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MY NAME IS BILL.. I HAVE A YOUTUBE CHANNEL CALLED
‘BILL MAKING STUFF’. WHEN I’M NOT DOING THAT, I LIKE
TO MAKE TABLETOF GAMES SUCH AS THIS ONE. I ALSO
LIKE TO EAT, SLEEF, PEEL DRIED FVA GLUE OFF MY
FINGER TIPS BUT THAT'S IRRELEVANT.

WELCOME TO MY TABLETOFP SKIRMISH GAME! SKIRY IS

A RUTHLESS, CHAOTIC, EXCITING, HARSH, UNFORGIVING

SKRIMISH MINIATURE GAME FOR BEGINNERS, EXPERTS
AND EVERYONE INBETWEEN.

I DONT KNOW ABOUT YOU.. I DON'T HAVE TIME/
MONEY/ FRIENDS TO PLAY TABLETOF GAMES, YOU
SHOULD THROW THIS BOOK IN THE BIN RIGHT NOW..

THAT WAS A TEST.. YOU PASSED. I MADE THIS GAME TAKING
ALL OF THE ABOVE INTO ACCOUNT, I WANTED A FUN, QUICK
NARRATIVE DRIVEN SKIRMISH EXPERIENCE THAT ENCOUE-
AGES YOU TO BUILD TERRAIN, KITBASH MINIATURES AND
CREATE SMALL LITTLE STORIES THAT YOU CAN TELL YOUR
FRIENDS AT WORK, IF ONLY TO REINFORCE THEIR NERDY
IMAGE OF YOU.. YOURE WELCOME.
S0 THAT’S WHAT I'VE DONE, THAT'S §
BOOK THAT YOU'RE SCRE AT'S WHAT THIS IS.. THIS

ING YOUR FACE UP TRYING
TO READ. ENJOY. ~V

BILL (NOT CAT)
: FOR BUILDING TUTORIALS GO TO
2 WWW.YOUTUBE.COM/C/BILLYAKINGSTUFF
.- FOR ALL THE GUTTERLANDS LORE GO T0
WWW.THEGUTTERLANDS.COM
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TERRAIN 1S BASICALLY OBSTRUCTIONS PLACED ABOUT
THEBOARD, RUINS, BUILDINGS, TREES, ROCKS ETC. THINGS
THAT CAN BE CLIMBED. 0BSTRUCT MOVEMENT AND LINE OF
SIGHT. GO AS CREATIVE AS YOU LIKE, OR AS MINIMAL... UP
70 YOU. TRY AND ADD 70 THE NARRATIVE OF THE GAME
VISUALLY BY USING THEMED TERRAIN PIECES.

VSR Vo0 WL NEEE LOTS O NibiNe

i 3 SEVERAL D&
IAPE MEASUF |?16|{ CHES)

VARIOUS TOKENS

ANYTHING AVAILABLE, COINS, BITS OF CARD, SMARTIES.)




TOKENS REPRESENTING AMMO BEING
- USED!MGAME.GA!!BEMEGES@EGA%%:
EPRESENT PILES OF [laibivlhyepdybtastap e

L THEMVISUALLY BDISTINGUISHABLE
FROM THE TOKENS ABOVE.

HAVE HANDY A COUPLE OF MINIATURES THAT CAN REPRESENT
MONSTERS ON THE TABLE, ABOUT THE SAME SIZE AS THE OTHER

MINIATURES (25MM BASES) ... JUST IN CASE.
NOTEBOOK/PAPER

MAY BE HANDY TO KEEP TRACK
OF OBJECTIVES, ANCIENT TEC ETC.)









