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WELCOME TO SKIRM 
IN THE GUTTERLANDS! 
MY NAME IS BILL... I HAVE A YOUTUBE CHANNEL CALLED 
‘BILL MAKING STUFF’. WHEN I’M NOT DOING THAT, I LIKE 
TO MAKE TABLETOP GAMES SUCH AS THIS ONE. I ALSO 
LIKE TO EAT, SLEEP, PEEL DRIED PVA GLUE OFF MY 

FINGER TIPS BUT THAT’S IRRELEVANT. 
WELCOME TO MY TABLETOP SKIRMISH GAME! SKIRM 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 TABLETOP 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 ENCOUR-

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... YOU’RE WELCOME.

SO THAT’S WHAT I’VE DONE, THAT’S WHAT THIS IS... THIS BOOK THAT YOU’RE SCREWING YOUR FACE UP TRYING TO READ. ENJOY.

BILL (NOT CAT)
FOR BUILDING TUTORIALS GO TO 

WWW.YOUTUBE.COM/C/BILLMAKINGSTUFF
FOR ALL THE GUTTERLANDS LORE GO TO

WWW.THEGUTTERLANDS.COM
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A SPACE TO PLAY3’ X 3’ (91cm x 91cm) Flat surface for example a tabletop surface, a flat board... the floor.

TERRAIN 
Terrain is basically obstructions placed about 

the board, ruins, buildings, trees, rocks etc. Things 

that can be climbed, obstruct movement and line of 

sight. Go as creative as you like, or as minimal... up 

to you. Try and add to the narrative of the game 

visually by using themed Terrain pieces.
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use plenty of terrain. SKIRM is very ‘killy’... 
you will need lots of hiding places.
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DICE AND TOKENS
SEVERAL D6

TAPE MEASURE (IN INCHES)
VARIOUS TOKENS

(YOU WILL NEED DISTINCTIVE TOKENS TO REPRESENT DIFFERENT THINGS... USE 
ANYTHING AVAILABLE, COINS, BITS OF CARD, SMARTIES.)

SEVERAL D6
TAPE MEASURE (IN INCHES)

VARIOUS TOKENS
(YOU WILL NEED DISTINCTIVE TOKENS TO REPRESENT DIFFERENT THINGS... USE 

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

THE TAPU ARMISTICE
It was agreed that the weapons couldn’t be destroyed, jettisoned into space, or con-
tained in a vault on a civilized planet (it would have been a very large vault). All these 
options were deemed too dangerous. So, they found a planet—uninhabited (apparently), 
out of the way, lacking valuable ores or prospecting opportunities—TAPU, a small plan-
et on the outskirts of the Black. The many nations decided it would be safer to eject the 
weapons from orbit onto TAPU’s surface, trapping the nuclear materials, killer titan 
bots, and biological weapons safely within the planet’s gravitational pull. And so, they 
did. It was a spectacle: cruiser after cruiser jettisoned their payloads onto the plan-
et’s surface. Many payloads burned up upon entry, but quite a few made contact, creat-
ing unbelievable explosions and changing the topography of the planet forever. Once the 
ceremony was over, the nations returned home, forbidding anyone from approaching the 

planet until the end of time... or at least until they forgot it even existed. 

THE UNIVERSETHE UNIVERSE
The universe was at war — the entire universe. Millions upon millions were lost in the 
GREAT glalactic WAR, a conFLict between all known galactic civilizations that lasted 
over 1,000 years. The war seemed never-ending... until it did. PEACE was agreed upon by all 
civilizations and an armistice was declared. Every weapon of war was to be disposed of, 

not just discarded but done so in a grand spectacle, witnessed by all sides.
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A FEW MONSTERS
 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(Optional) may be handy to keep track of objectives, ancient tec etc.) 
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 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(Optional) may be handy to keep track of objectives, ancient tec etc.) 

 A minimum of 6 x 28mm scale miniatures per team, the game is miniature ag-nostic, use any miniatures you like the look of but do consider the narrative and theme of the game you are playing. The miniature should be on 25mm bases. ASSIGN ONE MINIATURE AS THE TEAM LEADER (THE BOSS)  

MINATURESMINATURES
 EACH FACTION WILL HAVE A BOSS UNIT, THE BOSS UNIT IS THE TEAM LEADER, THE BOSS UNIT WILL HAVE AN OLD TEC WEAPON AS-SIGNED AT THE BEGINNING OF THE GAME AND 1 AR-MOUR TOKEN PLACED NEXT TO THE UNITS BASE.

 EACH FACTION WILL HAVE A BOSS UNIT, THE BOSS UNIT IS THE TEAM LEADER, THE BOSS UNIT WILL HAVE AN OLD TEC WEAPON ASSIGNED AT THE BEGINNING OF THE GAME AND 1 ARMOUR TOKEN PLACED NEXT TO THE UNITS BASE. The boss can per-form a standard shoot/melee action too.

JUNK PILES
6 x 25mm bases to 
represent piles of 

junk.

 A minimum of 6 x 28mm scale miniatures per team, the game is miniature ag-nostic, use any miniatures you like the look of but do consider the narrative and theme of the game you are playing. The miniature should be on 25mm bases. ASSIGN ONE MINIATURE AS THE TEAM LEADER (THE BOSS)  

AMMO 
tokens representing AMMO being 

used in game. Can be pieces of card, 
trimmed paper straws, DICE, twigs, 

match sticks, wooden dowels 
anything really, just try and keep 

them visually distinguishable 
from the TOKENS above.
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match sticks, wooden dowels 
anything really, just try and keep 

them visually distinguishable 
from the TOKENS above.

THE GUTTERLANDS 
Two thousand years after the TAPU ARMISTICE, people returned—outcasts, criminals, 
explorers, businessmen, the mentally deranged. One by one, they arrived at this for-
gotten land, a place full of rusty JUNK mountains and ancient machinery, tribes of 
Rust-worshipping raiders, wandering robots, meat monstrosities, mutated nomads, 
giant metal titans, and just about anything else you can think of. They returned for 

many reasons, but to sum it up... 

PEACE
War, crime, and bad language became things of the past. You couldn’t even sharpen a 
stick. Knives were extremely rare, making stick sharpening even harder. Everyone ate 
healthy, the music was calming, exploration was over, and alcohol... well, life was 
boring. Most lived in harmony, but there were always one or two who felt like some-
thing was missing. One or two who wanted to explore, fiFIght and eat meat. Eventual-

ly, they would hear whispers of a place... TAPU—THE GUTTERLANDS! 

PEACE
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THE GUTTERLANDS 
Two thousand years after the TAPU ARMISTICE, people returned—outcasts, criminals, 
explorers, businessmen, the mentally deranged. One by one, they arrived at this for-
gotten land, a place full of rusty JUNK mountains and ancient machinery, tribes of 
Rust-worshipping raiders, wandering robots, meat monstrosities, mutated nomads, 
giant metal titans, and just about anything else you can think of. They returned for 

many reasons, but to sum it up...  

...FUN...FUN
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to you. Try and add to the narrative of the game 

visually by using themed Terrain pieces.
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SETTING 
UP THE 
G A M E 

SETTING 
UP THE 
G A M E

The game is aimed 

at 2-4 players.  

