV Attribute in inches.
when an enemy Trooper activates within its Line of Fire (LoF). » Oncedeclared, Troopers always reach the end of their Movement, even if they

fallinto a Null State (Unconscious, Dead...).
ALL AT ONCE

In Infinity N4, Orders and AROs are simultaneous regardless of the Skills declared.

ORDER EXPENDITURE SEQUENCE

1. Activation: The Active Player declares which Trooper will activate.
1.1. Order expenditure: The Active Player removes from the table, or otherwise REQUIREMENTS
marks as spent, the Order he uses to activate the Trooper.

BS ATTACK

1.2. Declaration of the First Skill: The Active Player declares the first Short Skill of
the Order, or the Entire Order he wants to use.
If movements are declared, the player measures where the Trooper can move,
chooses the route, and places the Trooper at the final point of its movement.
2. Reactive Player’s AROs
2.1. ARO Check. The Reactive Player checks if they are allowed to declare AROs

with their Troopers. Players can check from the Active Trooper if any Trooper
or Game Element is inside the Zone of Control (ZoC) of the Active Trooper.

2.2. ARO Declaration. The Reactive Player declares the AROs of those Troopers » The user employs his BS Attribute to fire upon one or more enemies.
thatare allowed to declare one. Troopers are not forced to declare AROs, but if » If the attacker has more than one target and a BS Weapon, he must distribute
a Trooper can declare an ARO and fails to do so, the chance to declare an ARO his attacks as part of the BS Attack declaration.
is lost. » All shots must be declared from the same point.

3. Declaration of the Second Skill: The Active Player declares the second Short
Skill of the Order, if applicable. If movements are declared, the player measures

MBI RIFLE

where the Trooper can move, chooses the route, and places the Trooper at the
final point of its movement.
4.Reactive Player’s AROs
4.1. ARO Check. The Reactive Player checks if they are allowed to declare AROs
with those Troopers that couldn't declare an ARO in the previous ARO Check
step. Players can check from the Active Trooper if any Trooper or Game
Element is inside the Zone of Control (ZoC) of the Active Trooper.
4.2 ARO Declaration. The Reactive Player declares the AROs of those Troopers
thatare allowed to declare one.

5. Resolution: Check that the declared Skills and pieces of Equipment meet their
respective Requirements, measure all distances, determine MODs, and

both players make Rolls. If any Skill or piece of Equipment doesn't meet its COMBIRIFLE rEifsze
Requirements, the Trooper performs an Idle. BamageAl B:3
5.1 Effects: Players apply all effects of successful Skills and Equipmentincluding Ammo: N Saving Roll Attribute: ARM
Saving Rolls and Dodlge movement

5.2 Conclusion: Guts Rolls are made. The effects of Guts Rolls and Alert are 16" 32" 48" 96"
applied. End of the Order. +3

COMMON SKILLS

Common Skills can be employed by any Trooper. The main Common Skills are Move,
BS Attack and Dodge.

Before making a BS Attack Roll, the distance between the Trooper and their target
must be measured and the corresponding Modifiers to the BS Attribute (Range and
Cover) must be applied.
MOVE

Sln @A e A3 = N S dIEE  TheActive Player rolls as many d2os as their Combi Rifle’s Burst (B) value indicates,
while the Reactive Player’s Burst (B) is always reduced to1.

RANGE

Combi Rifles have the following values:

REQUIREMENTS

m Ifthe distance between the Trooper and the Target ranges from o to 16 inches,

EFFECTS the Trooper has a +3 MOD to their BS Attack Roll due to distance.
» Bydeclaring Move, the user may move up to the firstvalue of his MOV Attribute m Ifthedistance is greater than 16 inches and equal or lesser than 32 inches, the
ininches. Trooper has a-3 MOD to their BS Attack Roll due to distance.

m Ifthedistance is greater than 32 inches and equal or lesser than 48 inches, the
Trooper has a-6 MOD to their BS Attack Roll due to distance.
m  BSAttacks automatically fail if the distance is greater than 48 in
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KEEPING DEPLOYMENT
C O V E R The player who kept Deployment gets to choose who deploys first, and in which
ATrooper is in Partial Cover when it is in contact with a scenery element that partially Deployment Zone.
obscures a full view of the Trooper being targeted by a BS Attack.
Both players will deploy on opposite ends of the game table, in a Deployment Zone 8
If the target s in Partial Cover, the attacker will apply a -3 MOD to their BS Attack Roll inches deep and 24 inches wide.
and the BS Attack’s target reduces the Attack’s Damage by 3 for Saving Roll purposes.
The Deployment Phase is divided into the following steps:

m PlayerOne Deployment.
m Player Two Deployment.

DEPLOYMENT RULES

» The Trooper must be in base contact or have LoF to an enemy Trooper. To deploy your Troopers on the table, follow these rules:

m The base of each Trooper must be entirely within the Deployment Zone.

» When declaring Dodge, the Trooper performs a PH Roll to avoid suffering an m Troopers cannot deploy in a location without enough space to fit their entire base.
Attack.

» Dodge allows the user to move up to 2 inches, during the 5.1. Effects step of the G A M E R D U N D E X A M P L E
Order Expenditure Sequence, if the Roll is successful. Both players secretly pick one of their 3 Troopers as Lieutenant and make the

Initiative Roll between their Lieutenants’ WIP.

ARMOR AND DAMAGE

Damage is the capacity of a weapon to harm or impair its target in any way. However, %\ FUSILIER

WIP
2

this Damage is not usually applied to the target as is. Targets often have the right toa
Saving Roll that determines if their Armor (ARM) protects them from said Damage.

To measure an Attack’s Damage, the player must subtract from the Weapon's Damage:

m Thetarget’s ARM Attribute.
m The (-3) MOD due to Partial Cover, if applicable.

If the final result is equal to or lower than the Damage value of the Attack, the

impact is successful, when this happens, the most common consequence is the loss of
one point from the target’s Wounds.
The YuJing Player wins the Initiative Roll and decides to keep the Initiative
If the final result is higher than the Damage value of the Attack, the target receives (to be Player1) and begin first. The PanOceanian Player (Player 2) therefore
no Damage and suffers no alteration to its Attribute profile or its State. decides that YuJing should deploy their Troopers first. The Yu Jing Player
decides to place them as indicated on the map. Next, the PanOceanian
If the value of the Wounds Attribute of a Trooper reaches o, then that Trooper enters Player does the same, knowing YuJing’s starting positions in advance.
the Unconscious State. However, if the Wounds Attribute falls below o, the Trooper

enters the Dead State and is removed from the game. 1.STARTOFTHETURN: TACTICALPHASE

INITIATIVE AND DEPLOYMENT 1 l

players rolla D20 and compare their results and the one with the higher result (that 1

Before the game begins, players make a Face to Face Roll using their respective

Lieutenant’s WIP Attributes (select one Fusilier and one Zhanshi respectively). So, both

does not exceed their Lieutenant’s WIP Attribute) is the winner of the Initiative Roll. i

The winner of the Initiative Roll can choose between keeping Deployment and keeping
Initiative. Whichever option the winner declined goes to the other player.

KEEPING INITIATIVE = I

The player who kept Initiative gets to choose which player has the first Player Turn and & @
which player has the second Player Turn in each Game Round. This order is maintained

throughout the game.

Order Count: having 3 available Zhanshi deployed, Player1 places 3 Orders
onthetable.
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Player1 declares who Active Trooper the is, removes the Order from the
table and declares the first Short Skill: Move.

Player 2 does not declare any AROs because the buildings cover the YuJing
Trooper’s advance.

For the second Skill of the Order, Player1 declares Move once again and

moves 4 inches. Again, there are no AROs.

With the second Order, Player1 declares Move yet again, reaching the corner
of the building, and staying in cover. Player 2 declares the ARO BS Attack
with the two Troopers that now have LOF. Player1 also declares BS Attack
and distributes their Combi Rifle’s B3 (2 dice against one target and 1 die
against the other).
In the Resolution of the Order, the Players measure the distance, 15 inches
and 12 inches respectively, so they will have a +3 MOD due to range, that will
be compensated by the -3 MOD due to all the Troopers being in Cover.
In this case, the Success Value will therefore be:

m Yuling:
BS =11, +3 due to Range, -3 due to Cover. SV=11.

m PanOceania:
BS =12, +3 due to Range, -3 due to Cover. SV=12 for both Troopers that
declared an ARO.
When comparing the results of both Face to Face Rolls, it turns out that the
14 isa miss and the 7 is the higher value, thus winning the roll.
In the other Face to Face Roll, the two 8s are a tie, and both are cancelled.

Asthe7isawinningroll, Player 2 will have to make a Saving Roll: Attack
Damage =9 (13 weapon damage, -3 due to Cover, -1 ARM). Any result that is
equal to or less than 9 will imply the loss of one Wound. Player 2 rolls the die

and obtains a7, so their Trooper falls Unconscious. (See image 1)

With their last Order, Player 1 decides to declare Move from one blast barrier
to the next. Player 2 declares BS Attack as their Trooper’s ARO and Player1
declares Dodge as their second Skill. SV are calculated for the Face to Face
Roll.

m Yuling: Dodge with PH=10.SV=10.

m PanOceania: BS =12, -3 due to Range (18 inches) and no negative MOD
due to Cover, since they decided to shoot at the enemy before they
reached the second blast barrier. SV =9

They roll the Dice and the results are:

m Yuling:7.

m PanOceania: 6.

Both Players Rolls are successful, but the YuJing Player’s higher value
prevails. Now the YuJing Player may move up to 2 inches during step 5.1.
Effects of the Order Expenditure Sequence, without generating AROs.

(Seeimage 2)

3.STATES PHASE
Once the Active Player has spent all their Orders, both Players make
whatever checks are required by States or Skills. In this case, no check is

made.

4.ENDOFTHETURN
Now, the first Active Turn of Player 2 begins. Given that one of their three
Fusiliers is Unconscious, Player 2 has only 2 Orders. Remember that Troopers
in the Unconscious State do not add Orders to the Player’s Order Pool.
The end of Player 2’s Active Turn will also mark the end of Round 1and the
beginning of Round 2, with Player1 as Active Player, and so on until all of the

Players’ Troopers have been eliminated, or Round 3 ends.

After this introduction, you're now ready for your first game!!
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BASIC RULES

THE BASIC RULES ARE ONE OF THE PILLARS OF THE GENERAL GAME MECHANICS; THESE ARE THE RULES ALL PLAYERS MUST KNOW IN ORDER TO PLAY. THIS
CHAPTER CREATES THE GAME ENGINE THAT ESTABLISHES INFINITY N4 AS AN EXCELLENT MODERN TACTICAL COMBAT SIMULATOR.

BASIC RULES ESTABLISH THE CHARACTERISTICS OF INFINITY N4 TROOPERS AND THE WAY IN WHICH THEY BEHAVE INSIDE THE GAME ENVIRONMENT. THEY
ALSO DETERMINE HOW TO CREATE COMBAT FORCES AND THE RULES NEEDED TO BEGIN PLAYING, AS WELL AS THE GAME STRUCTURE. THE FUNDAMENTAL
SECTION OF THIS CHAPTER IS THE EXPLANATION OF THE ORDERS SYSTEM, THE CENTRAL CORE OF THE GAME MODEL THAT PLAYERS WILL BE USING
CONSTANTLY. IT IS THE SYSTEM THAT ENABLES PLAYERS TO PARTICIPATE DURING THE ENTIRE GAME, WITHOUT HAVING TO STOP PLAYING AT ANY POINT.

WHAT YOU NEED

To play Infinity N4 you will need the following things:

A measuring tape of at least 48 inches.
Some 20-sided dice (d20).
Corvus Belli miniatures to represent the Troopers of both players.

Scenery. At least 4 big elements and 10 small items. As it will be soon
become apparent, scenery and terrain are a very important part of Infinity
N4.

m A48x48-inch gamingtable. Although the game can be played on smaller
surfaces, this is the ideal gaming table size to player larger games of
Infinity N4.

m Markers, Tokens and templates. All of them available for free on the

Download section of the official Infinity website at: infinitytheuniverse.com

GAME MODES

During a game of Infinity N4, depending on how familiar you are with the game, we

recommend the following Game Modes:

TYPE OF TABLE DEPLOYMENT ARMY SWE GAME
GAME SIZE ZONE POINTS DURATION
.. 24X32 . .
Initial Matches inches 8x 24 inches 150 3 40 min
Raid Matches .32X48 8x32inches 200 4 50 min
inches
Intermediate 32Xx48 . .
Matches inches 8 x32inches 250 5 60 min
Standard 48x48 . .
Matches inches 12 x 48 inches 300 6 90 min
Large Matches ‘.‘8)(48 12 x 48 inches 400 8 120 min
inches

GAME ELEMENTS:
TERMINOLOGY AND
ALIGNMENT

This rules set uses precise terminology throughout to refer to key elements of the
game that players have at their disposal.

You can find all Infinity N4 Terminology and Alignment in the Glossary found on page
151.

OPEN AND PRIVATE
INFORMATION

Information inan Infinity N4 game can be either Open or Private.

Consider any piece of information on a player’s Army List that is not explicitly Private as
Openand knowable to all. You must share Open Information about your Army List while
you deploy your Models, Markers and Tokens during the Deployment Phase, and also any

time your opponent asks during the game.

Private Information is information you can keep to yourself that your opponent cannot
askabout. Your Private Information remains secret until a specific game event forces you
todiscloseit.

You are required to write down all Private Information before the game starts to show

your opponent if necessary.
These pieces of information are Private in Infinity N4:

Your Troopers’ Costand SWC.

The presence of Troopers possessing the Combat Jump or Parachutist Special Skill.
The presence of Hidden Deployment Troopers.

The presence of troopers disguised by HoloMask.

The identity of Troops with Chain of Command or Counterintelligence.
m The contents of your Markers.
m Theidentity of your Lieutenant.
When the game ends, an Army List’s Private Information becomes Open Information.

LABELS AND TRAITS IN
INFINITY N4

The function of Labels and Traits is to quickly indicate details and to group common
features.

LABELS

Labels indicate a series of defining aspects of a Skill, Special Skill or piece of Equipment
for quick reference. You can find all Infinity N4 Labels in the Glossary found on page 151.

TRAITS

Most weapons and Equipment have special features, called Traits.

Traits usually relate to Common Skills or Special Skills, or to specific effects that make
these items special. Some of them are self-explanatory. You can find all Infinity N4
Traits in the Glossary found on page 152.
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BASIC CONCEPTS
IN INFINITY N4

ARMIES

In Infinity N4 there are several Factions that represent the different Armies of the

Human Sphere and the alien forces of the Combined Army.

PanOceania Yu Jing Ariadna Haqgislam Nomads
v
L)
. @
\_
Combined
Army ALEPH Tohaa

DELTA UNIT
MOV CC BS PH WIP ARM

UNIT PROFILE

“Soldiers” in Infinity N4 are called Troopers and are grouped into Units belonging

to each Army.

All members of a Unit have received the same training and have the same
Attributes, Skills, and the same basic gear. Each Unit has a Unit Profile with all the
data you need to play it.

EXAMPLEOF DIFFERENT UNITS BELONGINGTO

0-12:
‘ Gamma Unit
‘ Razor Unit

‘ Gangbusters,
Special Crime Squad

0
‘ Epsilon Unit ‘\ p
S o

A{PERCHOT,
8 RN

‘ Omega Unit 9 ‘ Cyberghosts
. &/
- 4 -—
Specialized Support
‘ BEEIEapaE ‘ Unit Lambda

s
Included below is the format for Unit Profiles, to help you become familiar

with the terms, Attributes, and all the Profiles’ information.

/

A

i

/S

¢

ST

N

D, 4
PRy RS

),
N

1. Common Characteristics of the Unit.

2. International Standard Code.

BTS W S AVA 3.

4-4 15 12 12 13 3

0 2 4 3. Attributes.

Special Skills: Combat Jump - Parachutist - Terrain (Total)

Weaponry | Equipment || Peripheral @
Boarding Shotgun, Panzerfaust

Spitfire

Boarding Shotgun | Medikit

Boarding Shotgun | Medikit || YUDBOT-B

DELTA Doctor
DELTA Doctor
DELTA Forward Observer
DELTA Hacker (Killer Hacking Device) Combi Rifle, Light Riotstopper, D-Charges

ISC: Yudbot-B

YUDBOT-B
MOV CC BS PH WIP ARM

Combi Rifle, Light Riotstopper, Pulse Flash, D-Charges

Sk

4.Common Equipment and Special Skills for

Melée Weapons @
the Unit.

Pistol, CC Weapon
Pistol, CC Weapon
Pistol, CC Weapon
Pistol, CC Weapon
Pistol, CC Weapon
Pistol, CC Weapon

5.Name and different combinations of
Special Skill, Equipment, and Weapons and

ther Cost for each Trooper.

6. Peripheral.

BIS W S AVA

6-4 11 8 10 13 0

3 (] 0

) - Terrain (Total)

Special Skills: Mimetism (-3) - Peripheral (Servant) - Combat Jump -

‘, Name Armament | Equipment || Peripheral

| Yupot

g y (

Melée Weapons
PARA CC Weapon (-3)




In this Trooper Profile example we can see the Delta Unit has different
options, each of them possessing different weapons and pieces of
Equipment, and one that also includes a Yudbot-B, which is a Peripheral,

aspecial category of Trooper, with the Delta as its Controller.
All this makes each Unit unique and sets them apart from the rest.
The contents and features specific to each Trooper are shown in different ways:

m Under the Attributes, Equipment and Special Skills common to all Unit options
are shown.

m When one of the options of a profile has a Special Skill, it will be shown next to
the Trooper’s name.

m Ifone of the options has Equipment, it will be shown in round brackets next
to the name or Special Skill. For example: (Multispectral Visor L2) or Hacker
(Hacking Device).

m Equipment s separated from BS Weapons by a vertical bar (") in the Weaponry
and Equipment column.

m Peripherals are separated from Weapons and Equipment by a double vertical
bar (“||") in the Weaponry and Equipment column.

m CCWeapons, or special weapons that may be used as BS or CC Weapons, are in

the Melee Weapons column.

TROOPER CHARACTERISTICS

The following terms are important for playing:
[] o Training: Type of Order contributed by the Trooper to the Order Pool.

m Troop Type:

m LI-LightInfantry m TAG-Tactical Armored Gear.
m MI-Medium Infantry m WB-Warband
m Hl—Heavy Infantry m SK—Skirmisher
m REM-Remote ] Peripheral

m Trooper Classification: Trooper classification identifies the unit’s function
within the army and its most salient operational features. It can determine
army compositions in missions and scenarios.

m Garrison Troopers m Headquarters Troopers

m Line Troopers m Mechanized Troopers
m Specially Trained Troopers m Support Troopers

m Veteran Troopers m Mercenary Troopers
m Elite Troopers m Character

m ISC (International Standard Code): To avoid confusion, O-12 has created an
international nomenclature, for its intelligence reports and analysis, which

stays constant across different languages.

[] @ Hackable: This Characteristic identifies those Troopers technologically
advanced enough to suffer attacks from or be aided by infowar and hacking
systems. A Trooper with the Hackable Characteristic can be targeted by both
allies and enemies using certain Hacking Programs. HI, REM, and TAG Troopers
are Hackable unless otherwise stated. Hackers, regardless of Troop Type, are
also Hackable.

BASIC RULES

Want to know more? You may find all the additional info to
further explore the Infinity Universe in fluff books,
articles and appendices!

Sibylla’s advice

ATTRIBUTES

Attributes are a series of numeric values that describe the basic capabilities of
Troopers and game elements. In game terms, these are used to make Rolls and
calculate the success or failure of attempted actions made by Troopers and game
elements. For simplicity, Attribute definitions always refer to the term Trooper.

MOVEMENT (MOV)

The number of inches this Trooper can move with an Order. The MOV Attribute usually
has two values: the first time the Trooper moves in an Order, and the second.

CLOSE COMBAT (CC)

This conveys the Trooper’s prowess in hand-to-hand combat.

BALLISTIC SKILLS (BS)

This conveys the Trooper’s prowess in ranged combat.

PHYSIQUE (PH)

This represents all physical skills, such as strength, dexterity, throwing, dodging...

WILLPOWER (WIP)

This represents all mental skills, such as Discover, Doctor, Hacking...

ARMOR (ARM)

Thisis a numeric value for the Trooper’s overall armor. The higher the value, the heavier
and more effective the armor is in reducing the damage of enemy attacks.

BIO-TECHNOLOGICAL SHIELD (BTS)

Thisis a numeric value for the Trooper’s NBC (Nuclear, Biological, Chemical),
Nanotechnological, Electromagnetic, and Anti-Hacking protections.

WOUNDS (W)

This represents the physical endurance of the Trooper, and how much punishment it
can withstand before losing consciousness or dying.

STRUCTURE (STR)

This alternative to the Wounds Attribute represents the capacity of mechanical
Troopers (TAGs, REMs...) or scenery structures to soak up damage before ceasing to
function.

AVAILABILITY (AVA)

This indicates the number of Troopers from this Unit allowed in a single Army List.

SILHOUETTE (S)

Thisindicates the three-dimensional volume of the Trooper for game purposes. The
value refers to a specific type of Silhouette Template.

SUPPORT WEAPONS COST (SWC)

The costin Support Weapon Points paid for adding a Support Weapon to a Trooper of
that Unit. This value is pivotal when constructing your Army Lists.
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COST (C)

Thisis the value in Army Points of the Trooper with all its Special Skills, Weapons, and

Equipment. This value is pivotal when constructing your Army Lists.

SKILLS AND EQUIPMENT

In the corresponding sections of this rulebook you will find each Common Skill,
Special Skill, and piece of Equipment in Infinity N4 explained in detail.

WEAPONRY

In the Combat Module section you will find all the information needed to use
Weapon Charts in Infinity N4, and in the Weaponry section you will find those
weapons that require further explanation.

GAME STATES

‘State’ is a game term for each of the altered conditions, beneficial or not, thata

Trooper or game element might find itselfin.

Each State has a specific game effect, as well as individual methods of activation and
cancellation. States in Infinity N4 are cumulative, and are indicated by placing State

Tokens next to an affected Trooper.

ARMY LIST

The Army List is the list of Troopers that make up the combat forces the player will be

using during the game.

In order to play a game of Infinity N4, the first step will be to determine the number of
Army Points with which the Army Lists will be created. This number will be decided by
mutual agreement between the players, or it could be determined by the organizer in

the case of an event.

An Army List may include a maximum of 15 Troopers.

Astandard Infinity N4 game is organized with 300 Points and 6 SWC, which would let
players include up to 15 Troopers for an average duration game.

REMEMBER

Only those Troopers who contribute or spend Orders take up space in the
Army List. Peripherals do not contribute or spend Orders, so they do not count
towards the maximum limit of 15 Troopers in an Army List.

SECTORIAL ARMY LISTS

The Sectorial Armies are specific sections of a faction, or small territorial armies from
aspecificarea, region, or planet of the faction to which they belong. Each faction in

Infinity N4 may have one or more Sectorial Armies.

The Sectorial Armies have their own distinct Army Lists with Trooper Availabilities
thatare different from the generic Army of the faction they belong to. They will often
have greater access to specific units, at the cost of not being able to access other units
from their generic Armies, which in turn belong to other Sectorial Armies of the same
faction.

A player who uses a Sectorial Army List will only be able to field Troopers listed in the
Sectorial Army, and will not be able to field Troopers from the Generic Army List that

are not specifically listed in the Sectorial Army.

At the same time, if a Generic Army List is used, players may not field Sectorial Army
Troopers that are not included in the Generic Army List, or field the troopers using the

Availabilities listed for the Sectorial Army.

ARMY POINTS AND VALUE

The total sum of the Cost of the Troopers that make up an Army List must always be
equal to or lower than the number of Army Points agreed upon for the game.

In order to create an Army List, the player needs to select his Troopers from the ones
available for his faction (PanOceania, YuJing, Combined Army...) and add up their
Cost.

COMBAT GROUP

A Combat Group is a closed group of Troopers with a maximum number of

members no greater than1o.