THE PLAYERS MUST COMMAND EACH OF THEIR 8 UNITS (MINIATURES). EACH UNIT CAN PERFORM
TWO ACTIONS PER TURN (THE ACTIONS ARE EXPLAINED LATER) ONCE ALL UNITS HAVE PER-

FORMED 2 AGTIONS EACH IT’S THE END OF THE ROUND. SKIRM USES AN ‘1 GO, YOU GO' SYSTEM.
EACH TEAM TAKES TURNS ACTIVATING ONE OF THEIR UNITS. UNCE AI.L UNﬂTS UN ALL TEAMS HAVE
BEEN ACTIVATED THE ROUND IS OVER. START AGAIN.

EACH UNIT HAS 1 HITPOINT. THIS BASICALLY MEANS IF THEY ARE HIT BY A SHOOT OR MELEE
ACTION, THEY ARE DEAD AND OUT OF THE GAME. PLACE THEM ON THEIR BACK FACE UP. THIS
ALLOWS ENEMY UNITS TO LOOT THEIR CORPSE IF THEY SO CHOOSE., :

THE OBJECTIVE OF A STANDARD SKIRM GAME IS TO DEFEAT ALL UPPUSING UNITS, THE PLAYER
WITH ANY UNITS STILL ON THE BOARD WINS. THERE ARE OTHER GAME MODES WITH DIFFERENT
WIN OBJECTIVES THAT WE WILL COVER LATER.

SKIRM HAS AN AMMO SYSTEM. MOST TABLETOP WARGAMES
ALLOW YOU TO SHOOT AWAY INDEFINITELY AT ENEMY MODELS
BUT NOT SKIRM. AMMO IS A RESOURCE, AMMO IN THE
GUTTERLANDS IS SCARCE. THAT'S WHY | HAVE INCLUDED

THE AMMO SYSTEM. STANDARD WEAPONS COST LESS T0
FIRE THAN ANCIENT TEC WEAPONS. THE AMMO FOR THESE
WEAPONS IS EXTREMELY RARE, BUT ALSO VERY DEADLY.

ALL UNITS DRAW FROM A SHARED AMMO POOL.

EVERY SHOT A UNIT TAKES CONSUMES AMMO. EVEN IF IT
MISSES THE TARGET... USE IT WISELY.

SINGLETST(!]T (RIFLES, SHOTGUNS, PISTOLS) - COST ONE

AMMO TOKEN.
ANGIENT TECG (PIN-RAY, NANOBOOM, CRAZER ETC.) - COST 3
AMMO TOKENS.

WHEN AMMO IS DEPLETED, YOU CAN LOOT MORE FROM JUNK
PILES OR DEAD ENEMIES. UNTIL THEN... GET BASHING.



EACHFACTION IN SKIRM HAVEDIFFERENT SKILL SETS, SOME ARE GOOD AT SHOOTING, SOME ARE GOOD AT MELEE,
SOME HAVE MORE AMMO AND SOIIE CAN MOVE REALLY FAST. YOU CAN FIND OUT EACH FACTIONS STATS ON THE
. FACTION PAGES.
IF AFACTION HAS AN AMMO STAT OF 12 THIS MEANS YOU START WITH 12 AMMO TO USE IN THE MATCH.
IF AFACTION HAS A MOVE STAT OF 6 THIS MEANS THAT THEY CAN MOVE 6 INCHES PER MOVE ACTION.

IF AFACTION HAS A SHOOT SKILL OF 8 THIS MEANS THAT YOU HAVE TO ROLL 8 OR MORE ON TWO D6 TO SUCCESS~
FULLY SHOOT AN ENEMY.

IF AFACTION HAS A MELEE STAT OF 10 THIS MEANS YOU HAVE TO ROLL 10 OR MORE ON TWO D6 TO SUCCESSFULLY

va

IF YOu PERFORM A SHOOT/MELEE ACTION AND ROLL DOUBLE ONES
(SNAKE EYES) YOUR WEAPON BACKFIRES AND EXPLODES/
YOU ACCIDENTLY STAB YOURSELF?, KILLING YOU INSTANTLY... THE

AMMO IS STILL CONSUMED PER USUAL.




