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INTRODUCTION TO THE
FROM ASHES MINIATURES GAME

From Ashes is a tactical and immersive 1/100 scale wargame designed to test your ability to plan your attacks and
react to the ever-changing battlefield situation. You will be tasked with completing a mission using your forces
against your opponent, who is likewise attempting to complete their own. Your battles will take place against a

futuristic star-spanning backdrop, where well-trained soldiers with the best equipment available, flank lumbering

tanks bristling with weapons. These will stand firm against hordes of zealous militia spilling around the feet of other
-worldly genetic monstrosities. From Ashes has a flexible focus; the choice of which unit types you use comes down
to you, even after you have seen the mission and topographical layout; just remember to choose the best tools for the
battles ahead. As your armies fight across a variety of landscapes, from sprawling urban slums to vast salt flats, you
will need to think on your feet in order to counter the enemy!

THE FROM AsHEs UNIVERSE

After centuries of arduous interplanetary colonisation efforts,
mankind’s star-spanning diaspora falls into unrest. Those
worlds on the frontier who were rich in resource and potential,
increasingly resisted the demands of Earth and her loyal
systems - the League of Solar Nations. Born largely from a
desire for self determination, these subject-worlds held their
ground against the LSN and its increasingly tyrannical attempts
to retain control over the fledgling colonies.

Before long, war broke out between those pledging fealty to
Earth and those in the void. Untold millions, perhaps billions of
lives were lost as the years passed in what became known
retrospectively as the Severance War. Eventually a stalemate of
sorts locked both sides in a seemingly endless struggle.

Centuries before the Severance War, mankind's meteoric rise
to conquerors of hundreds of star-systems was only possible
with the invention of the Halcyon Arrays. These devices were
the fastest means of translocating across the galaxy, as they
allowed instantaneous movement between the stars. Much
faster than the standard FTL drives installed in the majority of
starships, these were vital for maintaining strategic control, and
the insurmountable destruction of the Severance War often
resulted in the loss of many such Arrays. There were even
reports from those few systems with working Halcyon Arrays

connecting back to the LSN, of losing contact with their foes.
Whether due to lack of a continued desire to wage war, or
something worse, little was known as to why the attacks from
Earth ceased. The devastating attrition had now meant that the
loose alliance of frontier worlds found themselves scattered,
isolated, and ultimately alone in the void.

Chaos and anarchy reigned. Those who could stand together
survived, whilst others met a more unfortunate fate. Many
assumed the League of Solar Nations likewise collapsed in on
itself, bringing mankind's star-spanning empire to its knees.

The From Ashes miniatures game explores this fictional
universe, focusing on one particular part of this interplanetary
turmoil. It is here that a number of star systems, collectively
known as the Damnya Sector, resides. Several factions, dubbed
the ‘Primary Powers’, have emerged from the ensuing calamity,
each trying to create new proto-nations and expand into the
unknown. But peace is a fragile concept in these dark times.
What was initially a measured parlay between the erstwhile kin,
became outright conflict as the inevitable clash of ideologies
and the never-ending demand for resources pits mankind
against itself once again.
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WHAT YOU WILL NEED

The first thing you will need is simply enough time to play. How long required depends on the size of the game you wish to have
and what you feel like doing! Do you go for a quick city-skirmish on a densely packed 2'x4" board, where infantry brigades fight for
dominance amongst the ruins, or do you want to command a much larger force of tanks, aircraft and supporting units over a vast

-Two or more players.

-A collection of Void Scar Miniatures models and
accompanying Acquisition Rosters. VSM

-A surface to play on.

-A suitable landscape and terrain collection.

-D12, D4 and micro D6 dice. VSM
-Objective Counters. VSM
-Blast and Smoke Markers. VSM
-Damage Counters. VSM

-Tape measures.

