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Miniature Scale and Representation


Each miniature represents a soldier, creature or robot able to move and act independently. The term ‘miniature’ refers to a figure, fixed to a circular base, whose appearance varies according to the type of trooper represented. The cost in game points of every miniature changes according to its combat capacity, weaponry and equipment. 



A miniature’s size is expressed by its height in millimetres. The most common size is 28 millimetres, representing the average height of a man. Figures larger or smaller than this are scaled up or down accordingly. For a more enjoyable game, figures should be properly painted and equipped to faithfully represent the troops involved. 



A table or any flat surface is needed to represent the battlefield and different elements are required to function as scenery and obstacles. 
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Distances and measures


Distances in the game table are measured in inches, using a tape measure or ruler. To determine the distance between two objects, measure the shorter distance between them using the centre of a miniature’s base as a reference point. 



Distances used for movement, shooting, etc. are measured in the same way every time a miniature acts. When measuring any movement made by a miniature, the entire route travelled must be taken into account (For instance, if a miniature has to avoid certain obstacles by taking a detour, this must be included in the measure taken). If a figure wants to shoot, a straight line is measured between the centre of the figure’s base and that of its target to determine the distance that separates them. 



Orders must be declared before measuring the distance separating figures. It is not allowed to pre-measure before declaring an Order/ Short Skill/ ARO except if all the players, for some specific situation during the game, decide to the contrary.




These are not official rules only a collection of texts from Infinity WIKI


  Equipment required to begin


            
Equipment required to begin


•20 sided dice (d20). At least one, preferably more. 



•Infinity miniatures. 



•A table to represent the battlefield. 



•Templates (Circular, Large Teardrop Template, Small Teardrop Template). 



•Markers: Camouflage (CAMO), Deployable Repeater Marker (REPEATER), Disabled (DIS), E/Mauler (E/Mauler), Immobilized (IMM), Impersonation (IMP-1 and IMP-2), Mines (MINES), Possessed (POS), Prone (PRONE), Spawn-Embryo (SPAWN-EMBRYO), Suppression Fire (SUP FIRE), Thermo-Optical Camouflage (TO CAMO), and Wound (WOUND). 



•Scenery elements, manufactured or improvised, but a lot of them. Infinity is a game that benefits from extensive use of scenery. 



•Tape measure (The ideal option, but any ruler will do). 



•Rulebook, Army lists, Weapon Chart. 


PRACTICAL ADVICE


MARKERS: You can glue round Markers to a miniature base to facilitate their use. 



GAME TABLE: Due to weapon ranges, battles can be more interesting if the Deployment Zones of both players are on the short sides of the table (Playing lengthways, not across). 
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Orders and Orders Reserve
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In Infinity, the ability of an army to manoeuvre and act is measured by its number of Orders. An Order is a game concept that allows a model to be activated and used in combat. The more Orders an army has, the greater its tactical capacity. 



Each model fielded provides an Order. The collective number of Orders provided by all the figures in an army is called the Orders Reserve. 



The minimum number of Orders in the Reserve is 1. 
(example: Player A has 12 miniatures, therefore he has 12 Orders at his disposal. Player B, who has only 7 miniatures, will have 7 Orders available in his Orders Reserve).



Remember that the Orders from miniatures in a Group are not transferable to another. 



The Orders Reserve indicates the army’s capacity to act. The Active Player may spend one or more Orders on each figure until no more Orders are left in the Reserve and the turn is passed to the next player. A player can spend as many Orders as are in the Orders Reserve or may pass the turn to his opponent with Orders unspent if desired. There is no limit to the number of Orders in the Reserve that can be assigned to the same figure, excepting that it may only receive Orders from its own Group. A player can alternate the spending of Orders between different figures, it is not necessary to spent them in a continuous way on the same figures. Any Orders not used are lost and cannot be kept for the next turn. 



example: Player B has an army of 7 miniatures, so he has 7 Orders in his Orders Reserve. Player B might give an order to each of his figures, 7 orders to the same figure, 4 orders to one and 3 orders to another, etc.



The Orders Reserve is calculated at the beginning of each Active player’s turn. Each time a player loses a figure, he also loses the Order it contributes to the Orders Reserve for the rest of the game. 



Only troops represented by figures or Markers (Such as Camouflage Marker or Impersonation Marker) on the game table add their Order to the Orders Reserve. Troops in Hidden Deployment or that are off table awaiting deployment do not contribute to the Orders Reserve. 



Example: this includes troops with Airborne Deployment (AD) that have not yet landed on the battlefield, miniatures with Thermo-Optical Camouflage in Hidden Deployment, reinforcements not yet arrived on the battlefield or any other reason.



An Order is used to activate a miniature to use different Skills (Move, Shoot, etc.) in combat. Skills describe any and all actions that miniatures can undertake and are categorized as Short, Short Movement and Long to denote their complexity. 



Using 1 Order a figure can:



	

Combine two Short Movement Skills = Move + Move, Climb +Move, or Move + Prone. 




	

Combine a Short Movement Skill with a Short Skill or vice versa = Move + Ballistic Skill (BS), Move + Dodge, Discover + Alert, or Ballistic Skill (BS) + Prone




	

Use a single Long Skill = Camouflage, Intuitive Attack, or Cautious Movement. 




	

Use a single Short Skill = Ballistic Skill (BS), Discover, Dodge







Both Skills in the Order are used at the same time as part of a single Order. Therefore if a figure Moves and then Shoots to answer an Automatic Reaction Order (ARO) of his enemy, he can Shoot before, during, or after the Movement. Be aware that whatever happens, the Order will be fulfilled completely, meaning the figure will finish his Movement after traveling the inches initially declared, even if he ends up Unconscious or Dead. 



The only exception to this rule is Close Combat (CC), which always stops the MOV of the figure. 



Orders must be declared before measuring the distance separating figures.


Do you want to know more?


•Types of Skills



•Automatic Reaction Order (ARO)



•Coordinated Order



•Order spending and ARO procedures
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How to organize a battlefield


Players must distribute the available scenery elements on the battlefield, taking care to do so in an equitable way except when representing a specific scenario or a battle in a campaign. It is advisable that a distance of no more than 10 inches is kept between obstacles. The battlefield must be organized before performing the Initiative Roll, as detailed later. 



The tactical capacity of a player is defined by his ability to adapt the advance of his troops to the movements of the enemy and to the conditions of the battlefield: realistic and well-distributed terrain will considerably enhance the realism and enjoyment of a battle. 
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Deployment zone


The Deployment Zone is the area where the troops of each participating army start the battle. It consists of a strip of 12 inches deep into the table along a player’s chosen table edge, with each player’s Deployment Zone normally facing that of their opponent. The position of each Deployment Zone can vary if a specific scenario or campaign mission is being played 



[image: photo.png]


Do you want to know more?


-Deployment and Initiative
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Types of units


A unit is a group of soldiers belonging to the same army. These soldiers (Fusiliers, Zhanshi, Hellcats, etc.) have undergone the same type of training and possess similar Attributes, Skills, weaponry and basic equipment. 



•Light Infantry (LI): The common backbone of every army. These are fast troops, with limited armour but a good number of Support Weapons. 



•Medium Infantry (MI): Special Forces. Better trained and equipped, these are experts in special combat tactics and techniques. 



•Heavy Infantry (HI): Outfitted with heavy armour, standard or powered, and able to resist enemy fire but slower than Light Infantry. 



•T.A.Gs: A Tactical Armoured Gear is heavy powered armour and a light combat vehicle combined. A heavily armoured unit, gifted with superior firepower and movement. 



•Skirmishers (SK): These are light Special Forces, specifically trained in stealth and infiltration. 



•Warbands (WB): Light assault troops specialized in Close Combat. 



•Remotes (REM): Semiautonomous support units, fast and versatile but with limited armour. Remotes require a Hacker or a T.A.G on the battlefield to be deployed, but they keep acting normally even if this dies. 



•Special Units: Any units not falling under the above categories. 
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Troop Classification


This indicates the character and background of the troops and their function in the army. 



•Garrison Troops: These troops have lower quality training and fulfil support and rear guard tasks. 



•Line Troops: The most common troops. These form the main body of most armies. 



•Specially Trained Troops: Soldiers that have undergone special training to accomplish specific battlefield missions. 



•Veteran Troops: These are experienced troops who have participated in other campaigns. They are experienced and have acquired a good reputation. 



