
 

 

 

 

 

 

 

 

 

 

 

 

 

Prologue: Mission Critical  
Data stringers work either freelance or for anti-establishment groups and work primarily in the 

handling and/or requisition and distribution of sensitive information for whatever reasons they 

might have, the risk is usually worth the pay off as these tend to be highly skilled hackers that even 

some of the best military info=war operatives would have trouble handling.  

An anonymous contact has notified certain officials of the human sphere's population of sensitive 

data located through the back door of one of O12’s data cache's that 'promises' invaluable 

information and resource to the receiver. Resource that could tip the scales of the political balance 

and skyrocket financial standings, this information wouldn't be cheap and is high risk for everyone. 

This stringer must be brought in at all costs with the data intact. 

Special rules: Objective Room, Freelance Stringer, Killing, Specialist Troops, Civilian, Evacuation. 

MISSION OBJECTIVES 

Main Objectives: 

 (Side A and Side B) 

• To have the Freelance Stringer in Civevac state at the end of the game (3 objective 

points) 

• To have the Freelance Stringer in Civevac state in your own deployment zone 

(Evacuation Zone) at the end of the game (3 objective points) 

• To have wiped out more army points than your adversary at the of the game (2 objective 

points) 

• To have killed more Specialists then your adversary at the end of the game (2 objective 

points). 



Forces: 

Side A: 200 points  

Side B: 200 points  

Deployment: 

Side A and Side B: Both players will deploy on opposite sides of the game table, in a standard 

Deployment Zone 12 inches deep. 

Exclusion Zone. Troopers may not use Airborne Deployment, Forward Deployment, Mechanized 

Deployment, and Infiltrate Special Skills or the deployment rule of the Impersonation Special Skill to 

deploy inside of an 8-inch area on either side of the central line of the game table. The Exclusion 

Zone is not applied to troopers that suffer Dispersion. 

SCENARIO SPECIAL RULES: 

Game table size: 48 x 48 inches 

Objective Room:  

The Objective Room is placed in the center of the table, covering an area of 8 by 8 inches. To 

represent it, we recommend using the Objective Room by Micro Art Studio, the Command Bunker by 

Warsenal, the Operations Room by Plasticraft, or the Panic Room by Customeeple. In game terms, it 

is considered to have walls of infinite height that completely block Line of Fire. 

It has four Gates, one in the middle of each wall (See map below). The Gates of the Objective Room 

are open. The Objective Room Gates must be represented by a Narrow Gate Marker or a scenery 

piece of the same size. The Objective Room Gates have a Narrow Gate Width. 

 

All gates are considered closed at the start of the game, opening security gate with a short will open 

all gates simultaneously. 

FREELANCE STRINGER: 

The Freelance Stringer has a Civilian Troop Profile. Player A will consider them neutral while Player B 

will consider them Hostile. The Freelance Stringer is placed in the center of the Objective Room.  

Players can use any model from the Infinity or the Infinity Bootleg range, preferably those 

designated as an HVT or as a Civilian.  

Follow the civilian rules found in the rulebook or on the Infinity Wiki page.  

The Freelance Stringer need to be in Civevac state and have its base FULLY within the deployment 

zone of the controlling player for it to count towards the Evacuation objective. 

Only Specialist troopers can Synchronize with the Freelance Stringer.  

 



KILLING: 

A trooper is considered Killed when he enters the Dead state, or is in a Null state at the end of the 

game.  

Troopers that have not been deployed on the game table at the end of the game are considered 

Killed by the adversary. 

SPECIALIST TROOPERS: 

For the purposes of this scenario, only Hackers, Doctors, Engineers, Forward Observers, Paramedics 

and troops possessing the Chain of Command Special Skill are considered Specialist Troops. 

Hackers, Doctors and Engineers cannot use Repeaters or G: Servant models to perform tasks 

reserved to Specialist Troops 

A Specialist Trooper with a Disabled Marker can still accomplish the Objectives of this scenario. 

NARRATIVE MODE: 

This mission is not locked to certain terrain types for the purposes of a narrative. 

Playing this mission as part of a campaign means there will be two player designations. Player A and 

Player B. 

 

Player A will always be a faction of the Human Sphere (Excluding Aleph) and Player B will always be a 

Combined Army, Tohaa or Aleph faction.   

(If both players are members of the Human Sphere (Excluding Aleph) then the winner of the 

initiative roll automatically becomes side A, if both players are using either Combined Army, Tohaa 

or Aleph then both players will assume hostile treatment from the Freelance Stringer) 

Player B will always be considered Hostile to the Freelance Stringer. 

END OF THE MISSION: 

This scenario has a limited time frame, so it will automatically finish at the end of the third Game 

Round. 

If one of the players starts his active turn in a Retreat! state, the game will finish at the end of that 

Turn.  

 


