
SKIRMOSH II



SKIRMOSHING SUPPLIES
To SKIRMOSH, you need at least two COMMANDERS (human
players) which COMMAND their faithful CREWS into BATTLE for
the COMBAT ZONE (tabletop).

Each CREW consists of four models. Miniature scale on any
shape base. Model line of sight and positioning matters!
Models should physically represent their equipment or gear.
Each commander should be briefed on their opponents CREWS,
especially if there are discrepancies between the physical
model and their equipment. Feel free to use tokens to
represent various objects on the battlefield.

The COMBAT ZONE is about 2’ x 2’ square area with terrain.
Both COMMANDERS should agree on the table and placement of
terrain. Use tokens to represent things like traps and
chests.

COMMANDERS need at least one polyhedral dice set to play
(D4, D6, D8, D10, D12, D20) and a tape measure.

THE THRILL:
Violence in SKIRMOSH II
is unforgiving and brutal.
As action unfolds, battle becomes
more dangerous, when the first
two models die, place a D10 on
the table to serve as a
THRILL COUNTER. This counter
increases by 1 when a model
is slain. Add this value to
all rolls TO HIT and subtract
this value to all rolls to WOUND!



THE COMBAT ZONE
Set aside 2’ x 2’ of playing space, and agree

upon the CONDITIONS of the battlefield. Deploy on
opposite sides of the COMBAT ZONE within 3” of the
edge of table. Grab d6 chests and d6 traps. Drop
them on the table center FROM A DISTANCE. wHERE
THEY LAND IS WHERE THEY ARE.

CONDITIONS
Clear Skies - Plain, vanilla, ordinary field of battle.
Boggy Mud - Thick puddles of mud hamper movement
(Place mud patches around the battlefield evenly)
Magma Heat - Lava bubbles, tongues of heat roast your feet
(1d6 magma pools are present)
Deep Pits - Yawning chasms gape and wait
(1d6 pits are present)
Trap-strewn - Watch your step or lose your foot
(Roll polyhedral dice set in center of table twice. Place a token where
each die lands to serve as a trap).
Untamed Wilds - You are unwelcome here by flora and fauna
(Place a BEAST in the table center. Find a neutral 3rd party to
control it during its own turn. Dense vegetation present)
Lightning Storm - Pouring rain and lightning strikes
(-1 to hit at range, 1/20 chance of lightning strike metal model)
(Lightning deals 1d20 damage)
The Fog - Is coming
(-3 to hit at range. Line of sight limited to 6”)

SPECIAL TERRAIN
Rubble - Half movement when walking through
Floor Trap - If stepped on, Roll a die, odd results in 1d4 damage
(trap breaks, evens the trap isnt triggered.
Dense Vegetation - Half movement and cannot attack while within.

1 damage at end of turn due to thorns.
Mud - Penalty to melee (roll twice take lower result) and 1 / 6

chance to slip, falling prone at end of turn.
Magma - 1d20 damage per turn walking through it.
Pit - Death
Bones - 1 damage if fallen into



THE CREWS, The Goon SQUADS
Each crew consists of four models. Choose an archetype
for each model, then allocate points into each of the four
stats: strength (STR), dexterity (DEX), Defense/Health
(BEEF), & Luck (LUCK) (2 point minimum each, 10 pt max).
Each model has a base MOVE of 6” and 1 attack per weapon
held. Each model has 20 points to allocate to its stats (2 pt
min per stat). Each CREW gets 100c to spend on equipment, gear,
and weapons. Excess cents must be stored in CREW member
pockets.
Some crew members have no arms, +2” speed if so.

ARCHETYPES
The Quick - +2” MOVEMENT
The Fool - +D3 LUCK
The Gladiator - +1 ATTACK (1V1s)
The Lard - +D3 BEEF
The Duelist - +1 to Hit / Wound
The Thief - Steal 2d10 instead
The Brute - +d3 STR
The Slink - Dash +d4“
The Train - Moving through enemy models deals 2 damage
The Brawler - +1 fist attack
The Acrobat - +D3 DEX
The WInged - Gain Wings but -d4 beef, Ignore vertical measurement
The Medic - Aid d6 instead of d3
The Lockpick - Roll under luck to unlock chest instead of key
The Terror - Enemies in melee roll AFRAID at end of turn
The Sharpshooter - +2” shooting
The Pincher - 1d6 damage Pincher(s) (slashin) instead of hand(s)
The Skullcrusher - +1 CRUSH dmg
The Glutton- Eat corpse, heal d3
The Decapitator- +1 SLASH dmg
The Herald- +1 THRILL p. turn
The Wrestler- +2 to hit grapple
The Shank- Dagger always crits to wound
The BUG - four arms, two legs
The Undead - Gain “undead” status
The Magic User - Gain battle magic,

