
Actions
W

hen a m
odel activates it can take either 

tw
o single actions or a double-action.

Single A
ctions 

Judge D
redd M

iniatures G
am

e rulebook, pp 16–17

• M
ove – M

ove the m
odel.

• Snapshot – Shoot a w
eapon w

ith the m
odel.

• Throw
 – Throw

 a w
eapon w

ith the m
odel.

• Fight – M
ove the M

odel up to 3" and m
ake a 

close com
bat attack.

• Shake it off
! – Rem

ove a Pinned or Stunned 
m

arker from
 the m

odel.

D
ouble A

ctions
Judge D

redd M
iniatures G

am
e rulebook, pp 18–19

• A
im

ed Fire – M
odel Shoots a w

eapon w
ith 

+2 to Shoot stat or +2 to w
eapon’s Pow

er.
• Sprint – M

ove the m
odel up to tw

ice its 
M

ove plus D
6".

• Charge – M
ove the M

odel up to its M
ove 

plus +D
6", and m

ake a close com
bat attack.

• Set O
verw

atch – Set the m
odel to cover an 

area ready to shoot.
• H

unker D
ow

n – A
ttem

pt to rem
ove an 

Injury m
arker from

 the m
odel.

Eff
ects of being pinned

W
hen a m

odel w
ith a pinned m

arker 
activates roll a num

ber of Com
bat dice 

equal to the m
odel’s Cool stat. A

ny 
[Special] result rolled rem

oves the Pinned 
m

arker w
ith no further effect. If the roll is 

unsuccessful, the activating m
odel m

ust use 
the single action Shake it O

ff! to rem
ove the 

Pinned m
arker before doing anything else.

H
unker D

ow
n 

Roll a D
6 and add the score to the m

odel’s 
M

ove stat. The m
odel can m

ove up to this 
total distance in any direction providing 
the m

ove ends no closer to the nearest 
enem

y m
odel. If the m

odel m
oves into 

cover, roll a num
ber of Com

bat dice equal 
to its original, unm

odified Resist stat. For 
each [A

rm
our] result rolled, thev m

odel 
rem

oves one Injury m
arker dow

n to a 
m

inim
um

 of one.

G
oing for B

roke 
O

nce a m
odel com

pletes its activation from
 a Star chip, the ow

ning player m
ay take a Cool test for the m

odel by 
rolling one Com

bat dice for each point of Cool the m
odel currently has. If any of the Com

bat dice roll a [Special] 
result, the Star chip is returned to the bag and the m

odel m
ay activate again later in the turn w

ith another A
ction chip 

(either an ordinary one or a Star chip). Players are never obliged to attem
pt a ‘going for broke’ Cool test.

N
ote that Star chips do not have to be used on m

odels w
ith a Cool of 4 or greater w

hen they are draw
n. 
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M
odifiers to Fight for Close Com

bat A
ttacks 

• The target is pinned ............................+1 
• A

ttacking m
odel w

as in the  
target’s Back fire arc (B) w

hen it activated* ........+1
* You can’t start in front of an enem

y and then run behind 
 it to m

ake the attack to gain this bonus.

M
odifiers to Pow

er for Close Com
bat A

ttacks 
• W

eapon M
odifier ..............................variable +/-

• The attacker used a Charge double-action .........+1

R
esist M

odifiers A
gainst Close Com

bat A
ttacks 

• Target m
odel is being attacked in its Back fire arc ...-1

shooting RefeRence Judge D
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Shoot M
odifiers for R

anged Targets
• W

eapon’s Range M
odifier .......................+/- variable

• Target is a vehicle or m
ounted m

odel .............+1
• Target has a M

oving Fast m
arker .................-1

• A
ttacker is w

ithin close com
bat range (1") of target .

-1

Evade M
odifiers for D

odging R
anged A

ttacks
• Target attacked by a Incendiary type w

eapon ......
-1

• Target attacked by a Blast type w
eapon* ..........

+1
* N

ote that this m
eans that even m

odels w
ith no Evade  

get a (sm
all) chance to dodge blasts.

R
esist M

odifiers A
gainst R

anged A
ttacks

• A
ttacker is using tw

o (or m
ore) w

eapons ..........
+1

• Target m
odel is claim

ing light cover ..............
+1

• Target m
odel is claim

ing heavy cover .............
+2

• Target m
odel is being attacked in its Back fire arc ...