You can either play 

2 players (1 v 1)  

4 players (all v all)  

4 players (2 v 2) 

Place TERRAIN on the 3’ BY 3’ board. Con-sider placement of the terrain pieces (try and have it make sense narrative-ly). Make sure that there are plenty of places to navigate around, block line of sight between teams and places to climB up for a better A vantage point.  

When playing with 4 players, do the same 
using all 4 sides of the board. 

Hand out the correct amount of AMMO TOKENS relative to each 
team’s AMMO STAT. 

Place a reserve of extra AMMO TOKENS next to the board within 
reach of all players.  

Each team rolls a D6 and 
receives one OLD TEC weapon 
from the OLD TEC weapon list 

SETTING 
UP THE 
G A M E 

The game is aimed 

at 2-4 players.  

You can either play 

2 players (1 v 1)  

4 players (all v all)  

4 players (2 v 2) 

Place TERRAIN on the 3’ BY 3’ board. Con-sider placement of the terrain pieces (try and have it make sense narrative-ly). Make sure that there are plenty of places to navigate around, block line of sight between teams and places to climB up for a better A vantage point.  

When playing with 4 players, do the same 
using all 4 sides of the board. 

Hand out the correct amount of AMMO TOKENS relative to each team’s AMMO STAT. 
Place a reserve of extra AMMO TOKENS next to the board within reach of all players.  

Each team rolls a D6 and 
receives one OLD TEC weapon 
from the OLD TEC weapon list 

aSSIGN ARMOUR TOKENS TO ALL ELLIGIBLE 

UNITS (EG. SEVERAL RUSTER UNITS, BOSS 

UNITS) AND PLACE THE TOKEN NEXT TO THE 
UNITS BASE.
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Take turns placing the 6 JUNKPILES on the board at least 8’ from the edge and each other. Scatter them around the terrain, out in the open. Wherever you like really. 

Take turns placing the 6 JUNKPILES on the board at least 6” from the edge and each other. Scatter them around the terrain, out in the open. Wherever you like really. 

Place your 6 units anywhere along 
one side of the board (trying to avoid 
line of sight with the opposing team) 
The other player then does the same 
on the opposite side. THE ORDER OF 
UNIT ACTIVATIONS STARTS FROM LEFT TO 

RIGHT (TO AVOID CONFUSION).

ROLL A D6 TO DETERMINE WHICH SIDE 
GOES FIRST, THEN IT’S A MATTER OF MY 
UNIT GOES THEN YOUR’S UNTIL THE ROUND 
IS OVER (WHEN EVERY UNIT HAS PER-FORMED THEIR ACTIONS)

3ft or 90cm3ft or 90cm

3f
t o

r 
90

cm
3f

t o
r 

90
cm

junk piles

terrain

miniatures

terrain

junk piles

miniatures
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ARMOUR 

HOW 
TO 
PLAY 
HOW 
TO 
PLAY 
TURNS

AMMO
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 I have included 
the AMMO system. Standard weapons cost less to 
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. 

SINGLE SHOT (Rifles, SHOTGUNS, pistols) - COST ONE 
AMMO TOKEN.  
ANCIENT TEC (PIN-RAY, BOLT LASH, CRAZER ETC.) - COST 3 
AMMO TOKENS. 

When AMMO is depleted, you can loot more from JUNK 
PILES or DEAD ENEMIES. Until then... get bashing. 

HOW 
TO 
PLAY 
HOW 
TO 
PLAY 

skirm in the gutterlands is a quick brutal skirmish 
game.

it can be over pretty quickbut thats ok, you can just play again

TURNS
The players must command each of their 6 units (miniatures). Each unit can perform 
two ACTIONS per TURN (The ACTIONS are explained later) Once all units have per-
formed 2 actions each it’s the end of the round. skirm uses an ‘I go, you go’ system.  
Each team takes turns activating one of their units. Once all units on 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 opposing 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. 

AMMO
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 I have included 
the AMMO system. Standard weapons cost less to 
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. 

SINGLE SHOT (Rifles, SHOTGUNS, pistols) - COST ONE 
AMMO TOKEN.  
ANCIENT TEC (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. 

roll a dice to see 
who goes first.

The players must command each of their 6 units (miniatures). Each unit can perform 
two ACTIONS per TURN (The ACTIONS are explained later) Once all units have per-
formed 2 actions each it’s the end of the round. skirm uses an ‘I go, you go’ system.  
Each team takes turns activating one of their units. Once all units on 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 opposing 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. 

ARMOUR 
SOME PEOPLE IN THE GUTTERLANDS 
HAVE FIGURED OUT THE AGE OLD 

TECHNIQUE OF WEARING THICK CLOTH-
ING MADE OF KEVLAR, METAL, WOOD? 
TO PROTECT THEMSELVES FROM STRAY 
BULLETS. THIS IS ARMOUR... ARMOUR 
IS REPRESENTED BY A TOKEN PLACED 

NEXT TO THE UNITS BASE.

WHEN SUCCESSFULLY SHOT BY A UNIT, 
INSTEAD OF BEING INSTANTLY DOWNED, 
REMOVE THE ARMOUR TOKEN. THEY CAN 
CARRY ON AS NORMAL. IT’S BASICALLY 

AN EXTRA LIFE.

1 ARMOUR TOKEN IS ASSIGNED TO 
BOSS UNITS AT THE BEGINNING OF 
THE GAME (AND SOME RUSTER UNITS) 
IT CAN ALSO CAN BE SCAVENGED FROM 

JUNK PILES... IF YOU’RE LUCKY
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JUNK PILES 
AND LOOTING
The Gutterlands is crammed with junk, mountains of old 

tec, war machines, scrap and disused robots litt
er the 

planet as far as the eye can see. You can fi
nd all sorts 

of treasure if you look hard enough.  

SKIRM has a LOOT system, if you run low on AMMO you can 

LOOT JUNKPILES. It’s not always guaranteed that you’ll 

find AMMO but it’s likely you’ll find something. Scatter 

6 JUNKPILES on the board at least 8’ from 
the edge and 

each other. You can take turns placing the
se with your 

opponent. 

When a UNIT stands base to base with a JUNKPILE you can 

use the LOOT action (We talk more about that later). 

Once the junkpile/corpse has been looted,
 remove it from 

Each FACTION in SKIRM have different skill sets, some are good at shooting, some are good at Melee, 
some have more AMMO, and some can move really fast. You can find out each FACTIONS STATS on the 

FACTION pages. 

If a faction has an AMMO stat of 12 – This means you start with 12 AMMO to use in the match. 

If a faction has a MOVE stat of 6 This means that they can move 6 inches per MOVE action. 

If a faction 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 a faction has a MELEE stat of 10 – This means you have to roll 10 or more on two D6 to successfully 

faction stats

Whenever you perform a SHOOT/MELEE action with 2 D6, if 
you roll a 2 and a 2, a 3 and a 3, a 4 and a 4... must I go on? 
If you roll double numbers, you receive a bonus ACTION 
to use with that UNIT. The AMMO is still consumed as per 

LUCKY DOUBLES

If you perform a SHOOT/MELEE action and roll double ones 
(snake eyes) your weapon backfires and explodes/ YOU AC-

CIDENTLY STAB YOURSELF?, killing you instantly... The AMMO is 

still consumed per usual. 

