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FJI aBa quB epT aﬂz XOH 4.1 ABv>keHue
HapyLieHns nogsmkHOCTH
CnpuHT
4.2 boeBble AeNcTBUA
H rp O Ka PeiTuHrn ncnons3osaHus
OverSkill

PaclumpeHHble gencrtaus

«Mckycemeo 8oliHbl docmamoyHo ripocmoe. Y3Hau, 20e meou spaz. Cesa3ambcs ¢ HUM

Kak MOXHO ckopee. beli e2o u30 ecex cun u dguaalics danbuie.» 4.3 OTBeT NpoTUBHMKA

KoHyc 3peHus
- ¥Ynuncce C. paHT
KTo pencrByeT nepBbiM

BbiGpoc

[suxeHue Gou Peakyus

Bo Bpems xoga nrpoka Kaxabli U3 ero toHUTOB MOXKET BbIMOMNHATb
noboe ABUXKEeHMe, pa3peLLEeHHOe e€ CTaTUCTUKON Xoaa, U Kaxabln
MOXET COBEPLLUTb OAHO KpyNnHoe AencTBue (kenaTtenbHo ataky). A
noka, Bpakeckune toHUTbl C HEUCMNONb30BaHHbLIMU OENCTBUSIMMU,
OCTaBLUMeCA C npeablayLLero xoga, MoryT nx noTpaTtuTb UX B OTBETe Thotiky BpukTymXUaH MOXHO

MPOTUBHUKA Ha NoBeaeHNne aKTUBHOIO Urpoka. cyumamse cUMB0JIOM YUK/a
dsuxkeHus, Oelicmasusi U
peakuyuu 8paea. Ho ¢ dpyeaol
CMOPOHbI, MOXHO cHUMame,
4Ymo 3mo ompaxxaem
rpakmu4ecku ecé.

4.1: /IBu:keHue

«[axxe ecriu mbl Ha MpasubHOM Mymu, mebs Mo2ym rnepeexams, ecriu Npocmo cudéems mam.»

- Yunn Popxepc

Bo Bpemsa aBuxkeHnA pentnHr Move MuHudurypkm 5" nossonsiet emy [1puraica Ha Nsitb

AONMOB B NIOOGOM HanpaBneHun — OH MOXeET npobexaTtb Yepes NATb AIVMOB POBHOW

MECTHOCTM, NOAHMMATLCA MO NeCTHULE UK NeCTHMLAM BbICOTOW NSATb AHOMMOB, UMK
nepenpbIrHyTb Yepes NATb AOWNMOB NPONacTy.

Ero aBuxeHUs1 orpaHnYeHbl B HECKOMbKMX acrnekTtax. OH He MOXET NPOWTU NPENATCTBUS UMK
NpbhKOK Bbiwe 1" (Tpu Knpnuya) 3a oamH pas npbirai. CroxHble TUMbl NepeMeLLEHNS MOTyT
CTOUTb OOMONHUTENbHbLIX AOVIMOB ABUXEHUS B KAYECTBE LWTpada U YMEHbLUUTb
MWHUEUIYPKY A0 NOMOBUMHHOW CKOPOCTU. [IBUXeHMe, TpebytoLee ncrnonb3oBaHus 06enx pyk
(Hanpumep, NNaBaHune, NON3eHVe UK NasaHne No BepEBkam 1 NECTHMULAM), He MO3BONUT
MUHUAUIYPKE UCMONb30BaTb 3TU PYKU AN aTak Uin APYrMX pyYHbIX AEUCTBUN.

Ecnn MuHndpurypka aABnxeTcs B npegenax ocsraeMocti bnukHero 6051 K MpOTUBHUKY, Y
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KoToporo ewé ecTb [lercTBure, npegnonaraercs, YTo NPOTUBHMK aBTOMaTUYECKN aTakyeT ero,
€CINnN TONbKO COMEPHUK HE CKaXeT nHade. Ecnn MmHndmrypka BblkMBET M peLumnT YTOObI
NPOTUBOCTOATL aTake, OHM 06a BCTynaroT B ONVXKHUIN BON (5.2: Bruxnuii 6oi) N NepeaBukeHne
MUHNUTYPKN 3aBepLUEH ans NosopoT. Ecnu HeT, To OH MOXET NPoAoIMKaTh ABUraTbCA
HOPMarnbHO.