WHEN IN COVER, YOU ARE HARDER T0O SHOOT. THE PLAYER SHOGTING AT

THE ENEMY UNIT IN COVER MUST =1 FROM THEIR FINAL SHOOT DICE ROLL.
IF AN ENEMY UNIT IS BEHIND TERRAIN, AS LONG AS YOU CAN SEE ATLEAST
1/3 OF THE ENEMY MODEL. YOU CAN SHOOT AT IT.

(THIS DOES NOT INCLUDE SPEARS, WEAPONS, CLOAKS, TAILS OR ANY OTHER
THING THAT DOESN T CONTAIN VITAL ORGANS... USE YOUR DISCRESSION AND
BEST JUDGEMENT AS TO WETHER THE UNIT IS INCOVER OR NOT)

HIDDEN

IF NOPART OF A UNIT CAN BE SEEN BEHIND APIECE OF TERRAIN; THEN THIS UNIT,
IS HIDDEN. THEY CANNOT BE SHOT AT (UNLESS YOU HAVE THE DRILLERKILLER).

IF A'PIECE OF COVER'IS TO0 SMALL 1O HIDE BEHIND, THEN YOUMAY USE THE

PRONE ACTION 7O LAY THE UNIT FACE DOWN BEHIND THE TERRAIN. JUSY RE-

_MEMBER YOU CAN™ PERFORM ANY OTHER ACTIONS WHILST PRONE... BUT IT
_MAY. JUST SAVE YOUR SKIN

NUSES. HoR EXAM)

YOU CAN €O :
o Y I ;’ “\i} @;2@;23 ::T D 1%{' Q«
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CLOSE RANGE GSHOTS ARE JUST THAT.. SHOOTING

SOMEOKE AT CLOSE RANGE. IT.1S OBVIOUSLY EASIER TO

SHOOT SOMEORE CLOSE UP THAR FAR AWAY.

WHER SHOOTIRG AT A URIT WITHIN Y INCHES OF YOUR
URIT, ADD +1 TO YOUR-FINAL SHOOT ROLL.

. EHIND A

NAGE TO SNEAK UP B
J§|¥0£N3ATHE|R BACK 15 IN Yo‘ﬁksﬂ%@r
oF VIEk. 10 cANoFrE ‘iElElI?L MELEEZ
THEM FOR A #1TOY INAL MELEES

ULD LIKE
‘FFX\rOEUYR%?l THEIR TURN, TH MUST

VE ACTION
N THER GNIT ‘Rr?o?moﬂ?.&g HAT {DOF ViEH:
WHEN PERFORMING A SHOOT ACTION AT A T
GAIH A BONUS 1FYOUl ARE DOSITIONED A (EACT 3 HIGNCR
HE TARGET. SUCH AS CLIMBIRG UP O gOP OF TERRAIN
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R THAT DISTANCE.

CHECKYOURFACT1
AND MOVE UP TO OR

YOU CAN CLIMB YOUR MOVE DICTa
VERTICALLY. YOU MUST B8 SASE 15 LANCE

“ONTACTWITH THE TERRAIN TO CLIME.
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LAY YOURURITFAGE DOV AHILST PROKE YOU GANNOTISHOOTOR
MOVE THEURITHISTROW AR ICOVER = COMPLETELY ‘0T OF= SIGHT
ROM EREMYURITS(BEHIRD TERRAIN) ITHSINOW HIDDER!

COYERIARD HIDDER RULESTAPDLYES




ACTIVATED,
%AW :
NEXT TO YOUR UNIT.

