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S. F. ALLIANCE
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S. F. ALLIANCE allows you to enjoy games in which the players cooperate for a common objective, fighting against fictional beings such as zombies, demons, monsters, extraterrestrials, or the Bad Guys Who Want to Dominate the World:


	Agile rules to solve fast scenarios.

	Timeless, all eras with the same rules.

	Cooperative game.
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SCENOGRAPHY

The necessary material can easily be found in specialized shops, and involves previous DIY tasks on the part of the players, common in these games:


	Two ten-sided dice, to generate percentage rolls, for example 20 and 1 mean 21%.

	Buildings and scenography made of cut-out cardboard or plastic, or 3D printer.

	Miniatures of plastic, resin or metal soldiers.

	A briefcase or box to store all the material.


This type of game usually requires some mental activity, a simple but constant arithmetic exercise, and DIY practice. Some scenography will be necessary, such as buildings made of cut-out cardboard, or elements available in specialized stores. A game scale, with figures, of 15mm must be chosen. 20mm 28mm or even 54mm. There are figures from all eras in these sizes, the decision is yours, according to your preference for quantity or visibility. Painting and decorating the figures is another recreational activity associated with these games.
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Figures need to use similar bases. If when you buy them they don't have identical bases, which can be found in specialized stores, low-value coins or buttons can be used as bases for the smaller figures.
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THE UNIT

A unit is a group of figures with their bases in contact. The combatants can be grouped in units of any number, even of only one member. As a general rule, each soldier in that unit provides a 10% probability of success, with ten combatants, the probability of success will be 100%. But sometimes it will be preferable to use, for example, two units of 5 soldiers than one of 10, as will be seen later. A unit of 20 soldiers would give 200%, but if modifiers are then applied to the half for coverage and distance, it remains at 50%.

The teams are made up of one or more units, and in each game the size of the team is agreed upon using as a measure a number of points, for example 500 points for the allied side, and another 1000 points for the mutual enemy. Each soldier, vehicle or personality has a cost in points, the sum of all those costs gives the total in points of each side.

THE COMBATANT

Each member of a unit is a combatant, but it can consist of other elements, such as monsters, vehicles, or personalities, which usually work better as independent units, since mixed in other units suffer mutual hindrance.


	LIGHT INFANTRY


	Range: 50cm
	Speed: 20cm
	Endurance: 1 impact
	


	PR: +10% 1 roll of 1 impact
	CC: +10% 1 roll of 1 impact
	36 Points:
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	No extras.




Speed. is the maximum distance it can travel; it can be less by choice, or half that if it has to go through obstacles.

The PR (Projectile Hit) is the percentage of hit it contributes to the unit. By adding up the PR of all the members of that unit, you obtain the hit probability for the entire unit. The light infantry in the example can choose as a target any visible unit up to 50cm away (Range, which can be doubled to 100cm). If some members of enemy units have bases in contact, they also fight in melee. The success rate and damage are as indicated in CC (close combat). With each available roll in PR or melee, a unit can attack any unit of its choice, provided it is within Range or in contact, respectively. Hit rolls are not cumulative; they are the same for the entire unit.
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Endurance indicates how many hits are needed to eliminate one of those components. If a unit contains a mix of more resistant and less resistant units, and they receive hits, all those that can be eliminated must be eliminated.

Extras are special abilities. Finally, points indicate that combatant's value toward the total points available in the scenario.

MIXED UNITS

If a mixed unit is created with soldiers of different types, they collaborate but also hinder each other due to their differing doctrines. %PR and %CC can be added together, but Rolls, Hits, Ranges, Extras, and Speed are the lowest values in the group, and special abilities not shared by all soldiers are nullified. Each soldier type retains its own Endurance.
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Personalities: Ideally, they should team up with fighters who share their skills and don't hold them back. This way, by distributing the impacts, they can survive.

THE THREE PHASES

Each turn is divided into three main phases:


	Movement of the opposing units.

	Projectiles fired between units within Range.

	Melee combat between units in contact.