DOUBLE ONES

Gun maintenance is lacking in the Gutterlands.
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cover
 and    
bonuses

cover
 and    
bonuses

cover

hidden

When in COVER, you are harder to SHOOT. The player shooting 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 in cover or not)

If no part of a UNIT can be seen behind a piece of terrain, then this UNIT 
is HIDDEN. They cannot be shot at (unless you have the DRILLERKILLER).

If a piece of cover is too small to hide behind, then you may use the 
PRONE ACTION to lay the UNIT face DOWN behind the terrain. Just re-
member you can’t perform any other ACTIONS whilst PRONE... but it 

may just save your skin

ALL UNITS HAVE A 180 DEGREE FIELD OF VIEW (THEY CAN SEE, SHOOT, MELEE ANYTHING IN FRONT OF THEM. WE CAN TELL  THIS BY LOOKING AT WHERE THE FRONT HALF OF THE MINIATURE IS FACING. THE BACK HALF IS 
THE REAR...

 COVER YOUR REAR.

YOU CAN COMBINE BONUSES. FOR EXAMPLE: FIRING AT SOMEONE’S REAR FROM A VANTAGE POINT... YOU GAIN +2 TO YOUR SHOOT FINAL ROLL... YOU’RE WELCOME.

When in COVER, you are harder to SHOOT. The player shooting 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 in cover or not)

If no part of a UNIT can be seen behind a piece of terrain, then this UNIT 
is HIDDEN. They cannot be shot at (unless you have the DRILLERKILLER).

If a piece of cover is too small to hide behind, then you may use the 
PRONE ACTION to lay the UNIT face DOWN behind the terrain. Just re-
member you can’t perform any other ACTIONS whilst PRONE... but it 

may just save your skin

YOU CAN COMBINE BONUSES. FOR EXAMPLE: FIRING AT SOMEONE’S REAR FROM A VANTAGE POINT... YOU GAIN +2 TO YOUR SHOOT FINAL ROLL... YOU’RE WELCOME.
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vantage 
shots

when performing a shoot action at an enemy UNIT. you gain a bonus if you are positioned at least 2’ higher than the target. Such as climbing up on top of terrain or standing on platforms.  
This provides a +1 bonus to your final SHOOT roll.

IF YOU MANAGE T
O SNEAK UP BEH

IND A 

UNIT AND THEIR 
BACK IS IN YOUR 

FIELD 

OF VIEW. YOU CAN MELEE 
OR SHOOT 

THEM FOR A +1 T
O YOUR FINAL ME

LEE/
SHOOT ROLL.

IF THEY WOULD LIKE TO RE
TURN THE 

FAVOUR ON THEIR
 TURN, THEY MUS

T 

SPEND A MOVE AC
TION TO ORIENTAT

E 

THEIR UNIT AROU
ND SO THAT YOU 

ARE IN 

THEIR FIELD OF 
VIEW.

REAR 

ATTACK

YOU CAN COMBINE BONUSES. FOR EXAMPLE: FIRING AT SOMEONE’S REAR FROM A VANTAGE POINT... YOU GAIN +2 TO YOUR SHOOT FINAL ROLL... YOU’RE WELCOME.

close range shots are just that... shooting 
someone at close range.  it is obviously easier to 

shoot someone  close up than far away. 
when shooting at a unit within 4 inches of your 

unit, add +1 to your final shoot roll.

close range shots

YOU CAN COMBINE BONUSES. FOR EXAMPLE: FIRING AT SOMEONE’S REAR FROM A VANTAGE POINT... YOU GAIN +2 TO YOUR SHOOT FINAL ROLL... YOU’RE WELCOME.

close range shots are just that... shooting 
someone at close range.  it is obviously easier to 

shoot someone  close up than far away. 
when shooting at a unit within 4 inches of your 

unit, add +1 to your final shoot roll.

IF YOU MANAGE T
O SNEAK UP BEH

IND A 

UNIT AND THEIR 
BACK IS IN YOUR 

FIELD 

OF VIEW. YOU CAN MELEE 
OR SHOOT 

THEM FOR A +1 T
O YOUR FINAL ME

LEE/
SHOOT ROLL.

IF THEY WOULD LIKE TO RE
TURN THE 

FAVOUR ON THEIR
 TURN, THEY MUS

T 

SPEND A MOVE AC
TION TO ORIENTAT

E 

THEIR UNIT AROU
ND SO THAT YOU 

ARE IN 

THEIR FIELD OF 
VIEW.

when performing a shoot action at an enemy UNIT. you gain a bonus if you are positioned at least 2’ higher than the target. Such as climbing up on top of terrain or standing on platforms.  
This provides a +1 bonus to your final SHOOT roll.
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A C T I O N SA C T I O N S
FOR EXAMPLE: A 
UNIT CAN...
FOR EXAMPLE: A 
UNIT CAN...

MOVE AND SHOOT
MOVE AND MOVE

SHOOT AND overwatch

PRONE AND STAND
...YOU GET THE POINT.

Each unit within a team may perform two actions per turn. All 

actions can be performed in any combination and even twice 

consecutively (except LOOT which consumes two actions and 

OVERWATCH, aim - which can only be used once per turn)

Each unit within a team may perform two actions per turn. All 

actions can be performed in any combination and even twice 

consecutively (except LOOT which consumes two actions and 

OVERWATCH, aim - which can only be used once per turn)
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A C T I O N SA C T I O N S
Each unit within a team may perform two actions per turn. All 

actions can be performed in any combination and even twice 

consecutively (except LOOT which consumes two actions and 

OVERWATCH, aim - which can only be used once per turn)

Each unit within a team may perform two actions per turn. All 

actions can be performed in any combination and even twice 

consecutively (except LOOT which consumes two actions and 

OVERWATCH, aim - which can only be used once per turn)
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Move a UNIT in any direction using defined inch count (faction specific). At the end of the MOVE orientate the UNIT to face any direction. YOU CAN ALSO CLIMB UP TERRAIN.

MOVE
CHECK YOUR FACTIONS MOVE STAT
And move up to or under that distance. 
You can change direction mid move if 
you want to run around a corner or 

you can climb half your move distance vertically, you must be base to base contact with the terrain to climb.

You can use TWO MOVE 

ACTIONS consecut
ively 

to climb higher 
pieces 

of TERRAIN.

MOVE

3 INCHES

360 DEGREE TURN AT END OF MOVEMENT

3 I
NC

HES

CHANGE 
DIRECTION

YOU CANNOT MOVE THROUGH OTHER UNITS
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SHOOTSHOOT

SHOOT at any UNIT within line of sight 

across the board if the front half of your 

UNIT is facing the right direction and the 

target is within your FIELD OF VIEW. 

To confirm that your UNIT can SHOOT at the target, look 
over your miniatures shoulder at the miniatures eye level. If 

you can see the target, you can shoot at it. 

DON’T FORGET THE COVER RULE (-1 TO FINAL ROLL)REAR ATTACK RULE (+1 TO FINAL ROLL)VANTAGE SHOT RULE (+1 TO FINAL ROLL)close range shot (+1 to fianl roll)

Check your FACTIONS SHOOT STAT, 
roll 2D6 AND COMSUME AMMO. IF the 
amount IS EQUAL TO or higher tHAN 
YOUR SHOOT STAT, YOU successfully 

SHOOT the enemy. 

