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“BABY FACE” & ME: An Intro to Two Hour Wargames WHAT DO I NEED TO KNOW ABOUT MY FIGURES? You will need to know only two things about your figures. That is their Reputations (Rep), and the weapons they carry. Hopefully, the weapons on the figure will match what they actually have.



INTRODUCTION What is “Baby Face and Me” or BFM? It is an introduction to the gaming systems used by Two Hour Wargames. This scenario will give you a glimpse into the current gaming mechanics used by 5150, Six Gun Sound, and other THW products. This sample is set in the US during “Prohibition” or the years collectively known as the Roaring 20’s. But even if you’ve no interest in “Baby Face” Nelson or Al Capone you want to download this intro because the mechanics are similar throughout the time periods and genres covered by Two Hour Wargames. To make this as easy as possible and to get you gaming as quickly as possible we have decided to present the rules to you as if you were at a miniatures convention. No theory here, this right to the point style will have you gaming THW in minutes. Note that this is a simplified version of our games and put together for ease of entry into the THW world. Having said that, let’s get started.



WHAT’S REP? “Reputation” represents a combination of training, experience, desire, and motivation and is an expression of a character’s overall fighting quality. You use it to shoot, melee, take morale checks (called Reaction Checks or Tests), recover from damage, and when trying to move over normal speed. There are seven possible Reputations in the THW system but we are only using the following three for BFM. Reputation 5 – These are veterans of numerous successful gunfights or encounters. This is you! Reputation 4 - These are reliable men with some experience. They are familiar with weapons and good guys to “have your back” in a gunfight. Reputation 3 – These are guys of unknown quality (rookies or the “new guys”) who have seen little or no action.



WHAT DO I NEED TO PLAY? • You will need about a half-dozen six-sided dice, the more the better, and commonly referred to as d6. • Any figures, in any scale, that you may already have will work for BFM. Be sure that they are mounted individually. • A ruler or measuring device the more the better. • A flat surface at least 3x3 feet. • Some terrain as elaborate or simple as you want. Buildings as well as landscapes may be used.



HOW IS MY FIGURE DIFFERENT FROM THE OTHERS? BFM is played with “Stars” and “Grunts”. YOU are a “Star”. The other figures in your group are “Grunts”. What makes you different is that anytime you must take some Reaction Checks you may choose how you will respond without rolling the dice. This will be made clear later on in the rules.



HOW DO I USE THE DICE? Sometimes there will be a reference to “passing” dice, as on the Fast Move Table. If the score on an individual die is equal to or less than the target number, that die is said to have “passed”. Example – The player has a Rep of 5. This means that “5” is the target number to determine success. On a roll of 5 or lower the die has passed. On a roll of 6 it has not. During the game it is possible to pass 2, 1, or 0 dice. This is explained in greater depth elsewhere in the rules especially in the section dealing with Reaction Checks. Other times, the score of a d6 is simply added to a character’s Rep. For example, ranged combat uses dice in this way. When a check is required there will be a number in the upper left hand corner of the table telling you how many d6 you must roll. If a “LD” appears next to that number you are allowed to roll 1 additional d6 but still count the best two scores. Sometimes you may see something like this “East side (1-3) or West side (4-6). This means that a 1d6 roll is required and the resulting score will determine the result. In this case a roll of 5 means the West side.



WHAT KIND OF WEAPONS DO I HAVE? This is the WEAPONS TABLE that tells you all about your weapon.



WEAPONS TABLE Weapon Range Revolver 12 .45 Automatic Pistol 12 Pump Action Shotgun 12 Submachine gun 24



• •



•
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Targets 1 2 3 3



Impact 2 2 2 3



Weapons are defined by four characteristics. Weapon – What it is. Range – This is the maximum distance in inches at which a shooter may engage a target. The range listed for every weapon is its “effective range” or the range at which the firer is deemed to have a “reasonable chance” of hitting the target. Targets –In effect, the maximum number of d6 allowed when fired by the character. Each die
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has the potential to do damage to a target and any or all dice may be applied to one or more figures. Also defines the “spread” of the weapon. Example – A submachine gun with a Target of 3 may fire at up to three targets in a three-inch width. Impact – The relative damage a hit from the weapon will do. The higher the Impact the more deadly the weapon.



a group of two and another of one, or as three groups of one. In any event the choice you make this activation does not have to be repeated on your next activation. I’M A LEADER. IS THAT A GOOD THING? Yes. As a Leader, anyone in your group (within 4” of each other) can move when you move. In addition, when they take a Charge Reaction Test, Rally Test, or Fast Move Test they get to use 3d6 instead of 2d6. A “LD” appearing next to the number of dice used to take the check signifies this. When using 3d6 they still count the best two results.



WHAT DOES OUTGUNNED MEAN? When firing, some weapons have more perceived firepower than others. This is called their Outgunned Rating (OGR). If you shoot at someone with a higher OGR weapon than they have, they may be forced to Duck Back and cannot fire back. If they shoot at you with a higher OGR weapon, then you are forced to Duck Back or in some cases to go prone, (UNLESS you are a Star, remember?) Here are the OGR of the weapons used in BFM • OGR 4 = Submachine gun • OGR 3 = Shotgun • OGR 2 = .45 Automatic pistol • OGR 1 = Revolver Example – Two “coppers” (policemen) move into view of a gangster with a submachine gun. The submachine gunner (OGR 4) opens fire and misses but as the “coppers” are armed with revolvers (OGR 1) they are outgunned. The best result they can come up with will be a Duck Back when they take the Received Fire Reaction test.



