
Black Sun Rulebook Errata 

Page 10 Rally Action: Whole line changed to be clearer. “Rally - this Action 
is used by a Suppressed or “Hitting the Dirt” Groups to attempt to stand up 
from being Suppressed and get back into moving. They spend the whole 
Action recovering but can begin to move as normal on their next Action or 
Reaction if they pass a Frostiness Test (see page 22). It is also used to remove 
Pinned and Duck Back results. This is done automatically by using this Ac-
tion. It is that figures whole Action.” 

Page 12 Reactions: “it may Shoot as if moving (which may not be possible),}” 
deleted and replaced with “it may Shoot (with the Shooting as a Reaction -1 
modifier)” 

Page 17 Weapons Table: The Combat Shotgun and SMG have a +1 Damage at 
Short Range. 

Also please note: there is no maximum range in the game. That is why there is a Short Range listed. Maximum Range is line 
of Sight and whatever is Spotted. Dice you roll for your weapon are less when you are over the range listed (this is in the “dice 
per shot without moving” column). Also, if you move your range is cut and you are given a maximum. It is harder to move 
and shoot and see things so your range is cut appropriately. 

Page 19 Example was Rewritten:  

Example: Later in the game Bob’s group has taken two hits on two of his Grunts. He rolls for each of the Grunts who have 
taken Hits. The first Grunt, rolls a 4 and 6 and adds +1 to each. This Grunt receives two -1FV Light Wounds, for a total of 
-2 FV which is called a Wound. The second Grunt rolls a 1 and a 2. With the +1 modifier both of these results are Pinned. 
The Grunt can only be Pinned once so he receives a Pin marker. He can return fire in his next Action with a -1FV modifier if 
desired, or take a Rally Action to remove the Pin. 

Page 21 Suppression: “Some weapons (primarily HMGs) which are listed as “Suppressive Weapons”.”  Changed to “If Wound-
ed by some weapons (primarily MGs)” - there are no HMGs and this clarifies that a wound must actually be done. 

Page 22 Rally Action: rewritten for clarity. 

“This Action can be used in two different ways.  

A Group that has been Suppressed may try to Rally in order to recover. To do this, perform a Nerve Test against the Frosti-
ness of the Group leader.Success means the Group has recovered and can act normally on its next Action or Reaction. If not, 
it remains Suppressed until its next Action or Reaction, when it can try again. You can perform a Rally Action to attempt to 
remove Suppression as a Reaction. 

Any figures that are pinned or Duck Back are removed (as the Rally Action) before the test is made. 

Example: On his next turn Sgt Bruce‘s Group spends his second Action to roll against his Frostiness of 4 to Rally from being 
Suppressed. If he passes, his Group will be able to act in their next Action or Reaction. However, he rolls a 6 and fails and 
may attempt to Rally again on his next Action. 

A Rally Action may also be used to remove any earlier Pinned or Duck Back results on individual figures in an unsuppressed 
Group. This is their entire Action. Other figures in the group previously unaffected by Pins or Duck Backs may perform 
normal Actions instead. Example: In a Group of four soldiers, one is pinned and one is duck back and two are fine but the 
Group is not suppressed. A Rally Action may be used and remove the Pin and Duck Back off the two affected figures. The 
other two figures may now Shoot or Move or take any other Action listed.” 
Thanks to Jan-Willem van der Pijl for editing support.
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Activation Table

Die 
Roll

Hive Mind Inspired Standard Demoralised

1 All Groups All Groups All Groups All Groups 
2 All Groups All Groups All Groups Any Groups 

led by Top or 
higher

3 All Groups All Groups Any Groups 
led by Top or 

higher

Any Groups 
led by Top or 

higher 
4 All Groups Any Groups led 

by Top or higher 
Any Groups 

led by Top or 
higher

One Group

5 All Groups Any Groups led 
by Top or higher 

One Group 
only

One Group 
led by the 

Boss
6 “What The..?!” “What The..?!” “What The..?!” “What 

The..?!”
Movement in inches per Action: 

Movement Table
Action Movement Notes
Warriors 
Running

3D6: 2 Highest 
dice

No Shooting or Observation 
allowed.

Warriors 
Walking 
Normally

2D6: Higher die Shooting: Use the “shoot 
while moving” column on 
the Weapons Table.

Warriors 
Moving Cau-
tiously

2D6: Lower die 
(maximum 3”)

Shooting and Observation 
as normal.

Civilians, 
children, 
heavily bur-
dened, etc

2D6: Lower die Includes carrying supplies 
overland.

Observation Table
Target in: Spotted 

On:
Open 5 or less
Concealed 4 or less
Cover 3 or less
Hardest to Spot 2 or less

Observation Modifiers
Target Running +2
Target Walking +1
Spotter in         
Ambush

+1

Target is Firing 
from Cover or 
Concealment

+1

Shooting To-Hit Modifiers
Condition Modifier

Target is an Easy Target +1 to FV
Shooting at Long Range, into 
Concealment or as a Reaction

-1 to FV

Target is Pinned or Hit the Dirt -1 to FV
Shooting into Cover -2 to FV
Shooting into Fortified -3 to FV

Weapons Table
Weapon Short

Range

Damage at 
Short Range

dice per shot without 
moving

dice per shot while moving

Pistol 9” +1 1 1

Bolt-Action Rifle (BR) 36” +2 2 up to 36” N/A

Combat shotgun (slug) 18” +1 2 (1 at 18” or beyond) 1 (up to 9” max)

Combat shotgun (shot) 18” +1 3 (2 at 18” or beyond) 2 (up to 9” max)

Sub-machine gun 24” +1 2 (1 at 24” or beyond) 2 (up to 12” max)

Standard Assault Rifle 36” +2 3 (1 at 36” or beyond) 2 (up to 18” max)

RPG* 48” +3 5 Cannot move and perform Shooting

Machine Gun* 72” +4 6 (only if set up on a bipod, 
set-up takes 2 Actions)

Cannot move and perform Shooting

Grenade Launcher* 9-36” +1 2” or 3” Template Template weapon

Flame Thrower* 24” max +2 Template weapon Cannot move and perform Shooting
* Counts as a Suppressive Weapon – roll a Nerve Test for Suppression by target Group.



