
 

 

   

It is a far-off future, an epoch so removed 

from our time that humanity has forgotten its history, 

buried under the weight of aeons and sundered by the 

numerous cataclysms to befall our ancestral 

homeworld. 

Now humanity’s domain stretches far beyond 

our solar birthplace; colonies and populous city-

worlds scattered across the length of The Spur. With 

exploration came first contact with the other 

intelligent life-forms with whom we share our corner 

of the galaxy. Some of these meetings were peaceful… 

some were not. 

It has been 40 years since the decades long Khariphesh Crusade, 

triggered by first contact between the human Homeworld Confederacy and 

the Collected Prides of the felinoid Zhren’thrar, came to an end.  A 

devastating war that left worlds blackened and cost billions of lives gave 

way to a tenuous peace that settled across the great civilizations of The 

Spur. Vast fleets of agile warships and weapons capable of unimaginable 

destruction sit idle and useless; able to scour entire star systems clean of 

life but without the impetus to unleash their terrible power. 

The guns of conflict are silent… but in the shadows a war rages 

still. The fate of entire worlds now lies not with the horrific might of world-

killing superweapons, but a handful of elite warriors that dance an endless 

waltz of espionage, sabotage and counter-attack. 

Welcome to the quiet war. Welcome to Breachstorm. 

 
Breachstorm is an fast-paced, high action miniature game that puts you in command of elite teams of operatives in pursuit of unique objectives 
within the universe of The Spur.  There are many ways to play Breachstorm, including competitive 1v1 games known as Tactical Operations, 
multiplayer battles between 3-4 players known as Cyclic Operations, and narrative cooperative campaigns known as Covert Operations. 
These quick start rules will give you a crash-course in playing a game of Tactical Ops against one opponent using the contents of the Breachstorm 
2-player Starter Set. 
 

For the full rules of the game, and instructions on playing the other game formats visit breachstorm.com/rules. 
 
Starter Set Components 

● 7 HWC miniatures & profile cards: 3 M-TAC Riflemen, 2 M-TAC Support Gunners, M-TAC Fireteam Leader, Capt. Johan Lukas 
● 7 ZTP miniatures & profile cards: 3 Pride Packwarriors, 2 Khariphesh Dreamspeakers, Pride Packleader, Packmistress Feraq 
● 2 Mission Cards: Data Sabotage & Data Security 
● 3 Quick Reference Cards & 1 Background Insert Card 
● 108 Tokens (see Token quick reference card for details) 
● 9 Terrain Templates (see Terrain Templates quick reference card for details) 
● 5 Defense objective markers: 1 5” zone, 2 30mm markers, 2 40mm markers 
● 5 Attack objective markers: 1 5” zone, 2 30mm markers, 2 40mm markers 
● Initiative Tracker & 2 misc. 30mm markers to mark game effects 
● Tape Measure, dry-erase marker & 5 six-sided dice. 

 

Setting Up The Game 

 
Step 1: Recruit teams 
One player takes control of the Homeworld Confederacy team 
composed of Lt. Johan Lukas, M-TAC Fireteam Leader, 2 M-TAC 
Support Gunners, and 3 M-TAC Riflemen.  The other player takes 
control of the Zhren’thrar Prides team composed of Packmistress Feraq, 
Pride Packleader, 2 Khariphesh Dreamspeakers, 3 Pride Packwarriors. 
 

Step 2: Define the Combat Zone 

Mark out a 3’x3’ area.  Each player chooses an opposite edge to act as 
their table edge. 
 

Step 3: Determine Initiative 

Each player rolls 1 dice; the winner chooses whether they are the 
Attacker or Defender.  The Attacker takes the Initiative tracker. 
 

Step 4: Set Up Objectives 

The Attacker takes the Data Sabotage mission card, and the Defender 
takes the Data Security mission card. 

Each player sets up two Data Terminals as per the diagram on the front 
of their respective card. 
Each mission card describes how that player scores Victory Points (VP) 
and Asset Points (AP) during the game, each of which can be tracked on 
the back of the card using the dry-erase marker. 
 
Step 5: Set Up Terrain 
Gather all nine Terrain Templates.  Then starting with the Attacker, each 
player takes turns placing one of the templates in the Combat Zone, at 
least 2” away from all other terrain features (including Data Terminals 
placed in the previous step), and at least 6” away from all table edges. 
 