Must wear cloth Armor,
only use Staff / fist
as weapons



Order of play Reference

SET UP
Crews

Choose amount of players. Each player selects four
Fantasy models as their crew. eACH PLAYER STATS THEIR
CREW. eACH MODEL BEGINS WITH 6” OF MOVEMENT. eACH MODEL
HAS 20 POINTS TO BE ALLOCATED TO EACH OF ITS FOUR STATS:
Str, Dex, Beef, and Luck. (2 pt min, 10 pt max). cHOOSE AN
ARCHETYPE FOR EACH MODEL. eACH PLAYER STARTS WITH 100 C TO BUY GEAR AND
WEAPONS. Scribble each model on the crew sheet, name your crew, and choose
their logo. As your crew is injured, modify the doodles accordingly!

PLAY
Table setup

Make at least 2x2 feet of free space, this can be accomplished through
pushing stuff off mom’s coffee table onto the floor. Set terrain on the table
however you’d like. Roll off then Deploy on opposite sides of the COMBAT ZONE
within 3” of the edge of the table. Grab d6 chests and d6 traps (use tokens or
models). Drop them on the table center FROM A DISTANCE. wHERE THEY LAND IS
WHERE THEY ARE. Agree upon battlefield conditions and special terrain.

Turn Sequence
Each turn begins with each player rolling a d20 for initiative.
The player with the highest score chooses a model to act first.
eACH MODEL MAY USE TWO ACTIONS DURING THEIR ROUND.

thEN, In sequential order, each player chooses a model to act AND
CHOOSES ACTIONS. After one model for each player has acted, THE ROUND ENDS.
repeat in this order until each model has acted, Then the turn is over.
a new turn THEN begins with each player rolling a d20 for initiative. This
continues until ONE CREW REMAINS. tHEN CLEAN-UP BEGINS. tHE SURVIVING CREW
MAY LOOT FOR ONE ADDITIONAL ROUND before the game is over.

After taking damage,
Roll under luck. If

Failed, refer to weapon
Damage type and suffer.



Armor

No Armor / Cloth - Comfy! +2” MOVE, +1 DEX, 0c
Leather / Natural Armor - +1 BEEF, +1” MOVE, 10c
Chain - +2 BEEF , -1” MOVE, -1 DEX, 15c
Plate - +3 BEEF, -2” MOVE, -2 DEX, 25c
Shield - 1 HAND, +1 BEEF, -1 DEX, COUNTER, 10c
Helmet - 1 HEAD, +1 BEEF, NULLIFY FIRST CRIT, 5c
Wizard Hat - 1 Head, +1 Luck, 10c
Quiver / Ammo Pouch - 5 arrows or 3 lead balls, 5c
Weapons
Dagger - 1 HAND, D3-1 DAMAGE, SLASHIN, +1 DEX, 5c
Shortsword - 1 HAND, D4 DAMAGE, SLASHIN, 10c
Longsword - 1 HAND, D4+1 DAMAGE, SLASHIN, 15c
bAll & chain - 2 hand, -1” movement, d4+1 damage, crushin, 10c
Greatsword - 2 HAND, D6 DAMAGE, SLASHIN, 20c
Club - 1 HAND, D4+1 DAMAGE, CRUSHIN, -1 DEX, 3c
Great Club - 2 HAND, D6+2 DAMAGE, CRUSHIN, -2 DEX, 7c
Mace - 1 HAND, D4 DAMAGE, CRUSHIN & SLASHIN, 10c
Axe - 1 HAND, D4+1 DAMAGE, SLASHIN, 10c
Mallet - 1 HAND, D4 DAMAGE, CRUSHIN, 5 c
Battleaxe - 2 HAND, D8 DAMAGE, SLASHIN, 20c
Polearm - 2 HAND, D4 DAMAGE, 2” RANGE, SLASHIN, 15c
Spear - 1 HAND, D6 DAMAGE, 2” RANGE, PIERCING, 15c
Scimitar - 1 HAND, D6 DAMAGE, SLASHIN, +1 DEX, 15c
Flail - 1 HAND, D4+1 DAMAGE, SLASHIN OR CRUSHIN, 10c
Warhammer - 2 HAND, D8 DAMAGE, CRUSHIN, -1 DEX, 20c
Shortbow - 2 HAND, 10” RANGE, D3 DAMAGE, PIERCIN, 10c
Longbow - 2 HAND, 20” RANGE, D4 DAMAGE, PIERCIN, 15c
Crossbow - 2 HAND, 12” RANGE, D4 DAMAGE, PIERCIN, RELOAD, 15c
Blunderbuss - 2 HAND, 12” RANGE, D8 DAMAGE, Blastin, RELOAD, 20c
Flintlock - 1 HAND, 6” RANGE, D6 DAMAGE, Blastin, RELOAD, 15c
Bomb - 1 Hand, 3” explode range, 2d4 damage