IN WHAT ORDER DO THINGS HAPPEN? WHAT’S THE SEQUENCE OF PLAY? At the beginning of each turn each side rolls 1d6. This is called the Activation Roll. • If doubles happen then roll again as no one may activate. • If the dice are not doubles then the side with the highest score is Active first. • The Active player then is allowed to move any group of one or more figures with a Rep equal to or higher than his Activation score. Those with lower Reps in the same group will activate as well. In this way the figure with the higher Rep may be used to move figures that would otherwise be unable to move due to having a Rep lower than their Activation score. • After all actions and subsequent enemy reactions have been finished for the first group the Active player is allowed to proceed to the next group. Groups may be activated in any order desired. However no group may be activated more than once per turn. • After all of the Active player’s groups have been activated, the other player becomes the Active player and may activate one group at a time as above. However the player who is Active second uses the score of his Activation roll to determine which figures may be activated. • After both sides have moved all of their eligible groups the turn is over and Activation dice are rolled again. Example – Joe rolls a 4 while Bob rolls a 3. Joe goes first. Only his figures that are Rep 4 or higher, or grouped with a Rep 4 or higher figure, may activate. On Bob’s turn he does the same but with Rep 3 figures.



HOW MANY GUYS DO I HAVE? For this scenario you have 4 guys. They are: Leader– (The “Boss” - you) Rep 5 Submachine gun Gangster (Archie) Rep 4 Pump action shotgun Gangster (Billy) Rep 4 Revolver Gangster (Charlie) Rep 3 Revolver DO WE HAVE TO STAY TOGETHER? No. But if you stay within 4” of another member of your gang or group, you can move together. The active player may combine his figures into groups for movement. A group is considered to be one or more figures within 4” of another figure in the group. Grouping figures this way allows you to move them as, well, a “group”, for the current activation. The player decides the order in which his groups will move. The figure with the highest Rep will determine when the group is activated. Example – You have three gangsters in a group. One figure is a Rep 4 and two figures are Rep 3. The group would activate whenever it was time for the Rep 4 figure to activate. Groups are not permanent and a player may group his figures, as he desires for each activation. For example, say you have 3 gangsters in a line with an interval of 3” between figures. On your activation you could move these figures as a group of three, as



WHEN I’M “ACTIVE” WHAT CAN I DO? When a figure is Active he may voluntarily combine any or all of the following actions. • Move up to full distance. • Take one active fire anytime during their move. This fire does not stop their movement. Even if
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“BABY FACE” & ME: An Intro to Two Hour Wargames If no building is in sight the figure will head for the nearest table edge and exit the board at the fastest speed possible. Those that have Runaway may take a Rally Reaction check anytime a they are is confronted by a friendly figure within 4”.



forced to fire by a Reaction Check result, an active figure may still fire as part of his activation. • Change their facing as desired. • Charge into melee. HOW FAR CAN I MOVE? Normal move is 8”. If you move through a door then you will reduce your movement by 1”. If you’re carrying your buddy it’s still 8” but you can’t “fast move”. To “Fast Move” roll one set of 2d6 for the whole group and compare the results to each figure individually. This means some guys may pass 2d6, 1d6, or 0d6 and be able to move farther than others.



2 LD



HOW DO I SHOOT? Simply roll 1 or more d6 depending on the weapon. Add the highest scoring die to the shooter’s Rep and compare the score to the table below. Follow this procedure for each additional dice, if there are any. There is no need to check any modifiers prior to rolling as the modifiers are already built into the hit table.



FAST MOVE TEST



Roll 2d6 versus the Rep of the figure Pass 2d6 • Figure successfully Fast Moves up to 16”. Pass 1d6 • Figure successfully Fast Moves up to 12””. Pass 0d6 • Figure moves up to 8” and does not count as “fast moving”.



RANGED COMBAT TABLE



1



1d6 + Rep



# • 3 to 7 • 8



GOING PRONE Figures may choose to go prone in either of two situations. • When a result of Duck Back is called for the figure may choose to “go prone” instead if there is no cover within 12”. • He may choose to go prone voluntarily at any point when Active. Going prone ends the figures Activation (no further fire or movement). There is no movement penalty for getting up again when Active or reacting. You can crawl 2” and still count as prone.



9



10+



• • • • • • • • •



Results Miss! Target in cover counts miss. Target prone counts miss. Target or shooter moving fast counts miss. Second or higher shot counts miss. Otherwise Target hit! Target in cover counts miss. Third shot counts miss. All others hit! All hit!



THIS IS NEW TO ME. EXPLAIN WHAT THE RANGED TABLE MEANS? RANGED COMBAT TABLE results are as follows. • Miss! The attacker has missed the target but will still cause a “Received Fire” Reaction check. • Hit! The attacker has scored a hit on the target and can possibly inflict damage. Roll on the Damage Table. • Some results apply to certain situations and are treated on a case-by-case basis. If the situation applies to the target or firer then the result is usually a Miss. • Cover is defined as any obstruction such as a wall that reduces the chance of hitting the target either by reducing its apparent size or stopping bullets from hitting. • Prone means the target is lying down. • Fast moving means either the shooter or target is moving over 8”. A shooter will only count as Fast Moving if it is Active and has already, or plans to Fast Move this activation. • Second (third) or higher shot means that this d6 and all additional d6 have missed the target.