IF SUCCESSFUL, THE ENEMY UNIT IS 
DEAD. PLACE THEM ON THEIR BACK 

FACE UP.

dont forget,
 every shoot

action costs ammo. 
dispose required ammo 

counters before 
attempting a shoot 

action

DON’T FORGET THE COVER RULE (-1 TO FINAL ROLL)REAR ATTACK RULE (+1 TO FINAL ROLL)VANTAGE SHOT RULE (+1 TO FINAL ROLL)close range shot (+1 to fianl roll)

To confirm that your UNIT can SHOOT at the target, look 
over your miniatures shoulder at the miniatures eye level. If 

you can see the target, you can shoot at it. 

YOU CANNOT SHOOT WHILST ENGAGED IN MELEE!
YOU CANNOT SHOOT WHILST ENGAGED IN MELEE!
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AIMAIM
IF you’re particularly bad at HITTING 

YOUR TARGET, you can use an ACTION 

to AIM. AIM allows you to stand still 

and take your time before shooting 

OR MELEE. 

AIM will add 
plus 1 to your 

next  SHOOT/
MELEE 

final roll if 
used directly 

before a 
SHOOT/MELEE 

action.

remember to breathe

and squeeeeeeeeze

AIM will add 
plus 1 to your 

next  SHOOT/
MELEE 

final roll if 
used directly 

before a 
SHOOT/MELEE 

action.
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AIM MELEEMELEE
Any UNIT in BASE-to-BASE 

contact with an enemy (whilst facing them) may 
make a MELEE action. The MELEE ACTION does not 

consume AMMO. 
Check your FACTIONS 
MELEE STAT, roll 2D6. IF 
the amount IS EQUAL 
TO OR higher tHAN 
YOUR MELEE STAT, YOU 
successfully MELEE 
the enemy.
DON’T FORGET THE REAR ATTACK 

RULE (+1 TO FINAL ROLL)

If successful the enemy 
UNIT is DEAD, place them on 
their back FACE UP. If not... 

Unlike the SHOOT 
action, the enemy UNIT can perform 

a COUNTER MELEE 
attack if their front is facing the attacker. 

The UNIT may make a MELEE action 
IMMEDIATELY USING the rules above. 

COUNTER MELEE
COUNTER MELEE

Any UNIT in BASE-to-BASE 
contact with an enemy (whilst facing them) may 

make a MELEE action. The MELEE ACTION does not 
consume AMMO. 

If successful the enemy 
UNIT is DEAD, place them on 
their back FACE UP. If not... 

DON’T FORGET THE REAR ATTACK 
RULE (+1 TO FINAL ROLL)

YOU CANNOT SHOOT WHILST ENGAGED IN MELEE!
to disengage, use an 

action point!

YOU CANNOT SHOOT WHILST ENGAGED IN MELEE!
to disengage, use an 

action point!
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Each UNIT can use the PRONE/STAND 
action. If a unit uses PRONE, you 
may lay the model FACE DOWN. This 
can be useful to get into COVER or 

be HIDDEN from enemy UNITS. 

PRONE/
STAND
PRONE/
STAND

Lay your UNIT FACE DOWN. Whilst PRONE you cannot SHOOT or 
MOVE. the unit is now in cover. if completely out of sight 

from enemy units (behind terrain) it is now hidden. 
cover and hidden rules apply. 

proneprone

standstand
To stop being PRONE you must use a STAND action. 

Once this ACTION is performed you may move/
shoot/loot as normal. 

FACE DOWN = PRONE

FACE UP = DEADEDFACE UP = DEADED

FACE DOWN = PRONE

Lay your UNIT FACE DOWN. Whilst PRONE you cannot SHOOT or 
MOVE. the unit is now in cover. if completely out of sight 

from enemy units (behind terrain) it is now hidden. 
cover and hidden rules apply. 

To stop being PRONE you must use a STAND action. 

Once this ACTION is performed you may move/
shoot/loot as normal. 
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A UNIT can choose to perform 
the OVERWATCH action, this is a 
good way to guard an area or 

to prevent free access for the 
enemy team.

overwatchoverwatch

If you place a UNIT into OVERWATCH, 
the UNIT may perform a SHOOT 

action as soon as an enemy moves 
into your UNITS FIELD OF VIEW im-

mediately (even if they are passing 
from cover to cover). They must 
be within LINE OF SIGHT. AMMO and 

COVER rules still apply. 

 When activated, Place a token next to your UNIT.

When performing a SHOOT action in OVERWATCH mode, the 
enemy is in movement, making them harder to hit. The shooter suffers a -1 to their final SHOOT roll. 
Once a SHOOT 

action has been 
performed, 
OVERWATCH 

mode is now 
over.

Remove the 
token

this should 
always be your 
second action. 

whilst in overwatch you cannot perform any other actions

Remove the 
token

If you place a UNIT into OVERWATCH, 
the UNIT may perform a SHOOT 

action as soon as an enemy moves 
into your UNITS FIELD OF VIEW im-

mediately (even if they are passing 
from cover to cover). They must 
be within LINE OF SIGHT. AMMO and 

COVER rules still apply. 

When performing a SHOOT action in OVERWATCH mode, the 
enemy is in movement, making them harder to hit. The shooter suffers a -1 to their final SHOOT roll. 
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excerpt from W. Litt’s ‘Gutting the Gutterlands’excerpt from W. Litt’s ‘Gutting the Gutterlands’



lo o tlo o tA LOVELY SKIRM BETWEEN THE COLONISTS 
AND BIG RED IS INTERUPTED BY A SCRAP BEAST

A LOVELY SKIRM BETWEEN THE COLONISTS 
AND BIG RED IS INTERUPTED BY A SCRAP BEAST



lo o tlo o t
The LOOT action can be used to LOOT JUNKPILES or ENEMY CORPS-ES for AMMO, treasure and other things... good and bad. To perform a LOOT action, you must use TWO ACTION points. You must stand base-to-base with the JUNKPILE or ENEMY CORPSE.

FOLLOW THE 

STEPS WRITTEN 

ON THE 

JUNKPILE LOOT 

LIST PAGE. 

JUNKPILE CORPSEFOLLOW THE STEPS WRITTEN ON THE CORPSE LOOT LIST PAGE. 



lo o tlo o t
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lo o tlo o t
The LOOT action can be used to LOOT JUNKPILES or ENEMY CORPS-ES for AMMO, treasure and other things... good and bad. To perform a LOOT action, you must use TWO ACTION points. You must stand base-to-base with the JUNKPILE or ENEMY CORPSE.

FOLLOW THE 

STEPS WRITTEN 

ON THE 

JUNKPILE LOOT 

LIST PAGE. 

JUNKPILE CORPSEFOLLOW THE STEPS WRITTEN ON THE CORPSE LOOT LIST PAGE. 
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Roll two D6 - that number corresponds to the LOOT/EVENT listed below. 

Roll two D6 - that number corresponds to the LOOT/EVENT listed below. 

JUNK PILE
 LOOT LIST

2- A SCRAPBEAST bursts out of the JUNKPILE and 
instantly attacks. Replace the JUNKPILE token with a 
monster miniature.2-

The SCRAPBEAST attacks with MELEE, charging the closest UNIT despite which team disturbed the JUNKPILE. 

