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INTRODUCT JON I

WELCOME TO THE EXCITING WORLD OF SENTINEL COMICS, WHERE SUPER-FPOWERED HEROES STAND
TOGETHER AGAINST THE NEFARIOUS VILLAINS WHO THREATEN THE SAFETY OF THE WORLD!

WILL YOU TAKE THE ROLE OF THE STALWART HEROES OR THE DASTARDLY VILLAINS?

THE CHOICE IS YOURS IN SENTINEL TACTICS!

THIS RULEBOOK TAKES YOU THROUGH THE ELEMENTS OF THE GAME, EXPLAINING EVERYTHING YOU NEED TO
KNOW ABOUT HOW TO SETUP AND PLAY THE GAME. SCENARIO PLAY INCLUDES ADPITIONAL ELEMENTS, WHICH
ARE EXPLAINED IN THE SCENARIO BOOKS, BUT WE RECOMMEND YOU START WITH THIS BOOK BEFORE DIVING
INTO THE INCLUDED SCENARIO BOOKS.

NOW, GATHER YOUR ALLIES AND PREFARE FOR COMBAT!

S OMPONENTS

<MAFP TILES =

ON THE TOKEN SHEETS, YOU WILL FIND EIGHT LARGE,
DOUBLE-SIDED HEX MAFP TILES. EACH TILE FEATURES
A SECTION OF THE CITY MEGALOFPOLIS ON ONE
SIDE AND THE JUNGLE ISLAND INSULA PRIMALIS
ON THE OTHER. EACH MAP TILE ALSO HAS A NUMBER
AND ARROW AT THE TOF, WHICH AIDS IN SETUP OF
SCENARIOS.

ON EACH HEX SFPACE, THE WHITE DOTS ALONG THE EDGE
INDICATE THE ELEVATION. ONE DOT IS “GROUND LEVEL”,
TWO DOTS IS “A FEW STORIES UP”, THREE DOTS 1S
“REALLY VERY TALL?, AND FOUR DOTS 1S

“THE TALLEST THING AROUND™.

ELEVATION CAN AFFECT MOVEMENT AND LINE OF SIGHT.

<TOKENS =

THERE ARE MANY DIFFERENT TYPES OF TOKENS, SOME OF WHICH REPRESENT CHARACTERS, TARGETS, OR
FEATURES ON THE MAF, AND OTHERS THAT ARE USED TO TRACK EFFECTS. CHECK OUT THE TOKEN LIST
ON PAGE 12.

<DICE=

THIS GAME INCLUDES 18 SIX-SIDED DICE!

<CARDS AND FANELS =

ON THE NEXT FEW FAGES, YOU WILL FIND IN-DEPTH EXPLANATIONS OF THE 10 PANELS AND 92 CARDS.




HARACTER FANELS

EACH CHARACTER |S REPRESENTED BY A CHARACTER FPANEL. THE FRONT SHOWS THE GAME-RELEVANT
INFORMATION ABOUT A CHARACTER AND THEIR ABILITIES. THE BACK HAS BIOGRAPHICAL INFORMATION
ABOUT THAT CHARACTER. LET’S LOOK AT THE PARTS OF A CHARACTER PANEL NOW:

SHEALTHZ

REPRESENTS THE LIFE FORCE OF YOUR CHARACTER.

AT THE START OF THE GAME, PLACE A HEALTH TOKEN OVER EACH
OF THE WOUND SFACES ON YOUR CHARACTER FANEL. WHENEVER
THAT CHARACTER TAKES DAMAGE, REMOVE A HEALTH TOKEN.

IF A CHARACTER RUNS OUT OF HEALTH TOKENS, THEY ARE
INCAFPACITATED.

(SEE PAGE 5 FOR RULES ON INCAPACITATION AND RECOVERY.)

<ACTIONS =~

HOW MANY ACTIONS YOU MAY TAKE DURING THE GO TIME! PHASE
OF YOUR TURN.
(SEE PAGES 4 & 5 FOR MORE INFORMATION ON TAKING ACTIONS.)

ipEFENsE:‘- : THE INDESTRUCTIBLE
HOW MANY DICE YOU ROLL IN DEFENSE WHEN YOU ARE ATTACKED. S '

SMOVEMENT =

HOW YOU DETERMINE YOUR CHARACTER’S MOVE VALUE.

AT THE BEGINNING OF THE GAME AND DURING THE TO BE
CONTINUED PHASE OF EACH TURN, ROLL THE NUMBER OF DICE
NOTED IN YOUR MOVEMENT. AN UP ARROW MEANS YOU TAKE THE
HIGHEST PIE ROLLED; A DOWN ARROW MEANS YOU TAKE THE
LOWEST DIE ROLLED; A SIDEWAYS ARROW MEANS YOU TAKE
THE MEDIAN DIE (THE MIDDLE OF THREE - IF YOU ROLLED 4, 5,
AND 6, THE MEDIAN DIE IS 5. IF YOU ROLLED 2, 2, AND 3, THE
MEDIAN DIE IS 2).

PLACE THAT DIE ON YOUR CHARACTER FANEL BY YOUR MOVEMENT.
THE VALUE SHOWN IS YOUR MOVE VALUE FOR YOUR NEXT TURN.
IF A CARD LISTS A TARGET AS HAVING A MOVE VALUE, RATHER
THAN MOVEMENT, THAT TARGET DOES NOT NEED TO ROLL TO
DETERMINE MOVE VALUE, AS IT IS A STATIC, PRINTED VALUE.

<INNATE POWERS =

EACH CHARACTER HAS ABILITIES AND ATTACKS THAT THEY
ALWAYS HAVE ACCESS TO. THESE ARE LISTED IN THE INNATE
POWERS SECTION OF THEIR CHARACTER PANEL-.

ATTACKS ARE COMMONLY FOUND IN THE LOWER-RIGHT OF

A CHARACTER’S PANEL. LEARN MORE ABOUT THE ICONS
AND THE ATTACK DIE COPES ON THE NEXT PAGE!