When the total number of Troopers making up an Army List is more than 10, the
player must organize the Troopers into separate Combat Groups.

When creating the Army List, the player must assign each Trooper to a Combat
Group; he can create extra Combat Groups as needed, as long as the total number

of Troopers in each one is no greater than1o.

A Combat Group cannot normally be reorganized during the game. Because of
this, players are not allowed to transfer Troopers or their Orders from one Combat

Croup to another.

REMEMBER

Only those Troopers who contribute or spend Orders take up space in the
Army List. Peripherals do not contribute or spend Orders, so they do not count
towards the maximum limit of 10 Troopers in a Combat Group.

IMPORTANT

Although the content of a Marker is Private Information, which Combat Group
they belong to is Open Information.

If the Marker is a Deployable Weapon or piece of Equipment, it belongs to the
Combat Group of the Trooper that deployed it.




AVAILABILITY (AVA)

All Troopers have an Availability (AVA) value on their Unit Profile. The Availability
Attribute determines the maximum number of Troopers from the Unit that can be

included in the player’s Army List.

An Availability of Total allows the player to field as many Troopers from that Unit as
desired, without exceeding the agreed Army Points for the game, or the number of

Troopers allowed in the Army List.

SUPPORT WEAPONS COST (SWC])

Support Weapons are the weapons or Special Equipment notincluded in the basic or
standard equipment. These Support Weapons have a specific cost named Support
Weapons Cost (SWC).

On each Unit Profile, the SWC for each option for that Trooper is specified, taking into
account the weapons and the equipment at their disposal.

In game terms, each 50 Army Points will provide 1 point of SWC to spend on Troopers
with Support Weapons.

Forexample, in a standard 300 Point game, players will have 6 SWC points available
to spend on Troopers with Support Weapons.

EXTRA SWC:
Troopers whose SWCvalue has the + symbol will provide the player that
many extra SWC points to be added to the total of the Support Weapons
Points available for his Army List. In addition, it will not cost the player
any SWC to field these Troopers, as their SWC points value is considered
tobeo.

LIEUTENANT

Army Lists must have one Trooper with the Lieutenant Special Skill.

However, players are not allowed to field more than one Trooper with the Lieutenant
Special Skill in their Army List.

INFINITY ARMY

Infinity Army is the free and official tool to create Army Lists for Infinity. This tool
offers:

m Aneasyandintuitive interface. The software of this application assesses the
legality of each Army List the player creates, keepingin consideration the
guidelines for the creation of Army Lists, both for standard games and for
participatingin Infinity events.

m Infinity Army hasall the updated Unit Profiles available for Infinity N4.

Infinity Army is the quickest and easiest way to create Army Lists, and itis available
for free on the official Infinity website: http://infinitytheuniversecom
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ORDERS AND THE ORDER
POOL

In Infinity N4, the capacity of an army to maneuver and take actions is measured in
Orders. An Order is a game concept, a sort of currency spent to activate a Trooper so
thatit can take partin the battle. The higher the number of Orders at its disposal, the

more an army can do.

TYPES OF ORDERS
REGULAR ORDER
yr Regular Orders are those contributed by Troopers who have received
{ o regular military training, and can be expected to follow instructions,
\_J_,, " maintain discipline under enemy fire, work in a team and coordinate
with his comrades.

Regular Troopers add their Orders to the Order Pool, where they can be used by any
Troopers in the same Combat Group to take actions.

IRREGULAR ORDER

Irregular Orders are those contributed by Troopers who have learned
| tofightinanundisciplined, disorganized way, who can be expected to

;
.~ worry firstand foremost about themselves.

Irregular Troopers do not add their Orders to the Order Pool of their Combat Group,
butinstead keep them for their own use. Bear in mind that these Troopers can still

receive Orders from the Order Pool.

SPECIAL LIEUTENANT ORDER

_~_ ThisOrderis notincluded in the Order Pool, but is kept separate for

(A}

IMPORTANT

The status and expenditure of every Order is Open Information. Players must

the Lieutenant to use. The status and expenditure of the Lieutenant
Special Order is Open Information.

place the Tokens for each Order, including the Lieutenant’s, where all players
can see them. Moreover, they must warn their opponent when they are going
to using it to activate their Troopers, including the Lieutenant.

ORDER POOL

The Order Pool is the number of Regular Orders available to an Army List in its Active
Turn. The more Regular Troopers in an Army List, the bigger its Order Pool.

m Each Combat Group has its own Order Pool, that cannot be transferred from one
Combat Group to another.

m OnlyRegular Orders go into the Order Pool. The Irregular Orders and the
Lieutenant Special Order are not part of any Order Pool.

m Players recalculate Order Pools at the beginning of each of their Active Turns,
during the Tactical Phase. (further detailed in the Game Sequence section, on
page 22).

m Each Regular Trooper on the battlefield, notin any Null State, and whether in
the form of a Model or represented by a Marker, contributes an Order to their
Order Pool.

m Regular Troopers that are not on the battlefield in the form of a Model or
Marker, due to Special Skills, do not add their Order to their Order Pool until
they start their Active Turn on the battlefield as a Model or Marker. The status
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and existence of Orders provided by these Troopers is Private Information.
Regular Orders provided by these Troopers can be kept secret and out of sight of
the opponent.

m Thereis no limit to the number of times Regular Orders can activate the same
Trooper during its Active Turn; the only limit is the size of the Order Pool.

m Youcan spend Regular Orders from your Order Pools in any order. When you
activate a Trooper, you do not need to spend all Orders you plan to use on that
Trooper consecutively, but can alternate between Troopers.

m Irregular Orders can also be interspersed with Regular Orders from your Order
Pools, in any order.

m Players are not required to spend all the Regular Orders in their Order Pools.

ORDER POOL EXAMPLE

ARMY LIST EXAMPLE
List composed of:

m 10 Troopers which provide a Pool of 10 Orders.

m 12 Models (10 Troopers and 2 Peripherals).

m Peripherals do not provide an Order for the player’s Order Pool and

they are disregarded for the 10-member limit for the player’s list.

Players have several ways to consume said Orders:
The 1o Regular Orders may be consumed as seen fit. Whether to activate
up to 10 Troopers once each, to activate a single Trooper up to 10 times,
or to activate different Troopers alternatively. 4 Regular Orders to one
Trooper, 4 Regular Orders to another Trooper, and 2 Regular Orders to a
different one, for example.
Bearin mind that in order to activate a Peripheral, it must consume its
Controller’s Order, in this case, the Doctor or Engineer, respectively.

REMEMBER:

In an Infinity N4 Army List, players must assign each Trooper to a Combat
Croup; they can create extra Combat Groups as needed, as long as the total
number of Troopers in each one is no greater than 10, each with its own Order

Pool.

TROOPER ACTIVATION
STRUCTURE OF AN ORDER

Players use Orders to activate Troopers and have them perform actions in the form
of Skills (Move, Jump, CC Attack...). Depending on their complexity and the in-game
time taken, Skills are divided into:

Short Movement Skills: Can be declared twice, or be combined with a different Short
Movement Skill in the same Order. For instance, you could use an Order to Move and
Discover. They can also be combined with a Short Skill.

Short Skills: Can only be combined within the same Order with a Short Movement
Skill. Cannot be declared twice or be combined with other Short Skills.

Entire Order Skills (or just Entire Order for short): These Skills employ one whole
Order and cannot be combined in any way.

STRUCTURE OF AN ORDER

SHORT

MOVEMENT
ENTIRE SKILL

ORDER +

SKILL SHORT
MOVEMENT

SKILL SHORT SKILL

In other words, the expenditure of an Order allows the activated Trooper to declare
one of the following combinations of Skills:

m Anyone Entire Order Skill.
m Anyone Short Movement Skill plus any one Short Movement Skill.
m Anyone Short Movement Skill plus any one Short Skill (and vice versa).

IMPORTANT

Even if declared one after the other, both Skills in a single Order are performed
simultaneously. For example, if you declare Move plus BS Attack, (the Short
Skill that Troopers use to fire their weapons), you can make the BS Attack at
any point during the declared movement route, and not necessarily at the end
of that route.
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ARO: AUTOMATIC REACTION ORDER

In Infinity N4 games, thanks to the Automatic Reaction Order (ARO) mechanic, the

ORDER EXPENDITURE SEQUENCE

Each time the Active Player decides to use an Order (of whatever type) to activate a

action and decision-making never stops. Even during their opponent’s Active Turn, a Trooper, follow these step:

player’s Troopers, Models and Markers can react each time the opponent activates one

of his Troopers with an Order.

The ARO declarations of the Reactive Player’s Troopers are considered valid in the

following situations:

m Anenemy Trooper activates within its Line of Fire (LoF).
m Anenemy Trooper activates within its Zone of Control (ZoC) or Hacking Area.
m Ithasa Special Skill, weapon, or piece of Equipment that specifies that the Trooper
can react to enemy actions without LoF or ZoC.
m Itisaffected by a Template Weapon, or is the target of a Hacking Program or other
Comms Attack.
The Reactive Player must declare AROs for all elligible Troopers, Models or Markers
immediately after the Active Player declares his Entire Order or the first Short Skill of
his Order (see: Order Expenditure Sequence, page 21). Troopers that fail to do so lose
their ARO against that Order. If, by declaring the second Short Skill of its Order, the
active Trooper gives an ARO to enemy Troopers that did not have ARO against the first
Short Skill, then those enemy Troopers can declare their AROs.

Each time the Active Player activates a Trooper by spending an Order, each eligible
enemy gets one single ARO, regardless of the number of Skills the Active Player declares
during that Order.

AROs must choose one of the Troopers activated by the Order as their target.

Troopers cannot react to AROs, since only the Active Player’s Orders give AROs and only

the Reactive Player can declare AROs.

There is no limit to the number of Troopers that can react to the activation of a single

enemy Trooper.

IMPORTANT

Using an ARO, the Reactive Player can only declare Skills that specifically State they
are usablein ARO. (check the Summary Chart on page173).

Unless a Special Skill, Equipment or scenario rule States otherwise, AROs always
have Burst B1. Insuch asituation, if the Reactive Trooper has a Burstvalue higher
than onein ARO, they cannotsplititamongst different targets.

ALL AT ONCE

In Infinity N4, Orders and AROs are simultaneous regardless of the Skills declared.

Forexample, if an activated Trooper declares Move + BS Attack and chooses to shoot
from its starting position (to take advantage of a favorable Range), and its target reacts
with a BS Attack, choosing to shoot at the end of the Movement (again, for Range
purposes), then both actions are still considered to be simultaneous for all game

purposes.

IMPORTANT

All AROs are also simultaneous. This means that, ifa Camouflage Marker declares
aMove, the opponent can declare Discover with Troopers that have LoF to it, but
they cannot declare Discover with one of the Troopers and BS Attack with the rest,
waiting for the Discover Roll to be successful (see: Camouflaged State, page 90).

1. Activation: The Active Player declares which Trooper will activate.
1.1.  Orderexpenditure: The Active Player removes from the table, or otherwise
marks as spent, the Order he uses to activate the Trooper.
1.2. Declaration of the First Skill: The Active Player declares the first Short Skill
of the Order, or the Entire Order he wants to use.
If movements are declared, the player measures where the Trooper can move,
chooses the route, and places the Trooper at the final point of its movement.
2. Reactive Player’s AROs
2.1. ARO Check. The Reactive Player checks if they are allowed to declare AROs
with their Troopers. Players can check from the Active Trooper if any Trooper or
Game Element is inside the Zone of Control (ZoC) of the Active Trooper.
2.2. ARO Declaration. The Reactive Player declares the AROs of those Troopers
thatare allowed to declare one. Troopers are not forced to declare AROs, butifa
Trooper can declare an ARO and fails to do so, the chance to declare an ARO is lost.
3. Declaration of the Second Skill: The Active Player declares the second Short Skill
of the Order, ifapplicable.
If movements are declared, the player measures where the Trooper can move,
chooses the route, and places the Trooper at the final point of its movement.
4. Reactive Player’s AROs
4.1. ARO Check. The Reactive Player checks if they are allowed to declare AROs
with those Troopers that couldn’t declare an ARO in the previous ARO Check
step. Players can check from the Active Trooper if any Trooper or Game Element is
inside the Zone of Control (ZoC) of the Active Trooper.
4.2 ARO Declaration. The Reactive Player declares the AROs of those Troopers
thatare allowed to declare one.
5. Resolution: Check that the declared Skills and pieces of Equipment meet their
respective Requirements, measure all distances, determine MODs, and both players
make Rolls. If any Skill or piece of Equipment doesn't meet its Requirements, the
Trooper performsan Idle.
5.1 Effects: Players apply all effects of successful Skills and Equipmentincluding
Saving Rolls and Dodge movement.
5.2 Conclusion: Guts Rolls are made. The effects of Guts Rolls and Alert are applied.
End of the Order.

IMPORTANT

All details and choices related to the execution of a Short Skill, Short Movement Skill,
Entire Order Skill or ARO must be specified when itis declared.

Forinstance, ifyou declare a movement, specify the entire route; if you declare a BS
Attack, specify which Weapon will be used, who the targets are, where the Trooper
shoots from, how the Burst is divided, etc.

Ifthe Player declares a Skill and, during the Resolution step, he realizes the
Requirements are not met, then the Skill is cancelled and the Trooper is considered
to have performed an Idle, so they still generate AROs, and lose theammunition
orequipmentused, if they declared the use of a Disposable weapon or piece of
Equipment.
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INFINITY N4. FAIR PLAY
Checking all the Requirements may sometimes seem like a long and
difficult process. To accelerate the game, the opposing player can help the
Active Player with measurements, LoF checks and the like, thus making
the game more dynamic and fun. Since itis the base of a good gaming
environment, both players stand to win with a clean game.

INITIATIVE AND DEPLOYMENT
INITIATIVE ROLL

Before the game begins, players make a Face to Face Roll using their respective
Lieutenant’s WIP Attributes. So, both players roll a D20 and compare their results and
the one with the higher result (that does not exceed their Lieutenant’s WIP Attribute)
is the winner of the Initiative Roll. The winner of the Initiative Roll can choose
between keeping Deployment and keeping Initiative. Whichever option the winner
declined goes to the other player.

In the case of a tie, or both players failing, repeat the Initiative Roll.
In the Initiative Roll, the WIP Attribute of the Lieutenant is Open Information.

KEEPING INITIATIVE
The player who kept Initiative gets to choose which player has the first Player Turn
and which player has the second Player Turn in each Game Round. This order is

maintained throughout the game.

KEEPING DEPLOYMENT

The player who kept Deployment gets to choose who deploys first, and in which
Deployment Zone.

DEPLOYMENT PHASE

This phase comes after the Initiative Roll, once the Initiative and Deployment have
been chosen. During the Deployment Phase, before the game begins, players place
their Troopers on the battlefield.

The Deployment Phase is divided into the following steps:
1. Player One Deployment: Following the order established in the
Initiative Roll, as decided by the player who kept Deployment, the first

player places all but one of his Troopers totally inside his Deployment Zone.

2. Player Two Deployment: Once Player One is done, Player Two places all

but one of her Troopers totally inside her Deployment Zone.

3. Player One Last Trooper: Then, Player One places the Trooper he kept

back during step one.

4. Player Two Last Trooper: Finally, Player Two places the Trooper she kept

back during step two.

NOTE:

Some Special Skills, such as Forward Deployment, allow players to place
certain Troopers outside their Deployment Zones.

Other Special Skills, like Combat Jump, allow players not to place certain
Troopers on the battlefield at all during the Deployment Phase.

Finally, some Special Skills may alter the Deployment rules for both

players.

DEPLOYMENT RULES

To deploy your Troopers on the table, follow these rules:

m The base of each Trooper must be totally inside the Deployment Zone.

m Troopers cannot be deployed in contact with enemy and neutral Models,
Markers, or Tokens, or in contact with any mission objective, no matter the
Special Skills they have.

m Whena Trooper deploys, its owner can choose to deploy it Prone. To do so,
simply place a Prone State Token beside the Trooper.

m Unless previously agreed upon, Troopers cannot deploy in a location without
enough space to fit their entire base.

m Players can measure the size of the Deployment Zones, those areas where
Troopers possessing the Forward Deployment Special Skill can deploy, the
central line of the game table and any Exclusion Zone the game scenario

specifies.

GAME SEQUENCE
GAME ROUND

Infinity N4 games are divided into Game Rounds, or Rounds, during which both
players have the chance to take an active role. This means each Round is divided into

two Player Turns, or Turns, one for each player.

Atthe start of a Round, a new Player Turn begins, following the turn order determined

during the Initiative Phase.

GAME SEQUENCE

PLAYER 2
TURN

PLRYER1
TURN )

PLAYER TURN

During each Turn there is an Active Player and a Reactive Player. The Active Player
can activate his Troopers and execute actions, while the Reactive Player can react to
the activation of the Active Player’s Troopers (see ARO: Automatic Reaction Order,
page21).
Each Player Turn is divided into these steps:
1. Startof the Turn: Tactical Phase

1.1.  Executive Use of Command Tokens

1.2. Retreat! Check

1.3. Loss of Lieutenant check

1.4. Ordercount

2. Impetuous Phase
3. OrdersPhase

4. StatesPhase

5. EndoftheTurn




START OF THE TURN: TACTICAL PHASE

The Tactical Phase is the step when the Active Player makes a series of quick checks
before they start activating their Troopers.

EXECUTIVE USE OF COMMAND TOKENS

The Active Player may make Executive Use of their Command Tokens.

RETREAT! CHECK

The Active Player counts his Victory Points to see if he enters a Retreat! situation (see
End-Game Conditions, page 137).

LOSS OF LIEUTENANT CHECK

The Active Player checks whether he is in Loss of Lieutenant (see page 23).

ORDER COUNT

The Active Player counts how many Orders he has at his disposal for this Turn, by
counting the number, type and States of his Troopers.

For each Regular Trooper deployed on the table, as a Model or Marker, that is
notin a Null State (Unconscious, Dead...), the Active Player adds one Regular
Order to his Order Pool.

Then, for each Irregular Trooper deployed on the table, as a Model or Marker,
J thatis notina Null State, the Active Player places an Irregular Order Token on

" 4
the table, making it clear which Combat Group the Irregular Order belongs to

@ If the Active Player has a Lieutenant deployed on the table in a non-Null State,
the player places the Special Lieutenant Order in a visible place.

REMEMBER

Each Combat Group has its own independent Order Pool and Irregular Orders.

REMEMBER

Orders of Troopers that have yet to be deployed on the table either as
Models or Markers (for example, due to the Combat Jump Special Skill) do
not contribute to their Order Pool. Undeployed Troopers’ Orders are Private
Information, so their player can keep their Orders secret and out of sight of

the opponent.

IMPETUOUS PHASE

During this phase, the Active Player may activate each Trooper with the Impetuous

Special Skill once, without spending an Order.

ORDERS PHASE

This is the main phase of the Player Turn, when the Active Player gets to use her Order
Pool, Irregular Orders, and the Lieutenant Special Order to activate her Troopers. The
Active Player has no obligation to expend all Orders. However, unused Orders cannot be

reserved for subsequent Turns, and are lost.

STATES PHASE

Once the Active Player runs out of Orders, or decides not to use the remaining ones,
both players will carry out any checks for those States or Skills that require it. These rolls
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do not generate AROs.

All Order Tokens still on the table are removed.

END OF THE TURN

Once all checks are made, the Active Player Turn ends.

LOSS OF LIEUTENANT

Despite their training and their constant connection with Mission Control, losing a team
leader to enemy fire or system failure can wreak havoc on the discipline of soldiers,
creatinga moment of confusion in which everyone is left to their own devices, without
acoordinated tactical approach. This situation is usually temporary, and order reigns
again once the next rung in the chain of command steps up or Mission Control chooses

anew leader.

ACTIVATION

» If, during the Tactical Phase of the Active Turn, the Active Player lacks a
Lieutenant because they did not deploy it on the game table (as a Model or
as a Marker) or the previous Lieutenant is currently in a Null (Unconscious,
Dead, Sepsitorized...) or Isolated State, then a situation of Loss of Lieutenant
is automatically declared.

EFFECTS

» While an armyisin a Loss of Lieutenant situation, all Troopers in its Army List

are Irregular.
CANCELLATION

» Atthe end of the player’s Turn, they must appoint a new Lieutenant, at no
cost, which cancels the Loss of Lieutenant situation. The new Lieutenant
gains the Lieutenant Special Skill, with no additional abilities. The identity of
this new Lieutenant is still considered Private Information.

IMPORTANT

Troopers whose Unit Profile has the Irregular Characteristic or the REM Troop
Type cannot be appointed as Lieutenant.

SILHOUETTE TEMPLATES,
LINE OF FIRE AND ZONE OF
CONTROL

SILHOUETTE

In game terms, all Troopers occupy an unvarying volume on the table. This volume
is cylinder-shaped, with its width determined by the base size and its height by
the type of Trooper.

Silhouette Templates are a game aid designed to help players determine the in-

game volume and height and width of a Trooper.

If doubts about the volume of a Trooper arise during a game, players can use the
Silhouette Templates to decide exactly what cylinder-shaped space it takes up on
the game table. Any part of the model that juts out of the perimeter of its base is

ignored for game purposes.

Depending on their unit type, Troopers have in their Profile an Attribute called
Silhouette (S) thatindicates which Silhouette Template they should use.
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T ——— VOLUME AND LINE OF FIRE (LOF)

SILHOUETTE

TEMPLATES BASE HEIGHT TEMPLATE
X * 3 mm (Base Height) SX
1 25mm 25mm S1
2 25 mm 40 mm S2
3 40 mm 32mm S3
& 55mm 32mm Sa
5 40 mm 45mm S5
6 40 mm 55mm S6
7 55 mm 67 mm S7
8 70 mm 70 mm S8
Note *: While in Prone State, the width of the base corresponds with the Trooper’s Silhouette
Attribute.
LINE OF FIRE (LOF)
In Infinity, Troopers have a Line of Fire (LoF) angle of 180°, matching the front half of their

base, as shown on the base of the miniatures.

Line of Fire (LoF) is the criterion by which players determine whether a Trooper can see
its target. The Line of Fire (LoF) is an imaginary straight line thatjoins any point of the

volume of a Model, Token, Marker or valid target to any point of the volume of another.

Remember that the volume of a Model, Marker, or Token is determined by the value of
its Silhouette Attribute. Volume of a Miniature and use of the Silhouette Template to check the LOF.

Fora Trooper to be able to draw LoF to its target, it must meet these conditions: LOFEXAMPLES

m Thetarget must be totally or partially within the Trooper’s front 180° arc, unless
some Special Skill or piece of Equipment ignores this restriction.

m The Trooper must be able to see part of the volume of its target, with a minimum
size of 3x3mm.

m LoF can be drawn from any point of the Trooper’s Silhouette to any point of the
target’s Silhouette without being obstructed by any pieces of scenery or the

Silhouette of any Model (friendly or enemy).

To facilitate movement and interactions during game, we must consider the following
exceptions when drawing LoF.

m AslongasaTrooper can draw LoF to their target, the target can draw LoF to that The orange Trooper has no LoF, but the blue Trooper does.

Trooper as well, as long as that Trooper is within the target’s front 180° arc.

m Troopers that declared any Skill with the Movement Label can draw a 360° LoF all
along their route.

Troopers do not obstruct LoF all along their route.

Markers do not obstruct LoF.

Unless specified otherwise, Markers have a360° LoF.

Troopers engaged in CC have a 360° LoF, but only to whatever they arein
Silhouette contact with. Therefore, Troopers engaged in CC cannot draw LoF to
Troopers or game elements that they are not in Silhouette contact with.

LOF: GAME AIDS

Miniature poses and irregular scenery can make LoF hard to determine. In

those cases, itis up to the players to reach an agreement. Trying to look at the Both Troopers have a LoF
target from the miniature’s point of view can be useful. To make checking

LoF easieritis advised to make use of Silhouette Templates, rulers, laser

pointers... to see whether anything obstructs the LoF.
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ZONEOFCONTROL

The blue Trooper has no LoF, but the orange Trooper does.

iy

Both Troopers have LoF.