Blastin, Bombs explode 1d4 rounds after thrown. 15c
Dynamite / Plunger - 1 Hand, 6” explode range,

3d4 damage, Blastin, 20c,
must use plunger To detonate.

Instrument - 1 OR 2 HAND, D3-1 DAMAGE, PERFORMIN, CRUSHIN, 10c
Arrow - 1 HAND, 4” RANGE, D3-1 DAMAGE, PIERCIN, 1c each
Staff - 1 HAND, D3 DAMAGE, CRUSHIN (PRONE ON DAMAGE), 10c
Rock - 1 HAND, D3-1 DAMAGE, CRUSHIN, 10” RANGE, 1c
Boulder - 2 HAND, D6-1 DAMAGE, CRUSHIN, 3c
Magic Scroll- 1 hand, 1 use of specific spell, any archetype

Can use as an action, Blastin, range as spell, 20c
Banana Peel- 1 hand, 6” range, inflicts prone if walked over, 1c
XXX BOTTLE - 1 HAND, DRUNK IF EQUIPPED, 1-2 DAMAGE SLASHIN, 1C
Fist - 1 HAND, 1-2 DAMAGE, CRUSHIN



WEAPON DAMAGE TYPEs
(roll under luck after receiving damage of any type to avoid affliction)
SLASHIN - When dealt SLASHIN damage, Defender rolls under LUCK (D12). If

failed, apply a bleed counter (stacking) to target. At the
end of a turn, take 1 damage per bleed counter.

CRUSHIN - When dealt CRUSHIN damage, Defender rolls under LUCK (D12).
If failed, defender is dazed during next turn.

PIERCIN - When dealt PIERCIN damage, Defender rolls under LUCK.
If failed, -1 movement (stacking). One may Aid or Equip within
1” of a pierced target (including self) to reduce a
counter of PIERCIN by 1.

BLASTIN- When dealt Blastin damage, target must roll under luck
Or be pushed away 1” and knocked prone.

Performin - Gain the PERFORM ability. (friendly models
within 6” gain d3 luck until end of turn).

DEATH BY SLASHIN
1. Head lopped off 4. Guts spill out
2. Limb eviscerated 5. Slashed to ribbons
3. Bleeded out 6. Bisected

DEATH BY CRUSHIN
1. Pancaked 4. Tenderized
2. Clobbered 5. Pulped
3. Mashed 6. Smeared

DEATH BY PIERCIN
1. Pin-cushioned 4. Gored
2. Gaped 5. Impaled
3. Shishkebabbed 6. Skewered

Death by Blastin
1. Limb blown off 4. Smoked
2. Shrapneled 5. Charcoaled
3. Body exploded 6. Torn apart



CREW NAME __________________
CREW LOGO ___________

I. _______________
(Archetype: ) (Cents in pockets: )
STR -
DEX -
BEEF / (Current HP) - / ( )
LUCK -

MOVE - (6” Base)
Gear (5 max) -
Weapons -

II. _______________
(Archetype: ) (Cents in pockets: )
STR -
DEX -
BEEF / (Current HP) - / ( )
LUCK -

MOVE - (6” Base)
Gear (5 max) -
Weapons -

III. _______________
(Archetype: ) (Cents in pockets: )
STR -
DEX -
BEEF / (Current HP) - / ( )
LUCK -

MOVE - (6” Base)
Gear (5 max) -
Weapons -

IV. _______________
(Archetype: ) (Cents in pockets: )
STR -
DEX -
BEEF / (Current HP) - / ( )
LUCK -

MOVE - (6” Base)
Gear (5 max) -
Weapons -

Please Doodle each crew member in the adjacent blank space



THE TURN
Each turn begins with each player rolling a d20 for initiative.
The player with the highest score chooses a model to act first

AND CHOOSES TWO ACTIONS. thEN, In sequential order, each player
chooses a model to act AND CHOOSES ACTIONS. After one model

for each player has acted, THE ROUND ENDS. repeat in this order
until each model has acted, Then the turn is over, and a new
turn begins with each player rolling a d20 for initiative. This

continues until the game is over.
A MODEL MAY use two actions PER TURN.