OWER CARDS

EACH CHARACTER ALSO HAS A HAND OF CARDS. THESE CARDS ARE ALWAYS
AVAILABLE TO YOU!L AT THE START OF THE GAME, EACH CHARACTER GETS TWO
OF THEIR CARDS IN PLAY, WHICH CAN BE SWITCHED OUT ONE AT A TIME DURING
THE POWER UFP PHASE OF YOUR TURN.

EACH CHARACTER CAN HAVE NO MORE THAN TWO POWER CARDS IN PLAY AT

A TIME, UNLESS THEY HAVE AN ABILITY THAT INDICATES OTHERWISE.

IN THE GAME TEXT SECTION OF A POWER CARD, THERE ARE ICONS THAT
INDICATE HOW TO USE THAT CARD’S ABILITIES:

3 ‘.\

€W THIS 1S AN ACTION ABILITY. IT TAKES AN ACTION TO ACTIVATE.

THIS 1S AN ONGOING ABILITY. WHEN THIS ABILITY IS IN PLAY, IT
IS ACTIVE. IT DOES NOT REQUIRE ANY KIND OF ACTIVATION.

+ THIS IS A HEALTH ABILITY. TO ACTIVATE THIS ABILITY, YOUR CHARACTER
L\/ LOSES ONE HEALTH, BUT DOES NOT HAVE TO USE AN ACTION.

ANY ABILITIES WITH A DIFFERENT COST WILL FEATURE ICONS INDICATING WHAT
THAT COST 1S, SUCH AS BUNKER’S OMNI-CANNON, WHICH COSTS FOUR AT TACK+1
TOKENS TO ACTIVATE.

ABILITIES ARE LIMITED BY NATURE. EACH ABILITY MAY ONLY BE USED ONCE PER
TURN, UNLESS IT IS LABELED UNLIMITED- UNLIMITED ABILITIES STILL REQUIRE
AN ACTION OR HEALTH TO ACTIVATE (DEPENDING ON THE TYPE OF ACTION), BUT
CAN BE USED MULTIPLE TIMES IN THE SAME TURN.

ANY CARD WITH THE KEYWORD ONE-SHOT MAY ONLY BE USED ONCE PER
INCAPACITATION. UPON USING THE ABILITY ON A ONE-SHOT CARD, REMOVE THAT
CARD FROM PLAY. IT GOES BACK TO YOUR HAND WHEN YOUR CHARACTER
RECOVERS FROM INCAFACITATION.

ATTACKS HAVE AN ATTACK DIE CODE, WHICH INDICATES HOW MANY DICE TO
ROLL AS PART OF THAT ATTACK, WHICH NUMBERS ARE AUTO-MISSES, AND
ANY EXTRA TARGETING INFORMATION ABOUT THAT ATTACK.

LET’S TAKE A LOOK AT THIS ATTACK DIE CODE:

WHEN MAKING THIS ATTACK, YOU ROLL 3 DICE, REMOVING ALL 2s AND Ys.
THEN IF AT LEAST ONE OF YOUR ATTACK DICE MAKES RANGE, THE TARGET
OF YOUR ATTACK WOULD ROLL DEFENSE DICE.

WE’LL TALK MORE ABOUT ATTACKING AND DEFENDING ON PAGE 8.




Y URNS

EACH TURN HAS FOUR PHASES:

P OWER UF’: DURING YOUR POWER UP PHASE, YOU MAY PICK UP ANY ONE OF YOUR POWER CARDS IN
PLAY AND REPLACE IT WITH A DIFFERENT POWER CARD FROM HAND. IF YOU DO NOT HAVE
AS MANY POWER CARDS IN PLAY AS YOU ARE ALLOWED, YOU MAY PLACE A POWER CARD
INSTEAD OF REPLACING A POWER CARD THIS PHASE.

THEN, DISCARD ANY AIM OR PODGE TOKENS YOU HAVE.
(YOU CANNOT PICK UP AND PUT BACK DOWN THE SAME POWER CARD.)

(IF YOUR CHARACTER IS INCAFACITATED, PURING YOUR POWER UP PHASE
ROLL NEW MOVEMENT, AND REPLACE ALL OF THEIR HEALTH TOKENS.)

50/?@5: ANY EFFECT WHICH TRIGGERS DURING THE SURGE PHASE OCCURS NOW. THESE EFFECTS CAN
BE FOUND ON POWER CARDS OR CHARCTER PANELS AND SPECIFICALY LIST THE SURGE PHASE.
IF THERE ARE NO SURGE EFFECTS IN YOUR PLAY AREA, NOTHING OCCURS IN THIS PHASE.

B0 TIME! THIS 15 WHEN YOU GET TO TAKE ACTIONS AND MAKE ATTACKS! YOU MAY TAKE UP TO THE
NUMBER OF ACTIONS LISTED IN THE ACT/ION SECTION OF YOUR CHARACTER PANEL DURING
THIS PHASE. ADDITIONALLY, YOU MAY USE ABILITIES WHICH HAVE COSTS OTHER THAN
ACTIONS DURING THIS PHASE, SUCH AS HEALTH ACTIONS OR RARE CASES, SUCH AS
BUNKER’S OMNI-CANNON (WHICH COSTS FOUR ATTACK+1 TOKENS TO ACTIVATE).

TJo 35 CON'II/VUEP: FIRST, ROLL YOUR MOVEMENT DICE TO DETERMINE WHAT YOUR MOVE VALUE WILL
BE FOR YOUR NEXT TURN. THEN, ANY HAZARD SPACES YOUR CHARACTER IS
STANDING IN ACTIVATE. LAST, FLIP YOUR TURN ORDER TOKEN FACE DOWN TO
INDICATE THAT YOUR TURN IS OVER.