Step 6: Set Up Teams 
Starting with the attacker, each player places their entire team 
completely within 12” of their own table edge.  Once both teams are set 
up… the game begins!
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Playing the game 

 
Initiative 

At the start of the game, the Attacker takes the Initiative Tracker (that 
player has Initiative).  At the end of each round if the player with 
Initiative activated the final Field officer that round, they give the 
Initiative Tracker to their opponent.  If there are no Field Officers 
remaining, check the last unit activated instead. 
 
Activating Units 

Each round, players take turns activating one unit (represented by a 
single miniature) from their team, starting with the player that has 
Initiative.  If a player has any unactivated Field Officers they must be 
activated before any of their Infantry (see the unit type at the top of their 
profile card to determine whether it is a Field Officer or Infantry unit). 

 
 
When a unit activates, it is assigned Action tokens equal to its Act value.  
Field Officers are also assigned Orders equal to its Ord value. 
 

Infantry receive tokens equal to the first value of their 
Act stat, unless Commanded (see the Field Officer 
Orders section), in which case they will add the second 
value as well (this is called the Command Modifier and 
makes Infantry much more effective when they are 
Commanded). 
 

You can end a unit’s activation at any time between using abilities.  Any 
unspent tokens remain assigned to the unit.  A unit can only activate 
once each round (including those that are Commanded). 
 
Using Abilities 

Units can spend tokens assigned to them to perform Actions or issue 
Orders during their activations.  Actions include the common actions 
that each unit last listed on the left side of the back of their profile cards, 
as well as special abilities on the back of their profile card. 

 

All common actions cost 1 Action token to 
perform, while each ability lists what type of 
token must be spent to use it.  All actions, 
orders, and abilities can only be performed 
once by each unit each round, unless they 
have the Unlimited attribute (        ), and each 

must be fully completed before using another. 
 

See the Ability Quick Reference Card for a description of what Common 
Actions do – keep in mind that units may have different sets of common 
actions available to each of them on their profiles! 
 
Field Officer Orders 

In addition to the special and common abilities listed on their profile 
cards – all Field Officer units can issue the Command and Call in 

Support orders: 
 

 
 
 
 
 
 
Command allows you to activate several units in the space of one Field 
Officer activation.  When you target a friendly Infantry with it, the Field 
Officer’s activation pauses and the Infantry is assigned their Action 
tokens.  Once the Infantry’s activation is complete, the Field Officer can 
continue theirs and Command more Infantry if they wish. 
Keep in mind that you can only Command your Infantry, not other Field 
Officers, and Commanded Infantry cannot activate later, or be 
Commanded again. 
 
Psychokinetic Actions 

Some actions (normally those with the Psychokinetic ability attribute) 
cost a special resource called Psychokinetic Points (also referred to as 
PKP) instead of tokens.  These are tracked on the front of the unit’s 
profile card and can be marked off with a dry erase marker when spent.  
Once spent they remain spent for the rest of the game unless Refreshed 
by some effect (such as the Refresh action). 

Example Activation 

It is your turn to activate a unit, and your M-TAC Fireteam Leader has not yet 
activated.  It is a Field Officer, so you must choose to activate it before your Infantry.  
You do so and assign its 4 Action and 3 Order tokens. 
 

Your Fireteam Leader has no friendly Infantry within its Rad value of 8”, so you start 
by spending one Action token to perform a Move action towards a nearby M-TAC 
Rifleman.  You spend one Order token to Command the Rifleman, pausing the 
Fireteam Leader and assigning the Rifleman its Action tokens, which it immediately 
spends performing Attack actions against nearby enemies. 
 

Once the Rifleman’s activation is finished, the Fireteam leader can continue its 
activation.  It performs a Storm action spending one Action token (see the Ability 
Quick Reference card) to move within 8” of a second friendly M-TAC Rifleman, 
perform a ranged attack for free targeting an enemy within range of its weapon 
thanks to the effect of the Storm action, then spends one more Order token to 
Command the second Rifleman.  Once the second Rifleman’s activation is 
complete, the Fireteam Leader can spend its remaining two Action and one Order 
tokens in whatever order it wishes before ending its own activation. 

 
Attacking 

When a unit attacks an enemy (usually due to an Attack, Assault, or 
Storm action it performs), follow the procedure on the next page. 
 

Once a unit has all of its damage points marked off of its profile card, it 
is Incapacitated and removed from the Combat Zone (effects that 
trigger when a unit is Destroyed occur immediately after it is 
Incapacitated). 
  

You can find a unit’s type at the top of its profile card, alongside 

any subtypes that may interact with special rules or abilities. 

Infantry’s 

Act value & 

Command 

Modifier 

One damage is marked off for each individual damage point received. 

