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INTRODUCTION

Dice Wars is a game for bringing your toys together, and simulating a battle. Have your Warhammer Space

Marine models fight against your opponentds Lego F
fares against the dastardly minions of Cobra.

The design goal with this game is to be able to build your army list, with all their stats and abilities, right be-
fore a game in no time at all. Then move into a battle without taking up an entire afternoon. Dice Wars
games are quick and simple with a few short tables to memorize, and lots of dice rolling to simulate the
chaos of battle.

FIELD ALL THE THINGS So grab your Ork Horde to see how well they do against
DI RNETCRERVEIEEL NI [ RORVOEIREREUEIWA the German Blitzkrieg, and have a good game of Dice
of models and toys on the battlefield. For sea- Wars.

soned wargamers this is commonly referred to
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of the Warhammer 40,000 universe favor verita- |l rights reserved.

ble swarms of nasty bugs backed up by a few Do not reproduce, copy, or otherwise disseminate any por-
large monsters. Whereas a Gundam Mobile tsiolno n of this publication witt

Suit army will have a variety of mecha, all rela-
tively the same size, but vary in their capabili-
ties and roles.
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AMEPLA

Dice are a big part of Dice Wars. This game utilizes 6 sided
dice (abbreviated as D6). These are commonly found in
game stores, or raided from your board games collection.

Your unitodés capabilities are r
the health of your units and their abilities in battle. As your
units take damage, they lose dice.




GAME SIZES

An army is made up of a pool of available dice for each player to split

between all the units they wish to field. The theme is using dice, but

you can use just about any token to represent these totals. This

means you do not need the exact number of dice (since you can write

down a unitdés attributes on paper or uni
opponent, you choose the army sizes of the game. Each player has

an equal amount of these dice with which to build their army.

Skirmish 20-40 Handful of small units. Generally takes

dice  about an hour to build your army & play

Battle 60-80 Sizeable force of combined-arms.
dice  Generally takes about 2 hours to build & play
Epic 120-200 Much larger games with a lot of units and
dice  squads. Generally takes about 4 hours to

build & play

Al so see the A5&50 segment (page 51) for
small skirmish.

TABLE SIZES

Games of Dice Wars are quick and bloody, so it is best to start the
fights just as the enemy units are out of range of each other. In 20
dice Skirmish games, you

need a space much bigger than 2
These rules assume the toys and figures you foot by 2 foot to play on and call

are playing.with work around the 28mm scale, your battlefield. Larger games
or 1:56. This means that the average human like the 60 dice Battle need at

A NOTE ON SCALES

figure stands about 1.
assumed to be giants compared to the average
human and should be reflected in the way you
stat them up before a game.

ieast a 4 foot by 3 fool table so
you can get a chance to maneu-
ver and flank before the shots
land on their targets. Epic games
will likewise need larger. 4x6 or
5x5 can be sufficient.




SETTING UP THE TABLE

You and your opponent must agree on the terrain to put down on the
table. Terrain provides cover for units and for some to stay out of line
of sight. Terrain makes the game overall more interesting. Nothing is
more dull than an empty featureless table where the Indirect and
Ranged units just shoot at each other. Try to set a scene for the
theme of the game.

Geergut zo Mek
Big Mek Geergutz
readies his shop to
defend against some
invading force. This
type of table will be
perfect for a 20 dice
skirmish.

ROLLING DICE

When dice are rolled, you look at the roll result on each individual D6 D3
dice. Times will call for rolls to equal or exceed a certain amount. =¥ =Y711}
For example, if something needs a 4+, that means when you roll
a 4, 5, or 6, the roll has succeeded. If you rolled a 1, 2, or 3, the
roll failed. Modifiers can alter dice rolls, and those are listed spe-
cifically. For exampl el stoomehntiht
means that if you needed a 4+ to hit, you now only hit on a 5+.

Sometimes you will be asked to roll a D6 or a D3 when asked to
determine the amount of something, like the amount of damage
on powerful Equipment. The D6 is simply roll the dice and the
result is that amount. A D3 roll is the same as a D6, but the result
is halved, rounding up.