WHEN ALL OF THE PLAYERS’ TURN ORDER TOKENS ARE FACE DOWN, THE ROUND IS COMPLETE AND
A NEW ROUND BEGINS WITH EVERYONE FLIPPING THEIR TURN ORDPER TOKENS FACE UP AGAIN.

FFECT TOKENS

ATTACK+1 TOKENS AND DEFENSE+1 TOKENS MAY BE SPENT AFTER YOU MAKE AN ATTACK OR DEFENSE ROLL.
YOU MAY SPEND ONE TOKEN TO ROLL ONE ADPDITIONAL DIE. YOU MAY SPEND AS MANY TOKENS AS YOU HAVE,
CHOOSING TO USE THEM ONE AT A TIME. WHEN MAKING ANY ATTACK THAT HITS MULTIPLE TARGETS, EACH
ATTACK+1 TOKEN MAY ONLY AFFECT THE ROLL AGAINST ONE OF THE TARGETS.

ATTACK-1 AND DEFENSE-1 TOKENS, CONVERSELY, REDUCE THE AMOUNT OF ATTACK OR DEFENSE DICE YOU
ROLL, BUT AT THE RATE OF ONLY ONE TOKEN PER ROLL. NO MATTER HOW MANY -1 TOKENS YOU HAVE, ONLY
ONE 1S USED AT A TIME. WHENEVER YOU MAKE THE ASSOCIATED ROLL, ROLL ONE FEWER DIE AND DISCARD
ONE OF THE ASSOCIATED TOKENS.

AIM AND DODGE TOKENS CAN BE GAINED BY TAKING AN AIM OR PODGE ACTION (SEE PAGE 5). YOU MAY
SPEND AN AIM TOKEN BEFORE MAKING AN ATTACK TO MAKE ALL OF THE ATTACK DICE YOU ROLL EQUAL THE
HIGHEST DIE YOU ROLL FOR ONE OF YOUR TARGETS, OR SPEND A DODGE TOKEN BEFORE MAKING A DEFENSE
ROLL TO MAKE ALL OF THE DEFENSE PICE YOU ROLL EQUAL THE HIGHEST DIE YOU ROLL.




!crzons FOR E'VERVONE{.

THERE ARE FOUR ACTIONS WHICH EVERYONE HAS ACCESS TO, UNLESS SPECIFICALLY STATED OTHERWISE.
PURING YOUR &GO TIME. PHRASE, YOU MAY USE ONE OR MORE OF YOUR ACTIONS TO PO ONE OR MORE OF
THESE:

=MOVEZ MOVE YOUR CHARACTER ANY NUMBER OF HEXES UP TO YOUR MOVE VALUE. WHEN MOVING THIS WAY,
EACH POINT OF ELEVATION CHANGE, WHETHER UP OR DOWN, TAKES AN ADPDITIONAL POINT OF MOVE
VALUE, UNLESS YOUR CHARACTER HAS MOBILITY, WHICH ALLOWS YOU TO IGNORE ELEVATION
CHANGES WHEN MOVING.

IF YOU ENTER A HAZARD SPACE WHILE MOVING, IT IMMEDIATELY MAKES ITS ATTACK ON YOU.

YOU CAN MOVE THROUGH SFPACES OCCUPIED BY OTHER CHARACTERS, BUT YOU CANNOT END
MOVEMENT IN A SPACE OCCUPIED BY ANOTHER CHARACTER.

(OMNITRON-V AND OTHER MULTI-HEX TARGETS HAVE SPECIAL MOVEMENT RULES - SEE PAGE 11)

<SPRINT & MOVE YOUR CHARACTER UP TO TWO HEXES. SPRINTING IGNORES ELEVATION CHANGES, BUT

STILL CAN ACTIVATE HAZARD SPACES. BECAUSE MOVE AND SPRINT ARE SEPARATE ACTIONS,
YOU MAY DO BOTH IN THE SAME TURN.

<AIMZ GAIN AN AIM TOKEN. YOU CAN SPEND AN AIM TOKEN BEFORE MAKING AN ATTACK ROLL TO CHANGE
EACH PIE ROLLED TO THE HIGHEST ROLL, AFTER REMOVING AUTO-MISSES. WHEN ATTACKING
MULTIPLE TARGETS WITH THE SAME ATTACK ROLL (SUCH AS AN AREA ATTACK), AIM ONLY AFFECTS
THE FIRST TARGET OF YOUR ATTACK.

<POPGEZF GAIN A DODGE TOKEN. YOU CAN SPEND A DODGE TOKEN BEFORE MAKING A DEFENSE ROLL
TO CHANGE ALL DICE ROLLED TO THE HIGHEST DIE ROLLED.

EONFLICT RESOLUTION I

IF MULTIPLE EVENTS WOULD HAPPEN AT THE SAME TIME, SUCH AS THREE TARGETS BEING HIT BY AN AREA
ATTACK, THE PLAYER WHOSE TURN IT IS CHOOSES THE ORDER IN WHICH THE EVENTS OCCUR.

ANYTHING WITH HEALTH IS A TARGET. ONLY TARGETS AND INCAPACITATED CHARACTERS OCCUPY HEXES. ANY
TARGET MAY MOVE THROUGH ANOTHER TARGET, BUT A TARGET CANNOT END ITS MOVEMENT IN AN OCCUPIED
HEX. MAP ELEMENTS, SUCH AS SCENARIO MARKERS, ABSOLUTE ZERO’S IMPALING STRUCTURES, AND RA'S
BLAZING TORNADO, DO NOT OCCUPY HEXES, AND TARGETS CAN SHARE SPACES WITH THEM.