All phases are considered simultaneous in terms of effects. A game consists of several turns, and each turn will have these three phases. During movement, all units of one side will move, and then those of the other. Next, projectile attacks will be resolved, and finally, melee combat. The decisions of the enemy side, and of the allies if used, are decided automatically.

VICTORY

The surviving side wins. The common automated enemy, the opposing side, rarely surrenders.

START PLACEMENT

By default, the units of each opposing side are placed at opposite ends of the board, approximately 10 cm from the edge. Specific scenarios may specify other placements, such as scattered, isolated, ambushed, surrounded, and so on.


[image: ]


MOVEMENT PHASE

First, the players move all their pieces, one by one. To do this, they choose a unit, select one soldier from that unit, and move it in the desired direction up to its maximum movement Range, usually 20cm. The next step is to take the rest of the soldiers from that unit and place them evenly behind the first moved figure, with their bases touching one of the already moved soldiers, without exceeding their maximum "Speed".

Before beginning the game, it must be determined which obstacles are surmountable by the troops or vehicles. If there are surmountable obstacles along the way, the movement capacity is halved, generally by 10 cm. These obstacles can include forests, rocky terrain, mudflats, marshes, or sand. The unit may have to circumvent insurmountable obstacles by going around them.
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Unit A, consisting of 12 soldiers, is about to move. A flexible ruler is used to test how far one of its members can travel.

In this phase, a unit can "split" into several other units; simply, instead of moving a single soldier, choose two (or more) to move in different directions, and distribute the rest, leaving them attached to the bases of the first ones, without any combatant exceeding their Speed.

They can "join" other smaller units by sending soldiers to join the bases of another unit. Units can even be formed from soldiers of allied factions mixed together, under the player's command, and all their percentage values will be added together. However, to determine the characteristics of that unit, such as speed, Range, rolls, hits, and extras, the lowest values are used; the leastskilled units lag behind the rest, both in PR and CC. This is the effect of mutual hindrance.

The player can assign any formation they wish to their units—wedge, line, rank, or others. Each formation has its advantages and disadvantages, but they must be compact, without exceeding half the length or width of the unit's components. Players can also modify the components of each unit as they see fit. Since it's a cooperative game, players can even move their units in unison. Vehicles and characters usually form their own units, but they can combine in any way they like.


	BRADLEY FIGHTING VEHICLE (BFV)


	Range: 100 cm
	Speed: 40 cm
	Endurance: 3 impacts
	


	PR: +50% 2 rolls of 2 impacts
	-
	774 Points:
	[image: ]


	Agility. Overwhelming:2




A unit in contact with a faster enemy unit cannot disengage to retreat; it will have to deal with collisions and melee attacks.

After the players' movements, the enemy's movements will take place, according to the guidelines and instructions below. Friendly units can move through each other, but they must avoid enemy units as obstacles. After movement, bases cannot overlap.

Examples of a mixed unit in mutual hindrance: one with two rolls of two hits and a Range of 120, another with one roll of three hits and a Range of 80. The unit is left with one roll of two hits and a Range of 80, the lowest value of each.

Another mixed unit with Endurance level 1 soldiers and Endurance level 2 soldiers receives only one hit. It must eliminate one Endurance level 1 soldier. If it has received four hits, it can combine them, eliminating two Endurance level 2 soldiers, four Endurance level 1 soldiers, or one Endurance level 2 soldier and two more Endurance level 1 soldiers.
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The same unit is divided into three, deploying with three lead soldiers moving in different directions. The one crossing the forest does so at mid-movement.

When moving a vehicle or monster, the base of the figure in contact with the game table is equivalent to its base.
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The remaining soldiers spread out behind the pioneer soldiers, without exceeding their maximum "Speed". One is left alone. Now there are three units. The same process could be done in reverse: regroup and unify those three units into one, regardless of the soldier limit.

PROJECTILES PHASE

In a Ranged unit, each soldier provides a base hit percentage. If the unit has only one soldier with a 10% hit percentage, that unit needs to roll a 10 or lower. If it has six members, it needs to roll a 60 or lower to hit the chosen enemy unit.

