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Introduction 

 

Welcome Cadets.  

  I’m Sargent Osiren. I’d like to make it known right now! From that moment you stepped foot of the 

shuttle, your butts belonged to me! The military machines and hardware that you see around you is 

worth more than the skins on your hides. Harken to my instructions and you may survive long enough to 

be half-way decent soldiers. I have 13 rules that you should follow. If you pay attention, you’ll learn and 

understand the basics of modern combat in the Steller Sphere and how our forces operate.   

DO YOU UNDERSTAND ME, CADETS!?  

 

Quick Start Rules 

 

  These rules are here to thrust you into the fantastical future of interstellar warfare in Conflict Horizon. 

Please read the following rules and set up a game using the scenario shown later. Some rules have been 

omitted from these quick starter rules to teach you the basics of controlling a few CAMs in a small 

skirmish and assist in helping you come to grips will the basic rules including actions, movement, ranged 

and melee combat, and morale.  

 

Getting started and what you need  

 

  The easiest way to get started with Conflict Horizon and learning the rules is to sit down and read 

through this book. You don’t really need to worry about remembering everything as can use the book as 

a reference during play. 

 



An Opponent 

  Conflict Horizon is a social game and is played by two or more players. Grab a buddy and get started! 

 

Models 

  Conflict Horizon miniature range is 100% 1/100th (15mm) scale miniatures design for this game and is 

available through our online store – www.conflict-horizon.com 

You can download the statistic cards showing each model’s abilities and capabilities from the website. 

These will always be up to date. 

 

Templates 

  Some weapons are not based around precision but instead will blanket a large area. There are two 

templates that will help to resolve the effects of these weapons. The flame/burst-rifle template is cone-

shaped and the blast template which is a 3-inch circle. When to use these templates will be detailed on 

the weapon stat line. 

 

A Battlefield 

  A large flat area, 6’ x 4’ is best due to the ranges and movements of various weapons and models but a 

4’ x 4’ kitchen or purpose-built gaming table works as well. Regardless of the table’s size cover, it is 

highly recommended that the space is covered with a green or brown sheet or even a purpose built 10-

15mm gaming matt for a truly immersive experience. Though for these rules follow along with the 

Scenario detailed later in this set.  

 

Terrain 

  You’ll need a selection of terrain to provide obstacles and cover for your armies to move about the 

battlefield. Using items that can double for hills, trees, hedges, buildings, and roads can be used to 

create fun and exciting, even realistic battlefields for your troops to fight over. But remember, Conflict 

Horizons is 1/100 (15mm) scale so keep that in mind when selecting terrain. 

 

Dice 

  All dice or die rolls in Conflict Horizon are done with a 12 sided die known also as D12. A single 12 sided 

die is referred to as 1D12 within these rules. 

http://www.conflict-horizon.com/


  Some things may require you to roll a different type of dice. A D2 is a 2 sided die, a D4 is a 4 sided, and 

6 is the normal 6 sided die. Examples can be found below. 

 

How to roll a D2, D4, and a D6 on a 12 sided die.  

Note: that it is better to use a 12 sided die to roll these types, as it gives greater randomization. 

 

D2:  1-6=1 | 7-12=2 

D4: 1-3=1 | 4-6=2 | 7-9=3 | 10-12=4 

D6: 1-2=1 | 3-4=2 | 5-6=3 | 7-8=4 | 9-10=5 | 11-12= 6 

 

Tape Measure 

  You’ll need a tape measure or ruler to measure movement and shooting ranges. All measurements are 

performed in feet and inches. 

 

  Sometimes you may need to pre-measure for an important shot or to see if your weapons in a certain 

range before moving your model. Measurements are done from anywhere on the model’s base. In the 

case of performing an attack against another model, measurements are done from the nearest point on 

the attacker’s base to the nearest point on the defending model’s base.  If the model doesn’t have a 

base, such as a vehicle model, any measurements are done from or to the hull. 

 

Sequence of play 

 

  A game of Conflict Horizon consists of a series of 4-6 rounds broken up by a number of turns within 

each. Please follow along with the following rules to give you a complete understanding of the basic 

rules for Conflict Horizon. 

 

Round Start 

Roll Initiative 

 

Roll for moral (If a tactical group that began the game with more than one model is activated and has 

been reduced to only one model due to casualties in the last round, that model must check morale. If 

the army commander is killed, roll the moral rating of the next highest model in your army. If failed, the 

army is removed from the board and the enemy player wins. Scenarios can modify these conditions.) 