FOR QUESTIONS ABOUT SPECIFIC CARDS, CHECK OUT WWW.SENTINELTACTICS.COM/CARDS

‘NCAPACITHT/ON I

WHEN A CHARACTER IS REPUCED TO O HEALTH, THAT CHARACTER |S INCAFPACITATED. THEY LOSE ALL TOKENS,
ANY POWER CARDS IN PLAY ARE RETURNED TO THEIR HAND, THEIR MOVE VALUE PIE IS REMOVED FROM THEIR
CHARACTER PANEL, AND THEIR TOKEN IS FLIPPED TO THE INCAPACITATED SIDE. ANY USED ONE-SHOT CARDS
ARE RETURNED TO THEIR HAND AT THIS POINT, AS WELL. DAMAGE IN EXCESS OF WHAT IT TOOK TO REPUCE
THE TARGET TO O HEALTH BECOMES ONE HEX OF PUSH (SEE PAGE 9) PER POINT OF “OVERKILL? DAMAGE.

ON THEIR NEXT POWER UP PHASE, THAT CHARACTER STANDS BACK UF, REGAINS FULL HEALTH, REROLLS
THEIR MOVEMENT, FLIPS THEIR TOKEN, AND MAY PLACE ONE OF THEIR POWER CARDS.
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GGAME W PROGRESS
THE CHARACTER PANELS AND THEIR

POWER CARDS GO IN FRONT OF EACH
PLAYER. HEALTH TOKENS GO OVER EACH
OF THE SFACES IN THE HEALTH AREA OF

EACH CHARACTER FANEL. TOKENS OR

MINIATURES SHOW WHERE ON THE MAP

EACH CHARACTER |1S. TURN ORPER
TOKENS HELP KEEP TRACK OF WHO
ACTS WHEN. GAME ON!
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EINE OF SIGHT & RAN&EI

WHEN MAKING ATTACKS, LINE OF SIGHT IS IMPORTANT. ALL ATTACKS REQUIRE A LINE OF SIGHT FROM THE
SOURCE OF THE ATTACK TO THE TARGET, UNLESS THE ATTACK SPECIFICALLY SAYS OTHERWISE.
FORTUNATELY, PRAWING LINE OF SIGHT IS EASY! IF THE ATTACKER CAN TRACE A STRAIGHT, UNOBSTRUCTED
LINE FROM ANY POINT WITHIN ITS OWN HEX TO ANY POINT ON THE TARGET HEX, THE ATTACKER HAS LINE OF
SIGHT. IF NOT, THEN THERE IS NO LINE OF SIGHT. LINE OF SIGHT CAN BE BLOCKED BY ELEVATION, BUT NOT
BY CHARACTERS OR OTHER TARGETS. IF THERE IS A HEX OF ELEVATION HIGHER THAN E/THER END POINT
BETWEEN THE ATTACK'S ORIGIN AND THE TARGET, THEN LINE OF SIGHT IS BLOCKED.

IN THE FOLLOWING EXAMPLES, SUCCESSFUL LINE OF SIGHT
IS DENOTED BY A RED LINE.

IN THE EXAMFLE TO THE LEFT, RA AND THE ASSAULT PRONE CAN
OBVIOUSLY NOT SEE EACH OTHER, AS THE HEX OF ELEVATION 2
IS PERFECTLY BETWEEN THEM.

THE WRAITH AND THE ASSAULT DRONE HAVE LINE OF SIGHT, AS
AN UNOBSTRUCTEPD LINE CAN BE DRAWN BETWEEN THEM WITH NO
DIFFICULTY.

HOWEVER, BUNKER AND THE ASSAULT PRONE DO NOT HAVE LINE OF
SIGHT, AS THE LINE WOULD HAVE TO PASS THROUGH POINTS OF
ELEVATION 2, AND THE PRONE 1S STANDPING ON ELEVATION 1.

RANGE IS ALSO AFFECTED BY ELEVATION. RANGE IS THE NUMBER OF HEXES
FROM ONE TARGET TO ANOTHER PLUS THE PIFFERENCE IN ELEVATION.

IN THE EXAMPLE ON THE RIGHT, ONLY CITIZENS AUTUMN, SUMMER, AND
DARE CAN SEE LEGACY, AND VICE-VERSA.

CITIZEN AUTUMN AND LEGACY ARE AT RANGE 6, AS THEY ARE 3
HEXES AWAY FROM EACH OTHER AND THE PIFFERENCE IN THEIR
ELEVATION IS 3.

CITIZEN SUMMER AND LEGACY ARE AT RANGE 2, AS THEY ARE 2
HEXES AWAY FROM EACH OTHER BUT ON THE SAME ELEVATION.

CITIZEN DARE AND LEGACY ARE ADJACENT, BUT STILL AT RANGE 4,
AS THEY ARE 1 HEX AWAY FROM EACH OTHER AND THE DIFFERENCE
IN THEIR ELEVATION IS 3.

RANGE IS IMPORTANT WHEN ROLLING ATTACK PICE, AS DICE MUST
MAKE RANGE TO HIT. LET’S TALK ABOUT HOW RANGE AFFECTS
ATTACKING AND DEFENDING NOW!




TTACKING & DEFENDING

WHEN YOU MAKE AN ATTACK (USING THE ATTACK PDIE CODE PISCUSSED ON PAGE 3), FOLLOW THESE STEPS:

1. DECLARE THAT YOU ARE USING AN AIM TOKEN, IF YOU HAVE ONE AND WANT TO USE IT
2. CHECK FOR LINE OF SIGHT

3. ROLL ATTACK PICE (ROLL ONE FEWER DIE IF YOU HAVE AN ATTACK-1 TOKEN)

4. USE ANY NUMBER OF ATTACK+1 TOKENS YOU HOLD, IF YOU WANT

5. REMOVE ANY DIE THAT ROLLED AN AUTO-MISS NUMBER

6. APPLY AIM EFFECTS, IF AN AIM TOKEN WAS USED

7. CHECK RANGE, AND REMOVE ALL DICE THAT ROLLED LOWER THAN THAT RANGE

THEN, THE DEFENDER FOLLOWS THESE STEFPS:

1. DECLARE THAT YOU ARE USING A PODPGE TOKEN, IF YOU HAVE ONE AND WANT TO USE IT
2. ROLL DEFENSE DICE (ROLL ONE FEWER DIE IF YOU HAVE A DEFENSE-1 TOKEN)

3. USE ANY NUMBER OF DEFENSE+1 TOKENS YOU HOLD, IF YOU WANT

Y. APPLY DODPGE EFFECTS, IF A DODGE TOKEN WAS USED

5. BLOCK ATTACK DICE WITH DEFENSE DICE

THE DEFENDER MAY ASSIGN EACH PEFENSE DIE TO BLOCK AN ATTACK PIE THAT ROLLED THE SAME NUMBER
OR LOWER. EACH UNBLOCKED ATTACK PIE REMOVES ONE HEALTH TOKEN FROM THE TARGET.