SCRAPBEAST STATS   
MOVE - 6 
MELEE - 6 

If the looter kills the beast, remove the monster from the board. If the SCRAPBEAST kills the looter, Move the SCRAPBEAST 6’ towards the next closest UNIT. When base-to-base with another UNIT perform a MELEE action on behalf of the SCRAPBEAST, repeat THESE ACTIONS AT THE END OF THE ROUND un-til it is killed or the game ends.

3-3- TWO AMMO ADDED 
TO YOUR TEAMS 
STOCKPILE

JUNKPILE AVALANCHE
The JUNKPILE collapses onto the LOOTER knocking the UNIT into a PRONE position. To move or perform an ACTION the UNIT must use a STAND action first.

THREE AMMO ADDED 

TO YOUR TEAMS 

STOCKPILE5-5-

4-4-

JUNKPILE
 LOOT LIST
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YOu find a piece of ANCIENT body armour. Place a token next to this unit, it now has +1 hit pointS. Can only be used once. 

6-6- ARMOUR PLATE

FOUR AMMO ADDED 

TO YOUR TEAMS 

STOCKPILE7-7-
8-8-You dig amongst the JUNKPILE and find a hidden 

tunnel. This tunnel leads to one of the othe
r 

JUNKPILES on the board.
Choose your preferred JUNKPILE and replace it with 
a token, now replace the LOOTED pile with a token.
This will forever be a fast travel across the 
board (for everyone). Use a full MOVE action when 
base-to-base with one of the tokens to travel 
between them.

SECRET TUNNEL

FIVE AMMO ADDED 
TO YOUR TEAMS 
STOCKPILE

9-9- 10-10- nanotec 
medkit

you find an ancient REMOTE 
nanotec medical device. The 
nanobots within can revive 

any downed UNIT on your 
team. ONE USE.11-11- explosive

canister
you dig too deep and too 
rough; you knock an explosive 
canister instantly killing you 
and any other UNIT within 6’ 
of the JUNKPILE.

12-12-
You find gold! (well not 
litterally) You find an 
OLDTEC weapon. Roll on the 
OLDTEC weapon chart and 
that UNIT receives that 
weapon. Your team now has 
an extra OLD TEC weapon.

OLDTEC
WEAPON
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Roll A D6 - that number 
corresponds to the LOOT/

EVENT listed below. 
Roll A D6 - that number 

corresponds to the LOOT/
EVENT listed below. 

CORPSE
 LOOT LIST

CORPSE
 LOOT LIST

1-1-
The corpse is rigged 
with an anti-personnel 
mine, it blows, killing 
you and removing the 
LOOTED corpse from the 
board permanently.

BOOBY 
TRAP 2-2- ONE AMMO 

TAKEN FROM YOUR
ENEMIES STOCKPILE

You stare at the mangled 
corpse; it stirs deep 
emotions in you, and you 
are in shock. Immediate-
ly go PRONE. To perform 
your next ACTION, you 
must perform a STAND 
action action first. 

TRAUMA3-3- 4-4- TWO AMMO 
TAKEN FROM YOUR
ENEMIES STOCKPILE

You find incriminating photos of a loved one on the 
corpse. You go crazy. You immediately perform a MOVE 
action towards the closest enemy unit, in your rage 
you avoid cover and head in a straight line. After 
this MOVE you regain composure and resume normal 
play. LETS JUST HOPE THAT LITTLE OUTBURST HASN’T 
LEFT YOU OUT IN THE OPEN...

5-5- WHAT 
THE...?!

6-6- THREE AMMO 

TAKEN FROM YOUR

ENEMIES STOCKPILE
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FACTIONS
FACTIONS
MANY FACTIONS EXIST IN THE GUTTERLANDS... HERE ARE A 

FEW OF THEM. EACH FACTION ARE BETTER AT SOME THINGS, 

WORSE AT OTHERS. PICK WISELY.

MANY FACTIONS EXIST IN THE GUTTERLANDS... HERE ARE A 

FEW OF THEM. EACH FACTION ARE BETTER AT SOME THINGS, 

WORSE AT OTHERS. PICK WISELY.
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colonialscolonialsfaction
stats

ammo 12
move 5’
shoot 8
melee 9

The COLONIALS are the ‘civilised’ faction in The Gutterlands, even if they say so themselves. They are the explorers, adventurers and prof-iteers that came to Tapu for fame, glory and bloodlust. Based in the ramshackle Town of Respite, they serve as a port of call for all who venture to the planet. Not the best fight-ers in the Gutterlands. They thrive and suffer from exposure to the rest of the galaxy, they are educated, resourceful and can also appear cowardly and callous. They constantly fight with the Rusters over land disputes, basically uprooting the Rusters from their home (now Respite) and driving them into the Rusty peaks many years ago... They never forget.

The COLONIALS are the ‘civilised’ faction in The Gutterlands, even if they say so themselves. They are the explorers, adventurers and prof-iteers that came to Tapu for fame, glory and bloodlust. Based in the ramshackle Town of Respite, they serve as a port of call for all who venture to the planet. Not the best fight-ers in the Gutterlands. They thrive and suffer from exposure to the rest of the galaxy, they are educated, resourceful and can also appear cowardly and callous. They constantly fight with the Rusters over land disputes, basically uprooting the Rusters from their home (now Respite) and driving them into the Rusty peaks many years ago... They never forget.
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colonialscolonials
traitstraits

nanomedsnanomeds
Being from all over the galaxy, the colonials have been exposed to hi-tech medical care. 

They use Nanomeds like aspirin. 

Nanomeds are microscopic machines that repair tissue and fight disease, they can be applied 

by anyone... who has them. 

When base to base with a downed unit, you may perform a HEAL action.  

Roll 2 D6 
1-6 -The Nanos malfunction and dissolve the downed unit in a pile of gore and blood. Re-

move the unit from the board. Whoops. 

7-8 -The Nanos ignore programming and float off into the atmosphere to join the many 

other rogue nanos that drift over the Gutterlands surface. The downed unit remains downed. 

9-12 -The Nanos heal the downed unit, restoring them completely. The Unit is now able to 

carry on as normal from the next round onwards.

rolling roccarolling rocca

You must choose a unit anywhere on 
the board (despite cover etc.) to aim at, 

then roll 2 D6 

1-6 -the shell misfires 

7-8 –The shell misses, it lands 2 
D6 inches away from the target unit 
towards the colonial's board edge 

9-12 –direct hit. Boom. 

You must choose a unit anywhere on 
the board (despite cover etc.) to aim at, 

then roll 2 D6 

1-6 -the shell misfires 

7-8 –The shell misses, it lands 2 
D6 inches away from the target unit 
towards the colonial's board edge 

9-12 –direct hit. Boom. 

The colonials have a tank... a pretty big one too. 

Once per round you can exhaust 3 ammo tokens to fire an artillery 

shell on to the battlefield. It has a blast radius of 2 inches, killing 

anything within 2 inches of the target.

The colonials have a tank... a pretty big one too. 

Once per round you can exhaust 3 ammo tokens to fire an artillery 

shell on to the battlefield. It has a blast radius of 2 inches, killing 

anything within 2 inches of the target.

Being from all over the galaxy, the colonials have been exposed to hi-tech medical care. 

