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Chronicles and as such will present a limitless selection of 
options for YOU to enjoy. mbat K I ~  BUM need b pla(l7 

Once you have decided upon your army, it will be time to 
select the troops that you will lead into battle. Ultimate Warzone 
{UWZ) isn't a game that relies on the strengths of only one 
model, but rather the abilities of a diverse collection of soldiers 
all working towards a common goal. The unique synergy that 
you create among your soldiers will be the key to your victory 
on the battlefield. You will populate your army with Squads of 
warriors, soldiers trained in all manner of weaponry from swords 
to machineguns. You will command mortars or even mighty 
war machines, powerful Units that will rain death down upon 
their enemies in great volleys. In addition, Individuals, like 
Captains or fearsome monsters, will lead them. Whatever the 
case, you will create a diverse army with which to recreate the 
titanic struggles of humanity in the dark retro future of the Mutant 
Chron r do this. populate es with 
miniat1 models av rn Excelsi inment. 

~dels will your owr waging 
waran" WIII uc selected for ~ U U I  rastes. Once ~ I J U  1 1 - v ~  chosen 
your soldiers you will need to paint them. A well-painted a n y  
will bring your games to life and seize your imagination with the 
various battles you will recreate. There are many resources to 
help you learn how to paint your miniatures an mmend 
that you practice and try new techniques- the r well be 
worlh it. 

You will need a few things to begin your epic journey into 
the realms of the Mutant Chronicles"'. Most Important is this 
rulebook (so you are half way there already), some UWZ 
miniatures from the extensive Mutant Chronicles: Warzone" h e ,  
Squad Unit Cards (which come with each model), a twenty- 
sided die, a ruler or measuring tape, and a pen. In addition to 
these items, you may need some of the counters and templates 
found h the back of this book. 

Next, you will also need a place to engage your armies In 
battle. This can be an inspiring custom war game table that you 
have spent a great amount of time creating, or it can be as 
simple as a dlning room table or a stretch of noor. The sight of 
a well-designed table however, with your armies spread out 
before you will do wonders to fire the imaginations and invigorate 
your game play. There are numerous resources for how to create 
battlefields and just as many manufactured resources to draw 
upon. Excelsior also makes a line of battlefield accessories that 
can be u 1 character to your games. 

Ya I be able to find Excelsior Entertainment 
miniature :nty-sided djce at any well-stocked hobby or 
game store. If you have any problems obtarning your miniatures, 
please feel free to contact Excslsior E n t e r t a ~ n n - e n t  directly. The 
contact information is at the front of this book. 
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UWZ is a game that brings players deep [nto the action 
of tabletop battle. Warzone's unique design and game play, 
combined with the rich depth of the Mutant Chronicles'" universe, 
provide a truly exciting gaming experience: a game which flows 
smoothly and is unrivaled in its flexibility and the rich hlstory of 
the troops who I command. 

U W  has and detailed rules system. 
These rules are extensive but are quite simple to learn Tqtn 

yo111 l i l l l ~  as YUU l e a d  tlle~e rules and digest them one s 
time. The depth of your options with each army will evol 
time, as will the unique conibinations of troops you will as 

r +-m, 

I $. I - 

Obviously you can't recreate the epic struggles d the 
Universe Under Siege without soldier; to fight for you. The 
beauty of this game IS the flexibility of its desicn, meaning that 
yoti can start playing Ultirnale Warzonem w~th as little as 7 
models, though we are sure this will only be the beginning. The 
engine or mechanic that controls this game is versatile enough 
to allow you to enjoy dynamic and fast-paced battles w~!h 
anywhere from a few models ta hundreds. I t  will grow with you! 
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- ;C We m a ~ S y m q  is G& virulktt M tht mkts afT& th nrmrt drestic watnrm~' 

r+L y . 4 k t m  Van W e n ,  Ingmsso~ Fh! &'rectorate 
: :vt, '\ 

Fro- . 
, . S o h r S y s t m  our home, Lgs teeteredon tf ic  6n'mkof chaos since w e f i ~ g  set fmt 0 8 t h  won'd 

+. 1 ',+. , four birth. From the antagoaide s te f i r  aspirations o f  the ~ f f V m t u l y ,  to the sahotqtcMen eflorts . - 
of the 2Pd ce~t tuy ,  we h v e  enr6racedconinI in spite of our b$ty ideaSs. Since t h a t f i t  time w e  

, - .  
!Earth, the human race has witnessedmany marueG andadvancedto tlnptprecedentcdk2;4htsI ljut afithese 

. > - 2. owere paid for wi th  a tithe of 6lbod. Few, from Wars' Skakandan-d iuds, to the steaming j~iltghs of 
Venus, cinhnt cnvficts .r;parkmer y recio71s sutistances that pr~rride andprolong fife. Within the huge 

caverns ?ft  fie %ercunkn imderwor@s, to  the cfiuteredJruntkrs qF theJstrrroid@efi, pitcliedbat ths arefortgli tf'r 60th resources 
~ttzdhnd; Sfirnlshesjor posit ion nnif con t rolrage in thr coUemptiness of the Wmd a d  the ;eua.rln~edremnins cf Earth, renamed 
Bar( Edert hy those who since a6andonedit, again seejmcc$glE ting. 

flronghau t t h ~  iiirlinhif ed wdds of arcr S o b  System, t hefi7~e p o t  %eguco'p~mtions ma@ cwert , und sdmctimes, o p  
war on o m  nnother. Euch strivefor the domnlat ion o f  resources adpro3 t ,  unconcmcdof the dest nlct ion ~ l ; e ~ f  cardst nndulzcanq 
about tht f i l i ~ s  t h y  destray, 5% Teaders of the Brotherhood, the spirituafprotectors af hurnani~, .reek t o  hnrh theiesc wamng 
%'egncotporafior~s, white simul' tanww~ preparfizg the forces of mnntind to  repel the creqind rDarifness, art enemy that most 
beheye Cfirga(yf;ctionaf. 

m ~ r e  L nopence &re anymore; instead: on4 a tenuous Gahnce ofpower-a Gahnce Goth threnteadandmamtairwdin the 
Warzones o f t h ~  SahrSjstern. 

Wlierc once there were natiimr dimXed6~geagrapfiy, now there rare onCy ~egaco~orations-~~antic,~scaltit nns I;esttrXng 
the ~uodds of humanity, betiding a r t o  their desires- In thk co~ora te  system, tfu Negrrc~orutwns manufacture maythiry, f jnm 

foodsttiffs tafireams, andthcir wor@orces ure  turnb be red in the tens of 6iRims. 5% Ee an empToToycr! of LI %egacorporarEora is i io adopt 
n coTomtt way of cfi, to  commit your seg your wely hobn midandsou[ t o  a smg6 rrrztsc, t n Ijefim andforemost, n C'itizet~, 
Eucty  moment of eveg day, Citizetrs qf the jeegawpratioiolrs are bom6urded Iiy tfieir wriphyes's prapaga~lda, orrdfor them, the 
company line i~ comlmedm eanan[y asfnodor air. Cjtizms are indoctsinatedthat orb their Megacorprwation fi s u p ~ m c ,  that on(>( 
tliair %egncorpurtltio~t i.7 right, that on4 t h i r  coqmrate way of life isgood 

f i e  emph+yees of democratic C a p P t o ~ ~ n m u  t r t t  t h q  have thf ieedom to purme their own dreams, sew re i n  thr 
~ n w C e t $ e  that tljq persona@ mun a marpar t  of t h ~ i -  Coporation. So~ue.r,er, this ownerdtip conla with h a y  

