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BACKGROUND 

Future wars are waged with huge humanoid machines 
known as giants. Human pilots are encased in neuro-
conductive capsules behind layers of armor plating, their 
senses and nerve impulses merged with the artificial sys-
tems of the giants they control. 

Giant is a game designed to be played with nothing more 
than paper, pencils, and dice. However, the rules are easily 
adaptable to the use of miniatures on a large hex map. 

Requirements: You will need a battle map, two record 
sheets, and a copy of these rules. Each player will also need a 
pencil, eraser, and two 6-sided dice. 

Overview: Opposing sides engage in battle with up to three 
giants to a side. Play occurs in rounds, with the objective to 
destroy opposing giants or drive them off the battlefield. All 
dice rolls are 2d6. Players keep track of the action by mark-
ing the battle map and their record sheet. 

HOW TO PLAY 

1. Set up the battle map. Players may agree upon a premade 
map or take turns drawing terrain. Once the map is ready, 
each player rolls and the high roll chooses their side of the 
map. 

2. Choose the giants you will send into battle, arm them 
with weapons, and record their stats on your record sheet. 
Players should agree on the number of giants to field, or 
decide randomly. Each giant will have an ID composed of 
its type number or letter and a unique number, with one 
side using the numbers 1-3 and the other side using 4-6. 

3. The battle unfolds in rounds. Each round has four phas-
es: Initiative,  Movement, Shooting, and Assault. During 
each phase both players have a chance to take actions. The 
game continues until one side’s giants are destroyed or have 
fled off the battle map. 

GAME MATERIALS 

At the conclusion of the rules you will find a visual refer-
ence sheet, record sheets, a blank battle map, and eight 
ready to use battle maps. 

The game is played on a 38x31 hex grid with vertical orien-
tation. Each player has a 31 hex side where their giants enter 
play. Different terrain creates unique strategic situations 
and tactical opportunities. 

TERRAIN 

Clear: Flat unobstructed terrain. Clear terrain is the default 
hex type and is unmarked. 

Forest: Flat terrain covered with trees. Draw forests with a 
squiggly line resembling vegetation. 

Ruins: Flat terrain covered with derelict buildings or an-
cient ruins. Draw ruins with a double straight line. 

Hills: A sloped rise. Draw hills with a single straight line. 

Craters: A sloped depression. Draw craters with a single 
dashed line. 

Scrud: Difficult terrain such a mud, dried lava fields, or 
heaps of slag and scrap metal. Draw scrud with y-shaped 
marks at the intersections of all affected hexes. 

Water: Shallow and deep bodies of water. Draw water with 
a single curved line and a curved dashed line inside it. Any 
water hex without a shore line is deep water. Outline deep 
water with another curvy dashed line. 

Spires: Towering cliff faced rock formations. Draw spires 
with a triple lines extending into the interior of the hexes. 

Chasms: Deep gorges with sheer drop-offs. Draw chasms 
with a single straight line and a shaded interior. 

 

The power ... I can feel 
the power in my hands! 

 
– Pilot Recruit 
First Neurosync 

G I A N T 
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GIANTS 

Giants are divided into the three classes: the standard Giant 
class, the heavy Titan class, and the super-heavy Dread-
naught class. Unit point cost (UPc) is used to balance op-
posing forces. Giants are defined by their type (TY), armor 
rating (AR), movement points (MV) for walking/running, 
assault bonus (AB), weapon points (WP), and heat thresh-
old (HT). Each giant’s stats should be recorded on the rec-
ord sheet. 

GIA NT CL AS S  

Chassis: Standard 
UP Cost: 1 

TY AR MV AB WP HT 

1 1 8/12 +3 5 10 

2 1 8/12 +2 6 10 

3 1 8/12 +1 7 10 

4 2 6/9 +3 5 10 

5 2 6/9 +2 6 10 

6 2 6/9 +1 7 10 

7 3 4/6 +3 5 10 

8 3 4/6 +2 6 10 

9 3 4/6 +1 7 10 

TITA N CL AS S  

Chassis: Heavy 
UP Cost: 2 

TY AR MV AB WP HT 

A 4 6/9 +4 8 15 

B 4 6/9 +3 9 15 

C 4 6/9 +2 10 15 

 

DR EA DNAU GHT CL AS S 

Chassis: Super-heavy 
UP Cost: 3 

TY AR MV AB WP HT 

D 5 4/6 +5 11 20 

E 5 4/6 +4 12 20 

F 5 4/6 +3 13 20 

WEAPONS 

There are three classes of weapons: missiles (M), lasers (L), 
and guns (G). Each class of weapon has a small, medium, 
and large version. Weapon type (TY) indicates a weapon’s 
class and damage dealt. Ammunition/heat (A/H) indicates 
ammunition stores or heat buildup. Weapon point cost 
(WPc) indicates how many weapon points must be used to 
mount the weapon. Only missiles can be mounted on the 
torso. Standard Giants can only mount small weapons on 
the head. Titans and Dreadnaughts can mount medium 
weapons on the head. Record weapon stats and locations on 
the record sheet. 