They use Nanomeds like aspirin. 

Nanomeds are microscopic machines that repair tissue and fight disease, they can be applied 

by anyone... who has them. 

When base to base with a downed unit, you may perform a HEAL action.  

Roll 2 D6 
1-6 -The Nanos malfunction and dissolve the downed unit in a pile of gore and blood. Re-

move the unit from the board. Whoops. 

7-8 -The Nanos ignore programming and float off into the atmosphere to join the many 

other rogue nanos that drift over the Gutterlands surface. The downed unit remains downed. 

9-12 -The Nanos heal the downed unit, restoring them completely. The Unit is now able to 

carry on as normal from the next round onwards.
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rustersrusters
The RUSTERS are a nomadic tribe that roam the wastes hunting monstrosities, 

lone travellers and anything else that seems like good prey. They are usually 

covered head to toe in rusty plates of metal, spikes and hunting trophies. The 

Colonials shun most Rusters as religious zealots, worshipping the Rust God 

Ferrumah (a giant dead titan head protruding from the Blastlands). They are 

perceived to be savages by most, coating their armour in the blood of their 

victims to help the oxidation. But this is just rumour and speculation. They 

can be honourable, loyal and merciful at times. Maybe they just want their 

home back. 

tr
a

it
s

tr
a

it
s

Rusters are relentless warriors; they will sacrifice their own necks to get a kill for the 
great god Ferrumah. They charge and leap for their prey, always trying to close the gap. 
Rusters (without armour) can leap 3 inches towards a target before a melee attack action. 
They can do so even from above (on top of terrain) and over small cover. 

Rusters are relentless warriors; they will sacrifice their own necks to get a kill for the 
great god Ferrumah. They charge and leap for their prey, always trying to close the gap. 
Rusters (without armour) can leap 3 inches towards a target before a melee attack action. 
They can do so even from above (on top of terrain) and over small cover. 

leap attackleap attack

Rusters cover themselves in rusty 
metal armour. The rustier the better... 

Ferrumah likes it that way. 
At the beginning of the game, assign 

armour tokens to two units. You may 
only have one token per unit, the Boss 
will have one already. You cannot leap in armour.

Rusters cover themselves in rusty 
metal armour. The rustier the better... 

Ferrumah likes it that way. 
At the beginning of the game, assign 

armour tokens to two units. You may 
only have one token per unit, the Boss 
will have one already. You cannot leap in armour.

rust armour
rust armour
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factionstats
ammo 11move 7’shoot 10melee 8rustersrusters
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D.E.A.P. TROOPSD.E.A.P. TROOPS
DEPLOYABLE.

ENVIROMENTALLY. 
ADAPTIVE.

PEACEKEEPING. 
TROOPS.

faction
stats

ammo 9
move 6’
shoot 8
melee 7

DEPLOYABLE.
ENVIROMENTALLY. 

ADAPTIVE.
PEACEKEEPING. 

TROOPS.

tr
ai

ts
tr

ai
ts
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D.E.A.P. TROOPSD.E.A.P. TROOPS
The D.E.A.P. TROOPS or DEPLOYABLE, ENVIROMENTALLY, ADAPTIVE, PEACEKEEPING, TROOPS were originally a biological engineered 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 planets in pods. Over a matter of weeks, they would gestate and grow becoming perfectly adapted to survive. They have shared inherited programming; they would keep law and order no matter where they would be dropped, unquestioning. The D.E.A.P. TROOPS roaming the Gutterlands were dropped by accident during the Tapu Armistice, landING deep in the Neon Sea. They adapted and evolved into a crustacean-like species over time. Recently they were dis-placed by an unfortunate Black Hole Bomb and have been forced to head for land. They were made to maintain law and order... neither of which exist in The Gutterlands.

DEAP TROOPS naturally adapt to their environment, internally and externally. They can change their skin pigmentation and 
texture at will. Basically, they are naturally camouflaged. 

When Base to base to with any terrain they gain the cover bonus. Even if the cover is behind them, and line of sight is clear. This 

doesn’t stack with traditional cover bonus. NULLIFIED IF WITHIN 6 INCHES OF ENEMY UNIT.

DEAP TROOPS can heal wounds and regenerate limbs 
(sometimes wrongly) when damaged. This doesn’t always 

work but once per round you may attempt to revive a 
downed unit. 

ROLL 2 D6 

1-7 -Nothing happens... 

8-12 –choose a downed unit to revive. 
They can carry on as normal

 from the next round.

DEAP TROOPS can heal wounds and regenerate limbs 
(sometimes wrongly) when damaged. This doesn’t always 

work but once per round you may attempt to revive a 
downed unit. 

ROLL 2 D6 

1-7 -Nothing happens... 

8-12 –choose a downed unit to revive. 
They can carry on as normal

 from the next round.

tr
ai

ts
tr

ai
ts adaptive camoadaptive camo

regenerationregeneration

DEAP TROOPS naturally adapt to their environment, internally and externally. They can change their skin pigmentation and 
texture at will. Basically, they are naturally camouflaged. 

When Base to base to with any terrain they gain the cover bonus. Even if the cover is behind them, and line of sight is clear. This 

doesn’t stack with traditional cover bonus. NULLIFIED IF WITHIN 6 INCHES OF ENEMY UNIT.
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big red big red 
The BIG RED MINING CO. Are just that, a Big Mining Company. Unlike a traditional mining company, they 

don’t prospect for ores or diamonds but OLD TEC. The company originated on a planet called Vermil-

lion. Vermillion orbits a giant Red Dwarf star and has a gravitation pull twice as powerful as earth 

standard... hence why the inhabitants of this planet are short and hardy, The beards are unrelated. 

They traverse the Galaxy looking for Old Tec to sell on the black market, selling to ultra rich 

collectors, living in a galaxy where weapons and dangerous tech is outlawed. The Big Red caught 

wind of The Gutterlands and that was that. They landed on Tapu in great numbers, stripping the 

Rusty Peaks of valuable Old Tec whilst simultaneously FIGHTING off roaming Rusters and D.E.A.P. 

Troops. They often trade and recruit in Respite And have an uneasy alliance with the Colonials. But 

you come too close to a dig site...

tr
ai

ts
tr

ai
ts Just doing what they do best, looting.

 When looting a junkpile or a corpse, Big Red miners know what to go for 
and more importantly what to avoid. 

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

natural lootersnatural looters

red flarered flare
Big Red came to The Gutterlands en masse. You’re never too far from another Big Red miner 
(Hence the nickname Red Rats). When all seems lost, the Big Red will fire up The Big Red 
Flare. Calling all to their aid but mainly... to loot the remains. 

Roll 2 D6 
1-6 – No one comes

7-9 – revive 1 downed unit

10-11 – revive 2 downed units

12 – the calvary, revive 3 downed units. 

One use only... company orders!

Just doing what they do best, looting.
 When looting a junkpile or a corpse, Big Red miners know what to go for 

and more importantly what to avoid. 

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

Big Red came to The Gutterlands en masse. You’re never too far from another Big Red miner 
(Hence the nickname Red Rats). When all seems lost, the Big Red will fire up The Big Red 
Flare. Calling all to their aid but mainly... to loot the remains. 