! YPES OF ATTACKS I

UNDER THE ATTACK PIE CODE OF AN ATTACK, THERE CAN BE VARIOUS MOPIFIERS WHICH CHANGE THE TYPE
OF ATTACK.

MELEE ATTACKS MAY ONLY BE MADE AGAINST TARGETS IN ADJACENT HEXES. THEY STILL COUNT RANGE.

AREA ATTACKS HIT MULTIPLE TARGETS.- THEY LIST AN ORIGIN AND A RADIUS. THE ORIGIN 1S THE
MAXIMUM NUMBER OF HEXES AWAY FROM YOU THE ATTACK ORIGINATES. YOU MUST HAVE LINE OF SIGHT TO
THE ORIGIN, BUT IGNORE ELEVATION WHEN COUNTING HEXES FOR DETERMINING ORIGIN. THE RADPIUS |S HOW
MANY HEXES ARE HIT BY THE ATTACK. AN ORIGIN 2, RADIVS 2 ATTACK WOULD ORIGINATE FROM A HEX UP TO 2
HEXES AWAY FROM THE SOURCE OF THE ATTACK AND HIT EVERY HEX WITHIN RADIVUS 2 OF THE ORIGIN. HEXES
IN THE RADPIUS WHICH DO NOT HAVE LINE OF SIGHT FROM THE ORIGIN CANNOT BE HIT. AREA ATTACK DICE
CHECK RANGE FROM THE POINT OF ORIGIN.

VERTEX AREA ATTACKS FUNCTION LIKE REGULAR AREA ATTACKS BUT DO NOT HAVE A RADIUS. INSTEAD,
COUNT ORIGIN FROM THE SOURCE, SELECTING ONE OF THE VERTEXES OF THAT HEX (ONE OF ITS CORNERS).
THEN, MAKE THE ATTACK AGAINST ALL TARGETS IN HEXES THAT VERTEX TOUCHES (AFFECTS THREE HEXES).

HAZARD ATTACKS ARE MADE BY HAZARD SPACES. THE HEXES AFFECTED BY THE RADPIUS LISTED ON THE
HAZARD ATTACK ACTIVATE WHEN A TARGET ENTERS OR ENDS THEIR TURN IN ONE OF THOSE HEXES. THE
ORIGIN OF THE ATTACK MUST HAVE LINE OF SIGHT TO THE TARGET FOR THE HAZARD SPACE TO ACTIVATE.

PUSH MOVES A TARGET HIT BY THIS ATTACK THAT NUMBER OF HEXES IN ANY DIRECTION, IGNORING
ELEVATION. THIS MOVEMENT CAN TRIGGER HAZARD SFACES.

ANY ATTACK THAT HITS MULTIPLE TARGETS WILL ALWAYS USE ONE ATTACK ROLL FOR ALL OF THE TARGETS,
THOUGH EACH OF THE TARGETS ROLLS DEFENSE INDIVIDUALLY AGAINST THAT ATTACK.

ALL TARGETS ARE IMMUNE TO THEIR OWN ATTACKS, WHICH 1S IMPORTANT FOR AREA ATTACKS WITH ORIGIN O.




AMPLE COMBAT

AS SEEN ON THE MAF TILE ON THE RIGHT, BARON BLADE AND TWO
OF HIS BLADE BATTALION SOLPIERS ARE MENACING THE HERO RA!

FORTUNATELY, IT’S RAS TURN, AND HE HAS THREE ATTACK+1 TOKENS!

DURING HIS POWER UFP PHASE, HE REPLACES
ONE OF HIS POWER CARDS WITH INFERNO!

NOTHING HAPPENS DURING RAS SURGE PHASE,
SO IT°S GO TIME!

RA USES HIS FIRST ACTION TO ACTIVATE THE iy
ACTION ON INFERNO. HE PLACES THE ORIGIN ONI—Y
2 AWAY FROM HIM (INDICATED WITH THE RED LINE).

¢ uzaflm
| @ 5 ﬁ AREA »n'rmcac :
ORIGIN H; RADIL . B F

HE ROLLS HIS 5 DICE, GETTING 1, 2, 3, 4, 5.

NOT GREAT. RA USES TWO OF HIS ATTACK+1 TOKENS
ON ONE OF THE BLADE BATTALION SOLIPERS AND
THE OTHER ON BARON BLADE. HE ROLLS A 2 AND A
4 FOR THE SOLDIER AND 4 FOR THE BARON. SO, AFTER RE MOVIN@ THE 25 AND 5s AS THEY ARE AUTO-MISSES,
THERE’S A 1, 3, AND 4 GOING AT EACH ENEMY, AS WELL AS ANOTHER 4 AT BOTH BARON BLADE AND THE
SOLDIER. HOWEVER, THE 1 CAN’T MAKE RANGE ON BARON BLADE, DUE TO ELEVATION. BARON BLADE ROLLS
THREE DEFENSE DICE, GETTING 2, 4, AND 6. HIS 6 AND 4 BLOCK RAS TWO 4s, BUT THE 2 CANNOT BLOCK
RAS 3, SO BARON BLADE TAKES 1 DAMAGE. ONE SOLDIER ROLLS DEFENSE, BLOCKING ALL BUT ONE ATTACK
DIE, SO IT TAKES 1 PAMAGE. THE OTHER SOLIPDIER MANAGES TO ONLY BLOCK THE 1 AND IS DESTROYED.

