Special Rules – GM Only

Brun Hilda and Crew

Veteran 1.  Guards are NI commandos, with Very Light Power Assisted Armour (d8 armour, 8”/d8”x2 movement) and Gauss AAR/GL (FP 3, IMP d12)

Movement

Roll d8 for distance.  On EVEN number, they run double that distance.  On ODD number, they walk that distance.  Use d12 to determine direction.  12 is always directly ahead of the cameraman.  They will move as far as they can in that direction.  If blocked, will roll new direction to continue movement.  At end of movement, will roll new direction to determine facing for that turn.  The facing is the DIRECTION THE CAMERA IS POINTING.  The rest of the squad (including Brun Hilda herself) has facing the same as all other Stargrunt squads.


Limitations – they will not move more than 14” from the center of their base.

Penalties

The camera has a 90 degree field of view.  Any squad caught in LOS of the camera attacking anybody else receives a D10 penalty to victory points (at the end of the game).  Special event cards that cause an attack (like arty or air strike) do not count as an attack for this purpose.

Attacking the news crew directly results in a D30 penalty (again, attack cards like arty or air strike don’t count for this).

They have a pile of supplies in their base.  If someone gets caught sneaking in to take it, they receive a D20 penalty.