ZONE OF CONTROL (z0C)

Troopers have an awareness of their surroundings. Zone of Control (ZoC) is defined
asan imaginary cylinder with a radius of 8 inches from the outer edge of the Trooper’s
Silhouette, extending 8 inches up from the top of the Silhouette and 8 inches down

from the bottom of the Silhouette.minu

Z0ONE OF CONTROL AND AROS

Enemies entering or acting inside the Zone of Control of a Trooper while remaining

outside that Trooper’s LoF can be reacted to.

Players can check the Zone of Control (ZoC). Measurements must always be made from
the Active Trooper, checking a maximum of 8 inches from any point along their path. If
there are Reactive Troopers or Game Elements within the Zone of Control (ZoC) of the

Active Trooper, they can declare an ARO.

S8

X
40mm

32mm
25mm
25mm 25mm
67mm

55mm

45mm

40mm 40mm

INTERACTION BETWEEN ZONES, BASES
AND SILHOUETTES

This ruleset frequently uses terms that define the interaction between Troopers and
other game elements.

BASE CONTACT/ SILHOUETTE CONTACT

The Troopers are positioned with their Silhouettes in contact with each other. This term
also applies when the Trooper's Silhouette is in contact with a game element that may

or may not have a base, like a piece of terrain.

A Trooper is always in Silhouette contact with themselves.

sS4
X

32mm

40mm 55mm

58
X

70mm

70mm

55mm
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INSIDE

To consider a Trooper to be inside a defined game area (for example a Zone of Control,
aZero Visibility Zone, or a Difficult Terrain Zone) its Silhouette must be in contact with

the zone, or be at least partially within the zone.

TOTALLY INSIDE

When a rule specifies “totally inside”, then the Trooper’s entire Silhouette must be

inside the defined area.

INTERACTINGWITH ZONES

TOTALLY
INSIDE

INSIDE

OUTSIDE

COHERENCY

Coherency is the game mechanic which allows management of several linked troopers
acting together and simultaneously in the same Order while applying a rule, Special
Skill, piece of Equipment, Game State... that requires those troopers to stay in close

proximity.

Coherency is determined by the Zone of Control of a specific trooper known as the
Reference Trooper. The Reference Trooper can vary and is defined by each rule, Special
Skill, piece of Equipment... which requires Coherency (for example, the Team Leaderin
the Fireteam rule, the Controller in the G: Synchronized Special Skill, the Controller of a

Peripheral (Synchronized)...).

To be in Coherency, the rest of the linked troopers must be inside the Zone of Control of

the Reference Trooper.

COHERENCY CHECK

m During the Deployment Phase
The player can check Coherency, measuring the Zone of Control of the Reference
Trooper to be sure the rest of the linked troopers are inside it.
After having checked Coherency, the player can adjust the placement of those
troopers so they are all inside the Zone of Control.
However, this adjustment is not allowed regarding the last figure kept back
as reserve, nor during the deployment of that Trooper (or Troopers if any rule,
Special Skill, piece of Equipment... allows several to kept back in reserve).

m Atthestartorend ofanOrder
The player must check Coherency at the start of the Order, after having declared
the first Short Skill of the Order, or an Entire Order, or an ARO, but before
measuring movement, if any has been declared.
The player must also check Coherency at the end of the Order, at the end of the
Conclusion, after having performed any movement due to a failed Guts Roll or

any other rule.

BREAKING COHERENCY

When a Coherency Check s failed, if a trooper is out of the Reference Trooper’s ZoC,
then Coherency is broken and its consequences are applied immediately, as Stated by
the rule, Special Skill, piece of Equipment... the player is applying.

BREAKING COHERENCY GAME EXAMPLE
In the Active Turn, after declaring a Firetearms first Short Skill of the Order,
or Entire Order, any members out of Coherency with the Team Leader would
leave the Fireteam and not be activated. Fireteam Bonuses would then be

recalculated.

To make the game faster, in those situations in
which it is clear and evident that Coherency is kept (when
the troopers are close to the Reference Trooper, and
clearly inside his Zone of Control), it is not necessary to
perform a Coherency Check, unless the adversary asks for it.

Sibylla Advice




DISTANCES AND
MEASUREMENTS

Distances on the game table are measured in inches, using a tape measure or
ruler.

When measuring the distance between two Troopers, players must measure
between the closest parts of their Silhouettes.

To determine what the distance is between two objects or scenery items, players
must measure a straight line between them.

In Infinity N4, it is advised to use the base for

measuring distances. By doing so, it is easier to
determine the reference point for the distance and speed

up the game. Only on rare occasions it will be necessary
to use the Silhouette Template to know the exact range
between two Troopers.

Sibylla Advice

REMEMBER

As a general rule, the Skills that compose an Order must be declared before

measuring (see Order Sequence, page 21). .

DISTANCE BETWEEN 2 MINIATURES
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REPLACING MODELS AND
MARKERS

Occasionally, during a game, itis necessary to replace a Game Element like a Trooper,
ora piece of Equipment, with another Model or Marker due to a Special Skill, piece of
Equipment, game condition, or scenario condition. For simplicity, these definitions

always refer to the term Trooper.

MATCHING DIAMETERS

Ifthe replacement Trooper possesses the same base size, then the base of the
replacement Trooper must match the position of the original Trooper’s base

DIFFERENT DIAMETERS

However, some Special Skills, pieces of Equipment, game conditions, or scenario
conditions require that the replacement Trooper to have a different Silhouette Attribute

value and base size.
In this case, the player has two options to choose from:

m Theplayer can match the center of the replacement Trooper’s base with the center
of the original Trooper’s base.

m Theplayer can make the edge of the replacement Trooper’s base match the edge
of the original Trooper’s base. As seen in the graphic, the arc of the circumference of
the borders must coincide.

This allows, for example, the replacement Trooper to gain contact with Cover that the
original Trooper didn't have. Ina similar way, this allows the replacement Trooper to enter
Engaged State.

However, this rule cannot be used to cancel the Engaged State.

Where the replacement is mandatory and inevitable, because of a rule, Special Skill,
or piece of Equipment that has the Obligatory Label, the following must be taken into

account:

m Ifthespaceavailable s less than the volume determined by the silhouette
template, the replacement Trooper will enter the Immobilized-A State.
This State can only be cancelled by the conditions of the space containing the
Trooper changing, and may not be cancelled in the usual manner defined by the
State itself.
Pieces of Equipment will be removed from the gaming table instead of entering
the Immobilized-A State.
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ROLLS

Infinity N4 uses 20-sided dice (commonly known as d20) to determine whether
specificactions are successful. For example, players roll dice to find out whether their
Troopers succeed in hitting their targetin ranged combat, hacking into enemy systems,

discovering a hidden enemy, etc.

Infinity N4 ‘s game mechanics revolve around two types of d20 rolls: Normal Rolls and

Face to Face Rolls.

SUCCESSFUL ROLL

Troopers and game Elements have a series of Attributes that define their capabilities
to perform different game actions. Rolls are made against the Success Value (SV),
the numericvalue resulting from applying the relevant Modifiers (both negative and
positive) to the Attribute used for the Skill.

To find out ifa Skill has succeeded, a d20 is rolled and the result is compared to the

Success Value. Any result thatis equal to or less than the Success Value means that the

Skill was successful.

MODIFIERS (MOD)

In most cases, the circumstances of an action apply Modifiers (MODs) to the relevant
Attribute before a roll is made. MODs, by increasing or decreasing the numeric value of
an Attribute, denote the difficulty of the Skill at hand. A positive MOD applies when the
Skill performed is easier than usual, and a negative MOD makes the Skill harder than

usual.

IMPORTANT

Whenever a rule mentions the value of an Attribute, consider it to mean the
Success Value, obtained after applying all MODs.

MAXIMUM MODIFIER:
The sum total of the Modifiers applied to a Roll can never exceed +12 or-12.
Any Modifier thatadds up to more than +12 or less than -12 isignored and
replaced by the maximum MOD of +12 or-12, as appropriate.

The most commonly used MODs are:

m Range (see page 47): can modify the BS, PH and WIP Attributes.

m Cover (see page 48): can modify the BS, PH, WIP, and Saving Rolls.

m Skills, Weapons and Equipment (see page 81): can modify several different
Attributes.

Positive [+] or negative [-] Modifiers (MOD) may appear in the Unit Profiles:

m Apositive MOD [+] in round brackets next to a Skill, Weapon, or Equipment will be
applied only to the user of that Skill, Weapon, or Equipment (for a more detailed
explanation, see page 81).

m Anegative MOD [-] in round brackets next to a Skill, Weapon, or Equipment will
be applied only to enemies (for a more detailed explanation, see page 81).

m Thevalue of an Attribute, Burst, Damage, Ammunition, number of uses... in round
brackets next to a Special Skill, Weapon, or Equipment will be used, applying its
effects if necessary, only when using that Skill, Weapon or Equipment.

m “ReRoll” in round brackets next to a Skill, Weapon, or Equipment will allow
the user to reroll one die from the Roll, only when using that Skill, Weapon, or

Equipment.

REMEMBER-ROUNDING

In Infinity N4, any time a number (a result on a die, an Attribute, a MOD...) is
divided and rounded to an integer, it is always rounded up. For example, half
of 5 (5/2=2.5) would be 3.
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MAXIMUM MODIFIER EXAMPLE

HAC TAO

MOV BS
6-2 |4
BS WEAPON: HMG

DAMAGE SAVING ROLL

ATTRIBUTE TRAITS

16 32" 48" 96"

ComslI RIFLE

The Akal Commando declares: Move + BS Attack with his Combi Rifle.
His BS Attack will apply the following MODs:

m -6 forthe Hac Tao's Mimetism.

m -3 forCover.

m -6 forRange.
The total sum of Modifiers is -15.
Given that the maximum MOD is -12, the Success Value (SV) will be
13-12=1.

CRITICALS

Criticals represent the improved outcomes of actions that resulted in an exceptional
success. When the result on the die matches the Success Value (remember: the value
of the Attribute with all MODs applied), the action is a Critical success. The goal of the
action was achieved in the best possible way. A perfect success, congratulations!

In Face to Face Rolls, Criticals always win, regardless of the rival’s results. If both
players get one or more Criticals, the Face to Face Roll is a tie and both Troopers are
considered to have failed

ARM SUPPRESSIVE FIRE

SUCCESS VALUES BELOW 1

Negative MODs can sometimes cause the Success Value to drop below 1 foran action.
In these cases, the player does not roll the dice, and the Roll is an automatic failure.

SUCCESS VALUES ABOVE 20

In other cases, a high Attribute or positive MODs to an Attribute can cause the Success
Value to be higher than 20. In this case, consider the Success Value to be 20, but with
the peculiarity that the player adds the amount by which the Success Value exceeded
20to his result on the die (a Success Value of 23 would add 3 to the result).

In these cases, any result of 20 or more on the roll is a Critical, if applicable. Success
Values above 20 (either from positive MODs or plainly stated in the Unit Profile)
increase the chance of obtaining a Critical result.

EXAMPLE OF A SUCCESS VALUE/ ATTRIBUTE
OVER 20:
The Knight of Justice has a Close Combat (CC) Attribute value of 23.
Therefore, any result in a Normal Roll will be a success. Every time he
performs a CCroll, he also adds 3 to the die’s result (for example: 4 +3=7).
For that reason, he will obtain a Critical if the result is 17 or higher: 17 (17 +
3=20),18 (18 +3=21),19 (19 +3=22), etc.
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NORMAL ROLL

Normal Rolls are the most common, basic dice rolls in Infinity N4. This roll is used

when a Trooper is not facing off against an enemy, but instead must check if they
successfully use an uncontested or passively contested Skill (such as trying to Discover
acamouflaged enemy or healing an ally by means of the Doctor Special Skill).

To make a Normal Roll and find out if a Trooper is successful when performing a Skill,
simply roll one d20 and compare the result against the Success Value of the relevant
Attribute of the Trooper performing the action. If the result on the die is equal to or
lower than the Success Value, the Skill is successful, and the Trooper achieves its goal.

NORMAL ROLLEXAMPLE:
The Fusilier’s BS Attribute is 12 and he has to make a Normal BS Roll with
a-3 MOD, with a BS Success Value of 9, so he rollsa d20 and gets an 8.
Since the Success Value is 9, the roll is a success. Later on, the Fusilier tries
another Normal BS Roll, but this time he gets a12. As the Success Value is

9, he fails the roll.

FACE TO FACE ROLLS

When two or more Troopers act at the same time to try to thwart each other’s
progress, Face to Face Rolls are used to determine which side acts faster and more

effectively.

To do so, both players roll for their Troopers involved in the face-off and compare
each result to the relevant Success Value, as they would in a Normal Roll. Failures are
simply discarded but, unlike in a Normal Roll, each side’s successes are compared to

the opponent’s.

When comparing, successes cancel enemy successes with a lower result—even if they

are canceled, in turn, by higher enemy successes.

BREAKINGTIES

Face to Face Rolls can result in a tie. In the event of a tie (Criticals or not), both
rolls cancel each other, no effects are applied and the Order is spent.

IMPORTANT

For actions to be resolved with a Face to Face Roll, both Troopers must affect
each other directly. If either action does not affect the outcome of the other,
use Normal Rolls instead.

HERE IS ARUNDOWN OF POSSIBLE

OUTCOMES:

m Both fail. No one achieved their goal.

m One fails and the other passes. The Trooper that succeeded wins
the Face to Face Roll and achieves its goal.

m Both pass. The Trooper with the higher successful roll cancels the
enemy successes, wins the Face to Face Roll and achieves its goal.

m Both pass, but one rolls a Critical. The Trooper who got a Critical
wins the Face to Face Roll, even if the Critical Roll was equal to or
lower than the enemy success.

m Both roll Criticals. Neither Trooper wins the Face to Face Roll as the
Criticals cancel each other and no effects are applied. Non-critical
successes are discarded.

m Onerolls a Critical and the other rolls two (or more) Criticals. As
in the previous case, all Criticals are cancelled and no effects are

applied.

FACE TO FACE ROLL: DODGE AND RESET

In a Face to Face Roll, success in the Common Skills Dodge and Reset does not affect
the ability of the attacker to execute their action, only their ability to affect the
dodging/resetting Trooper. For example, dodging an Attack with several targets only
cancels the attack against the Trooper who dodged, and does not cancel the attack

against the rest of the targets.



BASIC RULES

EXAMPLE OF FACETO FACE1VS1ROLLS

4%\ FUSILIERS : ZHANSHI
MOV BS ® MOV BS
s 4-4 12 4-4
BS WEAPON: COMBI RIFLE BS WEAPON: COMBI RIFLE

| RANGE k]
|__COVERE]

SAVING ROLL
DAMAGE ATTRIBUTE TRAITS
16" 327 48" 06"

In his Active Turn, the Fusilier declares a BS Attack with his Combi Rifle In her Reactive Turn, the Zhanshi declares as an ARO a BS Attack with her
against the Zhanshi. Combi Rifle against the Fusilier.
Range15inches She will apply the following MODs to her BS Attack:
He will apply the following MODs to his BS Attack: m +3forRange.

m +3forRange. m -3 forCover.

m -3 forCover. Her Success Value (SV) willbe11+3-3=11.
His Success Value (SV) willbe 12 +3-3=12. All the Rolls are successful, but the Zhanshi’s 7 wins the Face to Face Roll

because it cancels out all the other successful results below 7.
The Fusilier is hit, and he must make a Saving Roll.
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A

EXAMPLEOF FACETO FACEROLLAND NORMALROLL

FUSILIERS

MOV BS
4-4 12
'BS WEAPON: COMBI RIFLE

| RANGE i

BS WEAPON: COMBI RIFLE

l COVEREE] =
‘ | RANGE|
\ COVER 3 COVEREE]

ZHANSHI A
MOV BS
4-4 1

BS WEAPON: COMBI RIFLE
+3

ComBI RIFLE

The Fusilier declares a BS Attack with his full Burst against the Zhanshi A, who
declares once again an ARO of BS Attack. The Zhanshi B declares an ARO of BS
Attack against the Fusilier

Since the declared Attacks affect each other, the Fusilier and the Zhanshi
A must make a Face to Face Roll. The Zhanshi B will make a Normal Roll
because the Fusilier’s shots do not affect him.

m Range1sinches

m Range9ginches

» 48" 96"

SAVING ROLL

DAMAGE TRAITS

ATTRIBUTE

SUPPRESSIVE

13 3 N ARM FIRE

He will apply the following MOD:s to his BS Attack
m +3for Range.
m -3 forCover.
His Success Value (SV) will be12 +3-3=12.
Both Zhanshi will apply the following MODs to their BS Attacks:
m +3for Range.
m -3 forCover.
Their Success Value (SV) will be 11 +3-3=11.
In the Face to Face Roll both get a Critical, and as a result, their successes
cancel each other and none of them hits their target.
Meanwhile, the Zhanshi B gets a14 in his Roll, and, since his Success
Value (SV) was 11, he misses his shot against the Fusilier.
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EXAMPLE OF TWO FACETO FACE ROLLS

BS WEAPON: COMBI RIFLE BS WEAPON: COMBI RIFLE

| RANGE kg | RANGE &
COVERE] COVEREE]

16" 32" 48" 96"

ComslI RIFLE

If the Fusilier divided his Combi Rifle’s Burst (B) 3, making 2 shots against
the Zhanshi A and 1 against the Zhanshi B, we would have to make two
Face to Face Rolls.
He will apply the following MOD:s to his BS Attack:

m +3forRange.

m -3 forCover.
His Success Value (SV) willbe12+3-3=12
Both Zhanshi will apply the following MODs to their BS Attacks:

m +3forRange.

m -3 forCover.

SAVING ROLL
DAMAGE ATTRIBUTE TRAITS

SUPPRESSIVE

13 3 N ARM FIRE

Their Success Value (SV) will be 11 +3-3=11.

In the first Face to Face Roll, Fusilier VS Zhanshi A, the 5 cancels out the
Fusilier’s 4 and the 9 wins the Face to Face Roll since itis the highest
success. Therefore, the Zhanshi A is successfully hit, and she will have to
make a Save Roll.

In the second Face to Face Roll, Fusilier VS Zhanshi B, both getan 11,
which is a success for both. However, for the Zhanshi B this is a Critical
and, as a result, he wins the Face to Face Roll. Now it is the Fusilier who
has been successfully hit, and itis a Critical Hit!
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MOVEMENT IN INFINITY N4
(MOVEMENT MODULE)

IN INFINITY N4, MOVEMENT ALLOWS TROOPERS TO GET AROUND THE GAME BOARD. THIS SECTION DETAILS ALL NECESSARY RULES TO PERFORM SUCH MOVEMENTS.
MOVEMENT TAKES PLACE WITHIN THE NORMAL ORDER EXPENDITURE SEQUENCE.
THE MOVEMENT ATTRIBUTE (MOV) FROM THE UNIT PROFILE (PAGE 16) INDICATES THE NUMBER OF INCHES THIS TROOPER CAN MOVE WITH AN ORDER. THE MOV
ATTRIBUTE USUALLY HAS TWO VALUES: THE FIRST TIME THE TROOPER MOVES IN AN ORDER, AND THE SECOND.

MOVING AND MEASURING HORIZONTAL MEASUREMENT

You can measure Movement distances immediately after declaring any Skill with the
Movement Label and before determining where the Trooper ends his Movement, always
measuring from the same point on the base’s outer edge and underside.

The sequence of eventsiis:
1. The player declares a Skill with the Movement Label.
2. Measure to find out which locations the Trooper could reach with that Skill.
3. Declarethe final location, and the exact route that the Trooper is taking to reach it.
4

Move the Trooper to the final location

VERTICALMEASUREMENT (LADDERS AND
VERTICAL SURFACES) MQOVE

Common Skill that allows the user to move about the battlefield.

SHORT MOVEMENT SKILL

REQUIREMENTS

EFFECTS




EXAMPLE 1

Move over catwalks and narrow corridors.

EXAMPLE 2

Order (Move + Move) on surfaces that are smaller than the base.

Although in both cases the Distance covered is 8 inches, in case B, it is not
possible to carry out the movement because there is no valid surface at the

end of the first Movement value.

GENERAL MOVEMENT RULES

When moving Troopers around the battlefield, players must measure the

complete route (including, for example, any detour to avoid obstacles) and must

always use the same part of the base for their measurements.

MOV values indicate the maximum distance the unit can move, but there is no

minimum. Troopers do not have to exhaust their movement when they declare

Move.

ATrooper can move over any scenery item whose height is equal to or lower than

the height of the Trooper’s Silhouette Template, with no need to declare Climb or

Jump.

This vertical movement is not taken into account when measuring how far the

Trooper moves, but the Trooper counts as moving up and over the obstacle for the

purposes of LoF.

ATrooper can move through allied Models, Markers, and Tokens, whose Silhouette

Template height is equal to or lower than the height of the Trooper’s Silhouette

Template. The Trooper cannot end their movement within the allied Model,

Marker, or Token.

Troopers have a LoF arc of 360° while they are moving.

After Moving one of your models, you can leave it facing any direction.

ATrooper’'s Movement ends automatically whenever he enters Silhouette contact

with an enemy, even if the specified movement route is cut short as a result.

By performing any Skill or ARO with the Movement Label, or moving as the result

of afailed Guts Roll, a Trooper may enter or leave Prone State at the start of his

Movement at no cost. Remember that Troopers have reduced mobility while

Prone.

Independently of the type of movement performed (Move, Jump, Climb, etc.), the

movement cannot, in any way, cause the Trooper to fall. If the Trooper cannot reach

anew location with their Move, Jump, Climb... they do not perform the movement

and perform an Idle instead.

Once declared, Troopers always reach the end of their Movement, even if they enter

aNull or Immobilized State due to successful enemy Attacks along the way.

Mounting and dismounting: By declaring the Move Skill as the first Skill of the

Order, a Trooper may mount or dismount a Motorcycle, TAG, Vehicle, etc.

m The Trooper must mount or dismount at the start of the Order, after having
declared Move as the first Short Skill of the Order, but before measuring any

movement.
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m The new Troop Profile (Mounted/Dismounted) is applied for the entire Order MOVEAND OBSTACLES
Sequence, while the original profile will not be considered. Example of Movement over an obstacle lower than the height of the
m The Trooper’s original profile must be able to declare the Move Skill. For Silhouette.

example if the Trooper is in Engaged State or an IMM State at the start of the
Order, they cannot declare Move to mount or dismount.

m Mounting or dismounting will cancel the Hidden Deployment State, and any
Marker State, of both profiles.

m WhenaTAG is in Possessed State, its Pilot cannot Dismount. If a TAG’s Escape
System takes effect while the TAG is in Possessed State, the Operator profile
will not be in such State.

MOVE:LADDERS AND STAIRS

The Trooper may bypass the obstacle without declaring Jump or Climb, since
the obstacle’s height is equal to or lower than the height of the Trooper’s
Silhouette Template, on both sides.

Conversely, in the second picture, the Trooper may not pass over the obstacle
without declaring Jump or Climb, since the obstacle is higher than the height
of the Trooper’s Silhouette Template on one side.

Those pieces of scenery representing stairs and ladders allow Troopers to REMEMBER
treat those vertical or diagonal surfaces as a horizontal surface. Therefore, the Once declared, Troopers always reach the end of their Movement, even if they enter
Trooper can use any Skill or ARO with the Movement label without needing aNull or Immobilized State due to successful enemy Attacks along the way.

to declare Jump or Climb, and without applying restrictions for Jump or
Climb. Movement distances are measured along the surface the Trooper

moves along, as seen in the diagram.
ACTIVATION
» During the Deployment Phase, players may deploy one or

more of their Troopers Prone by placing a Prone Token beside
them.

» When a Trooper performs a Skill or ARO with the Movement label, or moves
as the result of a failed Guts Roll, its player may indicate that it will go Prone.
By doing so, any Movement performed will be executed while Prone, with the
resulting reduction to the Trooper’s MOV and Silhouette values. Note thata
Trooper that was in LoF before going Prone will still count as beingin LoF at the
start of the Skill or ARO.