ARE THERE OTHER KINDS OF MOVEMENT? Yes, the Reaction tests can force you to make other moves. They are: DUCK BACK – Move towards and into/behind nearest cover AWAY from threat and duck behind it. Once forced to Duck Back the figure cannot see or be seen by the figure that caused the Duck Back. This does not limit the figure’s ability to move or fire if called on to do so by a subsequent Reaction check. Next activation the figure automatically recovers from Duck Back and can function as normal. RUNAWAY – Quit. Split. Those surrounded will surrender. If there is a building within sight and away from the enemy, the reacting figure will run to it at fastest speed. It may take more than one turn to reach. Once inside figure will not move or shoot unless attacked.



WHAT IF THEY’RE BEHIND COVER?
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“BABY FACE” & ME: An Intro to Two Hour Wargames If you are shooting at a target behind cover you will need to score a “10” to hit them. That would be your Rep plus a d6 roll. Well because a Rep 3 can’t do this we have the “Pitiful Shot” rule. That means if you roll a “6” and can’t get a hit you get to re-roll 1d6 immediately. If you score your Rep or less, regardless if you’re a 3 or not, then you got the hit. Otherwise you still missed!



HEY, CAN I RUN OUT OF BULLETS? You are considered to have a limitless supply of ammo for the battle. However, there is a chance that while firing the weapon will empty out and must be reloaded. Whenever a figure fires a weapon (rolls d6 on the RANGED COMBAT TABLE) count up the number of “1”s rolled. If two or more are rolled the weapon has fired the last of its ammo in the clip and the weapon may not be fired again until it is reloaded. It takes one Activation turn to reload but reloading can be done on the move. Once reloaded the figure may fire if called upon due to reaction.



HOW MANY TARGETS CAN I SHOOT AT ONCE? You can shoot at as many targets as the weapon’s Target number. However, these must be within the swath of the weapon. Example: A submachine gun can target 3 figures in a 3” swath. When shooting at multiple figures nominate which figures are to be fired at and how many dice at each. Arrange the dice from high to low. The highest scores get applied first working down to the lowest.



HOW DO I MELEE OR FIGHT IN HAND-TO-HAND? Hand to hand combat, or melee, is carried out when two or more figures come into base contact via a passed Charge Reaction check. To fight a melee, follow the procedure below. • Each figure in melee will roll 2d6. These dice are compared individually against the figure’s Rep as modified below:



WHAT’S A SWATH? Each weapon has an arc of fire or “swath” equal to 1” for each point of Target Rating.



• •



Example – In the above example the shooter has a 3” swath, defined by the width at the end of the cone. He is allowed to shoot 3 targets, one per inch of swath.



-1 -2



After the number of dice passed is determined, each figure compares the result to the table below.



WHAT DO YOU MEAN? Joe has a submachine gun. This allows him to shoot at up to 3 figures in a 3” width. He decides to shoot at two figures. He wants to put 2 rounds on the first guy and 1 on the second. He rolls a 5, 3, and a 1. Joe’s Rep is a 5 so he has scored a 10 and 8 on the first guy (Rep plus die score) and a 6 on the last guy.



2



MELEE RESULTS TABLE



Pass same number of d6 • All Miss and melee continues next turn. One side passes 1d6 more than the other and “wins” the round of melee. • Winner rolls on the Melee Damage Table to inflict wound.



AFTER I SCORE A HIT WHAT HAPPENS NEXT? Anytime a figure is hit from fire roll 1d6 on the RANGED DAMAGE TABLE.



1



MELEE MODIFIERS In melee with 2+ enemies In melee with 3+ enemies



One side passes 2d6 more than the other and “wins” the round of melee. • Winner rolls 1d6 versus Impact of weapon. Score equal or less and the loser is Obviously Dead otherwise loser is Out of the Fight.



RANGED COMBAT DAMAGE TABLE



Score is a “1”: • Obviously dead! Nature of the wound is so obvious that there’s no question about it. Score Impact of weapon or less but not a “1”: • Out of the Fight! The casualty is badly wounded and out of the fight due to the serious nature of his wounds! May no longer function. Score greater than Impact of weapon: • Knock Down! Figure is hit and knocked prone and must roll to recover from Knock Down when Active.
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“BABY FACE” & ME: An Intro to Two Hour Wargames Example – Guido is in the middle of the street. Billy comes around the corner and they see each other. Guido takes the In Sight test.



When rolling on the Melee Damage Table, the winner counts has having a weapon with an Impact of “2”.



1
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IN-SIGHT TEST Star MUST take this test.



MELEE DAMAGE TABLE



Pass 2d6 • All will fire. Pass 1d6 • Those in cover will rush shot and fire at maximum Target Rate but at -1 to Rep. • Those in open will Duck Back. Pass 0d6 • All will remain in place and may not fire.



Score is a “1”: • Obviously dead! Nature of the wound is so obvious that there’s no question about it. Score Impact of weapon but not a “1”: • Out of the Fight! The casualty is badly wounded and out of the fight due to the serious nature of his wounds! May no longer function. Score greater than Impact of weapon: • Knock Down! Figure is hit and knocked prone and must roll to recover from Knock Down when Active.