IR (O REACEYATUNITIINTO OVERKWATEH:
THELUNIT MARERFORMYA'SHOOT:
ACTIONTASESOONYASY ANVENEHIE MOVES
INTONOURIUNITS|FIELDIOF\VIELE (2
MEDIATEER(EVENTIFNTHE ARE FASSING
FROMGOVERNTOICOVERIATHE MUST
BE WITHINIEINE OF 'SIGHT. AMMO AND

GOVERNRULESESTIEETARPEY

WHILS‘[MWWATGHYWW

WHEN RO RN INC ATS DA hr
ENENY IS IN ?maﬁgggﬁoo' A

SHODTERSSIFEERS A

Pmmumwmmms

D TION AN ROV R ATCH IO DES TriE
DAHINCETHENRARDER T H?'g %1}? -

~1 TO' THEIR' FINAL SHODINRDLYS
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BURSTS OuT OF THE JUNKPILE AND
ﬁcsmmv ATTACKS. REPLACE THE JUNKPILE TOXEN WITH A
MONSTER MINIATURE.

- ACKS WITH MELEE, CHARGING THE CLOSEST
mnErslesAﬁ?EAﬁﬁlt‘:\LTTEAn DISTURBED THE JUNKPILE.

P,ENTHE LOOTER KILLS THE BEAST REMOVE THE
SCRAPBEAST STATS

ER FROM THE BOARD. IF T, SCRAPBEAST
KILLS THE EMOTEE, MOVE THE ‘.-%-IG’E BEET 6
@

TWO AMMO ADDED
TO YOUR TEAMS
STOCEPILE




" AND ANY OTHER UNIT HITHIN &’

s

NGST THE JUNHKPILE AND FIND A HIDDEN
E {'BﬂNDgLG %’Tl?s G|'UI1NEL LEBDS TO ONE OF THE OTHER
P

0
REFERRED JUNKPILE AND REPLACE IT WITH
RE A L KEN.

A TOKEN, NOW REPLACE THE LOOTED PILE WITH A TO

~ THIS WILL FOREVER BE A FAST TRAVEL AGROSS TH
BOARD (FOR EVERYONE). USE A FULL MOVE ACTION WHEN
BASE-TO-BASE WITH ONE OF THE TOKENS TO TRAVEL
BETWEEN THEM.

gy 117 ANMO ADDED
= To YoUR TEAMS
Y STOCRPILF

-]

" YOu DIC TOO DEEP AND TOO
ROUGH: YOU KNOCK AN EXPLOSIVE
"GANISTER INSTANTLY KILLING YOU

OF THE JUNKPILE.

<
)

YOU FIND GOLD! (WELL NOT
LITTERALLY) YOu FIND AN
OLDTEC WEAPON. ROLL ON THE
OLDTEG WEAPON CHART AND
THAT UNIT RECEIVES THAT
WEAPON. YOUR TEAM NOW HAS
AN EXTRA OLD TEG WEAPON.
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RUSTERS ARE RELENTLESS WARRIORS: THEY WILL SACRIFICE THEIR OWN NECKS TO GET A KILL FOR THE
CREAT GOD FERRUMAH. THEY CHARGE ARD LEAP FOR THEIR PREY, ALWAYS TRYING TO CLOSE THE GAP.

RUSTERS (WITHOUT ARMOUR) CAN LEAP 3 INCHES TOWARDS A TARGEI EFORE A MELEE ATTACK ACTION.
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THE D.E.A.P. TROOPS OR DEPLOYABLE, ENVIROMENTALLY, ADAPTIVE. PEACEKEEPING, TROOPS WERE ORIGIRALLY A
BIOLOGICAL ENGIMEERED TROOP USED TO KEEP PEACE THROUGHOUT THE GALAXY. THEY WERE DEVELOPED DUR-
ING THE GREAT WAR. AS ‘PEACEKEEPERS’ THAT COULD ADAPT TO ANY ENVIRONMENT. THEY WOULD BE DROPPED
ONTO THE SURFACE OF HARSH PLAKETS I PODS. OVER A MATTER OF WEEKS. THEY WOULD GESTATE AMD GROW
BECOMING PERFECTLY ADAPTED TO SURVIVE. THEY HAVE SHARED INHERITED PROGRAMMING: THEY WOULD KEEP
LAW AND ORDER MO MATTER WHERE THEY WO

THE GUTTERLAKDS WERE DROPPED BY ACC .