-1

Pow
er after Resist

Result

-1 or less
N

o effect

0
The target is stunned  

(place 1 Stunned m
arker)

1
The target is injured  

(place 1 Injury m
arker)

2
The target is seriously injured  

(place 2 Injury m
arkers)

3
The target is grievously injured  

(place 3 Injury m
arkers)

injuRy chARt
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CLO
SE CO

M
B

AT W
EA

PO
N

S
H

ands
Range (M

odifier) 
Special Rules

Basic Close Com
bat W

eapon
1

1" (+1)
–

Knife
1

1" (+1)
Throw

Chain
1

3" (0)
–

Laz Saw
2

1" (+2)
Piercing, Rending

Culinary Laser
1

1" (+1)
Concealed, Piercing

Baseball Bat
2

1" (+2)
Stun

Katana
2

1" (+2)
Rending

D
ay Stick

1
1" (+1)

Stun

Boot Knife
1

1" (+1)
Throw

Riot Shield
1

1" (+1)
Block, Knockback

R
A

N
G

ED
 W

EA
PO

N
S

H
ands

Short Range  
(M

odifier) 
Long Range  
(M

odifier)
Pow

er
Special Rules

Pistol
1

8" (+1)
16" (-1)

3
–

Spit Pistol
1

8" (+2)
16" (-1)

2
–

H
and Cannon

1
8" (+1)

16" (0)
4

–

Laser Pistol
1

8" (+1)
16" (0)

5
Laser

Pistols

Com
bat Rifle

2
12" (+1)

24" (0)
3

–

Spit Carbine
2

12" (+3)
24" (0)

2
–

Sniper Rifle
2

12" (0)
36" (+1)

3
Long Barrel

Laser Rifle
2

12" (+1)
24" (0)

5
Laser

Long Guns

Saw
n‐off  

Stum
p Gun

1
10" (+2)

– (–
)

4
Knockback, Cannot fire 2 Snapshots in a single activation, M

ay be 
fired either one- or tw

o- handed (-1 m
odifier if fired one-handed).

Auto Stum
p

2
10" (+2)

18" (-1)
4/2

Knockback, M
ay fire 2 Snapshots in a single activation,  

Pow
er 4 at short range, Pow

er 2 at long range

Stum
p Gun

2
10" (+2)

18” (-1)
4/2

Knockback, Cannot fire 2 Snapshots in a single activation,  
Pow

er 4 at short range, Pow
er 2 at long range

Stump Guns

General Aerodynam
ix  

H
AW

K 2 Rocket Launcher
2

20" (+1)
40" (-1)

5
H

eavy W
eapon, Blast (2"), M

ay use Arm
oury card special rounds

H
eavy Spit Gun

2
16" (+3)

48" (+2)
3

H
eavy W

eapon

Flam
er

2
6" (+3)

10" (0)
6

Blast (2"), H
eavy W

eapon, Incendiary

Heavy Weapons

Colt Law
giver M

k2 Pistol
1

8" (+1)
16" (-1)

4
Arm

our Piercing, Special Rounds, Stun Pulse

Colt Law
rod M

k5
2

12" (0)
36" (-1)

4
Long Barrel

Colt M
2000 W

idow
m

aker
2

12" (+3)
24" (0)

3
Special Rounds

Stum
m

 Gas
Special 
Round

6" (0)
18" (-1)

3
Aim

ed Fire only, Blast (4"), Gas, Stun

Frag
Special 
Round

6" (0)
18" (-1)

4
Aim

ed Fire only, Blast (3")

D
isruptor Gun

1
6" (+2)

10" (+1)
3

D
isruption, Piercing, Rending

Riot Foam
2

4" (+2)
8" (0)

6
Blast (2"), H

eavy W
eapon, Riot Foam

Cyclops Laser
–

20" (+1)
40" (0)

5
Laser / Fire Arc: Focused Front

Bike Cannon
–

16" (+2)
32" (+1)

5
Blast (2") / Fire Arc: Focused Front

Justice Department Weapons

Laser Cannon
–

25" (+1)
50" (-1)

6
H

eavy W
eapon, Laser / Em

placem
ent

M
issile D

efence Laser
–

35" (+1)
70" (+2)

4
H

eavy W
eapon, Laser / Em

placem
ent

Sonic Cannon
–

15" (+2)
30" (+2)

2
Blast (5"), H

eavy W
eapon, Piercing, Sonic / Em

placem
ent

Spit Cannon
–

16" (+2)
48" (+1)

4
Fearsom

e Rate of Fire, H
eavy W

eapon / Em
placem

ent

Emplacement Weapons
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