» IfaTrooper enters the Unconscious State, it automatically becomes Prone unless
itis mounted ona Motorcycle, oritis a TAG, a Troop Type thatis unable to go
Prone.

EFFECTS

» Prone Troopers have a Silhouette (S) value of X, that s, the equivalent to their
base’s heightand width.

» While in this State, Troopers have both their MOV values and movement bonuses
halved when performingany Skill with the Movement label (Move, Dodge...), or
when moving as the result of a failed Guts Roll.

» This State does not affect Automatic Special Skills or Automatic Equipment,
except when explicitly stated in their description.

CANCELLATION

» A Prone Trooper may automatically cancel this State at the beginning of their
movement by declaringa Skill or ARO with the Movement label, or moving as the
result of a failed Guts Roll. The player mustannounce he is cancelling the Prone
State when declaring the Skill or the ARO. By doing so, the State is cancelled at
no costand the Trooper can carry out its Movement using its regular MOV and S
values.

» Troopers whose Unconscious State is cancelled will automatically cancel their

Prone State as well.

EXAMPLEOF MOVEMENT

In his Active Turn, the Fusilier is leaning against a wall in Total Cover. He does
not have LoF to the Zhanshi, on the other side of the building. The Fusilier
declares his first Short Skill: Move.

Therefore, the Player will measure the trajectory’s distance, determine his
direction and path, then move the Fusilier’s base so that his base peeks

around the corner to gain LoF to his target while still in Partial Cover.

Once he has seen the Zhanshi, the Fusilier's model returns to his original
position in Total Cover. His Move declaration will take him to the cornerand

back.

Since the Zhanshi also gains LoF to the Fusilier, he declares his ARO: BS
Attack.

The Fusilier then declares the second Short Skill of his Order, another
BS Attack.

In the subsequent Face to Face Roll, the Zhanshi must apply the Partial
Cover MODs.

However, he wins the Face to Face Roll, while the Fusilier fails his Saving Roll.
Then, the Fusilier would end his Order in Unconscious State behind Total

Cover, where he finished his movement.



CAUTIOUS MOVEMENT

Under certain circumstances, Troopers can declare this Common Skill to move about the

battlefield without attracting enemy AROs.

CAUTIOUS MOVEMENT
ENTIRE ORDER

Movement, No LoF, No Roll.

REQUIREMENTS

» Allows the Trooper to move up to the first value of his MOV Attribute, generating
no enemy AROs in the process. For this Cautious Movement to generate no AROs,
it must begin and end outside the LoF and ZoC of all enemy Models and Markers.

» Ifthe Cautious Movementbegins orendswithin the LoF orZoCof any enemy Models
or Markers, the Trooper will generate AROs as usual.

» Cautious Movement must follow the General Movement Rules aswell asthe Moving

and Measuring rules.

» Allows the user to move horizontally (to clear a gap), vertically (to reach a higher
or lower surface), diagonally or tracing a parabola, up to his first MOV Attribute
valueininches.

» Jump isa Common Skill that does not require a Roll.

» When Jumping, measure the horizontal, vertical, diagonal or parabolic distance
between the starting location and the landing spot, measuring from any point of
the Trooper’s Silhouette at the start of the movement, but you must measure to
the base’s outer edge and underside at the end of the movement (see example).

» Troopers cannot benefit from Partial Cover MODs during an Order in which they
declared Jump.

» Jumpingmovementmustfollow the General Movementrulesaswell asthe Moving
and Measuring rules.

Sibylla explains:
Measuring parabolas: The easiest way to measure a

parabolic route is using a flexible tape measure, bending

it for convenience.

EXAMPLE1

IMPORTANT
TAGs, Remotes, Vehicles, and Troopers on Motorcycles can never declare Cautious
Movement.

REMEMBER
Troopers in Hidden Deploymentare neither Models nor Markers, so they cannot

reactto a Cautious Movement even if they have LoF.

CAUTIOUS MOVEMENT EXAMPLE
AFusilier wants to sneak up on an Alguacil. Since he is in Total Cover behind a
tall building, The Fusilier is outside LoF of the Alguacil and the other Nomads,
including a Camouflage Marker. He estimates that he can reach Total Cover
behind a bin with the first value of his MOV where he would be safely hidden,
so he declares Cautious Movement.
The Alguacil and all other Nomad Troopers, including the Camouflage
Marker, cannot declare AROs because the Fusilier’s Cautious Movement

began and ended outside their LoF and ZoC.

JUMP

This Common Skill allows the user to clear obstacles and leap over small distances.

ENTIRE ORDER

Movement, No LoF, No Roll.

REQUIREMENTS

FUSILIERS

- Mov |
4-4

During his Active Turn, the Fusilier has to cleara1.75 inch high obstacle. As
thisis a height greater than his Silhouette template, the Fusilier has to

declareJump tobe abletoclearit.




EXAMPLE 2

Asamaximum, they can jump their first MOV Attribute value: 4 inches.

During his Active Turn, the Fusilier decides to get down from the roof of a
building as fast as possible, by jumping down. He declares Jump and
measures the height of the building, which is 6 inches. However, the Fusilier's
first MOV value is 4 inches and he must choose a landing spot that he can
reach. As he cannotJump to a new location safely, he performsan Idle

instead.

EXAMPLE3

During his Active Turn, the Fusilier declares he is going to Jump from one roof
toanother. The player measures the distance and checks that it corresponds
with the Fusilier’s first MOV value, and that the landing spot is larger than his

base, so he can choose the spot as the final location of his movement.

/7 %\ FUSILIERS
‘;@, MoV
\ ¥/ 4-4

Ifthe distance is bigger than his first MOV value, or if his base cannot be
placed on the landing spot, then the Fusilier cannotJump to that spot. He
must choose a new landing spot he can reach and safely land on, or he

performsan Idleinstead.

CLIMB

This Common Skill allows the user to scale heights and move up and down vertical
surfaces.

ENTIRE ORDER

Movement, No LoF, No Roll.

» Players will check the Requirements of this Skill when declaring it.
» The user’s base must be in contact with a vertical surface.
» TheTrooper’sbase mustalways bein contactwith thesurfaceonwhichtheyintend
to move. Any surface they move on must be at least half as wide as their base.
» Atthe end of their movement, the Trooper must be able to place themselfon a
surface thatis equal or larger than their base.

» The user may climb vertically up to the first value of his MOV Attribute in inches,
measuring from the base’s outer edge and underside.

» Climbingdoes notrequireaRoll.

» Forvisualization purposes, Troopers using the Climb Skill move with atleast halfof
their base’s underside in contact with the vertical surface.

» Climb only allows movement on vertical surfaces. Therefore, the
Troop will end its Climbing movement the moment the whole of its
base is in contact with a horizontal surface (see example).

When measuring Climb movement,you can measure fromany pointofthe Trooper’s
Silhouette at the start of the movement, butyou must measure to the base’s outer
edge and underside at the end of the movement (see example).

» Climbingmovement mustfollowthe General Movementrulesaswell asthe Moving
and Measuring rules

IMPORTANT

m Troopers cannot be deployed on a vertical surface, neither during the
Deployment Phase nor during the game.

m Aslongasthe useris holding on to a vertical surface, he cannot declare any Skills
otherthan Climb.
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m Troopers who are Climbing or holding on to a vertical surface cannot benefit EXAMPLEOFCLIMB2
from Partial Cover MODs.
m ATrooper thatis on a vertical surface and becomes Unconscious will place

the corresponding State Token beside them as usual. Even while climbing,
Unconscious Troopers are still in Prone State, except for those Unit Types that
cannot enter Prone State.

REMEMBER

ATrooper in the Reactive Turn who is holding onto a vertical surface cannot ARO.
The reason for this is that, while on a vertical surface, the only available Skill is
Climb, and Climb is an Entire Order that cannot be used in the Reactive Turn.

REMEMBER

Any height on the game table thatis higher than the height of a Trooper’s
Silhouette Template—determined by the Trooper’s Silhouette Attribute—
requires declaring the Jump or Climb Common Skills to pass it.

EXAMPLEOFCLIMB1

ATrooper uses one Order to declare the Move Skill until being in contact with
FUSILIERS yo an obstacle. With a second Order, they declare the Climb Skill, checks that the
4inches are enough to reach the top part, placing the Trooper on the
horizontal surface.

Next, the player declares a third Order to reach the edge of the obstacle.
Since they see no enemies and there is no ARO, their Order’s second Skill

will be an Idle. By consuming a fourth Order, the player declares Climb and
descends 4 inches. Finally, with a fifth Order, the Trooper finishes their
movement on the other side, on the obstacle’s base.

Remember that a Trooper will end their Climb movement the moment they
reach a horizontal surface.

Ifat some point the player had decided not to consume more Orders for said
Trooper, they would have remained in the horizontal or vertical position in
which they were until they consume more Orders, or they end up Dead.

ATrooperthatis in Silhouette contact with an obstacle declares the Climb
Skill. When measuring, the first MOV value of the Trooper (4,5 inches) is
enough to climb the 3 inch tall obstacle and move onto the upper surface.







= COMBAT

IN INFINITY N4, COMBAT ALLOWS TROOPERS TO PERFORM ATTACKS. THERE ARE THREE KINDS OF ATTACKS: BALLISTIC SKILLS (BS), CLOSE COMBAT (CC) AND
QUANTRONIC COMBAT (HACKING). THIS SECTION DETAILS EVERY RULE NECESSARY TO RESOLVE ATTACKS.
BS, CC, OR HACKING COMBAT TAKES PLACE WITHIN THE NORMAL ORDER EXPENDITURE SEQUENCE AND IT IS BASED ON THE DIFFERENT ROLLS IN INFINITY N4.

TYPES OF WEAPONS

Each weapon in Infinity N4 has its own game profile, and some of them have special
rules thatare explained in the Ammunition and Weaponry chapter (see page 69).
This rulebook also contains a Weapons Chart (see page 179) for you to refer to during

games.
Weaponsin Infinity N4 are divided as follows:

m BS Weapons: Those weapons having Ranges and Range MODs or using a
Template to affect an area of the game table.

m Melee Weapons: Those that can only be used in CCand possess the CC Trait.

m Mixed Weapons: Those weapons having Ranges and Range MODs but also the
CC Trait.So, they have a Use Mode as a Melee Weapons and another Use Mode
asaBS Weapon

m Deployable Weapons: Those weapons that can be placed on the game
table whereupon they become an independent element. They possess the
Deployable Weapon Trait.

m Technical Weapon: These weapons are considered BS Weapons for all intents
and purposes, but they use the WIP Attribute instead of BS. When using this
weapon, consider all rules and MODs that would affect the trooper’s BS as
affecting his WIP Attribute instead.

m Throwing Weapon: These weapons are considered BS Weapons for all intents
and purposes, but they use the PH Attribute instead of BS. When using this
weapon, consider all rules and MODs that would affect the trooper’s BS as
affecting his PH Attribute instead.

BURST (B)

In Infinity N4, when a Trooper performs an Attack during their Active Turn they must

roll as many dice as indicated by their Weapon, Skill or piece of Equipment.

During their Active Turn, Troopers must use their full Burst (B) value including all
Modifiers (MODs). However, MODs from Skills and Equipment with the Optional
Label, such as the Fireteam Burst Bonus, do not have to be applied during the Active

or Reactive Turn.
When declaring the Attack, the player must specify:

m The Weapon, Equipment, or Special Skill that they will use.

m The way they will they divide the Burst (B) of the Weapon, Equipment, or
Special Skill between one or more targets. In this situation, all the Attacks must
be declared from the same point.

m Additionally, if the Weapon, Equipment, or Special Skill has different types of
ammunition or options, the player must then declare which one they will use.

If, during the Resolution of the Order, it is verified that some of the dice of the Burst
(B) assigned to a target do not meet the necessary Requirements, then those dice will
be lost. The rest of the dice of the B that do meet the Requirements will be resolved

normally.

BURST DURING REACTIVE TURN (ARO)

In ARO, the B value is always reduced to 1; however some rules or Special Skills can
modify this value. If the target declared Move plus any Short Skill or Short Movement
Skill, the Reactive Player may declare the ARO at any point along the Active Trooper’s

movement.

MODIFIERS (MOD])

Both during the Active and Reactive Turns, there may be Modifiers (MODs) that affect
the Burst (B). They are applied when declaring the Attack. There are also MODs to the
Attack Rolls, which are applied in the Resolution step of the Order. These MODs are
explained in the sections for their respective Types of Combat (BS, CC, or Hacking).

ATTACK ROLL

Once all MODs have been established, players perform the BS Attack, CC Attack,
or Hacking Rolls using the corresponding Attribute which, as a general -but
not exclusive- rule, is BS, CC, PH, or WIP. The order in which the Attack Rolls are

performed isirrelevant.

NORMAL ROLL

If the Skill declared by the target does not affect the outcome of the Attack, the

attacker can make a Normal Roll (see Rolls, page 28).

The player performs as many Rolls as indicated by the Burst (B) value assigned to each
target.

FACE TO FACE ROLL

If the Skill declared by the target does affect the outcome of the Attack (for example
declaring a BS Attack), then a Face to Face Roll is made (see Rolls, page 28).

Both players make one Roll for each point of Burst they assigned to that target.

CRITICALS

ACritical is an automatic success. Unless otherwise specified, each Critical rolled inan
Attack causes the target to make an additional Saving Roll.

If the Attack does not cause the target to make Saving Rolls, the effect of the Critical will

be specified in the rules for that Attack, Ammunition etc.

NOTE:

Some weapons use certain Types of Ammunition capable of altering the
effects of an Attack, causing more than one Saving Roll for each success,
reducing the ARM or BTS of the target, etc. This can also alter the way

Criticals work.

The additional roll gained by scoring a Critical Hit will retain both the
attribute used to make a saving throw and the traits of the weapon used
in the attack.
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REMEMBER

In a Face to Face Roll, Criticals always win, trumping any non-critical result rolled

by the opponent. If both players roll one or more Criticals, the Face to Face Roll is a
tie and both Troopers fail.

DAMAGE

In Infinity N4, Damage is the capacity of a weapon, Attack, Special Skill, piece of
Equipment, Hacking Program, etc. to harm orimpair its target. The Damage value,
represented by a number, is indicated on the weapon's profile or in the rules for the
specific Special Skill, Equipment, etc.

However, this Damage is not usually applied to the target as is. Targets often have the
right to a Saving Roll that determines if their Armor (ARM) or Biotechnological Shield
(BTS) protects them from the Damage.

Cenerally, each uncancelled success in an Attack Roll forces the target to perform one

Saving Roll.

The descriptive text of the type of Attack, Ammunition, Special Skill, Equipment, Hacking
Program, etc., used in an Attack indicates whether the target must use their ARM, BTS, or

any other Attribute (or combination of them) when performing a Saving Roll.

SAVING ROLL

Saving Rolls work like any other Roll in the Infinity N4 game mechanics.

Impacts generally cause the target to lose one Wound/STR Attribute point when the
result of the Saving Roll is equal or less than the Attack Damage. In these cases, the
Trooper suffers Damage, and their Attribute profile and States may be affected.

To calculate the Attack Damage, the player must subtract the following from the

Weapon's Damage:

m The ARM/BTS Attribute as appropriate.
m (-3) MOD due to Partial Cover, if applicable.
m Apply other MODs (+or -) due to Special Skills or rules, if any.
Once the value of the Attack Damage is determined, the player rolls a d20o for each hit

and compares the result:

m SavingRoll failed:
m Ifthefinal resultis equal to or lower than the Attack Damage, the hitis
successful. When this happens, the most common consequence is the loss of

one point from the target’s Wounds/STR, or is affected by a detrimental state.

m Saving Roll passed:
m Ifthe final result is higher than the Attack Damage, the target receives no
Damage and suffers no alteration to its Attribute profile or state.

WOUNDS AND STRUCTURE

Unless otherwise specified, each successful hit reduces the
Wounds/STR Attribute of the target of the Attack by 1 point.

When this happens, place a Wound Token (WOUND) next to the
Trooper. Use the numbers on the Tokens to indicate the number of
Wounds/STR points the Trooper has lost so far. If the Trooper has

lost enough Wounds/STR points to fall Unconscious, use an Unconscious State Token
(UNCONSCIOUS) instead.

REMEMBER

Certain types of Ammunition, Attacks, Equipment, Hacking Programs, etc. force
the target to make more than one Saving Roll for each success in the Attack Roll
(for example, DA ammunition forces the target to perform 2 Saving Rolls for each
successful Attack). Others cause the target to lose more than 1 point of Wounds/
STRwhen a Saving Roll is failed, or cause a change in the state of the target.

In these cases, the special effects are explained in the rule, or in the Weapon Chart
itself.

UNCONSCIOUSNESS AND DEATH

If the value of the Wounds/STR Attribute of a Trooper reaches o, then that Trooper
enters the Unconscious state.

However, if the Wounds/STR Attribute falls below o, the Trooper enters the Dead
State.

UNCONSCIOUS STATE

UNCONSCIOUS

Null
ACTIVATION
» A Trooper loses the last point of his Wounds/STR Attribute,

leaving him with exactly zero.
EFFECTS

» Troopers in this state cannot declare Orders or AROs.

» Unconscious Troopers automatically fall Prone unless they are a Troop Type
unable to do so.

» Troopers in this state do not contribute Orders during the Tactical Phase.

» Automatic Special Skills and Automatic Equipment have no effect while
Unconscious.

» The Trooper does not count towards the Player’s Victory Points.

CANCELLATION

» To cancel this state, Troopers possessing the Wound Attribute need a Doctor,
while Troopers with the Structure (STR) Attribute need an Engineer.

» A Trooper with the Doctor/Engineer Special Skill (or an equivalent Skill) may
cancel the state by spending one Short Skill of an Order while in Silhouette
contact with the affected Trooper, and passing a Normal WIP Roll (or the Roll
specified by the Special Skill or Scenario).

» Other Special Skills and pieces of Equipment allow the cancellation of the
Unconscious state as indicated in their rules.

» Cancelling the Unconscious state automatically cancels the Prone state.

DEAD STATE

DEAD

Null
ACTIVATION
» A Trooper loses all the points of his Wounds/STR Attribute, and takes one or
more extra points of damage.
» ATrooper in the Unconscious or Shasvastii-Embryo state loses one or more
points from his Wounds/STR Attribute.
EFFECTS
» Troopers in this state are removed from the game table.
» Troopers in this state cease to generate Orders in successive turns.
» The Trooper does not count towards the Player’s Victory Points.
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CANCELLATION

» The Dead state is irreversible and cannot be cancelled, unless the rules

BS ATTACK

Common Skill employed to attack in ranged combat using a BS Weapon or another

specific to the mission or scenario being played indicate otherwise. In that
case, follow the procedure stated in the rules.

suitable weapon or piece of Equipment.

GUTS ROLL

When Troopers survive a successful Attack, it means their body armor took the brunt
of the impact, keeping them from serious injury. This triggers a primal fear of death,
and survival instincts kick in. The Troopers’ survival instincts can force them to recoil

from danger and dive for cover.

GUTS ROLL

» The Trooper is notin an Engaged, Null or IMM State.

» The Trooper had suffered one or more successful Attacks that cause the Trooper
to enter any States or to perform any Saving Rolls.

» The Guts Roll is performed even if all the attackers are in a Null State at the
end of the Order.

» AGuts Roll consists in a single Normal WIP Roll, always performed at the very
end of the Order, after performing any Saving Rolls.
» If the Guts Roll is successful, the Trooper must stand its ground and must do
nothingelse.
» If a Trooper would have to make a Guts Roll, its owner can instead choose to
fail it automatically.
» Ifthe WIP Roll is failed, it is compulsory to perform the first of these options
that the Trooper can complete:
» The Trooper must move up to 2 inches to completely leave:
» The LoF of the Enemy or Enemies (forexample, in the case of a Coordinated
Order, or multiple AROs) that have performed Attacks against the Trooper.
» The danger zone or Area of Effect of Attacks that did not require LoF
» Ifthis is not possible, the Trooper must move up to 2 inches to gain Total or
Partial Cover from all attackers.
» Ifthe two previous optionsare not possible, the Trooper must go Prone, facing
inany direction its player chooses
» This movement of a failed Guts Roll:
» Does not generate AROs or activate Deployable Weapons or Equipment.
» Must followthe General Movement Rules as well as the Movingand Measuring
rules.
» Does notallow the Trooper to enter Silhouette contact with enemy Troopers,
or with Mission Objectives.

REMEMBER

Troopers in Engaged state do not make Guts Rolls.

BALLISTIC SKILLS (BS)

Ranged combat and firefights are the foundation of modern warfare and play an

equally pivotal role in Infinity N4.

Attack.

» Be using a BS Weapon, or a Skill or piece of Equipment capable of making a
BS Attack.

» Beabletodraw Line of Fire (LoF) from the position of your Attack to the position
of the target, unless the BS Weapon, Skill or piece of Equipment used doesn’'t
require LoF. Please note that LoF gained from being in Silhouette contact does
not count for this Requirement.

» Not be in Engaged State during the Activation phase of that Order.

» The useremploys his BS Attribute (or Attribute specified by the weapon) to fire
upon one or more enemies.
» When declaring a BS Attack, the user must choose which of his BS Weapons,

Special Skills or pieces of Equipmentto use, from those available in his Unit Profile.

» Iftheattacker has more than one targetand a BS Weapon, Special Skill or piece
of Equipmentwith a Burstvalue higherthan1, they mustdistribute theirattacks
as part of the BS Attack declaration.

» All shots must be declared from the same point.

» If the chosen weapon has more than one Type of Ammunition available, you
must choose one for the entire Burst, as part of the BS Attack declaration.

» Troopers with the BS Attack (Guided) Skill listed on their Unit Profile:

» During the Active Turn, they may perform a BS Attack against a target in
Targeted State, without requiring LoF. They will perform a BS Roll with a
+6 MOD, ignoring all other MODs except those imposed by ECM or TinBots
to Guided Attacks.

» Unless the Skillitselfindicates otherwise, the Bwill always be 1 regardless of
the actual B value of the Weapon or any MODs applied to the B.

» This BS Attack always applies the Impact Template (Circular) Trait, even if
the weapon used does not have the Trait.

» The distance to the target cannot exceed the weapon’s maximum Range.

» Thetargetcannotbeinanenclosed room, a possible trajectory for the Attack
must always exist.

» BS Attack (Guided) has a limit of 5 Attacks per Turn for the Active Player.

» Only weapons that use the BS Attribute may be used with the BS Attack
(Guided) Skill.

MOVE + BS ATTACK (OR VICE VERSA)

Since the Skills used in an Order are simultaneous, a BS Attack can be
declared at any point during the route followed by the Move Skill. If the
Burstis divided among several targets, all shots must be made froma
single point. Usually, the attack is made from the position that offers the

biggest advantage: a clear LoF, targets out of Cover, optimal range, etc.
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BS ATTACK INTO A CLOSE COMBAT

Ifa BS Attack is declared against an enemy Trooper that is engaged in CC Combata -6
MOD must be applied for each Allied Trooper engaged in the CC (in addition to any
MODs for Range, Cover, Mimetism... for the target).

Every failed BS Attack Roll will hit the Allied Trooper, forcing them to perform a Saving
Roll. If there are several Allied Troopers locked in that Close Combat, then the Trooper’s

player chooses which one of them receives each hit.

BS ATTACK MODIFIERS (MOD)

Before performing the BS Attack Roll (or Rolls), the player must check every MOD
they must apply. There are MODs that will affect the numerical value of the roll, the
Attribute and others may affect the BS Attack Roll’s Burst (B). Existing MODs are:

m Cover
= Range
m Special Skills, Weapons, pieces of Equipment, or States.

COVER

The term Cover refers to all pieces of scenery that partially or completely obstruct LoF,
thus preventing the attacker from making a clean BS Attack.

» If the target is in Total Cover, the attacker may not perform a BS Attack with
Weapons, Special Skills, or Equipment, that requires LoF.

» Ifthetargetisin Partial Cover, the attacker will apply a-3 MOD to their BS Attack
Roll and the target of the BS Attack reduces the Attack Damage by 3 for Saving

Roll purposes, if the Roll was necessary.