OrpaHn4eHHOe IBUKEHUE

MuHundurypka He Bcerga cnocobHa 6eratb Ha NoNHoM ckopocTu. Menkne aencTemst MOryT
OTHUMATb BPeMS OT ABMXKEHUS MUHUAUTYPKN, pacXo4ys HECKOSbLKO AOUMOB €ro ABUXEHUS 3a
AeNCTBUe OBMKEHNS, a He TONbKO OCHOBHOE AencTaune B xogy. CnoxHble ycnosus
nepeaBMXeHUs], pacnpoCcTpaHsoLWmMecs Ha NOBOPOT, MOTyT 3amMeLnnTb ero Ao NONoOBUHbI
CKOPOCTM Ui MOMHOCTBLIO OCTAHOBUTL. A €CIin ero pe3ko CHECET C HOr — Byab TO TOMYOK, B3PbIB
NNKN OTHaAAHHOE YXOXAEHME C NyTU HagBurarowencs rmbenn — oH Ha MrHOBEHWe CTaHOBUTCS
HapyLWeHHbIM 1 6e33aLUTHBIM.

OO6mue 3aTpaThl HA IepeMeneHue

Mpumep CtoumocTtb Mpumep CtonmocTb
BonTaTs,
NPON3HOCUTb MpbkkoK Yepes
P (6ecrinamHo) P P (6ecrinamHo)
OCTPOYMHbIE nponacTtu
pennukm
YnpaeneHue ..
- < MNoabém no
saluernon, necTtHuue
pblyarom, (6ecrinamHo) ' (6ecrinamHo)
. naHgycam unu
KHOMKOW nnn
nectHuuam
OBepbIo
YnpasneHue
J1azaHwne no
KOMMbIOTEPOM N
BEpPEBKaM,
v Ob6e3pBMiKeHHbIe | JepeBbdaM Unu MonosuHHas
yrnpaBneHnem A CKOpPOCTb
CKanucTbiM
TPaHCMOPTHbLIM N
yTécam
CpeacTBoM
M3BnedeHne MepensumxeHue
Unn yxoxaeHue B rpsi3av unu NMonoBuHHasA
yxoxa (6ecninamHo) pASN ¥
OpYXUs B rycton CKOpPOCTb
KoOypy pacTUTENbLHOCTU
Mog6op unu
cbpoc (6ecrnamo) [NorimaH B ceTb O6e3mBMKEHHBIE
npeameToB WIN NOBYLLIKY A
CHapshKeHus
MogHumaTb OcTtaHoBka ans
Oonee TSHXKENbIN -1" pBUXKeHue HaBedeHus O6e3pBMKEeHHbIe
npeamet aTaku

MepeHocka unn

OnyckaTtbcs B
cMasaYyo nosy,

nepeTackuBaHue MonoBuHHas CTOSITb Ha (6ecrnamo)
TSHKENOro CKOpOCTb KOMEHSX Unu
npegmeta MonoxeHwe
nexa
Xopabba B -1" pBMXKEHME BcraBas us (6ecrimamHo)
OpoHexunete cuasyero

nonoxeHna nnm
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Ha KorneHax

Mo3nuus
Bcraas ns
Xoabba B MNonoBuHHas TieXaliero unu 2" Move
TSDKENOW BpoHe CKOpPOCTb HapyLLEHHOro
NonoXxeHus
Monatn nnu
Hanesas O6Ge3pBM>KeHHbIe | BONOYNTLCA NO MonosuHHas
pocnexmu A CKOpPOCTb
3emne
MpbKKM nnn
" MonoBuHHanA
CHsiTMe 6poHn -1" pBUXKeHue npuxpambiBaHne
- CKOpPOCTb
Ha oHON Hore
Coutbin
MrnasaHme MonoBuHHasn TOMYKOM, Habvienue
CKOpPOCTb B3PbIBOM UK Py
CTONKHOBEHUEM
MnaBsaHue B
OpoHe nnn yxe OTnpbirvBas B
NONOBUHHAS O6e3pgBMXEHHbIE CTOPOHY HapyweHnue
CKOPOCTb