You can find a unit’s available PKP on the front of its profile card. 
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Line of Sight and Cover 
A unit has Line of Sight to an enemy if you can trace any line between 
their bases across the combat zone that does not cross enemy units or 
line of sight blocking terrain templates (see the Terrain Quick Reference 
card).  Friendly units do not block your line of sight. 
 

Some forms of terrain provide cover or obscure units from attacks.  
Cover can be gained from Obstruction or Low Terrain templates if any 
line between the attacking unit and target crosses over the template, 
and the target is touching that template. 
Attacks targeting units in cover remove the highest die from their attack 
pool. 
 

Targets can be obscured from attacks when any line between the 
attacker and target crosses over an Obstruction or Low Terrain template 
that neither the attacker nor target are touching. 

Keep in mind that units don’t benefit from being 
Obscured from Obstructions or Low Terrain that the 
attacker is touching.  If both the attacker and target are 
touching the intervening template, cover is still applied. 
 

Obscuring Terrain always obscures attacks targeting units 
that are touching the template (even if it is not intervening 
between the attacker and target). 
 

Attacks targeting obscured units remove one die from 
their attack pool before rolling; this does not stack with 
cover (if a unit would benefit from both, only cover is 
applied). 

1. Choose Weapon – Some actions specify what kind of attack must 
be performed (ranged, melee, or AOE) and a corresponding weapon 
must be chosen.  Ranged attacks cannot be performed while within 1” 
of an enemy. 

2. Choose Target – Select an enemy in RNG and LOS 

3. Make Attack Roll 

a. Roll six-sided dice equal to the Acc value of the weapon, 
(subtracting one if the target is Obscured, see the Terrain 
Quick Reference card). 

b. Apply any modifiers to the attack pool, then remove the 
highest die if the target is in Cover. 

c. Choose three of the remaining dice to be the Result 

Pool and apply any applicable modifiers to it (if the 
attack pool contains 3 or less dice, all must be chosen). 

d. Total the result pool together and subtract the target’s Ev.  
If the result is equal to or higher than any of the numbers 
on the top of the weapon’s damage track, the attack scores 
a hit at that level. 

4. Apply Attack Modifiers (see the Attack Quick Reference card) 
5. Apply Damage Modifiers (that are not from defenses, this is 

usually the result of special rules or Tactical Assets) 
6. Apply Defenses – the defender chooses and applies the effect of 

up to one Defense to the attack (see the Attack Quick Reference card). 
7. Deal Damage – the damage value of the attack after all modifiers 

have been calculated is marked off the defender’s profile card using a 
dry erase marker. 

Attack Procedure 
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Asset Points and Tactical Assets 

As the operation continues, teams can call in outside support to assist 
them.  These are special effects called Tactical Assets – all players have 
access to a common set of four described in the Common Assets section 
of the Quick Reference card.  Each mission also unlocks Tactical Assets 
for the player with that objective to use.  These can be found on each 
mission card. 
 

Tactical Assets are purchased using a resource called Asset Points (also 
referred to as AP).  Asset Points are gained by using the Call In 

Support order (as described in the Field Officer orders section) or 
when the conditions are met as described in the Tactical Assets section 
of your objective card (typically when your units are incapacitated near 
your objective markers).  Your Asset Points can be tracked using a dry 
erase marker on your objective card. 

Ending the Round 
Once every unit has activated, 
the Victory Phase begins.  Read 
your Mission Card to see if you 
score any VP during this phase, 
then the round ends.  Trade the 
Initiative Tracker if necessary 
(as described in the Initiative 

section), and clean up any tokens that are removed at the end of each 
round (see the Token Quick Reference card). 
 
Winning the Game 

A player wins immediately if all their opponent’s units are destroyed. 
Otherwise, track the Victory Points (VP) points you score during the 
round as described in the Mission Parameters section of your objective 
card (you can track VP scored using a dry erase marker on your mission 
card). 
 

 
If, at the end of the Victory Phase either player has at least 10 VP and 
more than their opponent, they win the game!  Most missions only score 
up to 4 VP each round, so this will typically take at least 3 rounds to 
accomplish. 

 

Where To Go Next? 
 

 

Expand your game with new factions, units, missions, and upgrades, 
available at breachstorm.com/store. 

 
 

 
 

 
 

 
New ways to play including multiplayer and solo/cooperative available 

at breachstorm.com/rules. 
 
 
 
 

 
Learn more about the Quiet War for the Spur at 

breachstorm.com/universe. 

Asset Points can be marked 

here on your mission card. 

Victory Points can be marked here on your mission card. 
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