Note: “Popping” up into view from behind cover is considered “moving into sight” for this check. “RECEIVED FIRE” CHECK Every time a figure is fired at it must take the “Received Fire” Check.



WHEN DOES THE MELEE STOP? If after a round of melee the sides are still in contact they will fight again on the next Activation regardless who which figure Activates.



2



RECEIVED FIRE TEST “Star” may choose his reaction. If called on to fire Inactive will always return fire. If called on to fire Active may choose their target



CAN’T I JUST RUN AWAY? Yes. Anytime a figure is active they may choose to end the melee by moving at least 1” away from the enemy. If a figure is unable to move at least 1” away for any reason, the figure remains in melee. Once the melee has been broken off the inactive figure takes an immediate “In Sight” check. Example – Guido and Billy are “beating” on each other. Billy becomes Active and decides to “step back” 1”. Guido immediately takes an “In Sight” check and could possibly fire.



Pass 2d6 • Those in cover – If outgunned will return fire but at -1 to Rep. If not outgunned fire as normal. • Those in open - If outgunned and fast moving will continue move to cover if within 3” Ducking Back at the end of the move. If outgunned and not fast moving will go prone. Otherwise will finish move and may fire as normal. Pass 1d6 • Those in cover - If outgunned will Duck Back. If fired on to flank or rear will Runaway. Otherwise return fire at -1 to Rep. • Those in open - If outgunned will immediately go prone. If fired on to flank or rear will Runaway. Otherwise cease movement and fire at –1 to Rep. Pass 0d6 • All will Runaway.



OKAY. SO WHAT’S A REACTION CHECK? The “Reaction Check” represents the effect of various stressful situations on a character’s ability to perform tasks. Taking a “Reaction Check” involves taking the character’s Reputation and comparing it to 2d6 counting each die score separately. If a die score is equal or less than the Reputation of the character then he is said to have “passed” that die. It is possible to pass 2, 1 or 0 dice. Check the number of dice passed under the appropriate Reaction table. WHEN DO I TAKE THEM? Here’s when and why you take Reaction Checks.



When an Active character is forced to take a “Received Fire” Reaction Check he may fire at any target he desires. When an inactive character is forced to take a “Received Fire” Reaction Check he is forced to return fire on any figure that caused the check.



“IN SIGHT” CHECK Anytime an enemy starts “out of sight” and comes “into sight” use the “In Sight” Check. Only the inactive figure takes this test.



REACTION FIRE OR NOT Anytime a figure is called upon to fire and cannot either due to range limitation or being out of ammo he must Duck Back instead.
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“BABY FACE” & ME: An Intro to Two Hour Wargames “WANTING TO CHARGE” CHECK A figure may only Charge into melee if they are within their “Fast Move” distance. It must then take the “Wanting to Charge” Check. After declaring the charge the figure will take the Fast Move test if they are over 8” from the target. If after the charge is declared and they do not successfully pass the Fast Move test they will finish their movement and fire instead. Figures may only enter melee by passing this test.



2 LD



“RALLY” CHECK Anytime a figure has Runaway and is confronted by a friendly figure within 4” it may try to Rally and return to the fight. The figure does not have to be Active to make this check.



2 LD



Pass 2d6 • All back in the fight. Carry on as desired. Pass 1d6 • Those in cover/buildings back in fight. • Others are removed from play. Pass 0d6 • All removed from play.



“WANTING TO CHARGE” CHECK



“Star” may choose his reaction. Pass 2d6 • All will charge into hand-to-hand combat. Pass 1d6 • Those in cover will remain in place and if possible will fire instead. • Others charge. Pass 0d6 • All will remain in place.



WHAT HAPPENS TO MY BOYS AND ME AFTER THE BATTLE? Roll 2d6 vs. the Rep of all figures that were out of the fight or have runaway and were unable to rally.



“BEING CHARGED” CHECK Anytime a figure is being charged it must take the “Being Charged” Check. The test is taken after the charger has been moved half their move.



2
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RECOVERY CHECK



Pass 2d6 • All return at normal Rep. Pass 1D6 • All return at Rep –1. Pass 0D6 • Out of Fights will die from wounds. • Runaways never return



“BEING CHARGED” CHECK



“Star” may choose his reaction. Pass 2d6 • Those that can will fire and prepare for melee. • Those charged to flank or rear will turn to face enemy and count as –1 to Rep for first turn of melee. • Others will remain in place and prepare to melee. Pass 1d6 • Those in cover will fire and prepare for melee. • Those charged to flank or rear will Runaway. • Others may not fire but will prepare for melee. Pass 0d6 • Those in cover will prepare to melee. • Others Runaway.



IS THAT IT? That’s it. Now here’s the scenario. SCENARIO You and a few of the “boys” are going to pay a visit to Willie “the Weasel”. Willie is a small time hood that’s been disrespecting you and trying to cut in on your action. Willie hangs out on 43rd at Vinezia’s Pizza and it’s dinnertime! You have: Leader– (The “Boss” - you) Rep 5 Submachine gun Gangster (Archie) Rep 4 Pump action shotgun Gangster (Billy) Rep 4 Revolver Gangster (Charlie) Rep 3 Revolver



RECOVER FROM KNOCK DOWN TEST Whenever a figure suffers a result of KNOCK DOWN it must take this test when next active.



