
Bloody and Dangerous V1.1 

The Game/Turn 
• Game is turn based 

• Initiative is rolled at the beginning of every turn to see who goes first: This is 
based on Racial Initiative + any in-game modifiers 

• Game lasts as long as the scenario states 

Turn sequence 
1) Make any courage roles for broken/pinned troops 
2) Move troops 
3) Shooting 
4) Close combat 

Moving 
 

• Figures move their racial move distance in inches 

• If a figure wishes to run, they receive an additional bonus to their movement 
(dependent on race/abilities) and add this in inches to their move 

• If moving over easy terrain, there is no penalty 

• If moving over difficult terrain, they move at half move 

• If a figure runs, it cannot shoot, but may enter close combat 

Shooting 

Line of Sight 
• A model can only shoot at targets that are in its line of sight 

• If the target is obscured by terrain, only rolls of 5 or 6 count as hits. 

• If the target is obscured by friendly models, and the shooter scores no hits, any 
1s rolled count as hits on the friendly model. 

Rolling to Hit 
• A number of D6 are rolled equal to the amount stated in the table for the relevant 

weapon, for the particular range band. 

• Any dice rolling a 4,5, or 6 are counted as ‘Hits’. 

• Any ‘to hit’ modifiers are applied to the dice roll.  

• Any model that does not move, receives an additional +1 D6 in their shooting 
pool.  This represents the model taking more time to aim and shoot. 

Damage 
• When a ‘hit’ is scored, roll on the damage table for the target. 

• For every additional ‘hit’ scored for the one shooting attack, add 1 to the damage 
roll. 

• If the target is ‘Dead’, remove the model. 



• If the target is ‘Knocked Down’ place the model face up on the table.  This model 
(unless otherwise stated) must pass a courage test in order to stand up in its 
following turn.  If it fails, it is placed face down. If it fails a further courage roll to 
stand up, it counts as ‘out of action’ and is removed from the table. 

• If the result is ‘Ignored’ then the hit has failed to penetrate or damage the target.  
It is unaffected. 

Weapons 
All weapons use the statistics found on the racial army lists.  There are a number of 
generic special rules for weapons: 
Heavy: This weapon can only be fired by a heavy weapon specialist (assigned the 
individual characteristic). 
Move or Shoot:  This weapon is heavy and cumbersome, and takes time to set-up 
and shoot.  The user can either move or shoot. 
Explosive:  This weapon has explosive ammunition.  It will use the 3” explosion 
template. First, roll to hit with the single dice. If a ‘hit’ is scored, place the template 
centred on the target, and roll for damage, applying any modifiers.  If the shot 
misses, roll the scatter die and move the template in that direction 1D6”.  Anything 
then under the template is hit and must suffer a roll on the damage table. 
Template:  This weapon uses the tear-drop shaped template. Place the template, 
with the pointy-end touching the base of the shooter. Anything under the template 
will be ‘Hit’ on the roll of 3,4,5,and 6, and then successful ‘Hits’ will suffer a roll on the 
damage table. 
Dangerous to User:  This weapon is temperamental.  If a natural ‘1’ is rolled to hit 
then the weapon malfunctions. Roll a D6 again.  On the roll of 4,5,or 6, the user must 
suffer a roll on the damage table (apply relevant modifiers) 
Spray and Pray:  This weapon has the ability to fire out a large amount of 
bullets/shots, and can be ‘sprayed’ from the hip, allowing the user to shoot multiple 
targets in one go.  First, choose your first target, and then select any other targets 
next to the first (in a line).  Roll to hit the first target.  If hit, move on to the next target.  
If missed, roll again until it is hit.  Continue until all shots have been fired on the ‘line’ 
of enemy. 
Sniper:  This weapon is highly accurate.  The shooter will hit on the roll of 3,4,5, and 
6, will never suffer the penalty for shooting past friendly troops, and ignores cover 
obscuring targets. 
Burns:  This weapon fires a laser beam, or ammunition that can burn the target. Add 
+1 to the damage roll from this weapon, in addition to any bonuses scored from 
additional ‘hits’. 

Close Combat 

Entering combat 
• A figure enters close combat when they voluntarily move into base-to-base 

contact with an enemy. 

• If a figure is involuntarily moved into combat, then they are free to move away 
during their next activation.  However, if the enemies activation is first, they will 
be able to initiate combat. 



Fighting 
Both the attacker and defender roll a single D6 simultaneously, applying any 
modifiers.  The highest modified roll wins the combat. If a tie occurs, the combat will 
continue during the next figures activation. 

Damage 
The winner of the combat rolls on the relevant damage table, applying any modifiers 
for weapons or racial modifiers. 

Multiple combat 
• You cannot outnumber an enemy by more than three-to-one. 

• 1D6 is rolled for each figure fighting in the combat and they are compared with 
each other.  If all of the dice rolled by the outnumbering player are higher than the 
one rolled by the single player, then each additional ‘hit’ over 1 gives a +1 
modifier on the damage table (like shooting).  Any dice on the outnumbering side, 
however, that are below the single side’s roll, count as being damaged by the 
single side, suffering a roll on the damage table. 

Morale 

Command distance 
A model’s command distance is determined by its training level.  If a model starts its 
turn without any friendly models within its Command Distance, it counts as ‘alone’.  
Certain rules apply to a model when it is ‘alone’, these are: 

• -1 to all courage rolls 

• Must pass a courage test to move towards the enemy 

• Must take a courage test if model with Shocking special rule moves into 
Stomach Range 

Courage   
• Courage roles are taken: 

• at the beginning of the turn to try to rally figures who were knocked 
down/pinned/scared/insane in their previous turn 

• After damage table results 

• When a friendly model is killed within a model’s Stomach Range 

• When a model is ‘alone’ and they start their turn with an enemy 
model with the Shocking special rule within their Stomach Range 

• When a model is ‘alone’ and wants to move towards an enemy 
model 

• 1D6 is rolled for each individual. The test is passed depending on the training of 
the individual (eg Trained figure passes by rolling over their courage rating) and 
any in-game modifiers. 

• If passed, figure can act as normal. If failed, the figure will: 
1) If friendly figures in line of sight, they will head towards them 
2) If no friends are visible, head towards nearest ‘safe’ cover visible to the 

figure (even if an unknown enemy may be hiding behind it) 
3) If no friends are visible, and no ‘safe’ cover is visible, directly away from 

the nearest visible enemy 



Stomach 
• A model’s Stomach Range is equal to their courage in inches.  As lower courage 

is better, the more courageous a model is, the smaller its Stomach Range will be 

• Stomach Range is used to determine whether a model needs to take a Courage 
test at any given time 