VSM - These are available from the Void Scar Miniatures website at voidscarminiatures.com

During the game each player will have the opportunity to move their miniatures and interact with their opponent. They will use tape measures to
establish distances, D12s to determine the outcomes of attacks, and Blast Markers and Damage Counters to provide a visual cue as to what is

happening on the battlefield.

Games of From Ashes are divided into setting up the battlefield and deploying the opposing forces before finally completing your objectives by
activating your squads and progressing through a number of turns. The aim of each game is to score Objective Points, or OPs, as defined by the

selected mission being played.

DEFINITIONS

Autohit: Certain weapons, effects or abilities may cause Autohits.
These do not generate Blast Markers and cause one Damage Dice, and
may incur additional effects where mentioned.

Area of Operations: The Area of Operations, or AO for short, is the
playing area, that is, all the Combat Sectors combined.

Blast Markers: a major aspect of From Ashes is the presence of Blast
Markers to represent the effect of explosions, shockwaves and
impacting rounds on the battlefield. They are represented by three
dimensional markers that look like small explosions. They do not
block Line of Sight, and Units can move through them freely, although
a Unit cannot end its move overlapping a Blast Marker. Squads within
1" of a Blast Marker, measured horizontally and 5" vertically of its
base are affected. See the Engage Command on page11 for more
details.

Coherency: If a Squad has multiple Units, they must maintain a
coherency of 1” for Infantry Units and 2" for other Unit types, which
means that no Unit can be placed further than 1” or 2" respectively
away from another part of the same Squad. In the event this happens,
such as losses to enemy actions, the next Command they employ
must be used to bring the Units as close as possible until they are
back in coherency.

Collateral Damage (x) Test Roll a number of D12s equal the current
number of HPs in the Squad and add their Size value to each roll. For
each roll that equals or beats the number in brackets, the Squad loses
an HP which is allocated by the owning player, one Unit at a time.

Combat Sector: One key aspect of From Ashes is the focus on scaling
your battles to the environment. Battlefields are divided into 2'x4’
sections called Combat Sectors, which then define certain aspects of
the game such as terrain density.

Commands: Each Squad in From Ashes utilise Commands when it is
their turn to activate. Most have two Commands to use, but others
may have more or less. After a Command has been completed, a
micro D6 dice is placed by the Squad to signify which Commands have
been carried out this turn.

D12, D4 and Micro D6: A D12 is a twelve-sided dice and are the most
commonly used dice in From Ashes. A D4 is a four-sided dice that
gives a result between 1 and 4. You can also just roll a D12, counting 1
-3as 1,4-6as 2,7-9 as 3and 10-12 as 4 respectively. A micro-Dé is a
smaller than usual Dé.

)

Line of Sight: or LoS for short, is the ability of one Unit to see another
Unit. LoS is determined by drawing an imaginary line from any part of
one Unit, including its base, to any part of another Unit or its base,
usually the target Unit.

Measuring and pre-measuring: In games of From Ashes, players can
measure distances at any point, such as checking the distance
between two opposing Squads before committing to using any
weapons. Measuring is always done from the edge of one Unit’s base
to another, orin the case of Units without bases, from the hull. In the
odd occasion where the precise distance is not clear, always round up.
For example, if one Unit is 17.5” from another, round it up to 18"
instead.

Reroll: Occasionally the players will be given a chance to re-roll their
dice. In certain instances, the rules may suggest more than one reroll
on the same dice; this means the player can or must reroll until their
re-rolls are used up, depending on the effect at hand.

Simultaneous effects: Occasionally, rules may conflict in that they
both happen at the same time. Where this is the case, alternate
carrying out each such effect starting with the current active player.

Squads and Units: In From Ashes, each individual entity, whether it
be a tank or a base holding one or more infantry models, is called a
Unit. Often, multiple Units will be grouped together into a Squad.
Infantry Units are one or more models on a rectangular base.

Profile: Each Squad has their own unique profile, which details its
statistics, weapons, and special rules. They can be found in each
factions’ respective Acquisition Roster.