JleMicTBUA ABUKEHUA XOTA

MUHUUIypKa orpaHnyYeHa OgHNUM OCHOBHbIM AENCTBMEM Ha X0, Tam
3TO MEHee 3HaYMTENbHbIE OENCTBUS, KOTOPbIE CIMLLIKOM Marbl,
4yT1OObl UX CYNTATb NPOTUB 3TOro Npeaena. [lencTeus, He Tpebytowme
0Cc060ro BHUMaHUS, NpULEenmBaHus, unm 6pockn KyorkoB, cumMTaroTcs
OEeNCTBUAMU OABUXKEHUSA 1 PaCCMaTPMBAOTCA Kak YacTb 0ObIYHOIro
OBWXKEHMS, a He Kak pacxof OCHOBHOIO AeNCTBUA MUHUAUTYPKU Ha

"~ g Koezda ezo kopabrib
xoa. B 3aBucmmocTun ot BpeMeHN n ycunumun, nencTtenda oBM>XeHuns rorny4aem cepbE3HbIe

MOFyT pacxo4oBaTb YacTb AHOMMOB OBUMXEHUS KOHUTA UITN CHU3UTD noepexoerusi, Ockap

CunbHbIl pewiaem cHIMb
6poHH, Ymobbi He puckosameb
YmOHymb, ecriu kopabrib

CKOPOCTb nepeaBpuxeHnsa Ao NoJyioBUHbI.

OueHb NpocTble AENCTBUS, HAaNnpumep, NOAHATL BELLM UIN POHSET Samonenn.
00OblYHbIE MPEAMETbI CHaPSXKEHUS, BEAET pa3roBopbl Uin Ynxaet, He @omo: ‘

o o Ckpemy us «You Can't Escape the Miles:
3ameqnsnTe MUHUAGUIypKy Boobule. bonee cnoxHble 0encTBus, Turn 6»

lMoka3aHbl anemeHmsl: LEGO

Hanpumep, NOAHATUE THKENOro 0O6BLEKT (A0 pa3mepa MUHUUTYPKA
Unu kmpnuya 2x4), cHaTue 6poHU UNK oaexabl, Unn 3anMpaHue
asepn — ctouno 1" NepeaswkeHnss — ans atoro notpebosanocb HebonbLloe CKONbKO BPEMEHN,
N Tenepb Yy MMHUMUIYpKM MEHbLLE BPEMEHN Ha Nepeess.

Jle¥iCTBHS C IOJIOBUHHOM CKOPOCTBHIO

UIN YCMOBUS, KOTOPbIE aKTUBHO HarpyatoT MUHUAUIYPKY, TaKMe Kak HOLLEHME TSXKENON BPoHN,
nepeHocka THxXEnoro npeameTa (4o pasMmepa MUHUUIYPKU UMK Kupnuda 2x4), unu
BbINOSTHEHUE CITOXKHbIX NepPeMeLLEeHUI C UCNoNb3oBaHNeM 0Genx pyk (NnaBaHue, NoN3eHne,
nasaHve no BepéekaM 1 T.4.), CHUXKaKT CKOPOCTb NepeaBuKeHNss MUHUUIYPKX 10 NONIOBUHbI
CckopocCTU. [1nst MUHUUIYPKK, OBUXKYLLENCS HA NOSTOBUHHOW CKOPOCTU, BCA NepemMeLLeHmne CTonT
BABOe 6onbLie 06bIMHOrO KONNYecTBa AONMOB ABMKEHNA — TO €CTb NepemMeLleHne Ha aBa
Atonma prsnyeckoro pacCTossHNs CTOUT YeTbipe AloriMa ABMKeHUS. MuHudurypku, 4BvxyLmecs
Ha NOMOBMHHOWN CKOPOCTM, HE MOTYT NpbIraTb UMK NEeTaTb C KPbIrbsMU (ECNK 3TO KpblnaTble
eAVHWLbI, ApYyrve TUMbl Nonéta MoryT BCé elwlé paboTaTb). MUHUGUIYPKU C NONOBUHHOM
CKOPOCTbIO BCE €eLLE MOoryT 3abmpaTtbCs B TPAHCMOPTHbLIE CPeACcTBa UK ceana, Kak 00blYHO.

