


MEGALODRONS,  
MBC OF THE COMBINED ARMY

Having been described as Main Battle Creatures (MBC), Mega-

lodrons are, because of their large size, more common in tacti-

cal-superiority scenarios than asymmetric warfare. Notwiths-

tanding, their thick armor, their unique resistance to damage, and 

their superior destructive power make them perfect for wiping 

out enemy resistance in the area of operations as well as their 

enemies’ morale. This is why Combined Army officers like to have 

at least one Megalodron in each battle group deployed in a thea-

ter of operations.

Like the Batroid series, Megalodrons are silicon-based/car-

bon-based techno-organic hybrids produced in rapid-growth 

plantations using a monitored pseudo-intelligent substrate. Cul-

tured and assembled from enhanced elements of bioartificial 

strains specific to Batroids, Drones, and Avatars, in addition to 

their physical qualities and combat skill, these creatures possess 

a superior processing power that allows them to become a recep-

tacle for the EI itself in battle.

Although they look like a military product from a different era, 

Megalodrons were created during the Ur Hegemony’s war 

against the Iqov Factotums. This conflict unfolded around 

the planets terraformed by this civilization, where 

fearsome environmental conditions and strong 

electromagnetic storms hindered the execution 

of aero-orbital operations, favoring the use of 

gargantuan war machines. These colossal be-

hemoths were the pride of the Iqov and the 

main pillar of their military strategy, so the 

EI ordered the creation of the Megalodron 

series to prove to them its superiority at 

all levels, including those in which the Iqov 

Factotums stood out.

After the surrender of the Iqov civilization 

and its assimilation into the Ur Hegemony, the 

surviving units of the Megalodron series should 

have been decommissioned and recycled. Howe-

ver, a certain number of them were retained, since 

the psychological impact these war machines have on 

the enemy compensates in certain scenarios for the complexity 

of their deployment. A Megalodron is living proof that the EI has 

the spirit of a victor, that it will never withdraw from a fight and 

that it is capable of resisting everything that is thrown at it and 

continue to advance undaunted towards its objective, destroying 

everything that it finds in its path. And the truth is that, when 

faced with a Megalodron, any soldier, any warrior, no matter whe-

ther they are veterans, no matter how tough they think they are, 

no matter how many foes they have vanquished and how many 

times they have survived, the only thing they will be able to feel is 

fear creeping inside of them and panic howling in their ears.



After the events of the Third Offensive of Paradiso and the 

so-called Daedalus’ Fall affair, the history of the Infinity Univer-

se continues to advance through the ITS events and associated 

campaigns. These scenarios, set in the aftermath of the Third 

Offensive, reflect how just one of these gargantuan war machi-

nes of the Combined Army can have a devastating effect on the 

Paradiso front.

This mission set has been devised to showcase the destructive 

capacity of Megalodrons, the Combined Army’s Main Battle Crea-

tures, through the three different scenarios that compose it.

 ■ Leviathan Down depicts the fierce battles to seize any pie-

ce of VoodooTech and how dangerous this may become when 

there is a Megalodron willing to stop it.

 ■ Kingdom of the Beast recreates the efforts of the troops 

deployed on Paradiso to recapture and secure the territory now 

under the Combined Army’s control.

 ■ Wrath of the Colossus shows how challenging it is to per-

form a simple Search and Destroy mission when there is a larger 

and more dangerous predator lurking in the area.

All these scenarios include Special Rules that allow both players 

to take on this colossal foe, but also for a Combined Army player 

to be able to include one Megalodron in their Army List.

The Megalodron’s Game Profile adapted to Infinity’s rules is in-

cluded here. Given this miniature’s particular characteristics and 

size, its profile—although completely official—will not be valid for 

the ITS and it will not be available in Infinity Army.

Due the exceptional Special Rules, this Mission Set cannot be 

used in the ITS. However, the system used in the scenarios is the 

same as the ITS, and the number of missions perfectly allows the 

organization of an Infinity Tournament, even though it would not 

be an official one. So, don’t wait any longer, choose a side and be 

a part of the Infinity Universe history! 