MEASURING

Measuring in Dice Wars is done in inches. You can use rulers or most
commonly tape measures. Measuring is used to determine the range
of attacks, how far you can move, and your deployment zones. If a
unit has a base, or bases, always measure to and from the base. If
the unit has no base, then you measure from the main body. This is
common in that most vehicles are not based, and most miniature fig-
ures are based.

LINE OF SIGHT

When you need to determine if a unit can attack another, it needs to

be able to see it. The unit being able to see its target is called having

Line of Sight. Get down to the attacking
mine if it can see its target from its perspective. If it can see any part,

then it has Line of Sight and can perform the attack. If it has no Line

of Sight then it is unable to perform the attack on the target. The at-

tacker must choose another target, or different action. Remember, if

your attacker can see the target, the target unit can see your attacker.

However the

The alien behind the f‘"e;.hoh‘.’gg
wall is in line of sight | bae”hiriz ﬂ'1e en
to the supersoldier .
holding the rocket §tructurg, S0 It

is not within

launcher, even though

part of it is obscured. line of sight to

the supersol-
dier.




MARKERS

As action happens on the battlefield, you need some sort of simple
markers to remember events in a game round. Damage markers are
the most common. During a game round as the units are shooting or
pounding each other, they are taking damage which is tallied and af-
fected at the end of the game round, before the next round starts. Any
sort of simple marker will do, just as long as you remember what the
marker does when you place it near a unit.

Commonly colors can be representative of this. A player can put

down red beads to show each damage marker on the unit that will be

calculated at the end of the round. Then a green marker can show the

pl ayer which units have activated already
unintentionally moving something twice. Then something like a yellow

bead can be used to represent the cover bonus lost after a unit takes

its first damage in the round, so subsequent attacks can affect it

more.

Players are responsible for bringing their own markers and remem-
bering what they do. Other common markers used are colored dice,
coins, small rocks, ripped pieces of paper, etc.

As a general rule, after the last phase of a round ends, before the
next round begins, ALL markers are removed from the table so as to
not confuse yourself, as most bonuses or negatives do not carry over
from round to round.



STATSDICE TYPES

To represent a unitodés strengths and weakn
by stats. These stats are commonly referr
spirit of Dice Wars you will have dice laid down on a stat card to show
much of what stat it has. Although, again, this is not necessary as you
can just mark off or write down the scores.

Core Dice: This represents the general skill and eliteness
of your unit. Core Dice determine how many actions a unit
can take in a game round, as well as how much different
Equipment Dice it can utilize.

Passive Dice: This represents whether the unit is a fast and
evasive type, or a heavily shielded and armored type. A unit
can not be both, so when Passive Dice are designated, the

Elayer must choose whether this unit plays with U Armor or
'& Speed dice in the battle.

U Armor Dice: Simply means the unit is tougher or
covered better in protection. Higher dice makes the unit
harder to kill.

'& Speed Dice: Means the unit is faster and more ag-
ile. Higher dice make the unit harder to hit and can
move more quickly on the battlefield. Speed Dice are
not necessary for a unit to be able to move.

Equipment Dice: This represents the type of weapons and
attacks the unit can utilize. A unit can have as many different
Equipment Dice as it has Core Dice. (i.e. a 2 Core Dice unit
can have up to 2 different Equipments.)

% Melee Dice: While all units are automatically able to
perform basic melee attacks, units with Melee Dice are
especially good at it and have generally deadlier weap-
ons.

F Ranged Dice: Can be the standard bow or gun,
which gets deadlier as you put more dice into it.

@ Indirect Dice: These just mean any extremely long
range attack that can either be coming from the unit it-
self, or called down from an outside source. Anything
from mortars to lightning from the heavens.

Rules for ‘V’ Transport Dice, {C:)} Boost Dice, and ‘ Weaken Dice
are found in the full rulebook.



STAT CARDS

Handy stat cards are used to remind you how you stat up individual
units. The example shown is available on PDF files available on our
website (www.realmechislove.com) that can be printed, or at the back
of this book that can be copied. The stat cards we provide are not
completely necessary, as long as you have some method to accu-
rately represent how you stat up your units.
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BUILDING YOUR £

So the table is set, you have the army you brought, and
your opponent brought theirs. Grab some dice, enough
bl ank stat cards,



