
 
 

This is a Tactical Level Science Fiction Infantry Battle Scenario by RRB Minis © 2022 for the game Fictioneers: Legacy.  A copy of the rules will be needed in order 
to properly play this scenario including defining the tactical organizations called for here.  Terra standard colors are used on the scenario map to aid in 

understanding the terrain called for.  It does not specify the correct item colors for the scenario location.  Feel free to use whatever color scheme table covering and 
terrain you prefer.  To ask questions or to find more information about (and links to) the rules, other scenarios, and miniatures visit rrbminis.com. 

 

Scenario 14:  Battle at Corrotick Grove 
 

This scenario is intended to introduce the concept of Changing Weather and special Alien Flora effects.  It is specifically written for 
a known battle between the Sitan Apes and the Eeeks on the Eeek homeworld of EKS-3 (but it can be played anywhere using any 
factions).  The battle happen at some point of time between an alien freighter crashing into the tiny EKS sun and the mass exodus 
of the Eeeks from their homeworld. 
 

Setup 
 

For 2 players. 
 

Units used should be limited to an 
HQ squad per side (or similar forces 
w/o heavy vehicles). 
 

Battlefield Map (12” Grid) 
 

Items listed on the map are typical 
terrain as listed in the rules except 
for the Grove (see Special Conditions). 
 

Due to the approaching Eeeks, the 
Ape squad deploys in either square 
marked with “*”.  The Eeek squad 
then enters the battlefield from either 
corner marked with “**” (no fire 
option allowed).  This counts as turns 
1 and 2. Normal move/fire options 
begin on turn 3 going to the Apes. 
 

Special Conditions 
 

As the planet is dying, the weather changes rapidly and without warning.  The game begins with Normal conditions on turn 1.  A 
die is rolled after each player’s turn consulting the following list:  1-6 Normal, 7-8 Dark, 9-10, Heat 11-12 Cold, 13 Fog (use Smoke 
modifiers), 14 Heavy Snow (everywhere is Rough Going and no one can fly), 15+Torrential Rain (use Woods modifiers and no one 
can fly).  After each turn of the same condition, a cumulative +1 is applied to the next weather die roll.  After a weather change, this 
goes back to +0. 
 

Corrotick Grove has some peculiar alien flora.  “Corrotick” is the best approximation that most races can make for the sound that 
the Eeeks make when approaching near the grove plants.  The Eeeks will not voluntarily approach within 6” of any of the six grove 
flora plants (they know what the plants do).  The Apes have heard this rumor and may wish to use this area to avoid close melee 
combat with the Eeeks.  Any figure within 6” will have a -2 moral modifier.  The plant emit a fear inducing pollen that is subtle at 
first for most races.  Then any boost in adrenaline ramps the fear level into overdrive. 
 

Objectives 
 

The Sitan Apes are simply mercenaries.  The Eeeks are on their dying home world. 

• 1 Victory Point:  If the Apes are subject to at least one -1 moral check due to alien plants, they learn what the plants do.  If 
they then spend one turn or more adjacent to a plant, they recover enough material to be very valuable. 

• 1 Victory Point:  The Eeeks are trying to determine whose starship wrecked into their tiny sun.  If they kill/capture the Ape 
Platoon Leader and have access to the body for one turn or more, they will gain information regarding who hired them. 

• 1 Victory Point:  If either side kills over half of the enemy troops. 

• 2 Victory Points:  EKS-3's sole spaceport is located in an ancient caldera only accessible through Corrotick Grove.  If the 
Apes are driven from the area (i.e. they concede defeat), greater numbers of Eeeks can be sent off world to safety giving the 
points to the Eeeks.  If the Eeeks are driven from the area they will need more time to regroup and attack again, and the Apes 
will get paid a bonus by their employer giving the points to the Apes. 