/ '-b \ recponsiiiifi&s. Capitoh huge armies, endhriy hairti*, ore romrnitredto t i c  .rtie[fire of i ts mphyees andthe & f e w  
\E? ofthe frrcdorns t h g  mzjoy. Cor~currert~ljl, th i r  mmsi-r~r nred;r~: andmrert&nment irattr~st~ .rvatc@tQ mail:taiu Ct~pitafs  

derfing i t ~ r q t .  

ciy ~tar(~con trast, the nhjects of (Bauhaus's a r k t o m 7  know that AT n* mmnmdedGy eelrernies who c m  t tlieil, 

wedh and superior craJrsmamhip. Fmm the fowfiest subadimry to the great Elkctor Xotrses thfimch~e.~, mauhmrs 
f;rfl~u?r their ancient rrnditions and fit&, ensurig h t h  the intepi ty  of their pmt aldgrinrnntming tl~eir~loninis 
future. Gegetrcralj of Bauhaus's t~rtrious mifi tay or& -tuorfi~liardtopreserve tlieir~veaftli arr46unorandmaintain f4,9.;, 

..I '-1 

their corporatron :r dominance in rnanufcictrtling andproductinn. 
fiose who .rerue the Cod- ofthe iei.rriitnilrrrt %egacofporatin tr Know that onry they uut~derstmdt he me nreatring of 

I honor andthat  the universe tesrs that liolzor dui[v. To the Wi~lii7nan, the evils of the ieni~~erse ala part of a natura, 
; I or&< uvhikh nrfi the ,wtaKand tmPefi  the strnt~g. a e i r  rincitn t t m d i ~ i n s ,  co,nhi~risbrvitli their ingenwiq ar~dstifi, I 
1 ma& Mi~hirnn o corporation r i d  thn+,es on oh$@. 5% reti,~ues o f t  he ruhg LodYfein wiiliir,g[y pfuc tlieir f i r m  1 



aiarnet rim& oypmed to thc Wi~himimnn catplornte qr.rtem, the jwteb in&pendr~l t yeoph of Imnpen'al 
'h certai~r o f  onh one t h i q  that & ir hordandtieir sunriva f w ' C ~ O ~  rum8 rlienpb or m-ib. mare are t6c inhmxs 

1 - - 
Ti wlEos@ cot; n t h  contn6rttioru alrmued humanity to con per the stars triemsehes andtscapt the toqc amosp fiere 

- " L/ofir)or@din air Negacorporafiiv~ 's T~nd"'ompmsatqforwliat rhq  &&in sf e andsofidan'q with detminal-tbn 

nndqgrtssiveness, by pr~ot'nd their stre7lgtli d 4  andevar~ding tlieir empire 6 j  constalit conquest andguih. 
Finno, the esnipatic members of Cyhrtmnic <now that  they ore n roto@stfor rhotzgr in o Sohr Sjstm bF+& 

clio&dhy flagnation nadpa(po6h oppression. 5% y Grind wit6 them the iednolbgy that tlis otiin-Wegacoiporntioar- , 

liarr~e Glinnpdy~t etrtiKgsietl'y desire, the same teclinohaj the Bmt h~rhoadwa trts to destroJ. 

Each Negacmporatio3~ has a part to  play in rh 01wraLThaialhnce of p w t r  in the ieohr System. Togethet; they have t h e 
potentialto d+at the uLtirn0 te aarknes  anribn'ng hrmanity to a new age ofpcace arldpruspetitrqr Divided hmumer, fliey may 
jrst hrtroy FLY. aK 

%ere fi a ce?tukfi-edm to &+in tieing an indipdent, a li6emth in &wing ymr are stand33 k" 
€ L i m n  @ g i d D u n n e ,  CEO ~ J m ' t e  

fie Eve Me~aco~orat ions  makt up the I;uK of tlie Gzm'rress in the Sohr System. G i r  comhined ussets are n h o s t  
unfathomo fih, and ojen, they con fro[ mnny ma&r  freehnce carnpanies, caCTedIndep~rd~nfi, ~of io dqend on these hrger 
Negncorporationsfw mruivalnndtrade. 

me Independents were fomedduring the First C o p r a t ~ r  'Ulars, when chr-cut  proof of mcrshlp  of fan& or property 
was COSL, andsince that time they have become as nnrnmo~rs as the rselves. I t  is estimatedtliat atmost 85% of thcSolhr 
Sy-tem '.F nrnarsedpradwtian rr'cs in the hands of these Indepenc If most are at hart 51 % controlledby om of d e  
Negacotpurntiom 

"Ilt?lj/$e the mmfve  hm6enenng G~rnattcrmks of the Great Five, ~prdtpendcnt wmpa?ties gain a greater degree ~fmedotw 
than th %eglsrorparations, athmwVIng rhm to  e ~ h r c  new and innovative 6Ksarless ventures that would ot fienuisc prove 

Yhmatic. .Wmvcuex, this f?eedorn price. Since most am too maKto hawe f hni own standry armyI some Indqcndents 
meprty to tfic hostih takewm qer Corporatiara, negotiatedby payment or tlie Garrefof ng~in. Fo~oprunatfb, in the 
me ofthifv.~, forench I?zdepena !ny absodedinto a Wegacorporation, fioo athers s t a ~  up, taetlg its p l m .  Such i.7 
ratlire #f hz~rnmzi~ rlinf it does not ma, thozrgh t h t  CUR GE 60th n hbssing anda curst. 

' 
proh 1 b r o  

scrie I .  

c m . ~  at a 

: Gy the hsay 
lent cnmpfi 

stars then, 
fent;s, men 

$*~lg ahme tl je conficts afthe %egacorporatio~is andfndqendents are tb members of the CBrothmfiood; the qin'tsd 
g u a d i m  Ofhurna~rity atlktiiairdrfdcto Ladcr. at tfic h d c f t h e  Bmtfzdoodstonds the Cardnd  a Grind ofrrromoris 
.viritua& tnorarandtemporafpow~ 7 f e  is s d h y  c m t t k . ~ s  GiKons of fmttiibfoflmoers wlio hang orr his way wordond 
fired t h .  Nissior~anank.~ spread his teachings thraughut the Sohr System, wbih Inquriitors Aunt down liiF hen ticaf enmzies, 
N y s t i n  csu t f ~ ~  strange .wpemnturaf powers ojthe Art in hfi name, as coutntlhss soHix~fanatics csedm1sb enforce his TVI'II: 

rt ig 6y these means that the Cardiizaf and his CBmt herhood maintairz a semlifnnce of cofrtrof over the bi&eri i i~ 
~ . e g a c ~ ~ ; ~ o r a t i u t ~ ~ ~  I;br withorit tliis mcontrot tnan wo~rLija6r; tither 6y hi5 own hand or t h t  of the e~~crmchiry Da&ness. 
BiRions ofcorporatt Citizens heedhis dairy message of hope andredemption flq aaneedsornethiq to  helieye iu, for t lie times 
are dartandrlx Great Evilth returned 



"VigiliuLce JlUtgEs tk means. " 