Roll 2 D6 
1-6 – No one comes

7-9 – revive 1 downed unit

10-11 – revive 2 downed units

12 – the calvary, revive 3 downed units. 

One use only... company orders!
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factionstats
ammo 13move 4’shoot 7melee 10
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excerpt from W. Litt’s ‘Gutting the Gutterlands’excerpt from W. Litt’s ‘Gutting the Gutterlands’



There are two different types of weapons you can use in SKIRM. Standard and Old Tec. 
Standard weapons are basically, pistols, riFLes, shotguns etc... they all cosT 1 AMMO per shot. tHEY ALL CAN KILL EASILY WHEN they work... gUNS ARE RARE IN THE GUTTERLANDS, SOME PEOPLE MAKE THEIR OWN SHODDY FIREARMS FROM TIME TO TIME, SCAVENGERS CAN FIND THEM AMONGST THE NEVER ENDING JUNK BUT NONE OF THem

COMPARE TO OLD TEC WEAPONS. 
 

Old Tec weapons are the gold of The Gutterlands. 
Ancient technology, super weapons, magic. No one makes 
them like this anymore. Old Tec are relics from the Great 
Galactic War, jettisoned down to Tapu during the Tapu 

Armistice.  

Each TeamS BOSS gets access to ONE OLD TEC WEAPON. The 
Old Tec is considered mysterious, unknowable... no one 

knows what they do or how they work. TheY just pick up 
the one they like the look of and go to battle.

They ALL use 3 AMMO PER SHOT...
 ALL OLD TEC WEAPONS IGNORE ARMOUR!  

To determine which Old Tec weapon your 
team bosswill recieve at the beginning of a 

match Roll a D6 ... 

There are two different types of weapons you can use in SKIRM. Standard and Old Tec. 
Standard weapons are basically, pistols, riFLes, shotguns etc... they all cosT 1 AMMO per shot. tHEY ALL CAN KILL EASILY WHEN they work... gUNS ARE RARE IN THE GUTTERLANDS, SOME PEOPLE MAKE THEIR OWN SHODDY FIREARMS FROM TIME TO TIME, SCAVENGERS CAN FIND THEM AMONGST THE NEVER ENDING JUNK BUT NONE OF THem

COMPARE TO OLD TEC WEAPONS. 
 

Old Tec weapons are the gold of The Gutterlands. 
Ancient technology, super weapons, magic. No one makes 
them like this anymore. Old Tec are relics from the Great 
Galactic War, jettisoned down to Tapu during the Tapu 

Armistice.  

Each TeamS BOSS gets access to ONE OLD TEC WEAPON. The 
Old Tec is considered mysterious, unknowable... no one 

knows what they do or how they work. TheY just pick up 
the one they like the look of and go to battle.

They ALL use 3 AMMO PER SHOT...
 ALL OLD TEC WEAPONS IGNORE ARMOUR!  

To determine which Old Tec weapon your 
team bosswill recieve at the beginning of a 

match Roll a D6 ... 

OLDOLDOLD tectectec
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1-1-

A powerful high precision ray gun that can penetrate several enemies at once. But only in a straight line... stack up fellas.  
Standard shoot rules apply to hit, for every target it penetrates minus one to FInal SHOOT roll.  

For example: 
Three enemies line up You need 8 or more to SHOOT. Successful roll, enemy 1 dies.  Roll 9 or more for enemy 2. successful roll, enemy 2 dies Roll 10 or more for enemy 3. Fail, Pin Ray stops. 

A powerful high precision ray gun that can penetrate several enemies at once. But only in a straight line... stack up fellas.  
Standard shoot rules apply to hit, for every target it penetrates minus one to fInal SHOOT roll.  

For example: 
Three enemies line up You need 8 or more to SHOOT. Successful roll, enemy 1 dies.  Roll 9 or more for enemy 2. successful roll, enemy 2 dies Roll 10 or more for enemy 3. Fail, Pin Ray stops. 

PIN RAYPIN RAYPIN RAY

SHATTERSHOTSHATTERSHOT2-2-
 

Normal SHOOT rules apply. 

When Hit with this weapon, the target explodes sending shards of bone in all 

directions. Any UNITS within a 2-inch radius of the target dies on a roll of 8 or more. 

The exploded targets body must be removed from the board. 

A canon that shoots high 
frequency, ear drum shattering 
rounds turning targets in 
splintering bone bombs

 

Normal SHOOT rules apply. 

When Hit with this weapon, the target explodes sending shards of bone in all 

directions. Any UNITS within a 2 inch radius of the target dies on a roll of 8 or more. 

The exploded targets body must be removed from the board. 

A canon that shoots high 
frequency, ear drum shattering 
rounds turning targets in 
splintering bone bombs

3-3- DRILLER KILLERDRILLER KILLERDRILLER KILLER
A drill slug FIring canon that can 
penetrate through terrain. Using 
thermal targeting you can shoot at 
HIDDEN enemies.  

Normal SHOOT rules apply. COVER 
rules do not. 

A drill slug FIring canon that can 
penetrate through terrain. Using 
thermal targeting you can shoot at 
HIDDEN enemies.  

Normal SHOOT rules apply. COVER 
rules do not. 

For every 2 pieces of terrain the drill slug 
passes through Minus 1 to FInal SHOOT roll.  

For example: 
You SHOOT (WITH shoot SKILL 8) at an enemy, hidden behind two pieces of terrain. To 
hit, you would need to Roll 9 or more. 

For every 2 pieces of terrain the drill slug 
passes through Minus 1 to FInal SHOOT roll.  

For example: 
You SHOOT (WITH shoot SKILL 8) at an enemy, hidden behind two pieces of terrain. To 
hit, you would need to Roll 9 or more. 
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4-4- CRA Z  E RCRA Z  E RCRA Z  E R
A strange gun that FIres invisible 

rays of energy. The target hit by the 

rays becomes psychotic, attacking 
anyone that is nearby. 

Normal SHOOT rules apply 

A strange gun that FIres invisible 

rays of energy. The target hit by the 

rays becomes psychotic, attacking 
anyone that is nearby. 

Normal SHOOT rules apply 

The opposing team can now perform two actions of their choice with the crazed 
unit. For example, you can move the unit out into the open and have them FIre at 

a friendly. Ammo rules still apply, and the ammo is taken from the crazed unit's 
stockpile. 

The opposing team can now perform two actions of their choice with the crazed 
unit. For example, you can move the unit out into the open and have them FIre at 

a friendly. Ammo rules still apply, and the ammo is taken from the crazed unit's 
stockpile. 

When hit. The Target UNIT is no 
longer under the opposing team's 

command, the unit is now under the 
control of the opposing team for 

ONE TURN. 

When hit. The Target UNIT is no 
longer under the opposing team's 

command, the unit is now under the 
control of the opposing team for 

ONE TURN. 

5-5- NANOBOOMNANOBOOM

 First shot - When fired at a piece of terrain it immediately and explosively disman-
tles it. Any UNIT on the terrain will fall to the ground. If the UNIT falls from 5 INCHES 

or higher, they die. Remove the piece of terrain from the table 
Second shot - Fire at a location, reform the previously dismantled terrain any-
where you choose (AS LONG AS IT FITS), this can be used to block routes or provide 

cover.
EACH SHOT COSTS AN ACTION AND 3 AMMO. yOU DON’T HAVE TO USE BOTH SHOTS IN ONE TURN.