•Elite Troops: Special Forces. Committed to special operations, these troops possess the best training and equipment. 



•Headquarters Troops: The finest elite troops, only deployed in exceptional cases. 



•Mechanized Troops: These possess mechanical assets that range from T.A.Gs to any other form of armoured vehicle. 



•Support Troops: Generic term referring to troops that fulfill certain support purposes in combat, i.e., medics, mechanics... 



•Mercenary Troops: Professional soldiers who rent their services to the highest bidder. These can be added to a regular army according to the rules for mercenaries. 
 
 
 



FAQ


- Have the troops with Veteran Troop Classification the Veteran Special Skill?




 No. 
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How to organize an Army


The first step in organizing an army is deciding how big it is going to be. A number of Army Points are assigned to build an army: the higher the number of points, the larger the army. There is no limit concerning the number of points assigned for an army, but certain values are recommended. 



Once an army size is chosen, the Army Points must be invested in figures from a given army list (Ariadna, PanOceania, Yu Jing, etc.). Each figure has a listed Army Points Cost that reflects its efficiency in game terms. All figures have specific Special Skills and Equipment included in their Cost. As figures are chosen for an army, their Cost is subtracted from the army total. 



General Rules for building an Army: 
- You may not exceed the agreed upon Army Points for the match 
- You may use 1 Support Weapons Cost (SWC) for every 50 Army Points agreed upon 
- You may not exceed the Availability of any unit type 
- You must have one and only one Lieutenant 
- You may not have have more then 10 models in each Combat Group (excluding special rules such as G: Servant and G: Synchronized) 
- Mercenaries may not be used in Tournament play unless they are available as part of a Sectorial Army AVA. 






 



FAQ


- Are army lists hidden?




 You may keep secret who your Lieutenant is, what troops you retain in Hidden Deployment, what troops you have kept in reserve for Airborne Deployment (AD), troops disguised with Holoprojector level 1 and 2 and what Camouflage Markers (TO or normal) hide beneath them, everything else is open. 









- Are the Point Costs and SWC part of the disclosed information on an Army List?




 Points Cost and SWC are not part of your Army List. Only the Referee, if in a tournament,  needs to know your lists' Point Cost and SWC (to check if the list is valid), but that information is not meant to be part of your army list while you play. 









- What is the availability of Caledonian Volunteers and Troupes Metropolitains (Métros) in the General Ariadna army list?




 Both belong to Ariadna Militia that has AVA 2, so you can take either 2 Caledonian Volunteers, two Métros or one of each. 









- Can I include Yuan Yuan in a mercenary force that includes Yu Jing troops?




 Yes. 









- Can I choose an Irregular Lieutenant if his combat group is comprised by Irregulars but another combat group has regular troops?




 No. 









- Can troops from other armies take the rank of lieutenant in the sectorial armies? For example, a Deva in the Neoterra Sectorial Army, a Mobile Brigade in the Khapu Qalqi or, also, a Santiago Knight in the Military Order of Montesa's list?




 Yes to both, but the glory and recognition is for the Sectorial or the Military Order not to the "outsider" Lieutenant 


Fireteams: Link Troops 









- What is the AVA for Sectorial Army Lists?




 In the last 5 pages of the Human Sphere book or the Human Sphere army lists PDF there are some tables a sectorial list may only include the units indicated on the tables at the AVA indicated on the tables. 


Linkable Troops 









- Are Mercenary Troops that are included on the list like the Yuan Yuan in Quapu Khalqi Sectorial be included in a tournament list?




 Yes. 









- Can a list that already includes Mercenary Troops hire more of the same Mercenary Troops as mercenaries for non-tournament play? For example can a Qapu Khalqi list include 4 more additional Yuan Yuan on top of the 3 allowed on the list?




 Yes. 
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Attributes


Attributes describe a series of values defining the basic features common to all figures. These are used to accomplish different dice rolls and calculations that determine the success or failure of actions taken by the miniatures in the game. The Attributes are as follows: 



•MOV (Movement): MOV indicates the average distance in inches that a figure usually covers. 



•CC (Close Combat): CC is the aptitude of a miniature for hand-to-hand combat. 



•BS (Ballistic Skills): BS indicates the skill of a miniature in fighting with ranged firearms. 



•PH (Physique): Covers all physical skills of a miniature (For example Strength, Dexterity, Thrown Weapons or Dodging). A miniature possessing a PH superior to that of another figure will be able to carry him on his shoulders. 



•WIP (Will Power): Will Power encompasses all the mental skills of a miniature (For example, Discover, Doctor or Hacking) 



•ARM (Armour): ARM reflects the type of armour a figure is equipped with. The higher the ARM value, the heavier the armour is and less damage will be taken from enemy weapons. 



•BTS (Biotechnological Shield): Provides a figure with protection against NBCH (Nuclear, Biological, Chemical) damage as well as Nanotechnologic, Electromagnetic, and Hacking attacks. 



•W (Wounds): Wounds indicate the life force of a figure and the damage he can receive before dying. 



•STR (Structure): Represents the capacity of a vehicle or T.A.G. to receive an amount of damage before being destroyed. 



•AVA (Availability): Reflects the number of miniatures of each unit that can be used in a battle. This number may vary if a Mercenary Company is fielded. 



•SWC (Support Weapons Cost): Represents the number of points required to equip a figure in that unit with a Support Weapon. 



•C (Cost): Points value of the figure, its skills, weapons, and equipment. This is the primary value used when creating armies or units. 
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Back-up


Indicates whether the figure possesses a memory and personality recording and backup system, commonly known as Cube. 



Cube: The miniature has a recording Cube, so if he dies and his Cube is recovered, he can be resurrected to accomplish future missions. Some game campaigns can offer this possibility. Cubes are completely Disabled if their bearer fails their BTS Roll against E/M Special Ammunition. 



Figures with Cubes are vulnerable to EI Sepsitor viral attacks. 



Cube 2.0 
This model of Cube facilitates recovery by CUBEVAC. The Cube 2.0 allows to its user to automatically succeed at the CUBEVAC Roll, without rolling any dice. 
The benefits of the Cube 2.0 are only applied when playing a campaign, and only to those troops who appear in the Spec-Ops chart as possessing the Cube 2.0 in their profiles. 
The Cube 2.0 is vulnerable to E/M Special Ammunition and to the Sepsitor. 
It is considered that all ALEPH troops possessing Cube shown in the Infinity Human Sphere book, as well as all 
those troops possessing the G: Mnemonica Special Skill, have a Cube 2.0. 
 
The Cube 2.0 is the second generation of the memory, skill and personality recording device. This is not a mere technological improvement over previous models, but a genuine evolutionary leap of the Cube’s own concept. The Cube 2.0 not only has the most advanced data storage and protection systems, but also has a link connection to the data sphere. This resource allows the automatic update of backups. 
The Cube 2.0 regularly connects to safe servers, created ad hoc in the data sphere, and it also files an update of the latest version of the data composing the Sheut in different virtual locations, as well as physical hard drives located in security vaults. The Cube 2.0’s also have the ability to find, acquire and install the latest software, security and service updates for its different operating components. In this way, the Cube 2.0 user is constantly connected and is fully assured of recording and continuity of his personality and memories. At present, all the advanced Lhost models (Bodhisattva, Anāgāmī...) carry a series Cube 2.0. 
Sheut (ancient Egyptian: “Shadow”) name for the data stored in a Cube that comprises a personality. The term Sheut refers only to the pure data and it doesn’t include the genetic sample that all Cubes carry. 
[Extracted from the Universal Conciliar Dictionary. Simplified edition. Manaheim, Concilium Prima.



No Cube: The miniature does not have a Cube, so he will be immune to Sepsitor attacks. In return, his death will be definitive and he will not be able to be recovered during a campaign. 
 
 



FAQ


Do Aleph Remote Presence troops have Cube 2.0?




 No, only those ALEPH troops possessing a Cube have a Cube 2.0. The updated text the wiki for Cube 2.0 should be considered an update rule listed in the printed book. 
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Instruction


This represents the type of military training that the figure has received. 



Irregular: The miniature learned to fight without any discipline and in a disorganized manner: his only concern is himself. 



An Irregular miniature does not add his Order to the Orders Reserve of his army, keeping it for himself. However, he can still receive Orders from his army’s Orders Reserve. 



Irregular figures cannot be enrolled as Lieutenant, unless their entire army group is also Irregular. If an Irregular Lieutenant dies, two of his Irregular troops can spend their Orders to enrol a new Lieutenant. 