-Cartel Qressh 

f i e  Carter is the scab 6y which tht. bahnce of power is 60th measundundmintained, Mih the ~rothe&oadattempts to 
cont roC the ieegacolp~ations andstop their constant conflcts, the Carter chooses to reguhte the ways in 7dich thc copra t e  

fbrces wage wat: 

O@inaS;Cy, the CarteCwar a cooperative organization when d e ~ ~ a ~ n s ~ ~  each of the Cotporatiom wouUwt to  negotiate 
compromises andendwars, 6ut it h a  shut mliwd 6ecming an agency of shadmu5 andconspiracies, of espimge andinfluence. 
Its chndestineJgents are evqwhere a n d v q  ltttb occurs within the wa& ofthe corporate empires tht are not known 6y the  

Cartel: Nost  fearsome of the Carters pwm is its a G i Q  to hgake military action. 17;e Ca~reCLaw Lor&, stoic indiyiduaL~ who 
Rave wiit ten the cumrnadmnts of modem c m p m t e  wafure, rnust$rst approve aKcorpmate tnifitay actions. Any Corporation 
that attcmpts to breakth - Ireguhtions put forfh 6y the CasteTtisk swp sanctioning, 6 o t h f i m  within andwitfiout, as 
the CartefsJgats eqm bit the uffending C~alporacion's s e m u  andwea&nesses. 

Cutrenth the Cart iaredandrespected It ha, droughaut its vario~ls mCuhbns, avoided becoming t fie puppet of 
the 9 rations, and through cure&iconce.srims, tias even limnced the m f s  drect iqfirence. f i e  Cartel managed 

e rules a m  
re and expi 

eCli  hthj 
@rntLerFi~ 

fife d h  
!s, anitur 

thG 1 h feat hy strict5 afien'ng to the cm~ra 'ddedhs that 1 the.! m, hws devehpd tiy the Negaco~oratiotls wtrr the centurit 
negomtc near& e v e y  e v e n t u a h ~ ~  

lfie Cavteldws not phy fawon'tes though dey are not bqrottdtht presmre~ t 
appfied6y the Neguco~oratio~rs. Giq know the i rputr  h one that can be t a t m  away 6y a 
direct randconcertedcfJoort andas such m&e mety tffurt to  treadthefine line 6emm dtplbmacy 
and antlrgon~m. ;Is a group, the Cartel ~ v r K  accept no i m p r o p ' e ~  w t h i n  its 
Agents a n  inf;firaring euetywhre, 6otli on the b&tt,l$ieEnndin the 6oardroot~ 
@rotherhood;. t h 7  vahg i@rmatim a6me ah?&. Q s i q  infomation is a dl! 
game, and6y qCaiting t6k i ~ f m a t i o n  the Cartelmay creak needs that &it 
presence. %is acquisition of information giw them their obifig to phy prjrcurr 

times enforca 

W i t  l; the returrr of the Da&Legim, the Cartel& reinstatedthe ;eoornrmopers, an e k e  
fighting force drawnf*m the 6est warriors the Megacotporations can pravtdit. Gese  fantastic 

;+ 

wsrriors are auignedto the Carte Con a mission-to-mmion basis when they f e e t t h  must &ctb 

intervene. 

I mFmnp thd wkn t h g  do something wmg thg ma to the Cm%ffiplrot&h or cry to the C a & d f b r w #  
fltrdyet w h  thse s n m  h * o h  am tfums&Ves wmqe4  thq come to a' 

- g u n w  Jam4 Bounq H u n t w - O t p h  q m p  

Jtz the middh o j  these wam'ng titans a* those unfbfiunate idMridm& who do not 6elbng to any Cotpma&mI have not 
chosm rhe siXe of .Lbh t or@ar&mss, or are not in the  thraC6qftl;c C a d  Ifiese peopCe nrLst mat? t f ~ & o m  way in a SolhrSystem 
mder constant siege, bere3 of any &nce or pmtectionfmm the powers that be. Jccccording t o  CartelLaws, these inrdjviduaG 
do not of i t la  Kv .ezirt, liaw'ng nn'tit/i ts nor the pn'vihges aJJded to  the rest qf cmpwate hutmnity. g i s e  mfortl~nates 
are 6randed%akoontents, for t i iq I. 

cr the r$l 
it not w i ~ .  - . .- -. 

(i t a  be d pmt of coprate  society, tu it k. 
CPinrinals, mtrcenan'es and the ~ n h a  bltants of (Dark W m  share the de&natiun qf Ndconknt, as does an3 orgatlieation 

ttiat &BS to 6m) to the wiiTof the CarteG(wLicli is ultimately an @ension of th Megacotporatim) or the Brotherfiood: In o 
SoTn'xSystem apart by war a n d d i d e d u p  amongst: giants, flakon tents ham to sls*~ 63 any means necessay. 
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a o s e  who save tlie Darkness are the etmCenernie.7 ofaKhrmranify. f i e  n u m 6 e r h  hordes !* 
77 , - 

the @or& Legion rake their gigantic ClcabEk on nK of the inh6ited .rvofiI sprrad;nB thew :2 I 

comption fit? arr oh%-ming dieare. Z)ndeodrunnion swam agoinst t 6r amtics qf mon&rrd, iind;;i I 

fbrcing e-r~tn iht-faan to serve them in their re[k~rtCess conpest.  Counthss firetics ~.fest rrlery 3 
comer ofhuman sodety, spreading i h i r  rnessa~c ofmmption andre6efimJfostc~ng wan behveeit 6 6;' 5 
r h ~  Corporntjun 9, spwadiw &w~I.T~ andiuztmdamong aKqfriumanity. mey worship ~nan+statiotls ?,--: . A < -  , ' -4 
of thu Dar[nt.ss, caaedthe Gr(,fIpost tes, beings qfpure malice andthe would-he conqwmrs of the . - L> 

>(, A 4 

L 1. ,. ,, ,? 
Sohr *em. - 

L,'L. -: '7 > .- ! I? 
s < 

3F 
l l i e y  sem Ihn, d e  Nictress of the Void Herswcerous ~ O K ~ W ~ T S  use the supernatura fpauers b: " 

' ' - -2 

oftlie ri)nrk,Yymmetfy as a potent wcapon andcan summon forth-n&htmarish creatzcresfim the 

'C'oidto db Gatti2 with their enemies. f l i  revereJ&emth, Jposth of War andwaster oft fie ~ar&Tecli~iology. FtXw n m x - E r r r r r , r H  

hordes of mutants andwar-mchims wqe a constant assauh on the 6astioru of man&rili; uncaring afioiit the outconre of httfe, 

ody t h t  war itregcmtinws. Ifiq heed the iees of Sernai, Jpustlk ?f Spite and%rwter Wevarimtor, who trims si6fing uguinst 
&ling, pomt  q a i m t  chiGl. 311h agents use deception to sow t h ~  seeds of Jitmst andconfitsam amongst finmanip, rmjeli'ng in the 
chaos that e m r s .  They dance to the p y c h ~ t i c  tune qf SMmwtjhq Lordof Insanity, whose  method^, means nndn~otivatfons nre f i  
madac hi7 minions. T?iq fester in the ahminabfifoulness ofDemnopnis, Aposth o f C m p t i o a ,  Xiis agetrts qmadfike a phgw - - 
thmughanr t/;c inha6itedwod&, Fringing contagion andn'Cfntss wit6 them. 8 1  - 

In;, Jpastles are not on@ the enemies of humanity, but aho of ead o t h ~ ,  l f is i r  miniom $tell 6attIesjir Tedership arrd 
dominion, aK itt an a t t m p t  to 6e the fmmi te  in the eyes of their mustet; the uhimote source of uKevi( the DarkSozlC f i i r  
infighting ir the on@ thing tfmt saves h~7nan i t~ f .M.  comphte destruction, forfortuna teb, milfeeds ofli&cFas rvadib ds it does 
us. 