6-6- MASSKETMASSKET

A grenade launcher, 
capable of FIring a 
rocket propelled 
grenade of small 
nanites that can 

either destroy
terrain or rebuild it.

 First shot - When fired at a piece of terrain it immediately and explosively disman-
tles it. Any UNIT on the terrain will fall to the ground. If the UNIT falls from 5 INCHES 

or higher, they die. Remove the piece of terrain from the table 
Second shot - Fire at a location, reform the previously dismantled terrain any-
where you choose (AS LONG AS IT FITS), this can be used to block routes or provide 

cover.
EACH SHOT COSTS AN ACTION AND 3 AMMO. yOU DON’T HAVE TO USE BOTH SHOTS IN ONE TURN.

A grenade launcher, 
capable of FIring a 
rocket propelled 
grenade of small 
nanites that can 

either destroy
terrain or rebuild it.

Anyone within a 7 INCH radius of the killed unit is automatically pulled down to 

the ground also causing them to use a PRONE action. They must use a STAND action to 

continue moving and shooting.

Normal SHOOT rules apply, when shot at a 
target, the target is pulled to the ground 

crushing them instantly, THEY DIE.

Normal SHOOT rules apply, when shot at a 
target, the target is pulled to the ground 

crushing them instantly, THEY DIE.

Anyone within a 7 INCH radius of the killed unit is automatically pulled down to 

the ground also causing them to use a PRONE action. They must use a STAND action to 

continue moving and shooting.
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COLONIALS
AMMO 12
MOVE 5’
SHOOT 8
MELEE 9

 NANOMEDS
ROLL 2 D6 

1-6 -Remove the unit 
from the board. Whoops. 
7-8 -The downed unit 

remains downed. 
9-12 -heal the downed 

unit

ROLLING ROCCA
ROLL 2 D6

2 INCH RADIUS
3 AMMO

1-6 -the shell misfires. 
7-8 –The shell misses, it 
lands 2 D6 inches away from 
the target unit towards the 

Colonial’s board edge. 
9-12 –direct hit. Boom.

R U S T E R S
AMMO 11
MOVE 7’
SHOOT 10
MELEE 8

 LEAP ATTACK
Rusters (without armour) 
can leap 3 inches to-
wards a target before a 
melee attack action. They 
can do so even from above 
(on top of terrain) and 

over small cover.

RUST ARMOUR
At the beginning of the 
game, assign armour to-
kens to two units. You 
may only have one token 
per unit, the Boss will 
have one already. You 
cannot leap in armour.

D.E.A.P. TROOPS
AMMO 9
MOVE 6’
SHOOT 8
MELEE 7

 NATURAL CAMO
When Base to base to with any 
terrain they gain the cov-
er bonus. Even if the cover 
is behind them, and line of 
sight is clear. This doesn’t 
stack with traditional cov-
er bonus. Only works if more 
than 6 inches from enemy 

unit.

REGENERATION
ONCE PER ROUND

ROLL 2 D6 
1-8 -Nothing happens... 
9-12 –choose a downed 
unit to revive. They can 
carry on as normal from 

the next round

BIG RED MINING
AMMO 13
MOVE 4’
SHOOT 7
MELEE 10

NATURAL LOOTERS
When performing a Loot 
action, you may re-roll 

the result. You must 
always keep the second 

result.

BIG RED FLARE
ONE USE ONLY

ROLL 2 D6 
1-6 –No one comes.
7-9 –revive 1 downed 

unit.
10-11 –revive 2 downed 

units.
12 –the calvary, revive 3 

downed units. 

TARGET IN COVER: -1 TO SHOOT
CLOSE RANGE: +1 TO SHOOT (WITHIN 4 INCHES)
REAR ATTACK: +1 MELEE/SHOOT
VANTAGE SHOT: +1 TO SHOOT (WHEN 2 INCHES HIGHER}

DOUBLE NUMBERS
DOUBLE ONES: DURING SHOOT/MELEE 

ATTACKING UNIT IS DOWNED
ANY OTHER DOUBLE: EXTRA ACTION 

JUNK PILE
LOOT LIST

ROLL 2 D6
2 -SCRAPBEAST (MOVE 6 
MELLEE 6)
3 -2 AMMO
4 -JUNKPILE AVALANCHE
5 -3 AMMO
6 -ARMOUR PLATE
7 -4 AMMO
8 -SECRET TUNNEL
9 -5 AMMO
10 -NANOTEC MEDKIT
11 -EXPLOSIVE CANISTER
12 -OLDTEC WEAPON 

CORPSE
LOOT LIST

ROLL 1 D6

1 -BOOBY TRAP
2 -1 AMMO
3 -TRAUMA
4 -2 AMMO
5 -WHAT THE...?
6 -3 AMMO

OLD TEC
ROLL 1 D6
3 AMMO

IGNORES ARMOUR

1 -PIN RAY
 -1 TO EACH SUCCESSIVE HIT IN STRAIGHT LINE.

2 -SHATTERSHOT
EXPLODES TARGET, 2 INCH RADIUS FOR 8+ HIT.

3 -DRILLER KILLER
 -1 TO HIT PER EVERY TWO TERRAIN PIECES IT 
PASSES THROUGH.

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

5 -NANOBOOM
FIRST SHOT REMOVE TERRAIN. UNITS FALL 5 INCHES 
OR MORE THEY ARE DOWNED.
SECOND SHOT, PLACE TERRAIN.

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

ACTIONS
2 PER UNIT/PER ROUND
MOVE: MOVE UNIT PER STAT OR LOWER. CLIMB 
HALF STAT.

SHOOT: SHOOT ENEMY, ROLL SAME OR HIGHER 
THAN STAT. CONSUME AMMO.

AIM: ADD +1 TO NEXT SHOOT/MELEE ROLL (SAME 
TURN)

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

PRONE/STAND: LAY UNIT DOWN/ STAND UNIT 
UP

OVERWATCH: PLACE TOKEN, PERFORM SHOOT 
ACTION AT ANYONE WHO MOVES INTO LINE OF SIGHT 
ON NEXT ENEMY TURN, REMOVE TOKEN.

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

FEW EXTRA POINTS
UNITS CANNOT PASS THROUGH OTHER UNITS

IT’S AN ‘I 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.

QUICK REFERENCE SHEETQUICK REFERENCE SHEET



GANG ROTAGANG ROTA FACTION:FACTION:

GANG NAME:GANG NAME:

GANG’S STORY:GANG’S STORY:

BOSS:BOSS:

OLD TEC:OLD TEC:

GANG MEMBERS:GANG MEMBERS:

1.	1.	

2.	2.	

3.	3.	

4.	4.	

5.	5.	

K I LLSK ILLS L O O TL O O T

GANG’S STATSGANG’S STATS
AMMO:AMMO:
MOVE:MOVE:
SHOOT:SHOOT:
MELEE:MELEE:

WINS:WINS:

LOSSES:LOSSES:



EARLY MORNING RAID OF A RUSTER CAMP BY A GANG OF OVERLY OPTIMISTIC BIG REDS

EARLY MORNING RAID OF A RUSTER CAMP BY A GANG OF OVERLY OPTIMISTIC BIG REDS