Activation Turns (The highest rolling player will take one turn activating his first TG followed by the next 

player. This is done until all models on the table have been activated.)  

Clean UP (remove any tokens or counters that do not carry over to the next round) 

End Round 

 

Initiative 

 

  At the start of each round, each player will roll 1D12 and add or subtract the modifier of the overall 

Army Commander on their side to the die roll. The player with the highest roll may choose to activate a 

squad first or make the opposing player activate first. Each player will then alternate activations until all 

models on the table have activated then all players must roll initiative for the next round.  

(See Die Test or Target Number on Page 2) 

 

Round 

  A Round is finished when all Tactical Groups on the board have been activated by all players. 

 

Turn Phase  

  A turn is when it’s a player’s turn to activate a single Tactical Group. When that player is finished, it is 

now the opposing players turn to activate a single Tactical Group, this will continue until all Tactical 

Groups on the table have been activated in which case, makes it the end of the round. A single Model 

may count as a Tactical Group for activation and Initiative purposes. This will be explained in the 

“activation” section. 

 

Activation 

 

  The Activation Phase (also known as the Turn Phase) is the most important in the game. In this phase, 

the players take turns using their Tactical Groups (TG). Tactical Groups are basically a squadron or group 

of models. When activating one of your models, it activates the entire group of models. Each model 

within the Tactical Group may take a number of actions up to the total list on each model’s statistic card. 



Below is a chart that will show what each action cost. Which models make up a Tactical Group is 

normally determined by the faction’s army list and the tactical group options and equipment listed 

there. The army list is omitted from these rules and the selection of models that make up each tactical 

group is determined later in the scenario. 

 

  The side that acts first chooses one of their Tactical Groups and executes a variety of actions with each 

miniature that is part of this TG. This is called “Activating”, and the period in which the Actions are taken 

is the “Activation”. When a player doesn’t want to do anything else with a Model or has expended all of 

its actions, the player will simply declare his Activation finished and mark out the “Turn Activation” 

bubble at the top of his/her data sheet for that TG. Models may only ever be activated once per round 

and only during the owning player’s turn. 

 

 After Activation of a TG has ended, the first player cedes the Turn to the other, who will now repeat the 

process with one of his Tactical Groups and then passes the turn back to his opponent. This way, players 

alternate activating their Tactical Groups, group by group, instead of one side moving their whole army 

before the other.  

 

Action Cost 

 

Not moving    0 

Pivoting in place    0 

Tactical Movement   0 

Flat Out Movement   1 

Charge (See page for rules)  1 See rules for Charging. 

Ranged Attack    1 See rules for Ranged Combat 

Melee Attack    1 See rules for Melee Combat 

 

Movement 

 

  Movement is pretty simple in Conflict Horizon. There is no required cohesion in Conflict Horizon as in 

other miniature games. The only exception to this is infantry. Infantry stands must maintain cohesion of 



at most 2 inches from a base within the same tactical group. Models activate on a per group basis, 

meaning that a full squadron of models that are part of the same group are all activated. These groups 

are known as Tactical Groups. Once the tactical group is activated, each model in that group may 

perform any number of tasks, such as moving and shooting, each taking their actions independently of 

the rest of the models in the tactical group. Once all models in the active Tactical Group have finished 

their actions, the turn is passed to the next player.   

 

  The first thing a player will need to do before moving a model, is to check what type of movement the 

model uses. Take a look at the statistic card under Integrated Systems. You’ll see the type of movement 

system the model has, it’s the last thing listed there. Example - for most CAMs, it will be called Bipedal. 

“Bipedal models will have full freedom of movement when moving at Tactical. This means that they can 

move any way they like and in any direction up to their tactical movement value in inches. They have no 

individual firing arcs as they can fire in a full 360-degree arc. They have no arcs for attacks in the rear, 

front, or sides.” These special rules are used to make each model type feel different from another and to 

give the game more depth. 

