
The Advanced Game
The Advanced Game introduces hidden movement and expands the Basic Game by adding rules for heroes and magic, new weapons and equipment, beasts, cavalry, creatures and new terrain types. The Advanced Game also discusses the role of the gamemaster, showing how he can enhance a miniatures game.

Chapter Eight: Hidden Movement
Hidden Movement
Battlefield commanders rarely have a bird's-eye view of the battlefield. Hills and trees not only block the LOS of his troops, they also conceal the positions of enemy troops. Even where blocking terrain does not completely conceal enemy soldiers, soldiers can attempt to hide using their sneak skills.
Handling Hidden Movement
There are a number of ways to handle hidden movement. The simplest is just to ignore it and get on with the game. The next simplest is to use counters which are placed on the table instead of the units.
Dummy Counters
Hidden models are not placed on the tabletop. Instead, dummy counters are used. To keep the other player guessing, the player receives three counters per squad or hero, creature, vehicle, etc. The counters should be numbered or otherwise labeled, and a written record kept of whether the counter represents an actual squad or model, or is a dummy.
Counters are moved as though they were an actual squad or model. As soon as a counter can be seen by one of the other player's soldiers, the owning player declares whether the marker represents a squad or hero, or is a dummy. Dummy counters are removed from the table. Other counters are replaced by the squad or hero.
If a squad or model moves so that it becomes hidden, it is replaced by counters at the start of the next Movement Phase.
Full Written Moves
This system requires a gamemaster to adjudicate when squads or models can see each other. The players, using maps showing the layout of the tabletop terrain, keep a written record of the positions and moves of their hidden squads or models. At the end of each Movement Phase the gamemaster examines both players' maps to see whether hidden units can see each other. If so, the units are placed on the table.
Partial Written Moves
This system is similar to full written moves, but can be used without a gamemaster. It works best when only one side has hidden forces. For example, the anti-government forces are holding the edges of a wood against an evil government attack. Because the anti-government forces are hidden at the start of the game, the anti-government player notes the position of his troops on the map. Providing his troops stay hidden, he may move them on the map. But as soon as any troops are spotted by the enemy they are placed on the table.
Spotting Hidden Troops
When hidden troops step out into the open, they become spotted by enemy troops. But what if the troops are hiding in a building or at the edge of a woods? To handle situations like this, opposed rolls are made between the hiding troops' sneak skill and the spotting troops' search skill. The hiding troops' roll is modified according to the terrain and weather conditions. If the hidden troops' roll is higher, they remain hidden, otherwise they are spotted and placed on the tabletop.

Spotting Hidden Troops Chart
	Condition
	Modifier

	Light Woods
	+1

	Medium Woods
	+2

	Heavy Woods
	+3

	In Building
	+2

	Behind Barrier
	+1

	Rain*
	+1

	Mist*
	+2

	Snow*
	+2

	Dark*
	+4


*This modifier is negated if the enemy is able to see through it, e.g. night vision, is equipped with torches, or there are fires present on the battlefield.
Soldiers and models that shoot are spotted automatically and are placed on the tabletop. It is not possible to shoot and remain hidden.
In situations where more than one squad or model can spot hidden troops, only one check is made, but the highest skill level on that side is used.
A sneak roll is made for the whole squad. If the squad is spotted, all members of the squad are spotted. Heroes, even when attached to a squad, make separate sneak rolls, but only one search roll is made for the squad and hero. If the roll is high enough to beat the squad's and the hero's, they are both spotted.
In games with a gamemaster, he can oversee spotting checks as they are made. In a game without a gamemaster, the player with hidden troops must tell his opponent when spotting rolls are required.

Chapter Nine: The Gamemaster
Though not necessary, a gamemaster can significantly enhance a game of OpenD6 Fantasy Miniatures by smoothing play, making rules judgments, and adding or changing rules to suit the players.
The gamemaster can also design interesting scenarios; since the scenario won't have come out of this document but out of his head, the players won't know what to expect. He can keep the players in the dark about the conditions of the upcoming battle or feed them erroneous information (a very enjoyable thing to do, and something which quite accurately reflects the "fog of war" that real military commanders must deal with).
The gamemaster can also add "special effects" to the game, including interesting or amusing situations that no rules set could hope to cover.
Finally, the gamemaster can be the villain in the game, running the evil forces of a necromancer against a number of players controlling the soldiers of various parties. This is the suggested manner to include OpenD6 Fantasy Miniatures in games of OpenD6 Fantasy roleplaying campaigns.
The Gamemaster as Referee
OpenD6 Fantasy Miniatures is, by nature, a game of cooperation and competition. The players have both put a lot of effort into the game -- buying the figures, painting them, purchasing or building the terrain, and so forth. In fact, miniatures games involve possibly the longest, most difficult preparations of any adventure games. Half (or more) of the fun is in getting the game together. When the time comes to actually push the pieces around on the tabletop, the players would be crazy to ruin the experience by bickering. But it does happen.
Out come the rulers. The players begin crouching down and sighting along from the human soldier figures, pointing at the Goblin figures and gesticulating wildly. What was a fun game degenerates into chaos.
However, if a gamemaster is adjudicating, everything runs a lot smoother. He makes the call. After checking things over, he says, "Sorry. The Human forces can't see the Goblin squad. The woods definitely block LOS." Or, "the LOS skirts the edge of the woods. Take your shot." In either case, somebody is going to be disappointed, but the game proceeds.
Be Cruel but Fair
In miniatures combat, as in real life, war is hell. Somebody wins, somebody loses. As referee, your job is to ensure that both sides play by the rules -- let the chips fall where they may. When judging situations, do not be influenced by partisan gamesmanship: apply the same standards to both side, even if your decision will dramatically hurt or help one side over the other.
In football, when a referee must decide whether or not the receiver had both feet in-bounds when he made the catch, he isn't interested in whether or not one team is beating the other or what the league standings are; he judges the specific play. You must do the same.
First Thing We Do: Kill the Rules Lawyers
On the other hand, this is supposed to be fun. One of the things that a referee can do is allow the players to concentrate upon enjoying themselves and leave the rules to the gamemaster. Change or ignore the rules that you don't like. Add rules that you do. Most importantly: keep the game moving.
"Your Dwarven soldiers are all down at this end; the Gnoll soldiers are all here. Hmm. There's about four feet of forest between you -- it'll take roughly forever for you to meet if we follow the rules. Okay. Everybody take double moves and ignore turning costs until you guys come into contact, then we'll go back to normal movement."
"All right. This is a skirmish game. Since nobody has more than ten figures on the table, we'll ignore the separation and morale rules altogether. You can split up or stay together as you like; your soldiers shoot individually; and nobody breaks, everybody fights until the last man. Boy, is this gonna be a bloodbath!"
"Since your troops are all green, they can't split fire at all. They have to shoot at the same target. In fact, the commander of the squad tells them what to shoot at: he has to have LOS to the target squad. What? Unfair? Well, maybe, but you do outnumber him three to one..."
The Gamemaster as Scenario Designer
Designing scenarios can be a lot of fun. You can set up interesting situations and watch them unfold as the game progresses. The players experience the true uncertainty of battle: they don't know what they are going to face.
The Basic Rules of Scenario Design
There aren't any.
Well, that's not exactly true. There is one: the scenario should be fun for the players. Other than that, you can do virtually anything you like. You can design the players' force mix, or you can give the players points and let them do it. The forces can be even, or horribly unbalanced. You can position the forces on the battlefield or let the players do so. It doesn't really matter. Once you and your players have played a few times, you will all be interested in experimenting. Go crazy.
No One Said War Was Fair . . .
There are few times in history when absolutely equal forces have met on the battlefield. Typically, somebody is stronger than somebody else, or somebody has better weapons, or better-trained men. The stronger party is usually (but not always) the attacker, the weaker the defender.
OpenD6 Fantasy Miniatures will provide an interesting game between unequal forces -- in fact, you might say that this is the standard combat situation in which the inhabitants of those out in space find themselves: the Elven troops rarely have parity of numbers with the Goblin troops. But what they lack in these areas, they make up in the quality of their men, and the brilliance and courage of the heroes who accompany them. You can recreate these kind of situations by specifying how the players can spend their squad generation points. (When you do so, tell each player in private: it's more fun when they don't know what they are going to face.)
"Goblin player: you have 1,500 points. You can spend up to 300 points on heroes; the rest on your squads. Your squads can be average or veteran; they can have whatever weaponry you want. Go to it."
"Elven player: you have 1,500 points. You can spend up to 600 points on heroes; the rest on your squads. Your squads must be veteran or elite. Go to it."
Is this fair? Uh, beats us. Try it and find out.
Player Briefings and Set-Up
In war it is rare for everybody to know what is going on. On a grand strategic level, you usually have a pretty good idea of what your enemy is up to. In World War Two, the German generals knew that the U.S. and Britain's objectives were to land on the continent and push into Germany, but they didn't know where the landings would take place, forcing them to garrison the entire western coastline of Europe.
In the American Civil War, Lee was invading the North, completely unaware that the Union commander, McClellan, had obtained detailed copies of his army's movements, allowing McClellan the opportunity to attack while Lee's forces were spread over a distance of something like 50 miles.
It is hard to recreate that kind of uncertainty on the tabletop -- the figures on the table are in plain sight of everybody -- but it can be done. And it is certainly worth doing.
When you setup a game, decide what the situation is: who is the attacker; who is the defender; over what kind of battlefield is the battle going to take place? Think up a storyline for the battle, telling what has happened before. Are the Human troops in this land beleaguered, or are they on the attack? Do the Goblin troops have good leadership, or incompetent generals? These all can affect the outcome of even the smallest skirmish.
After you've got that figured out, decide how much to tell the players. If their side has good intelligence and good leadership, the commanders even at the lower levels will know something of the overall situation. If not, they may be fighting in the dark. Even if the high command is good, everybody makes mistakes sometimes . . .
We find that, when gamemastering, it's fun to write out "Orders of the Day" for both sides. These include snippets of background, history, the commanders' personalities, and also the objectives of the upcoming battle. Sometimes they are accurate, sometimes not so accurate. The players learn to take them with a healthy grain of salt -- particularly those, who unfortunately, we judge to be saddled with a high command which doesn't take proper care to ensure that their field officers are properly informed of all developments.
Special Effects
This covers any neat, unusual, or silly things you want to add to the game which are not covered by the rules. There is not enough room to cover the wide variety of tricks a resourceful gamemaster can add to a battle, but here are some of the things which have cropped up in games we have been part of.
During one of our games, just when the Kobold soldiers were about to sweep the flank of the Dwarven soldiers holding the outskirts of a mine on in the mountains, the gamemaster announced the imminent arrival of a rock slide. The Kobold player damned the elements to do their worst and pressed the attack, while the Dwarven player began to retreat into the mines. Sensing victory, the Kobold soldiers leapt from their positions and began to rush the Dwarven soldiers -- at which point the avalanche hit. The gamemaster chucked a handful of popcorn into the air over the table; several of these boulders landed very near to the advancing Kobold troops, each doing the same damage as a catapult and virtually wiping out the main attacking force.
In another game, Human forces had just rallied and advanced up to the edge of a strange-looking purple forest. the commander had never seen their like before. He attempted a difficulty 10 survival roll, and failed. Shrugging his shoulders, he ordered his men to move in. The trees were carnivorous; they attacked when the force was well inside.
Elven soldiers and Orc soldiers were having a nice, orderly battle around an area filled with caves and hills. Unfortunately, no one knew that there was a very annoyed hydra in one of the caves . . . it came out and attacked both sides, who hurriedly agreed to a truce until they could wipe the monster out.
See? We can't possibly write rules for all this stuff. But you can.
The Gamemaster as Bad Guy
It can often be fun to have all of the players take command of a hero and a squad, and the gamemaster to take control of all of their opponents. This is the best way to play when including OpenD6 Fantasy Miniatures in your OpenD6 Fantasy roleplaying sessions; that way, you can have more control over the game's outcome than if you let somebody else control the opposing forces.
In the spirit of the roleplaying game, as gamemaster you are less interested in winning than you are in giving the players a good time. You should be fair, and play the game honestly, but you must take care not to butcher the player characters gratuitously. The game is designed to make that extremely difficult, but if several Goblin squads decide to gang up on one hero, he's going to be in severe trouble.
However, there is nothing to say that an incapacitated hero is necessarily dead. Perhaps he's only knocked unconscious, to be picked up after the battle by the side that wins. Also, there's nothing to stop the soldiers from retreating if they get into trouble.
Chapter Ten: Advanced Weapons and Equipment
Bows and crossbows and melee weapons are the primary weapons found on the battlefield. In addition to these basic weapons, other weapons are designed to have greater combat potential, or to gain specific objectives.
There is also a variety of general equipment available to troops on the battlefield. This equipment serves to increase a soldier's fighting potential or survivability.
Listed below are a number of common and not-so-common weapons and items of equipment. Each entry contains the weapon's or item's cost in Squad Generation Points, the skill needed to use the weapon, its effect in game terms, a brief description and any relevant game rules.
Following the weapons and equipment are rules for artillery and a listing of some common artillery pieces.
Equipment
Armor
Cost: Varies by armor type (see "Armor Chart").
Effect: Increases Physique (varies by armor type) for determination of damage received.
Armor is used to reduce the amount of damage suffered when a soldier is hit. The use of heavy armor is not very widespread, but the use of lighter armor is commonplace. 
Armor increases a soldier's Physique code for purposes of damage determination only. It does not affect any other use of Physique. The amount of increase depends on the armor type and is given in the "Armor Chart."
Example: A soldier with a Physique code of "2" wearing bounty hunter armor is hit by a crossbow bolt. The soldier adds 3 (Physique of 2 plus 1 for the armor) to his opposed die roll for damage.
The disadvantage of armor is that it hampers free movement, thereby reducing a soldier's Agility code. This reduction applies to all Agility-based skills as well. The amount that Agility is reduced varies with armor type and is shown in the "Armor Chart."
Example: The soldier mentioned above has an Agility of "3" and a marksmanship skill of "4." While wearing the bounty hunter armor his Agility is "2" and his marksmanship skill is "3."
When filling out a "Squad Record Sheet" we recommend writing in the modified Physique and Agility values and marking them with parentheses or an asterisk as a reminder that they are modified values. 
Armor Chart
	Armor Type
	STR/AGI modifiers
	Cost (in SGPs)

	Hides and fur, fur cloak +2 M (5 G)
	+1/-1
	10


	Soft leather, heavy fabric +2 M (3 G)
	+1/-1
	10


	Quilted silk +2 M (4 G)
	+1/-1
	10

	Bone and hide +1D M (7 G)
	+1/-1
	10

	Padded leather +1D M (8 G)
	+1/-1
	10

	Hard leather +1D+1 M (9 G)
	+1/-1
	10

	Ring mail +1D+2 M (11 G)
	+1/-1
	10

	Chain mail +2D M (15 G)
	+2/-2
	25

	Bronze +2D M (16 G)
	+2/-2
	25

	Plate mail +3D D (40 G)
	+3/-3
	40



Shields
Cost: Varies by shield type (See shield chart).
	Armor Type
	STR/AGI modifiers
	Cost (in SGPs)

	Buckler (0.5 meters long) +2 E (7 S)
	+1/0
	5

	Small shield (1 meter long) +2D E (16 S)
	+2/-1
	10

	Medium shield (1.5 meters long) +2D+1 M (3 G)
	+2/-1
	10

	Large shield (2 meters long) +2D+2 M (4 G)
	+2/-1
	10

	Tower shield*
	+3/-2
	25


*Only effective against shooting attacks.
Camouflage Cloak
Cost: 20 SGPs.
Effect: +2 difficulty modifier to shooting and spotting the wearer.
The effect of a camouflage suit on the tabletop is to make a hidden soldier harder to spot. The +2 is added to his sneak roll. Once spotted, a camouflage cloak will not make a soldier "disappear," but does make him more difficult to hit. The difficulty modifier is cumulative with terrain effects.
Example: A soldier shooting at a target wearing a camouflage cloak in medium cover has a total +4 modifier to his difficulty number.
Healer's Kit
Cost: 10 SGPs.
Skill: Medicine
Effect: Removes wound status if successful medicine skill test is made.
The healer's kit is a compact kit consisting of a herbs, potions, bandages and the like. It is used primarily to heal wounds.
A soldier with a healer's kit may attempt to heal a wounded soldier in the Special Actions Phase of any turn following the turn in which the soldier was wounded. The "healer" must be in base-to-base contact with the "patient," and must make a medicine skill test against a difficulty of 7.
Success means the patient is no longer wounded. Remove the Wound marker.
If the attempt failed, the soldier is still wounded. One other attempt may be made to heal the wounded soldier in a later turn. The second attempt is made against a difficulty number of 9. If that attempt also fails, the wound is too serious and cannot be healed during the course of the game.
A soldier may attempt to heal himself, but the difficulty number is increased by +1.
Spyglass
Cost: 10 SGPs.
Effect: +1 to a soldier's search skill test.
A soldier equipped with spyglass receives a +1 modifier to his die roll when making a search skill test.
Artillerist's Charts
Cost: 10 SGPs.
Effect: -1 to a shooter's difficulty number for siege weapons.
A soldier equipped with artillerist's charts reduces his shooting difficulty number by one when firing a siege weapon.
Magical Link, Signals Flags, or Carrier Pidgeons
Cost: 10 SGPs.
Effect: Allows communication with off-board artillery.
Artillery
Artillery on the battlefield suffers from specific vulnerability problems, particularly from other artillery and aerial attack. 
This being said, there are two general types of artillery: on-board and off-board.
On-Board Artillery
On-board artillery refers to siege weapons actually placed on the battlefield. These are expensive, and open to enemy fire, but provide a great deal of direct strength to an attack.
On-board artillery is placed on the table as part of the initial set-up. As this artillery is immobile, only the soldiers in position of the field at the beginning of the game, can employ on-board artillery.
Light Catapult
Skill: Gunnery
Crew: 4
Body Physique: 1
Body Points: 8
Minimum Range: 12"
Fire Rate: 1/2
Blast Radius: 1.5" 
Damage: 8
Cost 224 SGPs
Light Ballista
Skill: Gunnery
Crew: 2
Body Physique: 4
Body Points: 24
Minimum Range: 10"
Fire Rate: 1
Blast Radius: 1.5"
Damage: 6
Cost 388 SGPs
Off-Board Artillery
Off-board artillery represents powerful siege weapons placed well beyond the battlefield. As such, it is more powerful than on-board artillery, and less under the control of the commander of the battlefield. It is risky and expensive but, if it works properly, it can be devastating. Off-board artillery should only be used in games with a gamemaster.
Purchasing Strikes
When purchasing off-board artillery, you do not purchase the actual artillery pieces. Instead you purchase individual "strikes." Before the game, you expend SGPs to give you the opportunity to "call in" off-board strikes during the game. You are not assured of getting a strike exactly when you request it: the strike may be delayed or never show up at all (it may be under attack or responding to "more important" requests from other commanders).
There are two different types of off-board strikes available: "light" and "heavy." Attacking and defending commanders pay differing amounts for artillery strikes.  The following chart shows the cost of artillery strikes.
Artillery Strike Cost Chart
	Commander Type
	Light Strike Cost in SGPs
	Heavy Strike Cost in SGPs

	Attacking Commander
	30
	50

	Defending Commander
	20
	40



Calling for Strikes
A commander with a signal flags may call for an artillery strike during the Special Actions Phase. He must have a LOS to the target point. A single sergeant may only call for one strike during a turn, though other sergeants may request other strikes.
At the beginning of the game, the player writes down the location of the strike and the turn in which he wishes it to arrive. He may ask for the strike to come in any of the next four Special Action Phases. The player does not tell his opponent where or when the strike is coming.
Example: A Dwarven sergeant is attacking a Goblin held hill and has access to three heavy artillery strikes. On turn 2, he calls in one strike to hit the hill on turn 5. On turn 3, he calls in another to hit on turn 5. On turn 4, he calls in his third and final strike on the hill. With the three heavy strikes coming in turn 5, the Goblin forces on the hill are going to be in serious trouble.
Resolving Strikes
Off-board artillery strikes are resolved at the beginning of the Special Actions Phase, before any other actions take place. Each strike is resolved separately, one at a time.
The player with a strike due this turn makes a command roll on the following table for the commander who requested the strike. Use the commander's command skill even if the commander has been subsequently incapacitated; this judges his ability to communicate his orders at the time he called in the strike.
Artillery Strike Resolution Table
	Command Roll
	Result

	1
	No further bombardment available. This and all further off-board bombardment lost for the remainder of the game.

	2-4
	Strike cancelled.

	5-6
	Strike delayed for 1-2 turns. Roll 1d6: 1-3 = 1 turn and 4-6 = 2 turns

	7+
	Strike occurs as requested.