SEA. THEY ADAPTED AMD EYOLVED INTO. A CRUSTACEAN-LIKE SPECIES OVER TIME. RECENTLY THEY WERE DIS-
PLACED BY AR UNFORTURATE BLACK HOLE BOMB AMD HAVE BEEN FORCED TO HEAD FOR LAMD. THEY WERE MADE

TO MAINTAIN LAW ARD ORDER... MEITHER OF WHICH EXIST I THE GUTTERLANDS.
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DN THE DAY oF TdE-Blg BATTLE, THE RUSTER HORDE ©
- SEEMED ENDLESS. SyITS OF RUSTY ARMOR SPANNEDTHE -
HorvZoN. THEY WA(TED, BLOCKING THE NORTH. -
THe BiG RED MINING.CoMPANY WERE NDWHeRE To BE
sgeN. STHL THE RUSTERs WAITED. ;
EVENTUALLY AS SPECK WAS' SETTNG. Two FlGIRES
EMELGED N fiace of THE Blé RED, DRAGGING . 55
A L(TTLE RIGETTY CART BEHIND ThEM. I cquy . =
ONLY IMAGINE WHAT WAS, GOING THEOVGW THE, =
RUSTERS MINDs As THE BROTHERS REVEALED .-
" A MOUNTED OLD TEC WEAPoR. MORE ConFuSION -
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T L£INALLY PoWERED DowWpN. -THe DeSTRUCTION WAS CATACLYSMIC
" THE LOSS OF LIFE DEVASTATING, THE BEROTHERS PACKE
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QUICK REFERENCE SHEET

bOLONIALS

JAMMO -
MOVE" 5'
- [sHOOT - 8
- MELEE
NANQUEDS
6 -Remove the unit|

from the board. Whoops.
- -The downed unit
remains downed.
9-12 -heal the downed
unit

ROLLING R%CCA

2 INCH RADIUS

3 AMMO

]]—6 -the shell misfires.
_‘8 —The shell misses, it
lands 2 D6 inches away from
[the target unit towards the|
Colonial's board edge.

9-12

—-direct hit. Boom.

RUSTERS
MMO 1
MOVE 7
SHOOT 10
MELEE 8

LEAP ATTACK

Rusters (without armour)
can leap 3 inches to-
ards a target before 1
melee attack action. They]
can do so even from above
(on top of terrain) and
over small cover.

RUST ARMOUR

t the beginning of the]
lgame, assign armour to-
kens to two units. You
may only have one token|
per unit, the Boss will]
have one already. You

D.E.A.P. TROOPS BIG RED MINING|
IAMMO MMO 13
MOVE 6' MOVE 4
SHOOT g| [SHOOT 7
MELEE 7| [MELEE 10

NATURAL LOOTERS]
When performing a Loot
action, you may re-roll
the result. You must
always keep the second
result,

NATURAL CAMO

[When Base to base to with anyj
[terrain they gain the cov-
ler bonus. Even if the cover)
is behind them, and line of]
sight is clear. This doesn'y
stack with traditional cov-|
ler bonus. Only works if more)

[than 6 inches. from enemy] BIG RED FLARE
unit. ONE USE ONLY
REGENERAT ION -6 R—-SOLL o%eD comes.|
ONC}?QEERQRDC)&JND ]7"9 --r(-:'vu.ve’c 1 downedl
|=8,-Nothing happens... 10-11 -revive 2 downed

9-12 -choose a downed

unit to revive. They can

carry.on as normal from
the next round

units.
12 -the calvary, revive 3|
downed units.

cannot leap in armour.