2



“RALLY” CHECK “Star” may choose his reaction.



KNOCK DOWN RECOVERY CHECK



You tell the boys to get in the car. Be sure to decide who’s driving and where everyone is sitting. Your car is pulling up to Vinezia’s so you lean over and tell the “boys”. “Okay, here’s the plan…We’ll lay low in the car and wait for that “Weasel” to come out then… Bang! Pop goes the Weasel!” The boys love your joke, they always do.



Star MUST take this test Pass 2d6 • All back in the fight. Carry on as desired. Pass 1d6 • All immediately re-roll counting a result of pass 1d6 as if pass 0d6. Pass 0d6 • All are “out of the fight”. © 2007 Ed Teixeira
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“BABY FACE” & ME: An Intro to Two Hour Wargames SAMPLE BATTLE Here’s a quick and easy sample of a battle that I actually played out. It starts with the “Weasel” and his boys leaving Vinezia’s. TURN 1 Activation dice are rolled and the scores are a Blue (my guys) 5 and Black (Weasel) 3. • I scored higher so my side activates first. As the Weasel is still inside I wait. While this is happening Billy jumps out of the car and uses it for cover, as does Charlie. • Now it’s his turn with the 3 activation score and they all file out. In order they are… • Gangster (“Slick” Rick) Rep 3 .45 Automatic • Gangster (Al) Rep 3 Pump action shotgun • Leader – (Willie the “Weasel”) Rep 4 .45 Automatic • Gangster (Bogie) Rep 4 .45 Automatic



Here’s what the area looks like:



1



• It’s a 3’x3’ board. The street runs East/West. On the North side you find a place to park the car. That’s the striped box on the map. Across the street on the South side there’s two cars. You see Willie’s car parked in front of the pizza parlor. It’s the striped box on that side. Vinezia’s is the building marked #1. It’s next to an empty lot. All the other buildings are businesses and closed. That’s why Willie likes this place, nice and private. You check your gun and keep watch from your car. You decide it’s best to wait for the “Weasel” to come out. After a few minutes you see “Slick” Rick McGrick come out of Vinezia’s. Rick’s one of Willie’s boys. He looks around then motions for the rest of the gang to come out. Willie is in front and the gang is now in sight. Suddenly Archie says “Hey, ain’t that a cop?” It may be. Whenever dicing for Activation and the score is a “7” a “beat cop” will enter the board from either from the West (1-3) or from the East (4-6). He will start either on the North side (1-3) or South side (4-6) of the street and if he sees any weapons or hears any firing he will fire first and ask questions later. He is:



•



•



• • •



Police Officer (Muldune) Rep 4 Revolver Officer Muldune will always fire at the closest armed target. When Muldune shows up he is placed on the board and may only react. The following turn I’ll add a third die to the activation roll representing Muldune. Any combination of doubles or triples will cause those figures not to move.



• •
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Archie is driving and I’m in the rear seat behind him. Both of us can see the enemy so we each take an In Sight test. Archie rolls a “3” and a “5” passing 1d6. He gets to fire but at a –1 to Rep and unloads his shotgun at the “Weasel”. Boom! The “Weasel” gets hit with one shot (an 8). Archie rolls for Impact and scores a 4, which exceeds the Impact of the shotgun, and the “Weasel” is Knocked Down and flies backwards onto the ground. I take an In Sight and pass 2d6 and fire. I spray the gangster in front of the “Weasel”. I target three rounds on the lead guy. I roll 3d6 and score a total of 10, 8, and 6. The 10 hits “Slick Rick” and my Impact roll is a 3. As it is equal or less than the Impact of the submachine gun (3) but not a “1” this puts him Out of the Fight. The 8 is the second shot so I miss and the 6 is a straight up miss. Charlie takes an In Sight test and fails! He cannot fire. Billy takes an In Sight test but passes 1d6 by rolling a “2” and a “6”. He fires at Al but scores a miss! Al now takes a Received Fire test. Al rolls a “5” and “1” so passes 1d6 due to his Rep of 3. He fires his shotgun at Billy but at a –1 to Rep as he’s rushing the shot. Al rolls 3d6 and scores a “9”, “8” and a “6”. The “9” should be a miss but as the target is in cover and a “6” was rolled Al uses the Pitiful Shot rule and gets a hit when he rolls a 2 which is less than his Rep. Al rolls for Impact and scores a “1”. Billy is Obviously Dead! Bogie now fires and shoots at Charlie but misses. Charlie takes a Received Fire test and passes 2d6. But Charlie has a revolver and is being
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fired at by a .45 automatic pistol so he is outgunned and fires back at –1 to Rep. He scores a miss. Bogie takes a Received Fire test, passes two and returns fire. Bogie misses and Charlie takes a Received Fire test. Charlie passes 1d6 and scores a result of Duck Back as he is outgunned. This finishes turn one.