Regular: The figure has received proper military training and knows how to follow orders, keep discipline under enemy fire, work in a team and Coordinate his actions with those of his companions. His Order is added to the general total of Orders, and can be used on himself or another figure. 
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Fury


This Characteristic defines the psychology of the figure when in combat, his ability to disdain safety considerations and only focus on destroying the enemy. There are three levels of Fury: 



Not Impetuous: The miniature has the cold blood needed to keep cool in combat, and is not easily carried away by an irresponsible appetite for destruction. The miniature provides and uses Orders normally and is not Impetuous. 



Impetuous: The Impetuous miniature is hungry for combat, the closer and dirtier the better. 



Impetuous obliges the miniature, at the beginning of each Active turn and before Orders are spent, to perform a mandatory, free, Impetuous Order. 



Frenzy: The miniature possesses an almost unmanageable hunger to kill. Once he tastes blood, he will turn into a whirlpool of death. 



After having caused a Wound, the miniature automatically becomes Impetuous for the rest of the game, losing the advantages from skills like CH: Camouflage and CH: TO Camouflage, reducing his skill level to that of CH: Mimetism. The free Impetuous Order is obtained at the beginning of the next Active turn. 






Troops with Frenzy or Impetuous Characteristics who are members of a Linked Team automatically become Not Impetuous. Such troops,when they leave the Linked Team, return to the same state they were before they joined. 
 
 
 



FAQ


- Does an Irregular Impetuous model with Airborne Deployment still have it's Irregular Order if it started the turn off the board?




 No, the model does not have it's Irregular Order since the troop was not deployed at the beginning of the turn. The only exception to this rule is that the model may use it's Irregular Order to halt his Impetuous Order while off the board. 









- Can models with Frenzy be affected by their Frenzy when lead by an Inspiring Leadership Lieutenant?




 They may activate Frenzy but will still have the same instruction as the Lieutenant, if the Lieutenant becomes incapacitated they gain their frenzied bonus, likewise if the model with Frenzy was frenzied because the Lieutenant was but the same has not inflicted a wound if the Lieutenant gets incapacitated the model will revert in a non Frenzied state. 
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  Chapter Game mechanics


            



  Line of Fire


            
Line of Fire (LoF)


The Line of Fire is an imaginary straight line that runs from the centre of a miniature’s base to an enemy miniature. If there are any obstacles in the way that completely block an enemy miniature from sight, then there is no LoF. Miniatures have a 180-degree field of vision. A target may only be selected by a figure if the miniature can “see” it, at least partially. An enemy model may not be shot at if any object, figure, or scenery element blocks totally the LoF. A miniature must be able to see the target’s head or a body area of equivalent size to be able to fire at him. 



In Infinity, the LoF is reciprocal, applying the rule “If I can see you, you can see me”. If a figure can draw LoF to its target, then the target can draw LoF to the figure as well (if it is inside its field of vision). 



In some cases, due to the positioning of the miniature or the type of scenery used, the LoF may not be easy to obtain. A good solution to this issue is to get in line with the figure at approximately the same height to check if it is possible to see an enemy. Another solution is to place a ruler or tape measure between both figures: there will be LoF if nothing obstructs the line traced by the ruler. 



Figures lacking a LoF are unable to attack unless they have weapons that permit Speculative Shot or weapons with Guided Special Ammunition. 



Enemy and allied miniatures in the LoF block it and a player is not permitted to attack their own troops. If the target chosen is bigger than friendly models in the LoF, then LoF is not blocked. 



Figures engaged in Close Combat also block LoF (See Shooting figures engaged in Close Combat). 



Additional text from Human Sphere:



Sometimes, due to the dynamism of the miniatures, it is difficult to determine visually if there is Line of Fire or not. In those cases, if the player can draw a LoF from the centre of his miniature’s base (For example using a tape measure or a laser pointer) that touches or passes through the diameter of the base of the enemy figure, without being blocked, then it is a legal target. 



But the player must not forget it is necessary to see, at minimum, the target’s head or a body area of equivalent size to be able to fire at him. Additionally, the Line of Fire is reciprocal, so if a figure can draw LoF to its target, then the target can draw LoF to the figure as well (If it is inside its field of vision). This rule is called “If I can see you, you can see me”. 



Example: The miniature of Fusilier Angus sees part of the barrel of a Gūijiă’s HMG poking around a corner. The enthusiastic Angus wishes to shoot, but when LoF is drawn, it doesn’t touch the T.A.G.’s base, so this is not a legal target. 



Frustrated, Angus moves to a point where, through a little window, can see one of the legs of the Gūijiă. He draws the LoF, which now reaches the T.A.G.’s base. Enthusiastically, Angus forgets the rule “If I can see you, you can see me” and declares a Shoot Order. When Angus holds his weapon, he can see in the crosshairs of his scope how the leg has been replaced by the HMG and the head of the Gūijiă, which, strangely, seems to be smiling… Now, Angus must make a Face to Face Shooting Roll against the T.A.G. 
 
 



FAQ


- Can a model draw LOF through an enemy models base from gaps left by the enemy miniature, such as the gap between its legs?




 No. 









- While a model moves, what is its LOF?




 When the model is moving it acts as it has 360-degrees field of vision.It represents the tactical awareness of a trained professional soldier and also those technological and futuristic tactical devices of the Infinity background. 









- Can I  have LOF to a Camouflage Marker? " It  could block LOF? 




 Camouflage Markers do not block the LOF. Therefore,  the LOF rule uses the term "figures." 


 In terms of game, a camo troop  is almost as if he were not there as it is doing everything possible to stay just outside the LOF. 



 A Camouflage Marker represents a "ping" in the comlog, or a little itch at the back that tells the troops that "there might be something, or not." Therefore, the Marker and its height (equivalent to an army basic line troop) are unrelated to the true dimensions of the figure camouflaged (Cutter serve as an example, higher than a line troop,  or the Antipodes, lower), it just indicates an approximated  area on where you can apply the skill Discover. 









- How should the LOF drawn from those figures that have been sculpted in a crouching position?




 To trace the LOF of crouching figures,replace by the base troop figure   of the same army  (Fusiliers, Zhanshi, Line Kazaks, Ghulam, Alguacil, Morat Infantry / Shasvastii Seed Soldier), the one  whose position is the more upright. 









- How can I determine if I can draw LoF to a miniature?




 First, the target model must be in the 180-degree field of vision of your figure. Then, if a straight line from the center of a model’s base can be drawn passing to any point of the enemies base and a part of the model at least head sized or larger can be seen, then LoF is granted to said model. 









- Do parts of the model outside the base diameter count for LOF purposes?




 No. 









- What happens in the extreme case were a line can be traced without obstruction from a models base center to a models base center, but there is no visible part of the model to be seen?




 In that extreme scenario LOF is granted. 









- Does “I See You, You See Me” rule, or Reciprocal LOF, means Field of Vision requirement is ignored if LoF is acquired by an enemy model?




 No, a model cannot claim any of these rules if the enemy acquires LOF to its back. 









- What is the Line of Fire of a model in Close Combat?




 Models in Close Combat have 360o Line of Fire but this is limited to base to base contact. 
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  Zone of Control


            
Zone of Control (ZC)


The rear sensors of a miniature, or even his auditory perception (Amplified or not) will allow him to be aware of his environment in a radius of 8 inches. This 8-inch radius around each model is known as the Zone of Control (ZC) . 



If any enemy moves into or acts inside the Zone of Control but out of the LoF of a figure, he is immediately able to react but only against that enemy. If an enemy enters a Zone of Control but is behind an obstacle that does not allow LoF to be drawn (For example a high wall or the interior of a house) a miniature is only provided with an Automatic Reaction Order to turn around and face his enemy. The figure is considered to have heard some noise and is turning towards its direction. If the model has any Special Skill or Equipment that allows it to act without LoF, it may use that instead of Change Facing. 






 
 



FAQ


- How does Zone of Control extend?




 As a sphere centered at the model. 
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  Dice rolls


            
Dice rolls


Dice are rolled to find out if a miniature has succeeded in an action: for example, to see if he hits a target after shooting or to discover hidden enemies. 



If the addition of negative Modifiers is higher than the Attribute of the miniature, then it is an automatic failure and the Order/ Short Skill spent is wasted. 



Example: A miniature with BS 11 performing a Speculative Shot at Maximum Distance (-12).


Do you want to know more?