TKE Watzotws 

I r f  &tit + tm wmcrse, take it b Q W m m .  " 
-Ow Lord mssian 

on d T J f h  itrha6ittedrrmrfZ ofthe SohrSystem, there am Warzones, huge areas of c o t f l a  whem the 3fegacorporatwns and 
tfit CDa6Lu~ioa ck.gh- 

On Nerruty, f+~.vodd of nncierrr: and honma6Ce Mishim, hundreds ofmal'h~rcm'fla ~vn rs  are fought between the 
rcpwsentat?ue,~ of the Negacoprations as thg seekcontrol of the hugc, ~~trdenuorLfcawem and the inmdilife m k r  rdCweah6 
mn tained within. 

In  the jli~lghs a f  'b'eraw, h u m n  armies besiege the toweriw D I Z ~ ~  Citadth that rise a6we tlie pn'mordia~jlrqlk, whiff 
Cotporations make war at~ainsr M C ~  otSw for posse~sion of the riche.7 of the  ijmveton rcfzipekgo. 

+Rm& the ruins of seuthem Nars, the so~&exs of allthe great po~utr~f;gfit for wht  remains of the most fcrtrVIk regiot! in the 
rpm, m n  though the canal7 are 69 andthe great ddesm once mom m~croarfies. 

Jmid the tiny .ruorfdLets of the mterozir6eCt,~erce 6att.G~ are fought 6etwem Imperial; Cybertronic andthe Du6Legion. 
These conficts are a K t h  more savw because of the restricfedamas in wfih t@ are fo~tght. 

+, atl q e  ~ u h m  the fate of hua~aaig hangs precarious4 in the 6aal;zce# where the threat of the 811~&mss may _ fom 
hrtmattity to 11nite once more. 

Man(indttnlrst stand together now, or face W h t i o n .  

57% is the age of hemes. G i s  is the age of Warzone, a Univem uderSGge. 
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could change the very nature of a world, re-creating a 
planet's biosphere by transforming their natural 
environmmts into something capable of sustaining human 

?. 1-Exodus life. Once set into place on the worlds and moons of a 
Earth, late Iwenty-third Century. system, these wondrous machines allowed mankind to both 
The human race is no longer divided into nations exploit these new resources and escape the growing 

'. with laws, rights and restrictions. Instead, vast financial unpleasantness of Earth. - blocks, known as Megacorporations, control: everything As would be expected in a project of this sine, an 
from trash collection to the declaration of war. These endless army of workers was necessary to perform the 

I powerful companies, formed by centuries of mergers labor required to implement and maintain these 
' and takeovers, have divided the planet up amongst terraforming machines; workers who would be willing to 

themselves and those who were not employed by these sacrifice their very lives, if needed. A budding 
1 giants were crushed beneath them, Megacorporation whose billions resided in the impossibly 
I 

Over time, the M ations be1 ,k tall towers of the Jade Empire-The Mishima Corporation, 
elsewhere to expand th s, since v s provided these workers, 
a dangerous endeavor ,, , of super-p~..,, , 'd In suite of the technical know-how and the manpower 

an enormous endeavour like the 
and the siblings of the weary recreation of a planet cannot succeed 
and depleted Mother Earth. without the p r a ~ e r  logistical 

+ ' With countless research fuTfiIlment. The three major 
teams returning From the Megacorporations were strained thin, 
other planets in our Solar maintaining their control of Earth 
System bringing news of while re-making the other planets to 
untapped, virgin resources, fit their needs. So these other 
the Megacorporatians monumental tasks, like the 
formulated ambitious plans 1 transportation o' equipment, 

I ta stretch their powers supplies, and personnel and the 
heavenward. Scientists distribution of provisions, were 

handled by a partnership of  
aggressive businesses that rose from 

, 
I 

climes of the other planets the ashes of the Colonial Alliance, 
into something their people formally known as England and its 

I couFd thrive in, and the 
I Megac~rporatians began rged into a new fourth 

thelr campaigns to irtion, which called itself 

machinations. 

space travel and 
atmospheric processing until the 

the dynamic Corporation colonization of the other planets was 
that controlled the United no longer a dream; it was a reality. 

I Federations of America Terraforming was now fully underway 
established the first and the eager 
permanent base on Megacorporations 

set to this task with 
winning the distinction un bridaled 
of being the first to enthusiasm. Many 
claim a territory powerful gravitational 
beyond Earth. This regulators were 

, base, a modern imbedded deep 
beneath the planets' 

I t e c h n o l o g i c a l  crusts while gigantic 
achievement, grew a t m n s p h e r i c  
exponentially and was processing plants - named Luna by its founder, the Capitol Corporation. were set uo to convert thfn toxic gases into breathable air. 
Capitol's insatiable drive paved the way for the other Organic enzymes, seec ked upon the 
Megacorporations. who each played a part in the noxious soil until it was ing life. Fmm 
creation of a new era, and Luna became the both the this point, biologics! org, ~d small, were 
gateway and stepping stone to the rest of the Solar introduced to the Systems planers n an effort test their 
System. handiwork and hasten the development of the ecosystem. 

Rauhaus, the Corporation that Plants and insects that could produce oxygen were 

1;  4 I 

controlled the European League used its :\fi-fl7 engineered and introduced into the budding ecosystem. 
1 ' I  technical and engineering expertise to' - Evolution, forced by the will ofthe Corporations, ensued. 

I '  ' 
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create vast terraforming machines that Soon, as the  universe reckons time. the 
i I 
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Megacorporaion's plans were complete and the planets I - 

within the Solar System--Mercury, Venus, Luna, and . .and lhtith f h e  p u s h  of  one 
Mars-became ready for the Corporation's people. Isuiton, the Earth was forever 

, 

Corpor 
planet 
secmc 
,,nn+, ,ri 

!n as the C 
  pans ion, 
2s and thf 
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7.2- Ad Fide !is 
Unfortunately For Mother Earth, neglected by 

thousands of years 07 human abuse and drained nearly 
dry of its own resources, this progress only served to 
hasten her eventual demise. Wars, climatic shifts, 
pollution, overpopulation, and disease brought the once 
verdant Earth to a state of near fatal toxicity. Mankind 
could no longer freely walk upon its surface. Ironically, i t 

the wondrous machines that created new Eden from 
dead worlds could not be used upon the Earth itself, for 

1 .  L I 
such a radical rebirth does not occur without great I 

physical transformation, one that would leave nothing 
alive in its wake. 