      

S

Shooting Damage Table
Roll 0 or less 1 2-3 4-5 6-7 8 9+
Small Arms Retaliate – 

target can 
take a free 
Shot

OK! Pinned –     
Target may not 
move but may 
fire for its next 
Action

Duck Back 
– the target 
loses its next 
Action

-1FV 
Wound

-2FV 
Wound

Out of 
Action

Concussive OK! Pinned – Target 
may not move 
but may fire for 
its next Action

Duck Back-  
the target 
loses its next 
Action

-1FV Wound -2FV 
Wound

Out of 
Action

Out of 
Action

Heavy Weapons 
(Roll on Concussive)

Range Damage 
Bonus

Dice per Shot           
(Stationary)

Dice per Shot (Moving)

Light Mortar 12-72” +1 4” Template N/A

Heavy Mortar 12-72” +2 6” Template N/A

Light Artillery 6-72” +2 4” Template 1 (if vehicle mounted)

Medium Artillery No limit +3 6” Template 1 (if vehicle mounted)

Heavy Artillery No limit +4 8” Template 1 (if vehicle mounted)

Nerve Test Results 
Table

Nerve Point 
Difference

Roll Against 
Frostiness

Less than 
2-1

Frostiness

2-1 Frostiness-1
3-1 Frostiness-2

Nerve Points Table
Cause Nerve Points
Wounds Caused +1/ FV Loss
Caused a Gory Wound +1
Fall Down, Wounded or Gory 
Wound to a Boss or Top

+1

Caused a Fall Down Model +1
Inspired +1
Demoralized -1

Penetration Modifiers
Effect Modifier
Aimed Shot (Marksmen or Sniper only) +1 on die roll

Explosive Shell or Grenade inside an enclosed space +1 on die roll
Artillery or Mortar shell against a target in cover -1 on die roll
Flack vest and Helmet or Tough Skin -1 on die roll
Exoskeleton or Light Armor -2 on die roll
Chitin Armor -3 on die roll

Nerve Test - The losing player now makes a Nerve Test. He must roll 
against the Frostiness of the best warrior left standing: 

Nerve Test Table
Pass Both sides move their figures back 2” from the spot of the melee. Defenders do not have to leave Cover.
Fail by One The losers retire one Action at Walk pace and may take their casualties with them. 

Any unchecked “Out of Action” figures must have a comrade to drag them away or they are left behind.

The winners remain in place. They may recover any dropped weapons or capture fallen enemies.
Fail by Two The losers retire one Action at a Walk. They must leave any “Out of Action” unchecked figures at the spot 

of the Close Combat. Fallen Down figures must have a comrade to drag them away or they are left behind.

The winners remain in place. They may recover any dropped weapons or capture fallen enemies. The 
Squad becomes Inspired.

Failed by Three The losers flee one Action at a Run. The Squad becomes Demoralized. They must leave any unchecked 
“Out of Action” or Fallen Down figures at the spot of the Close Combat.

The winners become Inspired. They have the choice of: 

Remain in place, recover weapons and bind prisoners; this ends their Action.

or 

Pursue the enemy Group at a Run. If they reach the fleeing enemy, a second round of close combat imme-
diately takes place. If they do not catch the enemy, their Action is over and the turn continues.

If the Inspiration Level changes, it affects the entire Squad (whether involved in the close combat or not). If the Inspiration Level changes, it affects the entire Squad (whether involved in the close combat or not). 



Out of Action Table
Die Result If Treated If Untreated

1 Stunned 

If not in Cover the model can 
move to safety (4” per Action). 
Cannot shoot or fight at all until 
returned to action.

The model returns to action 
automatically at the end of 
their next turn. No other 
effects.

The model returns to 
play automatically on an 
Activation roll of 1 or a  
“What The..?!” result.

2 Hurt (Receives -1 FV Wound)

If not in Cover the model can crawl 
to safety (2” per Action). Cannot 
shoot or fight at all until returned 
to play

Test vs. Frostiness:

Pass- The model returns to 
play. -1 FV from now on

Fail- test again next turn.

If a 1 is rolled for activation, 
the model returns to play 
automatically.

If a 1 is rolled for Activa-
tion, the model returns 
to play automatically at 
-1 FV.

If “What The..?!” comes 
first, the model becomes 
Out of Action.

3 Seriously Wounded (-2FV Wound)

The model cannot move unaided.

Cannot shoot or fight at all.

The model can be stabilized 
by a comrade testing against 
Frostiness. Test can be re-
peated until successful.

The model can be revived 
by a Doc only. Test against 
medic’s HV:

Pass – The model is now 
considered Hurt (with a –2FV 
wound for the remainder of 
the game). He may return to 
play.

Fail – The model is stabilized 
but out of action for the rest 
of the game.

Fail on roll of “6” – the model 
dies during treatment.

The model bleeds out 
and dies at the next  
“What The..?!”

4-5 Killed in Action. Already dead. Already dead.

6 Gory Death.

Notably bloody death in combat.

Nerve Test vs. Freakability for all friends within 6” who 
have LOS to this model.

Fail – choose to be Suppressed or retreat one Walk Action 
immediately.




















