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6

 
4

 
3

 
3
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Unique Effects:  
The Guv’nor 
 
Heroic Surge, Leader (1), 
Luck (2), Rage, Signature 
Weapon (High Calibre Pistol), 
The Beat, Years In The Force

Brawl Melee 3+ 3 Stuns

50

High Calibre 
Pistol 12” 3+ 4

Signature Weapon, 
+1 to Hit at Short range, 
High Calibre

DS Lenny 
Kennedy 6 3 2 3 4 3 5

Concealment, Luck (1), Medic, 
Sidekick (Frank Skelton), The 
Beat, Years In The Force

Brawl Melee 4+ 3 Stuns

25

Pistol 12” 4+ 3 +1 to Hit at Short range

Special 
Branch Police 
Constable x 4

6 3 1 3 3 3 3
Blocker, Years In The Force, 
The Beat

Truncheon Melee 4+ 4
Stuns, No effect vs 
Mechanoids

40

Special 
Branch Police 
Dog Handler

6 3 1 3 3 3 3
Blocker, Leader (2) - Dogs 
only, Years In The Force,  
The Beat

Truncheon Melee 4+ 4
Stuns, No effect vs 
Mechanoids

9

Police Dogs 
x2 8 3 1 3 3 1 4 Instinctive Frenzied Bite Melee 3+ 3 - 12

136 ratings

cops & robots
DI Skelton, DS Lenny Kennedy and a team of hardened constables are searching 
for criminal middle man Norton Folgate, rumoured to have got his hands on some 
dangerous new weapons. Local snout Tony Tuttle has pointed the Beat to a pair of 
warehouses in a less than salubrious part of the East End. With cordons in place, 
Skelton goes in to get his man.

the Beat
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di frank skelton
Unique effects
The Guv’nor
Skelton’s reputation inspires loyalty 
in his men and strikes fear into the 
criminal underbelly. Once per game 
he may immediately force a re-roll of 
any Morale roll, on either his or an 
opposing cast.

special effects
Heroic Surge
Skelton may take an immediate free 
activation, once per game. This can be 
done at any point in the turn, even if he 
has activated this turn already.

Leader (1 per turn)
When Skelton is activated, take one 
more activation counter. This counter 
must be placed on a model within 6” 
of Skelton who has not activated this 
turn already and who does not already 
have a counter.

Luck (2 uses per game)
Once per turn, Frank may re-roll any 
single D6 that directly affects him or a 
friendly model within 6”. This could be 
an attack or wound roll (either for or 
against the character) or a stat test.

Rage
Make an opposed Morale test with the 
defender when Skelton charges. If the 
Skelton wins he can make an additional 
melee combat attack this turn.

Signature Weapon (High Calibre Pistol)
Skelton favours a heavy revolver. Once 
per turn when using this weapon, he 
can choose to roll either an extra hit or 
an extra damage die and choose the 
highest roll.

The Beat
Members of this tough division are 
well used to slapping the cuffs on all 
manner of villains and banging them 
up for some hard time. Models with 
this special effect can count their Str 
as +1 when attempting to capture 
opposing models. Models captured 
cannot attempt to remove this status. 
This special effect has no effect on 
Mechanoids.

Years In The Force
Many of the members of the Beat 
have years of experience of tough 
and demanding police work, and 
can almost instinctively get out of an 
otherwise dodgy situation. Stars and 
Co-Stars gain a 5+ save against any 
hits received, Extras with this special 
effect gain a save of a 6.

ds lenny Kennedy
special effects
Concealment
If Kennedy is in or behind cover, an 
attacker cannot target him with any 
ranged weapon attacks if the distance to 
the target is more than the firer’s Int x2.

Luck (1 use per game)
As above

Medic
Wounded friendly models not reduced 
to 0 Hits can be treated, as can 
models reduced to 0 Hits in this or the 
previous turn. If the medic gets into 
base contact, spends an special action 
and passes an Int test one lost Hit is 
restored.