2 AND TREES?
2 CUER HEARD OF MEL”

NEL SAGAS B3N

HPLANT:
s urc& vou*vs N

KNOWING HE’LL BE ATTACKED, RA USES HIS LAST ACTION TO DODGE, GAINING A DODGE TOKEN.
HE ROLLS MOVEMENT FOR HIS TO BE CONTINUED PHASE AND ENDS HIS TURN.

NOW IT°S BARON BLADE’S TURN. IN HIS POWER UP PHASE, HE REPLACES
A POWER CARD WITH HIS FISSION BLASTER.
HE SPENDS AN ACTION TO AIM, GAINING AN AIM
TOKEN, AND ACTIVATES THE FISSION BLASTER.
BEFORE ROLLING, HE DECLARES THAT HE IS
AIMING, SPENDING THE AIM TOKEN HE JUST
GAINED. HE THEN COUNTS RANGE TO DETERMINE |
HOW MANY DICE TO ROLL FOR HIS ATTACK. HE
IS 3 HEXES AWAY FROM RA WITH AN ELEVATION |
DIFFERENCE OF 2, SO HE ROLLS 5 DICE, ENDING |}
UP WITH 1, 3, 4, 5, 6. THE 1 GOES AWAY, AS IT°S
AN AUTO-MISS, AND THEN THE REMAINING FOUR - 19 TARGET'S RANGE FROK O20
DICE BECOME SIXES, DUE TO AIMING. @~ xs

RA DECLARES THAT HE IS DODGING, SPENDING |
HIS DODGE TOKEN, AND ROLLS 1, 2, AND 6, MAKING
ALL HIS DICE 6s. HIS THREE 65 BLOCK THREE OF
BLADE’S FOUR 6s, BUT THE UNBLOCKED 6 GETS
THROUGH AND DEALS RA 1 POINT OF DAMAGE.




CIDVANCED RULES |

SENTINEL TACTICS COMES WITH MANY SCENARIOS TO PLAY THROUGH, EACH WHICH TELL STORIES FROM
SENTINEL COMICS AND PIT HEROES AND VILLAINS AGAINST EACH OTHER WITH THEIR OWN OBJECTIVES AND
EVEN SCENARIO SPECIFIC POWERS!

HOWEVER, YOU CAN ALSO SET UP YOUR OWN EPIC BATTLES! SKIRMISHES ARE A GREAT WAY TO TAKE TEAMS
OF ANY SIZE, MADE UP OF EQUAL NUMBERS OF CHARACTERS, AND HAVE A ROYAL RUMBLE! A 3 CHARACTERS
VS. 3 CHARACTERS SKIRMISH, PLAYED TO 3 INCAFACITATIONS MAKES FOR A FAST, TOURNAMENT-STYLE
BATTLE, BUT FEEL FREE TO COME UP WITH YOUR OWN COMBINATIONS AND OBJECTIVES. YOU CAN WRITE YOUR
OWN SCENARIOS, EVEN! AT THE START OF THE GAME, BUILD THE MAP HOWEVER YOU LIKE, PICK YOUR TEAMS,
AND THEN ALTERNATE TURN ORDER TOKENS. SCENARIOS WILL TELL YOU TO USE TURN ORDER TOKENS IN DIF-
FERENT SEQUENCES, BUT FOR SKIRMISHES, JUST ALTERNATE TURNS. INTERESTED IN TOURNAMENT PLAY?
KEEFP AN EYE ON WWW.SENTINELTACTICS.COM FOR MORE INFORMATION...

zM)W TRON-V I

OMNITRON-V HAS ITS OWN ENTRY HERE BECAUSE IT’S BIG. IT
TAKES UP THREE SPACES. WHEN MOVING OMNITRON-V, IT STARTS

ITS MOVE ACTION FROM ONE OF ITS THREE SFACES. WHEREVER PLAYING A GAME WITH THE VOLCANO IN
IT ENDS UF, YOU MAY PLACE IT IN ANY CONFIGURATION, AS LONG PLAY? FEEL FREE TO PUT THE “FLOW
AS ONE OF ITS THREE SPACES IS IN A VALID ENDING POINT FOR OF FIERY LAVA”® ENVIRONMENT CARD
THE MOVEMENT. OMNITRON-V MAY TRACE LINE OF SIGHT FOR ITS IN PLAY. THAT TURNS THE LAVA INTO
ATTACKS FOR ANY SPACE IT OCCUPIES. OMNITRON CAN OCCUPY DANGEROUS HAZARD SPACES!
MULTIPLE ELEVATION POINTS SIMULTANEOUSLY, AND CAN ATTACK YOU CAN ALSO CREATE HAZARDS

FROM AND BE ATTACKED AT ANY OF THOSE ELEVATION POINTS.
(THESE SAME RULES APPLY TO OMNI-REAPER.)

!N VIRONMENT EFFECTS I

IN INSULA PRIMALIS, THERE ARE GREEN-OUTLINED HEXES FULL
OF VEGETATION. THESE INTRODUCE THE CONCEPT OF COVER.-
IF THERE IS AT LEAST ONE HEX OF COVER BETWEEN TWO TARGETS,
LINE OF SIGHT IS BLOCKED. ALSO, A TARGET STANDING IN COVER
CAN SEE OUT OF COVER, BUT CANNOT BE SEEN UNLESS THE TARGET
ATTEMPTING TO MAKE LINE OF SIGHT IS ADJACENT TO THEM.

WITH THE LAVA TOKENS!

IN THE EXAMPLE ON THE RIGHT, LEGACY, THE WRAITH, AND
TACHYON CAN ALL SEE EACH OTHER, BUT NO ONE CAN SEE
ABSOLUTE ZERO. HE CAN SEE BUNKER, BUT NO ONE ELSE.
BUNKER CAN SEE TACHYON, BUT NOT THE WRAITH, BUT THE
WRAITH CAN SEE BUNKER JUST FINE.