Strike Location
Once a strike does occur, you must determine the location of the hit. Place a template at the target point, using a 2.5" radius template for a light strike and a 4" radius template for a heavy strike. Then the opposing player orients the template so that the deviation directions face as he wishes.
Roll a die to determine the direction of the deviation. Then roll to determine how far the strike deviates. On a roll of 1-2, it hits exactly where placed; on any other roll it deviates. Light bombardment deviates the number rolled in inches and heavy bombardment deviates the number rolled in inches times two. In addition, if you roll a 6, re-roll and add the new roll to the first. Continue rolling and adding as long as you roll sixes.
Damage from Artillery
Off-board artillery bombardments hit with the following Damage Strengths:
Light Bombardment: Damage 8
Heavy Bombardment: Damage 12

Chapter Eleven: Heroes
Heroes are the essence of gaming.
Heroes are extraordinary men, women and aliens with skill and courage far beyond those of normal beings. These heroes can appear upon the OpenD6 Fantasy Miniatures battlefield with devastating effect.
Heroes are not immortal, even the mightiest can be injured by a lucky shot. However -- whether they know it or not -- heroes are in tune with the magical energies of the world, making them incredibly difficult to damage. Usually it takes a hero to injure another hero.
Heroes are written up on Hero Record Sheets, one per hero (see "Creating Heroes").
Lone Heroes
Heroes can move and shoot and fight upon the battlefield on their own. They are not subject to morale rules, nor do they have to stay within command distance of any other soldier. A lone hero moves, shoots and is shot at as if he were a squad of one.
Heroes and Command
Heroes may be placed in command of a squad at the beginning of the game. In addition, the hero can assume command of a squad during any Special Actions Phase. The hero must be within his command rating in inches of the squad. The hero functions as the commander of the squad in all ways from then on, moving and firing with the squad, and subject to the same morale conditions as the squad. The hero can still use any special abilities he has.
The hero can relinquish command of the squad during a Special Actions Phase, either handling the squad over to a squad member or to another hero. To do so, the player simply states that his hero is relinquishing command, and tells the other player who the squad's new commander is.
Targeting Heroes
If a hero is within his command distance of a squad, whether he is in command or not, he cannot be directly shot at by enemy soldiers. In effect, he becomes part of the squad and the only way for soldiers to hit him is to aim at the squad and hope that their shot happens to be targeted upon him.
Special Skills
In addition to the standard skills available to all soldiers, heroes may be given any of the following skills:
Dodge: The hero can attempt to dodge shots. After the hero has been targeted, he and the shooter make opposed rolls, the shooter using his weapon skill, the hero his dodge skill. There are no modifiers to this roll. If the hero ties or wins the roll, the ranged combat has no effect; otherwise, the shot hits, as normal.
The hero can also dodge artillery strikes. A hero in a template makes a difficulty 6 dodge roll; if successful, he dives out of range, ending up prone adjacent to the template.
Heroes cannot dodge shots they don't see coming. The hero can see in a 180-degree arc to his front; if shot at from the rear, he cannot dodge. Heroes cannot use this skill in close combat.
Parry: The hero adds his parry skill to his brawling or melee combat skill when engaged in combat against an opponent who is brawling or meleeing.
Climb/Jump: The hero can use this skill on the battlefield to climb impassable barriers, and to leap over other barriers.
The hero may attempt to climb normally impassable barriers, such as cliffs, walls, the sides of buildings, and so forth. Players should agree upon the difficulty of such barriers before play begins, but, as a general rule, most impassable barriers are difficulty 6-10.
A hero can climb up to 3 meters a turn; if the barrier is taller than that, the hero ends his move 3 meters up (or down); he must make additional rolls in the following Movement Phases to continue the climb.
A hero in the middle of a climb has all combat or skill rolls increased by a difficulty of 3. If engaged in close combat, he fights at -3. If shot at, a climbing hero is considered to be prone in clear terrain. A hero who is wounded while climbing immediately falls. A hero cannot dodge while in the middle of a climb.
A failed roll while attempting to cross an impassable barrier means the hero fell; place him prone at the base of the barrier. In addition, he may take damage from the fall. He makes an opposed Physique roll against the Damage Strength of the distance he fell. A 2-meter fall has a Damage Strength of 0; each additional meter adds +1 to the Damage Strength. The Damage Strength of the fall might be modified by other factors. If the hero falls into a pit of spikes, for example, the Damage Strength of the fall would be increased by +2.
A hero may cross difficult and moderate barriers at a cost of 1" by passing a climb/jump test.
Heroes Jumping Barriers
	Barrier Type
	Difficulty Number
	Cost

	Moderate
	4
	1"

	Difficult
	6
	1"



A failed roll means the hero must pay the normal cost to cross the barrier.
A hero can use his climb/jump skill to cross pits, streams, trenches, and so forth.
Heroes Jumping Pits
	Distance
	Difficulty Number

	1"
	4

	2"
	6

	3"
	8



If the hero fails the roll, he only jumps half of the distance. A jump, regardless of the distance, costs a hero 1" of movement.
Special Combat Abilities
Heroes possess extraordinary abilities that make them a cut above other soldiers on the battlefield.
Multiple Targets
A hero can shoot more than once at a squad or enemy hero. Each additional shot increases the difficulty of each shot by +2. The hero announces how many shots he is taking and then rolls the appropriate number of dice. Successful shots are targeted as normal.
Specific Targeting
A hero can target his shots at a specific soldier within a squad, or at another hero drawing cover from the squad. The difficulty of the shot is increased by +4. If he is good enough, a hero can combine this with the multiple target ability to shoot at the same soldier, hero, etc.
Heroes and Magic
Whether they are aware of it or not, some heroes are deeply in tune with the universe. Many heroes have "Fate Points" which they can use during a scenario to avoid taking damage and to increase their chances of using skills successfully. In addition some very special characters have training in the use of magic; they have "magic skills."
Fate Points
Heroes gain Fate Points when they are created (see "Creating Heroes"). Heroes spend their Fate Points to roll extra dice when they shoot weapons, fight in close combat, dodge, make Physique rolls to resist damage, use special abilities, and for most other dice rolls. Once a hero runs out of Fate Points, he can no longer spend them, but he may still use any of his Magic skills.
The hero cannot spend Fate Points when making a Damage Strength roll to determine the damage he does against another soldier or hero unless he critically fails, in which case he can spend one Fate Point on the roll. This rule applies to any Damage Strength roll, whether caused by ranged combat, close combat, Magic skill attacks, etc. He may, however, use Fate Points to increase his Physique roll when he is the target of an attack.
Using Fate Points: The hero chooses to spend Fate Points after he rolls his normal die; if he is not happy with his roll, he pays one Fate Point and rolls an additional die and adds the result to the first die roll. If the Metaphysics die roll is a "6," the hero rolls over as normal.
If the hero is not satisfied with his new total, he may spend more Fate Points. There is no limit to the number of Fate Points that heroes can spend on any roll, except that heroes do not possess unlimited Fate Points. In fact, when two heroes are engaged in opposed rolls against each other, an exciting bidding war may ensue, as each in turn spends Fate Points to beat the other's roll.
Magic Skills
There are four Magic skills: apportation conjuration, divination, and alteration. Within each skill there are a number of powers which heroes trained in Magic can use. Certain Magic powers are not available to heroes of every race. These are listed in the Magic skill descriptions.
Most Magic powers are used in the Special Actions Phase, but some are used during the Movement, Ranged Combat, or Close Combat Phases. A hero can use only one Magic power per turn. When using a Magic Power, a hero cannot perform any other action that Phase.
Using Magic Powers: To use a Magic power the hero must possess its controlling skill. Some Magic powers require a hero to have more than on Magic skill in order to use them. Each skill power is used at the level of the controlling skill or, if two or three skills are used, at the level of the lowest skill. Skill rolls are straight or opposed depending on the skill and circumstances.
Certain Magic powers require that the hero have one or more other Magic powers in order to use them. These required powers are noted in the descriptions below.
Conjuration Powers
With this skill, a character can summon into effect magical creations. It governs the following powers:
Mystical Shield: The hero can use this to avoid the effects of damage. A mystical shield attempt takes the place of the hero's dodge attempt. After being targeted, the hero makes a difficulty 6 skill test; if successful, he deflects the attack and need not make a Physique test. If he fails, he takes damage as normal. If hit by a siege weapon, the difficulty is increased by +1.
When attempting to absorb multiple hits from the same attacker (individual hero or squad), the hero makes one roll; the difficulty is increased by +1 for each shot he is attempting to deflect. On a successful roll, he absorbs all damage.
The hero can only use mystical shield to deflect shots he sees coming -- that is, if the shooter  is in the hero's 180-degree front arc.
Mystic Bolt: This power is used in the Special Actions Phase. The hero makes an opposed roll against the victim's alteration or Acumen, whichever is higher. If successful, the hero and victim make another set of opposed rolls, this time the victim uses his Physique, unmodified by armor. If the hero wins, the victim is wounded. If the hero wins by 4 or more, the victim is incapacitated.
This power has a range of 6" and the hero must have a LOS to his victim. When used against a squad, roll randomly among the visible squad members to determine the victim.
Divination Powers
A character who has learned this skill can detect anything in existence, learn about her surroundings, and touch and influence minds.
Detect the Living: The hero uses this power to spot hidden targets. In any Special Actions Phase, the hero may attempt to discover the location of characters/squads which are hidden. During the Special Actions Phase, the hero nominates a 6" by 6" section of the battlefield, and announces that he is using life detection.
The opposing player checks to see if anything is there, but does not immediately tell the other player. The two sides make opposed dice rolls, even if the opposing player knows that there is nothing to find. The opposing player keeps his roll hidden from the other player (his opponent will just have to trust him).
The casting player's score is based upon his roll, plus his divination skill level. The opposing player's score depends upon what is there: if the area is empty, his score is simply his unmodified die roll. If a single squad or hero is there, his score is his die roll, plus the squad's or hero's alteration or Acumen score, whichever is higher. If multiple squads/heroes are there, the opposing player's score is based upon the squad/hero with the highest alteration or Acumen score.
If the casting player wins, the opposing player must announced that the hero sensed something there, and tell him how many soldiers are in the squad he sensed, or that there is only one figure there, if a hero was sensed. If nothing was there, he tells the sending player so. He need not reveal all of the squads/heroes in the area, just the one who Acumen or alteration score he based his roll on.
If the opposing player wins, he simply tells the sensing player that he sensed nothing there.
Scrying: The ability to read the thoughts and emotions of others. A hero using this power can learn about the skills and attributes of opposing squads/heroes within his line of sight. The skill is used in the Special Actions Phase.
The hero and the character he is using this power against make opposed rolls, with the hero using his sense level, and the defender using his alteration or Acumen, whichever is higher. If the hero wins, he may examine the other squad's/hero's record sheet.
When successfully used against a squad, this power allows the hero to learn who the commander of the squad is. 
Alteration Powers
To use these, the hero must have the alteration skill.
Bless Weapon: This power allows a hero to use a melee weapon more effectively. It is used in the Close Combat Phase, just before the hero is involved in combat. The difficulty for the skill test is 6.
If the hero succeeds, he may add his alteration skill level to his melee combat skill rolls, and add his alteration level to the weapon's Damage Strength. These benefits last for the duration of the combat, or until the hero is wounded or incapacitated, whichever comes first.
If the hero does not succeed at the melee combat test, he must use his unmodified melee combat skill and the melee Damage Strength. He may not attempt to use enhanced melee combat again for the duration of the combat.
A hero must have a magical weapon in order to attempt to parry missile weapons with his melee weapon. He may also try to use this power to enhance his parrying attempt. When a hero is shot at, and decides to parry the missile weapons, he may make an enhanced melee combat skill test against a difficulty of 8. If he succeeds, he gains the enhancements outlined above for the duration of that Ranged Combat Phase. The benefits cease if the hero is wounded.
Charm: The hero can use this power to affect the mind of his opponents. This power is used during the Special Actions Phase to confuse heroes or commanders of the opposing squads, causing them to fight poorly in the following turn. 
The hero must be able to see his target. He can pick any enemy sergeant or hero he can see. The two make opposed rolls, the enemy using his alteration or Acumen, whichever is higher. If the hero equals or beats the enemy's roll, he confuses him, causing the squad or hero to fight the following turn with a -2 penalty to all skill levels. A skill cannot be reduced to a negative number. The lowest it can become is zero.
If the hero beats the enemy hero's or sergeant's roll by four or more, he also causes him to immediately withdraw 4", following the normal rules for withdrawing (see "Close Combat").
Fear: The hero can use this power to attempt to demoralize enemy squads. The hero can use this power only on squads that he can see. The hero makes an opposed roll against the enemy commander's command skill; if the hero wins, the enemy squad must make an immediate morale test. The threat level of the test is the amount the hero's roll beat the commander's roll. All effects are immediately put into play -- if the squad breaks, it immediately runs away, and if it beats the morale difficulty by 4 or more, it immediately gains a morale level, etc.
Apportation Powers
This skill allows a character to alter temporarily the location people and things within the universe.
Telekinesis: The hero can use this power to hurl objects at opponents.
When attacking enemies, the hero uses this power in place of his ranged combat attack. The hero must have a line of sight to his target. The difficulty of the attack is not modified by range or terrain; instead, it is determined by the size of the object he is hurling. A hero can use this power over any distance providing he can see his target.
If the hero sends something small at the opponent, the attack is difficulty 4, and, if it hits, it has a Damage Strength of 1.
If the hero sends something of moderate size at the opponent, the attack is difficulty 6, and it has a Damage Strength of 3.
If the hero sends something large at his opponent, the attack is difficulty 8, and has a Damage Strength of 5.
A hero can attempt to dodge the attack, following the normal rules for dodging.
Note that the object is assumed to be something lying nearby to the hero, rocks, crates, etc., not necessarily an item actually represented on the battlefield -- a hero standing in the middle of a clear field with no terrain features could still find something to telekinese.
When used against an enemy squad, the shot is randomized among visible targets, unless the hero wishes to increase the difficulty of the shot by +4, in which case he can pick his victim.
Hero Creation
Creating a hero is a process very similar to creating a squad. You can create a hero from scratch, or use one or more of your player characters from the OpenD6 Fantasy roleplaying game. If you are using a pre-existing character from the roleplaying game, you can skip the next section and proceed directly to "Generating Heroes."
Creating a Hero From Scratch
You create a hero the same way you create a character for the roleplaying game. Choose one of the character templates and create your hero. Then transfer the attributes and skill codes to the Hero Record Sheet. Remember to round one pip down and two pips up. The same procedure can be used in OpenD6 Fantasy Miniatures to create a hero on the Hero Record Sheet.
Here's a brief rundown of the process if you're not familiar with the roleplaying game. You begin with 18 points to distribute among the hero's attributes. No attribute can have more than four points or less than two points. Each Magic skill costs one point of the initial 18 points. No Magic skill begins with more than one point.
Now take seven more points and distribute them among the skills. Each skill starts at the level of the attribute it falls under. Additional points increase the skill they are applied to.
Example: A hero is created with an Agility of 3. Therefore all Agility skills begin at a level of 3. If a player allocates two of the additional seven points to the marksmanship skill, the hero has a marksmanship skill of 5.
These points can be used to increase Magic skills. No skill can be increased by more than two points.
Generating Heroes
Once you've created your hero, or have your player character's character template ready, you can prepare the Hero Record Sheet. Enter the hero's Move. Fill in the attributes and skill codes. 
As heroes can do more on the battlefield, and can utilize special skills, there are more skills listed on the hero Record Sheet than on the Squad Record Sheet. This also makes heroes more valuable; each attribute and skill point costs two Squad Generation Points. Enter the cost of each attribute and skill in the cost section. Specializations are treated as regular skills. Add up the costs of the hero's Move, attribute codes, and skill increases. Multiply by two to find the "Skills Total."
Weapons and Armor
These are handled just as they are for squads. Enter the name, damage, ranges and cost of the weapons. Enter the type, modifiers and cost of any armor worn. Add these costs to the "Skills Total" to get the "Skills/Weapons/Armor" total.
Magic Users
If your hero has Magic abilities, use the section of the sheet dedicated to this. The ability to have magic powers costs 25 SGPs. Write "25" in the "Magic Use" space. Magic skill codes are entered on the lines below. Each point of Metaphysics skill costs 4 SGPs. Multiply the skill codes by four and enter the cost.
Now choose the Magic Powers your hero can utilize. Each Magic power costs five points. Write in the name of the power on a line, then cross out the Magic skill(s) which do not affect the power. These are provided as a handy reminder for use during the game. Enter the SGP cost for the power to the right of the skill(s).
Example: A player chooses detect the living for his hero. Detect the living is based on the Divination skill, so the player crosses out the "A", "C", and "L" portions.
Fate Points
Fate Points are available to any hero, not just those who can use Fate skills. They represent "trusting to the universe." How many Fate Points a hero has available for a game is determined by rolling a die and consulting the "Metaphysics Points Table."
Fate Points Table
	Roll
	Fate Points

	1-2
	1

	3-4
	2

	5
	3

	6
	3 plus rollover



The player must declare how many rolls he will make before rolling the die. Each roll on the table costs 10 SGPs. If a "6" is rolled the player can roll again at no extra cost and add the new points obtained to his total. A player can reroll as many times as a "6" is rolled.
Add up the Fate Points obtained and enter them in the "Fate Points" section of the Hero Record Sheet. Fill in the number of rolls taken in the "Fate Point Rolls" section of the Hero Record Sheet. Multiply this number by ten and record the SGP cost. Total the SGPs from "Magic Use", "Magic Skills", "Magic Powers", and "Fate Point Rolls" to get a total Metaphysics SGPs cost.
Completing the Hero
Add up the "Magic Total", the "Skills/Weapons/Armor" total and the "Base Cost" of the hero (a hero automatically costs 30 SGPs for being a hero). This is the total SGP cost of the hero.
Determine "Movement Rates" as explained in the "Movement Rates" section and fill in the information on the Hero Record Sheet. Your hero is now ready for action.
Chapter Twelve: Creatures
While the number of races inhabiting the world can seem vast, the number of creatures to be found on is even greater. Cataloguing even a fraction of their number would be a work far beyond the scope of this document. Fortunately, most creatures never appear on the field of battle.
Although relatively few of these creatures ever make it to the battlefield, the rules provided below will allow you to handle them when they do show up. Following the rules is a listing of the more common creatures likely to be found on a battlefield.