Ecnn MmuHudurypka yxxe ymeHbLueHa o [NornoBMHHOM CKOPOCTU, AOMNOMHUTENbHbIE YCITOBUS
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[MoNoBMHbBI CKOPOCTU HE BIIUSAKOT — OH BCE eLLé HaxoamnTcs Ha [lonoBuHe ckopocTu. BaxkHoe
NCKNoYeHe — Korga oH nnasaeTt;, MUHUGUrypku, Kotopble MblTaloTcs NibiTh B 4OCNexXax Unm ¢
TSXKENbIMM NpegMeTamu, 06e3aBuKeHbl U MOTyT YTOHYTb, ecin He n3baeaTcs oT 6pemeHn 4o
KOHLa CBOero xoga.

HeszaBucumo ot MNMonoBUHHON CKOPOCTU NN 06e3aBMKMBAHUS, MUHUGUTYPKa BCE paBHO MOXET
TpaTuTb AoMMbI [ABMKEHUSA Ha BbiNONTHEHME 00bIYHbIX [encteun MNepemelleHmns, ecnu aTo
nmeeTt cmbici; OH MOXET ObITb 06e3ABMXKEH, MONABLUMCh B MEABEXbIO JTOBYLLKY, HO 3TO HE
MeLlaeT emy NoTpaTUTb Napy AONMOB, YTOObLI OTKPbITb aBAPUMHBIN LT U HaXXaTb KHOMKY
CaMOYHUNYTOXEHUS, €CIIM OHa HaXOAUTCA B Npefernax 4OCAraeMoCTy BbITAHYTOW PYKU.

Disruption

Events that knock a minifig violently off his feet, whether voluntarily
or otherwise, cause him to become Disrupted. This most often
happens when a minifig is knocked over by the effects of a Shove,
Explosion, or Collision, or when he's forced to Bail out of the way of
oncoming damage.

. L. . . Disrupted, skewered, and
A Disrupted minifig is momentarily helpless, and may not attempt surrounded by hostile

any further Movement or Action until his following turn, not even to gunmen, a Warhead Shard is

. . . . still a dangerous adversary.
Counter a Close Combat attack. He is considered an inanimate g Y
Photo: Maverick

object, granting +1 to target with Ranged Attacks, and Automatic P A
Hits for attackers standing close enough to touch him directly. Elements shown: LEGO, BrickArms

Heroes can attempt to use Heroic Feats even while they're Disrupted, sometimes
allowing them to move or act when they normally shouldn't be able to.

On its following turn, a Disrupted minifig may spend 2" of Move to recover and stand up again,
and may once again behave as normal. For Disrupted minifigs wearing Heavy Armor, recovery is
more difficult. Unless they have assistance, standing up and returning to readiness is an
Extended Action that uses up a full turn's worth of Movement and Action.

Sprinting

“One ought never to turn one's back on a threatened danger and try to run away from it.
If you do that, you will double the danger. But if you meet it promptly and without
flinching, you will reduce the danger by half. Never run away from anything. Never!”

- Winston Churchill

When speed is critical, a minifig (or any mobile unit) can Sprint, Unarmed, naked, and

giving itself extra inches of Move for the turn equal to its Skill Roll,as ~ su/rounded by sausage-
wielding Dungans, this

long as the minifig's entire Movement for the turn (including the minifig's best option is to

Sprint) is in a straight line. The Sprinting unit's path may go up or Sprint like hell and never look

down and over any obstacles that it could leap over without having to back.

climb, but it may not turn to the right or left by even a tiny amount. o EZZ??AfﬁanaZZ@srna ey
twisted story"

Sprinting minifigs may not perform any Move Actions that cost Flements shown: LECO

inches of Move. Minifigs moving at Half Speed, on the other hand,
can still put in the effort to try to Sprint, but the extra Sprint inches are also Half Speed.

Sprinting costs the unit's Action for the turn, although it may be combined with a Charge attack
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as a special type of combined Action (5.4: Charge!).