MEGALODRON MISSION SET

1603.5Heavy Pistol, EXP CC Weapon2 Hyper-Rapid Magnetic Cannon, Heavy 
Flamethrower, Mine DispenserMEGALODRON Lieutenant N2

1543.5Heavy Pistol, EXP CC Weapon2 MULTI HMGs, Heavy Rocket Launcher, Heavy 
FlamethrowerMEGALODRON A2

1563.5Heavy Pistol, EXP CC Weapon2 Hyper-Rapid Magnetic Cannon, Heavy 
Flamethrower, Mine DispenserMEGALODRON A1

MEGALODRON, MBC of the Combined Army

MOV CC BS PH WIP ARM BTS STR S AVA
6-4 18 15 18 17 9 9 5 9 1

Equipment: 360˚ Visor · ECM · Multispectral Visor L1
Special Skills: CH: Mimetism · Fatality L1 · G: Mnemonica · Heavyweight · Immunity: POS · Tactical 
Awareness · Total Immunity
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CharacterISC: Megalodron, MBC of the Combined Army



Paradiso’s orbital defense systems have successfully brought 

down an Exrah Comissariat WCD armored freighter. This ship, 

which belongs to a species generally engaged in transport tas-

ks in the service of the Evolved Intelligence, has crashed into the 

planet’s thick jungles in no man’s land. In an attempt to seize the 

technological secrets of the Combined Army, the Search and Des-

troy teams deployed in the alien freighter’s impact area must eli-

minate any existing enemy opposition. However, it may be that 

what they find there is way larger and more lethal than they could 

have anticipated…

Table Configuration: A.

Special Rules: Killing, No Quarter, Master Gunner, Megalodron, HVT 

and Classified Deck Not Used, Narrative Mode.

MISSION OBJECTIVES

MAIN OBJECTIVES

 ■ To Kill between 100 and 200 enemy Army Points (1 Objec-

tive Point).

 ■ To Kill between 201 and 300 enemy Army Points (2 Objec-

tive Points).

 ■ To Kill more than 300 enemy Army Points (3 Objective 

Points).

 ■ If you have between 201 and 300 surviving Army Points (1 

Objective Point).

 ■ If you have more than 300 surviving Army Points (3 Objec-

tive Points).

 ■ To Kill the Megalodron (3 Objective Points).

 ■ To Kill the enemy Master Gunner (1 Objective Point).

CLASSIFIED

There are no Classified Objectives.

FORCES
Side A: 350 points.

Side B: 350 points.

DEPLOYMENT

Both players will deploy on opposite sides of the game table, in a 

Deployment Zone 16 inches deep.

SCENARIO SPECIAL RULES

GAME TABLE SIZE

48 x 48 inches.

KILLING

A trooper is considered Killed when he enters 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 will be considered to be Killed by the adver-

sary.

NO QUARTER

In this scenario, Retreat! rules are not applied.

MEGALODRON

Before the Deployment Phase, place the Megalodron on the cen-

ter of the game table.

The Megalodron is a reactive trooper that considers both players 

its enemies, so it reacts to all troopers by declaring a BS Attack 

ARO whenever possible. The Reactive Player always rolls for Me-

galodron, applying the Megalodron A2 troop option included in this 

Mission Set.

In this scenario, the Megalodron, as a reactive model, doesn’t 

apply the Immunity: Possessed (POS) state Special Skill. 

LEVIATHAN DOWN 



MASTER GUNNER

At the end of the Deployment Phase, players must declare which 

troop from their Army List is their Master Gunner. The trooper 

chosen must be always one of the models deployed on the game 

table. Players are not allowed to choose troopers in Hidden De-

ployment or in Marker state. This trooper must always be on the 

game table as a model and not as a Marker (Camouflaged, TO, 

Holoecho…). Also, Irregular troops and those whose Troop Type is 

REM are not eligible to be Master Gunners.

The Master Gunner is identified with a Player A or B Marker. 