Using Creatures
Creatures are best used by the gamemaster. A creature makes a nifty surprise for the combatants when it pops up out of a cave in the middle of a battle, or is lurking in the corridors of a dungeon that a squad is searching. It could also be the objective that either or both sides need to retrieve from the battlefield. Perhaps the Goblin troops are aiding some barbarian who use hunting packs or some outré cavalry in battle.
Each of these ideas could make for an interesting and fun scenario. The gamemaster will need to set up the conditions for the creatures' appearances, or the players can mutually agree on the use of creatures in a game.
Attributes
Creatures have less attributes than soldiers, and generally no skills. They are not subject to morale. The attributes they do possess are Agility, Physique, and Acumn.
AGI: Agility affects movement.
PHY: Physique is used to resist damage in an opposed skill test. It is also used for attacks when creatures do not have an attack skill.
ACU: Acumen is used to determine if a creature has noticed something.
Ratings
In addition to attributes, a creature has a Move and a Movement Rate, and may have an Orneriness Code and one or more Attack Forms.
Move: The creature's basic movement capability.
Movement Rate: This is the maximum distance in inches that the creature can move in a Movement Phase.
Orneriness Code: This rating is used when it becomes necessary to test whether the rider can retain control of the creature he is riding (see "Mounts" below).
Attack Forms: These are the methods whereby a creature can inflict damage, and includes the Damage Strengths of the attacks.
A creature's attributes and ratings can be found in the "Creature Chart."
Bases
Unless the creature is man-sized and man-shaped, it will most likely require a larger base than your typical soldier is mounted upon. A good rule of thumb is to use a base one inch wide by two inches long for a horse-sized creature. However, the size of the base will often be determined by the size of the miniature figure you are using; use a base big enough to support the figure.
The creature's front, back and sides are defined by the 90-degree arc extending from the corners of the base. If the creature is on a circular base, the arcs are figured from the center of the base, with the front arc centered on the direction the figure is facing. These directions are used in determining whether a creature can attack (see "Attack Forms" below).
Movement
Each creature has a Movement Rate. Like the Movement Rate for a soldier, this determines how far a creature may move in a given Movement Phase. Unlike a soldier, a creature has only one Movement Rate.
A creature's Movement Rate is determined like the Run Rate of a soldier -- add the creature's Agility to its Move. This is the Movement Rate in inches.
The creature can move a number of inches up to and including its Movement Rate. A creature's movement is affected by the terrain it moves over, as though it were a soldier.
Combat
Creatures attack in close combat. Creatures charge into close combat, but they do not take a morale test in order to do so. Soldiers charged by creatures may use defensive fire.
Combat is resolved as for close combat. The Damage Strength of a creature's Attack Form is added to its die roll in an opposed skill test. If damage is inflicted, it is worked out normally. If the creature wins the combat, use the Damage Strength of the Attack Form. If the creature loses, use its Physique attribute.
Attack Forms
A creature may have one or more forms of attacking an opponent. Each Attack Form is listed for a creature in the "Creature Chart." Following the form is the Damage Strength of the attack, in parentheses. The various Attack Forms are described below.
Bite: The creature uses its long fangs to bite an opponent. A bite attack is made to the front.
Claw: The creature has formidable claws on its arms or forward appendages. A claw attack can be made to the front and sides.
Horn: Creatures with horns can make a butting attack. Horn attacks are made to the front.
Tail: The creature has a long tail with which it can lash out at opponents. Tail attacks can be made to the back and sides.
Trample: Some creatures are large enough to be able to step on and crush an opponent. Trample attacks can be made in any direction.
A creature with more than one Attack Form is able to make multiple attacks in the Close Combat Phase. It gets one attack per Attack Form. A creature need not use all of its Attack Forms in the Phase. A creature making multiple attacks suffers no penalty for doing so. A creature may also attack multiple targets, but does so at -2 to each attack roll for each target beyond the first. All targets must be in base-to-base contact.
Creature Costs
The cost of a creature in Squad Generation Points is determined in a manner similar to that for soldiers and squads. A Creature Record Sheet is provided at the end of this document.
The procedure for filling out the sheet is as follows. Write in the name of the creature. Fill in the Agility, Physique, and Acumen attributes and the Move in the appropriate spaces. Enter the Movement Rate. Write in the Orneriness Code, if applicable. Then write in the creature's Attack Forms and the Damage Strength of each attack. The point cost is equal to the Damage.
Total all costs and enter the number (note that the Orneriness code is not added in). Multiply that number by the number of Attack forms the creature has; the result is the cost of the creature in Squad Generation Points.
To calculate the cost of a "pack" of the creatures, simply multiply the creature's cost by the number of creatures. Keep track of any special features the creature might have.
In the "Creature Chart" we have provided the point cost of the creatures listed.
Mounts
Carrying riders into battle is the reason most creatures end up in the field. Although there is a wide variety of vehicles available, there are places which are too primitive to have developed, and there are others where environmental conditions preclude the use of vehicles. Under those circumstances, creatures are often pressed into service.
Only creatures with an Orneriness Code may be ridden.
Movement
A creature used as a mount moves normally. A soldier can mount or dismount a creature during the Movement Phase. The creature cannot have moved this phase, but it may move afterwards (see below). It costs a soldier half of his Movement Rate to mount or dismount.
When mounting a creature, a soldier must make an opposed skill test, pitting his riding skill against the creature's Orneriness Code. If the soldier does not succeed in mounting the creature, he may not move further that phase. If he succeeds, he has mounted the creature and the creature may move up to half its Movement Rate.
A soldier may dismount freely. After a soldier dismounts, both her and the creature may move up to half their respective Movement Rates.
Ranged combat
During the Ranged combat Phase, a soldier may fire from the back of a creature he is riding. If the creature is standing still, the soldier may fire normally.
A soldier may shoot from the back of a moving creature. A soldier doing so cannot fire at targets at long range, and has his difficulty number increased by +1 for firing from a moving surface.
Hitting Mounts and Riders
When a soldier riding a creature is targeted, there is a possibility that the mount will be hit. Roll a die; on a roll of 5 or 6 the creature being ridden is hit. If the creature is large (over 3 meters tall or long), it is hit on a roll of 4, 5 or 6. Resolve damage against the creature's Physique. For results of a hit, see the "Damage" section below.
Close combat
Combat involving mounts takes two forms. A soldier can fight from a creature's back, or the creature itself may fight. Sometimes both may do so.
In order for a creature to make an attack when it is used as a mount the rider must make an opposed riding skill test against the creature's Orneriness Code during the Close combat Phase. If he succeeds , the creature may make an attack. If he fails, the creature may not attack.
It is also possible for a mounted rider to make a close combat attack. The opponent must be in one of the creature's side arcs and the rider must succeed in a difficulty 6 riding skill test. If he fails, the rider cannot attack this phase.
In order to make a close combat attack from the back of a large creature (one that is at least 3 meters tall), a soldier must be equipped with a suitably long weapon, such as a spear or pike.
Damage
As a result of being hit, riders, mounts or other creatures may take damage. The results of this damage vary depending on which is hit and how badly.
Damage to Riders
A rider who becomes wounded during a combat phase must make an opposed skill test (riding skill versus Orneriness Code) to remain mounted. Remember to reduce the rider's skill by -1 if he is wounded. If the test is successful, the rider remains on the creature's back, otherwise he falls off his mount.
Use a Template to determine in which direction the rider falls. Place the template over the mount and roll a die. Then place a figure, representing the rider, in base-to-base contact with the mount in the direction indicated by the die roll.
Finally, if the creature is horse-sized or less, remove the creature figure; it is assumed to have run off the battlefield. A larger creature is left in place and "runs amok" (see "Running Amok").
If a soldier is incapacitated, rider and mount are removed from the tabletop, except for large creatures which run amok.
Damage to Creatures
Wounded creatures fall down. If the creature is not a mount, in the next Movement Phase it runs amok.
When a wounded mount falls down the rider must make a difficulty 6 riding test to avoid being trapped by it. If he succeeds, the rider is placed within 1" of the mount in a direction of the player's choosing. 
If he fails, the creature has fallen on him. The rider is placed prone in either of the creature's side arcs and may not move until the creature stands up (lay the creature figure down over the soldier figure). The rider also takes damage; resolve an opposed Physique test against the creature's Physique.
A wounded creature can stand up in the next Movement Phase at a cost of 2". The rider may then attempt to mount the creature, as described above (see "Movement"). If he fails, the beast runs amok.
A creature which is incapacitated is handled like a wounded creature, except that the figure is removed from play after all other effects are determined. If the creature has fallen on its rider, the figure should be left on the table. Each turn the pinned rider may attempt to pull himself free by opposing his Physique against the creature's Physique. If he succeeds in freeing himself from the weight of the creature, the rider may move normally, and the creature is removed from the table.
Large Creatures
When a large creature (over three meters tall or long) falls over, due to wounds or incapacitation, it may fall on adjoining troops (adjoining troops are those within 1.5" of the creature's base). Roll a die. If the result is 6 then the creature has indeed fallen on adjoining troops. If adjoining soldiers are in more than one of the creature's attack arcs, randomly determine which soldiers it falls on.
All soldiers fallen upon must make opposed Physique tests to avoid damage. They are not trapped under the creature. Incapacitated large creatures are left on the table: they make good obstacles and provide light cover.
Running Amok
At times, a creature may become spooked by all the noise and activity on the battlefield. Wounded creatures tend to bolt. If a rider cannot maintain control of his mount under these circumstances, it runs amok. Unridden creatures always run amok when wounded.
A creature which is running amok runs at its full movement rate in a random direction. Place the Template over the creature. Orient the template so that the "Direction of Throw" corresponds to the direction the creature is facing. Roll a die, but reroll if a 4 comes up. The creature moves its full movement rate in the direction indicated by the die roll.
If the creature's move brings it into base-to-base contact with any figure (soldier, hero, creature, vehicle -- friendly or not), it halts and attacks. The attack is resolved immediately. Figures involved in the attack may not move in the current Movement Phase unless they have already done so.
If the creature's move brings it up against a terrain feature it cannot cross, or one it would not (such as a chasm, cliff, barbed wire, etc.), it halts its move adjacent to the feature. If the creature is still running amok in the next Movement Phase, roll for direction until a logical direction is determined (the creature will not keep running toward the obstructing feature).
A creature which runs off the edge of the table is removed from play.
Regaining Control
At the beginning of each Movement Phase a die is rolled for each creature running amok. If the roll is greater than the creature's Orneriness Code, it stops running amok. The creature stays where it is. It may be mounted by any soldier or hero who beats its Orneriness Code with his riding skill. If the soldier or hero fails to mount, the creature runs amok again.
Point Costs for Mounts
A creature used as a mount costs the same number of Squad Generation Points as the unmounted creature. However, the squad pays a cost for using mounts. The cost per mount used by the squad is dependent on the Orneriness Code of the mount. Consult the following chart for the modifier to the cost of the mount, and add it to the base cost of 5 SGPs for a mount.
Mount Cost Modifier Chart
	Orneriness Code
	Modifier

	1
	6

	2
	5

	3
	4

	4
	3

	5
	2



Example: A horned theropod has an Orneriness Code of 1. Each horned theropod used as a mount costs a squad 11 SGPs.
When a squad is mounted, fill out a Creature Record Sheet for the number of creatures ridden, then add the cost of the creatures and the cost for mount into the squad's total by writing it on the "Other Costs" line of the Squad Record Sheet.
You can clip or staple the Creature Record Sheet to the Squad Record Sheet so that you have all the information in one place.

Sample Completed Creature Record Sheet
CREATURE: Pit Monster
MOVEMENT RATE: 24
ORNERINESS: 0
AGI: 4 (COST 4)
PHY: 7 (10) (COST 10)
ACU: 1 (COST 1)
MOVE: 20 (COST 20)
	ATTACK FORM
	DAMAGE
	COST

	Claw (PHY+3)
	10
	10

	Bite (PHY+5)
	12
	12

	
	
	

	
	
	


CREATURE COST: 114 (AGI+PHY+ACU+MOVE+DAMAGE COST X # OF ATTACK FORMS)
PACK COST: 114 (CREATURE COST X # OF CREATURES)
SPECIAL FEATURES: Big, mean, and ugly. Armored skin: +3 to STR.

Chapter Thirteen: Advanced Terrain
Overview
This section describes additional types of terrain that can be used in OpenD6 Fantasy Miniatures games. As these terrain types add extra complexity to the game, you may wish to wait until you are fully familiar with the Basic Game before using them, or only use them under the control of a gamemaster.
Note: All advanced terrain rules are optional; the special effects sections contain additional effects which are even more optional and should be used only if both players agree or under the control of a gamemaster.
Weather Effects
The effects of weather, or planetary environment, can have a great influence on the course of a battle. The following weather effects may be combined together to produce even more unusual conditions. For example, a battle could take place on a world subject to high winds which is currently experiencing a snow storm.
Where a range of effects are given for a weather effect, it can be determined by the mutual consent of the players, by the gamemaster, or randomly by rolling dice. For example, rain reduces visibility to between five and twenty tabletop inches. The gamemaster or players can set visibility as low as 5", as high as 20", or anywhere in between. Alternatively, 3D+2 could be rolled to determine visibility.
Fog/Mist
This reduces visibility -- typically to 6", though especially heavy fog or mist may reduce it even further (gamemaster's choice). The fog/mist may be localized, covering only a portion of the battlefield, or it may cover the entire tabletop.
During the course of the game, the fog/mist may lift. At the end of the Special Actions Phase, one player rolls two dice and adds them together: if he rolls 10 or higher, the fog/mist begins to lift. Visibility increases by 1" each turn.
Infravison negate the effects of fog.
Special Effects: Fog/mist may be toxic, affecting soldiers each turn they remain within it. At the end of the Special Actions Phase, any soldier in poison fog has to make an opposed Physique roll. Toxic fog has a Strength of 0 to 3, as determined by the gamemaster or players at the start of the game. Alternatively, roll 1D: 1 = 0; 2-3 = 1; 4-5 = 2; 6 = 3.
Some fog/mist may be corrosive, possibly damaging metal weapons. At the end of the Special Actions Phase, any equipment in the corrosive fog must make an opposed Strength roll against the corrosive fog's Strength of 0 to 2 (choose or roll 1D: 1-2 = 0; 3-4 = 1; 5-6 =2). Weapons have the same Physique as their Damage Strength. A wound result reduces the weapon's Damage Strength by one; incapacitated results destroy the weapon. 
Rain
Rain reduces visibility to from 5" to 20" (3D+2). Nightvision negate the effects of rain.
At the end of the Special Actions Phase, roll two dice to see if the rain continues: on a roll of 11 or higher, the rain ends. Otherwise, it continues. If the rain continues for 10 turns, the ground becomes muddy (see "Ground Effects").
Special Effects: On inhospitable planets, rain also may be toxic/corrosive, with the same effects as for fog/mist, above.
Heavy rain may cause rivers, creeks, lakes and other bodies of water to rise and flood. At the end of the Special Actions Phase, a gamemaster may increase the size of the area covered by the water by up to a tabletop inch per turn, thereby washing out bridges, roads, and buildings.
Snow
Reduces visibility range to from 5" to 20" (3d+2). Thermal Nightvision Binoculars negate the effects of snow.
At the end of the Special Actions Phase, roll two dice; if the roll is 11 or higher, the snow stops. After it has snowed for 10 turns, the ground becomes "snow-covered" (see "Ground Effects"). A battlefield can always start snow-covered if desired by the players or the gamemaster.
Special Effects: Blizzard conditions may seriously disrupt a squad's ability to maintain coherency by cutting its command distance in half.
High Winds
High winds make it difficult to fire weapons with accuracy, increasing the difficulty of all shots from +1 to +3 (roll 1D: 1-2 = +1; 3-4 = +2; 5-6 = +3). Soldiers, heroes with Physique attributes of a 4 or higher are not affected.
At the end of the Special Actions Phase, roll two dice: On a roll 2 or 3, the wind decreases, reducing the increased difficulty of ranged combat by -1 (to a minimum of 0, of course). On a roll of 11 or 12, the wind increases in velocity, increasing the difficulty of ranged combat by a further +1. If this increases the wind difficulty to +4, figures with a Physique of 4 are affected by it; if it later increases to +5, figures with a Physique of 5 are affected, and so on.
Special Effects: Small-sized soldiers, particularly Halflings, may be seriously hampered by high winds. Reduce their Movement Rates by half. In addition, when they attempt to move, each soldier or hero must make a Physique roll: if they roll 3 or less, they fall prone. A gamemaster may decide that they are instead blown off-course, and pushed up to 3" in the direction the wind is blowing.
Extreme Heat
Extreme heat can seriously weaken those not acclimated or wearing protective clothing, particularly during the rigors of combat. Every five rounds, during the Special Actions Phase, make a single Physique roll for each squad, hero, and creature. Depending upon the ferocity of the heat, the difficulty of the roll will be between 2 and 5 (roll 1D: 1 = 2; 2-3 = 3; 4-5 = 4; 6 = 5). If the figure passes the test, it is unaffected; if it fails, its Physique is reduced by one (to a minimum of one) for the remainder of the game.
Natives to hot areas do not have to make the roll. Beings covered with fur (Pygmaepithecus and Celestial Gigantopithecus, and so forth) have an increased difficulty of +1.
Special Effects: Specific areas on the battlefield may be even hotter than others. There may be a 3" band surrounding a lava stream or pool with a difficulty number as high as 6. During the Special Actions Phase, roll a single die for any flammables brought within that distance; on a roll of 1, the things catch fire.
Extreme Cold
Extreme cold has much the same effects as extreme heat, causing squads, heroes, and creatures to make Physique rolls against a difficulty number of 2 to 5 (roll 1D: 1 = 2; 2-3 = 3; 4-5 = 4; 6 = 5) every five turns to avoid becoming weakened. If the test is passed, no ill effects are suffered; if it is failed the figure's Physique is reduced by one (to a minimum of one) for the remainder of the game.
Heavy clothing, fur-covered creatures battle armor reduce the difficulty of the roll by -2.  Natives to cold-weather areas are not affected by the cold.
Special Effects: Water may freeze in very cold weather, converting streams, lakes, and so forth into clear terrain. Typically, this will not happen during the course of battle, but will be in effect from the start of the game. Of course, a stream may be frozen only on the surface, and there is only one way to find out if it will actually bear a soldier's weight. If there is a chance of the ice breaking, a Physique of 0-3 can be assigned and opposed to a figure's Physique. If the figure beats the Physique of the ice, the figure falls through and is immediately affected by the extreme cold of the water. Figures and creatures may have to swim, depending on the depth of the water.
Darkness
Darkness reduces visibility to 2-12" (2D) depending on the amount of light cast by stars, moons, or glowing rocks, fungi, lava pools, etc.
Increasing Visibility in the Dark
Various items of equipment can be used to increase illumination. A glowstone spell  or torch (1 SGP cost) increase the holder's visibility to 4", but the holder becomes a very visible target to all within LOS. A Flame Template increases visibility to 10" (though, once again, those beyond that range will be able to see and shoot at anyone within that range).
Nightvision negate the effects of darkness without making the user visible.
Ground Effects
The effects of weather can alter a battlefield's terrain dramatically.
Mud and Snow
Mud and snow convert clear terrain into rough terrain, doubling the cost of movement. They have no additional effect upon other types of terrain. Mud has no effect upon paved surfaces.
Special Effects: Mud has especially unpleasant effects upon heavily-traveled dirt roads or paths, making them into very rough terrain.
Snow may form huge drifts. These may be composed of soft snow, in which case they are impassable and merely block movement and ranged combat; or the drift may be made of frozen snow, in which case they may be climbed with care, and for all purposes treated like difficult hills.
Fire
During the course of a battle, parts of the battlefield may catch on fire, particularly if the combatants are employing magics. For game purposes, flames cover 2" hexagonal areas, as represented by the Flame Effect Templates at the end of this document. If you are going to use fire in your game, you should make copies of the templates and paint them a suitable color (orange or red).
Starting Fires
A jet of flame spell automatically starts a fire. Heroes or soldiers may also start fires; a hero or soldier next to or in a building or other burnable area during the Special Actions Phase may attempt to set it on fire. Roll a die; a hero/soldier sets on fire a normal building, woods, or shrubs if he rolls a "1"; dry woods (as defined by the gamemaster or the players), and wooden buildings are set on fire on a roll of 1-2.
Spreading Flames
Though most fires begin as a single template, during the course of the battle a fire may spread. As the fire spreads, additional fire templates are placed adjacent to the existing ones. As the fire burns itself out, fire templates are removed. All adjacent fire templates are considered to be part of the same fire.
During the Special Actions Phase, roll a die for each fire (not each fire template) on the tabletop. On a roll of 1-2, the fire burns down; remove the earliest-placed fire template. On a roll of 3-4, the fire stays the same. On a roll of 5-6, the fire spreads; place an additional template adjacent to the latest-placed template, according to the following rules.
Each template is numbered 2-12; when you place the first fire template, orient it so that the "Wind Direction" arrow points in the direction that the wind is blowing (determined at random or by the gamemaster). When adding a Flame Effect Template, roll two dice and place the new template next to that number on the previous template. Orient the new template so that the "Wind Direction" arrow on it, too, points in the direction that the wind is blowing. This ensures that the fire tends to burn down-wind.
Fires in especially flammable woods or wooden buildings may have an increased chance of spreading and a decreased chance of staying the same or going out.
Effects on Fire
	Condition
	Burns Down
	Stays the Same
	Fire Spreads

	Normal
	1-2
	3-4
	5-6

	Dry Woods
	1
	2-4
	5-6

	Wooden Building
	1
	2-3
	4-6



High winds increase the likelihood of fires spreading: add +1 to each roll, except a roll of 1 which remains 1. Snow and rain increase the chance of a fire burning down; subtract -1 from each roll. In the event of rain and high wind together, the two cancel each other out.
Areas where fires have burned through may be filled with smoke for two or more rounds after the fire burns out (see "Smoke").

Impenetrable Barriers
Fire will not cross water, bare trenches or roads of more than 3" in width. It also will not spread into a metal building with a Physique of 4 or greater. If the spread roll for the fire indicates that it is to do so, the fire instead spreads from the earliest-placed fire template for that fire. From then on, all other templates will be placed from that template, until it, too, reaches an impassable barrier.

Effects of Fire
Any soldier in a Flame Effect Template must make a damage roll against the fire's Strength of 4 in the Special Actions Phase. If they do explode, treat the explosion as a normal attack by that weapon.
The difficulty of a ranged combat shot is increased by +1 for each fire template that it passes through.
Fire will also damage buildings, attacking them with a Strength of 4. The fire will not spread into a closed building until the damage it inflicts equals the building's Strength rating (see "Buildings").
Special Effects: The direction of the wind may change, sending a fire back toward those who set it. This can be determined randomly by rolling a die each Special Actions Phase; on a roll of 6 the wind changes direction. Roll a die and consult a fire template to find the new direction. To ensure that the wind changes, treat a roll of 6, 7, or 8 as a 12.

Smoke
Ooccasionally, buildings or woods catch fire -- particularly when a soldier is using a flaming attack. Smoke templates have a radius of 2.5" (use a 2.5" Burst Template). When a building or wood catches fire, place a smoke template so that it is half under the Flame Effect Template, but with its edge extending from the Flame Effect Template in the direction that the wind is blowing. If the fire spreads, additional smoke templates are added, but only to templates which have edges in the direction of the wind.
Smoke does not block LOS, but it increases the difficulty of ranged combat by +2 for each smoke template the shot passes through. Note that smoke templates can overlap with each overlapping template adding to the difficulty of a ranged combat shot. For example, a shot passing through an area where two smoke templates overlap would have its difficulty number increased by +4.

Buildings
Though most of OpenD6 Fantasy Miniatures takes place outdoors, there may be occasions when soldiers battle indoors. The standard combat rules cover most situations, but some aspects of indoor combat need special rules.

Visibility
Most buildings are well-lit. Even if night time, torches and firepits are lit, and visibility extends until it crosses blocking terrain. If, however, all the lights are cut off, rooms and corridors without exterior doors or windows will become dark, reducing visibility to 2".

Walls and Doors
If a closed door is unlocked, it takes 1" of movement to open it. If it is locked, it must be kicked down, chopped through, or unlocked. Walls, too, can be kicked down or blown open.
Walls and doors have "Physique ratings," determining how easy they are to break through; doors also have "security ratings," determining how difficult their locks are.

Obstructions Physique and Security Ratings Chart
	Obstruction
	Physique
	Security Rating

	Wooden Partition
	2
	-

	Mud/Clay/Brick Wall
	4
	-

	Stone Wall
	6
	-

	Reinforced Stone Wall
	8
	-

	Flimsy Door
	1
	1

	Wooden Door
	3
	2

	Reinforced Door
	4
	2

	Iron Door
	6
	6

	Portcullis Door
	8
	4



Unlocking Locked Doors
All defenders within a building are assumed to be able to open, close and lock doors at all times, at a 1" movement cost. Intruders, however, must overcome the doors' security rating to do so. During the Special Actions Phase, the soldier must be adjacent to the door; he makes an opposed roll, his Technical attribute or appropriate skill against the door's security rating. If he beats the door's security, he unlocks it and may open it in the following Movement Phase.

Breaking Through Doors and Walls
Walls and doors have Physique ratings of from 1 to 10. Soldiers must overcome these Physique ratings to break through the obstructions.