The planet that was home to humanity was all 
but a shell of its former self, stripped of any precious clouds that filled the earthen sky. Despite of their past 
materials and left to rot by the Megacorporations. This dedication and hard work, there would be no effort spent 
was but the beginning of Earth's woes, for the reversing the damage done to this planet for them, for 

?, and dun 
corporatio 
~oundarie: 

.ations decided they had no further use for the simply put and without sentimentality, there would be 
of their birth. Massive spaceships, crafted in no profit in it. 

y from the very beginning of the Corporations' In corporate history, this event has become known 
Y = I L U I * ~ ,  were filled with Passengers who were ready as the Exodus, but to the forgotten peoples of Earth, 

- I - I 

. . . I 

- a  b 1 

. - . 
to leave this broken planet behind forever. The people this act was branded the Great Treachery. Left to their 
aboard these ships all shared one thing in common, own resources, the remaining populatlon was expected 

I 

I + 

! 
which set them apart from the damned and the doomed to cany on themselves, or more likely, simply die. 
peoples of Earth: they were the employees of the 

I' 

Megacorporations. They alone would enjoy the paradise 
that awaited them on the brave new worlds of the Sofar *m3' The Age 
System. The rest of the population, those deemed In time. the freshly transpfanted Megacorporations : 
unworthy by the Megacorporations, looked on in horror looked out on their new worlds and found that everything , 
as great Arks rose ponderously into the sky on columns was good. The entire Solar System lay open to them 

I '. 
of smoke and fire, disappearing into the choking brown and the possibilities Were endless. Nothing could 

challenge their dominion over the stars, even nature. it 
seemed. Theirs was the greatest, wealthiest, most 
advanced and potent cjviliration that had ever existed. 
They possessed technologies beyond the dreams of our 
now diminished folk. They could cure the sick and feed 
the hungry. They understood the mysteries of how to 
alter entire worlds and this knowledge was power. 
Humanity had moved on to its next period of evolution. 
This was know ;olden Agf ing this era 

the Mega n s  defined 
?ir future k j. 

During th~s snlnlng period of development, Capitol 
still maintained control of the centrat hub of the Solar 
System, Luna, and soon they had the majority of Mars 
under their control, as well. The President and the Board 
of Directors went about creating a vast empire of 
capitalism. using the drive and innovation that is the 
very heart of the Capitol Corporation. This systematic 
planning would see most of the Solar System's 
foodstuffs come from the red planet, harvested from , 

Mars' vast fertile lands by the hardy Capitolian farmers. 
Venus, with its teeming jungles, arctic regions and 

deep oceans. fell under the control of aristocratic 
Bauhaus. The harshness of the planet's surface, with 

its varied climates and the 121 day "Long 
.r Night", tested the resolve of Bauhaus' , 

fk:homebuilders. In the end. it was their 
' : -y >*technical expertise, coupled with their 

' I  





encounter a power that defied all human understanding and would forever alter the fate of man. Before this power, 
every aspect of their civilization seemed doomed. 

2.2- Harbinger of Darkness 
Ever driven by the spirit of expansion, the Imperial Corporation began to look past the normal boundaries of 

man's domain. First, they seeded the Asteroid Belt with their people, and then the pioneering division of their Clans, 
the Conquistadors, pushed out even further into the Solar System. Soon, Imperial outposts stretched past Saturn 
and Uranus. In the closing decades of 2400 AD, Imperial launched two major exploratory missions. One mission 
sent a massive s acecraft, k a Dreadnaught, past the edge of the Solar Systerr :adnaught, 
christened the Z s sent out me time as a Conquistador frigate, the Harbinger rn Pluto. 
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Imperial bl 3rocess 01 bing immediately upon landing on Pluto, having h :e with the 
techntques during the creation of its capital, Victoria, and its numerous Clan domains within the Asteroid Belt 
However, construction teams found something underneath the surface of Pluto that defied their understanding 

somethins that should not have been there, somethina totallv alien. 
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was nearly weightless. A second team of scientists mad. The soil around the artifact site heaved as an 
desperately attempted to decipher the strange engravings earthquake of coiossal proportions lurched forward in 
upon its surface, believing they would hold the keys to cascading waves across the surface of this forsaken 
unlocking the tablet's mysteries. 

A whisper, almost imperceptible wafted 
soundlessly across the void of space, wen the blessed 
silence of the deaf was not proof against its insidious 
presence. The Dark Mother had awakened and from 
that day fonnrard, the wondrous Solar System, with all 
its teeming trillions of human beings was changed 
forever. 

This was the beginning of the end. 
T ~ u s ,  it was that the Dark Symmetry was 

introduced to Mankind, and "Mother Ilian" became a 
curse on the lips of the faithfut and unfaithful aTike. Dire 
events began to occur as the complex technological 
systems that virtually ran mankind began to fail. Power 
plants, long automated and self-sufficient, exploded, 
annihilating whole cities in their destruction. Defense 
Cornpulers ran amok. turning their automated weapons 
against the very human population they were designed 
to protect. The great electronic credit webs of the 
Megacorporations collapsed, bringing the economic 
system to its knees. New plagues emerged from 
cornputer-mntrolled biological labs, spawning new forms 
of death and pain upon a populace that had grown fat 
and happy in their prosperity. 

Everywhere was rumors of sabotage. The 
Megacorporations blamed each other, leveling 
allegations and insinuations with growing vitriol. Evil 
"influences" saturated the core computer network, . portraying rival Megacorporations to be at fault when 

- i  - 
. . I  . . ley were, in fact, innocent. It soon became common 

7 14 lowledge that the astral filth emanating from beyond 



Pluto and spreading like a ravenous cancer through the 
Solar System was the fault of Imperial. The other 
corporations were quick to exact retribution. 

In the ensuing confusion, lies became 
indistinguishable from truth. Men had become so reliant 
on machines that they still believed this digital deity, 
even when the evidence their eyes witnessed told them 
otherwise. As the darkness fell about them, mankind 
collectively held their breath in anticipation of something 
even worse. 

Part 3- A Discove y from the Chaos 

"The Harbinger and the Zephyr, our brightest 
and darkest discoveries have changed evetyfhing. " 

-Ryan Matthews, Lunar News Network 

Lost now amid the immensity of the Harbinqer 
debacle was an equally significant discovery. FI 
the final transmission from the Imperial 
Harbinqer, and before the computer network ( 

3~ low in~  
frigate 
In Luna 
.n+ ,",m,4 ran a&k, the imperial areadnaught Zephyr scnle. .vuru 

of a amazing discovery. The transmission log recorded 
the last words of the Oreadnaught's Captain, Phillip 
Harrison: 

"b discovered an opening, a gate to 
another 

TI f the transmission was lost as the 
Zephyr u ~ a a ~ ~ e a r e d  from Luna's sensors. At the same 
moment, the Steel Tablet's image was downloaded into 
the central computer and the Solar System sunk into 
chaos. 

Throughout the Sotar System, space-faring 
vessels vanished. Some would reappear elsewhere in 
the System without a crew, the ship aging centuries 
within the span of a heattbeat. Other ships were lost, 
never to be seen or heard from again. A precious few 
would reappearfat from their original position, traveling 
a distance that would normally take months in mere 
moments. These ships became highly sought after by 
the Corporations, who realized the potential profit in 
this unexpected situation. 

After arduous study during this chaotic time, an 
important discovery wa gh the 
examination of these ship': , it was 
determ~ned that the appt "Rifts" 
followed a  att tern that occurred when certaln alanets 

more dangerous affair than before, with a miscalculated 
course leading to the loss of entire ships and crew. 
Realizing their immediate military applications, the 
Corporations used these Rifts to allow their Dreadnaughts 
to quickly mobilize and set up orbit around planets, moons 
and stations of their desire, creating an unknown scenario 
that put fear into all. 