TIAJRGET IN COVER:

Q

LOOT 54
ROLL

2 -SCRAPBEAST (MOVE 6!
ELLEE 6)

-2 AMMO

—JUNKPILE AVALANCHE

-3 A

—ARMOUR PLATE

-4 AMMO

-SECRET TUNNEL

-5 AMMO

0 -NANOTEC MEDKIT
11 ~-EXPLOSIVE CANISTER
12 ~OLDTEC WEAPON

-1 TO SHOOT

ANGE: +1 TO SHOOT (WITHIN 4 INCHES)
REAR ATTACK: +1 MELEE/SHOOT . :
VANTAGE SHOT: +1 TO SHOOT (WHEN 2 INCHES HIGHER)

UBLE NUMBERS

LE ONES: DURING SHOOT/MELEE|
TACKING UNIT IS DOWNED
ANY OTHER DOUBLE: EXTRA ACTION|

DOU

-BOOBY TRAP-

1

2 -1 AMMO.

3 ~-TRAUMA

4 -2 AMMO

5 -WHAT THE...?
6 -3 AMMO

[HALF STAT.

-JTURN) .

[DIATELY)

QE'£¥QI¥§ER ROUND

MOVE: MOVE UNIT PER STAT OR LOWER. CLIMB
SHOOT: sHooT ENEMY, ROLL SAME OR HIGHER
THAN STAT. CONSUME AMMO.

IM: ADD +1 TO NEXT SHOOT/MELEE ROLL (SAME

MELEE: BASE To BASE, ROLL SAME OR HIGHER
THAN STAT. (COUNTER MELEE IS PERFORMED IMME-

' %RCNE/STAND: LAY UNIT DOWN/ STAND UNIT
: OVERW-AT CH: PLACE TOKEN, PERFORM SHOOT

CTION AT ANYONE WHO MOVES INTO LINE OF SIGHT
ON NEXT ENEMY TURN, REMOVE TOKEN.

LOOT: BASE TO BASE (COSTS 2 ACTION POINTS)
LOQT CORPSE-OR JUNKPTLE. ROLL ON LOOT LISTS.

JEXPLODES TARGET, 2 INCH RADIUS FOR 8+ HIT.

J|PASSES THROUGH.

JFIRST SHOT REMOVE TERRAIN. UNITS FALL 5 INCHES

0
IGNORES ARMOUR

1 —PIN RAY

-1 TO EACH SUCCESSIVE HIT IN STRAIGHT LINE.

2 ~-SHATTERSHOT
3 -DRILLER KILLER

-1 TO HIT PER EVERY TWO TERRAIN PIECES IT

4 -CRAZER
TAKE CONTROL OF UNIT (ONE TURN IMMEDIATELY)
USES ENEMIES AMMO POOL

5 ~=NANOBOOM

OR MORE THEY ARE DOWNED
[SECOND SHOT, PLACE TERRAIN.

6 ~MASSKET
KILLS UNIT, 7 INCH RADIUS, ALL SURROUNDING
UNITS GO PRONE.

[FEW EXTRA POINTS

UNITS CANNOT PASS THROUGH OTHER UNITS

IT'S AN 'TI GO YOU GO SYSTEM' TAKE TURNS ACTIVATING
ONE UNIT, ONCE ALL UNITS ON WHOLE BOARD HAVE
BEEN ACTIVATED (ON ALL SIDES) ROUND IS OVER, USE
[FACTION ABILITIES/MOVE SCRAPBEAST ETC. THEN]

START AGAIN.

FIELD OF VIEW IS A 180 DEGREE ARC (UNITS FRONT).

ALL TEAMS HAVE SEPERATE AMMO POOLS.
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GANG ROTA

FACTION:

[GANG NAME:

[WINS:
LOSSES:

~ [GANG'S STORY:

GANG'S STATS
AMMO:

IMOVE:
{MELEE:

BOSS: -

. loLb TEC:

KILLS LOOT '.,»::‘ '
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