Smashing Through
A soldier can attempt to kick open or push his way through an obstruction with a Physique rating of 4 or less. During the Close combat Phase, in place of his attack, he makes an opposed Physique roll, pitting his Physique against the obstruction's Physique rating. If he rolls 4 or more higher than the obstruction's roll, he has made a man-sized hole in the wall, or battered the door down.

One or two (but no more) adjacent soldiers can assist the soldier in his attempt; for each additional soldier helping him, the soldier adds +1 to his roll.

Floors and Stairs 
In games taking place inside buildings, more than one floor of the building can be the scene of fighting. Setting up the different floors of a building upon a tabletop is not as daunting as it may first appear, providing the individual floors are not too big.

For example, a two-story building could be set out so that each of its floors takes up half of the table. Three-story buildings would take a third of the table for each floor, and so on.

Obviously, large tower blocks are out of the question, but interesting games can be played by noting the positions and movements of troops on scale maps. The table is only set up and the figures placed on it when opposing soldiers meet. After fighting a battle on one floor, another floor can be set up on the table and the next battle fought.

When fighting battles involving multiple floors of a building, be sure to note where stairs, ladders and elevators enter and leave each floor, and to note the distances between floors.

Stairs: Stairs count as rough terrain. Soldiers can move on them as any other terrain.

Ladders: Ladders count as very rough terrain. When climbing a ladder, soldiers move vertically from one floor to another. So a soldier with a walking Movement Rate of 8" would climb 2" per turn (4 meters).


Chapter Fourteen: Figures and Scenery
Now that you know how to play the game, you'll want to prepare both your forces and the battlefield. If you haven't done anything like this before, it may seem a bit daunting. But if you give it a try, you'll find yourself turning out some very respectable figures and scenery in no time. Painting figures and scenery can be a very enjoyable hobby in its own right.
There have been many books and magazine articles written about painting miniatures and building scenery (an especially good source for books and materials for scenery building is a model rail road shop). What we've provided below is a quick and dirty introduction to the art and hobby of miniatures painting. It is far from comprehensive, but it will help you get started.
As you progress, you'll no doubt move on to those sources mentioned above and expand your talents and pleasure greatly.
Figure Painting
Before beginning to turn out your armies, you need to gather some equipment. You'll need brushes, paints, water, thinner or turpentine, a hobby knife, sandpaper, files, toothpicks, epoxy, and some rags.
Brushes
The brushes you use should be good quality. This is an instance where you don't want to scrimp on quality. Buy sable brushes. Good sable brushes are expensive, but worth the investment; they will last a long time if properly taken care of. When buying brushes select only those that taper to a sharp point. A brush with a ragged end, or one that looks like a mop, is useless -- you'll end up spattering paint all over your figures.
You'll need a #1 brush for general work. A #1 brush can be used for detail work, but as that takes some practice, you may want to have a #0 or #00 to start out.
Paints
The type of paint you use is mainly a matter of personal preference. There are a few types that are commonly used for painting figures.
Enamel paints are a popular choice. These are the paints that are used primarily on plastic model kits but they do an excellent job on miniatures. Enamels cover well, but require thinner or turpentine to clean.
Acrylics are also becoming very popular, especially now that many manufacturers are coming out with their own versions designed specifically for miniatures painting. Acrylics are thinned and cleaned with water, but dry to a waterproof finish.
Some figure painters like to use artists' oil paints. These paints are good when you want to do a lot of blending and special effects. A major drawback is that they take a long time to dry. Oils are better suited for painting collector figures than for mass producing armies. 
Also used for collector figures are drawing inks. You can get some very nice finishes using successive washes of inks.
Knives, Sandpaper and Files
These are tools you'll use to clean and prepare your miniatures. Hobby knives with #11 and #16 blades are the most versatile. A few small needle files will let you get into narrow and tight places. A good sandpaper to use for miniatures is an emery board, one of those little sandpaper boards used to shape fingernails.
Epoxy
The best glue to use for assembling, repairing or converting miniatures is five-minute epoxy. It dries quickly and is good for filling gaps. A cyanoacrylate glue ("crazy glue") could also come in handy.
Preparing Your Figures
Before painting your figures, you'll need to prepare them. If you look closely at a figure, you may notice a fine raised line running up it on either side. This is a mold line, which results when the molten metal seeps into the seam between halves of the mold. Sometimes it spreads far enough to form a thin foil-like shape jutting from the figure. This is known as "flash." You may also see plugs of metal stuck to the miniature; these are caused when the metal flows into a vent hole.
All of these features detract from the miniature's appearance and should be removed before painting. Plugs and flash should be cut off with a hobby knife. Exercise caution -- these blades are extremely sharp. Mold lines and remnants of flash can be scraped off with the edge of the knife. Take care not to scrape off any of the details on the figure.
Mold lines can also be removed with fine sandpaper (or emery boards) or needle files. Again, be careful not to obliterate any detail on the figure. You may also want to even out the bottom of the base so that the miniature will stand without wobbling. You don't have to worry about that too much, though, as you will be attaching your figures to bases.
Bases can be made out of just about any material -- wood, plastic, metal, cardboard -- the main consideration is how easy it is to cut. You will want to avoid very smooth materials, like sheets of plastic, as figures on sloping terrain tend to slide to the bottom. A cardboard like 2-ply artist's illustration board or mat board (available in art supply stores) is a good base material. It is relatively sturdy and not too difficult to cut into small bases.
In OpenD6 Fantasy Miniatures we like to use circular bases for the humanoid figures, because we think they look spiffy. A good source of circular bases is a hardware store; look for one-inch fender washers, or any other washer with an outside diameter of one inch. They're sturdy, and you don't have to cut them out.
Glue your figures to their bases with five-minute epoxy. The epoxy will harden in about five minutes, giving you time to mount a batch of miniatures. Give them about 24 hours to fully set. Epoxy is a good adhesive for basing miniatures because it is thick enough to fill gaps. If the bottom of a figure is not totally smooth, the glue will fill the space and your figure will now stand without falling over.
Crazy glues can also be used, but they are not good gap-fillers. They work best when you are adhering two flush-fitting surfaces.
Painting Your Figures
Once your miniatures are prepared and based you're ready to begin painting. The first step is to apply a coat of primer.
The priming coat gives later layers of paint something to adhere to. It also helps your colors appear brighter. For that reason a white primer works better than a gray primer.
You can buy primers wherever you buy your paint. There are also spray primers available. These are useful for priming large amounts of figures. If you are brush priming, use an old brush. This kind of work will ruin your bristles quickly.
Coat the figure thoroughly, but be careful not to use too much paint. You don't want to fill in all the detail with too thick a layer of paint.
Once your figure is primed, it's time to begin painting. There are two methods that work well for painting miniatures for tabletop battles.
Wash and Drybrush
In this method, you start by painting in the colors you want to use on the figure, covering the figure's skin, clothing and equipment with the appropriate colors.
This gives you the basic color scheme, but the figure looks flat. A 25mm figure is too small and the surface detail too shallow to catch the light the way a real person does. Shadows and highlights need to be painted on in order to give the figure a more realistic look and allow it to stand out.
The next step is to mix up a wash of a darker version of the color you are painting. A wash is thinned-down mixture of paint and thinner (or paint and water if you are using acrylics). The wash should be thin enough to flow easily. A ratio of two parts thinner to one part paint works well.
Once the base coat is dry, brush the wash onto the area you are shading. The wash will flow into the crevices and low points, darkening them, but leaving the higher areas lighter. The wash will darken the overall color slightly, so use it sparingly.
When the wash is thoroughly dry, you can add the highlights. The shadows begin to give the figure a sense of depth, but the highlights will really make it pop. Highlights are applied by drybrushing.
Drybrushing is the procedure of lightly brushing on very dry paint. Mix up a lighter version of the base color. Dip your brush in the paint and blot it off on a rag or scrap board. Work it in until you have only some very dry paint left on the bristles (use an old brush for drybrushing; it will ruin a good brush).
Then lightly draw the brush across the surface of the figure. The dry pigment should adhere to the raised surfaces of the area you are painting. The result is that the lighter color rests only on the highest points of the base color, giving the effect of highlights.
With the darker color in the recesses as shadow and the lighter color as highlights, your figure will come to life as a visually appealing gaming piece.
Drybrushing can sometimes be difficult to master, but it is well worth the time learning to do it, as this technique really helps a figure's appearance. It is the main procedure used in the other method of painting your tabletop figures.
Successive Drybrushing
For this method, start by painting your figure with a darker version of the color you want it to be. When the base coat dries, mix up a lighter version of the first coat. Drybrush the figure with this color; but this time, apply the drybrush a bit more heavily, working it deeper into the recesses that you would for a highlight, but not as deep as the shadows.
After that coat dries (drybrushed layers dry fairly quickly), mix up an even lighter version and drybrush it on, but not as deeply as the last coat.
Mix up successively lighter colors, working up through the base color you'd like and up to a highlight version of it. Each new coat of paint should be drybrushed even more lightly. Do this for each area of color and your figure is done.
Assembly-line Painting
Each of the above methods will give you a decent set of figures for gaming with. They may not be masterpieces, but don't feel daunted; you don't need a Mona Lisa to play the game with. Besides, if you spent all that time making art, it would take forever to get some squads into the field.
In order to get more figures done quickly, so you can get that Celestial Cephalopod unit onto the battlefield to surprise those evil government troops, try assembly-line painting. Mount a row of similar figures on a scrap piece of wood. Use a white glue (like Elmer's) to temporarily hold them down.
When you're painting a particular color item, like the uniforms, or the equipment, work down the row of figures painting the area on each one before going onto the next. Then switch to the next color and do the same. You'll soon be turning out squads in no time.
As you progress, you may want to get more detailed in your painting. It may take more time, but there's nothing wrong with that if you're so inclined. There are many accomplished artists out there who can turn a 25mm figure into a work of art. You can take this as far as you want to go with it.
Finishing the Bases
To finish off your figure, you'll want to paint up the base. Our preferred method is with paint and scenic grass.
You can buy scenic grass in hobby shops and model railroad shops. It's a bag full of little green flakes that look like miniature grass.
Paint the base a green that matches the scenic grass (this ensures that the base doesn't show through the grass flakes). When that dries, spread white glue over the base and pour on scenic grass. Tamp it down a bit with your finger to set it in the glue, then pour off the excess grass. Let it dry.
You'll have a nice grassy base that makes the figure look like it's standing on real terrain. It will also make the base blend in with the terrain you're playing on, if you've chosen a matching groundwork. You can drybrush the grass with a light green or a yellow to give the figure extra pizzazz.
If you're using terrain that's not green and grassy, you can do the above, but then paint the grass some otherworldly color. Or use dirt, sand, or fine gravel instead of scenic grass to coat the base for a more "earthy" type of look (paint an appropriate color under the material you are gluing on).
To take the base one step further, you can add some accessories before painting and applying groundwork. We prefer spackling compound (a household filler), as it is ready-mixed and easy to use.
Spread it on the base up to the figure's feet, smoothing out the edges where the figure's base is glued down to the game base. While the spackle is drying, you can embed objects in it; objects like stones, skulls, discarded weapons, or whatever. Then proceed with painting and groundwork as outlined above, watching out for the embedded goodies. These little extras will add character to a figure.
If you don't mind a little bit of the game elements intruding into your figure painting, you can paint little marks along the edge of the base to aid in playing the game. Paint a mark at the front center of the base. Then there's no question as to which way the soldier's facing.
Measure 45 degrees in both directions from the front mark. Paint marks at those points. These marks represent the soldier's front arc for determining what he can fire at. They also help to regulate changing facing when the figure turns.
Protecting Your Figures
So, you've spent all this time painting your miniatures nicely. You'll want to protect all that painstaking work. The best thing to do is apply a clear fixative or varnish.
There are many brush-on varieties available. Most paint manufacturers make their own version. There are also spray cans available.
Fixatives generally come in three varieties: gloss, semi-gloss (sometimes called "satin") and matt sometimes called "flat"). Gloss is a shiny finish, matt is a dull finish, and semi-gloss is somewhere in between.
The best protection is a gloss fixative. It dries to a hard shell. If you want your figure to have a dull finish, it's best to fix it with a gloss first, then apply a matt finish over the gloss.
Brush-on fixatives allow you to detail your figures even more. You can change the look of a figure by selectively mixing finishes. Making an anti-government soldier's skin and uniform matt, but applying a gloss finish to his gun and helmet give the figure an extra sparkle.
Scenery
You've got your figures and you're itching for a fight. Where are you going to duke it out? On the table, of course, but there are many ways you can go about getting the table ready for action.
Quick and Dirty
The quick way. First, get a big table. Four feet by eight feet is a good size, but three by six will do in a pinch.
Pile up a few books on the table. These will be your hills. Now cover the whole thing with a big green cloth (felt has a good texture). There you go -- instant terrain.
Seriously, though, that's all you really need. Other features can be added with construction paper, or any other colored paper. Use blue for rivers, brown for rough terrain, white for snow, etc. This will provide you with an interesting-looking arena in which to pit your forces against one another.
Further details can be provided with some pebbles (or aquarium gravel -- it comes in a variety of colors and will give you a nice otherworldly look) and twigs for boulders and trees.
There you have it; simple, easy, satisfactory.
The Handyman's Way
Some people, however, yearn for more. Three-dimensional figures call out for three-dimensional terrain. With a few easily available materials and a good amount of time, you can turn out some really nice looking scenery and terrain.
The basic material is polystyrene. You can find this in plastics shops, sometimes already cut to size. You can also find it in home improvement and hardware stores, and in some lumber yards. It comes in large panels used for insulation.
It is easily cut down to size and will provide you with a modular terrain system, allowing you a variety of battlefields from the same pieces.
Polystyrene is lightweight and easy to work with, but does leave quite a mess, so spread a lot of old newspapers around. It can be cut with a hobby knife, but make sure your blade is sharp, and keep replacing it to keep it sharp.
As polystyrene is fragile, you'll want to mount it to a stiff piece of cardboard or thin wood. This will protect the corners and edges and keep it rigid.
You'll also need some grass mat. This is a large roll of green paper with scenic grass glued onto it, and is available in model railroad shops. Using grass mat for the scenery and scenic grass for your bases will help your figures blend right in when used on your terrain.
Building Your Terrain System
Decide on the size panel you want to build your terrain around. Common sizes are one-foot square panels and two-foot square panels. One-foot panels will allow you more flexibility. Cut out a bunch of square panels, and a corresponding amount of the backing material you're using. Glue the styrene panels to the backing, apply pressure and let dry. White glue works best for polystyrene.
Clear Terrain
You are going to make a few different types of terrain, but you'll need more "clear terrain" panels than others. Cut the grass mat to the size of your panels and glue the pieces to the other side of the polystyrene panel.
You now have a bunch of clear terrain pieces you can butt up against each other on a tabletop to give you a battlefield. Few battlefields are flat as far as the eye can see, so you'll want to make some additional panels with extra scenic details on them. Your best bet is to make most of your additional items independent of the panels -- things like hills, trees, woods, and patches of rough and very rough terrain -- so that your system remains flexible.
Rivers and Roads
Where the panels come in really handy is for terrain features that go below the surface of the ground. You can make panels with rivers or creeks, ditches, and roads. Just carve out the polystyrene in the shape that you want your features, seal the surfaces and create details with spackle, then paint them up.
For rivers, paint the riverbed blue down the center and fade to green towards the sides. You can build up banks with the spackle; paint them earth-colored. Then pour white glue into the river (a thin layer should suffice, but you can always add more later). It will dry clear and give you a nice water effect. Or brush a gloss fixative on over the river color to give it that water sheen.
The reason you should coat the carved-out features with spackle or some other material is that certain paints, adhesives and fixatives react with the polystyrene, melting it. you need to have a non-reactive layer to protect your hard work.
Using spackle for these features will also give you the opportunity to model old, rutted dirt roads, or to detail the interiors of trenches.
When creating multi-panel features like rivers or roads, make sure that the feature begins and ends at the midpoint of a side of the panel. That way these features will always line up when you place panels side by side.
Hills
You will also need to build hills up from the surface. You can make hill panels, but as mentioned before, it is better to make these features independent of the panels so that they can be placed on the gaming surface in any orientation.
Hills are simply a stack of successively smaller irregularly-shaped curved forms cut from the polystyrene. You may want to strengthen the hill by gluing a piece of wood or board to the underside of the bottom piece, as you did for the panels. Glue a piece of grass mat (cut to the right shape) to the top of each piece, then glue the pieces together.
When the glue dries spackle the exposed edges of each piece. When that's dry, paint the edges green. Later glue scenic grass over the painted edges, like you did for the bases of your figures. Voilà! A hill.
Polystyrene panels come in thicknesses of 1/2" or 3/4". Try to get the 1/2" thickness as that will give you convenient 1-meter-high contours on your hills. But if you have to use 3/4", just assume each level is one meter high.
Keep in mind the definition of easy and difficult hills when placing the levels together (see "Terrain").
Also keep in mind the size of your figures' bases. You don't want to place the edges of the levels so close to each other that you can't stand a figure on the hillside.
You now have your basic terrain pieces. Your layout can be spruced up with additional spot features like trees, bushes, walls, fences and buildings. These are covered in "Accessories" below.
The Professional Way
If you don't have the time, facilities or inclination to make scenery and don't mind spending a few bucks, you can buy it. You can get some really good terrain and quality scenery really sets off the figures.
You can buy ready-made scenery, or have scenery custom-made (although this can get expensive). Check the ads in modeling magazines.
Accessories
Accessories like trees, bushes, walls and so forth should be mounted on their own individual stands so they can be placed anywhere on the layout. The bases can be made of illustration board, mat board, foam-core board or thin plywood. Foam-core is probably the best bet. It has a little bit of thickness which is good for holding things like tree trunks, but is not too thick to be obtrusive on the battlefield.
Bases should be cut out with irregular curved edges, so as to blend in better with the terrain. You should glue grass mat on the bases or paint them and glue on scenic grass.
Another scenic material that you'll need when working on accessories is lichen. This is a cleaned and dried moss-like plant that is sold in many hobby and model railroad shops. It is used for most types of vegetation in scale layouts.
Rough and Very Rough Terrain
Simply glue small, low clumps of lichen to a base, or glue on some coarse dirt or pebbles to represent terrain which is difficult to cross.
Walls and Fences
Use long thin bases for walls and fences. A good length is about three inches. Stone walls can be built up from little pebbles; aquarium gravel works well, also. Fences can be constructed from thin pieces of wood, either balsa wood strips from hobby stores or matchsticks, or the equivalent.
More modern or futuristic walls can be constructed of sheet styrene, which has a smooth surface. This is styrene plastic which is available in sheets of different thicknesses. You'll need regular modeling glue for styrene plastic.
Ready-made walls cast in resin or plaster are widely available from hobby stores. Once painted, they look excellent.
Trees
Trees are the easiest accessories to buy. Any HO scale trees (available in hobby stores) will work with 25mm figures, although you'll probably want to go for the biggest trees you can find.
You can mass-produce trees relatively simply. At an electrical supply store in a lighting department, get some of that brown wire with three or four insulated stands running through it.
Cut away the outer brown insulation from the first 1/2" of one end and the last 1 1/2" at the other end. Spread out the strands at both ends and glue the shorter strands to a base (alternatively, don't strip the short end, just force it into a foam-core base).
Then glue a clump of lichen to the longer strands. Paint the strands brown. Your tree is now finished.
With a bit of extra work you can add further detail. Apply a clear glue over the lichen, or spray-paint it a corresponding green. While it's still wet, pour scenic grass over the lichen. The wet adhesive will cause the grass to stick to the lichen, giving the appearance of leaves. This technique works well for bushes also.
It adds a little variety to your tabletop to sometimes group two or three trees on a single stand. You can also add some rough terrain ground work or some bushes under and around the trees.
Bushes
To create bushes, just glue some lichen to a base. Another material you can use -- and this works especially well for hedges -- is a sponge. Cut strips or clumps of sponge and glue them to a base. You can then add scenic grass as described under "Trees" above.
Buildings
Buildings present much more of a challenge. Your best bet is to find some commercially available buildings. Some buildings are available, cast in resin or in plaster. There are also printed cardboard buildings which you cut out and assemble.
One possibility is to start with available buildings and modify them until they look suitably alien. The other option is to build your own. Building your own structures opens limitless possibilities. Whatever you can think of and have the materials for can be built. You can use wood, styrene sheets, or cardboard.
One characteristic that instantly makes a structure look futuristic is curves. If a building has a lot of curves or domes it will fit right in. Keep your eyes peeled for possibilities in all sorts of household goods and discards.
Cardboard tubes, from the core of paper towels or tape, are good for towers and connecting walkways. Soda cans also make good towers. Margarine tubs can be modified to become domed buildings. Stack them mouth-to-mouth or base-to-base for different looks. The support in a box of disposable baby bottles can make a great bunker. Straws are good for pipes and rods.
Styrofoam balls used for making Christmas decorations are also good sources of dome, but be sure to spackle them before paining. Styrofoam packing material can be used to form the basic shape of buildings.
You'll want to start a "bits box" if you don't already have one. Keep those odd little bits you find around in the box. If you modify your miniatures you may find yourself with extra bits of equipment and weapons left over. Spare pieces from plastic model kits can go in the box. Soda bottle and water bottle caps are good for hatches. Keep some in the bits box.
When you need to add detail to a building, rummage through the bits box for ideas.
You may find yourself hoarding stuff, so try not to go overboard. But there are quite a few ordinary items that can make the perfect setting for your OpenD6 Fantasy adventure.
With the addition of a little imagination and enthusiasm, the sky's the limit. Have fun, and good gaming.
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The Advanced Game

The Advanced Game introduces hidden movement and expands the Basic Game by adding rules for heroes and magic, new weapons and equipment, beasts, cavalry, creatures and new terrain types. The Advanced Game also discusses the role of the gamemaster, showing how he can enhance a miniatures game.