HVT AND CLASSIFIED DECK NOT USED

In this scenario, the HVT model and Secure HVT rules are not 

applied. Players will not deploy the HVT model on the game table 

and they will not use the Classified Deck in this scenario.

END OF THE MISSION

This scenario has a limited time frame, so it will automatically fini-

sh at the end of the third Game Round.

NARRATIVE MODE
This scenario can be played in Narrative Mode, reflecting 
some events of the recent history of the Infinity Universe. 

The Combined Army troops who have survived the downing of an 

Exrah Comissariat armored freighter into the jungles of Paradiso 

will now have to face the enemy combat forces sent to finish the 

job. Luckily for them, and unfortunately for their enemies, one of 

the few Megalodrons deployed on Paradiso was also aboard the 

crashed spaceship. This is a crucial factor that nobody expected, 

and it will reverse the roles of hunter and prey in the bloodiest 

possible way.

NARRATIVE MODE. SCENARIO SPECIAL RULES 

In Narrative Mode, the Megalodron rule is cancelled, as well as its 

associated Main Objective. Additionally, achieving the Main Objec-

tive “Eliminate the enemy Master Gunner” will provide 4 Objecti-

ve Points.

 ■ Side A. In Narrative Mode, Side A will always be a generic or 

Sectorial Combined Army force.

 ■ Forces: 200 points + 1 Megalodron A2 or Lieutenant L2 

(without applying Cost or SWC).

 ■ Side B. In Narrative Mode, Side B will always be any Infinity 

generic army or Sectorial army. 

 ■ Forces: 350 points + 1 extra SWC point.

LEVIATHAN DOWN 



After the disaster of the Third Offensive, recapturing lost terri-

tory has become a strategic priority for the Paradiso Coordinated 

Command forces. However, this is not as simple as it sounds, es-

pecially when a Megalodron is guarding the occupied territories.

Table Configuration: A.

Special Rules: Quadrants (ZO), Dominate ZO, Megalodron, Master 

Gunner, Dominant Master Gunner, Killing, HVT and Classified Deck 

Not Used, Narrative Mode.

MISSION OBJECTIVES

MAIN OBJECTIVES

 ■ Dominate the same number of Quadrants as the adversary 

at the end of each Game Round (1 Objective Point, but only if at 

least 1 Quadrant is Dominated by the player).

 ■ Dominate more Quadrants than the adversary at the end of 

each Game Round (2 Objective Points).

 ■ Have your Dominant Master Gunner in a Dominated Qua-

drant at the end of each Game Round (1 Objective Point).

 ■ To Kill the Megalodron (1 Objective Point).

CLASSIFIED

There are no Classified Objectives.

FORCES
Side A: 300 points.

Side B: 300 points.

DEPLOYMENT

Both players will deploy on opposite sides of the game table, in a 

Deployment Zone 16 inches deep.

SCENARIO SPECIAL RULES

GAME TABLE SIZE

48 x 48 inches.

QUADRANTS (ZO)

At the end of each Game Round, but not before, the table is divi-

ded into four areas as seen on the map. Each player then checks 

how many Quadrants he is dominating and counts their Objective 

Points.

In this scenario each Quadrant is considered a Zone of Operations 

(ZO).

DOMINATE ZO

A Zone of Operations (ZO) is considered Dominated by a player 

if he has more Army Points than the adversary inside the area. 

Only troops represented by miniatures or Markers (Camouflage, 

Spawn-Embryo, Seed-Embryo…) count, as well as AI Beacons, 

Proxies and G: Servant Troops. Troops in a Null state do not count. 

Markers representing weapons or pieces of equipment (like Mines 

or Deployable Repeaters), fake Holoechoes, and any Marker that 

does not represent a trooper does not count either.

A trooper is inside a Zone of Operations when more than half the 

trooper’s base is inside that ZO. 

SHASVASTII 

Troops possessing the Shasvastii Special Skill that are inside a 

Zone of Operations count while they are in the Spawn-Embryo 

state or any non-Null state.

BAGGAGE

Troops possessing the Baggage piece of Equipment that are insi-

de a Zone of Operations and any non-Null state also count, provi-

ding the extra Army Points this piece of Equipment grants.