•



TURN 2 Activation dice are rolled and the scores are a Blue (my guys) 2 and Black (Weasel) 1. • I scored higher so my side activates first. • I fire at the three gangsters, Al, Bogie, and the prone “Weasel”. They are still within 3 inches or the swathe of my submachine gun. I roll 3d6 and score an “11”, “10”, and a “7”! The 11 is a hit and I roll a 6 for Impact. This is greater than the Impact of the shotgun so I Knock Down Al. The 10 on the “Weasel” is a hit and the Impact score is a “5”. Dang! I hit him but it’s only a Knock Down and since he’s already on the ground it isn’t much help. The “7” result on Bogie is a miss so he takes a Received Fire test. He scores a “5” and a “1”. As he is in the open and outgunned by the submachine gun, he goes prone and cannot fire back. • Archie fires next and shoots at the “Weasel” again. He scores an “8”, “5” and “5”. The “8” is a miss because the “Weasel” is prone. The two “5” results are misses but worse yet as they were two “ones” the shotgun is out of ammo! • Charlie pops back into view from his Duck Back and this allows Bogie to get an In Sight test. Although he was prone he still can see and be seen so he rolls a “5” and a “3”. Passing 1d6 he must Duck Back as being prone does not count as being in cover. Bogie Ducks into the doorway of the pizzeria. Our half of the turn is finished so now the Weasel can activate. • First off the “Weasel” attempts to recover from the Knock Down. He scores a “5” and a “6” so passes 0d6 and is Out of the Fight. • Al rolls to recover and passes 1d6. He immediately re-rolls and passes 2d6 so can function. As he is now prone and can see a target (that’s me) he opens fire. He does not need to take any tests. He rolls 3d6 and scores a “10” (hit), “8” (miss because of cover), and a “7” (miss). He rolls for Impact and scores a “3” so I’m Knocked Down • This ends the turn.



•



I roll to Recover and pass 2d6 and recover. I stay down as if I pop up I’ll give Al an In Sight test and the shotgun is a very scary weapon! I yell for Charlie to get into the car and that’s what he does. I tell Archie to drive and that’s what he does! That ends my turn. Al fires at us as we leave and rolls a “10” (hit), a “7” (miss) and “6” (mss). Archie (1-4) and Charlie (5-6) are possible targets and a die roll gives Charlie the unlucky privilege of getting hit by the shotgun blast. Al rolls a 5 so Charlie is only Knocked Down. Now Officer Muldune arrives (remember the seven Activation score to start the turn?). He comes from the East side (5) of the street on the South sidewalk (5). However, he’s arrived a bit too late as the shooting has stopped.



Game over. Three turns. Twenty minutes. That’s about it. If you have any questions feel free to contact me at the THW Yahoo Group. http://games.groups.yahoo.com/group/twohourwargames/



If you liked the “Baby Face” & Me game mechanics then you might like:



ALL THINGS ZOMBIES ATZ isn’t “just another Zombie game”. ATZ is “the” Zombie game. ATZ takes you from the beginning of the first Zombie outbreaks through the final apocalyptic time where the Zombies rule. Or will they? It’s up to you! ATZ is the ultimate Zombie survival game.



TURN 3 Activation dice are rolled and the scores are a Blue (my guys) 5 and Black (Weasel) 2. Lots of stuff is happening! • I scored higher so my side activates first.



Or maybe…



© 2007 Ed Teixeira
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5150 “TO LIVE AND DIE IN ALPHA CENTAURI” Or any other Star System of your choice!



5150 is an ever-expanding universe where anything is possible. With 5150 you can command a large star fleet or a single swift “free trader”. Be an interplanetary general in command of an army bent on planetary conquest or lead a small band of mercenaries just trying to make a living. In any case the choice is yours! 5150 – Book One is your jump off point to hours of entertainment and fun. Book One introduces you to the 5150 universe and the rules of war…man to man style. Or make that man to alien if you choose as Book One includes stats for ten alien races. In 5150 we don’t “just change a number to make them different”, 5150 aliens all have different attributes and goals that make each one unique.



And coming soon from Two Hour Wargames..



“WANTED DEAD OR ALIVE.”



And then there’s …



Rob banks like Jesse James…enforce the law like Wyatt Earp…or maybe find something in between. If they did it so can you with Six Gun Sound. With over fifteen unique “professions” Six Gun Sound lets you experience the Wild West to the fullest. Six Gun Sound is a fast paced set of “cowboy” rules that allows you to refight history or make your own. Six Gun Sound is easy to learn yet entertaining for both veteran and novice players. Set in the Old West from 1875-85 Six Gun Sound covers the Lincoln County War, the unpleasantness in Tombstone, the “Demise of the James Younger Gang”, and the Great Sioux War of 76 as well as the founding of Deadwood and death of Wild Bill Hickok. And did we mention Apaches?



“NUTS!” General Anthony McAuliffe – US Army Bastogne, Belgium December 22nd 1944



From the streets of Stalingrad to the sands of Iwo Jima “NUTS!” recreates the drama of man-toman combat in WW2. Working on a 1:1 scale where each figure equals one soldier “NUTS!” puts you in command Whether you’re leading a squad of American, British, or German soldiers, “NUTS!” has it all. With “cutting edge” armor rules and an easy to use campaign system, “NUTS!” is one game you’ll want to play over and over.



All available at: www.twohourwargames.com © 2007 Ed Teixeira
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2 LD *



FAST MOVE TEST



• •



Roll 2d6 versus the Rep of the figure Pass 2d6 • Figure successfully Fast Moves up to 16”. Pass 1d6 • Figure successfully Fast Moves up to 12””. Pass 0d6 • Figure moves up to 8” and does not count as “fast moving”.