Chapter Eight: Hidden Movement

Hidden Movement

Battlefield commanders rarely have a bird's-eye view of the battlefield. Hills and trees not only block the LOS of his troops, they also conceal the positions of enemy troops. Even where blocking terrain does not completely conceal enemy soldiers, soldiers can attempt to hide using their sneak skills.

Handling Hidden Movement

There are a number of ways to handle hidden movement. The simplest is just to ignore it and get on with the game. The next simplest is to use counters which are placed on the table instead of the units.

Dummy Counters

Hidden models are not placed on the tabletop. Instead, dummy counters are used. To keep the other player guessing, the player receives three counters per squad or hero, creature, vehicle, etc. The counters should be numbered or otherwise labeled, and a written record kept of whether the counter represents an actual squad or model, or is a dummy.

Counters are moved as though they were an actual squad or model. As soon as a counter can be seen by one of the other player's soldiers, the owning player declares whether the marker represents a squad or hero, or is a dummy. Dummy counters are removed from the table. Other counters are replaced by the squad or hero.

If a squad or model moves so that it becomes hidden, it is replaced by counters at the start of the next Movement Phase.

Full Written Moves

This system requires a gamemaster to adjudicate when squads or models can see each other. The players, using maps showing the layout of the tabletop terrain, keep a written record of the positions and moves of their hidden squads or models. At the end of each Movement Phase the gamemaster examines both players' maps to see whether hidden units can see each other. If so, the units are placed on the table.

Partial Written Moves

This system is similar to full written moves, but can be used without a gamemaster. It works best when only one side has hidden forces. For example, the anti-government forces are holding the edges of a wood against an evil government attack. Because the anti-government forces are hidden at the start of the game, the anti-government player notes the position of his troops on the map. Providing his troops stay hidden, he may move them on the map. But as soon as any troops are spotted by the enemy they are placed on the table.

Spotting Hidden Troops

When hidden troops step out into the open, they become spotted by enemy troops. But what if the troops are hiding in a building or at the edge of a woods? To handle situations like this, opposed rolls are made between the hiding troops' sneak skill and the spotting troops' search skill. The hiding troops' roll is modified according to the terrain and weather conditions. If the hidden troops' roll is higher, they remain hidden, otherwise they are spotted and placed on the tabletop.



Spotting Hidden Troops Chart

		Condition

		Modifier



		Light Woods

		+1



		Medium Woods

		+2



		Heavy Woods

		+3



		In Building

		+2



		Behind Barrier

		+1



		Rain*

		+1



		Mist*

		+2



		Snow*

		+2



		Dark*

		+4





*This modifier is negated if the enemy is able to see through it, e.g. night vision, is equipped with torches, or there are fires present on the battlefield.

Soldiers and models that shoot are spotted automatically and are placed on the tabletop. It is not possible to shoot and remain hidden.

In situations where more than one squad or model can spot hidden troops, only one check is made, but the highest skill level on that side is used.

A sneak roll is made for the whole squad. If the squad is spotted, all members of the squad are spotted. Heroes, even when attached to a squad, make separate sneak rolls, but only one search roll is made for the squad and hero. If the roll is high enough to beat the squad's and the hero's, they are both spotted.

In games with a gamemaster, he can oversee spotting checks as they are made. In a game without a gamemaster, the player with hidden troops must tell his opponent when spotting rolls are required.



Chapter Nine: The Gamemaster

Though not necessary, a gamemaster can significantly enhance a game of OpenD6 Fantasy Miniatures by smoothing play, making rules judgments, and adding or changing rules to suit the players.

The gamemaster can also design interesting scenarios; since the scenario won't have come out of this document but out of his head, the players won't know what to expect. He can keep the players in the dark about the conditions of the upcoming battle or feed them erroneous information (a very enjoyable thing to do, and something which quite accurately reflects the "fog of war" that real military commanders must deal with).

The gamemaster can also add "special effects" to the game, including interesting or amusing situations that no rules set could hope to cover.

Finally, the gamemaster can be the villain in the game, running the evil forces of a necromancer against a number of players controlling the soldiers of various parties. This is the suggested manner to include OpenD6 Fantasy Miniatures in games of OpenD6 Fantasy roleplaying campaigns.

The Gamemaster as Referee

OpenD6 Fantasy Miniatures is, by nature, a game of cooperation and competition. The players have both put a lot of effort into the game -- buying the figures, painting them, purchasing or building the terrain, and so forth. In fact, miniatures games involve possibly the longest, most difficult preparations of any adventure games. Half (or more) of the fun is in getting the game together. When the time comes to actually push the pieces around on the tabletop, the players would be crazy to ruin the experience by bickering. But it does happen.

Out come the rulers. The players begin crouching down and sighting along from the human soldier figures, pointing at the Goblin figures and gesticulating wildly. What was a fun game degenerates into chaos.

However, if a gamemaster is adjudicating, everything runs a lot smoother. He makes the call. After checking things over, he says, "Sorry. The Human forces can't see the Goblin squad. The woods definitely block LOS." Or, "the LOS skirts the edge of the woods. Take your shot." In either case, somebody is going to be disappointed, but the game proceeds.

Be Cruel but Fair

In miniatures combat, as in real life, war is hell. Somebody wins, somebody loses. As referee, your job is to ensure that both sides play by the rules -- let the chips fall where they may. When judging situations, do not be influenced by partisan gamesmanship: apply the same standards to both side, even if your decision will dramatically hurt or help one side over the other.

In football, when a referee must decide whether or not the receiver had both feet in-bounds when he made the catch, he isn't interested in whether or not one team is beating the other or what the league standings are; he judges the specific play. You must do the same.

First Thing We Do: Kill the Rules Lawyers

On the other hand, this is supposed to be fun. One of the things that a referee can do is allow the players to concentrate upon enjoying themselves and leave the rules to the gamemaster. Change or ignore the rules that you don't like. Add rules that you do. Most importantly: keep the game moving.

"Your Dwarven soldiers are all down at this end; the Gnoll soldiers are all here. Hmm. There's about four feet of forest between you -- it'll take roughly forever for you to meet if we follow the rules. Okay. Everybody take double moves and ignore turning costs until you guys come into contact, then we'll go back to normal movement."

"All right. This is a skirmish game. Since nobody has more than ten figures on the table, we'll ignore the separation and morale rules altogether. You can split up or stay together as you like; your soldiers shoot individually; and nobody breaks, everybody fights until the last man. Boy, is this gonna be a bloodbath!"

"Since your troops are all green, they can't split fire at all. They have to shoot at the same target. In fact, the commander of the squad tells them what to shoot at: he has to have LOS to the target squad. What? Unfair? Well, maybe, but you do outnumber him three to one..."

The Gamemaster as Scenario Designer

Designing scenarios can be a lot of fun. You can set up interesting situations and watch them unfold as the game progresses. The players experience the true uncertainty of battle: they don't know what they are going to face.

The Basic Rules of Scenario Design

There aren't any.

Well, that's not exactly true. There is one: the scenario should be fun for the players. Other than that, you can do virtually anything you like. You can design the players' force mix, or you can give the players points and let them do it. The forces can be even, or horribly unbalanced. You can position the forces on the battlefield or let the players do so. It doesn't really matter. Once you and your players have played a few times, you will all be interested in experimenting. Go crazy.

No One Said War Was Fair . . .

There are few times in history when absolutely equal forces have met on the battlefield. Typically, somebody is stronger than somebody else, or somebody has better weapons, or better-trained men. The stronger party is usually (but not always) the attacker, the weaker the defender.

OpenD6 Fantasy Miniatures will provide an interesting game between unequal forces -- in fact, you might say that this is the standard combat situation in which the inhabitants of those out in space find themselves: the Elven troops rarely have parity of numbers with the Goblin troops. But what they lack in these areas, they make up in the quality of their men, and the brilliance and courage of the heroes who accompany them. You can recreate these kind of situations by specifying how the players can spend their squad generation points. (When you do so, tell each player in private: it's more fun when they don't know what they are going to face.)

"Goblin player: you have 1,500 points. You can spend up to 300 points on heroes; the rest on your squads. Your squads can be average or veteran; they can have whatever weaponry you want. Go to it."

"Elven player: you have 1,500 points. You can spend up to 600 points on heroes; the rest on your squads. Your squads must be veteran or elite. Go to it."

Is this fair? Uh, beats us. Try it and find out.

Player Briefings and Set-Up

In war it is rare for everybody to know what is going on. On a grand strategic level, you usually have a pretty good idea of what your enemy is up to. In World War Two, the German generals knew that the U.S. and Britain's objectives were to land on the continent and push into Germany, but they didn't know where the landings would take place, forcing them to garrison the entire western coastline of Europe.

In the American Civil War, Lee was invading the North, completely unaware that the Union commander, McClellan, had obtained detailed copies of his army's movements, allowing McClellan the opportunity to attack while Lee's forces were spread over a distance of something like 50 miles.

It is hard to recreate that kind of uncertainty on the tabletop -- the figures on the table are in plain sight of everybody -- but it can be done. And it is certainly worth doing.

When you setup a game, decide what the situation is: who is the attacker; who is the defender; over what kind of battlefield is the battle going to take place? Think up a storyline for the battle, telling what has happened before. Are the Human troops in this land beleaguered, or are they on the attack? Do the Goblin troops have good leadership, or incompetent generals? These all can affect the outcome of even the smallest skirmish.

After you've got that figured out, decide how much to tell the players. If their side has good intelligence and good leadership, the commanders even at the lower levels will know something of the overall situation. If not, they may be fighting in the dark. Even if the high command is good, everybody makes mistakes sometimes . . .

We find that, when gamemastering, it's fun to write out "Orders of the Day" for both sides. These include snippets of background, history, the commanders' personalities, and also the objectives of the upcoming battle. Sometimes they are accurate, sometimes not so accurate. The players learn to take them with a healthy grain of salt -- particularly those, who unfortunately, we judge to be saddled with a high command which doesn't take proper care to ensure that their field officers are properly informed of all developments.

Special Effects

This covers any neat, unusual, or silly things you want to add to the game which are not covered by the rules. There is not enough room to cover the wide variety of tricks a resourceful gamemaster can add to a battle, but here are some of the things which have cropped up in games we have been part of.

During one of our games, just when the Kobold soldiers were about to sweep the flank of the Dwarven soldiers holding the outskirts of a mine on in the mountains, the gamemaster announced the imminent arrival of a rock slide. The Kobold player damned the elements to do their worst and pressed the attack, while the Dwarven player began to retreat into the mines. Sensing victory, the Kobold soldiers leapt from their positions and began to rush the Dwarven soldiers -- at which point the avalanche hit. The gamemaster chucked a handful of popcorn into the air over the table; several of these boulders landed very near to the advancing Kobold troops, each doing the same damage as a catapult and virtually wiping out the main attacking force.

In another game, Human forces had just rallied and advanced up to the edge of a strange-looking purple forest. the commander had never seen their like before. He attempted a difficulty 10 survival roll, and failed. Shrugging his shoulders, he ordered his men to move in. The trees were carnivorous; they attacked when the force was well inside.

Elven soldiers and Orc soldiers were having a nice, orderly battle around an area filled with caves and hills. Unfortunately, no one knew that there was a very annoyed hydra in one of the caves . . . it came out and attacked both sides, who hurriedly agreed to a truce until they could wipe the monster out.
See? We can't possibly write rules for all this stuff. But you can.

The Gamemaster as Bad Guy

It can often be fun to have all of the players take command of a hero and a squad, and the gamemaster to take control of all of their opponents. This is the best way to play when including OpenD6 Fantasy Miniatures in your OpenD6 Fantasy roleplaying sessions; that way, you can have more control over the game's outcome than if you let somebody else control the opposing forces.

In the spirit of the roleplaying game, as gamemaster you are less interested in winning than you are in giving the players a good time. You should be fair, and play the game honestly, but you must take care not to butcher the player characters gratuitously. The game is designed to make that extremely difficult, but if several Goblin squads decide to gang up on one hero, he's going to be in severe trouble.

However, there is nothing to say that an incapacitated hero is necessarily dead. Perhaps he's only knocked unconscious, to be picked up after the battle by the side that wins. Also, there's nothing to stop the soldiers from retreating if they get into trouble.

Chapter Ten: Advanced Weapons and Equipment

Bows and crossbows and melee weapons are the primary weapons found on the battlefield. In addition to these basic weapons, other weapons are designed to have greater combat potential, or to gain specific objectives.

There is also a variety of general equipment available to troops on the battlefield. This equipment serves to increase a soldier's fighting potential or survivability.

Listed below are a number of common and not-so-common weapons and items of equipment. Each entry contains the weapon's or item's cost in Squad Generation Points, the skill needed to use the weapon, its effect in game terms, a brief description and any relevant game rules.

Following the weapons and equipment are rules for artillery and a listing of some common artillery pieces.

Equipment

Armor

Cost: Varies by armor type (see "Armor Chart").

Effect: Increases Physique (varies by armor type) for determination of damage received.

Armor is used to reduce the amount of damage suffered when a soldier is hit. The use of heavy armor is not very widespread, but the use of lighter armor is commonplace. 

Armor increases a soldier's Physique code for purposes of damage determination only. It does not affect any other use of Physique. The amount of increase depends on the armor type and is given in the "Armor Chart."

Example: A soldier with a Physique code of "2" wearing bounty hunter armor is hit by a crossbow bolt. The soldier adds 3 (Physique of 2 plus 1 for the armor) to his opposed die roll for damage.

The disadvantage of armor is that it hampers free movement, thereby reducing a soldier's Agility code. This reduction applies to all Agility-based skills as well. The amount that Agility is reduced varies with armor type and is shown in the "Armor Chart."

Example: The soldier mentioned above has an Agility of "3" and a marksmanship skill of "4." While wearing the bounty hunter armor his Agility is "2" and his marksmanship skill is "3."

When filling out a "Squad Record Sheet" we recommend writing in the modified Physique and Agility values and marking them with parentheses or an asterisk as a reminder that they are modified values. 

Armor Chart

		Armor Type

		STR/AGI modifiers

		Cost (in SGPs)



		Hides and fur, fur cloak +2 M (5 G)

		+1/-1

		10





		Soft leather, heavy fabric +2 M (3 G)

		+1/-1

		10





		Quilted silk +2 M (4 G)

		+1/-1

		10



		Bone and hide +1D M (7 G)

		+1/-1

		10



		Padded leather +1D M (8 G)

		+1/-1

		10



		Hard leather +1D+1 M (9 G)

		+1/-1

		10



		Ring mail +1D+2 M (11 G)

		+1/-1

		10



		Chain mail +2D M (15 G)

		+2/-2

		25



		Bronze +2D M (16 G)

		+2/-2

		25



		Plate mail +3D D (40 G)

		+3/-3

		40







Shields

Cost: Varies by shield type (See shield chart).

		Armor Type

		STR/AGI modifiers

		Cost (in SGPs)



		Buckler (0.5 meters long) +2 E (7 S)

		+1/0

		5



		Small shield (1 meter long) +2D E (16 S)

		+2/-1

		10



		Medium shield (1.5 meters long) +2D+1 M (3 G)

		+2/-1

		10



		Large shield (2 meters long) +2D+2 M (4 G)

		+2/-1

		10



		Tower shield*

		+3/-2

		25





*Only effective against shooting attacks.

Camouflage Cloak

Cost: 20 SGPs.

Effect: +2 difficulty modifier to shooting and spotting the wearer.

The effect of a camouflage suit on the tabletop is to make a hidden soldier harder to spot. The +2 is added to his sneak roll. Once spotted, a camouflage cloak will not make a soldier "disappear," but does make him more difficult to hit. The difficulty modifier is cumulative with terrain effects.

Example: A soldier shooting at a target wearing a camouflage cloak in medium cover has a total +4 modifier to his difficulty number.

Healer's Kit

Cost: 10 SGPs.

Skill: Medicine

Effect: Removes wound status if successful medicine skill test is made.

The healer's kit is a compact kit consisting of a herbs, potions, bandages and the like. It is used primarily to heal wounds.

A soldier with a healer's kit may attempt to heal a wounded soldier in the Special Actions Phase of any turn following the turn in which the soldier was wounded. The "healer" must be in base-to-base contact with the "patient," and must make a medicine skill test against a difficulty of 7.

Success means the patient is no longer wounded. Remove the Wound marker.

If the attempt failed, the soldier is still wounded. One other attempt may be made to heal the wounded soldier in a later turn. The second attempt is made against a difficulty number of 9. If that attempt also fails, the wound is too serious and cannot be healed during the course of the game.

A soldier may attempt to heal himself, but the difficulty number is increased by +1.

Spyglass

Cost: 10 SGPs.

Effect: +1 to a soldier's search skill test.

A soldier equipped with spyglass receives a +1 modifier to his die roll when making a search skill test.

Artillerist's Charts

Cost: 10 SGPs.

Effect: -1 to a shooter's difficulty number for siege weapons.

A soldier equipped with artillerist's charts reduces his shooting difficulty number by one when firing a siege weapon.

Magical Link, Signals Flags, or Carrier Pidgeons

Cost: 10 SGPs.

Effect: Allows communication with off-board artillery.

Artillery

Artillery on the battlefield suffers from specific vulnerability problems, particularly from other artillery and aerial attack. 

This being said, there are two general types of artillery: on-board and off-board.

On-Board Artillery

On-board artillery refers to siege weapons actually placed on the battlefield. These are expensive, and open to enemy fire, but provide a great deal of direct strength to an attack.

On-board artillery is placed on the table as part of the initial set-up. As this artillery is immobile, only the soldiers in position of the field at the beginning of the game, can employ on-board artillery.

Light Catapult

Skill: Gunnery

Crew: 4

Body Physique: 1

Body Points: 8

Minimum Range: 12"

Fire Rate: 1/2

Blast Radius: 1.5" 

Damage: 8

Cost 224 SGPs

Light Ballista

Skill: Gunnery

Crew: 2

Body Physique: 4

Body Points: 24

Minimum Range: 10"

Fire Rate: 1

Blast Radius: 1.5"

Damage: 6

Cost 388 SGPs

Off-Board Artillery

Off-board artillery represents powerful siege weapons placed well beyond the battlefield. As such, it is more powerful than on-board artillery, and less under the control of the commander of the battlefield. It is risky and expensive but, if it works properly, it can be devastating. Off-board artillery should only be used in games with a gamemaster.

Purchasing Strikes

When purchasing off-board artillery, you do not purchase the actual artillery pieces. Instead you purchase individual "strikes." Before the game, you expend SGPs to give you the opportunity to "call in" off-board strikes during the game. You are not assured of getting a strike exactly when you request it: the strike may be delayed or never show up at all (it may be under attack or responding to "more important" requests from other commanders).

There are two different types of off-board strikes available: "light" and "heavy." Attacking and defending commanders pay differing amounts for artillery strikes.  The following chart shows the cost of artillery strikes.

Artillery Strike Cost Chart

		Commander Type

		Light Strike Cost in SGPs

		Heavy Strike Cost in SGPs



		Attacking Commander

		30

		50



		Defending Commander

		20

		40







Calling for Strikes

A commander with a signal flags may call for an artillery strike during the Special Actions Phase. He must have a LOS to the target point. A single sergeant may only call for one strike during a turn, though other sergeants may request other strikes.

At the beginning of the game, the player writes down the location of the strike and the turn in which he wishes it to arrive. He may ask for the strike to come in any of the next four Special Action Phases. The player does not tell his opponent where or when the strike is coming.

Example: A Dwarven sergeant is attacking a Goblin held hill and has access to three heavy artillery strikes. On turn 2, he calls in one strike to hit the hill on turn 5. On turn 3, he calls in another to hit on turn 5. On turn 4, he calls in his third and final strike on the hill. With the three heavy strikes coming in turn 5, the Goblin forces on the hill are going to be in serious trouble.

Resolving Strikes

Off-board artillery strikes are resolved at the beginning of the Special Actions Phase, before any other actions take place. Each strike is resolved separately, one at a time.

The player with a strike due this turn makes a command roll on the following table for the commander who requested the strike. Use the commander's command skill even if the commander has been subsequently incapacitated; this judges his ability to communicate his orders at the time he called in the strike.

Artillery Strike Resolution Table

		Command Roll

		Result



		1

		No further bombardment available. This and all further off-board bombardment lost for the remainder of the game.



		2-4

		Strike cancelled.



		5-6

		Strike delayed for 1-2 turns. Roll 1d6: 1-3 = 1 turn and 4-6 = 2 turns



		7+

		Strike occurs as requested.







Strike Location

Once a strike does occur, you must determine the location of the hit. Place a template at the target point, using a 2.5" radius template for a light strike and a 4" radius template for a heavy strike. Then the opposing player orients the template so that the deviation directions face as he wishes.

Roll a die to determine the direction of the deviation. Then roll to determine how far the strike deviates. On a roll of 1-2, it hits exactly where placed; on any other roll it deviates. Light bombardment deviates the number rolled in inches and heavy bombardment deviates the number rolled in inches times two. In addition, if you roll a 6, re-roll and add the new roll to the first. Continue rolling and adding as long as you roll sixes.

Damage from Artillery

Off-board artillery bombardments hit with the following Damage Strengths:

Light Bombardment: Damage 8

Heavy Bombardment: Damage 12



Chapter Eleven: Heroes

Heroes are the essence of gaming.