KINGDOM OF THE BEAST



MEGALODRON

Before the Deployment Phase, place the Megalodron on the cen-

ter of the game table.

The Megalodron is a reactive trooper that considers both players 

its enemies, so it reacts to all troopers by declaring a BS Attack 

ARO whenever possible. The Reactive Player always rolls for Me-

galodron, applying the Megalodron A2 troop option included in this 

Mission Set.

In this scenario, the Megalodron, as a reactive model, doesn’t 

apply the Immunity: Possessed (POS) state Special Skill. 

MASTER GUNNER

At the end of the Deployment Phase, players must declare which 

troop from their Army List is their Master Gunner. The trooper 

chosen must be always one of the models deployed on the game 

table. Players are not allowed to choose troopers in Hidden De-

ployment or in Marker state. This trooper must always be on the 

game table as a model and not as a Marker (Camouflaged, TO, 

Holoecho…). Also, Irregular troops and those whose Troop Type is 

REM are not eligible to be Master Gunners.

The Master Gunner is identified with a Player A or B Marker. 

DOMINANT MASTER GUNNER 

Players who have their Master Gunner in any non-Null state in a 

Dominated Quadrant gain a maximum of 1 extra Objective Point 

when checking the Dominate Quadrants main objective at the end 

of each Game Round.

KILLING

A trooper is considered Killed when he enters 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 will be considered to be Killed by the adversary.

HVT AND CLASSIFIED DECK NOT USED

In this scenario, the HVT model and Secure HVT rules are not 

applied. Players will not deploy the HVT model on the game table 

and they will not use the Classified Deck in this scenario.

END OF THE MISSION

This scenario has a limited time frame, so it will automatically fin-

ish at the end of the third Game Round.

NARRATIVE MODE
This scenario can be played in Narrative Mode, reflecting 
some events of the recent history of the Infinity Universe. 

The Coordinated Command will launch a counterstrike to recaptu-

re the territory lost during the Paradiso Third Offensive. To pre-

vent this, the Evolved Intelligence has deployed one of its dreadful 

Megalodrons and a taskforce to prove to the humans how dange-

rous it is to tread the kingdom of the beast.

NARRATIVE MODE. SCENARIO SPECIAL RULES 

In Narrative Mode, the Megalodron rule is cancelled, as well as its 

associated Main Objective. Additionally, achieving the new Main 

Objective “To Kill the enemy Master Gunner” will provide 1 Objec-

tive Point.

 ■ Side A. In Narrative Mode, Side A will always be a generic or 

Sectorial Combined Army force.

 ■ Forces: 200 points + 1 Megalodron A2 or Lieutenant L2 

(without applying Cost or SWC).

 ■ Side B. In Narrative Mode, Side B will always be any Infinity 

generic army or Sectorial army. 

 ■ Forces: 350 points + 1 extra SWC point.

KINGDOM OF THE BEAST



It’s no accident that Paradiso is called the “Emerald Hell.” Here, a 

simple Search and Destroy mission, an “in and out” operation, can 

go terribly wrong just from a Megalodron showing up. Just one of 

these colossal Main Battle Creatures of the Combined Army can 

make the green color of the jungles of Paradiso turn crimson with 

blood.

Table Configuration: A.

Special Rules: Reinforced Tactical Link, Megalodron, Master Gun-

ner, Designated Target, Killing, Classified Deck Not Used, Narrati-

ve Mode.

MISSION OBJECTIVES

MAIN OBJECTIVES

 ■ To kill more Army Points than the adversary (2 Objective 

Points).

 ■ To kill the same amount of Lieutenants as the adversary 

(1 Objective Point, but only if at least 1 Lieutenant is killed by the 

player).

 ■ To kill more Lieutenants than the adversary (3 Objective 

Points).

 ■ To kill the Designated Target (1 Objective Point).

 ■ To kill the Designated Target with your Master Gunner (2 

extra Objective Points).

 ■ To kill the Megalodron (2 Objective Points).

CLASSIFIED

There are no Classified Objectives.