The Skill roll for Sprinting can benefit from Bonus Dice like any other roll (1.2:
Numbers) - the extra dice keep adding more inches to the Sprint, potentially
allowing truly ridiculous straight-line speed. By tradition, if a series of Critical
Successes in a Sprint roll suddenly ends with a roll of one, it's a special kind of
Critical Failure - the unit is unable to stop itself, and must run the full distance
allowed by the extra Bonus Dice, even if he runs into a wall or off the table.

4.2: Action

"Action speaks louder than words, but not nearly as often.”

- Mark Twain

Any act that requires a minifig’s attention, focus, or concentrated effort is an Action.

Due to limits on time and minifig brainpower, a minifig may only take one such Action

per turn. He may use his single Action before, after, or in the middle of his Movement,
but he only gets one, so he should spend it wisely (which is to say, as unwisely as possible).

In ideal circumstances, a minifig will almost always use his Action to make an Attack (5.1: Making
Attacks). But even the most belligerent minifigs will concede that less direct types of Actions are
sometimes called for in order to set up better Attacks later.

Use Ratings

Minifigs are clumsy and easily distracted, and Actions are rarely automatic successes. Each
Action is given a Use rating describing its relative difficulty. Except for the most trivial types of
Action, a minifig attempting an Action must make a Skill Roll, rolling the die in his Skill rating to
see if his attempt succeeds. If his Skill Roll is equal to or higher than the Action's Use rating,
then the Action is a success. If it is lower, the Action fails, and the minifig suffers whatever
consequences logically result.

. Attack Other
Use: Difficulty Example Examples

) trivial (no roll Kicking a corpse putting pants on;
required) g P stacking bricks
casy; almost . jumping off a Ied.ge
2 always slashing someone to grab a rope;
with a shortsword hacking a U.S.
succeeds lecti hi
election machine Dice-worshipping Dodekube
I might kicki cultists believe that logic is an
normal, mig . ICKINg open a ] illusion and that all of reality is
3 take stabbing someone | regular locked door; nothing more than the cosmic
more than one with a spear mixing complex dice rolls of disinterested
try drinks Human gods. Their belief

arises from the fact that even

the most sober minifigs have

sometimes been able to "see
the dice.”
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rock-climbing a

4 tricky; even hacking someone brick wall;
odds of success with a halberd reassembling an
unfamiliar rifle
bashing someone disarming a bomb;
5 difficult with a battering — ’
winning at Vegas
ram
crushing someone | walking a tightrope;
6 very difficult with a catapult performing minor
shot surgery
Olympic-level
ruining someone gymnastics;
8 heroic with a wrecking catching a
ball crossbow bolt in
flight
hacking into a
destroying military satellite
10 legendary someone with dodging
deck artillery concentrated
machine-gun fire
obliterating injuring a Human;
12 godlike someone with an | performing a judo
orbital laser throw on a T-rex

Weapons and other equipment items have standard Use ratings in their descriptions. Minifigs
attacking with or utilizing these items will use those ratings (chapter 3: Minifig Weapons).

Otherwise, there are all kinds of unusual tasks that minifigs might attempt, from the trivial to the
impossible, although these are much less common. Most will have a default Use rating of 3;
players may agree on a higher or lower difficulty as seems appropriate. For truly exceptional
Actions, the Use rating can be so high that minifigs have to pin their hopes on adding one or
more Bonus Dice to the roll to have any chance of matching it.

Overskill

No matter how minor or Herculean an Action may be, a minifig of unusual skill or luck can find
ways to execute it with extra flair. Any time a minifig makes a Skill Roll to perform an Action,
rather than scoring a Critical Success like all other dice (7.2: Numbers), a Skill die can earn an
Overskill Benny whenever it rolls any number six or higher (before adding or subtracting any
Skill modifiers). An Overskill Benny can only be earned by the Skill die itself, and only in a Skill
Roll; any other dice added to the roll as Bonus Dice or Bennies can only score regular Critical
Successes.

While a six is the highest number a normal minifig can naturally roll on his d6 Skill
Die, other unit types may have larger or smaller dice. Heroes, introduced in
Chapter Six: Minifig Heroes, have a d10 Skill Die, and can gain an Overskill Benny
on a natural roll of six, seven, eight, nine, or ten. Incompetent units with a Skill of
d4, introduced in Chapter Ten: Creatures, can never roll high enough to gain
Overskill. As consolation, they are allowed to earn a standard Critical Success,
gaining a Bonus d4 on a natural roll of 4.