Heroes are extraordinary men, women and aliens with skill and courage far beyond those of normal beings. These heroes can appear upon the OpenD6 Fantasy Miniatures battlefield with devastating effect.

Heroes are not immortal, even the mightiest can be injured by a lucky shot. However -- whether they know it or not -- heroes are in tune with the magical energies of the world, making them incredibly difficult to damage. Usually it takes a hero to injure another hero.

Heroes are written up on Hero Record Sheets, one per hero (see "Creating Heroes").

Lone Heroes

Heroes can move and shoot and fight upon the battlefield on their own. They are not subject to morale rules, nor do they have to stay within command distance of any other soldier. A lone hero moves, shoots and is shot at as if he were a squad of one.

Heroes and Command

Heroes may be placed in command of a squad at the beginning of the game. In addition, the hero can assume command of a squad during any Special Actions Phase. The hero must be within his command rating in inches of the squad. The hero functions as the commander of the squad in all ways from then on, moving and firing with the squad, and subject to the same morale conditions as the squad. The hero can still use any special abilities he has.

The hero can relinquish command of the squad during a Special Actions Phase, either handling the squad over to a squad member or to another hero. To do so, the player simply states that his hero is relinquishing command, and tells the other player who the squad's new commander is.
Targeting Heroes
If a hero is within his command distance of a squad, whether he is in command or not, he cannot be directly shot at by enemy soldiers. In effect, he becomes part of the squad and the only way for soldiers to hit him is to aim at the squad and hope that their shot happens to be targeted upon him.
Special Skills
In addition to the standard skills available to all soldiers, heroes may be given any of the following skills:
Dodge: The hero can attempt to dodge shots. After the hero has been targeted, he and the shooter make opposed rolls, the shooter using his weapon skill, the hero his dodge skill. There are no modifiers to this roll. If the hero ties or wins the roll, the ranged combat has no effect; otherwise, the shot hits, as normal.
The hero can also dodge artillery strikes. A hero in a template makes a difficulty 6 dodge roll; if successful, he dives out of range, ending up prone adjacent to the template.
Heroes cannot dodge shots they don't see coming. The hero can see in a 180-degree arc to his front; if shot at from the rear, he cannot dodge. Heroes cannot use this skill in close combat.
Parry: The hero adds his parry skill to his brawling or melee combat skill when engaged in combat against an opponent who is brawling or meleeing.
Climb/Jump: The hero can use this skill on the battlefield to climb impassable barriers, and to leap over other barriers.
The hero may attempt to climb normally impassable barriers, such as cliffs, walls, the sides of buildings, and so forth. Players should agree upon the difficulty of such barriers before play begins, but, as a general rule, most impassable barriers are difficulty 6-10.
A hero can climb up to 3 meters a turn; if the barrier is taller than that, the hero ends his move 3 meters up (or down); he must make additional rolls in the following Movement Phases to continue the climb.
A hero in the middle of a climb has all combat or skill rolls increased by a difficulty of 3. If engaged in close combat, he fights at -3. If shot at, a climbing hero is considered to be prone in clear terrain. A hero who is wounded while climbing immediately falls. A hero cannot dodge while in the middle of a climb.
A failed roll while attempting to cross an impassable barrier means the hero fell; place him prone at the base of the barrier. In addition, he may take damage from the fall. He makes an opposed Physique roll against the Damage Strength of the distance he fell. A 2-meter fall has a Damage Strength of 0; each additional meter adds +1 to the Damage Strength. The Damage Strength of the fall might be modified by other factors. If the hero falls into a pit of spikes, for example, the Damage Strength of the fall would be increased by +2.
A hero may cross difficult and moderate barriers at a cost of 1" by passing a climb/jump test.
Heroes Jumping Barriers

		Barrier Type

		Difficulty Number

		Cost



		Moderate

		4

		1"



		Difficult

		6

		1"






A failed roll means the hero must pay the normal cost to cross the barrier.
A hero can use his climb/jump skill to cross pits, streams, trenches, and so forth.
Heroes Jumping Pits

		Distance

		Difficulty Number



		1"

		4



		2"

		6



		3"

		8






If the hero fails the roll, he only jumps half of the distance. A jump, regardless of the distance, costs a hero 1" of movement.
Special Combat Abilities
Heroes possess extraordinary abilities that make them a cut above other soldiers on the battlefield.
Multiple Targets
A hero can shoot more than once at a squad or enemy hero. Each additional shot increases the difficulty of each shot by +2. The hero announces how many shots he is taking and then rolls the appropriate number of dice. Successful shots are targeted as normal.
Specific Targeting
A hero can target his shots at a specific soldier within a squad, or at another hero drawing cover from the squad. The difficulty of the shot is increased by +4. If he is good enough, a hero can combine this with the multiple target ability to shoot at the same soldier, hero, etc.
Heroes and Magic
Whether they are aware of it or not, some heroes are deeply in tune with the universe. Many heroes have "Fate Points" which they can use during a scenario to avoid taking damage and to increase their chances of using skills successfully. In addition some very special characters have training in the use of magic; they have "magic skills."
Fate Points
Heroes gain Fate Points when they are created (see "Creating Heroes"). Heroes spend their Fate Points to roll extra dice when they shoot weapons, fight in close combat, dodge, make Physique rolls to resist damage, use special abilities, and for most other dice rolls. Once a hero runs out of Fate Points, he can no longer spend them, but he may still use any of his Magic skills.
The hero cannot spend Fate Points when making a Damage Strength roll to determine the damage he does against another soldier or hero unless he critically fails, in which case he can spend one Fate Point on the roll. This rule applies to any Damage Strength roll, whether caused by ranged combat, close combat, Magic skill attacks, etc. He may, however, use Fate Points to increase his Physique roll when he is the target of an attack.
Using Fate Points: The hero chooses to spend Fate Points after he rolls his normal die; if he is not happy with his roll, he pays one Fate Point and rolls an additional die and adds the result to the first die roll. If the Metaphysics die roll is a "6," the hero rolls over as normal.
If the hero is not satisfied with his new total, he may spend more Fate Points. There is no limit to the number of Fate Points that heroes can spend on any roll, except that heroes do not possess unlimited Fate Points. In fact, when two heroes are engaged in opposed rolls against each other, an exciting bidding war may ensue, as each in turn spends Fate Points to beat the other's roll.
Magic Skills
There are four Magic skills: apportation conjuration, divination, and alteration. Within each skill there are a number of powers which heroes trained in Magic can use. Certain Magic powers are not available to heroes of every race. These are listed in the Magic skill descriptions.
Most Magic powers are used in the Special Actions Phase, but some are used during the Movement, Ranged Combat, or Close Combat Phases. A hero can use only one Magic power per turn. When using a Magic Power, a hero cannot perform any other action that Phase.
Using Magic Powers: To use a Magic power the hero must possess its controlling skill. Some Magic powers require a hero to have more than on Magic skill in order to use them. Each skill power is used at the level of the controlling skill or, if two or three skills are used, at the level of the lowest skill. Skill rolls are straight or opposed depending on the skill and circumstances.
Certain Magic powers require that the hero have one or more other Magic powers in order to use them. These required powers are noted in the descriptions below.
Conjuration Powers
With this skill, a character can summon into effect magical creations. It governs the following powers:
Mystical Shield: The hero can use this to avoid the effects of damage. A mystical shield attempt takes the place of the hero's dodge attempt. After being targeted, the hero makes a difficulty 6 skill test; if successful, he deflects the attack and need not make a Physique test. If he fails, he takes damage as normal. If hit by a siege weapon, the difficulty is increased by +1.
When attempting to absorb multiple hits from the same attacker (individual hero or squad), the hero makes one roll; the difficulty is increased by +1 for each shot he is attempting to deflect. On a successful roll, he absorbs all damage.
The hero can only use mystical shield to deflect shots he sees coming -- that is, if the shooter  is in the hero's 180-degree front arc.
Mystic Bolt: This power is used in the Special Actions Phase. The hero makes an opposed roll against the victim's alteration or Acumen, whichever is higher. If successful, the hero and victim make another set of opposed rolls, this time the victim uses his Physique, unmodified by armor. If the hero wins, the victim is wounded. If the hero wins by 4 or more, the victim is incapacitated.
This power has a range of 6" and the hero must have a LOS to his victim. When used against a squad, roll randomly among the visible squad members to determine the victim.
Divination Powers
A character who has learned this skill can detect anything in existence, learn about her surroundings, and touch and influence minds.
Detect the Living: The hero uses this power to spot hidden targets. In any Special Actions Phase, the hero may attempt to discover the location of characters/squads which are hidden. During the Special Actions Phase, the hero nominates a 6" by 6" section of the battlefield, and announces that he is using life detection.
The opposing player checks to see if anything is there, but does not immediately tell the other player. The two sides make opposed dice rolls, even if the opposing player knows that there is nothing to find. The opposing player keeps his roll hidden from the other player (his opponent will just have to trust him).
The casting player's score is based upon his roll, plus his divination skill level. The opposing player's score depends upon what is there: if the area is empty, his score is simply his unmodified die roll. If a single squad or hero is there, his score is his die roll, plus the squad's or hero's alteration or Acumen score, whichever is higher. If multiple squads/heroes are there, the opposing player's score is based upon the squad/hero with the highest alteration or Acumen score.
If the casting player wins, the opposing player must announced that the hero sensed something there, and tell him how many soldiers are in the squad he sensed, or that there is only one figure there, if a hero was sensed. If nothing was there, he tells the sending player so. He need not reveal all of the squads/heroes in the area, just the one who Acumen or alteration score he based his roll on.
If the opposing player wins, he simply tells the sensing player that he sensed nothing there.
Scrying: The ability to read the thoughts and emotions of others. A hero using this power can learn about the skills and attributes of opposing squads/heroes within his line of sight. The skill is used in the Special Actions Phase.
The hero and the character he is using this power against make opposed rolls, with the hero using his sense level, and the defender using his alteration or Acumen, whichever is higher. If the hero wins, he may examine the other squad's/hero's record sheet.
When successfully used against a squad, this power allows the hero to learn who the commander of the squad is. 
Alteration Powers
To use these, the hero must have the alteration skill.
Bless Weapon: This power allows a hero to use a melee weapon more effectively. It is used in the Close Combat Phase, just before the hero is involved in combat. The difficulty for the skill test is 6.
If the hero succeeds, he may add his alteration skill level to his melee combat skill rolls, and add his alteration level to the weapon's Damage Strength. These benefits last for the duration of the combat, or until the hero is wounded or incapacitated, whichever comes first.
If the hero does not succeed at the melee combat test, he must use his unmodified melee combat skill and the melee Damage Strength. He may not attempt to use enhanced melee combat again for the duration of the combat.
A hero must have a magical weapon in order to attempt to parry missile weapons with his melee weapon. He may also try to use this power to enhance his parrying attempt. When a hero is shot at, and decides to parry the missile weapons, he may make an enhanced melee combat skill test against a difficulty of 8. If he succeeds, he gains the enhancements outlined above for the duration of that Ranged Combat Phase. The benefits cease if the hero is wounded.
Charm: The hero can use this power to affect the mind of his opponents. This power is used during the Special Actions Phase to confuse heroes or commanders of the opposing squads, causing them to fight poorly in the following turn. 
The hero must be able to see his target. He can pick any enemy sergeant or hero he can see. The two make opposed rolls, the enemy using his alteration or Acumen, whichever is higher. If the hero equals or beats the enemy's roll, he confuses him, causing the squad or hero to fight the following turn with a -2 penalty to all skill levels. A skill cannot be reduced to a negative number. The lowest it can become is zero.
If the hero beats the enemy hero's or sergeant's roll by four or more, he also causes him to immediately withdraw 4", following the normal rules for withdrawing (see "Close Combat").

Fear: The hero can use this power to attempt to demoralize enemy squads. The hero can use this power only on squads that he can see. The hero makes an opposed roll against the enemy commander's command skill; if the hero wins, the enemy squad must make an immediate morale test. The threat level of the test is the amount the hero's roll beat the commander's roll. All effects are immediately put into play -- if the squad breaks, it immediately runs away, and if it beats the morale difficulty by 4 or more, it immediately gains a morale level, etc.
Apportation Powers
This skill allows a character to alter temporarily the location people and things within the universe.
Telekinesis: The hero can use this power to hurl objects at opponents.
When attacking enemies, the hero uses this power in place of his ranged combat attack. The hero must have a line of sight to his target. The difficulty of the attack is not modified by range or terrain; instead, it is determined by the size of the object he is hurling. A hero can use this power over any distance providing he can see his target.
If the hero sends something small at the opponent, the attack is difficulty 4, and, if it hits, it has a Damage Strength of 1.
If the hero sends something of moderate size at the opponent, the attack is difficulty 6, and it has a Damage Strength of 3.
If the hero sends something large at his opponent, the attack is difficulty 8, and has a Damage Strength of 5.
A hero can attempt to dodge the attack, following the normal rules for dodging.
Note that the object is assumed to be something lying nearby to the hero, rocks, crates, etc., not necessarily an item actually represented on the battlefield -- a hero standing in the middle of a clear field with no terrain features could still find something to telekinese.
When used against an enemy squad, the shot is randomized among visible targets, unless the hero wishes to increase the difficulty of the shot by +4, in which case he can pick his victim.
Hero Creation
Creating a hero is a process very similar to creating a squad. You can create a hero from scratch, or use one or more of your player characters from the OpenD6 Fantasy roleplaying game. If you are using a pre-existing character from the roleplaying game, you can skip the next section and proceed directly to "Generating Heroes."
Creating a Hero From Scratch
You create a hero the same way you create a character for the roleplaying game. Choose one of the character templates and create your hero. Then transfer the attributes and skill codes to the Hero Record Sheet. Remember to round one pip down and two pips up. The same procedure can be used in OpenD6 Fantasy Miniatures to create a hero on the Hero Record Sheet.
Here's a brief rundown of the process if you're not familiar with the roleplaying game. You begin with 18 points to distribute among the hero's attributes. No attribute can have more than four points or less than two points. Each Magic skill costs one point of the initial 18 points. No Magic skill begins with more than one point.
Now take seven more points and distribute them among the skills. Each skill starts at the level of the attribute it falls under. Additional points increase the skill they are applied to.
Example: A hero is created with an Agility of 3. Therefore all Agility skills begin at a level of 3. If a player allocates two of the additional seven points to the marksmanship skill, the hero has a marksmanship skill of 5.
These points can be used to increase Magic skills. No skill can be increased by more than two points.
Generating Heroes
Once you've created your hero, or have your player character's character template ready, you can prepare the Hero Record Sheet. Enter the hero's Move. Fill in the attributes and skill codes. 
As heroes can do more on the battlefield, and can utilize special skills, there are more skills listed on the hero Record Sheet than on the Squad Record Sheet. This also makes heroes more valuable; each attribute and skill point costs two Squad Generation Points. Enter the cost of each attribute and skill in the cost section. Specializations are treated as regular skills. Add up the costs of the hero's Move, attribute codes, and skill increases. Multiply by two to find the "Skills Total."
Weapons and Armor
These are handled just as they are for squads. Enter the name, damage, ranges and cost of the weapons. Enter the type, modifiers and cost of any armor worn. Add these costs to the "Skills Total" to get the "Skills/Weapons/Armor" total.
Magic Users
If your hero has Magic abilities, use the section of the sheet dedicated to this. The ability to have magic powers costs 25 SGPs. Write "25" in the "Magic Use" space. Magic skill codes are entered on the lines below. Each point of Metaphysics skill costs 4 SGPs. Multiply the skill codes by four and enter the cost.
Now choose the Magic Powers your hero can utilize. Each Magic power costs five points. Write in the name of the power on a line, then cross out the Magic skill(s) which do not affect the power. These are provided as a handy reminder for use during the game. Enter the SGP cost for the power to the right of the skill(s).
Example: A player chooses detect the living for his hero. Detect the living is based on the Divination skill, so the player crosses out the "A", "C", and "L" portions.
Fate Points
Fate Points are available to any hero, not just those who can use Fate skills. They represent "trusting to the universe." How many Fate Points a hero has available for a game is determined by rolling a die and consulting the "Metaphysics Points Table."
Fate Points Table

		Roll

		Fate Points



		1-2

		1



		3-4

		2



		5

		3



		6

		3 plus rollover







The player must declare how many rolls he will make before rolling the die. Each roll on the table costs 10 SGPs. If a "6" is rolled the player can roll again at no extra cost and add the new points obtained to his total. A player can reroll as many times as a "6" is rolled.
Add up the Fate Points obtained and enter them in the "Fate Points" section of the Hero Record Sheet. Fill in the number of rolls taken in the "Fate Point Rolls" section of the Hero Record Sheet. Multiply this number by ten and record the SGP cost. Total the SGPs from "Magic Use", "Magic Skills", "Magic Powers", and "Fate Point Rolls" to get a total Metaphysics SGPs cost.
Completing the Hero
Add up the "Magic Total", the "Skills/Weapons/Armor" total and the "Base Cost" of the hero (a hero automatically costs 30 SGPs for being a hero). This is the total SGP cost of the hero.
Determine "Movement Rates" as explained in the "Movement Rates" section and fill in the information on the Hero Record Sheet. Your hero is now ready for action.
Chapter Twelve: Creatures

While the number of races inhabiting the world can seem vast, the number of creatures to be found on is even greater. Cataloguing even a fraction of their number would be a work far beyond the scope of this document. Fortunately, most creatures never appear on the field of battle.
Although relatively few of these creatures ever make it to the battlefield, the rules provided below will allow you to handle them when they do show up. Following the rules is a listing of the more common creatures likely to be found on a battlefield.