TYPES OF COVER:

Total Cover completely blocks the attacker’s vision of his target, obstructing any LoF to
their Silhouette.

The target is in Total Cover when one or more scenery items completely blocks LoF to
its Silhouette.

Partial Cover does not allow the attacker to see the whole Silhouette of their BS
Attack’s target.
The target is in Partial Cover when they are in contact with a piece of scenery that

partially obscures their Silhouette.

LINEOFFIREAND COVER

NO COVER

PARTIAL COVER
Partial Cover due to being in contact with a scenery element that covers

part of the target’s Silhouette.

TOTALCOVER




COVER AND GAME SITUATIONS

In both situations the Blue Trooper has Cover from the Orange Trooper.

RANGE

All BS Weapons, pieces of Equipment, and Special Skills that can make BS Attacks
apply a Range MOD that depends on the distance between the attacker and the
target (see Range, page 47).

If the target is beyond the maximum Range of the BS Weapon, piece of Equipment
or Special Skill, then the BS Attack automatically fails (the Order is spent, Disposable

weapons lose a use, etc.).

For example, for the COMBI Rifle we have the following values:

Combi Rifle Traits: Suppressive Fire
Damage: 13 B:3
Ammo: N Saving Roll Attribute: ARM

RANGE

16" 32" 48" 96"

m Ifthe distance between the Trooper and the Target is from 0 to 16 inches, the
Trooper has a +3 MOD to their BS Attack Roll due to Range.

m Ifthe distance is greater than 16 inches and equal to or less than 32 inches, the
Trooper has a-3 MOD to their BS Attack Roll due to Range.

m Ifthedistance is greater than 32 inches and equal to or less than 48 inches, the
Trooper has a-6 MOD to their BS Attack Roll due to Range.

m The BS Attack automatically fails if the Range is more than 48 inches.
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SPECIAL SKILLS, WEAPONS, EQUIPMENT OR
STATES

Certain Special Skills, Weapons, Equipment or States can apply a MOD to BS Attack
Rolls. These Special Skills, Weapons, pieces of Equipment, or States are explained in

the respective sections of this rulebook.

TEMPLATE WEAPONS AND EQUIPMENT

BS Weapons and Equipment that use a Template have an Area of Effect that affects
notonly the main target, but also an area of the game table determined by the size of

the Template.

The Main Target of a Template Weapon or Equipment is a Game Element that must
be able designated as a valid target for the BS Attack, from which the MODs applied
to the Roll are determined, if a Roll is required. This Roll will be opposed separately,
one by one, by the rest of the Enemies affected by the template.

There are two types of Weapons and Equipment Templates:

m Direct Template.

m Impact Template

IMPORTANT

If the Main Target is outside the Area of Effect of the Template Weapon or
Equipment, the BS Attack is automatically considered a failure and no Game
Element will be affected by the Template.

TYPES OF TEMPLATES

In this rulebook, there are three kinds of Templates used by Weapons and pieces
of Equipment: the Circular Template, the Large Teardrop Template and the Small

Teardrop Template.

The height of the Templates used by Template Weapons and Equipment is equal
to their radius, or half their width (except for those Ammunitions whose Traits

otherwise specify it).
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AREA OF EFFECT AREA OF EFFECT OF TEMPLATE WEAPONS

The Area of Effect of a Template is the area it covers with a single declaration of use. A N D E Q U | P M E N T

For example, if you declare an Attack using a Template Weapon, all Troopers or EFFECTS

targets in Silhouette contact or inside the Area of Effect of the Template are affected » When using a Template Weapon or Equipment, any Trooper whose base or
by the Attack. Silhouette Template is in contact with the Template, or is partially or fully

inside it, is affected by the Weapon or Equipment.

» Any Trooper affected by a Template Weapon or Equipment can declare
Dodge as their second Short Skill or ARO, even if they do not have LoF to the
Trooper declaring the Attack.

» Asageneral rule, Dodging an Attack with a Template requires a successful
PH Roll.

» Asan exception to this, in the following cases the Dodge requires a PH-3 Roll

to avoid an Attack with a Template Weapon:
» Ifthe Trooper affected by the Template Weapon Attack has no LoF to the
attacker.
» Ifthe Template Weapon Attack is from a Deployable Weapon (a Mine, for
example).
» Once placed, the Template remains on the game table until the Resolution
step of the Order.
» The Area of Effect of a Template can affect Allied Troopers as long as the

Template has no Damage Attribute and does not inflict any State.

» When several Troopers are activated at the same time (a Coordinated Order
or Fireteam, for example), the Template affects every Trooper that wasin
Silhouette contact with its Area of Effect at any time during that Order, since
everything happens simultaneously during the Order.

» Critical Hits with Template Weapons:

» When aCritical is rolled when using a Template Weapon, it counts as a
Critical against the Main Target of the attack, and only the Main Target.
Against other targets affected by the Template, it is a successful Roll
instead of a Critical.

» Responding to a Template Weapon Roll:

» Against an Attack with a Template Weapon that required a Roll to hit—

whether it was an Impact Template Weapon or an Intuitive Attack, etc—,
each affected enemy may make a separate Face to Face Roll against the
attacker.

IMPORTANT

Troopers affected by a Template Weapon do not benefit from the -3 Attack
Damage MOD for Partial Cover.

TEMPLATE WEAPONS, AND ALLIED AND
NEUTRAL TROOPERS

Declaring Attacks against Allied or Neutral Troopers is not allowed, noris it allowed to
perform Attacks that may affect them, unless the Template lacks a Damage Attribute
value and does not inflict States. Therefore, if when declaring an Attack with a Template
Weapon, an Allied or Neutral Trooper would be affected by the Template, that shotis
cancelled (but not other shots of that same Burst that have no Allies or Neutrals within
their Area of Effect). Any reactive Troopers within the Area of Effect of the cancelled shot
canstill declare AROs.

In this case of a cancelled shot, if a Weapon with the Disposable Trait was used, the

initially declared use is still consumed.




DIRECT TEMPLATE WEAPONS, ALLIED AND
NEUTRAL TROOPERS

Trooper 1 has B2 with their Chain-colt, when declaring BS Attack
against Troopers 2 and 3 it is checked that the B Template affects
Trooper 4 (Allied or Neutral). Template B is therefore cancelled.
Troopers 2 and 3 may declare ARO normally.

TEMPLATE WEAPONS INTO CLOSE
COMBAT

Template Weapons placed on a group of Troopers engaged in Close Combat will
always affect every Trooper involved, even if, due to the Template’s placement, it
contacts only some of them. Players must take this into account, since Attacks cannot
be performed against Allied Troopers.

DIRECT TEMPLATE WEAPONS

As their name implies, these are the ones where the Template is placed directly
touching the edge of the attacking Trooper’s Silhouette, or centered on the attacker
for the Circular Template.

DIRECT TEMPLATE WEAPONS

BREEERS
» They do not require a BS Roll to hit.

» The Template must be placed when declaring the Attack in order to
determine if the Main Target is inside in the Area of Effect and which
Troopers and Game Elements (Markers, Deployable weapons or
Equipment...) will be affected by the Attack, as this may influence their
possible ARO, or second Short Skill of their Order.

» Direct Teardrop Template (Chain Rifle, Flamethrower, etc.): The narrow end
of the Teardrop Template (Blast Focus) must be placed in contact with the
edge of the Silhouette of the Trooper declaring the Attack. Every Trooper
affected by the Template will suffer the Attack. The Template cannot be
placed so that it would go through the Silhouette of the Trooper that is
declaring the Attack (see example).

» Direct Circular Template The center of the Circular Template (Blast Focus)
must be placed over the center of the base of the Trooper declaring the
Attack, and every Trooper affected by the Template will suffer the Attack.

» Dodging a Direct Template Weapon requires a Normal PH Roll (or PH-3 as
mentioned previously).

» Ifa Trooper affected by a Direct Template Weapon declares an Attack against
the user of the Direct Template Weapon, their Attack will be a Normal Roll
(if the Weapon, Special Skill, etc., requires a Roll). In the Resolution step
of the Order, the Trooper will need to make a Saving Roll, since this type of
Template Weapon affects targets directly, without needing to Roll to hit.

N COMBAT

» In ARO, any Active Trooper in the Area of Effect of the Template during the
Order counts as a Main Target when checking whether the Template is
cancelled.

» Those Direct Template Weapons that have a Burst (B) value higher than1,
allow the Template to be placed as many times per Order as their Burst (B)
value indicates, and to distribute this Bamong different targets if so wished.

DIRECT TEMPLATE PLACEMENT EXAMPLES

Direct Template Weapon, Blast Focus and placement of the Template.

The Teardrop Template’s placement cannot pass through the own
Trooper’s Silhouette.

LIU XING JUMP INFANTRY
PH
2 |

The center of the Circular Template (Blast Focus) must match the center
of the underside of the Trooper’s base.
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EXAMPLE OF DIRECT TEMPLATEWITH
BURST (B2): AREA OF EFFECT, PLACEMENT,
AND TROOPERS AT DIFFERENT LEVELS

Al

During his Active Turn, a Betatrooper with Nanopulser (B+1), Direct
Template BS Weapon, declares Move and BS Attack with B2 from the point
he has chosen to perform the BS Attack, the Betatrooper may place each
Template freely, affecting different targets if he so chooses.

The Betatrooper affects 3 out of 4 enemies in range. Being Direct Templates,
Attacks declared as ARO will not be Face to Face Rolls.

Being in Prone state, Trooper n°3 will remain unaffected by the Template,

since it does not touch their base.

EXAMPLE OF A DIRECT TEARDROP
TEMPLATE WEAPON. SHOT CANCELLED.

BETATROOPERS
"TEMPLATE WEAPON: NANOPULSER 2
1 5
P

In this picture, we have a Betatrooper who declares a BS Attack against

a Fusilier with his Direct Template Weapon (a Nanopulser). He places
itin such a way that it affects an enemy Camouflage Marker (CAMO).
Since the Fusilier is not in the Area of Effect of the Teardrop Template, the

Attack is cancelled and the Marker remains unaffected.

IMPACT TEMPLATE WEAPONS

These weapons place a Template at the point of impact.

IMPACT TEMPLATE WEAPONS

REQUIREMENTS

» Impact Template Weapons require an Attack Roll, using BS, PH or the
appropriate Attribute, to hit.

» Itis obligatory to declare a valid Main Target who will be the reference to
place the Circular Template. The Main Target must be in LoF when declaring
the Attack.

» The Template must be placed when declaring the Attack in order to
determine which Troopers and Game Elements (Markers, Deployable
weapons or Equipment...) will be affected by the Attack, as this may influence
their possible ARO, or second Short Skill of their Order.

EFFECTS

» The Circular Template only applies its effect on each affected Trooper if the
Normal or Face to Face Roll is successful.

» The Trooper who declared the Attack compares this Roll against each enemy
trooper affected by the Template individually. Each enemy Trooper affected
by the template resolves their Face to Face Roll completely independently of
each other. The Face to Face Roll of one affected enemy Trooper cannot affect
the Face to Face Rolls of the others (see the example below).

» All MODs applied to the attacker’s Roll are determined by the Main Target. As
stated above, this Roll will be compared separately against the Rolls of each
enemy Ttrooper affected by the Template.

» The center of the Circular Template (Blast Focus) must match the center of
the underside of the Main Target’s base. All other Troopers affected by the
Circular Template suffer the Attack as well.

» In order to Dodge an Attack with an Impact Template Weapon, the Main
Target or any other affected Trooper can make a Face to Face Roll with their
PH (or PH-3 in the cases mentioned under Effects) against the attacker’s
Attack Roll.

» Impact Template, Special Cases:

» When using an Impact Template Weapon with the Targetless Trait (such
those using Smoke Ammunition), you do not need to declare an enemy
Trooper as the target; the target can be an area on the game table.

» When declaring Speculative Attack with an Impact Template Weapon, you
do not have to place the Circular Template under the center of the target’s

base.

IMPORTANT

To Dodge an Attack with several Direct Templates in the same Order, a single
Normal PH (or PH-3) Roll must be passed, allowing the Trooper to Dodge all
Templates with one Roll.

IMPORTANT

To Dodge an Attack with several Impact Templates in the same Order, every
Face to Face Roll must be performed separately against the PH Roll (or PH-3
Roll, according to the case) of the target Trooper, allowing the Trooper to dodge
all Templates with a single Roll.

IMPORTANT

Despite being in contact with the Template, Troopers declaring an Attack with
a Direct Template will not be affected by it, unless otherwise specified in the
Weapon's, Skill’s or Type of Ammunition’s description.
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EXAMPLE OF IMPACT TEMPLATE WEAPON.
TARGETS REACT WITH BS ATTACKAND
DODGE WITHOUT LOF. SHOT CANCELLED.

|
Traits: Impact Template (Circular)
|| Damage:13 B:2
munition: N Saving Attribute: ARM + BTS
RANGE

16" 32" 40" 96"
L

L

The Unidron declares BS Attack with his Plasma Carbine in Blast Mode,
targeting Fusiliers 1and 2, hoping that the template would also affect
Fusilier3.

After declaring the BS Attack, the Circular Templates are centered on the
Fusiliers and it is indeed checked that they also affect Fusilier 3, as well as
the Unconscious Unidron next to Fusilier1.

Therefore, Fusilier 3 gains the right to ARO, since he was affected by a
Template Weapon and the other Attack, declared against Fusilier1, was
cancelled because it affected an Allied Trooper.

In that moment, Fusiliers1and 2 declare their AROs: BS Attack. Fusilier3
declares Dodge (PH-3 due to the lack of LoF to his attacker).

Thus, the following Rolls are performed:

One Normal Roll from Fusilier1against the Unidron.

Two Face to Face Rolls from the Unidron against Fusiliers 2and 3. The
result obtained by the Unidron after applying all relevant MODs will be
compared separately with the BS Attack of Fusilier 2 and the Dodge of

Fusilier3.

SPECULATIVE ATTACK

This Common Skill allows the user to execute a BS Attack against a target outside LoF
or, if he has a suitable weapon, to choose a location other than the target as the center

of the attack.

SPECULATIVE ATTACK

ENTIRE ORDER

BS Attack

REQUIREMENTS

» The user may make asingle BS Attack against a target outside their LoF.

» TheBwillalwaysbe1, regardless of the actual Bvalue of the Weapon orany MODs
applied tothe B.

» If the user employs a BS Weapon with the Circular Impact Template Trait, this
Skillallows them to place the center of the Circular Template somewhere other
than centered on the Main Target of the attack. However, the Main Target must
be inside the Area of Effect of the Circular Template.

» In that case, both the target of the attack and the impact point may be chosen
without needing LoF.

» Placethe Template directly on the gametable or horizontally overa piece of terrain,
and never on a vertical surface or in the air.

» Theusermustapplya-6 MOD to BS, orthe corresponding Attribute, for Speculative
Attack, and also any Range MODs. Other negative MODs (for example Mimetism,
Partial Cover, Visibility Zones...) are not applied.

Sibylla Explains

This is the procedure to perform a Speculative Attack:
1° Designate the Main Target of the Attack.

2° Place the Circular Template to designate the impact
point of the Attack (it may be a target outside LoF, or
a point on the table as long as the Circular Template
affects the target).

3° Then, a check is made to ascertain which other Troopers

are affected to determine all AROs.
4° Measure the distance between the Trooper and the impact point, all

relevant MODs are applied, and the Rolls are made.
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INTUITIVE ATTACK

Intuitive Attack represents those times when a soldier perceives movement through

EXAMPLE OF SPECULATIVE ATTACK

@ DATURAZI WITCH-SOLDIERS @ 0000, °
PH [} [ )
f o® .
BS THROWING WEAPON: GRENADES ® ° °

[ FanceR]
SPECULATIVE FIRE B33 [ ]
[ ]

the corner of his eye and instinctively sprays the area with his weapon in the hopes of

unearthing a hidden enemy.

s INTUITIVE ATTACK

°
o NO LINE OF FIRE

ENTIRE ORDER

BS Attack

REQUIREMENTS

During his Active Turn, a Daturazi intends to attack the Gangbuster
located behind a wall. To prevent the Gangbuster from shooting him
during his advance, the Daturazi decides to throw a Grenade at him.

Since Grenades have the Speculative Attack Trait, the Daturazi declares

a Speculative Attack without requiring LoF. To do so, the Morat player

follows these steps:

» The user may perform a single BS Attack Roll against the target.

m 1° They remove one Order from their Order Pool and declare a » The B will always be 1 regardless of the actual B value of the Weapon or any
Speculative Attack Entire Order, designating the Gangbuster as their MODs applied to the B.
Main Target. » In order to make an Intuitive Attack, the user must pass an unmodified WIP

m 2°They place the Circular Template on the gaming table so that it Roll. MODs from Partial Cover, Special Skills, pieces of Equipment or any other
affects the Gangbuster, and designate the impact point. source do not apply to this Roll.

m 3°0Once the Circular Template is placed and centered on that point, a » Ifthetargetreacts by declaringan Attack or Dodge, his reaction is simultaneous
check is made to ascertain which other Troopers are affected. and resolved by a Face to Face Roll, if applicable.

m The Gangbuster declares his ARO. In this case, as he is being affected » Ifthe userfails his WIP Roll, he cannot attempt to make another Intuitive Attack
by a Template Weapon, he may declare Dodge. against the same target until his next Active Turn.

m 4°The distance between the Daturazi and the designated impact » If more than one enemy would be affected by the Intuitive Attack, the shooter
pointis measured. A Face to Face Roll ensues between the Daturazi must choose only one of them as the Main Target.
and the Gangbuster. » Ifthe WIP Roll is a Critical, it counts as a Critical against the Main Target of the

m The following MODs will be applied to the Gangbuster’s Dodge Roll: attack, and only the Main Target. Against other targets affected by the Intuitive
m -3to Dodge a Template without LoF to the attacker Attack, itis a successful Roll instead of a Critical.

m The following MODs will be applied to the Daturazi’s Speculative » AnIntuitive Attack must be declared in order to place a Deployable Weapon on

Attack Roll:
m +3for Range.
m -6 for Speculative Attack.

Given thatitis a Speculative Attack, the Daturazi does not need to apply

the Mimetism MOD (-3) of the Gangbuster, or any MOD due to Cover.

the gaming table if there is an enemy Camouflaged Marker (CAMO) inside its
Trigger Area. Thisrestriction does notapply if thereisavalid, non-camouflaged
enemy Model inside the Trigger Area.

Ifthe WIP Roll is failed, the Deployable Weapon is not placed on the table and,
ifitalso has the Disposable Trait, one use must be considered spent.
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EXAMPLE OF INTUITIVE ATTACK

S\

\:?) BETATROOPERS

‘TEMPLATE WEAPON: NANOPULSER

The Betatrooper declares Intuitive Attack against the Camouflaged
Marker [CAMO].
The Marker [CAMOQ] has two options:

m Declare nothingand not reveal itself unless the Betatrooper passes
the required WIP Roll, in which case it will be hit by the template
and be forced to make the corresponding Saving Roll, which would
reveal it.

m Declare Dodge, BS Attack, etc. and oppose the Betatrooper’s WIP
Roll with it’s ARO.

In this situation, if the Fusilier was affected by the Template, his Roll
would oppose the Betatrooper’s WIP Roll.

TEMPLATE WEAPONS,
SCENERY ELEMENTS AND
TOTAL COVER

ATemplate’s Area of Effect may be determined by the presence of scenery elements
on the game board, as seen in the graphics.

In Infinity N4, different Templates have a Blast Focus, which is used to determine
ifa Trooper is affected by the Template, or if the Template’s Area of Effect has been
blocked by Total Cover from intervening scenery elements. For a Trooper to be
affected by the Template, it must be possible to trace a LoF from the Template’s Blast
Focus to the Trooper, without being blocked by Total Cover.

The Blast Focus is the center of the Circular Template and the narrow end of the
Teardrop Templates.

LoF from the Blast Focus to a Trooper may only be drawn within the Area of Effect of
the Template itself.

DIRECT TEMPLATE EXAMPLE: AREA OF
EFFECT, BLAST FOCUS, AND SCENERY

The Scenery element completely covers the enemy Trooper. Therefore,
LoF cannot be traced from the Blast Focus so the Trooper is not affected
by the Area of Effect.

EXAMPLE

DATURAZI WITCH-SOLDIERS

@?

e0°%0%0,,
BS THROWING WEAPON: ENENADES. L] °

e

‘Traits: THROWING WEAPON, IMPACT TEMPLATE (CIRCULAR), SPECULATIVE ATTACK
Damage:13 B:1

Ammunition: N Saving Attribute: ARM
RANGE

|

By performing an Attack with an Impact Template, the Circular Template
is centered on the underside of the Main Target’s Base, regardless of the
impact point on the target. Any Game Element in contact or within the
Area of Effect of the Circular Template will also be affected by the Attack.
As we see in the picture, thanks to the scenery element, it is not possible
to draw a LoF from the Blast Focus to Trooper 3, who is therefore
unaffected.

WEAPON PROFILE (BS WEAPONS AND
TEMPLATE WEAPONS)

In Infinity N4, every Weapon has its own game profile and some of them even have
special usage rules. This chapter describes how to read such a profile, and each
Weapon is detailed individually in the Weapons Chart, p.163. The MULTI Rifle will be
used as an example to explain how to read a BS Weapon profile.

Want to know more? You may find all the additional info

to further explore the Infinity Universe in background

books, articles and appendices!

Sibylla’s Advice
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N

MULTI RIFLE (ANTI-MATERIEL)

Multi Rifle Traits: Anti-Materiel
Damage: 13 B:1
Ammo: DA Saving Roll Attribute: ARM

RANGE

16" 32" 48" 96"

[E T TR

MULTI RIFLE (BURST MODE)

Multi Rifle Traits: Suppressive Fire

Damage: 13 B:3

Ammo: AP/SHOCK Saving Roll Attribute: ARM

RANGE

16" 32" 48" 96"

s s ] 5 |

MULTI Weapons are an example of Weapons that have more than one firing mode. Each

firing mode has a Burst (B) and different Ammunition associated with them. The player
must decide which firing mode to use each time they declare a BS Attack.

Range indicates the Weapon's reach in inches. In this case the MULTI Rifle has a reach of o
to 48 inches, this reach is divided in different ranges that imply different MODs to the BS
Attack Roll, as explained in the Range Modifier section (see p. 47).

Damage indicates the destructive capability of the Weapon. The higher the Damage
value, the more powerful the Weapon.

Burst (B) is the number of dice the Active Player must roll when declaring a BS Attack.
Remember thatin the Reactive Turn the value of Bis 1, unless modified by a rule or Skill.

The Ammunition column indicates what Type of Ammunition the Weapon uses. For
Weapons that can use more than one Type of Ammunition, the different options will
appear separated by a “/", in this case, when declaring a BS Attack, the whole Burst B must
always use the same Type of Ammunition.

However, if the Types of Ammunition are linked by a “+” it means both Types are
combined.

EXAMPLE1
The MULTI Rifle in Burst Mode can use AP Ammunition and B3. This means
thatif the player declares BS Attack, they will roll 3 dice with AP Ammunition.
Conversely, if they decide to use Anti-materiel Mode they will have just1die
available, but will use DA Ammunition.

EXAMPLE 2
Aweapon that uses AP+DA Ammunition indicates that the target must
perform 2 Saving Rolls for each received hit, with the corresponding Saving
Roll Attribute halved.

The Saving Attribute column for the Saving Roll will indicate the necessary Attribute
orAttributes (ARM, BTS, PH, ARM+BTS, etc.) to know whether each received impact’s
Damage or Effect is avoided or not. As with Ammunition, saving with different Attributes
or their combination may be necessary (see Damage p. 44).

Traits are special features some Weapons and pieces of Equipment possess. They are
all explained in the Labels and Traits Section (see p.151). An asterisk (*) in this section
indicates that the Weapon or piece of Equipment has extra rules in the corresponding

section of the rulebook.

Next, two more examples on how to read the Weapons Chart (available in full on p.163)
are shown.