WANT EVEN MORE ENVIRONMENT EFFECTS? CHECK OUT THE TOKENS AND CARDS FOR THE MONORAIL TRAIN
FOR MEGALOFPOLIS, AND THE VELOCIRAPTORS AND TYRANNOSAURUS REX FOR INSULA PRIMALIS!




I OKEN LIST

CHARACTER/TARGET TOKENS: THESE REPRESENT THINGS IN THE
GAME THAT HAVE HEALTH. THEY HAVE ACTIVE SIDES AND INCAFPACITATED
OR WOUNDED SIDES.

TURN ORDPER TOKENS: THESE ARE USED TO KEEP TRACK OF TURNS.

SCENARIO TOKENS: THESE ARE USED IN SCENARIO SETUP TO DENOTE
MANY DIFFERENT THINGS. THEY USUALLY START IN PLAY INITIAL SIDE UP.

HEALTH TOKENS: THESE ARE USED TO TRACK HEALTH. THEY ARE THE
SAME ON BOTH SIDES.

AIM/DODGE TOKENS: GAIN ONE OF THESE WHENEVER YOU TAKE AN AIM @ =U00GE
OR DODGE ACTION. - el

ATTACK+1/ATTACK-1 TOKENS AND DEFENSE+1Y/PEFENSE-T
TOKENS: THESE ARE FOR KEEPING TRACK OF MODIFIERS-

EFFECT MARKERS: THESE KEEP TRACK OF WHERE ON THE MAP
VARIOUS EFFECTS ARE, SUCH AS ABSOLUTE ZERO’S IMPALING
STRUCTURES OR RAS BLAZING TORNADO OR LAVA.

THESE ARE THE SAME ON BOTH SIDES.

PYLON/SHARD TOKENS: THESE ARE USED IN SCENARIOS TO DENOTE
SPECIFIC SCENARIO ELEMENTS. THERE ARE 6 DIFFERENT SHARD TOKENS.

MONORAIL TRACK:= THESE TOKENS CAN BE LAID OUT ON A MAP TO
PROVIDE A PLACE FOR THE MONORAIL TRAIN TO TRAVEL. THERE ARE NO
SCENARIOS IN SENTINEL TACTICS: THE FLAME OF FREEDOM WHICH USE
THIS TRACK, BUT THERE IS ONE IN SENTINEL TACTICS: UPRISING!

TYRANNOSAURUS REX TOKEN: WHEN THIS TOKEN MOVES,
THE MOVEMENT ORIGINATES FROM THE FIRST HEX, AND THE
ECOND FOLLOWS IN LINE, LIKE A TAIL.