Using Creatures
Creatures are best used by the gamemaster. A creature makes a nifty surprise for the combatants when it pops up out of a cave in the middle of a battle, or is lurking in the corridors of a dungeon that a squad is searching. It could also be the objective that either or both sides need to retrieve from the battlefield. Perhaps the Goblin troops are aiding some barbarian who use hunting packs or some outré cavalry in battle.
Each of these ideas could make for an interesting and fun scenario. The gamemaster will need to set up the conditions for the creatures' appearances, or the players can mutually agree on the use of creatures in a game.
Attributes
Creatures have less attributes than soldiers, and generally no skills. They are not subject to morale. The attributes they do possess are Agility, Physique, and Acumn.
AGI: Agility affects movement.
PHY: Physique is used to resist damage in an opposed skill test. It is also used for attacks when creatures do not have an attack skill.
ACU: Acumen is used to determine if a creature has noticed something.
Ratings
In addition to attributes, a creature has a Move and a Movement Rate, and may have an Orneriness Code and one or more Attack Forms.
Move: The creature's basic movement capability.
Movement Rate: This is the maximum distance in inches that the creature can move in a Movement Phase.
Orneriness Code: This rating is used when it becomes necessary to test whether the rider can retain control of the creature he is riding (see "Mounts" below).
Attack Forms: These are the methods whereby a creature can inflict damage, and includes the Damage Strengths of the attacks.
A creature's attributes and ratings can be found in the "Creature Chart."
Bases
Unless the creature is man-sized and man-shaped, it will most likely require a larger base than your typical soldier is mounted upon. A good rule of thumb is to use a base one inch wide by two inches long for a horse-sized creature. However, the size of the base will often be determined by the size of the miniature figure you are using; use a base big enough to support the figure.
The creature's front, back and sides are defined by the 90-degree arc extending from the corners of the base. If the creature is on a circular base, the arcs are figured from the center of the base, with the front arc centered on the direction the figure is facing. These directions are used in determining whether a creature can attack (see "Attack Forms" below).
Movement
Each creature has a Movement Rate. Like the Movement Rate for a soldier, this determines how far a creature may move in a given Movement Phase. Unlike a soldier, a creature has only one Movement Rate.
A creature's Movement Rate is determined like the Run Rate of a soldier -- add the creature's Agility to its Move. This is the Movement Rate in inches.
The creature can move a number of inches up to and including its Movement Rate. A creature's movement is affected by the terrain it moves over, as though it were a soldier.
Combat
Creatures attack in close combat. Creatures charge into close combat, but they do not take a morale test in order to do so. Soldiers charged by creatures may use defensive fire.
Combat is resolved as for close combat. The Damage Strength of a creature's Attack Form is added to its die roll in an opposed skill test. If damage is inflicted, it is worked out normally. If the creature wins the combat, use the Damage Strength of the Attack Form. If the creature loses, use its Physique attribute.
Attack Forms
A creature may have one or more forms of attacking an opponent. Each Attack Form is listed for a creature in the "Creature Chart." Following the form is the Damage Strength of the attack, in parentheses. The various Attack Forms are described below.
Bite: The creature uses its long fangs to bite an opponent. A bite attack is made to the front.
Claw: The creature has formidable claws on its arms or forward appendages. A claw attack can be made to the front and sides.
Horn: Creatures with horns can make a butting attack. Horn attacks are made to the front.
Tail: The creature has a long tail with which it can lash out at opponents. Tail attacks can be made to the back and sides.
Trample: Some creatures are large enough to be able to step on and crush an opponent. Trample attacks can be made in any direction.
A creature with more than one Attack Form is able to make multiple attacks in the Close Combat Phase. It gets one attack per Attack Form. A creature need not use all of its Attack Forms in the Phase. A creature making multiple attacks suffers no penalty for doing so. A creature may also attack multiple targets, but does so at -2 to each attack roll for each target beyond the first. All targets must be in base-to-base contact.
Creature Costs
The cost of a creature in Squad Generation Points is determined in a manner similar to that for soldiers and squads. A Creature Record Sheet is provided at the end of this document.
The procedure for filling out the sheet is as follows. Write in the name of the creature. Fill in the Agility, Physique, and Acumen attributes and the Move in the appropriate spaces. Enter the Movement Rate. Write in the Orneriness Code, if applicable. Then write in the creature's Attack Forms and the Damage Strength of each attack. The point cost is equal to the Damage.
Total all costs and enter the number (note that the Orneriness code is not added in). Multiply that number by the number of Attack forms the creature has; the result is the cost of the creature in Squad Generation Points.
To calculate the cost of a "pack" of the creatures, simply multiply the creature's cost by the number of creatures. Keep track of any special features the creature might have.
In the "Creature Chart" we have provided the point cost of the creatures listed.
Mounts
Carrying riders into battle is the reason most creatures end up in the field. Although there is a wide variety of vehicles available, there are places which are too primitive to have developed, and there are others where environmental conditions preclude the use of vehicles. Under those circumstances, creatures are often pressed into service.
Only creatures with an Orneriness Code may be ridden.
Movement
A creature used as a mount moves normally. A soldier can mount or dismount a creature during the Movement Phase. The creature cannot have moved this phase, but it may move afterwards (see below). It costs a soldier half of his Movement Rate to mount or dismount.
When mounting a creature, a soldier must make an opposed skill test, pitting his riding skill against the creature's Orneriness Code. If the soldier does not succeed in mounting the creature, he may not move further that phase. If he succeeds, he has mounted the creature and the creature may move up to half its Movement Rate.
A soldier may dismount freely. After a soldier dismounts, both her and the creature may move up to half their respective Movement Rates.
Ranged combat
During the Ranged combat Phase, a soldier may fire from the back of a creature he is riding. If the creature is standing still, the soldier may fire normally.
A soldier may shoot from the back of a moving creature. A soldier doing so cannot fire at targets at long range, and has his difficulty number increased by +1 for firing from a moving surface.
Hitting Mounts and Riders
When a soldier riding a creature is targeted, there is a possibility that the mount will be hit. Roll a die; on a roll of 5 or 6 the creature being ridden is hit. If the creature is large (over 3 meters tall or long), it is hit on a roll of 4, 5 or 6. Resolve damage against the creature's Physique. For results of a hit, see the "Damage" section below.
Close combat
Combat involving mounts takes two forms. A soldier can fight from a creature's back, or the creature itself may fight. Sometimes both may do so.
In order for a creature to make an attack when it is used as a mount the rider must make an opposed riding skill test against the creature's Orneriness Code during the Close combat Phase. If he succeeds , the creature may make an attack. If he fails, the creature may not attack.
It is also possible for a mounted rider to make a close combat attack. The opponent must be in one of the creature's side arcs and the rider must succeed in a difficulty 6 riding skill test. If he fails, the rider cannot attack this phase.
In order to make a close combat attack from the back of a large creature (one that is at least 3 meters tall), a soldier must be equipped with a suitably long weapon, such as a spear or pike.
Damage
As a result of being hit, riders, mounts or other creatures may take damage. The results of this damage vary depending on which is hit and how badly.
Damage to Riders
A rider who becomes wounded during a combat phase must make an opposed skill test (riding skill versus Orneriness Code) to remain mounted. Remember to reduce the rider's skill by -1 if he is wounded. If the test is successful, the rider remains on the creature's back, otherwise he falls off his mount.
Use a Template to determine in which direction the rider falls. Place the template over the mount and roll a die. Then place a figure, representing the rider, in base-to-base contact with the mount in the direction indicated by the die roll.
Finally, if the creature is horse-sized or less, remove the creature figure; it is assumed to have run off the battlefield. A larger creature is left in place and "runs amok" (see "Running Amok").
If a soldier is incapacitated, rider and mount are removed from the tabletop, except for large creatures which run amok.
Damage to Creatures
Wounded creatures fall down. If the creature is not a mount, in the next Movement Phase it runs amok.
When a wounded mount falls down the rider must make a difficulty 6 riding test to avoid being trapped by it. If he succeeds, the rider is placed within 1" of the mount in a direction of the player's choosing. 
If he fails, the creature has fallen on him. The rider is placed prone in either of the creature's side arcs and may not move until the creature stands up (lay the creature figure down over the soldier figure). The rider also takes damage; resolve an opposed Physique test against the creature's Physique.
A wounded creature can stand up in the next Movement Phase at a cost of 2". The rider may then attempt to mount the creature, as described above (see "Movement"). If he fails, the beast runs amok.
A creature which is incapacitated is handled like a wounded creature, except that the figure is removed from play after all other effects are determined. If the creature has fallen on its rider, the figure should be left on the table. Each turn the pinned rider may attempt to pull himself free by opposing his Physique against the creature's Physique. If he succeeds in freeing himself from the weight of the creature, the rider may move normally, and the creature is removed from the table.
Large Creatures
When a large creature (over three meters tall or long) falls over, due to wounds or incapacitation, it may fall on adjoining troops (adjoining troops are those within 1.5" of the creature's base). Roll a die. If the result is 6 then the creature has indeed fallen on adjoining troops. If adjoining soldiers are in more than one of the creature's attack arcs, randomly determine which soldiers it falls on.
All soldiers fallen upon must make opposed Physique tests to avoid damage. They are not trapped under the creature. Incapacitated large creatures are left on the table: they make good obstacles and provide light cover.
Running Amok
At times, a creature may become spooked by all the noise and activity on the battlefield. Wounded creatures tend to bolt. If a rider cannot maintain control of his mount under these circumstances, it runs amok. Unridden creatures always run amok when wounded.
A creature which is running amok runs at its full movement rate in a random direction. Place the Template over the creature. Orient the template so that the "Direction of Throw" corresponds to the direction the creature is facing. Roll a die, but reroll if a 4 comes up. The creature moves its full movement rate in the direction indicated by the die roll.
If the creature's move brings it into base-to-base contact with any figure (soldier, hero, creature, vehicle -- friendly or not), it halts and attacks. The attack is resolved immediately. Figures involved in the attack may not move in the current Movement Phase unless they have already done so.
If the creature's move brings it up against a terrain feature it cannot cross, or one it would not (such as a chasm, cliff, barbed wire, etc.), it halts its move adjacent to the feature. If the creature is still running amok in the next Movement Phase, roll for direction until a logical direction is determined (the creature will not keep running toward the obstructing feature).
A creature which runs off the edge of the table is removed from play.
Regaining Control
At the beginning of each Movement Phase a die is rolled for each creature running amok. If the roll is greater than the creature's Orneriness Code, it stops running amok. The creature stays where it is. It may be mounted by any soldier or hero who beats its Orneriness Code with his riding skill. If the soldier or hero fails to mount, the creature runs amok again.
Point Costs for Mounts
A creature used as a mount costs the same number of Squad Generation Points as the unmounted creature. However, the squad pays a cost for using mounts. The cost per mount used by the squad is dependent on the Orneriness Code of the mount. Consult the following chart for the modifier to the cost of the mount, and add it to the base cost of 5 SGPs for a mount.
Mount Cost Modifier Chart

		Orneriness Code

		Modifier



		1

		6



		2

		5



		3

		4



		4

		3



		5

		2






Example: A horned theropod has an Orneriness Code of 1. Each horned theropod used as a mount costs a squad 11 SGPs.
When a squad is mounted, fill out a Creature Record Sheet for the number of creatures ridden, then add the cost of the creatures and the cost for mount into the squad's total by writing it on the "Other Costs" line of the Squad Record Sheet.
You can clip or staple the Creature Record Sheet to the Squad Record Sheet so that you have all the information in one place.

Sample Completed Creature Record Sheet
CREATURE: Pit Monster
MOVEMENT RATE: 24
ORNERINESS: 0
AGI: 4 (COST 4)
PHY: 7 (10) (COST 10)
ACU: 1 (COST 1)
MOVE: 20 (COST 20)

		ATTACK FORM

		DAMAGE

		COST



		Claw (PHY+3)

		10

		10



		Bite (PHY+5)

		12

		12



		

		

		



		

		

		





CREATURE COST: 114 (AGI+PHY+ACU+MOVE+DAMAGE COST X # OF ATTACK FORMS)
PACK COST: 114 (CREATURE COST X # OF CREATURES)
SPECIAL FEATURES: Big, mean, and ugly. Armored skin: +3 to STR.



Chapter Thirteen: Advanced Terrain

Overview
This section describes additional types of terrain that can be used in OpenD6 Space Miniatures games. As these terrain types add extra complexity to the game, you may wish to wait until you are fully familiar with the Basic Game before using them, or only use them under the control of a gamemaster.
Note: All advanced terrain rules are optional; the special effects sections contain additional effects which are even more optional and should be used only if both players agree or under the control of a gamemaster.
Weather Effects
The effects of weather, or planetary environment, can have a great influence on the course of a battle. The following weather effects may be combined together to produce even more unusual conditions. For example, a battle could take place on a world subject to high winds which is currently experiencing a snow storm.
Where a range of effects are given for a weather effect, it can be determined by the mutual consent of the players, by the gamemaster, or randomly by rolling dice. For example, rain reduces visibility to between five and twenty tabletop inches. The gamemaster or players can set visibility as low as 5", as high as 20", or anywhere in between. Alternatively, 3D+2 could be rolled to determine visibility.
Fog/Mist
This reduces visibility -- typically to 6", though especially heavy fog or mist may reduce it even further (gamemaster's choice). The fog/mist may be localized, covering only a portion of the battlefield, or it may cover the entire tabletop.
During the course of the game, the fog/mist may lift. At the end of the Special Actions Phase, one player rolls two dice and adds them together: if he rolls 10 or higher, the fog/mist begins to lift. Visibility increases by 1" each turn.
Infravison negate the effects of fog.
Special Effects: Fog/mist may be toxic, affecting soldiers each turn they remain within it. At the end of the Special Actions Phase, any soldier in poison fog has to make an opposed Physique roll. Toxic fog has a Strength of 0 to 3, as determined by the gamemaster or players at the start of the game. Alternatively, roll 1D: 1 = 0; 2-3 = 1; 4-5 = 2; 6 = 3.
Some fog/mist may be corrosive, possibly damaging metal weapons. At the end of the Special Actions Phase, any equipment in the corrosive fog must make an opposed Strength roll against the corrosive fog's Strength of 0 to 2 (choose or roll 1D: 1-2 = 0; 3-4 = 1; 5-6 =2). Weapons have the same Physique as their Damage Strength. A wound result reduces the weapon's Damage Strength by one; incapacitated results destroy the weapon. 
Rain
Rain reduces visibility to from 5" to 20" (3D+2). Nightvision negate the effects of rain.
At the end of the Special Actions Phase, roll two dice to see if the rain continues: on a roll of 11 or higher, the rain ends. Otherwise, it continues. If the rain continues for 10 turns, the ground becomes muddy (see "Ground Effects").
Special Effects: On inhospitable planets, rain also may be toxic/corrosive, with the same effects as for fog/mist, above.
Heavy rain may cause rivers, creeks, lakes and other bodies of water to rise and flood. At the end of the Special Actions Phase, a gamemaster may increase the size of the area covered by the water by up to a tabletop inch per turn, thereby washing out bridges, roads, and buildings.
Snow
Reduces visibility range to from 5" to 20" (3d+2). Thermal Nightvision Binoculars negate the effects of snow.
At the end of the Special Actions Phase, roll two dice; if the roll is 11 or higher, the snow stops. After it has snowed for 10 turns, the ground becomes "snow-covered" (see "Ground Effects"). A battlefield can always start snow-covered if desired by the players or the gamemaster.
Special Effects: Blizzard conditions may seriously disrupt a squad's ability to maintain coherency by cutting its command distance in half.
High Winds
High winds make it difficult to fire weapons with accuracy, increasing the difficulty of all shots from +1 to +3 (roll 1D: 1-2 = +1; 3-4 = +2; 5-6 = +3). Soldiers, heroes with Physique attributes of a 4 or higher are not affected.
At the end of the Special Actions Phase, roll two dice: On a roll 2 or 3, the wind decreases, reducing the increased difficulty of ranged combat by -1 (to a minimum of 0, of course). On a roll of 11 or 12, the wind increases in velocity, increasing the difficulty of ranged combat by a further +1. If this increases the wind difficulty to +4, figures with a Physique of 4 are affected by it; if it later increases to +5, figures with a Physique of 5 are affected, and so on.
Special Effects: Small-sized soldiers, particularly Halflings, may be seriously hampered by high winds. Reduce their Movement Rates by half. In addition, when they attempt to move, each soldier or hero must make a Physique roll: if they roll 3 or less, they fall prone. A gamemaster may decide that they are instead blown off-course, and pushed up to 3" in the direction the wind is blowing.
Extreme Heat
Extreme heat can seriously weaken those not acclimated or wearing protective clothing, particularly during the rigors of combat. Every five rounds, during the Special Actions Phase, make a single Physique roll for each squad, hero, and creature. Depending upon the ferocity of the heat, the difficulty of the roll will be between 2 and 5 (roll 1D: 1 = 2; 2-3 = 3; 4-5 = 4; 6 = 5). If the figure passes the test, it is unaffected; if it fails, its Physique is reduced by one (to a minimum of one) for the remainder of the game.
Natives to hot areas do not have to make the roll. Beings covered with fur (Pygmaepithecus and Celestial Gigantopithecus, and so forth) have an increased difficulty of +1.
Special Effects: Specific areas on the battlefield may be even hotter than others. There may be a 3" band surrounding a lava stream or pool with a difficulty number as high as 6. During the Special Actions Phase, roll a single die for any flammables brought within that distance; on a roll of 1, the things catch fire.
Extreme Cold
Extreme cold has much the same effects as extreme heat, causing squads, heroes, and creatures to make Physique rolls against a difficulty number of 2 to 5 (roll 1D: 1 = 2; 2-3 = 3; 4-5 = 4; 6 = 5) every five turns to avoid becoming weakened. If the test is passed, no ill effects are suffered; if it is failed the figure's Physique is reduced by one (to a minimum of one) for the remainder of the game.
Heavy clothing, fur-covered creatures battle armor reduce the difficulty of the roll by -2.  Natives to cold-weather areas are not affected by the cold.
Special Effects: Water may freeze in very cold weather, converting streams, lakes, and so forth into clear terrain. Typically, this will not happen during the course of battle, but will be in effect from the start of the game. Of course, a stream may be frozen only on the surface, and there is only one way to find out if it will actually bear a soldier's weight. If there is a chance of the ice breaking, a Physique of 0-3 can be assigned and opposed to a figure's Physique. If the figure beats the Physique of the ice, the figure falls through and is immediately affected by the extreme cold of the water. Figures and creatures may have to swim, depending on the depth of the water.
Darkness
Darkness reduces visibility to 2-12" (2D) depending on the amount of light cast by stars, moons, or glowing rocks, fungi, lava pools, etc.
Increasing Visibility in the Dark
Various items of equipment can be used to increase illumination. A glowstone spell  or torch (1 SGP cost) increase the holder's visibility to 4", but the holder becomes a very visible target to all within LOS. A Flame Template increases visibility to 10" (though, once again, those beyond that range will be able to see and shoot at anyone within that range).
Nightvision negate the effects of darkness without making the user visible.
Ground Effects
The effects of weather can alter a battlefield's terrain dramatically.
Mud and Snow
Mud and snow convert clear terrain into rough terrain, doubling the cost of movement. They have no additional effect upon other types of terrain. Mud has no effect upon paved surfaces.
Special Effects: Mud has especially unpleasant effects upon heavily-traveled dirt roads or paths, making them into very rough terrain.
Snow may form huge drifts. These may be composed of soft snow, in which case they are impassable and merely block movement and ranged combat; or the drift may be made of frozen snow, in which case they may be climbed with care, and for all purposes treated like difficult hills.
Fire
During the course of a battle, parts of the battlefield may catch on fire, particularly if the combatants are employing magics. For game purposes, flames cover 2" hexagonal areas, as represented by the Flame Effect Templates at the end of this document. If you are going to use fire in your game, you should make copies of the templates and paint them a suitable color (orange or red).
Starting Fires
A jet of flame spell automatically starts a fire. Heroes or soldiers may also start fires; a hero or soldier next to or in a building or other burnable area during the Special Actions Phase may attempt to set it on fire. Roll a die; a hero/soldier sets on fire a normal building, woods, or shrubs if he rolls a "1"; dry woods (as defined by the gamemaster or the players), and wooden buildings are set on fire on a roll of 1-2.
Spreading Flames
Though most fires begin as a single template, during the course of the battle a fire may spread. As the fire spreads, additional fire templates are placed adjacent to the existing ones. As the fire burns itself out, fire templates are removed. All adjacent fire templates are considered to be part of the same fire.
During the Special Actions Phase, roll a die for each fire (not each fire template) on the tabletop. On a roll of 1-2, the fire burns down; remove the earliest-placed fire template. On a roll of 3-4, the fire stays the same. On a roll of 5-6, the fire spreads; place an additional template adjacent to the latest-placed template, according to the following rules.
Each template is numbered 2-12; when you place the first fire template, orient it so that the "Wind Direction" arrow points in the direction that the wind is blowing (determined at random or by the gamemaster). When adding a Flame Effect Template, roll two dice and place the new template next to that number on the previous template. Orient the new template so that the "Wind Direction" arrow on it, too, points in the direction that the wind is blowing. This ensures that the fire tends to burn down-wind.
Fires in especially flammable woods or wooden buildings may have an increased chance of spreading and a decreased chance of staying the same or going out.
Effects on Fire

		Condition

		Burns Down

		Stays the Same

		Fire Spreads



		Normal

		1-2

		3-4

		5-6



		Dry Woods

		1

		2-4

		5-6



		Wooden Building

		1

		2-3

		4-6






High winds increase the likelihood of fires spreading: add +1 to each roll, except a roll of 1 which remains 1. Snow and rain increase the chance of a fire burning down; subtract -1 from each roll. In the event of rain and high wind together, the two cancel each other out.
Areas where fires have burned through may be filled with smoke for two or more rounds after the fire burns out (see "Smoke").

Impenetrable Barriers
Fire will not cross water, bare trenches or roads of more than 3" in width. It also will not spread into a metal building with a Physique of 4 or greater. If the spread roll for the fire indicates that it is to do so, the fire instead spreads from the earliest-placed fire template for that fire. From then on, all other templates will be placed from that template, until it, too, reaches an impassable barrier.

Effects of Fire
Any soldier in a Flame Effect Template must make a damage roll against the fire's Strength of 4 in the Special Actions Phase. If they do explode, treat the explosion as a normal attack by that weapon.
The difficulty of a ranged combat shot is increased by +1 for each fire template that it passes through.
Fire will also damage buildings, attacking them with a Strength of 4. The fire will not spread into a closed building until the damage it inflicts equals the building's Strength rating (see "Buildings").
Special Effects: The direction of the wind may change, sending a fire back toward those who set it. This can be determined randomly by rolling a die each Special Actions Phase; on a roll of 6 the wind changes direction. Roll a die and consult a fire template to find the new direction. To ensure that the wind changes, treat a roll of 6, 7, or 8 as a 12.

Smoke
Ooccasionally, buildings or woods catch fire -- particularly when a soldier is using a flaming attack. Smoke templates have a radius of 2.5" (use a 2.5" Burst Template). When a building or wood catches fire, place a smoke template so that it is half under the Flame Effect Template, but with its edge extending from the Flame Effect Template in the direction that the wind is blowing. If the fire spreads, additional smoke templates are added, but only to templates which have edges in the direction of the wind.
Smoke does not block LOS, but it increases the difficulty of ranged combat by +2 for each smoke template the shot passes through. Note that smoke templates can overlap with each overlapping template adding to the difficulty of a ranged combat shot. For example, a shot passing through an area where two smoke templates overlap would have its difficulty number increased by +4.

Buildings
Though most of OpenD6 Fantasy Miniatures takes place outdoors, there may be occasions when soldiers battle indoors. The standard combat rules cover most situations, but some aspects of indoor combat need special rules.

Visibility
Most buildings are well-lit. Even if night time, torches and firepits are lit, and visibility extends until it crosses blocking terrain. If, however, all the lights are cut off, rooms and corridors without exterior doors or windows will become dark, reducing visibility to 2".

Walls and Doors
If a closed door is unlocked, it takes 1" of movement to open it. If it is locked, it must be kicked down, chopped through, or unlocked. Walls, too, can be kicked down or blown open.
Walls and doors have "Physique ratings," determining how easy they are to break through; doors also have "security ratings," determining how difficult their locks are.

Obstructions Physique and Security Ratings Chart

		Obstruction

		Physique

		Security Rating



		Wooden Partition

		2

		-



		Mud/Clay/Brick Wall

		4

		-



		Stone Wall

		6

		-



		Reinforced Stone Wall

		8

		-



		Flimsy Door

		1

		1



		Wooden Door

		3

		2



		Reinforced Door

		4

		2



		Iron Door

		6

		6



		Portcullis Door

		8

		4






Unlocking Locked Doors
All defenders within a building are assumed to be able to open, close and lock doors at all times, at a 1" movement cost. Intruders, however, must overcome the doors' security rating to do so. During the Special Actions Phase, the soldier must be adjacent to the door; he makes an opposed roll, his Technical attribute or appropriate skill against the door's security rating. If he beats the door's security, he unlocks it and may open it in the following Movement Phase.

Breaking Through Doors and Walls
Walls and doors have Physique ratings of from 1 to 10. Soldiers must overcome these Physique ratings to break through the obstructions.

