
Plastic Army Man Rules – By tenduril@gmail.com

There are a lot of plastic army man rules out there. Rules that 
let you play with your childhood toys again. But they are quite 
specific and complex, even the simple ones. These rules are 
meant to make it so that you basically play army men like 
when you were a kid, but with “adult rules” so you don't feel 
so embarrassed about it.

TURNS

Each turn, you may move three army men and shoot them. No 
matter how big your force is, you move 3 army men and shoot 
them. Yes, this favors smaller forces. Once you move three 
particular army men, you cannot move them again for a while. 
Basically, don't abuse this rule to just move your 3 favorite 
guys each time. Unless it makes sense for some reason. 

MOVING

When you move your army man, you can move him as far as 4 
times the length of his base. So basically, lean him forward so 
the front of his base “pivots” against the ground, turn him 
around, then do the same thing with the back of his base. Then 
do this once more. You have moved him 4 base lengths. Don't 
worry about exact accuracy. You are gaming, but you are also 
playing. Relax. 

If your army man moves out from cover, especially if he's 
been in there a long time, or he's a sniper that's killed like 
eight of your enemy's soldiers, you opponent gets to make 
opportunity fire from up to 3 enemy soldiers against him. This 
works just like normal shooting (see below).

SHOOTING

To shoot, you roll 1d10. You need to roll 4+ if your target is 
within 1 foot. You need a 6+ if your target is within 2 feet. You 
need an 8+ if your target is within 3 feet. And you need a 10+ 
if your target is 4 or more feet away. This is assuming “normal 
size” army men; if you are using little 1/72nd guys, halve these 
distances. 

If you hit, the guy you shot is likely to die. He's got to roll 6+ 
on a d10. If he survives, he's just wounded, but if there's 
medics nearby, he's likely to just die anyway. Either way, 
knock him over, he's out of the game for now. 

If your guy has a machine gun, or assault rifle, he can fire full 
automatic. If he does, you get to roll 3 times, but at -2 for 
each. These attacks can be against separate targets. 

COVER

If the target has cover, the number you need to hit is 2 higher. 
A die roll of 10 or higher always hits, though. No matter what. 
Unless it's completely ridiculous. Then you can't.  If someone 
has total cover, they can't be shot at. 

AIMING

You can have a guy with a sniper rifle or similar rifle “aim” 
instead of moving. If so, he gets +2 to hit. You can only have 
one of your three guys “aim” per turn.

TANKS

Tanks blow stuff up in a pretty large radius. When a tank 
shoots, roll normally for distance, but ignore stuff like cover 
and aiming, that doesn't apply to tanks. If it hits, you can kill 
as many soldiers as you can put a finger on, with one hand. So 
if you can touch five different soldiers' heads with one hand, 
and you hit successfully, and the tank has line of sight and all 
that, then those soldiers are dead. Yes, this favors those with 
larger hands. Sorry. 

GRENADES

Grenades work like tanks, except they can be thrown a 
maximum of 1 foot. A player gets three grenades per battle 
that he can use for any of his soldiers. This is prevent grenade 
spam, and have them used only in cases when they would 
really be necessary.

MEDICS

If a guy is wounded (laying down, but then dead guys are 
laying down, too, so it's kind of hard to tell) a medic can move 
to him, and grab onto him instead of shooting. If the medic 
can pull the guy away to cover.

LEADERS

Leaders are those special guys, the ones who have a name 
written on the bottom in sharpie, as well as some black dots 
for various medals they received. The one you cheat and 
pretend he didn't actually die, and beg your big brother to 
trade in three dead army men so he can be wounded not dead.

Basically, if these guys get shot, roll a d10. On a 1 they die. 
On a 2-8 they are incapacitated and wounded (but don't forget 
about them! They are your heroes after all). On a 9-10 they are 
hurt but can keep fighting because of how tough they are. Also 
when incapacitated they can body-crawl to safety, moving one 
body length per turn. They also get a natural +1 to hit in 
combat. Or you can roll a d12 for them instead, if you have 
one of those. 

AIR STRIKE

Depending on what era these soldiers are fighting in, you 
might call in an air strike. Or artillery strike. This can only 
happen once per game per player, and you need a leader to 
give up his shooting to call it in at a position he has line of 
sight to. It works like a tank or grenade. It's up to the other 
players whether you can have air strikes. Decide at the 
beginning (though if you forget, it's fun to argue about later).


