STEEL RIFT CHEAT SHEET

SETUP

1. Getting Ready
+ Select mission size, recruit forces, loadout HE-Vs (p. 18)
» Weapons (p. 20)
» Weapon traits (p. 21)
» Upgrades (p. 24)
» Support Assets (p. 26)
2. Setting Up
+ Determine Approach (p. 28)
» Generate Mission Objective (p. 30)
+ Generate Terrain (p. 32)
» Deploy Forces (p. 33)
3. Begin play.

PLAYING THE GAME

Each turn consists of the following:

1. Determine Initiative
+ Roll-off, winner activates first.
2. Alternate Activating & Orders
+ Select unit w/o Activation Marker. It performs up to two
Orders.

3. Reset

ORDERS [P. 34]

MOVE/JUMP
MOVE 12" 10" 8" 6"
JUMP 10" 8" 6" 4"

ENGAGE

1. Select weapon and target
2. Determine Attack Pool

CONDITION MODIFIER

Side Arc +1 Die

Rear Arc +2 Dice
Covered -1 Die
(echusivBeI?gﬁegovered) -2 Dice
Secondary Target _1 Die
Bypassing Shot -1 Die

3. Defense Rolls

WEIGHT CLASS DEFENDS ON

Ultralight 2+
Light 3+
Medium 4+
Heavy 5+
Ultraheavy 6+

4. Apply Damage & Criticals
» Damage goes first to Armor, then to Structure.

SMASH

1. Select weapon and target
2. Determine Attack Pool

CONDITION MODIFIER

Moving +1 Die
Jumping +2 Dice
Melee (X) +X Dice

3. Defense Rolls

ACTIVE SMASH TARGET UNIT DEFENDS ON
UNIT DMG
WEIGHT RATING YL LT MD HV  UH
Light 3 5+ 4+ 3+ 2+ 2+
Medium 4 6+ 5+ 4+ 3+ 2+
Heavy 5 X 6+ 5+ 4+ 3+
Ultraheavy 6 X X 6+ b5+ 4+

4. Apply Damage & Criticals
» Damage alternates Armor/Structure one point at a time.

LOCK ON

May turn in place. Pick a unit in LoS. If following order is ENGAGE,
Target cannot use Weapons or Upgrades, but all other modifiers

apply.

CRITICAL DAMAGE
STRUCTURE
DAMAGE EFFECT
25%+ MOVE/JUMP —1"
50%+ ENGAGE/SMASH -1 Die
75%+ Single Order
OVERDRIVE

When all your units are Activated, but your opponent still has
Activations left:

» For each Activation you would perform, you may instead select a
unit to Overdrive.

+ Apply Redline Marker and 1 Structure damage to it.

* It may perform 1 Order.

RETURN FIRE

If Target of ENGAGE isn’t Activated/Redlined, it may Return Fire.

+ Reroll any natural 1's in Defense rolls.

» When Active unit completes ENGAGE, before other Orders:
» Target performs ENGAGE Order, targeting interrupted Unit.
» Target receives an Activation marker.

* Interrupted Unit resumes Activation.

RESET

After 5 turns, check for Victory. Highest Victory Points wins. If tied,
play a 6th turn. If still tied, game ends in a Draw.

If at the end of any turn a Commander has no units, check for
Victory and determine a winner or Draw.



STEEL RIFT CHEAT SHEET

WEAPON TRAITS [P. 21]

NAME SPECIAL RULES

Anti-Air -2 to die results against Flying; Damage to Flying Squadrons chains.

AP Target takes AP value in Damage directly to Structure.

Blast (X“) All Units within (X)“ of Target Model make a Defense Roll with same Attack Pool as Target.
Bulky This Weapon/Upgrade requires 2 Slots instead of 1.

Target rolls 1D6 + Weight Class Diff:
Concussive (X) + On 4+, move Target Unit up to (X)“ away from Active Unit.
+ Contact with blocking terrain or other Units causes 1 Damage to both.

Disruptive On Damage, roll 1D6; on 3+, Target gets Redline Marker.

Active Unit firing this receives Redline Marker at end of Activation.

LIENmg + May not be fired if Active Unit already has a Redline Marker.

Target rolls 1D6 + 4 + Weight Class Diff:
Drag + Target moves this many inches towards Active Unit, up to base contact.
« Contact with blocking terrain or other Units causes 1 Damage to both.

—1 Attack Pool to “Missile” or “Rocket” attacks from front 180°;

Flak -1 Attack Pool to Mine Drone attacks.
Frag -1 to Defense Roll.
Kinetic Target rolls 1D6 + Weight Class Diff: . .

» On 4+, Active Commander rotates Target 45° away (Weight Class Diff can neutralize this effect).
Light Damage caused reduced by half, rounded down (including Blast).
Limited (X) May only be used (X) times during Mission.
Melee (X) On SMASH, +1 Weight Class, +X to Attack Pool. Only one MELEE bonus may apply.
Parry Once per ENGAGE/SMASH, when Active Unit is in LoS, this Unit may reroll up to 2 Defense Dice
Reach (X) On SMASH, Units in LoS within (X)* .c<.)unt as in base contact; .

May choose, for —1 Attack Pool, to divide Attack Pool between Primary and Secondary Targets.
Short (X) May only Target Units within (X)“.

On ENGAGE, you may select a friendly Model with the Target Designator Marker;
Smart + Selected Model may determine LoS and Side/Rear Arcs of Active Unit’s attack;
« If so, —1 to Attack Pool, then remove the Target Designator Marker.

Stagger On Damage, Target Unit receives Stagger Marker.

Tether On Damage, Target Unit receives Tether Marker, Active Unit receives Anchor Marker.
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