EXAMPLE3

BREAKER COMBI RIFLE

Breaker Combi Rifle Traits: Suppressive Fire

Damage: 13 B:3

Ammo: AP Saving Roll Attribute: BTS

RANGE

16" 32" 48" 96"

R T T

The Breaker Combi Rifle indicates that for each received impact the
target must perform one Saving Roll, with their BTS Attribute halved.

EXAMPLE 4

MEDIKIT

MediKit Traits: Non Lethal, [***]
Damage: B:1
Ammo: Saving Roll Attribute:
RANGE
8" 18" 24" 96"

3] o | 5 |

The MediKit s a piece of Equipment that is considered a Non-Lethal
BS Weapon. Therefore, the Weapons Chart indicates the Range MOD.
Although in the Traits section the [**] indicates that it is a weapon or
piece of Equipment that has additional explanation in the Skills and
Equipment section of the rulebook.

CLOSE COMBAT (CC)

Urban combat, attempting to take a building, or ship to ship space-boarding often occur
in reduced spaces, which favors close combat with bladed weapons (knives, machetes,
sabers, swords, claws, etc.) which we generically call Melee Weapons.

CC ATTACK

Skill that allows Close Combat fighting, striking an adversary in Silhouette contact.

CC ATTACK

SHORT SKILL

Attack

REQUIREMENTS

» Allows use of the CC Attribute to fight in Close Combat (CC).
» Bydeclaringa CCAttack, Troopers may only use those Weapons with the CC Trait.

» IfaTrooperhasseveral targetsand a Burstvalue thatis higher than1, the player
must clarify how they are dividing the Burst when declaring the CC Attack.

» In the Resolution step, check which MODs to apply, and make the CC Attack
Rolls using the corresponding Attribute.
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» Foreach success obtained in CC Attack Rolls, the target must perform a Saving Step 3:
Roll (See Damage p. 44). The Active Player (Orange) declares CC Attack as the second Short Skill of
» Coup de Grace: If the Enemy Target is in Unconscious or Shasvastii-Embryo the Order.

State when declaring the CC Attack, then, without needing to perform a roll,

the target automatically goes from Unconscious to Dead State without the

possibility of making a Saving Roll.

INTERACTING WITH A CLOSE COMBAT

Any Trooper in Silhouette contact with an Allied Model that is in the Engaged State

may only declare CC Attack, Dodge or other related Skills that may be used in CC. For
example, in these circumstances declaring Skills such as Doctor or Engineer on a Trooper

in Engaged State is not allowed.

MOVEMENT SEQUENCE AND CC

Close Combat is often associated with a Movement, the most common

FUSILIERS
MOV CC

é/‘i

\ )/
game sequence in this case is the following: N2> 4-4 15 4-4_13
MELEE WEAPON: CCW MELEE WEAPON: CCW

Step 1:
The Active Player (Orange) consumes an Order and declares Move.

Step 4:
The corresponding Face to Face Roll is performed.
Face to Face Roll:

m Active Player: 1 Diein CC.

m Reactive Player: 1 Diein CC.

Step 2:
The Reactive Player (Blue) declares CC Attack as their ARO.

FUSILIERS

MOV CC
4-4 13
MELEE WEAPON: CCW : N MELEE WEAPON: CCW
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CC ATTACK MODIFIERS (MOD)

Before performing the CC Attack Roll (or Rolls), the player must check every MOD
they mustapply. The MODs are:

m Close Combatagainst several enemies.
m Special Skills, Weapons and Equipment.

CLOSE COMBAT WITH MULTIPLE
TROOPERS

This rule is applied when more than 2 Troopers are in Silhouette contact with the

objective and any of them is activated.
During the Active Turn:

When declaring a CC Attack, the Player must select one Trooper or Peripheral
activated by the Order. That Trooper or Peripheral performs the CC Attack and obtains
a+1 MOD to B for each Allied Trooper or Peripheral thatis notin a Null or Immobilized

State, and is in Silhouette contact with their target.
During the Reactive Turn:

When declaring AROs, if the Reactive player decides to declare CC Attack they must
select only one Trooper or Peripheral in Silhouette contact with the objective. The
selected Trooper performs a CC Attack and will have a +1 MOD to B for each Allied
Trooper or Peripheral in in Silhouette contact with the objective. The MOD is only
applied for those allies that are not in a Null or Immobilized State, and have not
declared Dodge, Idle or Reset.

Other restrictions:

When in Close Combat itis only possible to declare CC Attack, Dodge, Idle or Reset.
The maximum number of Models that may be in Silhouette contact with a Model
ona25mm baseis 4.

The maximum number of Models that may be in Silhouette contact with a Model

ona4ommorlargerbaseis 6.

EXAMPLE OF CLOSE COMBAT AGAINST
SEVERAL ENEMIES
Active Turn:
In the image we have a Fusilier (Blue) and a Doctor Zhanshi YISHENG
with his Servant Peripheral YAOZAO (Orange).
Step1:
The Active Player (Orange) consumes an Order and declares Move.

// 31\ ZHANSHI YISHENG '3
£=IIII=E‘[ MoV cC ‘
Naox? | 4-4 15 .;

- MELEE WEAPON: CCW

Step 2:
The Reactive Player (Blue) declares BS Attack against the Doctor as ARO.

2\ FUSILIERS

BS WEAPON: COMBI RIFLE
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Step3: EXAMPLE OF CLOSE COMBAT AGAINST

The Active Trooper declares CC Attack. The player chooses the Doctor to SEVERALENEMIES

perform said CC Attack. Reactive Turn:

The Doctor obtains a +1B MOD for having his Peripheral (Servant) in In the Blue player’s Active Turn, a Move + CC Attack Order is added to the
contact with his target. previous example’s melee:

Step1:
The Active Player (Blue) consumes an Order and declares Move until

O

coming into Silhouette contact with the Peripheral (Servant).

PSIDN

‘@ zu'::\s;m chSHENE
=)

Nae? | 44 15

MELEE WEAPON: CCW

v
..

Step 4:
Measurements for the BS Attack are made and the dice are rolled.
Step 2:
Face to Face Roll: Since the Troopers involved in a Close Combat do not have LoF outside

Close Combat, they cannot declare BS Attack. Therefore, the Reactive
m Active Player: 2 Dicein CC. Player (Orange) can only declare CC Attack, Reset, Idle or Dodge with
m Reactive Player:1Diein BS. their Peripheral (Servant).

They decide to declare CC Attack as ARO with their Peripheral (Servant).

Step 3:

As the second half of the Order, the Active Player declares CC Attack.

The Fusilier obtains a +1B MOD thanks to his partner being in CC with the
Peripheral (Servant).

The Peripheral does not obtain the +1B MOD because its Controller is not

MOV CC

in CCwith the Active Trooper.
4-4 15
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FUSILIERS
3 MOV CC
YAozAo 4-4 13

MOV cc MELEE WEAPON: CCW

& 6-4 11
MELEE WEAPON: PARA CCW (-3)

Step 4:
The corresponding Rolls are performed.
Face to Face Roll:

m Active Player. 2 Dice in CC.

m Reactive Player:1Diein CC.

SPECIAL SKILLS AND EQUIPMENT

Certain Special Skills, Weapons, and Equipment impose MODs to CC Attack Rolls,
asseen in the rulebook (see Special Skills, Weaponry, and Equipment, although itis
recommended that these concepts be applied as they appear in the game).

ENGAGED STATE

ENGAGED STATE
ACTIVATION

» The Trooper is in Silhouette contact with an Enemy Trooper, and neither are

inan Immobilized or Null (except Sepsitorized or Possessed) State.
EFFECTSE

» Troopers in Engaged State are considered to be in Close Combat.

» Troopers in this State can only declare Berserk, CC Attack, Dodge, Idle, Reset,
and Skills that specify that they can be used in Close Combat or in Engaged
State.

» Troopers thatare in Engaged State may not trace LoF outside their Close
Combat.

» By declaring BS Attack on a Trooper in Engaged State, the BS Attack againsta
Close Combat rule must be applied (see p. 46).

» Template Weapons placed on a group of Troopers in Engaged state will
always affect all participating Troopers, even if the placement of the
Template would only affect one of them.

CANCELLATION
» This State is cancelled when the Trooper in question ceases to be in
Silhouette contact with any Enemy Troopers.

» ATrooper’s Engaged State is automatically cancelled if, in the 5.1 Effects
step of any Order, all enemies in Silhouette contact are in an Immobilized
or Null (except Sepsitorized or Possessed) State.

» ATrooper may also cancel the Engaged State if they pass a Dodge Roll,
either Normal or Face to Face. In this case, the Trooper must leave
Silhouette contact, moving up to 2 inches to separate themselves from the
enemy.

If they cannot move to a valid position that is outside Silhouette contact,

the Trooper will remain in Engaged State without moving.

Want to know more? You may find all the additional info
to further explore the Infinity Universe in background
books, articles and appendices!

Sibylla’s Advice.

RVIE ¢

WEAPON PROFILE (MELEE WEAPONS)

In Infinity N4, every Weapon has its own game profile and some of them even have
special usage rules. This chapter describes how to read such a profile and details each
Weapon individually. The CC Weapon will be used as an example to explain how to
read a Melee Weapon profile.

CC WEAPON Traits: cc
Damage: PH B:1
Ammo: N Saving Roll Attribute: ARM

CC, Non Lethal, State:

Traits: Immobilized-A

Para CC Weapon

Damage: -- B:1

Ammo: PARA Saving Roll Attribute: PH-6

Range indicates the Weapon's reach in inches. Melee Weapons usually lack a Range.

Damage indicates the destructive capability of the Weapon. The higher the Damage
value, the more powerful the Weapon.

Burst (B) is the number of dice the Active Player must roll when declaring a CC Attack.
Remember thatin the Reactive Turn the value of Bis generally 1, unless modified by

aruleor Skill.

The Ammunition column indicates what Type of Ammunition the Weapon uses. For
Weapons that can use more than one Type of Ammunition, the different options will
appear separated by a “/”, in this case, when declaring a CC Attack, the whole Burst B

must always use the same Type of Ammunition.

However, if the Types of Ammunition are linked by a “+” it means both Types are
combined.
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The Saving Attribute column for the Saving Roll will indicate the necessary Attribute
or Attributes (ARM, BTS, PH, ARM+BTS, etc.) to know whether each received impact’s H A C K E R
Damage or Effect is avoided or not. As with Ammunition, saving with different AUTOMATIC SKILL

Attributes or their combination may be necessary (see Damage p. 44).

Obligatory

Traits are special features some Weapons and Equipment pieces possess. They are all

explained in the Labels and Traits Section (see p.151).
» Hackers may be equipped with a Hacking Device that will grant them access to

REMEMBER certain Hacking Programs, depending on the type of Device they are using, or
When the PH Attribute is shown in the Damage column instead of a numerical to make direct use of certain Programs without requiring a device.
value, the Weapon's Damage value will be the PH Attribute of the user of the » Hackers may have Upgrade Programs assigned to them.

Melee Weapon.

UPGRADE PROGRAMS (UPGRADE)

EXAMPLE Custom-made software tailored to the style and preference of specific infowar
operatives. If available, they will be listed in the Unit Profile, in round brackets next to

the name of the Hacker or the Device.

Monofilament CC

Weapon Traits: CC, ARM=0, State: Dead SUPPO RTWARE PROGRAMS

Damage: 12 B:1 These are programs of extended duration which are mainly designed to support
Amma: N S8ving Roll Attribute: ARM allied Troopers on the battlefield by granting them bonuses to improve their combat

capabilities. Likewise, they may also be designed to hinder enemy Troopers, applying
In the case of the Monofilament CC Weapon, its Traits indicate that the negative MODs to them.
target will have their ARM value reduced to o for their Saving Roll and

that, in the case of suffering Damage, instead of losing one point of
Wound or Structure Attribute, they will enter Dead state directly. IMPORTANT
m ATrooper can benefit from the effects of only one Program with the

Q UANTRO N | C CO M BAT Supportware Label ata time.
[ I—I A C K I N G) m Each Hacker can only sustain one active Supportware Program ata time.

m AHackercan cancel an active Supportware Program by declaring another

In Infinity N4, infowar and cyberwarfare tasks, defined as Hacking, are shouldered by Program and expending the corresponding Order or ARO.
the Hackers, specialized Troopers who can use the different Hacking Programs which m ASupportware Program is automatically cancelled if the target of the
define quantronic combat. Supportware is targeted by a new Supportware Program, or if the Hacker

running the Program enters Isolated State or any Null States.

GETTING STARTED WITH HACKING

According to their nature, Hacking Programs allow the Hacker to actin

an aggressive or defensive manner, support other Troopers, interact with Fl R EWA I_ I_ S

scenery, etc. Some Troopers or Hacking Devices have pieces of Equipment which provide extra
protection against Comms Attacks. These defenses are codified in the Firewall
rule, which applies a series of MODs to hinder the Attack and enhance the target’s

REMEMBER protection.

When making your Army Lists in Infinity Army, a summary of the Hacking

Programs will be included, in the same way that a summary of your Troopers’

weapons is included. FIREWALL

EQUIPMENT

HACKER Obligatory

The term Hacker designates a set of Troopers who have received specific training
in Infowar. This training allows them to make use both of Hacking Devices, and the
programs specifically designed for them. » Any enemy that declares a Comms Attack against a Trooper benefitting from
a Firewall will have to apply a negative MOD to his WIP Attribute, as indicated
between brackets: Firewall (-3), Firewall (-6)...
» ATrooper benefitting fromaFirewall willapplya MOD of -3 to the Attack Damage
of Comms Attacks if they have to perform a Saving Roll.
» Troopers can only benefit from one Firewall at a time. If a Trooper can benefit

from more than one Firewall, their player will decide which one to apply.




COMBAT

Sibylla Explains

The Firewall in a Comms Attack is the equivalent of
Cover in a BS Attack, it hinders the Attack and aids the
target’s Saving Roll.
Although the MOD to the Attack varies (-3, -6.), the MOD
to the Saving Roll is always fixed (-3), unless a specific

rule indicates otherwise.

HACKING DEVICES AND HACKING
PROGRAMS: CHARACTERISTICS

Hacking Devices and Hacking Programs have the following characteristics:

They act in the user’s Hacking Area.

They do not require LoF to act, unless the Hacking Program’s own description
states otherwise.
Only Troopers in Model form may be targeted by Hacking Programs.

They benefit, if applicable, from the target’s Targeted State.

HACKING AREA

This term refers to the Area of Effect of Hacking Programs. In Infinity N4 a Hacker’s

Hacking Area matches their Zone of Control, and the Zone of Control of Repeaters and
Deployable Repeaters of either the Player or their Allies.

In addition, ifa Hacker is within the Zone of Control of an Enemy Repeater or
Deployable Repeater, their Hacking Area includes all Enemy Troopers on the game
table. However, if the Enemy Trooper is not a Hacker, any ARO or Hacking Program
using the Enemy Repeater will fail its Requirements, and instead an Idle will be

performed.

HACKING AREA IN ARO

Enemies entering or acting inside the Hacking Area of a Hacker while remaining
outside that Hacker’s LoF and ZoC can be reacted to.

In the ARO Check steps of the Order Expenditure Sequence (see page 21),
players can check if the Active Trooper is inside any Reactive Troopers’ Hacking
Areas. Measurements must always be made from the Active Trooper, checking

a maximum of 8 inches from any point along their path, and from the Active
Trooper’s Repeaters. If the measurements show that the Active Trooper is within

the Hacking Area of the Reactive Trooper, they can declare an ARO.

HOLOMASK AND HACKING AREA

When using an Enemy Repeater to include an Enemy Trooper in the Hacking Area,
any ARO or Hacking Program against a Trooper who does not have the Hacker
Special Skill on their real Unit Profile will fail its Requirements in the Resolution
step of the Order, and instead an Idle will be performed. This will reveal that the

Enemy Trooper is not a Hacker.

HOLOMASK AND REPEATER

Similarly, when using an Enemy Trooper’s Repeater, if that Trooper is in HoloMask
State and does not have a Repeater on their real Unit Profile then any ARO or
Hacking Program using their fake Repeater will fail its Requirements in the
Resolution step of the Order, and instead an Idle will be performed. This will

reveal that the Enemy Trooper does not have a Repeater.

REPEATER

This is a range amplifier for Hackers.

REPEATER

AUTOMATIC EQUIPMENT

Comms Equipment, Obligatory, Zone of Control.

» Repeaters extend the Hacking Area of all Hackers in the same Army List.

» Hackers within the Zone of Control of an enemy Repeater may use it to apply
Hacking Programs againstany enemy Hacker, but applying Firewall MODs (-3).

» There can be no reaction against a Repeater that is being used by an enemy
Hacker, only against the Hacker, if possible.

IMPORTANT

This piece of Equipment is automatically active and cannot be deactivated by its
owner, unlessits carrier is in Isolated State or any Null States.

DEPLOYABLE REPEATER

Thisiis a hacking range amplifier designed for deployment onto the battlefield.

DEPLOYABLE REPEATER

EQUIPMENT
Comms Equipment, Deployable, Disposable (3), Indiscriminate,
Zone of Control. \?

) ‘9?‘,'5 AT

» Whenthe player declares the Place Deployable Common Skill, the Trooper places
a Deployable Repeater Token (REPEATER) on the game table.
» The Deployable Repeater is a piece of Equipment that contains a Repeater.

Deployable Traits: Comms Equipment, Disposable
Repeater : (3), Deployable, Zone of Control.
DEPLOYABLE REPEATER
ARM BTS STR S

[c] o] 1 X
REMEMBER

Firewall imposes an additional MOD (-3, -6...) to the WIP Roll of the Trooper that
declared the Comms Attack against a Trooper that benefits from a Firewall, for
example if attacking through an enemy Repeater.

The Trooper benefitting from a Firewall applies a-3 MOD to the Damage of the
Attack Damage of the Comms Attack, if a Saving Roll needs to be made.

Only the MODs of a single Firewall can be applied, even if the Trooper benefits
from more than one. In the case of the Trooper benefitting from more than one
Firewall, their player will decide which one to apply.
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EXAMPLE OF HACKING ZONE = NoModifiers (MOD).
m Oblivion from the Orc Hackervs Carbonite from the Shrouded.
m OrcHacker MODs:
m -3 Firewall MOD for using an Enemy Repeater.
m Shrouded MODs:

m IfaSavingRollis required, the Attack Damage of Oblivion will

HACKER suffer a-3 MOD from the Firewall.

EXAMPLE OF CAMOUFLAGED STATEAND
ARO THROUGH A REPEATER
This time, the Shrouded Hacker is in Camouflaged State and declares
Idle.
REPEATER y As the Camouflaged Marker is inside the Orc Hacker’s Hacking Area,

the Orc Hacker can delay their ARO in case the Camouflaged Marker is a
Hacker.

The Orc Hacker may declare an ARO only if the Camouflaged Marker
reveals themselves with the second Short Skill of the Order.

EE%E 4 KEY TO THE HACKING
— PROGRAMS QUICK

REFERENCE CHART

The Hacker may use their Hacking Programs in the area that includes the Each Hacking Program grants a series of MODs and advantages when used, that are
Zone of Control of the Repeater, the Deployable Repeater and their own reflected in charts listing the following information:
Zone of Control.
m Attack MOD. A MOD thatis applied to the user’s WIP Attribute.
EXAMPLE OF HACKING ZONEAND ARO m Opponent’s MOD. A MOD that is applied to an enemy Trooper’s Attribute when

THROUGH A REPEATER performing a Face to Face Roll.

= M-ORONES m Damage. The value used to determine the Damage when applying a successful

Hacking Program Roll. Unless otherwise stated, the Attribute used in the Saving
Roll to resist Damage from a Hacking Program is BTS.

m Burst. The number of dice the Active Player must roll when declaring the
Hacking Program. When the B value is higher than 1, it may be concentrated on

| Traits: ATTACK, COMMS EQUIPMENT, DEPLOVABLE,
'DISPOSABLE (3), INDISCRIMINATE,
ZONE.

Q"““'—““LE e asingle target or be divided among several targets.

U e Remember that in the Reactive Turn the B value is generally 1, unless modified
by arule or Skill.

m Target. The Troop Type that can be targeted by the Hacking Program.

m Type of Skill. Indicates the type of Skill (Entire Order, Short Skill, ARO, etc.) that
must be spent to use the Hacking Program.

m Special. Indicates the special effects that the Hacking Program’s user may apply.

This section may also indicate a State that will be imposed on the target, or the

For the sake of simplicity, in this example, the Stealth Special Skill is not type of Ammunition and Traits that may apply.

being used.

During his Active Turn, the Shrouded Hacker decides to declare Idle as

the first Short Skill of the Order. As shown in the picture, he is outside his R EMEM B ER

enemies’ LoF and ZC, but since he is a Hacker, he can use the Deployable Unless otherwise stated, the range of every Program is always the Hacker’s
Repeater, and the M-Drone Trooper (who carries the Repeater piece of Hacking Area.

Equipment), to increase his Hacking Area, allowing him to act from his
current position.
Therefore, since the Shrouded Hacker is within the Hacking Area of the Orc
Trooper Hacker, this declares his ARO: Oblivion.
The second Skill of the Shrouded Hacker is Carbonite, dividing his B2
between the Knight of Justice and the Orc Hacker.
As the Knight of Justice has been targeted by a Hacking Program, she can
declare ARO, choosing to declare a Reset.
The following Face to Face Rolls occur:

m Reset by the Knight of Justice vs Carbonite from the Shrouded.
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HACKING PROGRAMS CHART

ATTACK OPPONENT’S SKILL
MOD MOD DAMAGE B TARGET TYPE SPECIAL
ENTIRE . .
ASSISTED FIRE - - - - REM ORDER Target gains Marksmanship.

TAG, HI, REM, SHORT

CARBONITE o 0 13 Hacker SKILL/ ARO DA Ammo, Non-Lethal, State: Immobilized-B.
CONJTSS:;LED - - - - - SKSITLC/)EITQO +3/-3 MOD to the PH of every Trooper that performs Combat Jump.
CYBERMASK - - - - - E)T{EEFE Replace user with IMP-2 Marker.
ER’\I‘-Z':E:';"I?:)END - - - - REM E)’;-ng Target gains B2 in ARO.
FAIRY DUST - - - - TAG,REM, HI (E)';EEFE The targets gain Firewall MODs.
OBLIVION (o] o 16 TAGI-,Iz:-icII,(EEM, SI(SIII:'STI-QO AP Ammo, State: Isolated, Non-Lethal.
ng-‘rr/;LDL o o 16 1 TAG sé?ﬁﬂzo DA Ammo, State: POS/Normal, Non-Lethal.
TRINITY +3 o 14 3 Hacker SKslll:iL?z]F-{O Loss of 1 Wounds/STR.
SPOTLIGHT o o - 1 - SKSII’L{SKLO Non-Lethal, State: Targeted.
WHITE NOISE - - - 1 - S:K?&T NFB, Reflective: Circular Template blocking LoF for Multispectral Visors.
ZERO PAIN o) -3 - 2 SKSITL(/)TF-{O Nullifies Comms Attack. B2 in ARO, Non-Lethal

HACKER DEVICE PROGRAMS CHART
PROGRAM 3 PROGRAM 4
Oblivion

DEVICE PROGRAM 1 PROGRAM 2 PROGRAM 5 PROGRAM 6

HACKING DEVICE Carbonite Total Control

Spotlight

HACKING DEVICE

BLUS Carbonite Spotlight Total Control Oblivion White Noise Cybermask
KILLER HACKING N
BEVICE Trinity Cybermask
EVO HACKING . ) . .
Assisted Fire Enhanced Reaction Fairy Dust Controlled Jump
DEVICE
CA

HACKING PROGRAMS

ASSISTED FIRE Comms Attack, Non-Lethal.
ENTIRE ORDER

Supportware, No Roll. » Thetarget may only be an enemy Trooperwith the Hackable Characteristic (HI,

TAG, REM... or an enemy Hacker).

» The target must be a REM from the same Army List as the

user, and must be inside the user’s Hacking Area. » Inthe Active Turn, this Program’s Burst of 2 allows the user to perform two WIP

Rolls, which can be distributed among one or more targets as usual.
» Each successful Roll, due to DA Ammunition, forces the target to make two

» Assisted Fire grants the target REM the Marksmanship Special Skill (see page102). Saving Rolls against BTS, with Damage 13.