THE ACTIONS
Each model gets two actions per turn
Actions with an * require a free hand

Move: Full movement
Dash: Second movement

Climb: 1/2 vertical movement
Equip*: Put an object in a hand
Unequip*: Stow equipped object

Grapple*: Roll to hit, if success, both
models cannot move until defender rolls

under STR
Choke*: If grappling target, Deal
d6 damage if higher str than target
Throw: Toss weapon or object str “
away. iF TARGETING a model, roll to hit

and to wound as if attacking
Throw Person: Toss grappled person
STR“ away. thROWN MODELS TAKE FALL

DAMAGE EQUAL TO DISTANCE.
mUST ROLL OVER DEFENDER BEEF AND OVER
THROWER stR. OTHERWISE THE THROW FAILS

AND THE GRAPPLE IS BROKEN
Shove*: Push model in melee .5 STR”

Attack: Attack
Hunker: +1 BEEF for turn

Counter: Gain COUNTER for turn
Mock: -1 LUCK to target 6” away

Rest: 2 actions, heal d3 hp
Disengage: Flee from combat

Reload: Reload crossbow / gun
Search*: Look for a key (1 / 6)

Perform: Targets within 6” gain d3
luck for turn.

Aid*: Pick up a prone model within 1” or
heal it d3 hp or remove bleed

Stand: Stand self up from prone.
Hide: Lay model on side to reduce

silhouette and go prone.
Jump: Only after movement with a

distance equal to .5“ moved.
Loot*: Take something off the dead/

ground and place in gear.
Carry*: Assist a model within 1” in

movement (half speed).\
Open*: Attempt to open a cHest.
Rally: Remove FEAR from an ally

Up to 4” away.
Hype: 2 actions, Increase THRILL +1

Steal*: If behind model in melee, steal
d10c from pockets

Bite: Roll to hit, 1d3 damage
Cast Spell: Takes two actions;

Roll under Luck TO CAST SPELL. ANY
ARCHETYPE CAN USE SCROLLS. Each
successful cast adds +1 modifier



THE BATTLE
MELEE IS BASE TO BASE CONTACT

OR TOUCHING PHYSICALLY
RANGED ATTACKS REQUIRE LINE OF SIGHT

TO HIT - Roll (d12) over defender DEX (12 = CRIT)
TO WOUND - Roll (d12) under attacker STR (1 = CRIT)

IF HIT AND WOUNDED, INFLICT WEAPON DAMAGE TO DEFENDER,
SUBTRACT FROM BEEF SCORE. A MODEL WITH 1 BEEF IS UNCONSCIOUS.

A MODEL WITH 0 OR LESS BEEF IS DEAD.

A CRIT TO HIT AUTOMATICALLY WOUNDS.
A CRIT TO WOUND DEALS DOUBLE DEALT DAMAGE.

(If you crit to hit, roll to wound only to see if it crits as well;
If it does, this is a DOUBLE CRIT. Increase THRILL counter by 1)

To hit crit fail = 1, to wound crit fail =12.

COUNTER
When an attacker misses a target with counter
in melee range, the defender may immediately

retaliate with a melee attack.

DISENGAGE
A model may attempt to disengage from combat
rather than attack. To do so, they must roll
under their DEX stat (d12). If failed, they may
still move out of combat, but those within 1”
may make a reaction attack in the process. A

success allows movement out of combat
without suffering this reaction attack

Fall Damage
If further than 3”, 1 damage per inch.

Retreat
Walking off a table edge removes the model

from battle to safety.

Fear:
A model with half or less of their total

health must roll under luck at the end of the
turn to avoid becoming AFRAID during the
following turn. An AFRAID model must move
and dash towards the closest table edge,

attempting to escape BATTLE.

Doom
As soon as a model is reduced to 0 or less

HP, roll on the DOOM table to see their fate.
DEAD models are gone, lost forever. For dead
models, roll on the table matching the damage

type that ended them to see how they died.
Models that are not dead are instead

seriously wounded, set their health to 0, they
are K.O’d., these models cannot act unless

healed above 1 beef.