 

  The next thing the player will need to do is take a movement action. There are four types of 

movement, Stationary, Tactical, Full Advance and Charge/Ram/Plow.  Tactical movement allows the 

model to fire weapons whereas Full Advance puts the model at full speed, allowing the model to cover 

more ground and makes the model unable to use weapons. Whichever movement action is used outside 

of Charge/Ram/Plow must remain 1 inch away from any enemy models. Tactical movement allows you 

to fire one ranged weapon. Charge/Ram/Plow is for models that choose to engage in melee combat or 

ram an enemy model. This will be covered later. (See page XXX – Melee Combat) 

 

Remaining Stationary  

 

  Some model types must remain stationary to fire certain types of weapons. Just declare that the model 

will remain stationary. Models with certain movement types may pivot in place while remaining 

stationary. 

 

Tactical  

 

  The Tactical movement value is the first value listed in the model’s statistic card. The model, when its 

tactical group is activated, may move up to this value in inches. There are special types of movement 

based on the movement type displayed under the Integrated Systems area on the stat card. 

 

Full Advance  

 



  The Full Advance movement value is the second value listed in the model’s statistic on its statistic card. 

The model, when its tactical group is activated, may move up to this value in inches but may not 

perform any combat actions and must move only in a straight line. 

 

Charge/Ram/Plow 

 

  The model, when its tactical group is activated, Must declare it is wishing to perform this action. The 

model will move at its Full Advance movement and must make it into base-to-base (B2B) contact with an 

enemy model. The model cannot make ranged attacks and must declare the Charge/Ram/Plow when 

the model is activated and it must begin the charge outside of 3 inches of the target enemy model. (See 

page XXX – Melee Combat). 

 

Skill Checks 

 

  Moving into or over different terrain types may be easier said than done. The effects of terrain will 

affect different model types differently. 

 

These skills also affect the model when making ranged weapon attacks as these are the numbers you 

began (plus modifiers) with when calculating the target number need to roll when making a ranged 

attack. 

 

Untrained:  4 

Trained:  3 

Veteran:  2 

Elite:   1 

 

Morale 

 

  All people and even Syntechs have morale. The average person would run away at the sight of a gory 

battle, even the artificial intelligence of the Syntech would calculate the value of unacceptable or 

unmanageable losses.    



 

  When a tactical group has been reduced to one functioning model remaining, that model must take a 

morale check at the start of its activation. Reduce the Morale rating by 1 for each member of the tactical 

group that has been lost. There can also be modifiers to the number needed. The morale test depends 

on the army or army list in which you are playing. The average morale is 8. If the Tactical Group Leader 

of the remaining model’s group is no longer on the board (causality or removed from play), reduce the 

Morale test number further by 1. The model, in order to pass, must roll at or below this test number to 

succeed. If failed, the model leaves and is removed as a casualty. 

 

 

Fearful   6 

Willing   7 

Capable  8 

Hardened  9  

Iron Resolve  10 

 

Movement into and through Terrain 

 

Moving into or over different terrain types may be easier said than done. The effects of terrain will 

affect different model types differently.   

 

Difficult Terrain 

 

  Before the movement is carried out but after the type of movement is declared, you must make a skill 

check. The number that you need to meet and exceed will be listed on in the model’s statistic. Roll a die 

for each model wishing to move into or cross difficult terrain. If the skill test is passed, the model passing 

may move through it or in it freely. If failed, consult the chart for the corresponding model type.   

 

Please note. Infantry will automatically pass any skill check required to move through difficult terrain. 

 

CAMs 



 

  CAMs receive a +1 bonus to the die roll when making a Skill check for the terrain. If a CAM failed the 

skill test, it falls and may take a point of damage. Roll a die and on a 7 - 12 the CAM recovers and will not 

take damage but will stop at the edge of the terrain feature. If inside, it will stay stationary but can’t fire 

any weapons. It will act normally on the tactical group’s next activation. On a 1 - 6 the CAM falls over 

and takes a point of damage. It may stand up next time its tactical group activates and counts as moving 

at tactical speed but remains stationary. The model may act normally on its following tactical group 

activation. 

 

Ranged Attacks  

 

  Making a ranged weapon attack is pretty easy. What qualifies as a ranged weapon in Conflict Horizon, 

you may ask? A ranged weapon is any weapon that can be used at a distance.   

 

  Once a tactical group has been activated, you must make a choice on what type of movement each 

model may perform or if it is to remain Stationary.  If you plan on using Tactical movement, the model 

may fire anyone of its main weapons before or after its movement is complete, provided it has enough 

actions remaining. 