Sidekick (Frank Skelton)
If Skelton activates, Kennedy also 
gains an activation token for free if he 
is within 6”.

police constable
special effects
Blocker
The model has a 2” radius around 
them, through which unfriendly models 
cannot pass. Enemy models entering 
this area can move as far as base 
contact with the blocking model, but 
cannot move past them. The only 
possible move they may now make is 
back the way they came. Models lose 
their blocking zone if they become 
Stunned, Dominated, go prone or 
if they become subject to any other 
special state not otherwise covered 
here. Models that are fighting in melee 
or have fired a weapon are also 
considered to have lost their blocking 
zone.

police dogs
special effects
Instinctive
If their handler is not within 6” at the 
beginning of their players activation 
phase, Police Dogs will move towards 
and attack the closest enemy models. 
Subtract half (round up) of the number 
of dogs acting instinctively from the 
number of activation tokens your side 
gets this turn.

special effects and gadgets
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Boffin (1), Leader (2) - only 
on humans, Obey Me!, 
Sceptical

Gadgets: Adrenaline Boost

Brawl Melee 6+ 2 Stuns 23

Argonauts 
x2 6 5 2 5 2 2 0

Argonium Skin, Bronze 
Brother, Mechanoid, Rage

Crushing Blow Melee 3+ 5 Rage 80

Security 
Guards x2 6 3 1 3 3 3 2 Blocker

Brawl Melee 4+ 3 Stuns

12

Pistol 12” 4+ 3 +1 to Hit at Short range

Robo-
Minion x 3 5 4 1 4 2 1 0

Unique Effects: Part Metal, 
Part Flesh, System Failure 
 
Body Armour, Slow

Brawl Melee 4+ 4 - 18

Technician 6 3 1 3 3 3 2 Repair Brawl Melee 6+ 3 - 4

137 ratings

cops & robots
Norton is a small man playing a very big game. He is 
determined to prove his worth to Dr Ulysses Argo by 
crushing all opposition to the robot factory.

the Argonauts
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norton folgate
special effects
Boffin (1)
Boffins can re-roll one failed Int test 
each turn during play.

Leader (2 per turn)
When Folgate is activated, take two 
more activation counters. These 
counters must be placed on a model 
within 6” of him who has not activated 
this turn already and who does not 
already have a counter.

Obey Me
The moment an enemy model gets 
within 6” of Folgate, he may activate 
for free any friendly model within 6” 
that has not yet activated this turn. This 
ability can only be used once per turn.

Sceptical
Roll 1D6 when Folgate is activated, on 
5+ one friendly model within 6” counts as 
having been already activated this turn.

gadgets
Adrenaline Boost

Argonauts
special effects
Argonium Skin
Argo’s own creation, this ultra-hard yet 
light metal can deflect almost any force 
striking it. Argonauts have a 4+ save 
against any hits they receive.

Bronze Brother
Roll 1D6 when an Argonaut is 
activated. On 5+ you can allocate an 
activation token to another Argonaut 
which has not already activated this 
turn if it is within 6”. If this Argonaut 
already has an activation token, you 
can allocate this token to any other 
member of your cast who has not 
already activated and who does not 
already have a token.

Mechanoid
Mechanoids may not run, and are 
immune to the effects of vacuum, gas 
and drowning. However Mechanoids 
are relentless and suffer no movement 
penalties for travelling over difficult 
ground. Mechanoids can have lost 
hits restored by those with the Repair 
special effect.

Rage
Make an opposed Morale test with the 
defender when an Argonaut charges. 
If the Argonaut wins he can make an 
additional melee combat attack this turn.

security guards
special effects
Blocker
The model has a 2” radius around 
them, through which unfriendly 
models cannot pass. Enemy models 
entering this area can move as far as 
base contact with the blocking model, 
but cannot move past them. The only 
possible move they may now make is 
back the way they came. Models lose 
their blocking zone if they become 
Stunned, Dominated, go prone or 
if they become subject to any other 
special state not otherwise covered 
here. Models that are fighting in 
melee or have fired a weapon are 
also considered to have lost their 
blocking zone.

robo-Minions
special effects
Body Armour
The model wears protective armour 
which will negate a hit of Str 3 or less 
on the 1D6 roll of 5+, or a Str 4 hit on a 
6. Hits of higher Str cannot be negated.

Part Metal, Part Flesh
Robo-Minions count as both 
Mechanoid and human models. Lost 
hits can be returned by use of either 
the Medic or Repair special effects.

Slow
Robo-Minions cannot spend two 
Move actions in one turn. However, 
so deliberate are their steps that they 
suffer no movement penalties for 
travelling over difficult ground.

System Failure
If the Argonaut player rolls a 1 for their 
Initiative roll, immediately remove one 
Robo-Minion model from play.

technician

special effects
Repair
Faulty equipment and vehicles can be 
repaired and the Disabled Status effect 
removed using a special action and 
passing an Int test.

Mechanoids can have lost Hits 
repaired by this ability using the same 
method. Repairs can therefore return 
damaged Mechanoids to play after 
they have been reduced to 0 Hits. If 
any repair rolls come up 6 then repairs 
can no longer be attempted. 

special effects and gadgets