» When the user activates this Program, which does not require a Roll, place an » Any failed Saving Roll will cause the target to enter Immobilized-B State, placing
Assisted Fire Token (SUP: ASSISTED FIRE) beside the user and beside the REM. an Immobilized-B State Token (IMM-B) by them.

» Once activated, this Program’s range covers the entire game table » A Critical with Carbonite forces its target to perform an additional Saving Roll.

» The range of this Program is the Hacker’s Hacking Area.
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’j@ Sibylla Explains

N\ X\ For each Carbonite Critical received, the target must
perform 3 Saving Rolls: 2 due to the DA impact and 1 more
due to the additional Saving Roll.

IMMOBILIZED-B STATE

IMMOBILIZED-B

ACTIVATION
» The Trooper suffered a successful Attack or Effect usingan
Ammunition, Hacking Program or a game condition or
Scenario Special Rule, capable of causing this state.
EFFECTS

» Troopers in Immobilized-B State cannot declare any Skill,

Attack or ARO, except Reset applying a-3 WIP MOD.

» Automatic Special Skills and Equipment continue to work, but the Trooper
must still respect all declaration restrictions.

» Troopers in the Immobilized-B state continue to provide Orders for their
Order Pool.

CANCELLATION

» The affected Trooper may cancel this state via a successful Normal or Face to
Face Reset Roll, applying the -3 WIP MOD provided by this state.

» ATrooper with the Engineer Special Skill (or an equivalent Skill) may cancel
the Immobilized-B state by spending one Short Skill of an Order while in
Silhouette contact with the affected Trooper, and passing a Normal WIP Roll
(or the Roll specified by the Special Skill or Scenario).

Supportware, No Roll.

» When the user declares the use of this Program, which

does not require a Roll, the Program’s Effects are applied

immediately, instead of in the Resolution step, and a

Controlled Jump Supportware Token (Sup: Controlled Jump) is placed beside

the user.

» Ifdeclaredasan AROtoanenemy Trooperdeclaring CombatJump, this means
that the -3 MOD will affect the enemy Trooper’s PH Roll.

» Itisnotmandatory todeclare Controlled Jumpasan ARO toan enemy Trooper
declaring CombatJump, instead the Hacker can choose to wait and declare
an ARO in the normal way.

» Aslong as Controlled Jump is active, when performing the Combat Jump Skill
every Allied Trooper applies a +3 MOD while every Enemy Trooper must apply

a -3 MOD. If both players have Controlled Jump active, the effects of both

Programs are cancelled.

» Aplayer cannot have more than one active Controlled Jump Program.
» This Program’s range covers the entire game table.

IMPORTANT:

m This Program affects Troopers even if they don’t have the Hackable
Characteristic.
m Controlled Jump can be declared as an ARO against a Combat Jump Entire

Order anywhere on the table.

COMBAT

CYBERMASK

ENTIRE ORDER

NFB, No Roll.

» The user must be outside the LoF of enemy Markers or Troopers.

» Theuserentersthe lmpersonation-2 state, which does notrequirea Roll, replacing
the user’s model with an Impersonation-2 Marker (IMP-2).

» The effects of this Program persist until the user reveals themselves as per the
Impersonation-2 state rules.

» This Program affects only the Hacker himself and therefore has no range.

REMEMBER NFB
While the Hacker is in IMP-2 State, the Program’s NFB Label applies, so they
cannot use or apply any other Skill, piece of Equipment, or Hacking Program

that has the NFB Label, for example Mimetism, Albedo, Holoprojector etc.

IMPERSONATION STATE

IMPERSONATION

Marker
ACTIVATION

» Automatic during the Deployment Phase, provided the user passes any WIP
Roll that is necessary.

» During the Active Turn, Troopers may only return to Impersonation State by
consuming 1 Entire Order, outside the LoF of enemy Markers or Troopers.

» This State may also be activated as indicated by Special Skills, Hacking
Programs, etc.

EFFECTS

» Troopers cannot enter Silhouette contact with an enemy Impersonation
Marker.

» Troopers cannot declare Attacks against Impersonation-1 Markers (IMP-1).

» Troopers cannot declare Attacks against Impersonation-2 Markers (IMP-2), it
is required to Discover that Marker first (Discover + Attack maneuver).

» In their Active Turn only, Troopers in Impersonation State may use the
Surprise Attack Special Skill.

» ATrooper that fails a WIP Roll to Discover an Impersonation Marker cannot
attempt to Discover the same Marker until the next Player Turn. Note thata
Trooper that has been revealed, and re-entered Impersonation State again,
does not count as the same Marker.

» An Impersonation Marker hasa360° LoF.

» An Impersonation Marker has the same Silhouette (S) value as the Trooper it
represents.

» This State does not interfere with Automatic Special Skills or Automatic
Equipment, which will remain functioning normally.

» The only AROs that can be declared against an Impersonation Marker are:
Discover, Dodge, Look Out! or Reset.

» When a Trooper in Impersonation State is activated, each Reactive Trooper
can delay the declaration of their ARO until the second half of the Active
Trooper’s Order has been declared. In this case:

» Ifthe Trooper in Impersonation State reveals themselves with the second




COMBAT

half of their Order (by declaring a BS Attack, moving into Silhouette
contact with an enemy...), the delaying Trooper can declare their ARO.
» Ifthe Trooper in Impersonation State does not reveal themselves, the
delaying Trooper loses their right to declare an ARO.
» Impersonation has two levels, each with its own specific features:
IMPERSONATION-1
» In Impersonation-1 State, the player does not place the
Model on the table but instead places an Impersonation-1
Marker (IMP-1).
» To reveal an Impersonation-1 Marker, a Discover Roll must

be passed, applying a-6 MOD.

» If the Discover Roll is successful, the Trooper enters Impersonation-2 State.
Replace the Impersonation-1 Marker with an Impersonation-2 Marker (IMP-
2).

IMPERSONATION-2 )

» In the Impersonation-2 State, the player does not place the |
Model on the table but instead places an Impersonation-2 “
Marker (IMP-2).

» To reveal an Impersonation-2 Marker, a Discover Roll must be

passed.
» If the Discover Roll is successful, the Impersonation-2 Marker is replaced with
the corresponding Model, facing in any direction its player chooses.
CANCELLATION
The Impersonation State is canceled and the Impersonation Marker is replaced
with the corresponding Model whenever:
» The Impersonation Marker declares an Attack or any Skill that requires a Roll.
» The Impersonation Marker declares an Entire Order of any kind, other than
Cautious Movement.
» The Impersonation Marker enters Silhouette contact with an enemy Model.
» The Impersonation-2 Marker (IMP-2) is Discovered.
» The Trooper is or becomes Impetuous (due to having the Frenzy Characteristic
orany other effect), or enters the Retreat! State.
» When Impersonation State is cancelled, its player must replace the Marker
with the corresponding Model, facing in any direction the player chooses.
» When replacing the Marker with the Model, the player must provide their
adversary with the Trooper’s complete Public Information.

ENHANCED REACTION

ENTIRE ORDER

Supportware, No Roll.

» The target must be a REM from the same Army List as the

user, and must be inside the user’s Hacking Area.

» Enhanced Reaction grants the target REM a Burst value of 2 in ARO.

» When the user activates this Program, which does not require a Roll, place a
Supportware Enhanced Reaction Token (Sup: Enhanced Reaction) beside the
user, and beside the REM.

» Once activated, this Program’s range covers the entire game table.

FAIRY DUST
ENTIRE ORDER

Supportware, No roll.

» Only Hls, REMs or TAGs from the same Army Listas the user
may be chosen as targets.

» Fairy Dust allows the Player to choose a single Troop Type
(HI, TAG, or REM) thatwill benefit from Firewall (-3). Every
Trooper of the Hacker’s Army List that belong to the chosen
Troop Type will apply the corresponding MODs every time
they suffer a Comms Attack. )

» Whenthe useractivates this Program, which does not require J
a Roll, place a Fairy Dust Token (SUP: FAIRYDUST) beside | &

them.

» This Program’s range covers the entire game table.

EXAMPLE OF SUPPORTWAREUSEAND
CANCELLATION
During their Active Turn, a Player that has two Troopers with EVO
Hacking Devices on the table, declares Fairy Dust with one of them and
chooses REMs as the Troop Type that will benefit from this Supportware.
For tactical reasons, they decide to spend the last Order on the other
Trooper with an EVO Hacking Device to declare Enhanced Reaction ona
REM located in the vanguard.
By designating a REM that was already benefitting from Fairy Dust, the
new Supportware Program deactivates the Fairy Dust Program and the

corresponding Token is removed from the table.

REMEMBER

A Supportware Program is automatically cancelled if the target of the
Supportware is targeted by a new Supportware Program, or if the Hacker

running the Program enters Isolated State or any Null States.

Comms Attack, Non-Lethal.

» Thetarget must be an enemy with the Hackable Characteristic (HI, TAG, REM...)
oran enemy Hacker.

» Inthe Active Turn, this Program’s Burst of 2 allows the user to perform two WIP
Rolls, which can be distributed among one or more targets as usual.

» Each successful Roll, due to AP Ammunition, forces the target to make Saving
Roll against their halved BTS, with Damage 16.

» Any failed Saving Roll will cause the target to enter Isolated State, placing an
Isolated State Token (ISOLATED) by them.



» A Critical with Oblivion forces its target to perform an additional Saving Roll,
applying their halved BTS value.
» The range of this Program is the Hacker’s Hacking Area.

ISOLATED STATE

ISOLATED

ACTIVATION

» The Trooper suffered a successful Attack or Effect using ‘ N

03 9/
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an Ammunition, or a game condition or Scenario Special
Rule, capable of causing this state.
EFFECTSE

» Troopers in Isolated State cannot receive Orders from
their Order Pool.

» If, at the start of his following Active Turns, the Trooper is still Isolated, then
he is considered to be Irregular and does not add his Order to his Order Pool
this Turn.

» Whilein Isolated State all the Trooper’s Skills and pieces of Equipment
with the Comms Attack or Comms Equipment Labels or Traits (Hacking
Device, Repeater...) are disabled. In addition, all their Hacking Programs are
disabled.

» Additionally, if the Isolated Trooper is the army’s Lieutenant, then at
the beginning of the player’s next Active Turn the army enters a Loss of
Lieutenant situation unless the state is cancelled before then.

» Troopers in this state must apply a -9 WIP MOD to their Reset rolls.

» Anlsolated Trooper ceases to be part of any kind of Infinity Fireteam.

» Ifthe Isolated Trooper is the Team Leader then the Fireteam will break.

» Troopers in Isolated State cannot take partin a Coordinated Order.

» Automatic Special Skills and Equipment continue to work in this state, with
the exception of Comms Attacks and Comms Equipment.

CANCELLATION

» A Trooper with the Special Skill Engineer (or an equivalent Skill) may cancel
the state by spending one Short Skill of an Order while in Silhouette contact
with the affected Trooper and succeeding at a Normal WIP Roll (or the Roll
specified by the Special Skill or Scenario that caused the state).

» The affected Trooper may cancel this state via a successful Normal or Face to
Face Reset Roll, applying the -9 WIP MOD provided by this state.

Ifan army enters a Loss of Lieutenant situation because its Lieutenant was
Isolated at the start of the Active Turn, canceling Isolated State in that Turn
does not revoke the Loss of Lieutenant, as that situation may only be cancelled

asindicated by its rules.

Comms Attack, Non-Lethal.

» Inthe Active or Reactive Turn, this Program has a Burst of 1, allowing the user
to perform one WIP Roll against the target.

» A success causes the target to enter Targeted State, placing a Targeted State
Token by them.

» The range of this Program is the Hacker’s Hacking Area.

» ACritical success with Spotlight directly imposes Targeted State on the target.

COMBAT

IMPORTANT

The target of this Hacking Program does not need to have the Hackable

Characteristic.

REMEMBER

The target of a Hacking Program or a Comms Attack can declare a Reset,
regardless of their Troop Type (LI, MI, HI, etc.), and even if this Hacking
Program or Comms Attack is performed from outside their LoF.

TARGETED STATE

TARGETED
ACTIVATION
)

» The Trooper suffered a successful Attack or Effect usingan
Scenario Special Rule, capable of causing this state. \,& )
ORGeT
EFFECT =

» Any Trooper declaring a BS Attack, Hacking Program or Comms Attack against

Ammunition, Hacking Program or a game condition or

aTrooper in the Targeted State gains a +3 MOD to the Attribute used to
perform that Attack.

» Troopers in this state must apply a-3 WIP MOD to their Reset rolls.

» Automatic Special Skills and Equipment continue to work in this state.

CANCELLATION

» The affected Trooper successfully passes a Normal or Face to Face Reset Roll,
applying a-3 WIP MOD.

» ATrooper with the Engineer Special Skill (or an equivalent Skill) may cancel
the state by spending one Short Skill of an Order while in Silhouette contact
with the affected Trooper, and passing a Normal WIP Roll (or the Roll
specified by the Special Skill or Scenario).

Comms Attack, Non-Lethal.

» The target must be an enemy TAG or a TAG in Possessed State.
» If the TAG has a Pilot, they must be inside the TAG. However, if the TAG has a
Remote Pilot, they must be inside the TAG, or have been removed from the

gametable.

» Inthe Active or Reactive Turn, this Program has a Burst of 1, allowing the user
to perform one WIP Roll against the target.

» Eachsuccessful Roll, due to DA Ammunition, forces the target to make two Saving
Rolls against BTS, with Damage 16.

» Any failed Saving Roll will cause the target to enter Possessed State, placing a
Possessed State Token (POS) by them.
» If the target is already in Possessed State, any failed Saving Roll will cancel

the target’s Possessed State, causing them to enter Normal State.
» ACritical with Total Control forces its target to perform an additional Saving Roll.
» The range of this Program is the Hacker’s Hacking Area.




COMBAT y

POSSESSED STATE

Null
ACTIVATION

» The Trooper suffered a successful Attack or Effect usingan
Ammunition, Hacking Program or a game condition or
Scenario Special Rule, capable of causing this state.

EFFECTS

» Troopers in this state cannot be activated or receive Orders from their player’s
Order Pool. While they are Possessed, Troopers are considered to be enemies by
the rest of their owner’s Troopers and are considered to be allies by the Troopers
of the player that caused this game state.

» Troopers in this state do not contribute Orders during the Tactical Phases of either
player.

» Troopers in this state may be activated and receive Orders from the Order Pool
of the Combat Group of the Trooper who caused them to enter the Possessed
state. A Possessed Trooper does not count towards the maximum number of
members the Combat Group may contain.

» Possessed Troopers must use the Possessed Trooper profile instead of their own.

» This State does not interfere with Automatic Special Skills or Automatic
Equipment, which will remain functioning normally.

» A Possessed Trooper does not count towards either Players’ Victory Points.

» Whena TAG is in Possessed State, its Pilot cannot Mount or Dismount. Ifa TAG’s

Escape System takes effect while the TAG is in Possessed State, the Operator profile

will not be in such State.

POSSESSED TROOPER
MoV CE BS PH WIP ARM BTS STR S

NFB

» To use this this Hacking Program, the Hacker must be the Active Trooper.

» The White Noise Hacking Program generates a White Noise Zone the size ofa
Circular Template and with infinite height.

» On a successful Normal WIP Roll, the Hacker may place the Circular Template
representing the White Noise Zone inside their Hacking Area at the end of
the Order.

» The Circular Template must be totally inside the Hacking Area.

» The effects of this Program persist until the start of the States Phase, at which
point you must remove the Circular Template.

» WhiletheCircular Templateis on the gametable, the Program’s NFB Label applies
to the Hacker, so they cannot use or apply any other Skill, piece of Equipment,
or Hacking Program that has the NFB Label, for example Mimetism, Albedo,
Holoprojector etc.

» The range of this Program is the Hacker’s Hacking Area.

4-4 13 12 _* 1 _* % % _®
Note *- Use the Trooper’s original values.

CANCELLATION
» Inthe owning player’s Tactical Phase, during the Executive Use of Command
Tokens step, the player can automatically cancel this State by spending1
Command Token.
» The Possessed State is automatically cancelled if the owning player successfully
affects the Possessed Trooper with the Total Control Hacking Program.

IMPORTANT:

Troopers possessing a Multispectral Visor cannot draw LoF through a White
Noise Zone.

Comms Attack

» The target must be an enemy Hacker.

» Inthe Active Turn, this Program’s Burst of 3 allows the user to perform three WIP
Rolls, which can be distributed among one or more targets as usual.

» The user applies a +3 WIP MOD to their Roll.

» Each successful Roll forces the target to make a Saving Roll against BTS, with
Damage14.

» Foreach failed Saving Roll, the target loses one point of his Wounds/Structure
Attribute.

» ACritical with Trinity forces its target to perform an additional Saving Roll.

» The range of this Program is the Hacker’s Hacking Area.

Comms Attack, Non-Lethal.

Troopers can only use Zero Pain if at least one of these is true:
» They are the Active Trooper.
» Inthe Reactive Turn, if they are allowed to declare an ARO.

» In the Active or Reactive Turn, this Program allows the user to make two WIP
Rolls in a Face to Face Roll to evade all enemy Comms Attacks.

» A-3WIP MOD is applied to the enemy Comms Attacks.

» Ifthe user wins with either Roll, they nullify the Comms Attack against them and
avoids all Damage and special effects from the Attack.




EXAMPLE OF QUANTRONIC COMBAT
(HACKING)

Step1:

The Active Player declares Move with theirJujak from point A to B.

The Reactive Player declares the use of the Carbonite Hacking Program
with their Shrouded Hacker.

Facing the possibility that the Jujak had passed within the Hacker’s ZoC,
the Active Player declares Reset. They do not declare BS Attack to face the
Hacker because it is clear that during their entire path they lack LoF to the
Shrouded Hacker.

COMBAT

THE SHROUDED

EQUIPMENT: HACKING;

THE SHROUDED

EQUIPMENT: HACKING,

Step 2:

Itis determined that during their Movement, the Jujak indeed entered
the Hacker’s ZoC and the Face to Face Rolls are performed.

Face to Face Roll:

Active Player, Reset (WIP Roll, in this case there are no MODs to be
applied): 1d2o with Success Value (SV) =13.

Reactive Player, Carbonite (WIP Roll, in this case there are no MODs to be
applied):1d2o with SV =13.

They both succeed, but the 7 cancels the 3.

Step3:

Therefore, after the Shrouded Hacker won the Face to Face Roll, the
Jujak must perform 2 Saving Rolls due to the DA Ammunition against13
Damage.

Attack Damage =10 (13 - 3 for BTS).

Due to the 6, the Jujak places an Immobilized-B Token next to him.







IN THE TRADE OF WAR, WEAPONS ARE A SOLDIER'S TOOLS. THE WORLD OF INFINITY HAS AN ENORMOUS VARIETY OF FIGHTING IMPLEMENTS, FROM THE
FUTURISTIC AND SOPHISTICATED TO THE BASIC AND RUDIMENTARY. IN THE RIGHT HANDS, ANY OF THEM CAN BE ABSOLUTELY LETHAL.

AMMUNITION

In Infinity N4, weapons have different Types of Ammunition, each of them with
different effects and with their own features. The Types of Ammunition available
in Infinity N4 are the following:

Normal (N)

Armor Piercing (AP)
Double Action (DA)
Eclipse
Electromagnetic (E/M)
Explosive (EXP)
Paralysis (PARA)
Shock

Smoke

Stun
m T2
The Ammunition column in the Weapons Chart specifies what type of

Ammunition each weapon uses.

In game terms, the different types of Ammunition represent the effects the
weapons have on the various protections of the units and structures of Infinity
N4. Hence the Attribute or Attributes (ARM, BTS, PH) used for Saving Rolls to
avoid damage from a weapon will vary. This depends on the weapon used, and is
specified in the Weapons Chart.

REMEMBER

Certain effects of some types of Ammunition may require dividing the value
of some Attributes, and in such cases, it may be necessary to round the result.

Rounding:

In Infinity, any time a number (a result on a die, an Attribute, a MOD...) is
divided and rounded to an integer, it is always rounded up. For example, half
of 5 (5/2=2.5) would be 3.

NORMAL (N] AMMUNITION

Normal Ammunition is the conventional form of ammunition and has no special

effects.

NORMAL (N) AMMUNITION

ROLL
» Normal (N) Ammunition forces its target to make one Saving Roll per
impact suffered.
EFFECTS
» Each Saving Roll failed against Normal (N) Ammunition causes the target
to lose one point from his Wounds/STR Attribute.
» Critical hits with Normal (N) Ammunition cause the target to make an
additional Saving Roll.

ARMOR PIERCING (AP)
AMMUNITION

A type of ammunition designed to penetrate even the toughest armor plating.

ARMOR-PIERCING (AP) AMMUNITION

ROLL
» Aftera successful attack using AP Ammunition, the target must make a
Saving Roll perimpact suffered, using half his ARM or BTS value (ARM/2 or
BTS/2) as specified by the weapon being used.
EFFECTS
» AP Ammunition reduces the ARM or BTS value of its target to half of its
original value, rounding up. Consequently, any ARM or BTS above o cannot
be reduced below 1.
» Each Saving Roll failed against AP Ammunition causes the target to lose
one point from his Wounds/STR Attribute.
» Critical hits with AP Ammunition cause the targets to make an additional
Saving Roll, applying their halved ARM or BTS value.

DOUBLE ACTION (DA)
AMMUNITION

This Ammunition uses high-impact light caliber projectiles.

DOUBLE ACTION (DA) AMMUNITION

ROLL
» After a successful attack using DA Ammunition, the target must make two
Saving Rolls per impact suffered.
EFFECTS
» Each Saving Roll failed against DA Ammunition causes the target to lose
one point from his Wounds/STR Attribute.
» The second Saving Roll is mandatory, even if the target fails the first one or
falls Unconscious.
» Critical hits with Double Action (DA) Ammunition cause the target to make

an additional Saving Roll.

Sibylla Explains

For each Critical hit with DA Ammunition, the target
must make 3 Saving Rolls: 2 due to the impact with

DA Ammunition and 1 more due to the additional Saving

Roll.




ECLIPSE AMMUNITION

Eclipse Ammunition is a variant of Smoke Ammunition designed to block the
effect of the Multispectral Visors.

ECLIPSE AMMUNITION

Non-Lethal, Reflective, Targetless.
BRREEIS

» Eclipse Ammunition works in exactly the same way as Smoke Ammunition,
but the Zero Visibility Zone it generates also affects Multispectral Visors,
preventing them from drawing LoF, regardless of their Level.

» Performing an Attack with a weapon with Eclipse Ammunition allows the
user to make a Face to Face Roll against all enemy Attacks that require a
Roll and LoF, and whose LoF passes through the Reflective Zero Visibility
Zone generated by the Template.

» Ifa Trooper with a Multispectral Visor is the target of a BS Attack into,
through, or out of this Zero Visibility Zone, their Multispectral Visor cannot
reduce the MODs of the resulting Poor Visibility Zone.

IMPORTANT

The Area of Effect of a Template may affect Allied Troopers as long as the
Template lacks the Damage Attribute and causes no State.

Multispectral Visors are affected by the Reflective Trait, so Troopers
equipped with this piece of Equipment also perform Face to Face Rolls

against weapons with Eclipse Ammunition.

ELECTROMAGNETIC (E/M)
AMMUNITION

This ammunition emits a high-energy electromagnetic pulse upon activation or
upon impact, with the intent of disabling the target’s electronics.

ELECTROMAGNETIC (E/M) AMMUNITION

Non-Lethal
ROLL

» Afterasuccessful attack using E/M Ammunition, the target must make two

Saving Rolls per impact suffered, using half his BTS value (2 x BTS/2).
BRREEIS

» E/M Ammunition reduces the BTS value of its target to half of its original
value, rounding up.

» A failed Saving Roll against E/M Ammunition causes the target to enter the
Isolated State, preventing it from receiving Orders from the Order Pool. In
that case, place an Isolated Token next to the affected figure.