Test: Throughout From Ashes are references to tests, such as a
‘Discipline test’, which is done by rolling equal to or above the Unit's
stat in question on a D12. In the rare occasion when a Squad has Units
with different Discipline values, each Unit uses the lowest (i.e. the
best). A Skill test is exactly the same as a Discipline test, except that it
cannot be rerolled or improved by abilities and rules which affect
Discipline tests.

Variable Rules: Certain rules or abilities will have a common
capability but with varying severity. This can be a little confusing when
weapons or abilities with the same rule cause their effect slightly
differently - this is perfectly fine and intended that way. For example,
the Xeraak Triarchy's Revenant Cyborgs have Plasma Carbines which
have the Plasma Special Rule and triggers on a 12, compared to the
similar but not identical Plasma Accelerators whose Plasma Special
Rule triggers on an 11+; the later is obviously more powerful than the
former!



GAME SETUP

In order to organise and setup a game of From Ashes, you will need to follow several steps.
Below is a brief overview of the process, followed by an explanation of each.

Game Setup Overview

: Select Mission

: Deploy Forces

1: ORGANISE THE GAME

When you play a game of From Ashes, the players need to
agree which faction they wish to play as and the size of the
forces involved, which is measured in Requisition or Req for
short. This is essentially a budget for each player to spend on
their Squads for this game. 300 Req per side on a two Combat
Sector area creates a varied and exciting game, but you
ultimately decide this number. See the Acquisitions section on
page 7 for more information on building a force.

Once you have agreed the above, you will need to decide upon
the size of the playing area, with a general rule being the bigger
the forces the more space required. As already mentioned,
From Ashes is designed to be played on areas of one or more
2'x4’ sections called Combat Sectors. If you wanted to play a
fast-paced frantic game, you could have small forces on a
single Combat Sector, or if you prefer to have a massive battle
across long distances you might want to go for three or even
four Combat Sectors. Two Combat Sectors with 300 Req a side
plays for around one to two hours. You are only limited by what
your group of friends choose - you could even play a game long
enough to cover a couple of days, it really is up to you!

2: PREPARE THE BATTLEFIELD

It is easy to imagine the various exciting warzones your troops
will be battling across. From sun-baked mineral flats to dense
urban townships, there are plenty of ideas to inspire you to
create your battlefields. Below are some of examples:

B> Barren desert

B Urban slums

B Commercial district
P> Teeming forest

P> Frozen wastes

The players need to agree which Battlefield Type their terrain
collection best reflects (see opposite], along with the associated
modifier to the following terrain placement. The next step is to
furnish your battlefield with suitable terrain, which can add a
valuably immersive aspect to your games. Terrain allows your
Units to hide, use cover, or interact in different ways, plus
provide a wonderful and dynamic visual diorama for your
gaming experience. The players roll off - the highest
determines the amount of terrain by rolling a number of D12s
equal to the number of Combat Sectors to establish the Terrain
Capacity for the entire AO, then deploy terrain as per the
Random Placement Method opposite (or if the players would
prefer, the Quick Placement Method). Page 23 has more
information on how terrain affects your games.

: Turn 1 - game on!

: Organise the Game
: Prepare the Battlefield
: Establish Invader and Defender

: Acquisitions - assemble your army
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Battlefield Types
From Ashes can be fought over all manner of interesting types of
environment, and to reflect the effects of such settings you must
select one of the following:

1
1
1

Temperate/standard No specific effects.

Desert/sparse Halve the total Terrain Capacity rolled.
Urban/dense Place two structures for each Terrain Capacity slot.
Count suitable urban Debris selections as 4 rather than 2.
Forest/jungle Place two Woodlands for each Terrain Capacity slot.
Count suitable foliage-style Debris selections as 4 rather than 2.
Mountainous/wilderness Vehicle and Walkers Squads containing
Units with a Size 2 or greater must be deployed as reserves at the
start of the game (see page 9).