!LOééARV I

ACTION= AN ABILITY WHICH CAN BE USED ON A FLAYER’S TURN

ACTIVE POWER CARD: A FPOWER CARD WHICH IS IN PLAY IN FRONT
OF A PLAYER

ADJTACENT: TARGETS ARE ADJACENT WHEN THEY ARE IN HEXES NEXT
TO EACH OTHER, REGARDPLESS OF ELEVATION

AIM= AN ACTION THAT GAINS AN AIM TOKEN, WHICH CAN BE SFENT TO
MAKE ATTACK PICE ALL EQUAL THE HIGHEST PIE ROLLED

ALLY- A CHARACTER OR TARGET ON YOUR TEAM

AREA ATTACK:= AN ATTACK CENTERED ON A HEX THAT HITS MULTIPLE
TARGETS WITH THE SAME ATTACK ROLL

ATTACK:= AN ACTION OR ABILITY THAT HAS THE ATTACK PIE CODE
ATTACK PIE= A DIE ROLLED AS PART OF AN ATTACK

AUTO-M|SS- A DE-EMPHASIZED NUMBER IN AN ATTACK DIE COPE;
INPICATES ATTACK PICE THAT ROLL THIS NUMBER ARE REMOVED

BLOCK: BLOCKING PICE ARE DEFENSE PICE WHICH HAVE BEEN
ASSIGNED TO ATTACK PICE EQUAL TO OR LESS THAN THE VALUE
THEY SHOW

CARDPINAL HEX PIRECTION= ONE OF THE SIX PIRECTIONS WHICH
PROCEEDPS ALONG A STRAIGHT LINE FROM THE ORIGIN POINT

CHARACTER- A TARGET THAT ALSO HAS A CHARACTER FANEL AND
FOWER CARDS

COMFANION= A TARGET CONTROLLED BY A FOWER CARD;
COMFANIONS ENTER PLAY ADJACENT TO THE CONTROLLING
CHARACTER

COVER:= LINE OF SIGHT BLOCKING HEXES WITH ADVANCED RULES

PAMAGE:- DAMAGE DEALT REDUCES HEALTH OF A TARGET EQUAL
TO THE AMOUNT OF DAMAGE

PEFENSE- THE NUMBER OF PICE ROLLED IN RESPONSE TO BEING
ATTACKED

DEFENSE PIE= A DIE ROLLED AS FART OF A DEFENSE ROLL

DPESTROY- A NON-CHARCTER TARGET REDUCED TO ZERO HP IS
DESTROYED; PESTROYED TARGETS ARE REMOVED FROM THE GAME

POPGE- AN ACTION THAT GAINS A DODPGE TOKEN, WHICH CAN BE
SPENT TO MAKE DEFENSE PICE ALL EQUAL THE HIGHEST DIE ROLLED

ELEVATION:= HEIGHT, AS INDICATED BY THE NUMBER OF WHITE DOTS
IN A HEX; BLOCKS LINE OF SIGHT AND CAN IMPEDPE MOVEMENT

ENEMY= A CHARACTER OR TARGET NOT ON YOUR TEAM

SO TIME! THE THIRD PHASE IN A TURN, IN WHICH THE ACTIVE PLAYER
MAY USE ACTIONS

HAND: THE CARDS BELONGING TO YOUR CHARACTER NOT IN PLAY
OR REMOVED FROM FPLAY

HAZARD SFACE- A HEX THAT, WHEN A TARGET ENTERS OR ENDS
THEIR TURN THERE, CAUSES A PAMAGE SOURCE TO ATTACK

HEALTH:= THE VITALITY OR DURABILITY OF A CHARACTER OR TARGET

IFz ABILITIES USING “IF” TRIGGER BEFORE THE LISTED EFFECT
WOULD OCCUR

INCAFACITATED: A CHARACTER REDUCED TO ZERO HEALTH IS
INCAPACITATED AND WILL RECOVER AT THE START OF THEIR NEXT TURN

LINE OF SIGHT= AN UNOBSTRUCTED LINE TRACED FROM ANYWHERE
IN ONE TARGET’S HEX TO ANOTHER TARGET’S HEX

MELEE ATTACK:= AN ATTACK WHICH CAN ONLY BE MADE AGAINST
AN ADJACENT TARGET

MOBILITY- TARGETS WITH MOBILTY IGNORE CHANGES IN ELEVATION
WHEN MOVING

MOVE VALUE:= THE DISTANCE A TARGET CAN MOVE ON THEIR TURN,
TAKING INTO ACCOUNT ELEVATION

MOVEMENT:z THE CODE ON A CHARACTER FANEL THAT INDICATES HOW
MANY DICE TO ROLL TO DETERMINE A CHARACTER’S MOVE VALUE

ONE-SHOT:= A CARD THAT, AFTER USING ITS ABILTY, |S REMOVED
FROM FPLAY UNTIL THE CONTROLLING CHARACTER IS INCAFPACITATED

ONGOING:= ABILITIES WHICH DO NOT NEED TO BE ACTIVATED
ORIGIN= THE HEX OR POINT FROM WHICH CERTAIN ATTACKS ORIGINATE

PLACE: PUT A POWER CARD INTO PLAY, IF YOU DO NOT ALREADY HAVE
YOUR MAXIMUM OF TWO POWER CARDS IN PLAY

POWER CARD: ONE OF A CHARACTER’S CARDS WHICH LISTS THEIR
ABILITIES AND ACTIONS

FPOWER UP:= THE FIRST PHASE OF A TURN; FOWER CARDS MAY BE
PLACED OR REFLACEPD IN THIS PHASE

PUSH=z FORCED MOVEMENT IN ANY DIRECTION; PUSHING IGNORES
CHANGES IN ELEVATION

RADIUS- AREA, CENTERED ON AN ORIGIN HEX; RADIVS IGNORES
ELEVATION WHEN COUNTING HEXES

RANGE:= THE PISTANCE FROM ONE FPOINT TO ANOTHER, COUNTING
HEXES AND DIFFERENCE IN ELEVATION.

REFLACE:= TO FICK UP ONE FOWER CARD FROM PLAY AND PUT
A DIFFERENT POWER CARD INTO PLAY

REACH:= CHECKING RANGE WITH REACH TREATS RANGE AS IF IT WERE
LESS THAN IT ACTUALLY IS BY THE REACH AMOUNT

SCENARIO BONUS:= ANY EXTRA EFFECT GRANTED AS A RESULT
OF AN OBJECTIVE OR AN INCAFACITATION IN A SCENARIO

SPRINT= AN ACTION WHICH MOVES A TARGET OR CHARACTER TWO
HEXES, IGNORING ELEVATION

SURGE- THE SECOND FHASE OF A TURN, IN WHICH SURGE ABILITIES
ARE ACTIVATED

TARGET:z ANYTHING WITH HEALTH

TO BE CONTINUED: THE LAST PHASE OF A TURN, IN WHICH NEW
MOVEMENT |S ROLLED AND HAZARD SPACES ARE ACTIVATED

UNLIMITED= AN ACTION THAT CAN BE USED MULTIPLE TIMES IN A TURN

VERTEX AREA ATTACK: AN ATTACK CENTERED ON A POINT BETWEEN
THREE HEXES THAT HITS MULTIPLE TARGETS WITH THE SAME ATTACK
ROLL

WHENEVER- ABILITIES USING “WHENEVER” TRIGGER AFTER THE
LISTED EFFECT OCCURS

YOU- WHENEVER YOU ARE MENTIONED BY A CARD OR FPANEL, IT
1S REFERING TO THE CONTROLLING PLAYER SFECIFIC TO THAT
CHARACTER




LURNIGHASES;

EACH PLAYER HAS ACCESS TO THESE
ACTIONS, WHICH CAN BE USED DURING

3| _ : ]
YOU MAY PLACE A POWER CARD OR THE "GO TIME" PHASE OF A TURN.

REPLACE AN ACTIVE POWER CARD WITH
ONE FROM YOUR HAND.

MOVE A NUMBER OF HEXES UP TO YOUR
: MOVE VALUE, TAKING ELEVATION CHANGES
DO ANY SUR@E ACTIONS LISTED ON YOUR INTO CONSIDERATION.
POWER CARDS OR CHARACTER PANEL.

TIME/] a UP TO TWO HEXES, IGNORING

ELEVATION CHANGES.
TAKE YOUR ACTIONS!

ROL-L- MOVEMENT AND ACTIVAT
SPACES YOU ARE IN, IF ANY.

“) ©ONGOING

THIS ABILITY COSTS AN Y THIS ABILITY IS A PERSISTENT EFFECT.
ACTION TO ACTIVATE. IT DOES NOT NEED TO BE ACTIVATED.

+ fEALTH

THIS ABILITY DOES NOT COST AN
ACTION TO ACTIVATE. TO ACTIVATE IT,
YOU INSTEAD LOSE ONE HEALTH.

WWW_SENTINELTACTICS.COM
WWW.GREATERTHANGAMES.COM
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