• Types of Dice Rolls 
• Modifiers 
• Critical 
• Failure Category
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  Types of Dice Rolls


            
Types of Dice Rolls


There are three types of dice rolls: Normal Rolls, Face to Face Rolls and Armour Rolls, all made with a d20 dice. To find out if an action taken by a miniature has succeeded, roll a d20 and compare the result with the corresponding Attribute. If the result is the same or less than the Attribute, the action succeeds and the miniature achieves his goal. 
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  Player turns and game turns


            
Player turns and game turns


Infinity follows a system of alternate player turns. A player turn sees both players act, with one called the “active player” and the other the “reactive player”. The active player is the one activating and moving his figures, while the reactive player reacts to the movements and actions of the active player. When the active player cannot keep activating his miniatures his turn has finished and his opponent becomes the active player. 



A game turn is the period of time that covering the active turn of each player, always in the same order, determined by the Initiative Roll (See below). For instance, a game turn covers the active turn of Player 1 and Player 2 and always in that order. 
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  Order and Order Reserve


            
Orders and Orders Reserve


[image: [WWW]]VIDEO TUTORIAL



In Infinity, the ability of an army to manoeuvre and act is measured by its number of Orders. An Order is a game concept that allows a model to be activated and used in combat. The more Orders an army has, the greater its tactical capacity. 



Each model fielded provides an Order. The collective number of Orders provided by all the figures in an army is called the Orders Reserve. 



The minimum number of Orders in the Reserve is 1. 
(example: Player A has 12 miniatures, therefore he has 12 Orders at his disposal. Player B, who has only 7 miniatures, will have 7 Orders available in his Orders Reserve).



Remember that the Orders from miniatures in a Group are not transferable to another. 



The Orders Reserve indicates the army’s capacity to act. The Active Player may spend one or more Orders on each figure until no more Orders are left in the Reserve and the turn is passed to the next player. A player can spend as many Orders as are in the Orders Reserve or may pass the turn to his opponent with Orders unspent if desired. There is no limit to the number of Orders in the Reserve that can be assigned to the same figure, excepting that it may only receive Orders from its own Group. A player can alternate the spending of Orders between different figures, it is not necessary to spent them in a continuous way on the same figures. Any Orders not used are lost and cannot be kept for the next turn. 



example: Player B has an army of 7 miniatures, so he has 7 Orders in his Orders Reserve. Player B might give an order to each of his figures, 7 orders to the same figure, 4 orders to one and 3 orders to another, etc.



The Orders Reserve is calculated at the beginning of each Active player’s turn. Each time a player loses a figure, he also loses the Order it contributes to the Orders Reserve for the rest of the game. 



Only troops represented by figures or Markers (Such as Camouflage Marker or Impersonation Marker) on the game table add their Order to the Orders Reserve. Troops in Hidden Deployment or that are off table awaiting deployment do not contribute to the Orders Reserve. 



Example: this includes troops with Airborne Deployment (AD) that have not yet landed on the battlefield, miniatures with Thermo-Optical Camouflage in Hidden Deployment, reinforcements not yet arrived on the battlefield or any other reason.



An Order is used to activate a miniature to use different Skills (Move, Shoot, etc.) in combat. Skills describe any and all actions that miniatures can undertake and are categorized as Short, Short Movement and Long to denote their complexity. 



Using 1 Order a figure can:



	

Combine two Short Movement Skills = Move + Move, Climb +Move, or Move + Prone. 




	

Combine a Short Movement Skill with a Short Skill or vice versa = Move + Ballistic Skill (BS), Move + Dodge, Discover + Alert, or Ballistic Skill (BS) + Prone




	

Use a single Long Skill = Camouflage, Intuitive Attack, or Cautious Movement. 




	

Use a single Short Skill = Ballistic Skill (BS), Discover, Dodge







Both Skills in the Order are used at the same time as part of a single Order. Therefore if a figure Moves and then Shoots to answer an Automatic Reaction Order (ARO) of his enemy, he can Shoot before, during, or after the Movement. Be aware that whatever happens, the Order will be fulfilled completely, meaning the figure will finish his Movement after traveling the inches initially declared, even if he ends up Unconscious or Dead. 



The only exception to this rule is Close Combat (CC), which always stops the MOV of the figure. 



Orders must be declared before measuring the distance separating figures.


Do you want to know more?


•Types of Skills



•Automatic Reaction Order (ARO)



•Coordinated Order



•Order spending and ARO procedures
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  ARO


            
AUTOMATIC REACTION ORDER (ARO)


Figures in the Reactive player’s army may act in the Active player’s turn to answer the use of an Order by the active player, only against the miniature that is activated by that Order. The reaction is always to the Order, and not to the Skills that constitute it. In other words, if a miniature moves and shoots in the same Order, the enemy’s figure obtains one ARO, not two. 



To react to the spending of an Order, a reacting figure must fulfil all the ordinary requirements to execute the Skill that will be used to react (For example, if he wants to shoot, he must have a LoF to his target. If he plans to Hack, the target figure must be in his ZC).



It is compulsory that the Reactive player declares the ARO of all his figures in LoF with the miniature using an Order, immediately after the active player declares the Long Skill or the first Short or Short Movement Skill that will be performed in the Order. A figure can only react to this initial Skill use – another ARO is not gained at the end of the Long Skill or when the second Short Skill of the Order is announced. If, during the execution of an Order, the acting figure enters the LoF or ZC of a new enemy miniature lacking LoF or ZC when the Order was declared, that enemy model receives an ARO immediately and can react to the Order being undertaken. 



It is not possible to react to an ARO. ARO are only executed by the Reactive player. 



An ARO is always simultaneous to the Order it reacts to. A Face to Face Roll is required every time the actions of two figures affect each other (For example, one Shoots and the other tries to Dodge, or one tries Hacking and the other answers by Shooting). If the execution of a Skill does not require a roll (For instance, the Alert Skill), a Face to Face Roll will not be necessary. If a reacting model uses an ARO but is not itself the target of an action, a Normal Roll is made. 



(For example, two models gain ARO as they have LoF to a figure using an Order. The acting figure shoots at one of the two – that model must make a Face to Face Roll if he returns fire, while the second model fires on the acting figure with a Normal Roll).



ARO are carried out simultaneously. Therefore, if a Camouflage Marker spends one Order to Move, an enemy may use an ARO to react and try to Discover it but even if successful, other models with ARO cannot shoot it as a reaction to the same Order. 



There is no limit in the number of miniatures that can react to a figure spending an Order, as long as they are eligible to gain an ARO. 



Only figures can be reacted to. Missiles and grenades are not considered figures, so they cannot be reacted to (Except Hacking missiles). Instead, the figure firing his Missile Launcher or the Grenade Launcher can be reacted to, if it is possible, in the normal way. 



It is permissible to react with a Move, by performing a Short Movement Skill , as an ARO to Order. Any Short Movement Skill carried out in ARO is considered as a Dodge  and will require a Normal or Face to Face Roll of PH against the corresponding Attribute. 



Not all skills can be used in ARO. This table indicates which ones can be used in ARO and which cannot. 





	
SHORT MOVEMENT SKILLS
	
SHORT SKILLS
	
LONG SKILLS



	
Can be used in ARO
	
Can be used in ARO
	
Cannot be used in ARO



	
Change Facing
	
Alert
	
Airborne Deployment (AD)



	
Climb
	
Attack:Ballistic Skill (BS)/ Disparar
	
Attack: Intuitive Attack



	
Discover
	
Attack:Close Combat (CC)
	
Attack: Overrun



	
Dismount
	
Attack:Sepsitor
	
Attack: Suppression Fire



	
Get Up
	
Dodge
	
Attack:Speculative Shot



	
Prone
	
Hacking
	
Camouflage and Hiding (CH)



	
Jump
	
Sensor
	
Cautious Movement



	
Move
	
Cannot be used in ARO
	
Hacking Airborne Deployment



	
Mount
	
Attack: Forward Observer
	
AutoMediKit



	
Open/Close
	
Coma
	


	

	
Doctor
	


	

	
Engineer
	


	

	
Regeneration
	


	

	
Reset
	


	

	
Use MediKit
	






ARO in Close Combat: When two figures are in base to base contact, they are considered to be engaged in Close Combat. In that case, the only two possible skills that can be used in ARO are Close Combat and Dodge. 