An Overskill Benny is like an Instant Benny that can only be spent to the specific Action the
minifig was rolling for (7.4: The Spirit of the Game). If an Overskill Benny is used to add Damage to an
attack, it adds one more of the attack's existing Damage dice. A 1d6+1 Rifle gets an Overskill
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bonus of +1d6, while a 1d10 (Exp) Grenade gets an Overskill bonus of +1d10 (Exp), making it
twice as Explosive (8.4: Heavy Explosives). Otherwise, an Overskill Benny can be spent to add +1d6 to
the Skill Roll if necessary, or to any of the Action's existing stats (+1d6 inches to the distance of
a Sprint, for instance, but not +1d6 inches to the Range of a Close Combat attack, which has no
existing Range stat).

Regardless of Skill or Damage type, any Bonus Dice rolled off of an Overskill die
still add a regular +1d6 as normal.

In some cases, rather than adding a die to a stat, the Overskill Benny can be spent to avoid a
negative consequence of an Action, such as being Disrupted while Bailing (4.3: Enemy Response) -
thanks to his exceptional Skill, the minifig is able to stay on his feet. Overskill can also be spent
to make an attack more precise: a minifig might spend his Overskill to change "l was shooting
at the dragon" to "l was shooting at the dragon's left eye," if his original Skill Roll was high
enough to hit the eye despite the extra Size penalties.

Because Skill ratings are always limited to a single die, minifigs can never earn more than one
Overskill Benny at a time.

Overskill Example: The Hangman's Gallows

Example: In the excitement surrounding the public execution in Dottingham Square, Thieven
Hood has managed to sneak his way onto the town palisade overlooking the plaza. He's too
late! The hangman is already pulling the release lever, and one of Thieven's Merry Minifigs is
about to take the long drop. Although well aware of the involuntary pants-pooping that
accompanies a successful hanging, Thieven is still determined to try to save his minion. He
only has one chance: to shoot the rope before it snaps the victim's neck.

This is an extraordinarily difficult shot. Thieven's longbow has a Use of 3 and a Range of 10",
but the rope is very small, giving a -2 Attack Penalty for Target Size, and it's a full fifteen
inches away, giving an additional -5 to each Skill and Damage die for being five inches Out of
Range (5.1: Making Attacks). With a Use of 3 and an Attack Penalty of -2, he needs to roll a 5
just to hit the rope; with -5 to every die rolled, it's a long shot by any interpretation.

i

Thieven Hood appreciates the

Thieven Hood makes his Attack Roll and rolls his d10 Skill die. An eight! Because it's a six or inherent humor of a public

greater, it gives him an Overskill Benny to spend on the shot. pants-pooping, as long as it's
someone else's pants.

He uses the Benny to add +1d6 inches to the longbow's Range for this attack. He rolls a 2,

increasing the Range to 12". The rope is still Out of Range, but now only by three inches,

reducing the Out Of Range penalty to -3. His Skill Roll of eight is now exactly enough to overcome the combined -2 Target Size

penalty and -3 Out of Range penalty; the arrow hits the rope.

The longbow's Damage rating is 1d6+1, but the Damage is also subject to the -3 Out of Range penalty. Thieven Hood rolls a 2 on
the d6, resulting in zero total Damage. He's already spent the Overskill Benny on adding Range, so there's nothing more he can
do. Although the arrow strikes the rope with perfect precision, it bounces off without effect. The condemned Merry Minifig drops
through the trapdoor, the noose snaps around his neck, and the inevitable pants-pooping follows moments later. Thieven Hood,
along with the handful of other Merry Minifigs attending incognito, joins the crowd of onlookers in merry laughter at the
defecatory spectacle.

Extended Actions

“Victory belongs to the most persevering.”

- Napoleon Bonaparte

Some actions are so involved or time-consuming that they take up a minifig’s entire turn, even if
they aren'’t difficult enough to require a Skill Roll. These are called Full-Round Actions. Examples
include piloting a vehicle, operating a computer, putting on a suit of plate mail, rowing a
rowboat, or reading a wargaming rulebook. A minifig who engages in a Full-Round Action can't
engage in any other type of Action during the turn, and he can't engage in any other type of
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Movement once the Full-Round Action has begun, although he may still be moved around by
vehicles or other units (for instance, if the minifig is using a Full-Round Action to ride a horse).