 

  After the movement type is declared and/or executed, the next step is to check range. The range is 

determined from point A to point B. Point A is the attacking model and point B is the defending. Once a 

ranged attack is declared, measure the distance from the attacking model to the target. Note the range 

and reference the weapon’s range statistic. If the target model is at or within the range listed, it is a valid 

target. If it is over half of the weapon’s range you will need to roll against the defending models Defense 

Rating (DR).  If you are at or below half the weapon’s RNG in inches, you will be counted as short range 

and receive a +1 to your dice rolls. 

 

  Next, you’ll need to take your model’s Crew Skill (Most military Crews are Regular, meaning the 

modifier starts at 3.) and add or subtract any modifiers. Modifiers can make the shot(s) easier or more 

difficult. The list of modifiers starts with the Crew Skill of the model wishing the make the attack. The 

next thing you’ll need to add is the Defense Rating (DR) of the target, range modifiers, and cover or 

intervening terrain modifiers.  (See page XXX – Cover and range modifiers) Once you Crew Skill and all 

modifiers are calculated into the total, this total will give you the target number that you’ll need to roll 

on the dice. 



 

  The next step will be to check the Rate of Fire (RoF) of the weapon you’ve chosen to use. The number 

indicates the number of dice you will roll to make the ranged weapon attack with. Roll the dice! Each die 

that meets or exceeds the calculated target number is a successful hit! Now comes the part in figuring 

out if the model is damaged by the hit(s). (See page XXX – Damage), but first, we are going to show you 

how to hit a target in Melee. 

 

Example of calculating the target number for a ranged weapon attack.  

 

A Griffin is wishing to fire its autocannon at an enemy Patriot. The Griffin measures the autocannon’s 

range and finds that he is at normal range. The Patriot is out in the open and thus, has no cover. The 

Griffin’s pilot is a military Regular and has a Crew Skill of 3.  

 

The Griffin takes the 3, adds 0 for the range, adds 0 for the cover and adds the 5 for the Patriot’s 

Defense Rating (DR) that is listed on its statistic card. This gives the total target number of 8, which is 

what the Griffin needs to meet or exceed when rolling for the attack.  

 

The Griffin’s autocannon has a Rate of Fire (RoF) of 2. The Griffin rolls two dice and each dice will need 

to meet or exceed the target number to count as a hit, anyone die that rolls a 7 or below is counted as a 

miss. 

 

Melee Combat - Assault and Charge 

 

Declaring an Assault Engagement 

 

  The model, when its tactical group is activated may declare that it is engaging an enemy in melee. It 

may only move at its Tactical movement. This is known as an Assault. Measure the movement distance 

first. If it can make contact, the model must move into physical or base to base (B2B) contact with the 

enemy model.  The assaulting model must have some line of sight to the target model or pass a sensor 

sweep to detect it if outside of LoS. 

 

  If it is unable to contact the enemy model in the distance allowed, it must move its tactical movement 

in the straightest line possible towards the initial target and must remain 1 inch away from the target 

model’s base. 



 

In an Assault Engagement, there are no bonuses for Assaulting. 

The model with the highest DR will make its attacks first.  

 

  If the DR is the same, then the model that performed the engagement will strike first. In all subsequent 

rounds, each player will roll a die. The player with the highest roll attacks first. 

 

Declaring a Charge Engagement 

 

  The model, when its tactical group is activated must declare all charges before any other actons are 

taken by it or any other model in the group. The models declaring a Charge will move at their Full 

Advance movement. The charging model must begin its charge 3 or more inches away from the target 

model. Measure the movement distance first. If it can make contact, the model must move into physical 

or base to base (B2B) contact with the target model.  The charging model must have a line of sight to the 

target model and may not make any turns or deviations to make contact with the target. All charge 

movements must be finished before any remaining model in the tactical group take any actions. 

 

  If it is unable to contact the target model in the distance allowed, it must move its full advance 

movement in the straightest line possible towards it and must remain 1 inch away.  

 

  The charging model will receive a +1 bonus to the roll against the Target Number and AP for charging, it 

will also strike first at the time of the Charge regardless of its Defense Rating. 

  A charging model cannot contact any additional enemies when charging and must stay outside of 1 

inch from any other enemies not engaged.  

 

  Once the attacks are made during the activation in which the model charged. All bonuses attributed to 

the Charge action are lost. 