ARO against Camouflage and Impersonation Markers: The only possible ARO against a Camouflage, TO Camouflage or Impersonation Marker is Discover or Change Facing. However, it is not compulsory that the ARO be announced immediately after the adversary declares the Marker’s first Short Skill. It is possible to wait until the Marker declares its second Short Skill, and if it reveals its presence, then an ARO may be generated to react accordingly. This rule does not cancel the advantages of Combat Camouflage and Impersonation. 
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  Order spending and ARO procedures


            
Order spending and ARO procedures


1.Choose the miniature on which an Order will be spent. 



2.Declare the Order, announcing the first of the two Short Skills it will undertake or the single Long Skill. 



3.Miniatures with Line of Fire (LoF) or that have the acting miniature in their Zone of Control (ZC) declare their ARO, specifying which Skill they will use. 



4.The player spending Orders declares the second Short Skill used by the figure (If one is being used). 



5.If new figures without ARO obtain a LoF to the acting miniature as a result of the second Short Skill, they can declare an ARO. 



6.Rolls are made and their effects applied. 



Example: Zhanshi Wen Liu uses an Order and declares he will use a Short Movement Skill to move up to his first MOV value in inches. When his move takes him into the LoF of Fusilier Angus, the latter decides to use his ARO to shoot at him. Wen Liu now declares his second Skill, which must be a Movement or Short Skill. Wen Liu decides to Shoot, forcing a Face to Face BS (Shooting) roll between Wen Liu and Angus. In the resulting fight, Angus beats Wen Liu, who receives a Wound. Wen Liu’s figure is Unconscious, lying prone on the game table with a Wound Marker at the end of the Movement he declared at the beginning, no matter in where along the movement he was actually shot. 



 example: Fusilier Silva uses an Order, declaring only her first Skill: Movement. When she enters the LoF of Zhanshis Wen Liu and Jang Qi, they declare their ARO to shoot at her. Silva uses her second Skill to return fire at both of them. Silva divides the B (3) of her Combi Rifle between the Zhanshis, two shots for Wen Liu and one for Jang Qi. Two Face to Face rolls take place, one between Silva and Wen Liu and one between Silva and Jang Qi. In the Face to Face Roll against Wen Liu, Silva fails her first shot but succeeds in the second, so Wen Liu must make an ARM roll. Silva loses the roll against Jang Qi, so she must also make an ARM Roll. Both Silva and Wen Liu fail their rolls, falling to the ground Unconscious with a Wound Marker.. 
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  Deployment and Initiative


            
Deployment and Initiative


The Deployment and Initiative are determined by a dice roll and a “Field or Ball” system. Before starting the game, the players must make a Face to Face Roll with the WIP of their Lieutenants. The winner has the option to choose between winning the Initiative or choosing the Deployment order. Choosing one of the two options means transferring the advantage in the other one to his adversary. 



DEPLOYMENT



If the player takes the Deployment option, then he chooses which side of the battlefield he will deploy his troops to and then chooses which player deploys first. 



Each player can place a single figure in reserve while deploying. This miniature is placed after his opponent’s initial deployment (If placing first) or after the opponent has placed their reserve miniature (If placing second). 



There are certain skills or equipment that allows miniatures to avoid being placed during the deployment phase [Camouflage and Hiding (CH), Airborne Deployment (AD), etc.] 



Officers and non-commissioned officers are essential to the chain of command. Accordingly, the Lieutenant must be deployed on the game table, even if he possesses Camouflage and Hiding (CH) or Airborne Deployment (AD), or the army will be in “Loss of Lieutenant” status, as described in the “Morale and Leadership” section. If he possesses CH: Camouflage or CH: TO Camouflage, he can start in the game with a Camouflage Marker or TO Marker, but will be always deployed on the battlefield. 



INITIATIVE



If a player takes the Initiative, then he decides, according to his best interest, who is the first active player. 



This playing order will be kept for the entire battle. 



Example: The PanOceanian Player, with 12 miniatures, has a WIP 12 Lieutenant, the Fusilier Angus. The Yu Jing Player, with 7 figures, has a WIP 13 Lieutenant, the Zhanshi Wen Liu. They roll the dice and the PanOceanian Player gets a 7 while the Yu Jing Player rolls an 11. Both succeed at the roll, but the Yu Jing Player wins the Face to Face Roll because he has the highest roll. Now, he must choose if he prefers to decide the Deployment or to take the Initiative. To choose the Deployment would be interesting, because the right side of the game table has more Cover, and that is an advantage. Nevertheless, the Yu Jing Player is loyal to the “Who strikes first, strikes twice” philosophy and chooses to take the Initiative and prefers to be the first active player. This means the PanOceanian Player can choose on which side of the game table to deploy his troops, and who will deploy first. The PanOceanian Player chooses the right side, with more Cover, and decides the Yu Jing Player will be the first to deploy the troops onto the battlefield. 



Following these choices, the Yu Jing Player places 4 of his figures on the left side of the game table, keeping aside one for reserve placement and two that have the Special Skill: Airborne Deployment (AD). The PanOceanian Player places 10 miniatures on the table, takes note of the position of his Croc Man (Who would be the 11th but he has the Special Skill CH: TO Camouflage) and puts a figure aside to deploy later. The Yu Jing Player places his reserve miniature (Keeping the Airborne Deployment troops aside for placement during the battle) and then the PanOceanian Player places his reserve figure. They are now ready to start! 



Do you want to know more?


• Strategos 
• [image: [WWW]]TUTORIAL: HOW TO DEPLOY






 
 



FAQ


-Can I deploy my troop with Impersonation engaged in Close Combat with an enemy troop? 




 No. You can not deploy directly engaged in Close Combat, no matter if you use the Impersonation Special Skill, infiltration, Mechanized Deployment, Airborne Deployment (AD), etc. 









-Can I deploy a miniature in Prone position in the Deployment Phase? 




 In the Deployment Phase when the player is placing the figures in the game table, those troops that can be deployed Prone are allowed to deployed in the Prone position. To do that, a Prone Mark must be placed beside the corresponding miniature or Marker (CH: Camouflage, TO...). If it is a troop with the CH: Camouflage or TO Special Skills, then the Prone state must be noted on the same paper in which the position of the miniature has been noted in the game table. 









-Are army lists hidden?




 You may keep secret who your Lieutenant is, what troops you retain in Hidden Deployment, what troops you have kept in reserve for AD troops disguised with Holoprojector level 1 and 2 and what Camouflage Markers (TO or normal) hide beneath them, everything else is open. 









- Do I have to place my Lieutenant on the table during deployment?




 No, you can keep your Lieutenant in Hidden Deployment or in Airborne Deployment (AD) but this will result in starting the game affected by Loss of Lieutenant. 









- Can I choose to use less WIP than what my Lieutenant actually has?




 No. 
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Ballistic Skills


 
Ballistic Skills, the exchange of ranged fire, is the nucleus of modern combat. It is the ultimate expression for the soldier: he pulls the trigger and lets his weapon spit death to remove the enemy from the battlefield and reach victory. Only the lucky and the brave survive when bullets hiss by in the midst of battle.



In order to Shoot, it is necessary to possess a BS Attribute, a weapon that allows ranged firing, and LoF to a target. 





	
SUMMARY OF BALLISTIC SKILLS



	
1.Choose a target.



	
2- Determine if there is LOF



	
3- Spend an Order or an AROto Shoot.



	
4- To hit, roll 1d20 for every Burst (B) shot by the figure. The miniature’s BS value modified by Distance and Cover will determine the result required on the d20 to hit.

 If a Face to Face Roll is needed because of an enemy is reacting to the shooter with an ARO, the winner of the contest succeeds in his action. 



	
5- For every hit received, the target must make an ARM roll in order to avoid the Wound. The roll value required to avoid a wound depends

 on the Damage of the weapon, the ARM of the victim and any Cover modifiers. A Guts Roll must be made if necessary..



	
6- Wound Markers are placed or the miniature is recorded as a casualty if he does not have access to a Doctor, Paramedic, AutoMedikit, or Regeneration.







When a player declares that a miniature is going to shoot at an enemy, he must make a d20 roll to check if he has succeeded. In such a case, three possible situations can arise: 




 1.The targeted figure has no LoF with the shooter and does not therefore receive an ARO to react. A Normal Roll is required from the shooter, Modified by Distance, Cover and any Modifiers required by the Skills or equipment of the target. 