Random Placement Method

The Random Placement Method is exactly that - a straightforward
process of positioning terrain, models, objectives and anything else
(now referred to as items] which need to be placed in the AO with as
little bias from the players as possible. The Random Placement
Method works by following these steps in order:

1. Divide the AO into 24x24” square areas. These are now known as
Zones. Use Micro Dé to assign each a number, which are then known
as the Zone Dice.

2. Roll off. The highest nominates an item then randomises a Zone.
Place the item as close as possible to the centre of the Zone without
overlapping any existing /tems.

3. Roll 2D12 (1D12 for a single Combat Sector] - this is the Scatter
Distance for this item.

4. Roll a Micro D6 near the item. Depending on the result, move the
item the Scatter Distance (in inches) as follows:

3 If the rollis a 1, move the item in a straight line towards the nearest
terrain piece (reroll if this is the first piece).

3 Ifthe roll is a 6, move the item in a straight line away from the
nearest terrain piece (reroll if this is the first piece).

3 If the roll is 2-5, then move the item in a straight line in the same
direction where the 1 is currently facing.

If it ends overlapping any other items or a board edge, move the item
the minimum distance needed so that it is no longer overlapping. If
multiple terrain pieces are part of a selection, place them
simultaneously in the same Zone then roll a single D12 for each piece,
but move them in the same direction.

5. For any further items which need placing this way, alternate the
players and repeat steps 2 through 4, except instead of randomising
the Zone, select the next Zone going clockwise around the table until
the Terrain Capacity has been reached.

6. Once the mission has been established, remove the Zone Dice.

Quick Placement Method

Instead, the players can roll off. Starting with the highest, alternate

4

\placing terrain in the AO until the Terrain Capacity has been reached. P,




3: ESTABLISH WHICH FORCE IS THE INVADER AND
WHICH IS THE DEFENDER

Simply put, the majority of conflicts revolve around an
aggressor and a defender. Such skirmishes often look like a
pitched battle to an outside observer, but in the grand scheme
of things one belligerent would be moving against anotherin a
greater or lesser strategic capacity.

Each ‘side’ in From Ashes is called a Force. More often than not
a Force consists of a single player, facing off against another
player’s Force. Alternatively, you may be playing a larger
multiplayer game where you and some friends have allied
together into teams. Either way, the opposing sides are called
‘Forces’ for the purpose of the rules.

Both Forces roll a D12 - the highest is now the Invader and the
lowest is the Defender for the duration of the game being
played. These designations are mainly used for setup purposes
rather than in-game, but when a reference is made to either in
these rules, it is a reference to that specific Force.

4: SELECT MISSION

Now that the table has been set up for the belligerents to fight
over and the sides have been established, the players need to
determine which mission is going to be used for this game.
There are two different mission classes in the From Ashes
Mission Table below, with both having three missions each. The
Invader rolls a D12 to see which column is selected, then
another D12 to see which specific mission is being played. On
the next page are the details on scoring Objective Points (OPs).

FrRoM AsHEs MissiON TABLE

/ N
1-6 Time Critical
Time Critical missions epitomise the typical skirmishes often occurring
between two battle-hardened foes. Both sides are working against the
clock - whether it be due to the cessation of hostilities determined far
away from the battle zone, or perhaps the imminent arrival of
overwhelming enemy reinforcements. Time Critical missions are played
for five game turns. OPs are scored during the SitRep Phase of the
final turn only.

1-4: Engagement

The aim is simple - seek out and destroy your opponent’s forces to limit
their war-fighting capabilities. At the end of the game, each player totals
up the OPs from destroyed enemy Units.

5-8: Dominate

You are trying to capture key battlefield locations by contesting the centre
ground. The Attacker rolls a D12 to randomise a corner; 1-6 is the corner
to the left of where they are currently standing, 7-12 is their right. Then,
roll 2D12s and place a Capture Zone marker this many inches from the
centre of the AO towards the randomised corner. Next, place another
marker the same distance but the opposite side of the AO centre. Finally,
place a third Capture Zone marker in the centre of the AO.