 

Hitting the target in Melee 

 

  In order to calculate the number needed to make a successful hit in melee, you must calculate the 

Target Number. The base Melee Number is 7. Take the attacking model’s size and compare it to the 

target model. If the attacking model’s size is larger than the target’s, add the difference to the Melee 

Number, increasing the difficulty. If it’s lower, this means the model is more agile, and the difference is 

reduced from the Melee Number, making it easier to hit. 



 

  Once the Melee Number is calculated, calculate any modifiers to it. Once all modifiers are calculated, it 

will give you the Target Number. The Target Number is what needs to be met or exceeded by any attack 

die to make a successful melee attack. The modifiers are listed below and are cumulative. 

 

Hitting a Vehicle model type 

 

  If the target model is a vehicle, we need to know how it moved during its last activation. If it remained 

stationary, the vehicle is automatically hit. If the vehicle moved Tactical, the base target number is a 7, 

and if the vehicle moved Full Advanced, the target number is a 10. 

 

If the attacking model is charging – When declaring a Charge, reduce the Target Number by 1. 

 

The target model is already engaged in melee– If the target model is already engaged in melee from a 

previous round and one or more additional models join the fight or declare a Charge. Reduce the Target 

Number by 1, no more. 

 

CAMs and Infantry 

CAMs and Infantry model types are the only model types that can make attacks when charging. 

 

Vehicles 

Vehicles can only ram other vehicles and CAMs.  It must Plow through Infantry. 

 

Combat with Stationary models 

 

Vehicles that remained stationary are automatically hit.  

 

Flying Vehicles cannot be hit by an assault or charge but can be rammed by other Flying Vehicles. 

 



CAMs only count as stationary if immobilized. 

 

Infantry is not subject to this rule. 

 

The Charging model will make an attack first. 

 

Models in the turn in which they Charge, will gain a +1 AP and always strikes first. 

 

Once the initial Charge is completed, the models are now counted as Engaged. – Vehicle model types 

are never counted as Engaged (See next page.) 

 

Locked in Combat – Engaged 

 

  Models that have moved into combat using a Charge or Assault moved into base to base contact with a 

targeted model will now be counted as engaged. This will also count the models as Locked in Combat. 

The model with the highest DR will strike first unless it charged. Combat is fought in each participating 

model’s activation until one model is destroyed or one disengages or breaks from combat. Around of 

combat ends when all models locked in the combat have made their strikes, disengaged or were 

destroyed. 

 

  Vehicles are never counted as engaged and can leave and move like normal during their activation. 

Models involved that are not Vehicles, can also do the same. 

 

Multiple Charges by the same Tactical group  

 

  Sometimes a target model may be the subject of multiple Charges or Assaults by the same tactical 

group. If this occurs, the player wishing to charge with multiple models at the same target, must declare 

and move all models wishing to charge before any other models in the group are activated. 

 



  The model that is the subject of such an attack must choose which model or models it is wishing to 

place its attack(s) against. 

 

Damaging Infantry 

 

If the successful attack is against Infantry, the Infantry must make a saving throw for each successful 

DMG roll made by the attacker. If they fail their saving throw, the base is removed. Additional damage 

will carry over to any of the Infantry bases in the same tactical group within one inch of the attacking 

model’s base. 

 

Multiple Models in the same Combat 

 

You may declare which target or targets you’re striking. You may attack any model involved in the 

combat, providing your model has enough strikes.  

 

Shooting into Combat 

 

When shooting into combat roll to hit the target as normal. If you miss, you’ll miss. But if you hit, you 

need roll one die for each shot that hit, and on a 7- 12 you’ll hit the enemy on a 1-6 you’ll hit a friendly. 

If there are two or more enemies, you’ll need to declare what enemy is designated by the die roll. 

Enemy (1) will be 1-5, Enemy (2) a 6-10, and your friendly model on an 11 -12. Note that you may not 

shoot into a combat that has more than two enemies this does not count for infantry. For infantry, you’ll 

hit the closest base to the firing model. 

 

Damage 

 

Upon a successful To Hit roll, you must now determine the damage done to the target. Roll the number 

of dice equal to the amount that scored the hit(s), adding the Armor Penetration (AP) of the weapon to 

the roll. If the total meets or exceeds the target model’s Armor Rating (AR), the model will receive the 

number of damage points listed on the weapon’s statistic. 

 

Marking Damage Boxes 



The owning player must then mark out the number of DMG boxes that have been received on the 

damaged model’s reference card. When all boxes are filled, the model is destroyed and in most cases, 

removed from the table. Models, such as vehicles and crashed aircraft will stay on table adding difficult 

terrain elements because of the debris, these vehicles also count as smoke for cover.  