As technical system after technical system 
controlled by the computers began an unstoppable 
cascading crash. deeds of ownership were lost, and 
invoices and contracts ceased to exbt. Suddenly, all of 
the Solar System's Corporate boundaries and regulations 
evaporated, leading to a mass scramble to obtain as 
much of the planets' wealth as possible. All of the 
Corporations attempted to take what was not theirs, tired 
of having to rely on their rivals fox what they lacked, having 
to pay for what they needed to survive. Now was the time 
to assert their domination. 

em, conflagrations arose as 
>eared through the Rifts into 
2 the situafion for humanity 

was at 11s bleakest, Mrs open hostility quickly escalated 
Into war and a new dark age fell upon mankind as it was 
plunged into utter chaos. 

The First Corporate Wars had begun, 
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within the solar System were at a particular iolnt in 
their rotation. The ability to chart this phenomenon could 2.3- The Flrsf Corporate Wars 
attaw the Corporations to greatly increase their rate of Throughout the civilized world, wars were fought 
supply and mobility. The only question that coufd not with insane Ferocity betweer With all 
be answered was why this was now possible. Popular ~ m r d s  of ownership gone, 'as open 
sentiment was that the dis~overy of the Steel Tablet had to the taking and the nrle o 2 rule of 
somehow ufilock@d a method oftranspoflation used by law. Imperial, wha for more rnan a century naa to settle 

~rporation. 
System e 
placed thl . .  , . 

-1 

planets. 
dings on 
the very . . 

a lost, ~ T ~ v ~ Q U S ~ ) !  unknown civilization. Whatever the for the crumbs of the big three Megacorporations, found 
case, something wondrous had occurred. themselves portrayed as the villains and in retaliation 

' 

th is Spacial Riff technology was a saving grace began a savage campaign of conquest, aggressively ,p Y 
amid the murderous bedlam that rocked the known gaining property and digging in throughout the 
worlds. This technology allowed the Megacorporations Mishima quickly annexed all other corporate holm I 
to chart the Rifts, to plot their schedules and most of Mercury in a ruthless campaign, 
their destinations. However. what should have been a r i  4 nature of their underground kingdom 
wondrous boon to mankind had, l~ke so many others of - -lallowing the Corporation to repel all 
man" creations, turned dark. Space travel became a ' , , - aggressors. On the Southern regions of 

I 
I : 
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r, the besieged and confused 
nhabitants of the Sofar System 
vho were desperate for some 

It was on Luna, the political - center of the Solar System and the 
eir religious movement, 

ined the most 
itriking p d influence. 
Jathaniel conviction, 
.visdom ana presence, spoke to the 
people from the stre1 and 
the places of worsP.il :e of 

3yrnmetry, an energy unleashed 
lpon mankind to corrupt them and 

a 

their machines. According to his 
ctrine, the Dark Symmetry was the cause of the 
rrent chaos that gripped the Solar and 

Imperial fought for control of that territory. On the Graveton threatened to destroy mankind. It had rugh 
Archipelago of Venus, a titanic stmggle between Bauhaus, the satellites that connected the plane ?r ~n 
Mishima, and Capitol erupted across the Thousand communication, and it now resided in the complex 
Islands. The only thought that dmve this madness was computers that dom ? various Corporations" 
akso the only thought that kept the Corporations from actions. He irlustrat ~owerful logic how the 
employing weapons of mass destruction: greed, and the Thinking Machines h, e its tools, how they had 
desire to own the Solar System; the distant memories of been infected with the essence of pure evil and had 
Dark Eden reminding them of the lessons of nuclear turned on their human former masters. His messages 

were always simple; namely, to stop the war and lake 
New alliances formed whenever eFther side could the power from the hands of the machines. 

see a temporary advantage. Such alliances ended just as At first, the Meg : the 
swiftly when another opportunity arose. It was an age of Durands. although the 
tembk treachery, breeding Mtred and resentments that populace was gmwir ickly 
lasted for centuries, some of which have not healed to changed when the arorners conslsrenrly sropped 
this day. It was an age of insane violence where corporate military operations, actions that were 
Corporation smote Corporation over the slightest supposed to be completely secret, by being at the 
provocation. Fighting bred hatred, violence bred location ahead of the corporate landings. To the officers 
vengeance, and fear fuelled it a[l. Fear that the darkness of the corporate mili was an n feat, 
would descend forever. Fear that technology was now as there was no wa! brothers I sibly 
mankind's enemy. Fear that in this new and barely have knowledge of tl !cret m a d  
understood universe, with its disturbing Rib,  there would One of the most ama~tious of tne vurands' 
not be enough resources for one Megacor~oratf~n+ let interventions occurred when corporate military officers 
alone them all. ordered their soldiers to stand down and leave the area, 

following a closed meeting with the brothers. This was 

2.4- The Founding of the Brotherhood the firs1 time a ranked farce commandel and 
acquiesced to the demands of a civili; rner. 
Following what was later called the Me ~rds ,  

sen that we were starin ginto the brother's sanks of followers swellea to an 
and am saved us ourse'ves " unprecedented size, one even the Megacorporations 
Major Corbin Andrews, Fifth Airborne Squadron could not easily ignore. Back room politics and 

opportunistic seizures suffered under the growing power 
lnta this dark and corrupting Age strode a man of ofthe b-others' movement. In a time ofwarand camage, 

hope and vision. His name was Nathaniel Ourand and Re Nathaniel and his brothers gave people hope and the 
emerged from the jungles of Venus along with his two promise of stability, a thing far more precious than 

I brothers, the burly Alexander and the insighwul Peter. Their anything that could be conquered or mass-produced, 
mown, having been lost during the "Fatl", but The Megacorporations could ignore the brothers no 
tas evident within the first few months of their longer, so they sent their "emissaries" to meet with them. 

Assassins were sent afier the brothers with the 
~ n e   roth hers' renown grew exponentially amongst promise of vast wealth and power to the men that 

the people of the Inner Spheres due largely to their positive brought in the head of Mathanfel. C~rporate bounty 
message of hope and their uncanny ability was posted in the millions of credits as the 

1 Megamrporations were determined to have the threat , to predict corporate maneuvers. There was :\p!/ 1 s ~ r n e t h i n g  safe and comforting in their: : i to their dominance removed. 

)i \ .,cm messages, and their repeated accuracy ant bl' : >\ I '  2 
As improbable as it was, many of these ruthless 
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System, by force. if necessary. Ft was * 
Alexander's charge to ensure that the 

s did not attempt to re- I 
former technology, 
Dark Symmetry, which 

* b 

the Cathedrals of the Brotherhood, and \ 
the first and greatest Cathedral was built 
upon the wins of the building where the 

hQPlng that they could us@ na leachlngs to regain control Central Thinking Engine once reigned supreme on Luna. 
their own people and restore their flagging loyalty. After With the First Corporate Wars ended, a brief age 

a 
the Durands' troops wnfrscated and stored the designs of hope began, k 
of the old technology, the Corporations dismantled thew 
complex computer systems and king Engines, b 
thus destroying the technological ~f their golden 2-6- Calm before the Storm 
empires. As the Durands had pn ie silencing of The decade following the Treaty of Heirnburg was b 
the machines h a d  indeed stoppea tne chaos that one of feverish reconstruction. Cathedrals were built 
threatened to tear them asunder. on each of the planets to appease the Erotherhood and ? 