2



Targets 1 2 3 3



Impact 2 2 2 3



One side passes 2d6 more than the other and “wins” the round of melee. • Winner rolls 1d6 versus Impact of weapon. Score equal or less and the loser is Obviously Dead otherwise loser is Out of the Fight.



1



OGR 4 = Submachine gun OGR 3 = Shotgun OGR 2 = .45 Automatic pistol OGR 1 = Revolver



1d6 + Rep



# • 3 to 7 • 8



9



10+



1



• • • • • • • • •



MELEE DAMAGE TABLE



Score is a “1”: • Obviously dead! Nature of the wound is so obvious that there’s no question about it. Score Impact of weapon but not a “1”: • Out of the Fight! The casualty is badly wounded and out of the fight due to the serious nature of his wounds! May no longer function. Score greater than Impact of weapon: • Knock Down! Figure is hit and knocked prone and must roll to recover from Knock Down when Active.



RANGED COMBAT TABLE



1



MELEE RESULTS TABLE



One side passes 1d6 more than the other and “wins” the round of melee. • Winner rolls on the Melee Damage Table to inflict wound.



OUTGUNNED “FOOD CHAIN” • • • •



-1 -2



Pass same number of d6 • All Miss and melee continues next turn.



WEAPONS TABLE Weapon Range Revolver 12 .45 Automatic Pistol 12 Pump Action Shotgun 12 Submachine gun 24



MELEE MODIFIERS In melee with 2+ enemies In melee with 3+ enemies



Results Miss! Target in cover counts miss. Target prone counts miss. Target or shooter moving fast counts miss. Second or higher shot counts miss. Otherwise Target hit! Target in cover counts miss. Third shot counts miss. All others hit! All hit!



RANGED COMBAT DAMAGE TABLE



Score is a “1”: • Obviously dead! Nature of the wound is so obvious that there’s no question about it. Score Impact of weapon or less but not a “1”: • Out of the Fight! The casualty is badly wounded and out of the fight due to the serious nature of his wounds! May no longer function. Score greater than Impact of weapon: • Knock Down! Figure is hit and knocked prone and must roll to recover from Knock Down when Active.



“BABY FACE” & ME Okay to copy for personal use only.
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2



2



IN-SIGHT TEST



Pass 2d6 • All will fire. Pass 1d6 • Those in cover will rush shot and fire at maximum Target Rate but at -1 to Rep. • Those in open will Duck Back. Pass 0d6 • All will remain in place and may not fire.



2



RECEIVED FIRE TEST “Star” may choose his reaction. If called on to fire Inactive will always return fire. If called on to fire Active may choose their target



2



Pass 2d6 • Those in cover – If outgunned will return fire but at -1 to Rep. If not outgunned fire as normal. • Those in open - If outgunned and fast moving will continue move to cover if within 3” Ducking Back at the end of the move. If outgunned and not fast moving will go prone. Otherwise will finish move and may fire as normal. Pass 1d6 • Those in cover - If outgunned will Duck Back. If fired on to flank or rear will Runaway. Otherwise return fire at -1 to Rep. • Those in open - If outgunned will immediately go prone. If fired on to flank or rear will Runaway. Otherwise cease movement and fire at –1 to Rep. Pass 0d6 • All will Runaway.



2 LD



“BEING CHARGED” CHECK



“Star” may choose his reaction. Pass 2d6 • Those that can will fire and prepare for melee. • Those charged to flank or rear will turn to face enemy and count as –1 to Rep for first turn of melee. • Others will remain in place and prepare to melee. Pass 1d6 • Those in cover will fire and prepare for melee. • Those charged to flank or rear will Runaway. • Others may not fire but will prepare for melee. Pass 0d6 • Those in cover will prepare to melee. • Others Runaway.



Star MUST take this test.



KNOCK DOWN RECOVERY CHECK



Star MUST take this test Pass 2d6 • All back in the fight. Carry on as desired. Pass 1d6 • All immediately re-roll counting a result of pass 1d6 as if pass 0d6. Pass 0d6 • All are “out of the fight”.



2 LD



“RALLY” CHECK “Star” may choose his reaction.



Pass 2d6 • All back in the fight. Carry on as desired. Pass 1d6 • Those in cover/buildings back in fight. • Others are removed from play. Pass 0d6 • All removed from play.



“WANTING TO CHARGE” CHECK



“Star” may choose his reaction. Pass 2d6 • All will charge into hand-to-hand combat. Pass 1d6 • Those in cover will remain in place and if possible will fire instead. • Others charge. Pass 0d6 • All will remain in place.



2



RECOVERY CHECK



Pass 2d6 • All return at normal Rep. Pass 1D6 • All return at Rep –1. Pass 0D6 • Out of Fights will die from wounds. • Runaways never return



“BABY FACE” & ME Okay to copy for personal use only.



© 2007 Ed Teixeira



12



























des documents recommandant







[image: alt]





An Intro to Two Hour Wargames.pdf 

RUNAWAY â€“ Quit. Split. Those surrounded will surrender. .... status of the casualty unless he has had at least one of his figures spend one Activation with the ...










 


[image: alt]





intro to V230 - F4CVM 

Jun 16, 2007 - started mid May 2007. Beta-Test early June. Final version released for HamRadio. Download the V230 Set-up.exe from the Yahoo Group.