 2.A targeted enemy miniature has LoF to the shooter and uses his ARO to Shoot, Dodge, Hacking, or use a Sepsitor attack against the activated figure. A Face to Face Roll is made, applying Modifiers for Distance, Cover and the Skills and equipment of both players. 



 3.A targeted enemy miniature has LoF to the shooter but uses his ARO to perform any action that does not directly affect the shooter. The shooter must make a Normal Roll as in situation 1, above. 





When shooting, the player can always choose the moment during the execution of his order in which to attack. The most usual choice is a point in which the situation is the most advantageous: a clear LoF, less cover for targets or optimum weapon distance. This is also applies when using an ARO to shoot. 



Each miniature can shoot as many times as indicated by Burst (B) value of his weapon. B varies between 1, for a Grenade Launcher or Missile Launcher, to 5, for the Hyper-rapid Magnetic Cannon. A player can distribute the shots in a Burst between one or more enemy figures, if they are within LoF and within range of the weapon. The whole Burst is considered to be fired from the same point on the table – separate shots may not be fired from different points. 



When using an ARO to shoot, the Burst value always equals 1 (Except for Suppression Fire or with the Total Reaction Special Skill). 



To clarify, a figure shooting using an Order can fire from 1 to (B) shots, while any miniature using an ARO can only make one shot, or use a single other Skill (Hacking, Dodging, Close Combat, etc.). 



If a target reacts directly to being fired upon, the figure using the ARO will have to roll less than or equal to his Modified corresponding Attribute (BS, PH, WIP) but roll above all the successful BS rolls of his adversary. 



The figure using the Order to shoot will hit with all the shots in his Burst that roll less than his modified BS but are higher than his opponent’s result in the Face to Face Roll. 



 Example: Wen Liu uses an Order to shoot with his Heavy Machine Gun at two Fusiliers in LoF who are 6 inches away (Distance Modifier: 0). Target one, Angus, uses his ARO to Dodge, while target two, Estévez, uses his ARO to Shoot. Wen Liu specifies that he will divide his weapon’s B value of 4 equally, shooting twice against each enemy. Face to Face Rolls are required, as both targets are using ARO to react directly to being shot. Wen Liu rolls a 7 and a 15 against Estévez, and with a Modified BS of 11, scores one success. Estévez must obtain a 15 or less (BS 12+ Short Distance for Combi Rifle +3), and rolls a 13, also a success. Both succeeded, but it is Estévez who hits Wen Liu as 13 is higher than 7. In the other Face to Face roll, Angus gets a 4 for his PH roll (PH=10), a success, Wen Liu rolls a 9 and a 5, passing his BS target of 11 with both shots. As both rolls are higher than Angus’ score, he receives 2 hits. Now Angus and Wen Liu must make their respective ARM rolls



It is not possible to choose as targets miniatures positioned within or behind an obstacle that impairs vision (Smoke grenades, walls made of soft materials or Zones of bushy thick forests). It is not possible to shoot if the target is not in sight, unless the weapon allows a Speculative Shot or an Intuitive Attack. A miniature must also be within weapon range to be able to shoot. 



It is not possible to use the BS Attribute to shoot if in base to base contact with an enemy: in that situation, Close Combat rules are used instead. 



A Critical BS roll scores an automatic success, causing the target 1 direct Wound with no ARM Roll possible to prevent the damage. 


Do you want to know more?


• Cover 
• Area of Effect Template Weapons 
• Direct Template Weapons 
• Thrown Weapons 
• Parabolic Fire 
• Speculative Shot 
• Dispersion 
• Failure Category 
• Shooting figures engaged in Close Combat 
• Suppression Fire
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CLOSE COMBAT (CC)


Close quarters combat, whether the urban struggle for the possession of a building or craft to craft boarding actions in the void of space, takes place in a limited environment where adversaries are always nearby and there is no space to use a long ranged firearm with any effectiveness. In such situations troopers resort to CC Weapons, short firearms (Pistols) and sharp instruments (Knifes, machetes, sabres, swords, claws, etc.). Close Combat is gory, grimy, deceitful, and fatal. In CC a soldier may cut an enemy’s throat and taste his blood, or end up disembowelled at his foe’s hands. 



For miniatures to engage in Close Combat, it is necessary that their bases be in contact. Any figures in base to base contact are always considered to be in Close Combat, and they will automatically change to CC Weapons (Pistols, knifes, swords, or natural weapons) without using any Skill to do so. T.A.Gs do not need CC weapons since their fists cause Damage equal to PH-2 naturally! When declaring a CC attack with figure against an enemy, a dice roll is required to discover whether the attack is successful. 



When the miniatures to fight are in base contact, then a Face to Face Roll is required. The results can be: 



1.Both fail, so neither achieves a hit on their target. 



2.One fails and the other succeeds. The figure that fails receives damage, and must make an ARM Roll. 



3.Both figures succeed. The miniature obtaining the highest score is the winner of the Face to Face Roll and hits his enemy. The figure that obtains the lowest number must make an ARM Roll with a +3 MOD to ARM (Defence Bonus) to reflect evasive manoeuvring. If there is a draw, the figure with the highest (Modified) Attribute will succeed. If there is another draw and the active player wishes to continue the fight, a new Order must be spent and another Face to Face Roll is required. 



4.Both succeed and one gets a Critical. The latter wins the Face to Face Roll, even if his enemy rolled a higher number, and he causes a direct Wound, with no ARM roll allowed. 



5.Both succeed with Critical rolls. The highest dice roll wins the Face to Face Roll and causes a direct Wound, with no ARM Roll allowed. If there is a draw, the higher Attribute (Modified) will be the winner. If there is yet another draw, both are mutually cancelled, the active player must spend an Order and engage in another Face to Face roll to continue the combat. 



It is compulsory for the player to reserve one Order of the Order Reserve for each of his own figures engaged in Close Combat at the beginning of his turn, to keep the combat going or to Dodge away from it. The resolution of these combats can be performed at any moment during that player’s turn. 





	
CLOSE COMBAT SUMMARY



	
1-Choose a target



	
2- Get close for the Close Combat. All necessary Orders must be spent to be able to move until the figure’s bases are in contact.



	
3- Engage in CC. CC is initiated either by using a CC Skill in conjunction with a Short Movement Skill to get close, or by spending another Order to initiate the CC Skill alone, or by using an ARO to activate the CC Skill.



	
4- Perform a Face to Face Roll of CC figures’ Attributes.



	
5- Make as many ARM Rolls as necessary.



	
6- Place Wound Markers or remove the figure from the table if it has no access to a Doctor, Paramedic, AutoMedikit or Regeneration.







Notes about Close Combat:



ARO in Close Combat: When two figures are in base to base contact, they are considered to be engaged in Close Combat. In that case, the only two possible skills that can be used in ARO are Close Combat and Dodge. 



Close Combat always cancels a figure’s Movement. If the figure moves only part of his first MOV value to enter base to base contact, then CC is declared and the figure will not be able to move the remaining inches of his MOV. 



A figure engaged in CC cannot Shoot in ARO at another figure that is not involved in that CC. 



Close Combat is so direct and fast that no Guts Rolls are required. There is simply no time to get scared in Close Combat! 



Modifiers due to Optical Disruption Devices (ODD are not counted in Close Combat, neither are those from the Special Skills Camouflage and Hiding (CH). 



After finishing Close Combat the winning figure, which is the one still on his feet, can be placed facing any direction wished by his owner. 



Remember when attacking an enemy in Close Combat from behind, the target can turn to face his attacker with an ARO as soon as his Zone of Control is penetrated. 


Do you want to know more?


-Charge



-Overrun



-Disengaging from Close Combat



-Close Combat with several enemies



-Shooting figures engaged in Close Combat 
 



FAQ


-To make a CC against inmmobilized troops would be considered a coup de grace,direct killing without CC and ARM rolls?




 No, if the figure is immobilized the enemy must roll CC and the troop ARM roll (if CC is a success). This situation has its advantages: Normal Roll rather than be faced, there is no possible defense bonus ... Coup de Grâce is very specific: it requires that the figure is in unconscious state. 





- To start from the back of the miniature could have some effect on the Close Combat?




 No. You can read in  Close Combat with several enemies that you must do a  face to face roll against all enemies at once (while dodging or attacking),. So,placing a miniature to the back of another has no effect. 





-Can I deploy my  troop with Airborne Deployment (AD) engaged in Close Combat with an enemy troop? 




 No. You can´t deploy directly engaged to Close Combat, no matter if you use the Mechanized Deployment ,Impersonation , infiltration, Airborne Deployment (AD), etc. 