Nathaniel Durand and his brothers, still entrenched give the people a focal point for their hope a n d  4- 
on Luna with countless forlowers of both a military and aspirations. For the first time since the Exodus, there 

Ire, rejoiced in their accomplishments. The 
ckly set up a new, universal religious 
called the Brotherhood, and Nathaniel was 

the exalted ti1 
~ d r a l  of Luna established the 
inant power in the Solar System 

and gave them leverage to force peace between the 
Megacorporations. 

1 2,s- The Return of Reason 
In the early years of Cardlnal Durand's long reign, 

billions entered the Brotherhood's fold, hungry to hear 
the Cardinal's sniritual teachings and eager to be given 

rtant than money, namely hope. 
to give up his or her income and 

1 the spreading of the Cardinal's 

the Brotherhood's div~sions, called the 
and the construction of the Brotherhood's 

Catneara~s, mighty structures that would be bastions of 
the faith, beacons of hope and light towering aver the 
cities of men. They wowed represent the highest ideats of 
man. not the baser desires that had driven him to near 
ext~nction. Here, amid the symbols and wisdom of the 

peoples of all corpc 
metliing far greater 

lie1 himself founc 
Directorate of the Brotherhood, a division comprised of 
individuals who had the same abilities to use "magic" as 

Alexander took the Brotherhood followers with a 
~ n d  formed them into a mighty 
I as the Second 

Directorate. T 
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, than ther 
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~uld come 
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by the position of the planets in our Solar System and the 
interactions of their gravitic forces, Nero betieved that an 
upcoming celestial event would open up an unprecedented 
spatial distortion--a Rift to the end of our Solar System, 
far beyond Pluto. Based on Nero's calculations, this event 
had not occurred in the span of recorded time and its very 
possibility had the Brotherhoad up in arms. both 
figuratively and actively. The complete alignment of the 
planets, the Harmonic Convergence, within our Solar 
System with each of these planets' rotations coinciding 
with one another seemed a dark omen to the brothers. 

With this unprecedented event looming in the near 
future, delegates from the Megacorporations and 
Brotherhood Observers met together In the first major 
Cartel gatherfng since the organizations formation. There 
was much debate about the significance of this event, 
with the Corporations, led by Imperial, argued the 
necessity to use this Rift to investigate the disappearance 
of the Harbinaer and the fate of their outer-colonies. 
Without g this eve Id take decades to 
reestabl :t with the onies. 

In inscribed ined glass of Luna's 
Outer Vest~bule, Cardinal Durand spoke of a presence far 
from the Sun that was responsible for the near ruination 
of mankind, gesturing to the dead computer panels around 
the yet-to-be-renovated meeting room for effect. This 
assertion was not enough for many of the 
Megacorporations, thinking that the worst had afready 
been suffered, 
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was unrty amongst the Meg; y sought 
to rebu~ld their empires. Ur ~d of the 
Brotherhood, the Corpori ew and 
independent organization t t ~  uraserve paace arid foster 
negotiation amongst the pl .he Solar System. 
Called the Cartel, its ft ; to replace the 
responsib~lities and role ot rne ola Thinking Engines; 
opening the lint ~rnunications between the 
Megacorporatiol ing that the System-wide 
destruction of th orporate War would never 
happen again. The tartel arew its numbers from all the 
Megacorporations and extensively from the 
Brotherhood. By creating a detailed body of policy and 
practices above the auspices of any Megacorporation, 
the Cartel could act arbitrarily to ensure peace, and 
backed by the muscle of the swelling Brotherhoad, they 
had a very real way to enforce it. 

On everv   la net. construction was rampant, with 
countle ; employe ild and retoel the 
financie luction in: so that they could 
tunctio the nec computers. The 
Megac01 IJUIdlrUl IS, for the nlusl p r ~ ,  still retained much 
of their original holdings. The only significant change 
in territory occurred with Imperial, who vastly increased 
their holdings from before the wars. As ardent 
supporters of both the Brutherhood a ~rtel, the 
Imperial Megacorporations was at: (in their 
questionable acquisitions. A sense of ieurship 
ran rampant within the system and an ouroreaK of small 
businesses, started by indiv ~panies, 
sprang up on evey planet, 1. It was 
a time of possibility and p th profit 
being used to better the corporare me-sryle instead of 
the corporate military. Trade routes were reestablished 
and the Megacorporations finally had a chance to deal 
with the issues that had occurred at the time of The 
Fall. One such issue had to deal with Imperial's lost 
colonies beyond theAstemid Belt and the disappearance 
of the Harbinger. 
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3.1- The First Seal of Repulsion 
On Luna, the leading scientific expert on the 

spatial Rifts, Victor Nero, made an astronomical 
supposition based upon the previous data collected by 
space-faring vessels and planetary observatories. Since 
the Riffs appearances and destinations were determined 



Peter Durand, the first and greatest of the 
Brotherhood Seers, spoke of his visions of a great evil the First Seal of Repulsion was broken. 

the object from its cradle, and. in that one simple act, 

awaiting mar 1 of the Solar Systen med At that very same moment, a wave of terror 
the cynical r #omen of the Meg; passed through the Solar System, every planet in the 
individuals v ;pent their entire li\ the Solar System trembled in unison. Every member of the 
pmgmatic COnTrnes of corporate lifen mou1 norrors, populace who had shown a supernatural talent was 
monsters and demons in such a ! that beset by energies th 3uld no1 control. Some 
it completely captivated the aud that became Heretics, pro: be Darkness, who spoke 
many were startled when his bro 3 r d  out against the Blessc hood, while others were 
his throat. a PVUICIC of destruction for both 

While Nathaniel's araurnent 1 - - themselves and others. The 
Brotherhood, which had been 

I preparing for this moment, stlll 
lost many +ibers, as they 

I either bu or imploded. 
The Cat f Luna was 
viciously s~ Idnet1 by Nathaniel 
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was full of wjsdom and common 
sense. and Peter's was of 
foreboding, Alexander' lple 
and straightforward, a the 
Megacorporations coul tnd. 
He stated, in his Usual urusque 
manner, that to go through that Rft  
was to invite a swift and final beating. 
The threat implied in Alexander's 
tone, and the large gu ide, 
brought many of Ih  ate 
delegates over to the C oint 
of view-many, but no. - . 

One of Imperial's Clans 
decided to ignore the Brotherhood's 
ban in an attempt to complete it! 
growth that it began during the Fall. 
Clan Kingsfield was a major Clan 
within imperial at the t ime, and had 
financed much of the Coraoration's 
outer-colonies. Despit~ rigs 

of the Brotherhood ar Y to 
the wishes of the rest c ?rial 
Corporation, Clan Kinysl~a~u aant a 
Conquistador Dreadnaught. The 
Pale Horse, through the spatial rift 
just as every world In the Solar 
System fell under the darkness of an 
unprecedented eclipse. This single, 
selfish act tore both Imperial apart 
and nearly led to the extinction of 
mankind. 

As the Conquistadors emerged 
from the rift, backed by a complete 
eclipse of the Sun, their eyes fell 
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himself, his sanctuary at the very 
pinnacle, glowing like a small star. 
Peter fell rnto Alexander's arms 
during S screaming in 

~g in pain. The 
; of the 

Brotherheoo, wnose talent 
allowed ight into the 

- - -, Univers~ lad from the &<<,<K 
j - onslaugl ;ions, many 

TI tearing out rne~r eyes in reaction 
to what they had seen. The rest 
of the Solar System knew a fear 
greaterthan anything that had yet 

- come to pass. Anove the din of 
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panic and suffering, all of 
humanity heard the laughter of a 
woman and they Instantly knew 
her name--llian, Mistress of the 
Void. She told the Seers that the 
Apostles of the Dark Soul were 
free, and that they were coming. 