 

Another method of keeping track of damage is to place a six-sided die next to the damaged model 

indicating its remaining damage boxes. 

 

Overkilling 

Overkilling will happen in Conflict Horizon.  

Overkill occurs when the damage that a weapon causes, exceeds the amount of damage the target can 

take. For the Damage roll to count as overkilling the roll must be successful and the weapon’s damage 

rating must exceed the base total of DMG boxes that the target model possesses by 1 or more. 

 

Overkilling a model will result in an explosion and if this happens, roll a D12. On a 1-8 nothing happens 

and the target model is removed as causality regardless of model type. On a 9+, the model explodes 3 

inches from the center and does half of its base DMG boxes (round down) to any model hit. The AP of 

the hit is also half of the DMG boxes of the exploding model. Hits are rolled against each model Defense 

Rating (DR). 

 

Critical hits and damage 

 

Critical Hit 

Critical Hit is caused when an attacking player rolls a natural 12 on a die when making range weapon or 

melee attack. If this happens, the “to hit” roll is automatically successful. In addition, the target model 

must take a skill check and if failed, the model will suffer from Stun. If the model is a CAM model type, 

the model will lose balance and fall. “See Falling – page XXX.”  

 

If the Skill check is passed, the model will continue on like normal and damage will be rolled against it 

like normal. 

 

Infantry ignore criticals but is automatically hit. 

 

Critical Damage 

Critical Damage is caused when an attacking player rolls a natural 12 on a die when making a Damage 

Roll. If this happens, roll a D12 and consult the chart below. 

 



 

1-2 Equipment Destroyed   Roll a die for each piece of Equipment. Lowest is 

destroyed. Causes Stun. 

 

3-4 Fire Control Damage    -1 to ranged weapon attacks – Cumulative 

 

5-6 Motive System Damage   -1 Mv for tactical movement and -2 for Full Advance. – 

Cumulative 

 

7-8       Weapon Destroyed   Roll a die for each Weapon. Lowest is destroyed. Melee 

weapons are not counted. Causes Stun. 

 

9-10 Integrated System Destroyed  Roll a die for each Integrated System. Lowest is 

destroyed. Causes Stun. 

 

11 Crew Wounded   Model suffers a -2 to all test. If wounded a second time, Model 

is killed. 

 

12 Catastrophic Failure   Model Explodes causing all models within 3 inches to 

take make a skill test. If failed, each failed model will take an automatic hit. Roll for damage AP2, DMG 1. 

 

Stun 

Sometimes an attack is so hard-hitting or disorientating, it can ring a person’s bell. This can severely 

delay their reaction time or prevent them from reacting at all.  

 

Weapons that cause Stun will have it listed in its characteristic. If one of your models has a successful hit 

that causes stun scored against them. The model must make a skill check.  

 

The stun is effective even if the model takes no damage. Stuns do not stack.  

 

If the skill check succeeds. 

If the model passes its skill check, it will act normally.  

 

If the skill check fails. 

If the model fails its skill check, it cannot take any movement actions or use any weapons. It also counts 

as stationary and DR is halved regardless of model type. Furthermore, it is immune to any further 

stunning effects while it is in its current state. The owning player must roll a skill test the next time the 

model activates.  



 

It will automatically pass the skill check on the third activation. 

 

Falling 

CAMs falling due to terrain 

CAMs receive a +1 to the die roll when making a Skill check for the terrain. If a CAM failed the skill test, it 

falls and may take a point of damage.  

Roll a die and on a 7 - 12 the CAM recovers and will not take damage but will stop at the edge of the 

terrain feature. If inside, it will stay stationary but can’t fire any weapons.  

It will act normally on the tactical group’s next activation. On a 1 - 6 the CAM falls over and takes a point 

of damage. It may stand up next time its tactical group activates and counts as moving at tactical speed 

but remains stationary. The model may act normally on its following tactical group activation. 

 

CAMs falling due to a critical hit 

If a CAM is hit by a critical attack (a natural 12 is rolled when rolling to hit), it might lose stability and fall. 

The model hit by the critical hit must make a skill test. 

 

- If the test is passed, model acts normally. 

 

- If the test is failed, the model falls and may not take any action until it next activates. When it 

activates, the model will stand up and can only move at tactical but perform other actions normally.    

 