- What is the Line of Fire of a model in Close Combat?




 Models in Close Combat have 360˚ Line of Fire but this is limited to base to base contact. 
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Coordinated Order


Coordinated Orders are organized actions or manoeuvres performed by several figures that will try to minimize any possible reaction of the enemy, benefiting from their numerical advantage and acting at once against the same target. A Coordinated Order requires the spending of 1 Order for each participant miniature. If composed of two Short Skills, the Coordinated Order must be stated fully before the opponent announces his ARO. Coordinated Order cannot be performed in ARO. 



Any Skill can be used in a Coordinated Order. All the figures participating in it must perform exactly the same Skills and in the same order so as to reflect coordination in the manoeuvre. 



Certain Skills call for a common goal for all characters participating in order to execute a Coordinated Order, hence all the figures sharing the Coordinated Order must execute these Skills against the same objective (For example, ["Shooting at a certain miniature). 





	
 Coordinated Order:  



	
 Skills with a common target 



	
 Attack: Ballistic Skills (BS)/Shoot  



	
 Attack: Close Combat (CC)



	
 Attack: Forward Observer 



	
 Attack: Intuitive 



	
 Attack: Overrun 



	
 Attack: Sepsitor 



	
 Attack: Speculative Shot 



	
 Attack: Suppression Fire 



	
Discover 



	
Doctor 



	
Engineer 



	
Hacker 



	
 Use MediKit 







The remaining skills, those not listed in the preceding table, do not require a common goal to be executed in a Coordinated manner. For instance, 3 miniatures acting in co-ordination can move in different directions. 



In a Coordinated Order to Shoot, the Burst (B) of each miniature participating is halved, always rounding up: the minimum B value being 1. 



In a Doctor, Use MediKit, or Engineer Coordinated Order, a successful Roll and a failed one will cancel each other, so the target will not suffer any change at all. 



You can use Impetuous Orders to perform Coordinated Orders. 



Miniatures performing a Coordinated Order provide only one ARO to each enemy miniature that is in LOF. 



You can Coordinate a maximum of 4 miniatures. Coordinated Orders must be declared in unison. You can only Coordinate figures possessing the same type of instruction (Regular/Irregular) and belonging to the same Combat Group. Miniatures participating in a Coordinated Order do not need to be at any given distance from each other. 



Example: 





 Our tireless Fusilier Angus, with sidekicks Doucher and Bipandra, tries to discover a TO Camouflage Marker that has ducked behind a corner. They declare a Coordinated Order of Moving + Discover to discover him. The TO Camouflaged soldier can see three enemies are getting close to him, and is aware of having only one ARO to confront them. He decides not to move or shoot, trusting his skill to remain hidden and not being discovered.Angus, Doucher, and Bipandra spend 1 Order each and move 4 inches to get closer from their respective positions to the TO Camouflage Marker. 


 Angus and Doucher are 6 inches (MOD by Distance: +3), and Bipandra is 18 inches from the TO (Distance MOD: 0). As the camouflaged figure has decided not to react, each Fusilier must make a Discover Normal Roll (WIP) Modified by the Distance and the TO Camouflage. Angus and Doucher will have to roll a 9 to Discover the TO [WIP: 12 with TO Camouflage MOD (-6) and a Distance MOD (+3)]. Angus rolls a 15 (Failure), and Doucher rolls an 11 (Failure). Bipandra will have to roll a 6 to be successful [WIP: 12, TO Camouflage MOD (-6) and Distance MOD (0)]. He rolls his d20 and obtains a 2 Bipandra discovers the TO, so the figure substitutes the TO Camouflage Marker on the game table. 




FAQ: Coordinated Order


-Does the link break  before or after performing an action?I.e:  I make a coordinated order with part of the linked troops  , so... 
a)with the advantages of the link and then the link is broken. 
b)the link breaks first and then I can do the actions.



The link breaks. 
A coordinated order is not  an action you can make with a fire team . Imagine you have  5 fusiliers linked ( 1,2,3,4 and 5 as team leader). If you declare that  3 and 4 make a coordinated order to move and shoot, these fusiliers are now acting outside the group and spend 2 orders to do so. They are acting independently. Should the leader of the link team participate in a coordinated order, the entire  link is broken. 
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Damage


When a figure is hit by a successful enemy BS or CC roll, he must make an ARM Roll. In this roll, the ARM Attribute is a positive number, and indicates the Modifier to be added to the roll. If the result of the Modified Roll (d20+ARM) exceeds the Damage value of the weapon, the Armour successfully absorbs the impact and the figure takes no injury. 



For example: The Zhanshi Wen Liu shoots at his eternal rival, Fusilier Angus. Wen Liu shoots and hits his target. Angus receives a Combi Rifle shot, Damage 13. His ARM is +1 so he will have to roll 13 or more to save his life (d20+ARM: 1). 




Remember that when in combat, a Critical in BS or CC means 1 direct Wound (W), and no ARM Roll is possible. 



 Damage and BTS. 
Some weapons use Special Ammunition that ignores ARM and can only be stopped with Biotechnologic Shield (BTS) protection. BTS Rolls are used to resist the Damage caused by these weapons, and function the same as ARM rolls, substituting the ARM value with that of BTS as a positive modifier. 




Damage from Falling. 






If a miniature falls from a scenery element during the game, he must make an ARM Roll against 2.5 points (rounded up) of Damage per inch of distance fallen. 




Unconsciousness 






When a miniature receives a wound after failing an ARM Roll, a Wound Marker (WOUND) is placed beside him with the proper number. If he has only suffered a single Wound, the Marker will show “1”: if he has accumulated more Wounds, the Marker must reflect their number. When a miniature receives as many Wounds as the value of his Wounds Attribute, he falls on the ground Unconscious at the end of the Order, but never before the Burst (B) is finished: therefore the number of Wounds can exceed his Wounds Attribute. An unconscious character is assumed to be lying down on the ground, except those unable to be Prone due to issues such as terrain, and can be indicated on the table with a PRONE Marker or by lying the figure down. 



A miniature in this state has all its devices disconnected and cannot use any Skill, save the Special Skill Regeneration, or an AutoMediKit. He will also lose his Camouflage, TO, and Optical Disruption Modifiers, but not Cover Modifiers if he is eligible. 



During the time the figure remains Unconscious he will not add his Order to the Orders Reserve of his army, and will be considered a casualty in terms of calculating army points. 



In Close Combat, if the miniature attacking declares that he is attacking an Unconscious character the latter will die without being able to roll for either CC or ARM: this is known as the Coup de Grâce. 



To finish off an Unconscious miniature with BS, he only needs to be shot at with a Normal Roll. If successful, the Unconscious miniature is hit and must make an ARM Roll. 




Death





If a figure in the Unconscious state receives a new Wound, he dies and will be removed from the battlefield. Some Special Ammunition can bring about this state directly. 



Figures remain Unconscious until they are healed or killed. If a player does not possess a Doctor or Paramedic, and the Unconscious figure does not possess an AutoMediKit or Regeneration, he passes to the Dead state and can be removed from the game table. 




Structures





Some miniatures and vehicles have a STR (Structure) value instead of Wounds. These function similarly to normal miniatures, having Normal, Unconscious, and Dead states. Each time one of these miniatures receives the equivalent of a Wound they lose a point of STR (Causing no ill effect or Modifier) and a Wound Marker is placed beside them. When the number of Wounds received reaches the STRAttribute of the figure, the vehicle or miniature is immobilized and destroyed (An IMM Marker is placed and crew members, if any, are able to get out). 



If the army does not have a figure with the Special Skill Engineer, any miniature or vehicle with a STR value is removed from the table once destroyed and the crew members have left it. 


Do you want to know more?


•Immobilized 
•Guts Roll


FAQ: Damage


 
Does a model that has taken more wounds than it's Wounds Attribute stat fall unconscious or dead at the end of it's order? 
 





  If the model has taken as many wounds as it's Wounds stat then it falls Unconscious at the end of the order. 


  If the model has suffered more wounds than it's Wounds stat then it falls dead at the end of the order. Note that the model will fall over after any movement. 
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Morale and Leadership


At some point in a battle, troops’ morale can fail. Losing a leader or large number of companions affects soldiers’ decision to continue fighting. 