Resistance does not always indicate armor, but also the difficulty of being shot down, as in highly maneuverable flying units.
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Projectile phase. Two enemy units appear. These soldiers have a 10% hit chance; the sum of these stats gives each unit's hit probability against the enemy units. The intervening patch of forest acts as an obstacle, halving the hit probability, as long as the maximum visibility (20cm in forests) is not exceeded.

Normally, with each hit, the enemy unit loses one of its members. However, sometimes the unit isn't composed of soldiers, but rather a machine, monster, or other entity, requiring two or more hits. In such cases, a combined and precise attack from two or more units may be necessary.

Each unit has a maximum Range. If any soldier of the attacking unit is within that Range of any soldier of the target unit, it is considered that the soldier can attack the target unit.
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The figures are displayed upright and static, but the soldiers are constantly seeking the best defensive position. If the target unit is partially hidden behind obstacles, or at a higher elevation but on the edge of the upper contour line, from the perspective of any base of the attacking unit, it is considered to be under cover. The probability of a hit when attacking a unit in cover is halved. A position on a higher contour line is advantageous. If a unit is completely hidden, with none of its members visible (behind a hill, a building), it is considered to be under cover and, in principle, unattackable. Even if you group many units together, achieving a 300% hit probability, they will only make the same number of hits, as they will get in each other's way, being too crowded together. It is better to deploy two units with a 150% hit probability.
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Successful hits are indicated by placing markers next to the attacked unit in the correct number. ♥ ♥ ♥ Eliminated combatants are not yet removed; the melee phase has not yet taken place, as these are "simultaneous" phases and the attacked unit can also attack, counting all its members to determine its hit probability percentage.

Types of Obstacles:

Before the game begins, it must be defined which terrain elements will influence the game and which are merely decorative.

Coverage: Completely conceals the unit from the enemy's view. The opposite of being exposed.

Impassable Cover: Must be bypassed when moving. Offers protection from attacks, reduces the attacker's hit percentage by half, and allows opponents to see each other, but must be circled to advance across the terrain. Examples include Block-type cover: buildings, their rooftops, and elevated areas.

Passable Cover: Offers protection from attacks, reduces the attacker's hit percentage by half, and can be traversed, but movement is halved. Examples include Barrier-type cover: barricades, low walls, or Area-type cover: forests, rocks.


[image: ]


Two enemy factions meet; they are riflemen with a 1-hit roll in both close Range and close Range. Unit A is under cover, neither seeing nor being seen. Unit B, with 5 members, is behind a barricade. The other three units, C, Z, and X, are in the open. If Z or





















	VILLAGER .


	Range: -
	Speed: 20 cm
	Endurance: 1 impact
	


	- PR:
	CC: +5% 1 roll of 1 impact
	5 Points:
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	No extras















	ARCHER (TDD) .


	Range: 20 cm
	Speed: 20 cm
	Endurance: 1 impact
	


	PR: +10% 1 roll of 1 impact
	CC: +5% 1 roll of 1 impact
	22 Points:
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	No extras





	HEAVY CAVALRY (TDD) .


	Range: -
	Speed: 25 cm
	Endurance: 1 impact
	


	-
	CC: +15 1 roll of 1 impact
	11 Points:
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	Cavalry Formation






	HEAVY INFANTRY


	Range: 60cm
	Speed: 20cm
	Endurance: 1 impact
	


	PR: +10% 2 rolls of 1 impact
	CC: +10% 1 roll of 1 impact
	50 Points:
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	No extras





	LEOPARD-1 TANK


	Range: 150 cm
	Speed: 50 cm
	Endurance: 3 impacts
	


	PR: +50% 2 rolls of 3 impacts
	-
	1050 Points:
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	Agility. Overwhelming: 2























	If there is no opponent within Range, move along the shortest path towards the nearest opponent (target selection is measured in a straight line, ignoring walls or obstacles), until you reach a distance where an opponent is within base Range. Always move seeking cover, reaching for cover if possible.