A Full-Round Action that extends over multiple turns is an Extended Action. The most common
Extended Action for minifigs, often extending over a very large number of turns, is "Being Dead."

4.3: Enemy Response

“Opportunities multiply as they are seized.”

-SunTzu

If a unit doesn't use its Action on its own turn, it can save it to use in response to other

units' actions. A minifig can use a Response Action to shoot at scouts as they pop out

from behind cover, to whack soldiers that wander into range of his melee weapon, or to
punch the self-destruct button when all the invitees have boarded the cruise liner for his
birthday party. Of course, his enemies are free to use their own saved Actions during his turn as
well, so he should tread carefully!

To make a Response Action, a unit must have an unspent Action from its previous turn. These
Responding units may move up to one inch (known as an Angry Inch (5.2: close Combat)), if
necessary, in order to press, grab, or otherwise operate a critical object (to pull a lever or slam a
door, for instance), or to position themselves in range of a target for a Close Combat or Ranged
Attack.

Cone of Vision

A Responding minifig must be aware of the specific action or movement to which he's reacting,
and in a timely enough fashion to make a proper Response. In almost all cases, this means he
has to be able to see it. If he sees an enemy soldier raise a rifle and take aim, he may have time
to dive for cover; if all he knows is that he heard a gunshot, it's way too late.

A minifig's Cone of Vision points in whichever direction his head is facing, and forty-five degrees
to either side, making a complete cone of ninety degrees. If an object or event is within that field
of view, the minifig can see it; if not, he can't. Whenever it's hard to tell whether or not an object
falls within that cone, a quick What | Say Goes roll resolves the issue neatly.

Who Acts First

"Things may come to those who wait, but only the things left by those who hustle.”

- Abraham Lincoln

Even if a minifig can see disaster about to strike, he won't always be fast enough to respond in
time.

In some cases, a minifig will have plenty of time to make his Response Action. If an enemy's
running across an open field with a knife while you're swinging a polearm, or if he's running
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across an open field with a polearm while you're aiming a pistol, or if
he's running across an open field with a pistol while you're hiding in
an underground bunker with a hand on the magma release lever, you
are going to have plenty of time to act before he gets close enough
to do anything about it. As a rule of thumb, if a target is already
within range of a minifig's Response Action when the target still has
to move an inch or more before taking its own Action, the minifig will
automatically be able to act first during that inch.

In cases where one minifig's Action isn't automatically faster than
another's, assume that both Actions occur simultaneously if \ i N .
possible. If a simultaneous result isn't possible, then a minifig The results of this roll hav
moving at regular speed takes his Action before a minifig moving at clearly gone better for Shaun
Half Speed. (A minifig who's at Half Speed due to a heavy burden can than for Wayne.
drop the burden instantly in order to act or react at full speed.) If both Photo: Alfred Speredelozzi
minifigs are moving at the same speed, then both minifigs roll their

Skill, and the higher roll goes first.

Response Action Example: High Noon Shootout

Example: Two gunfighters meet outside the saloon for a duel at high noon. They eye each other warily, each prepared to draw
and fire the moment their opponent so much as twitches.

On Hairtrigger Wayne's turn, he decides he's going to fire first, and declares his attack on Shoot-Em-in-the-Back Shaun. Shaun
declares a similar attack on Wayne as a Response Action. The minifigs fire simultaneously, and both players roll their d6 Skill
dice against their pistols' Use ratings of 3. No doubt due to heavy drinking, Wayne rolls a 2 and Shaun rolls a 1; both miss their
shots.

Wayne's missed shot flies harmlessly into the distance, but Shaun's shot was a Critical Failure, and the gun goes off before he
even gets it out of the holster. Shaun collapses in agony after shooting himself in the foot, and a great cheer goes up from the
crowd of spectators who mistakenly assume that Wayne's shot hit its mark.