During the game, the morale of the troops can be affected by two critical situations: 



1.Retreat! If, during the count of Orders/ figures at the beginning of the player’s turn, the army has lost figures equal to more than 60% of its original points composition, its troops will be automatically considered as demoralized and they will withdraw from the battle. They will turn Impetuous automatically, but every move must be made in the direction of their Deployment Zone, aiming to leave the battlefield as soon as possible, unless an Order is spent to regain control of them as described below. 



In a Retreat! situation, troops will ignore their officers in such a way that the Lieutenant loses his  Special Order. 



2.Loss of Lieutenant. When the miniature of the Lieutenant falls Unconscious or Dead, the army is without a leader. If such a case arises, 2 Orders can be spent and another miniature designated as the Lieutenant. The Unconscious Lieutenant may also be healed, but if at the end of the turn there is no active Lieutenant, there will only be 2 Orders available in total for the next turn, which can be consumed in enrolling another Lieutenant. If the Lieutenant is wounded or killed during an enemy turn, then the player starts the following turn with only 2 Orders that can be used to elect a new Lieutenant. The Loss of Lieutenant situation does not affect Impetuous Orders that are carried out normally. In a Loss of Lieutenant situation the player has got, not only the 2 Orders Reserve, but too the Impetuous Orders and those Orders given by figures with the Religious Troop Special Skill, which only them can use. 


Recovering Leadership


In case of losing a Lieutenant, the player can try recovering Leadership. If the player loses his Lieutenant during his turn, he can use 2 Orders to sign up a new Lieutenant, who will not have the use of the Lieutenant‘s Special Order until the next turn. Any figure in the army can be made into a Lieutenant (except a REM, Antipodes, The [image: [WWW]]Hungries, or any Irregular troop if it is a regular army). If the group or army does not have any figures on the field (Due to TO Camouflage or Airborne Deployment), it must reveal or deploy some in order to enrol a Lieutenant. 



If an army is in Retreat!, a player may spend an order to control a figure and prevent him moving Impetuously towards the Deployment Zone. Once an Order is spent stopping him, the soldier can then behave normally until the end of the turn. At the beginning of the next turn, he will have to spend another Order to avoid turning Impetuous and withdrawing. 


Do you want to know more?


*“Last figure standing” rule
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Victory Conditions


A battle is fought at as many points of army as previously decided. For instance, between 150 and 300 army points, battles at 150 points are going to be more or less short and battles over 300 points are going to be longer. Army points are important to calculate the Availability of Support Weapons and the percentage of figures required to cause Retreat! 



The battle will be over when one of the two armies disbands (After losing more than 60% of their army points) and runs away. It can also finish when the targets of a mission are achieved or when one of the armies has been completely wiped out. 



The Victory Points obtained by both sides can also be compared to see who the winner is. Victory Points are the points that your army has eliminated of your opponent’s force. The army that obtains more Victory Points, or the one who achieves the biggest number of computable casualties at the end of the battle, will be the winner. Or to look at it another way, the winner is the one who has the greater percentage of living troops. 
 
 



Do you want to know more?


*Baggage 
*Morat 
 
 



FAQ


- Are the Point Costs and SWC part of the disclosed information on an Army List?




 Points Cost and SWC are not part of your Army List. Only the Referee, if in a tournament,  needs to know your lists' Point Cost and SWC (to check if the list is valid), but that information is not meant to be part of your army list while you play. 
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VEHICLES


Dropships: Orbital transport vehicles with capacity for Airborne Deployment: Level 3, Combat Jump. When a Dropship descends it is considered to be performing a Combat Jump, using the rules as described above for Dispersion. Dropships cannot be destroyed while descending, and figures cannot shoot at Dropships while descending. If the PH roll to land is failed, a Dropship will disperse normally but being equipped with sensors will not fall outside the battlefield (Around the table borders), or on buildings or over other figures. They will instead seek the most propitious location close to the final Dispersion point. Nevertheless the Dropship must make an ARM roll (the Damage is the Dropship´s PH value) as a consequence of the sudden landing if it suffers Dispersion. A failed ARM roll will result in the loss of 1 Structure point. Dropships cannot descend to the interior of a Smoke Template, Low or Zero Visibility  Zones or over those Terrain categories that do not allow it. After landing, Dropships will automatically open their hatches. 



Dropships, as with other figures with AD: Combat Jump, are susceptible to being hacked. When a Dropship loses all its STR points it will be destroyed, remaining inert on the battlefield and turning into another scenery element. If a Dropship loses one more point of Structure (STR) than it has, it will suffer an internal explosion, which will provoke the automatic death of all the figures inside it. 



Troops placed in the interior of a grounded Dropship can react to any attack against them getting out when the attacker’s Burst is finished. If such a case arises, figures will normally remain close to the Dropship. 



Dropships are not included in a normal army, instead they are present in certain special missions or at the agreement of both players. Usually, in scenarios with a Dropship option, the spending of 1 Order allows 1 Dropship to descend, though this parameter can vary according to the scenario. In order to take off, each Dropship will have to spend 1 Order. Once the Dropship has taken off, figures will not be able to shoot at it. If there was any figure clinging to its hull during takeoff, he will fall off and die due to the impact. 



Dropships have 4 cargo spaces. Light, Medium, and Heavy Infantry each use one space. Figures with a Motorcycle and Remotes need two spaces. T.A.G.s require three spaces. In the Download section of the Official Infinity Webpage you have a paper cut-out model and a Dropship template to recreate its presence on the battlefield. 





	
DROPSHIP DATA



	
PH
	
BTS
	
ARM
	
STR



	
15
	
-9
	
8
	
3
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General Types of Special Terrains


Aquatic Terrain: This is an environment where water is the dominant medium. Submarine scenarios, seas, lakes, rivers, marshes, mangrove swamps (jungles covered by water), etc. 



Desert Terrain: A terrain where heat and sand prevail. Game Zones with Desert Terrain could be dune deserts, stony areas, desolate savannas, etc. 



Mountain Terrain: This encompasses zones at great height over the sea level, with rocky formations and little vegetation, and those territories typical of arctic and sub arctic regions. Mountain Terrains are the high, medium and low peaks, defiles, fjords, rocky slopes, ice and snow plains, tundra, etc. 



Jungle Terrain: These characterize very solid woods. Rain forests, jungles, thick forests, groves, etc. 



Zero-G Terrain: This is where gravity force is very weak or non-existent, requiring a different sense of direction and movement. Zero-G Terrain includes zones with atmosphere and pressure and also exterior vacuum. Possible Zero-G scenarios would be freight zones of great spacecrafts, the exterior rings of space or orbital bases, the corridors of spaceships or bases with disabled artificial gravity, etc. 





	
Specific examples of terrain:



	
Example
	
Type of Terrain
	
MOV Difficulty of the Terrain
	
Visibility Conditions



	
Beach
	
Aquatic
	
Difficult
	
-



	
Sea
	
Aquatic
	
Impassable
	
-



	
Swamp
	
Aquatic
	
Very Difficult
	
-



	
Stony Area
	
Desert
	
Difficult
	
-



	
Dunes
	
Desert
	
Very Difficult
	
-



	
Low Mountain or Hills
	
Mountain
	
Difficult
	
-



	
Arctic Plains
	
Mountain
	
Difficult
	
-



	
Middle Mountain
	
Mountain
	
Very Difficult
	
-



	
High Mountain
	
Mountain
	
Impassable
	
Low Visibility



	
Wood
	
Jungle
	
Difficult
	
Low Visibility



	
Jungle
	
Jungle
	
Very Difficult
	
Low Visibility



	
Thick Jungle 
	
Jungle
	
Impassable
	
Zero Visibility



	
Zero-G
	
Zero-G
	
Impassable
	
-



	
Storm
	
Aquatic/ Desert/Mountain/ Jungle
	
-
	
Adds a level to Visibility Conditions
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MOV Difficulties


Special Terrain, independent of their characteristics (Jungle, thick forest, desert, ice, mountain, tundra, swamp, etc.) is defined by one of three categories: 



•Difficult Terrain: Restrictions are applied to MOV of MI, HI, T.A.G.s, REM, Motorcycles and vehicles. These are only able to move half of their MOV values. 



•Very Difficult Terrain: T.A.G.s, REM, Motorcycles, or vehicles will not be able to penetrate this terrain, which will make impossible any Mechanized Deployment. All the other troop types, save Skirmishers, will have their two MOV values restricted to half. 



•Impassable Terrain: T.A.G.s, REM, Motorcycles, vehicles, or MI and HI are