MISSILES TY A/H WPc 

 M1 A2 1 

 M2 A2 2 

 M3 A2 3 

 

GUNS TY A/H WPc 

 G1 A8 1 

 G3 A6 2 

 G5 A4 3 

 

LASERS TY A/H WPc 

 L2 H1 1 

 L4 H2 2 

 L6 H3 3 

 

I'd rather be 
in a Giant 
than in my 
own skin. 
 
– T4 Pilot 
Alpha Force 
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SCENARIOS 

The number of unit points (UP) per side and giant classes 
allowed for a game can be randomly decided. 

ROLL UP CLASSES 

2 3 Any 

3 3 Giant/Titan 

4 3 Giant 

5 1 Giant 

6 2 Giant 

7 2 Giant/Titan 

8 2 Titan 

9 1 Giant 

10 3 Giant 

11 3 Dreadnaught 

12 3 Any 

INITIATIVE 

Each side rolls for initiative. The high roll wins initiative 
and will move last and shoot/assault first. 

MOVEMENT 

Low initiative moves first. In the first round, giants must 
enter play by walking or running onto the map from any-
where on their side’s edge. During each movement phase 
thereafter, giants may stand still, walk, or run. 

Giants who walk or run can use up to their walk or run 
movement points to move into hexes of varying terrain. 
While running a giant can only turn one hex face per hex 
moved. Impassable terrain cannot be entered. 

TERRAIN MV POINTS / HEX 

Clear 1 

Forest 2 

Ruins 2 

Elevation 2 

Scrud 3 

Water 3 

Deep Water Impassable 

Spires Impassable 

Chasms Impassable 

Walking is marked on the map with a dotted line. Running 
is marked with a solid line. A small arrow indicates direc-
tion. Giants cannot occupy the same hex as another giant 
but they may pass through during movement. 

Write the giant’s ID on the hex where it ends up. A giant 
that stands still is marked by circling its ID. If a giant stands 
in a hex more than one round, it should be marked with 
another concentric circle each movement phase. 

◆ Running causes 2 points of heat buildup, which 
must be tracked on the record sheet. Walking or 
standing still dissipates 2 points of heat. 

SHOOTING 

High initiative shoots first. Select a weapon and a target. 
Calculate the To Hit # needed by adding situational modifi-
ers to a base of 4. If the To Hit # is greater than 12 the shot 
would automatically miss and need not be made. 

Roll for each weapon fired. If the result is equal or greater 
than the To Hit #, the shot hits and deals damage according 
to weapon type. Fire as many weapons at as many different 
targets as you want, but each weapon may only be fired 
once per round. 
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LINE OF SIGHT 

Line of sight (LOS) is important when determining the 
chances of shooting a target. To determine LOS draw an 
imaginary line between the center of your hex and the cen-
ter of the target hex. Anything falling on that line may block 
LOS, such as a hill, a forest, or ruins, according to the fol-
lowing rules. 

Forests: More than 4 forest hexes between giants blocks LOS. 

Ruins: More than 2 ruins hexes between giants blocks LOS. 

Hills: Any rise in elevation between giants blocks LOS. 

Craters: Any crater blocks LOS when one giant is in the 
crater, unless the other giant is in the same crater or on the 
top edge. 

Spires: Any spires between giants blocks LOS. 

MISSILES 

Missiles do not require LOS although lacking it will de-
crease chances for a hit. Missiles automatically miss if 
launched less than 10 hexes away due to limitations in the 
guidance, targeting, and arming systems. 

◆ Missiles use 1 unit of ammunition when launched, 
which must be tracked on the record sheet. Once 
all ammunition is spent, a missile cannot launch. 

To calculate a To Hit # when shooting a missile, start with a 
base of 4 and add the following modifiers as they apply. 

Line of Sight: Add +2 if LOS is blocked. 

Target Speed: Add a modifier for the number of hexes the 
target moved that round. 

HEXES MODIFIER 

3-4 +1 

5-6 +2 

7-9 +3 

10+ +4 

Forest: Add +2 if the target is in a forest hex. 

Ruins: Add +3 if the target is in a ruins hex. 

 

GUNS & LASERS 

Guns & Lasers require LOS and automatically miss if fired 
with no LOS. Guns & Lasers lose accuracy when fired at 
ranges beyond 10 hexes away. 

◆ Guns use 1 unit of ammunition when fired, which 
must be tracked on the record sheet. Once all am-
munition is spent, a gun cannot fire. 

◆ Lasers cause 1-3 points of heat buildup, which 
must be tracked on the record sheet. 

To calculate a To Hit # when shooting a gun or laser, start 
with a base of 4 and add the following modifiers as they 
apply. 

Range: Add +1 per hex greater than 10 hexes to target. 

Movement: Add +1 if your giant walked this round; add +2 
if your giant ran this round. 

Target Speed: Add a modifier for the number of hexes the 
target moved that round. 

HEXES MODIFIER 

3-4 +1 

5-6 +2 

7-9 +3 

10+ +4 

Forest: Add +1 per forest hex between your giant and the 
target. Add +1 if the target is in a forest hex. 