9-12: Ground Control

The field is a cratered and bleak blood-soaked landscape, ceaselessly
fought over like an endless tug of war. Push onwards, and yield not your
own ground. Place a Data Cache at the centre of the AO and then place
another four, D12” and multiplied by the number of Combat Sectors, away
from the centre towards each corner (roll each separately).

If Inaccessible Terrain/Debris obstructs a marker, randomise a board
edge before moving the marker the shortest distance until it is not
overlapping.

\.
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THE PRIMARY POWERS:
ScARYN FEDERATED ALLIANCE

The SFA is one of the rare success stories in the dark times
since the Severance War. A federation of relatively
prosperous worlds, the SFA has made is presence known
across the Grey Zone. Their well-equipped and well-trained
military relies upon powerful mechanised assaults using
infantry mounted in APCs and supported by formidable
battle tanks, all armed with tried and tested conventional
weapons and protected with advanced counter measure
systems. Organised into expeditionary forces, the SFA has
pushed out beyond the safety of their own worlds and
expanded, all on the hope that others would join their cause.

4 N
7-12 Command and Control

Command and Control missions are a test of your tactical ability to

adapt and overcome new challenges. The chaotic battlefield creates

constant opportunities for taking the initiative. Command and

Control missions are played for five game turns. OPS are scored

during the SitRep Phase of each turn after the first.

1-4: Frontlines

The battle has ground to a halt and requires new impetuous to
wrestle territory from the enemy. The Attacker rolls a D12 to
randomise a corner; 1-6 is the corner to the left of where they are
currently standing, 7-12 is their right. Then, roll 2D12s and place a
Capture Zone marker this many inches from the centre of the AO
towards the randomised corner. Next, place another marker the
same distance but the opposite side of the AO centre. Finally, place a
third Capture Zone marker in the centre of the AO.

5-8: Retrieval

Several key Data Caches have been located in this sector. Your strike
team must locate and secure these at all costs. Place a Data Cache
at the centre of the AO and then place four more D12” and multiplied
by the number of Combat Sectors, away from the centre towards
each corner (roll each separately).

9-12: Stalemate

New orders are constantly being sent down the line, forcing you to
consider which approach needs to be abandoned and which needs to
be pursued. During the Strategy Phase after rolling for Priority, each
Force rolls on the table below to see which scoring criteria is in
effect for their Force this turn.

1-2 Push Forward! Each alive friendly Squad which carried out two
or more Advance Commands this turn, scores one OP.

3-4 Regroup! Each alive friendly Squad which carried out one or
more Withdraw Commands this turn, scores one OP.

5-6 Open Fire! For each alive friendly Squad which carried out two
or more Engage and/or Storm Commands this turn, score one OP.
7-8: Search and Destroy: Enemy Vehicle, Walker and Flyer Units
destroyed this turn award their OP value to your side.

9-10 Search and Destroy: Enemy Infantry Units destroyed this turn
award their OP value to your side.

11-12 Search and Destroy: Enemy Leader Units destroyed this turn
award their OP value +D4 to your side.

If the Force cannot achieve the selected objective, move the objective
up one criteria until an objective is achievable. For example, one
Force rolls a 9-10, but the opponent does not have any Infantry Units
currently in the AO, so counts as 7-8 instead.

If Inaccessible Terrain/Debris obstructs a marker, randomise a board
edge before moving the marker the shortest distance until it is not
\overlapping.




Scoring Objective Points (OPs])
In From Ashes there are several ways to score points for your
side and so bring you closer to victory. There are six primary
ways to score:

B> Capture Zones B> Data Caches
B> Hight Value Targets P Interrogate
B Demoralised Enemy B> Total Annihilation

Sometimes there may be reference to the individual Unit’s
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