	If you already have cover, even if it doesn't protect you from all enemies, and there is an enemy within Range, you remain in your position.

	Without any cover and with an enemy within Range, you move away in search of cover, leaving the enemy within Range. If an enemy unit has engaged in melee, you can only move away if the enemy unit's speed is equal to or less than yours.







	Move directly, along the shortest possible path, towards the nearest opponent. The target is measured in a straight line, without considering walls or obstacles, until you reach base to base with opposing units (if possible, two), dodging any obstacles that may be necessary, for example, by going around.

	If it's not possible to achieve this in the same movement, move towards cover or an obstacle that blocks the nearest enemy, reaching the cover if possible.







	Mercenaries working for the bad guys (TMA) Profile: MVPR


	Range: 50 cm
	Speed: 20 cm
	Endurance: 1 impact
	


	PR: +10% 2 rolls of 1 impact
	CC: +10% 1 roll of 1 impact
	45 Points:
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	No extras





	ZOMBI. (GGZ/SGZ) Profile: MVCC


	-
	Speed: 10 cm
	Endurance: 1 impact
	


	-
	CC: +10% 1 roll of 1 impact
	9 Points:
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	Zombie Infection. Horde











	COST CALCULATION


	Range: 60cm = +60 Points base


	Speed: 20cm = +20 Points base


	%PR: +10% =+10 Points base. Damage: 1 roll of 1 impact


	%CC: +10% =+10 Points base. Damage: 1 roll of 1 impact


	Add up: the impacts of PR y CC (total 2)


	plus the total number of rolls (total 2)


	total attack multiplier x4 of base multiplier


	Extras: Depending on the special ability, you can add Points,


	base multipliers, or even global multipliers.


	Endurance: 1 impact: an x1 to the global multiplier for each impact needed to take it down.


	Base Points on this figure:


	(60+20+10+10 base points) [100 x4 ]x1= 400 / 10 = 40


	In the case of decimals, you should round up to whole numbers.






	Agility: Add back their base speed points.

	Overwhelming X: X multiplied by 100 in base points, plus the number of hits X added to the base multiplier.

	Advanced Deployment: Their base speed points.

	Infantry Formation: Their %CC in base points.

	Cavalry Formation: Their %CC in base points.

	Sniper: Add back their base Range points.

	Horde: Add half their base speed points.

	Zombie Infection: 20 base points.

	Medicine X: 100 base points per medicine level.

	Personality: An additional 10 base points.


















	Advance Specialist. Add the speed value to the total base points.

	Projectiles Specialist. Add the value of PR rolls and hits to the base multiplier.

	Melee Specialist. Add the value of CC rolls and hits to the base multiplier.

	Shooter Formation: %PR in base points.

	Hoplite Formation: X. Add X to the base multiplier.

	Legionary Formation: Add 1 to the overall multiplier.

	Sapper: Additional cost of 40 base points.




























	A metal whiteboard with dry-erase markers.

	Magnetic rubber.

	Magnetic markers.

	Glue






El análisis automatizado del trabajo para obtener información en particular sobre patrones, tendencias y correlaciones ("minería de datos y textos") está prohibido.

SEMPER FIDELIS ALLIANCE 3.0 (2025-2026)

• Text and graphic content by David R. Barba

• Simple black and white pictograms are royalty-free.

• Registered with the Intellectual Property Registry registration number 02/2019/3036

• Previous edition 2.0, 2019, ISBN 9788410924581

The total or partial reproduction of this work is not allowed, nor its incorporation into a computer system, nor its transmission in any form or by any means (electronic, mechanical, photocopy, registration or others) without prior and written authorization from the copyright holders. The infringement of these rights may constitute a crime against intellectual property.

© David R. Barba 2026

Producción y editorial: BoD · Books on Demand GmbH Überseering 33, 22297 Hamburg, Alemania

• Black and white pictograms are free of license due to their simplicity.

• Neither the author nor the publisher and printer are subject to a conflict of interest, and do not intend to favor any particular manufacturer or establishment, nor identifies with any of the past, present, or future factions compiled in this book
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