Ruins: Add +2 per ruins hex between your giant and the 
target. Add +3 if the target is in a ruins hex. 

  

That was the best day of my 
life. Two Titans ... and we 
had just conquered a world! 
 
– TC Pilot 
The Taigar Offensive 
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ASSAULT 

High initiative assaults first. Giants must be in adjacent 
hexes to assault. To launch an assault a giant must be on 
equal or higher elevation. 

Assault melees are resolved by contested rolls. Each side 
adds their assault bonus to their roll, as well as -3 for each 
destroyed limb. Highest result wins and deals damage equal 
to their assault bonus. 

Once an assault is declared, this process is immediately re-
peated until one giant is destroyed. 

◆ Each assault roll causes 1 point of heat buildup, 
which must be tracked on the record sheet. 

MULTIPL E ASSAULT S  

When multiple giants are in assault range of each other, 
each assault is declared and resolved separately. However, 
attacking and defending giants receive a +1 to their assault 
bonus for each ally adjacent to the defender’s hex, at equal 
or higher elevation, and not adjacent to any opposing giant 
other than the attacking or defending giant. 

Any giant may be a defender or ally multiple times during 
the assault phase, but each giant may only initiate one as-
sault per round. 

DAMAGE 

Whenever you deal damage, by shooting or assault, roll to 
determine the hit location. 

ROLL HIT LOCATION 

2 Torso 

3-5 Right Arm 

6 Right Leg 

7 Torso 

8 Left Leg 

9-11 Left Arm 

12 Head 

Damage is tracked on the record sheet. Mark damage to 
your giant in a hex corresponding to the hit location. When 
damage equals the giant’s armor rating in any hex, that hex 
is full. When both hexes of a limb are full, the limb is de-
stroyed. When the head hex, or both torso hexes are full, the 
giant is destroyed. Damage to already destroyed limbs is 
applied to the torso. 

Any weapon mounted on a destroyed arm is unusable. A 
giant with one destroyed leg can move 1 hex/round, build-
ing heat as if running. A giant with two destroyed legs can-
not move. If a giant cannot move, has no operable weapons, 
and no allies left, it is captured and counts as destroyed 
when scoring. 

  

A Dreadnaught charged out of 
the ruins. The flash from 
his guns lit up the night. 
Jackson was caught in the 
scrud, cut up by lasers. And 
Tanaka ... that thing just 
tore Tanaka limb from limb. 
 
– T7 Pilot 
Incident at Abaraca 
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HEAT 

As war machines, giants are designed to be pushed to their 
limits. The reactor that powers a giant’s artificial muscles 
and laser weapons produces incredible amounts of energy 
on demand, but excess heat can be a problem. 

Heat buildup is tracked on the record sheet when a giant 
runs, fires lasers, or assaults. If a giant reaches its heat 
threshold, a governor engages, slowing the giant to a walk 
and barring all laser fire or assault actions until heat has 
dissipated enough to allow for further buildup. 

◆ Running adds 2 heat points. Shooting a laser adds 
1-3 heat points as listed in the A/H column of the 
weapons table. Each assault roll adds 1 heat point. 

◆ Whenever a giant walks or stands still, 2 heat 
points are removed. If the giant is also in a water 
hex, 4 heat points are removed, as the giant sucks 
up water to use for cooling. 

Running Hot: The heat governor can be bypassed to allow 
further heat buildup if you choose to exceed the limit. How-
ever, after any action that adds heat points above the 
threshold, you must make a saving throw to avoid a cata-
strophic shutdown. The To Save # is 4 plus the total number 
of heat points beyond threshold. If the result is equal or 
greater than the To Save #, the heat remains above thresh-
old and the reactor continues to operate. If the result is less 
than the To Save # the reactor explodes and the giant is de-
stroyed. 

Any giant engaged in an assault with a giant that explodes 
suffers damage equal to one-half the heat threshold of the 
exploding giant, rounded up. Roll for hit location and apply 
damage as usual. 

 

SCORING 

The objective of the game is to destroy your opponent’s 
giants, or drive them off the battlefield. For each giant de-
stroyed or off the map, you win victory points (VP). The 
side with the most victory points wins the game. 

CLASS DESTROYED (VP) FLED (VP) 

Giant 1 ½ 

Titan 2 1 

Dreadnaught 3 1½ 

Draws: If no attacks are made for 6 rounds, the battle is 
concluded and no VP are awarded for any giants remaining. 

Match Play: A series of games played until one side reaches 
6 victory points and wins the match. 

Campaign Play: A series of games played with a fixed start-
ing pool of unit points, such as 20 UP/side. Victorious gi-
ants can be re-fielded at no cost. Giants that flee the battle-
field and any captured giants may be repaired and re-fielded 
for one-half UP cost, rounded up. 

I don't know who I am any-
more. My tiny hands are numb 
... but when I close my eyes, 
I still see the landscape 
pass beneath my giant feet. 
 
– Veteran of the Terran Wars 
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