 


[image: alt]





intro 












 


[image: alt]





Intro to hedge funds v3.0 

compensatory structures of hedge funds to pursue desired trading strategies. ..... including the subcategories of global macro and commodity trading advisers ...










 


[image: alt]





attributes - lesitedenikko 

â€œBaby Face, how come dat G-Man can shoot so good? ... Sidewalk Demon: When shooting may double the .... Players may swap ammo among figures with the ...










 


[image: alt]





Using SoftICE - suck-o wargames 

If the Software is installed on a network system or on a computer connected to a file server .... vi. Using SoftICE. Contents. Modifying General Settings 52. Modifying .... The following table suggests the best starting point for using this manual ..










 


[image: alt]





ideaGasms - Intro to Chakras - by Stephane Hemon 

which is an old Sanskrit word meaning â€œwheels of lightâ€�. The 7 basic chakras. DISCLAIMER AND SINCERE WARNING: It's EXTREMELY important that you ...










 


[image: alt]





Intro Kaizen 












 


[image: alt]





BladeCenterTM - Intro to Blades - Mon site Web 

Expansion Card. IBM HS20 SCSI Storage Expansion Unit. IBM BladeCenterâ„¢ 2-port. Fibre Channel Switch Module. IBM HS20 40 GB 5400-rpm ATA-100 HDD ...










 


[image: alt]





Intro to Algorithms: BIBLIOGRAPHY - Apache Technologies 

20.2 Operations on binomial heaps. ...... Technical Report 193, MIT Operations Research Center, 1988. ..... An algorithm for path connection and its applications.










 


[image: alt]





Intro to Algorithms: BIBLIOGRAPHY - Apache Technologies 

Networks with multiple sources and sinks...........................................................................................565 ...... Technical Report 193, MIT Operations Research Center, 1988. ...... Combine: Merge the two sorted subsequence










 


[image: alt]





m2miniature motorsport - lesitedenikko 

Games. Please don't host these rules elsewhere. Send your friends to the source - our ... Not to mention how well they stay in place on slopes... Think of them as ...










 


[image: alt]





Using SoftICE - suck-o wargames 

manual may be reproduced, stored in a retrieval system, or transmitted in any ..... PDF (SoftICE Command Reference) files. ...... Microsoft Visual C++ 2.x, 4.0, ...... Example: The fifth time the breakpoint triggers, the BPCOUNT equals 5, so the cond










 


[image: alt]





Intro SMED 












 


[image: alt]





Intro 5S 












 


[image: alt]





WWN Intro Video Transcript_FRENCH 

relever en matière de l'inégalité de représentation et de pouvoir. (À L'ÉCRAN) Valeurs fondamentales de la Connexion de l'Église mondiale. ÉVÊQUE OUGH ...










 


[image: alt]





Intro VA Gaspillages 












 


[image: alt]





bienvenue Ã  spa hour 

Page 1. BIENVENUE Ã€ SPA HOUR. PRÃ‰NOM. NUMÃ‰RO DE TÃ‰LÃ‰PHONE. ADRESSE E-MAIL. S O I N S D E L A P E A U B I O.










 


[image: alt]





In the Midnight Hour 

I'm gonna wait. Till the stars come out. And see the twinkle in your eye. I'm gonna wait. Till the midnight hour. That's when my love. Begins to shine. You're the ...










 


[image: alt]





Dead walk Again - lesitedenikko 

When we display the DwA on gaming conventions we use cards to identify the different models for the player in order to get them going. The cards also contain ...










 


[image: alt]





Dead walk Again - lesitedenikko 

Page 1 ... They are a little easier to resize. Suggestion: use card pro- tectors instead of printing or gluing them on thicker paper. If you have any questions or ...










 


[image: alt]





025 Intro 

en utilisant une foule d'appareils mécaniques à élastique, à ressort ou autres ... musicale faisait partie intégrante de l'éducation générale, et l'appareil le.










 


[image: alt]





Intro FR 

FÃ©dÃ©ration - organisme gouvernant sous la juridiction duquel se joue le match ; dans le ...... l'une des extrÃ©mitÃ©s du tunnel lors d'une mÃªlÃ©e ordonnÃ©e sans avoir Ã©tÃ© jouÃ©. 52 ...... libre adverse par la poitrine, le bras, la manche ou le c










 


[image: alt]





Intro RPP 












 














×
Report An Intro to Two Hour Wargames - lesitedenikko





Your name




Email




Reason
-Select Reason-
Pornographic
Defamatory
Illegal/Unlawful
Spam
Other Terms Of Service Violation
File a copyright complaint





Description















Close
Save changes















×
Signe






Email




Mot de passe







 Se souvenir de moi

Vous avez oublié votre mot de passe?




Signe




 Connexion avec Facebook












 

Information

	A propos de nous
	Règles de confidentialité
	TERMES ET CONDITIONS
	AIDE
	DROIT D'AUTEUR
	CONTACT
	Cookie Policy





Droit d'auteur © 2024 P.PDFHALL.COM. Tous droits réservés.








MON COMPTE



	
Ajouter le document

	
de gestion des documents

	
Ajouter le document

	
Signe









BULLETIN



















Follow us

	

Facebook


	

Twitter



















Our partners will collect data and use cookies for ad personalization and measurement. Learn how we and our ad partner Google, collect and use data. Agree & Close