Bailing

While the recommended Response to almost any enemy behavior is
to attack with everything you've got, there are times when a minifig's
best bet is to make a desperate leap for safety. He may be dodging
an oncoming truck, jumping out of a helicopter that's about to be hit
by missiles, or diving behind cover when a machine gun turret opens

fire on him. Long before he became the
Emperor of Akkadia, the feats
.. . . of Piltogg were already
M|n|ﬁg§ are ngt able to Sprint as a Respopse Action. !nstead, legendary. Strengthened by
assuming their movement type would logically allow it, they have the  the secret arts of Running Five

option to Bail. A Bailing minifig makes a Skill roll and can dive to any ~ M/es, Piltogg was able to Bail
e . . . . . out of a deadly NegaBlok
spot within that many inches of his current position, ending up lying  .ojision in an event known as
prone on the ground and Disrupted. That Time He Got Hit by a Car
but Rolled Out of It.

A minifig who is reduced to Half Speed also Bails at Half Speed, Photo: Stubby

.. . - .. . from "Path to the Grail, continued"
diving only one real inch for every two Bail inches. If a minifig is at Elements shown: LEGO, Mega Bloks
Half Speed because he's carrying a heavy burden, he can drop it

before he Bails and leap the full distance.

Overskill: A minifig who rolls an Overskill Benny on the Skill roll for
Bailing distance may choose to land on his feet and avoid being
Disrupted.
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Because a minifig has to make a Skill roll to see how far he's able to jump, a low roll can
sometimes mean that he doesn't Bail far as he needs to, and a Critical Failure means he just
slips and falls on his face right where he's standing. If a Bailing minifig doesn't jump far enough
to escape the path of an oncoming train, he still gets hit by the train; if he's Bailing to avoid a
rifle volley and doesn't quite reach cover, the riflemen just fire at him in his new position instead
of his old one.

Reconstruktion and Retconstruktion Numbers

Because ABS, whether used as a
construction material or as fuel,
has the side effect of warping time
and space, and because
SpaceMen's inborn compulsion to
kick ass must inevitably destroy
every universe and rip all histories
into a nonlinear tangled mess, time
in the BrikWars universe is
inconsistent and poorly-defined.
One might leave in the morning on
a brisk walk, and find oneself
arriving home 300 years in the
past. Two sides of the same street
might be on separate planets one
day, and interdimensionally
superimposed on one another the next. How does one organize a timeline
when such extreme distortions are possible?

BrikWars historians order their chronologies by numbered Reconstruktions,
numbering each reality according to the number of previously destroyed
universes by which it was influenced and from which it inherits recycled
elements. The timeline in which SpaceMen first arose has been assigned the
number 1,978, after Brik science determined that the destruction of the
SpaceMen's universe retroactively created 1,977 previous generations of
reality leading up to their own. None of these previous Retconstruktions (or
"Retcons") contain minifigs, but as they get closer to R-1,978, devolved forms
of pre-minifig life begin to appear. These proto-life forms occasionally
reappear in later Reconstruktions, and may paradoxically be the source of the
protofig bioengineers responsible for creating the SpaceMen in the first place,
who would then go on to bring about the existence of the preceding universes
in which the protofigs evolved.

Brik theologians theorize that, because the Universal Ass-Kicking created
1,977 previous generations of reality, it must have created exactly 1,977
generations to follow, and the universe will finally run out of ABS in R-3,955.

Naturally, the great powers of history don't simply disappear at the end of their
Reconstruktion. As pieces of their previous realities shatter forward into new
ones, remnants and echoes of their minifig civilizations linger on in the garage
sales and discount shelves of history. Some are forgotten and fade away,
allowing themselves to be absorbed into new, more popular factions, while a
few, such as the Royals, regroup and persist for several Reconstruktions in a
seemingly endless series of evolved forms.

Some Humans have noted curious synchronicities between Reconstruktion
numbers and Earth years, based on the construction brik sets appearing on
retail shelves. The all-destroying invasion of Poop Dragons from the
Negaverse in Reconstruktion 2,003, for example, happens to correspond
exactly with Mega Bloks' Dragons line knocking Lego out of its rightful #1
Construction Toy spot in the year 2003, complete with its "Piece-with-Only-
One-Purpose" premolded dragons. These are complete coincidences, of
course, and no attention should be paid to crackpots and their conspiracy



theories.

(BrikWiki entry: Reconstruktion)
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