OBLITERATED
Any model reduced to its max hp (or less) in
negative value is immediately dead, reduced to

a bloody mess

DOOM TABLE
1-9 : DEAD: Dust in the wind
10 : TRAUMA: FEAR when wounded to 2/3 total HP.
11 : MINOR INJURY: 1. -d3 movement, 2. -d3 BEEF, 3. -d3 STR
12 : SERIOUS INJURY: 1. -d6 movement, 2. -d6 BEEF, 3. -D6 STR



Status
Effects

Dazed
1-2. Move 3” away from
nearest model as movement
3-4. Move towards closest model at max
speed, attacking if able
5 - 6. Dazed, blinking, skip ACTIONS

Bleedin
(Stacking)

At the end of a turn, take 1 damage per
bleed counter. rOLL UNDER LUCK. iF fail,
Increase bleed stack by 1.

sLEEPIN
At the end of each round,
Roll under luck to awaken.
Any sleepin model that takes damage
Wakes up immediately.

Poison
At the end of each turn,
Take 1d3 damage.

Stunned
Skip both actions for next round.

Burnin
1d6 damage at start of turn until prone.

Drunk
Random movement for 1d3 turns
(use scatter die or spinner) .

Undead
Does not feel Fear.
When reduced to 0 life, do not roll DOOM.
Instead, KO’d AND PRONE.
at the end of the turn, set HP to 1.
Undead are only killed when Obliterated.

Items in
The chest

1-4: WEAPON OF CHOICE
5-10: RANDOM MAGIC SCROLL

11-15: 2D20 GOLD
16-19: 4D20 GOLD

20: ROLL TWICE MORE



BATTLE
Magic

Magic USers know # of spells
= 1/3 Luck Stat. To cast a spell:
Roll under Luck. Each successful
cast adds +1 modifier to roll. If
Failed, Roll on failure table.

I. fIREBALL
Range: 8” , 6” DIAMETER SPHERE
Upon attempting this spell, first
take d8 damage and burnin. All
caught in explosion take 2d8
damage and receive burnin.

II. LIGHTNING BOLT
Range: 12” LINE, 1” WIDE
Upon attempting this spell, first
take d6 damage. All caught in BOLT
RECEIVE 2D6 damage AND ARE
STUNNED. fAILURE STUNS CASTER.

III. WIZARD FIST /
Wizard slap

Range: TOUCH
cHOOSE BETWEEN IMMEDIATELY
GRAPPLING TARGET OR 3D3 FIST ATTACK
(automatically hits) DEALING DAZE OR
STUN.

IV. POISON CLOUD
Range: 6”, 4” CLOUD
All caught in cloud must roll under
luck or be poisoned. Caster is
poisoned.

V. (RE)ANIMATION
Range: TOUCH
Set dead target
Hp to 1 and
Make undead.

VI. SUCK /
BLOW

Range: 6”
Push target “ = 1/2 caster luck (as
thrown) or PuLL target “ = 1/2
caster luck (as thrown)

VII. ABSORB
Range: TOUCH
Steal 1d4 HP from target.

VIII. Gravity Surge
Range: 6”
Force target into being prone,
taking 1d3 damage.

VIX. Booze Geyser
Range: 8”, 3” PUDDLE
Caster and All caught in blast
become drunk

X. Summon Banana Peel
Range: SELF
A Banana peel appears in one free
hand or on the floor within 1” of
caster.

Spell Failure
1. Cast on self 3. 1d4 damage
2. Stunned 4. 1d8 damage

(Players may invent their own spells,
please agree upon their fun / fairness)



THE CLEANUP
After all enemies are dead,

the VICTOR gets 1 turn to LOOT the bodies before powerful THINGS
begin to arrive… Grab what you can and get ye gone!

1. 20 GOOBLINS 4. ORC WAdwRBAND
2. THIEF CABAL 5. TWO GIANTS
3. EVIL WIZARD 6. THE BLEMMYAES

THE CHEST
When a model interacts with a chest for the first time, roll a die. If even, it is
unlocked and opens. If odd, it is locked. If the odd number is a 1, it is trapped

(dealing d4 damage) when attempted to be opened for the first time).
A suitable key is around here somewhere, use the SEARCH action to try finding
it. A model with a key may open a locked chest, a key may only be used once

in this way.

THE MERCHANT
The Merchant is a mysterious figure who pays half cents for
any unwanted items BETWEEN GAMES. The merchant also sells
gear and weaponry.

THE TAVERN
Recruiting replacements for the CREW is easy!
Fresh meat is free to hire (their gear aint, bub.)
Get out there and SKIRMOSH!

Game
By ∆
GoobinsGitz °>°
&
Simpsominiatures

Illustrations by the community