» If, at the start of his following Active Turns, the Trooper is still Isolated, then
he is considered to be Irregular and it does not add his Order to that Turns
Order Pool.

» If the target fails a Saving Roll and is Heavy Infantry (HI), a TAG, a Remote
(REM) or a Vehicle, then it also enters Immobilized-B State. Place an
Immobilized-B Token (IMM-B) next to it in addition to the Isolated Token.

» A Trooper who receives an impact from E/M Ammunition and fails the
Saving Roll must make the usual Guts Roll, if applicable.

» The exception to this are HIs, TAGs, Remotes and Vehicles that, having
failed the Saving Roll, are now Immobilized-B and cannot make Guts Rolls.
Also, Troopers possessing the Courage Special Skill, or an equivalent can
ignore this rule.

» Critical hits with E/M Ammunition cause the target to make an additional

Saving Roll, applying their halved BTS value.

ISOLATED STATE

ISOLATED

ACTIVATION : \\

\ |
Rule, capable of causing this state.

EFFIECTS

» Troopers in Isolated State cannot receive Orders from their Order Pool.

» The Trooper suffered a successful Attack or Effect using

an Ammunition, or a game condition or Scenario Special

» If, at the start of his following Active Turns, the Trooper is still Isolated, then
he is considered to be Irregular and does not add his Order to his Order
Pool this Turn.

» Whilein Isolated State all the Trooper’s Hacking Programs, Skills and
pieces of Equipment with the Comms Attack or Comms Equipment Labels
or Traits (Hacking Device, Repeater...) are disabled.

» Additionally, if the Isolated Trooper is the army’s Lieutenant, then at
the beginning of the player’s next Active Turn the army enters a Loss of
Lieutenant situation unless the state is cancelled before then.

» Troopers in this state must apply a -9 WIP MOD to their Reset rolls.

» Anlsolated Trooper ceases to be part of any kind of Infinity Fireteam.

» Ifthe Isolated Trooper is the Team Leader then the Fireteam will break.

» Troopers in Isolated State cannot take partin a Coordinated Order.

» Automatic Special Skills and Equipment continue to work in this state, with
the exception of Comms Attacks and Comms Equipment

CANCELLATION

» A Trooper with the Engineer Special Skill (or an equivalent Skill) may
cancel the state by spending one Short Skill of an Order while in Silhouette
contact with the affected Trooper and succeeding at a Normal WIP Roll (or
the Roll specified by the Special Skill or Scenario that caused the state).

» The affected Trooper may cancel this state via a successful Normal or Face
to Face Reset Roll, applying the -9 WIP MOD provided by this state.

If an army enters a Loss of Lieutenant situation because its Lieutenant
was Isolated at the start of the Active Turn, canceling Isolated State in that
Turn does not revoke the Loss of Lieutenant, as that situation may only be

cancelled as indicated by its rules.




EXPLOSIVE (EXP)
AMMUNITION

A type of ordnance designed to cause massive damage to the target by detonating
on impact

EXPLOSIVE (EXP) AMMUNITION

ROLL
» Aftera successful attack using Explosive (EXP) Ammunition, the target
must make three Saving Rolls per impact suffered.
EFFECTS
» Each Saving Roll failed against EXP Ammunition causes the target to lose
one point from his Wounds/STR Attribute.
» The three Saving Rolls are mandatory, even if the target fails one of them or
falls Unconscious.
» Critical hits with Explosive Ammunition cause the target to make an

additional Saving Roll.

Sibylla Explains
For each Critical hit with EXP Ammunition, the target

must make &4 Saving Rolls: 3 due to the impact with EXP

Ammunition and 1 more due to the additional Saving Roll.

PARALYSIS (PARA)
AMMUNITION

This ammunition has been specially designed not to cause any real harm, but itis

powerful enough to immobilize any adversary.

PARALYSIS (PARA) AMMUNITION

Non-Lethal
ROLL

» After a successful attack using Paralysis (PARA) Ammunition, the target

must make a Saving Roll (PH-6) per impact suffered.
EFFECTS

» If the target fails the PH-6 Roll, it enters the Immobilized-A state. Place an
Immobilized-A Marker (IMM A) next to it.

» Critical hits with Paralysis (PARA) Ammunition cause the target to make an
additional PH-6 Roll.

» This Ammunition has no effect on targets that have no PH Attribute. In that
case the target will not roll and will ignore the effects of this Ammunition.

EXAMPLE:
In the case of the Heavy Riotstopper, a Direct Template weapon that
uses PARA ammunition, if it hits a target with a PH Attribute of 12,
this Trooper will have to make a PH-6 Roll (12 — 6 = 6). Therefore, any
result equal to or lower than 6 will mean that the target avoids entering
Immobilized-A state State. Otherwise, an Immobilized-A state State

Token will have to be placed in contact with the target’s base.

IMMOBILIZED-A STATE

IMMOBILIZED-A
ACTIVATION

» The Trooper suffered a successful Attack or Effect using

an Ammunition, Hacking Program or a game condition or
Scenario Special Rule, capable of causing this state.
EFFECTS

» Troopers in Immobilized-A State cannot declare any Skill or ARO, except
Dodge, applying a-6 PH MOD.

» Automatic Special Skills and Equipment continue to work, but the Trooper
must still respect all declaration restrictions.

» Troopers in the Immobilized-A state State continue to provide Orders for
their Order Pool.

CANCELLATION

» The affected Trooper may cancel this state via a successful Normal or Face
to Face Dodge Roll, applying the -6 PH MOD provided by this state.

» A Trooper with the Engineer Special Skill (or an equivalent Skill) may cancel
the Immobilized-A state by spending one Short Skill of an Order while in
Silhouette contact with the affected Trooper, and passing a Normal WIP
Roll (or the Roll specified by the Special Skill or Scenario).

EXAMPLE: BS ATTACKAGAINST ATROOPER
IN IMMOBILIZED-A STATE

BETATROOPERS

///"s'“" R\ ZHANSHI
¥ @

ARO: DODGE

STATE: IMMOVILIZED-AR3

Let’s suppose a Zhanshi is in Immobilized-A state.
A Betatrooper spends an Order, declares Move + BS Attack, and uses
their Spitfire against the Zhanshi.
In this state, the Zhanshi may only declare Dodge as their ARO, with a
-6 MOD.
Therefore, a Face to Face Roll of 4 Spitfire shots is made against 1 Dodge
Roll.
The Zhanshi will apply the following MODs to the Dodge Roll:
m -6 forImmobilized-A.
With a PH Attribute of 10, the Success Value (SV) will be 10 - 6 = 4.
The Betatrooper will apply the following MODs to the BS Attack Roll:
m +3 forRange.
m -3 forCover.
With a BS Attribute of 13, the Success Value (SV) will be 13 +3-3=13.
Resolution:
The Zhanshi lose the Dodge Roll, so he suffers 3 Spitfire hits, since the

4th (with a result of 14) is a miss for the Betatrooper.




SHOCK AMMUNITION

This Ammunition is designed to kill rather than simply incapacitate enemy

combatants.

SMOKE AMMUNITION

Smoke Ammunition is a non-lethal ammunition used to block enemy lines of fire,
allowing allied forces to advance and maneuver.

SHOCK AMMUNITION SMOKE AMMUNITION

ROLL
» Afterasuccessful attack using Shock Ammunition, the target must make a
Saving Roll perimpact suffered.
EFFECTS
» Each Saving Roll failed against Shock Ammunition causes the target to lose
one point from his Wounds/STR Attribute.
» Critical hits with Shock Ammunition cause the target to make an additional
Saving Roll.
» Any failed Saving Rolls against Shock Ammunition will also cancel any type
of Unconscious State the target is in, or has entered during this Order, and
the target will pass directly to the Dead State.

REMEMBER

The main types of Unconscious States are:
m Unconscious

m Shasvastii-Embryo

m Dogged

= No Wound Incapacitation

All their special effects are cancelled by Shock Ammunition and those

Troopers pass directly to the Dead State.

Non-Lethal, Targetless.
EFFECTS

» Smoke Ammunition generates a Zero Visibility Zone (see: Special Terrain,
Visibility Conditions, page 134) the size of a Circular Template and with
infinite height.

» The Smoke Template remains on the table until the start of the States
Phase.

» Smoke Ammunition is a non-offensive ammunition, so it does not require
an enemy—or, in fact, any trooper at all—as a target, and can be thrown at
any point on the table.

» Performing an Attack with a weapon with Smoke Ammunition allows the
user to make a Face to Face Roll against all enemy Attacks that require
a Roll and LoF, and whose LoF passes through the Zero Visibility Zone
generated by the Smoke Template.

» Critical hits with Smoke Ammunition have no additional effect, other than
winning the Face to Face Roll, if applicable.

» Ifthe Trooper is making a Face to Face Roll against several Attacks, he
will need to win every single Face to Face Roll in order to leave the Smoke
Template on the table. If he loses any of them (or fails an unopposed
Normal Roll) the Smoke Template is removed in the Effects step of the
Order.

» Anyenemy in the Area of Effect of the Smoke Template that declares a
Dodge ARO will make a Normal Roll, not a Face to Face Roll against the

Smoke user.

REMEMBER

The Area of Effect of a Template can affect Allied Troopers as long as the
Template has no Damage Attribute and does not inflict any State.
Multispectral Visors can draw Line of Fire through Zero Visibility Zones, so
Troopers equipped with this piece of Equipment do not perform Face to Face

Rolls against Smoke Ammunition.

IMPORTANT

Template Weapons and their Area of Effect are affected by Scenery
Elements.

As the Area of Effect of the Smoke Templates have infinite height, they

form a cylinder starting from the Template upwards that will be affected by
scenery elements. The Area of Effect will be cut horizontally and vertically by

such scenery elements (see the example).




EXAMPLE OF SMOKE, FACE TO FACE ROLLS
AND NORMAL ROLLS

SMUKE GRENADES

'mm .
| 'NON-LETHAL, NO OBIECTIVE, [**]

:SMO

Q="

EXAMPLE OF SMOKE AND SCENERY
ELEMENTS

The Daturazi in the picture declares Move, Troopers1, 2, and 3 declare
BS Attack as their AROs

As the second half of their Order, the Daturazi throws a Smoke

Grenade, placing a Template on the gaming table to determine which
Troopers will be affected.

Trooper1is not affected because his LoF does not cross the Template, so
he makes a Normal Roll instead of a Face to Face Roll.

The LoF of Trooper 2 does cross the Circular Template, so he will
perform a Face to Face Roll between his BS and the Daturazi’s PH.
Trooper 3, despite the fact that his LoF crosses the Circular Template,
will perform a Normal Roll thanks to his Multispectral Visor, which
allows him to draw LoF through the Smoke.

The Circular Smoke Template will remain on the table until the States
Phase if the Daturazi wins the Face to Face Roll against Trooper 2.

As shown in the picture, the Area of Effect of Smoke Grenades is
affected by Scenery Elements. In this situation, Trooper is not inside the
Smoke Template due to the balcony that is cutting off the Area of Effect
of the Circular Template.




STUN AMMUNITION

A type of ammunition devised to incapacitate its target without killing it.

STUN AMMUNITION

Non-Lethal
ROLL

» Aftera successful attack with Stun Ammunition, the target must make two

Saving Rolls per impact suffered.
EFFECTS

» A failed Saving Roll against Stun Ammunition causes the target to enter the

» Stunned State. Place a Stunned State Token (STUNNED) next to it.

» Additionally, failing the Saving Roll causes the target to automatically fail
the subsequent Guts Roll for having survived an Attack, unless he has the
Courage Special Skill or an equivalent.

» Critical hits with Stun Ammunition cause the target to make an additional
Saving Roll.

STUNNED STATE

STUNNED
ACTIVATION

» The Trooper suffered a successful Attack or Effect using
an Ammunition, Hacking Program or a game condition or
Scenario Special Rule, capable of causing this state.

EFFECTSE

» Troopers in this state cannot declare Attacks.

» Moreover, Troopers in Stunned State must apply a MOD of -3 to any Roll
they perform, except Saving Rolls.

» Automatic Special Skills and Equipment continue to work, but the Trooper
must still respect all declaration restrictions.

CANCELLATION

» To cancel this State, Troopers with the Wounds Attribute require a Doctor,
while Troopers with the Structure (STR) Attribute require an Engineer.

» A Trooper with the Doctor/Engineer Special Skill (or an equivalent Skill)
may cancel this State by spending one Short Skill of an Order while in
Silhouette contact with the affected Trooper, and passing a Normal WIP
Roll (or the Roll specified by the Special Skill or Scenario).

The Stunned State is automatically cancelled at the start of the States
Phase of the Player Turn in which it was caused.

T2 AMMUNITION

A high value ammunition that causes severe damage to the target.

T2 AMMUNITION

ROLL

» Afterasuccessful attack using T2 Ammunition, the target must make an

ARM Roll perimpact suffered
EFFECTS

» Each failed Saving Roll against T2 Ammunition causes the target to lose
two points from his Wounds/STR Attribute.

» Critical hits with T2 Ammunition cause the target to make an additional
Saving Roll. Failing this additional Saving Roll causes the target to lose only
one point from their Wounds/STR Attribute. It is important to indicate,
before performing the Saving Rolls, which die corresponds to the Saving
Roll from the impact and which die to the additional Saving Roll from the
Critical effect.

COMBINED AMMUNITION

In Infinity N4 some weapons can combine the effects of more than one type of
Ammunition. These weapons will indicate the different types of Ammunition they
combine with the plus sign (AP+DA for example).

Combined Ammunition works as a single Ammunition that adds the effects of the
different Ammunitions that compose it.

Therefore, when obtaining a Critical with Combined Ammunition, the target must
perform an additional Saving Roll. The additional Saving Roll will apply the effects
of the different types Ammunition that compose it, if applicable.

EXAMPLES OF COMBINED AMMUNITION

m AnlImpact with AP+DA Ammunition forces the target to perform
two Saving Rolls (due to the DA Ammunition) with the ARM or BTS
Attribute halved (due to the AP Ammunition).

m ACritical with AP+DA Ammunition forces the target to perform
one extra Saving Roll with the ARM or BTS Attribute halved.
Consequently, the target must perform three Saving Rolls with
the ARM or BTS Attribute halved, for each Critical with AP+DA
Ammunition (two due to the DA Ammunition and one due to the
Critical).

m A Critical with AP+EXP Ammunition forces the target to perform
one extra Saving Roll with the ARM or BTS Attribute halved.

The target must therefore perform four Saving Rolls with the ARM
or BTS Attribute halved for each Critical with AP+EXP Ammunition

(three due to the EXP Ammunition and one due to the Critical).




COMBINED SAVING ROLL

Some weapons in Infinity N4 may require a Saving Roll against different
Attributes.

These weapons will indicate the different combined Attributes with the plus sign
(ARM+BTS for example).

When a Critical is obtained with a weapon with a Combined Saving Roll, the target
must make an additional Saving Roll against the ARM Attribute.

EXAMPLES OF COMBINED SAVING ROLLS
A hit from a Plasma Carbine forces its target to make two Saving Rolls,
one against the ARM Attribute and the other against the BTS Attribute.
A Critical from the Plasma Carbine forces its target to make an
additional Saving Roll against the ARM Attribute. Therefore, the target
will perform two Saving Rolls against the ARM Attribute and one
against the BTS Attribute.

WEAPONRY

Each weapon in Infinity N4 has its own game profile, and some of them have
special rules. This section details those weapons that require a more specific
explanation. This rulebook also contains a Weapons Chart (see page 179) for you to
refer to during games.

IMPORTANT

m A positive MOD (+) in round brackets next to a Special Skill, Weapon, or
Equipment will be applied only to the user of that Special Skill, Weapon, or
Equipment.

m Anegative MOD (-) in round brackets next to a Special Skill, Weapon, or
Equipment will be applied only to enemies.

m Thevalue of an Attribute, Burst, Damage, Ammunition, number of uses... in
round brackets next to a Special Skill, Weapon, or Equipment will be used,
applying its effects if necessary, only when using that Special Skill, Weapon
or Equipment.

m “ReRoll” in round brackets next to a Special Skill, Weapon, or Equipment
will allow the user to reroll one die from the Roll, only when using that
Special Skill, Weapon, or Equipment.

m See amore detailed explanation of the MODs in Explained Modifiers, page
81.
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MIXED WEAPONS

These are ranged weapons with Range MODS, while also having the CC Traitand,
therefore, have a Melee Weapon Mode as well as a BS Weapon Mode.

CC THROWING WEAPON

The various types of CC Throwing Weapon are CC Weapons with two usage modes.

Throwing Mode uses the PH Attribute to make BS Attacks. Weapons used in this
Mode are considered BS Weapons for all intents and purposes. On the other hand,
CC Mode uses the CC Attribute to make CC Attacks in Close Combat

Trench-Hammer Traits: Anti-materiel, CC, Disposable (3), [*]

Damage: PH B:1

Ammo: DA Saving Roll Attribute: ARM

Anti-materiel, Disposable (3),

ili8)tS: Throwing Weapon, [*]

Trench-Hammer

Damage: 13 B:1

Ammo: DA Saving Roll Attribute: ARM

RANGE

8"

D-CHARGES

Demolition (or simply D) Charges is the generic name for any number of remotely
detonated explosive charges. As a weapon, they have been designed to demolish
structures, objectives and terrain alike, but they can also be used in Close Combat.

D-CHARGES

» To be able to deploy a D-Charge as a Deployable Weapon, the user must be
in Silhouette contact with a Building or Scenery Structure, or with an Enemy
Model in an Immobilized or Null (except Sepsitorized or Possessed) State.

» To be able to use a D-Charge as a CC Weapon, the user must be in or enter
Silhouette contact with an enemy Trooper.

» D-Charges (Deployable Weapon Mode):
» Are placed using the Place Deployable Common Skill.
» Cannot be used in ARO.
» Theydetonate during the Resolution of the Order, without requiringa Roll.
» D-Charges (CC Weapon Mode):
» In this Mode, D-Charges function as a CC Weapon.
» The detonation of a D-Charge doesn't affect its user.
» The Disposable (3) Trait is shared between both Modes. The bearer of this
weapon has only three uses available, no matter which Modes are used.




MINES

Mines are a type of Deployable Weapon used to control small areas of the

battlefield and influence the movement of enemy troops. There are various types
of Mines available, all of them work following the same mechanics, but they
feature different types of Special Ammunition with their corresponding specific
properties.

MINES

» When the player declares the Place Deployable Common Skill, instead of

placing a Token to represent the Mine, he will place a Camouflaged Marker

[CAMO(-3)].

» Replace the Camouflage Marker [CAMO (-3)] with a Mine Token [MINE (-3)]
when itis discovered by an enemy.

» The Camouflage Marker and the Mine Token both benefit from the MODs
provided by the Mimetism (-3) Special Skill.

» Mines have a360° LoF arc.

» As a Direct Template Weapon, when any type of Mine is triggered, a Small
Teardrop Template must be placed and the Damage and Ammunition specified
in the Weapons Chart must be applied.

» The Small Teardrop Template must be placed so that it affects the enemy
Model or Marker that triggered the Mine.

» A Mine never triggers if the Small Teardrop Template would affect an ally,
even if thatally is Unconscious.

» Once onthe game table, Mines must trigger when an enemy Model or Marker
declares or executes a Skill or ARO inside their Trigger Area, checking it at
that moment by placing the Small Teardrop Template. If it is determined
thatthe Model or Marker is not within the Trigger Area, the Mine will neither
detonate nor be revealed.

» Once a Mine triggers, it is removed from play.

» A MineisaTemplate Weapon and a Deployable Weapon, soimposes a-3 PH
MOD to any attempt to Dodge its effects.

» TheTrigger Area of a Mine (whetheritisa Camouflage Marker ora Mine Token)
is the area within the radius of the Small Teardrop Template, extended out
from the edge of the base of the Mine.

» The Trigger Area excludes any areas in Total Cover from the Blast Focus of the
Small Teardrop Template (see graphic).

» A Mine cannot be placed if there is an enemy Camouflage Marker inside its
Trigger Area. Thisrestriction does notapply if thereisavalid, non-camouflaged
enemy inside the Trigger Area, or if an Intuitive Attack was declared.

» CYBERMINES:

» Cybermines musttrigger whenan enemy Model or Marker thatis a Hacker
or possesses the Hackable Characteristic (HI, TAG, REM...) declares or
executes an Order or ARO inside their Trigger Area.

» AsaComms Attack, Cybermines can only be evaded with Reset, instead of
Dodge. However, as they are also a Template Weapon and a Deployable
Weapon, Cybermines impose a -3 WIP MOD to Reset.

» Troopers who suffer a successful Cybermine impact will have to perform
two Saving Rolls against Damage 15. If the target fails either Saving Roll,
it will enter Immobilized-B State..

» CHEST MINES:

» This weapon has two Modes of use
» InBS Weapon Mode, Chest Mines function as a Direct Template Weapon,

not applying the Mines rule.

» InCCWeapon Mode, Chest Mines functionas a CC Weapon, notapplying
the Minesrule. Ifthe user wins the Face to Face Roll, the Chest Mine will
affect all enemy Troopers in base to base contact with its bearer. This
weapon cannot be used in CCifthere are allied troopers in base to base
contact with its bearer.

» The Disposable (2) Trait is shared between all Modes. The bearer of this
weapon has only two uses available, no matter which Modes are used.
» The detonation of a Chest Mine doesn’t affect its bearer.

REMEMBER

Dodge movement and movement from failed Guts Rolls does not generate
AROs or trigger Deployable Weapons or Equipment.

MINES

MINE

ARM BTS STR S
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Concealed, Deployable, Direct

Mine Traits: Template (Small Teardrop),
Disposable (3), [*].
Damage: 13 B:1
Ammo: N Saving Roll Attribute: ARM
2

Sibylla Explains

You may consult the types of Mine listed in the Weapon

Chart, on page 163




DROP BEARS

“Drop Bear” is the colloquial name used in the military for a thrown version of
the Mine. The operator of this weapon can throw it, even over an obstacle, or

alternatively can deploy it within arm’s reach like an old-fashioned mine.

DROP BEAR

» Thisweapon has two modes of use, as a Deployable Weapon and asa Throwing
Weapon:
» Drop Bear (Deployable Weapon Mode):

» Inthis Mode, Drop Bears workjust like a Mine, so is placed with the Place
Deployable or Intuitive Attack Common Skills, except thata Mine Token
[Mine (-3)] is placed instead of a Camouflage Marker.

» Drop Bear (Throwing Weapon Mode):

» You do not need a target to throw a Drop Bear as a Throwing Weapon,
simply choose the desired location and make the corresponding Roll. If
you pass the Roll, the Drop Bear is successfully deployed and becomes a
Mine, placinga Mine Token [MINE (-3)] in the Conclusion step of the Order.

» ADrop Bear never detonates during the same Order in which itis thrown
as a Throwing Weapon.

» In Throwing Weapon Mode, Drop Bears cannot be placed where there
isan enemy Camouflage Marker inside its Trigger Area. This restriction
does not apply if there is a valid, non-camouflaged enemy inside the
Trigger Area

» The Disposable (3) Traitis shared between all Modes. The bearer of this weapon
has only three uses available, no matter which Modes are used.

Deployable, Direct Template
(Small Teardrop), Disposable (3),
Intuitive Attack, [*].

Drop Bears Traits:

Damage: 13 B:1

Ammo: SHOCK Saving Roll Attribute:ARM

DROP BEARS
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Throwing Weapon,
Speculative Attack,
Disposable (3), Targetless

Drop Bears Traits:

Damage: B:1

Ammo: -- Saving Roll Attribute:--

DROP BEARS
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MINE DISPENSER

A Disposable BS Weapon that shoots Shock Mines and which allows its user to

perform Speculative Attacks.

MINE DISPENSER

» In game terms, this weapon uses the same rules as Drop Bears in Throwing
Weapon Mode, but using the BS Attribute instead of PH.

PERIMETER WEAPONS

Within military confines, the term tactical perimeter devices is used for
automated zone defense systems.

Some examples of Perimeter Weapons are CrazyKoalas, MadTraps, 