FORCES
Side A: 300 points.

Side B: 300 points.

DEPLOYMENT

Both players deploy on opposite sides of the game table, in a De-

ployment Zone 16 inches deep.

SCENARIO SPECIAL RULES

GAME TABLE SIZE

48 x 48 inches.

REINFORCED TACTICAL LINK

In this scenario the Loss of Lieutenant rule does not apply.

In this mission, the identity of the Lieutenant is always Public In-

formation. The player must indicate which Marker is the Lieute-

nant if it is in a Marker state (Camouflaged, TO Camouflaged...) or 

which Markers are the Lieutenant in the case of a Holoprojector.

The Lieutenant must be placed on the game table at the beginning 

of the first Game Round, either as a model or as a Marker. Players 

may not deploy their Lieutenants in the Hidden Deployment state.

If the player lacks a Lieutenant during the Tactical Phase of their 

Active Turn because this trooper was not deployed or because 

it is in an Isolated or a Null state (Unconscious, Dead, Sepsitori-

zed…), then the player must name a new Lieutenant, without Or-

der expenditure. The identity of this new Lieutenant is also Public 

Information. It is compulsory such Lieutenant be a model or a Mar-

ker placed on the game table.

MEGALODRON

Before the Deployment Phase, place the Megalodron on the cen-

ter of the game table.

The Megalodron is a reactive trooper that considers both players 

its enemies, so it reacts to all troopers by declaring a BS Attack 

ARO whenever possible. The Reactive Player always rolls for Me-

galodron, applying the Megalodron A2 troop option included in this 

Mission Set.

In this scenario, the Megalodron, as a reactive model, doesn’t 

apply the Immunity: Possessed (POS) state Special Skill. 

WRATH OF THE COLOSSUS



MASTER GUNNER

At the end of the Deployment Phase, players must declare which 

troop from their Army List is their Master Gunner. The trooper 

chosen must be always one of the models deployed on the game 

table. Players are not allowed to choose troopers in Hidden De-

ployment or in Marker state. This trooper must always be on the 

game table as a model and not as a Marker (Camouflaged, TO, 

Holoecho…). Also, Irregular troops and those whose Troop Type is 

REM are not eligible to be Master Gunners.

The Master Gunner is identified with a Player A or B Marker. 

DESIGNATED TARGET

In this scenario, the enemy HVT is considered an enemy trooper 

instead of a Neutral Civilian so, it can be targeted by Attacks. Ki-

lling the enemy HVT does not cause loss of the game nor gives 

compensatory Objective Points to the adversary. 

HVTs will be reactive and hostile, reacting to any Order performed 

by an enemy active trooper in LoF or ZC. 

KILLING

A trooper is considered Killed when he enters 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 will be considered to be Killed by the adversary.

NO QUARTER

In this scenario, Retreat! rules are not applied.

 Players will not use the Classified Deck in this scenario.

END OF THE MISSION

This scenario has a limited time frame, so it will automatically fini-

sh at the end of the third Game Round.

NARRATIVE MODE
This scenario can be played in Narrative Mode, reflecting 
some events of the recent history of the Infinity Universe. 

Anyone who has seen a Megalodron in combat knows why they 

are called doomsday creatures. These gargantuan beasts are 

perfectly capable of unleashing the apocalypse on anyone who 

dares to challenge the EI and ignite their wrath.

NARRATIVE MODE. SCENARIO SPECIAL RULES 

In Narrative Mode, the Megalodron rule is cancelled, as well as its 

associated Main Objective. Additionally, achieving the new Main 

Objective “To Kill the enemy Master Gunner” will provide 2 Objec-

tive Points.

 ■ Side A. In Narrative Mode, Side A will always be a generic or 

Sectorial Combined Army force.

 ■ Forces: 200 points + 1 Megalodron A2 or Lieutenant L2 

(without applying Cost or SWC).

 ■ Side B. In Narrative Mode, Side B will always be any Infinity 

generic army or Sectorial army. 

 ■ Forces: 350 points + 1 extra SWC point.

WRATH OF THE COLOSSUS
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