Smashing Through
A soldier can attempt to kick open or push his way through an obstruction with a Physique rating of 4 or less. During the Close combat Phase, in place of his attack, he makes an opposed Physique roll, pitting his Physique against the obstruction's Physique rating. If he rolls 4 or more higher than the obstruction's roll, he has made a man-sized hole in the wall, or battered the door down.

One or two (but no more) adjacent soldiers can assist the soldier in his attempt; for each additional soldier helping him, the soldier adds +1 to his roll.

Floors and Stairs 
In games taking place inside buildings, more than one floor of the building can be the scene of fighting. Setting up the different floors of a building upon a tabletop is not as daunting as it may first appear, providing the individual floors are not too big.

For example, a two-story building could be set out so that each of its floors takes up half of the table. Three-story buildings would take a third of the table for each floor, and so on.

Obviously, large tower blocks are out of the question, but interesting games can be played by noting the positions and movements of troops on scale maps. The table is only set up and the figures placed on it when opposing soldiers meet. After fighting a battle on one floor, another floor can be set up on the table and the next battle fought.

When fighting battles involving multiple floors of a building, be sure to note where stairs, ladders and elevators enter and leave each floor, and to note the distances between floors.

Stairs: Stairs count as rough terrain. Soldiers can move on them as any other terrain.

Ladders: Ladders count as very rough terrain. When climbing a ladder, soldiers move vertically from one floor to another. So a soldier with a walking Movement Rate of 8" would climb 2" per turn (4 meters).



Chapter Fourteen: Figures and Scenery

Now that you know how to play the game, you'll want to prepare both your forces and the battlefield. If you haven't done anything like this before, it may seem a bit daunting. But if you give it a try, you'll find yourself turning out some very respectable figures and scenery in no time. Painting figures and scenery can be a very enjoyable hobby in its own right.
There have been many books and magazine articles written about painting miniatures and building scenery (an especially good source for books and materials for scenery building is a model rail road shop). What we've provided below is a quick and dirty introduction to the art and hobby of miniatures painting. It is far from comprehensive, but it will help you get started.
As you progress, you'll no doubt move on to those sources mentioned above and expand your talents and pleasure greatly.
Figure Painting
Before beginning to turn out your armies, you need to gather some equipment. You'll need brushes, paints, water, thinner or turpentine, a hobby knife, sandpaper, files, toothpicks, epoxy, and some rags.
Brushes
The brushes you use should be good quality. This is an instance where you don't want to scrimp on quality. Buy sable brushes. Good sable brushes are expensive, but worth the investment; they will last a long time if properly taken care of. When buying brushes select only those that taper to a sharp point. A brush with a ragged end, or one that looks like a mop, is useless -- you'll end up spattering paint all over your figures.
You'll need a #1 brush for general work. A #1 brush can be used for detail work, but as that takes some practice, you may want to have a #0 or #00 to start out.
Paints
The type of paint you use is mainly a matter of personal preference. There are a few types that are commonly used for painting figures.
Enamel paints are a popular choice. These are the paints that are used primarily on plastic model kits but they do an excellent job on miniatures. Enamels cover well, but require thinner or turpentine to clean.
Acrylics are also becoming very popular, especially now that many manufacturers are coming out with their own versions designed specifically for miniatures painting. Acrylics are thinned and cleaned with water, but dry to a waterproof finish.
Some figure painters like to use artists' oil paints. These paints are good when you want to do a lot of blending and special effects. A major drawback is that they take a long time to dry. Oils are better suited for painting collector figures than for mass producing armies. 
Also used for collector figures are drawing inks. You can get some very nice finishes using successive washes of inks.
Knives, Sandpaper and Files
These are tools you'll use to clean and prepare your miniatures. Hobby knives with #11 and #16 blades are the most versatile. A few small needle files will let you get into narrow and tight places. A good sandpaper to use for miniatures is an emery board, one of those little sandpaper boards used to shape fingernails.
Epoxy
The best glue to use for assembling, repairing or converting miniatures is five-minute epoxy. It dries quickly and is good for filling gaps. A cyanoacrylate glue ("crazy glue") could also come in handy.
Preparing Your Figures
Before painting your figures, you'll need to prepare them. If you look closely at a figure, you may notice a fine raised line running up it on either side. This is a mold line, which results when the molten metal seeps into the seam between halves of the mold. Sometimes it spreads far enough to form a thin foil-like shape jutting from the figure. This is known as "flash." You may also see plugs of metal stuck to the miniature; these are caused when the metal flows into a vent hole.
All of these features detract from the miniature's appearance and should be removed before painting. Plugs and flash should be cut off with a hobby knife. Exercise caution -- these blades are extremely sharp. Mold lines and remnants of flash can be scraped off with the edge of the knife. Take care not to scrape off any of the details on the figure.
Mold lines can also be removed with fine sandpaper (or emery boards) or needle files. Again, be careful not to obliterate any detail on the figure. You may also want to even out the bottom of the base so that the miniature will stand without wobbling. You don't have to worry about that too much, though, as you will be attaching your figures to bases.
Bases can be made out of just about any material -- wood, plastic, metal, cardboard -- the main consideration is how easy it is to cut. You will want to avoid very smooth materials, like sheets of plastic, as figures on sloping terrain tend to slide to the bottom. A cardboard like 2-ply artist's illustration board or mat board (available in art supply stores) is a good base material. It is relatively sturdy and not too difficult to cut into small bases.
In OpenD6 Space Miniatures we like to use circular bases for the humanoid figures, because we think they look spiffy. A good source of circular bases is a hardware store; look for one-inch fender washers, or any other washer with an outside diameter of one inch. They're sturdy, and you don't have to cut them out.
Glue your figures to their bases with five-minute epoxy. The epoxy will harden in about five minutes, giving you time to mount a batch of miniatures. Give them about 24 hours to fully set. Epoxy is a good adhesive for basing miniatures because it is thick enough to fill gaps. If the bottom of a figure is not totally smooth, the glue will fill the space and your figure will now stand without falling over.
Crazy glues can also be used, but they are not good gap-fillers. They work best when you are adhering two flush-fitting surfaces.
Painting Your Figures
Once your miniatures are prepared and based you're ready to begin painting. The first step is to apply a coat of primer.
The priming coat gives later layers of paint something to adhere to. It also helps your colors appear brighter. For that reason a white primer works better than a gray primer.
You can buy primers wherever you buy your paint. There are also spray primers available. These are useful for priming large amounts of figures. If you are brush priming, use an old brush. This kind of work will ruin your bristles quickly.
Coat the figure thoroughly, but be careful not to use too much paint. You don't want to fill in all the detail with too thick a layer of paint.
Once your figure is primed, it's time to begin painting. There are two methods that work well for painting miniatures for tabletop battles.
Wash and Drybrush
In this method, you start by painting in the colors you want to use on the figure, covering the figure's skin, clothing and equipment with the appropriate colors.
This gives you the basic color scheme, but the figure looks flat. A 25mm figure is too small and the surface detail too shallow to catch the light the way a real person does. Shadows and highlights need to be painted on in order to give the figure a more realistic look and allow it to stand out.
The next step is to mix up a wash of a darker version of the color you are painting. A wash is thinned-down mixture of paint and thinner (or paint and water if you are using acrylics). The wash should be thin enough to flow easily. A ratio of two parts thinner to one part paint works well.
Once the base coat is dry, brush the wash onto the area you are shading. The wash will flow into the crevices and low points, darkening them, but leaving the higher areas lighter. The wash will darken the overall color slightly, so use it sparingly.
When the wash is thoroughly dry, you can add the highlights. The shadows begin to give the figure a sense of depth, but the highlights will really make it pop. Highlights are applied by drybrushing.
Drybrushing is the procedure of lightly brushing on very dry paint. Mix up a lighter version of the base color. Dip your brush in the paint and blot it off on a rag or scrap board. Work it in until you have only some very dry paint left on the bristles (use an old brush for drybrushing; it will ruin a good brush).
Then lightly draw the brush across the surface of the figure. The dry pigment should adhere to the raised surfaces of the area you are painting. The result is that the lighter color rests only on the highest points of the base color, giving the effect of highlights.
With the darker color in the recesses as shadow and the lighter color as highlights, your figure will come to life as a visually appealing gaming piece.
Drybrushing can sometimes be difficult to master, but it is well worth the time learning to do it, as this technique really helps a figure's appearance. It is the main procedure used in the other method of painting your tabletop figures.
Successive Drybrushing
For this method, start by painting your figure with a darker version of the color you want it to be. When the base coat dries, mix up a lighter version of the first coat. Drybrush the figure with this color; but this time, apply the drybrush a bit more heavily, working it deeper into the recesses that you would for a highlight, but not as deep as the shadows.
After that coat dries (drybrushed layers dry fairly quickly), mix up an even lighter version and drybrush it on, but not as deeply as the last coat.
Mix up successively lighter colors, working up through the base color you'd like and up to a highlight version of it. Each new coat of paint should be drybrushed even more lightly. Do this for each area of color and your figure is done.
Assembly-line Painting
Each of the above methods will give you a decent set of figures for gaming with. They may not be masterpieces, but don't feel daunted; you don't need a Mona Lisa to play the game with. Besides, if you spent all that time making art, it would take forever to get some squads into the field.
In order to get more figures done quickly, so you can get that Celestial Cephalopod unit onto the battlefield to surprise those evil government troops, try assembly-line painting. Mount a row of similar figures on a scrap piece of wood. Use a white glue (like Elmer's) to temporarily hold them down.
When you're painting a particular color item, like the uniforms, or the equipment, work down the row of figures painting the area on each one before going onto the next. Then switch to the next color and do the same. You'll soon be turning out squads in no time.
As you progress, you may want to get more detailed in your painting. It may take more time, but there's nothing wrong with that if you're so inclined. There are many accomplished artists out there who can turn a 25mm figure into a work of art. You can take this as far as you want to go with it.
Finishing the Bases
To finish off your figure, you'll want to paint up the base. Our preferred method is with paint and scenic grass.
You can buy scenic grass in hobby shops and model railroad shops. It's a bag full of little green flakes that look like miniature grass.
Paint the base a green that matches the scenic grass (this ensures that the base doesn't show through the grass flakes). When that dries, spread white glue over the base and pour on scenic grass. Tamp it down a bit with your finger to set it in the glue, then pour off the excess grass. Let it dry.
You'll have a nice grassy base that makes the figure look like it's standing on real terrain. It will also make the base blend in with the terrain you're playing on, if you've chosen a matching groundwork. You can drybrush the grass with a light green or a yellow to give the figure extra pizzazz.
If you're using terrain that's not green and grassy, you can do the above, but then paint the grass some otherworldly color. Or use dirt, sand, or fine gravel instead of scenic grass to coat the base for a more "earthy" type of look (paint an appropriate color under the material you are gluing on).
To take the base one step further, you can add some accessories before painting and applying groundwork. We prefer spackling compound (a household filler), as it is ready-mixed and easy to use.
Spread it on the base up to the figure's feet, smoothing out the edges where the figure's base is glued down to the game base. While the spackle is drying, you can embed objects in it; objects like stones, skulls, discarded weapons, or whatever. Then proceed with painting and groundwork as outlined above, watching out for the embedded goodies. These little extras will add character to a figure.
If you don't mind a little bit of the game elements intruding into your figure painting, you can paint little marks along the edge of the base to aid in playing the game. Paint a mark at the front center of the base. Then there's no question as to which way the soldier's facing.
Measure 45 degrees in both directions from the front mark. Paint marks at those points. These marks represent the soldier's front arc for determining what he can fire at. They also help to regulate changing facing when the figure turns.
Protecting Your Figures
So, you've spent all this time painting your miniatures nicely. You'll want to protect all that painstaking work. The best thing to do is apply a clear fixative or varnish.
There are many brush-on varieties available. Most paint manufacturers make their own version. There are also spray cans available.
Fixatives generally come in three varieties: gloss, semi-gloss (sometimes called "satin") and matt sometimes called "flat"). Gloss is a shiny finish, matt is a dull finish, and semi-gloss is somewhere in between.
The best protection is a gloss fixative. It dries to a hard shell. If you want your figure to have a dull finish, it's best to fix it with a gloss first, then apply a matt finish over the gloss.
Brush-on fixatives allow you to detail your figures even more. You can change the look of a figure by selectively mixing finishes. Making an anti-government soldier's skin and uniform matt, but applying a gloss finish to his gun and helmet give the figure an extra sparkle.
Scenery
You've got your figures and you're itching for a fight. Where are you going to duke it out? On the table, of course, but there are many ways you can go about getting the table ready for action.
Quick and Dirty
The quick way. First, get a big table. Four feet by eight feet is a good size, but three by six will do in a pinch.
Pile up a few books on the table. These will be your hills. Now cover the whole thing with a big green cloth (felt has a good texture). There you go -- instant terrain.
Seriously, though, that's all you really need. Other features can be added with construction paper, or any other colored paper. Use blue for rivers, brown for rough terrain, white for snow, etc. This will provide you with an interesting-looking arena in which to pit your forces against one another.
Further details can be provided with some pebbles (or aquarium gravel -- it comes in a variety of colors and will give you a nice otherworldly look) and twigs for boulders and trees.
There you have it; simple, easy, satisfactory.
The Handyman's Way
Some people, however, yearn for more. Three-dimensional figures call out for three-dimensional terrain. With a few easily available materials and a good amount of time, you can turn out some really nice looking scenery and terrain.
The basic material is polystyrene. You can find this in plastics shops, sometimes already cut to size. You can also find it in home improvement and hardware stores, and in some lumber yards. It comes in large panels used for insulation.
It is easily cut down to size and will provide you with a modular terrain system, allowing you a variety of battlefields from the same pieces.
Polystyrene is lightweight and easy to work with, but does leave quite a mess, so spread a lot of old newspapers around. It can be cut with a hobby knife, but make sure your blade is sharp, and keep replacing it to keep it sharp.
As polystyrene is fragile, you'll want to mount it to a stiff piece of cardboard or thin wood. This will protect the corners and edges and keep it rigid.
You'll also need some grass mat. This is a large roll of green paper with scenic grass glued onto it, and is available in model railroad shops. Using grass mat for the scenery and scenic grass for your bases will help your figures blend right in when used on your terrain.
Building Your Terrain System
Decide on the size panel you want to build your terrain around. Common sizes are one-foot square panels and two-foot square panels. One-foot panels will allow you more flexibility. Cut out a bunch of square panels, and a corresponding amount of the backing material you're using. Glue the styrene panels to the backing, apply pressure and let dry. White glue works best for polystyrene.
Clear Terrain
You are going to make a few different types of terrain, but you'll need more "clear terrain" panels than others. Cut the grass mat to the size of your panels and glue the pieces to the other side of the polystyrene panel.
You now have a bunch of clear terrain pieces you can butt up against each other on a tabletop to give you a battlefield. Few battlefields are flat as far as the eye can see, so you'll want to make some additional panels with extra scenic details on them. Your best bet is to make most of your additional items independent of the panels -- things like hills, trees, woods, and patches of rough and very rough terrain -- so that your system remains flexible.
Rivers and Roads
Where the panels come in really handy is for terrain features that go below the surface of the ground. You can make panels with rivers or creeks, ditches, and roads. Just carve out the polystyrene in the shape that you want your features, seal the surfaces and create details with spackle, then paint them up.
For rivers, paint the riverbed blue down the center and fade to green towards the sides. You can build up banks with the spackle; paint them earth-colored. Then pour white glue into the river (a thin layer should suffice, but you can always add more later). It will dry clear and give you a nice water effect. Or brush a gloss fixative on over the river color to give it that water sheen.
The reason you should coat the carved-out features with spackle or some other material is that certain paints, adhesives and fixatives react with the polystyrene, melting it. you need to have a non-reactive layer to protect your hard work.
Using spackle for these features will also give you the opportunity to model old, rutted dirt roads, or to detail the interiors of trenches.
When creating multi-panel features like rivers or roads, make sure that the feature begins and ends at the midpoint of a side of the panel. That way these features will always line up when you place panels side by side.
Hills
You will also need to build hills up from the surface. You can make hill panels, but as mentioned before, it is better to make these features independent of the panels so that they can be placed on the gaming surface in any orientation.
Hills are simply a stack of successively smaller irregularly-shaped curved forms cut from the polystyrene. You may want to strengthen the hill by gluing a piece of wood or board to the underside of the bottom piece, as you did for the panels. Glue a piece of grass mat (cut to the right shape) to the top of each piece, then glue the pieces together.
When the glue dries spackle the exposed edges of each piece. When that's dry, paint the edges green. Later glue scenic grass over the painted edges, like you did for the bases of your figures. Voilà! A hill.
Polystyrene panels come in thicknesses of 1/2" or 3/4". Try to get the 1/2" thickness as that will give you convenient 1-meter-high contours on your hills. But if you have to use 3/4", just assume each level is one meter high.
Keep in mind the definition of easy and difficult hills when placing the levels together (see "Terrain").
Also keep in mind the size of your figures' bases. You don't want to place the edges of the levels so close to each other that you can't stand a figure on the hillside.
You now have your basic terrain pieces. Your layout can be spruced up with additional spot features like trees, bushes, walls, fences and buildings. These are covered in "Accessories" below.
The Professional Way
If you don't have the time, facilities or inclination to make scenery and don't mind spending a few bucks, you can buy it. You can get some really good terrain and quality scenery really sets off the figures.
You can buy ready-made scenery, or have scenery custom-made (although this can get expensive). Check the ads in modeling magazines.
Accessories
Accessories like trees, bushes, walls and so forth should be mounted on their own individual stands so they can be placed anywhere on the layout. The bases can be made of illustration board, mat board, foam-core board or thin plywood. Foam-core is probably the best bet. It has a little bit of thickness which is good for holding things like tree trunks, but is not too thick to be obtrusive on the battlefield.
Bases should be cut out with irregular curved edges, so as to blend in better with the terrain. You should glue grass mat on the bases or paint them and glue on scenic grass.
Another scenic material that you'll need when working on accessories is lichen. This is a cleaned and dried moss-like plant that is sold in many hobby and model railroad shops. It is used for most types of vegetation in scale layouts.
Rough and Very Rough Terrain
Simply glue small, low clumps of lichen to a base, or glue on some coarse dirt or pebbles to represent terrain which is difficult to cross.
Walls and Fences
Use long thin bases for walls and fences. A good length is about three inches. Stone walls can be built up from little pebbles; aquarium gravel works well, also. Fences can be constructed from thin pieces of wood, either balsa wood strips from hobby stores or matchsticks, or the equivalent.
More modern or futuristic walls can be constructed of sheet styrene, which has a smooth surface. This is styrene plastic which is available in sheets of different thicknesses. You'll need regular modeling glue for styrene plastic.
Ready-made walls cast in resin or plaster are widely available from hobby stores. Once painted, they look excellent.
Trees
Trees are the easiest accessories to buy. Any HO scale trees (available in hobby stores) will work with 25mm figures, although you'll probably want to go for the biggest trees you can find.
You can mass-produce trees relatively simply. At an electrical supply store in a lighting department, get some of that brown wire with three or four insulated stands running through it.
Cut away the outer brown insulation from the first 1/2" of one end and the last 1 1/2" at the other end. Spread out the strands at both ends and glue the shorter strands to a base (alternatively, don't strip the short end, just force it into a foam-core base).
Then glue a clump of lichen to the longer strands. Paint the strands brown. Your tree is now finished.
With a bit of extra work you can add further detail. Apply a clear glue over the lichen, or spray-paint it a corresponding green. While it's still wet, pour scenic grass over the lichen. The wet adhesive will cause the grass to stick to the lichen, giving the appearance of leaves. This technique works well for bushes also.
It adds a little variety to your tabletop to sometimes group two or three trees on a single stand. You can also add some rough terrain ground work or some bushes under and around the trees.
Bushes
To create bushes, just glue some lichen to a base. Another material you can use -- and this works especially well for hedges -- is a sponge. Cut strips or clumps of sponge and glue them to a base. You can then add scenic grass as described under "Trees" above.
Buildings
Buildings present much more of a challenge. Your best bet is to find some commercially available buildings. Some buildings are available, cast in resin or in plaster. There are also printed cardboard buildings which you cut out and assemble.
One possibility is to start with available buildings and modify them until they look suitably alien. The other option is to build your own. Building your own structures opens limitless possibilities. Whatever you can think of and have the materials for can be built. You can use wood, styrene sheets, or cardboard.
One characteristic that instantly makes a structure look futuristic is curves. If a building has a lot of curves or domes it will fit right in. Keep your eyes peeled for possibilities in all sorts of household goods and discards.
Cardboard tubes, from the core of paper towels or tape, are good for towers and connecting walkways. Soda cans also make good towers. Margarine tubs can be modified to become domed buildings. Stack them mouth-to-mouth or base-to-base for different looks. The support in a box of disposable baby bottles can make a great bunker. Straws are good for pipes and rods.
Styrofoam balls used for making Christmas decorations are also good sources of dome, but be sure to spackle them before paining. Styrofoam packing material can be used to form the basic shape of buildings.
You'll want to start a "bits box" if you don't already have one. Keep those odd little bits you find around in the box. If you modify your miniatures you may find yourself with extra bits of equipment and weapons left over. Spare pieces from plastic model kits can go in the box. Soda bottle and water bottle caps are good for hatches. Keep some in the bits box.
When you need to add detail to a building, rummage through the bits box for ideas.
You may find yourself hoarding stuff, so try not to go overboard. But there are quite a few ordinary items that can make the perfect setting for your OpenD6 Space adventure.
With the addition of a little imagination and enthusiasm, the sky's the limit. Have fun, and good gaming.