For a full year, the 
poprllations of the civilized worlds 
were troubled by nightmares. 
Then, just as the memory of that 

-31 event started to fade, the 
- 

nightmares became reality and -- pain was given flesh. 
upon a planet of non-reflective black, crrsscrossed with 
glow~ng red veins the color of blood and surrounded with 
an eldritch glow. Claiming this heady discoven, for their 
Clan and Corporation, the Conquistado 
planet after the man whose research ma& 
possible. Like moths to a flame, the Conqur: 
across the barren surface of Nero and were UI ~ W I I  LO the 
nnly feature Zhst reslded upon th!s forsaken world, a 
pattern of circular sigils, alien In design and carved into 
the ebon rock of the planet's crust. At the center of this 
pattern, jutting out of a circular podium, 
that resembled something between a murc 
and a disfigured cross. The Captain of tk 
became completely entranced by this ob~ecr, rn 
into his radio about "power and glary", and of strange 
visions. He cackled and walked towards 
the podium. heedless of the commands 
of his staff, who urged caution. Though : . 
his companions tried to stop him, he pulled 
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fielding troops that did not bend or break and the First 
Diredorate fielding men and women who had the ability 
to wieEd the powers of the supernatural, the Mystics. 
Finally, humanity had something to counter the Dark 
Symmetry of Algeroth's forces. These men and women 
wuld heal the sick, shield the innocent and smite the 
evil invaders with something they called the Art. The 
dark tide had been slowed, but it was still rising and 

Only the Cardinal and his brothers did not give in 
to despair. They possessed faith in the inevitable triumph 
of mankind, in the strength and limitless resolve of the 
human soul. Nathaniel walked among the huddled 
masses, healing the wounded, curing the sick, preaching 
to the faithful as he had before, as he would always do. 

series of weapons, dispatching all who opposed him. 
He was unstoppable and merciless, a cunning general 
and the greatest foe humanity had ever faced. His 

fhe Conqueror of Worlds. 
With Algeroth in command, the armies of thc 

Darkness seemed all but invincible. From the 
necrochambers and distortion chambers of his Citadels Cardinal Durand summoned the heads of all the 
marched a unending horde of war machines Megacarporations and told them what was required of 
and warriors. Vicious Centurions led grinning 
Necromutants and swarms of fly-encrusted Undead 

them. At first they balked, fearing to lose their ancient 

Legionnaires across the battlefields. Mighty EzoghouEs 
powers and privileges ~f they submitted to the leader of 

galloped lnto the massed ranks of the corporate armies 
the Brotherhood. Nathaniel did not argue, he simply 
pointed out that with the Dark Legion triumphant they 

as stone-fleshed Raz~des blasted away with their 
could not do worse, The mighty masters of the 

enormous weapons. Algeroth's lieutenants, the Nepharites, 
commanded all these monstrosities as they advanced 

Megacorporations could do nothlng twt agree to the 

upon the receding defenses of the Corporat~ons. To 
Cardinal's plan, and it was implemented that very day. 

Algeroth, victory seemed certain as his forces simply Throughout the armed fcrcos of the 
overran the blockades of human resistance. Megamrporations, the Missionaries of Peter Durands' 

Third Directorate moved, preaching the Holy Ward, 
shielding the soldiers from the darkness with the power 

3.4- The Venusian Crusade of the Lrght. Bolstered by the presence of the faithful, 
Mankind had been backed into a corner. beset upon and shielded from the Dark Symmetry by the Light of 

all fronts by the things of nightmares. The cities that had the Art, The armies of humanity finished their long retreat 
not fallen to Algeroth had been turned lnto fortresses, and began to make a stand. 
defended by sold~ers. citizens, and No longer did the followers of the Darkness win 
rnernbeR Of the The fruit or ?\?-& easy victories over terrified foes NOW they were met by 
the decades Of labor was finally - - : stiff resistance, cavied out by determlrled warriors who 
unveiled, with the Second Directorate - ,, , 22 > 7 - - knew they were humanity's last hope and that even thew 

- d 
' 1 



smallest act of heroism might tip the balance in this cosmic 
conflict between good and ultimate evil. 

Meanwhile, the Cardinal summoned the elite forces 
of all the Megacorposations and prepared them for battle 
himself. To his side came the Sea L 
Hatarnoto of Mishima, the Venusian F 
and the Blood Berets of Imperial. The 
cantingents ofAlexander Durand's Second Ulrectorate and 
spearheaded by the mighty Doomtroopers, specially 
trained warriors from the Cartel. It was the greatest 
gathering of heroes in the history of humanity and it needed 
to be, as Cardinal Durand's plan was simple. He was taking 
them all to Venus where they would take the battTe to 
Algeroth himself. 

At dawn, the assembled forces of humanity marched 
upon that first Dark Citadel on Venus. Afgeroth w 
for them, as was his entire legion3 of Darkne: 
the rest of the Solar System. his Citadels lay sile 
his forces gone l~ke a passing shadow. The banre rnar 
followed was epic, with Dreadnaughts raining down orbital 
barrages, Mystics and Mephafites bringing to bear the very 
power of the Universe and the clashing of armies, both 
human and horror. It was an enormous confflct with 
Algeroth and Nathaniel striding towards each other, each 
sumunded by their finest. 
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Alexander, led the largest contingent of 

humanity's warriors, watched his brother clash with 
the Apostle of War, completely cut off by the bulk of 
the Dark Legion forces. The Cardinal's guard, the Fury, 
cleared a path for Nathaniel as the Cardinal charged 
the Conqueror of Worlds. Algeroth met Nathaniel with 
a counter-charge and the Solar System shook with 
the first meeting of their blades. 

For a full day and night, the Holy Cardinal and 
the Lord of Destruction wrestled. They fought on every 
level. Sacred Blade rang against Symmetric armor. 
Black bullets bounced off Holy Ve! idal waves 
of the Dark Symmetry sought to the Light. 
At last, the Cardinal gained the u 1. Algeroth 
fled within the heart of his Cltadel, pursued by 

strnents, b 
drown out 
pper hanr . . .  

Nathaniel Durand. There, in the Sanctum, before the 
very altar of Algeroth, the Cardinal struck down the 
Demon Lord of the Dark Technology. Alexander and 
his finest, the Sacred Warriors. came upon the scene 
as Nathaniel held his mighty battle-sword above his 
head, ready to vanquish the AposZle of War. Algeroth 
smiled and spoke something to Nathaniel that stayed 
his hand. The Sacred Warriors v I vere too f: 

:r was clo: 
ower his s 
th A ~ l : u n r r  

ar away to 
hear the exchange, but Alexand~ 
to see his brother, ashen faced, I 

;e enough 
word. The 

eldest Durand cried out asAlgemt, uGlluGLGu 

blow to his brother, Nathaniel, and cursed the demon 
as it vanished into thin air. 

Thus, in the midst of his greatest 
triumph, Nathaniel Qurand was felled, He was carried 
from the Citadel by his brother and met by a circle of 

defenders brought by Peter Durand. The 

fi& light behind Nathaniel's eyes began to fade, 
- ,,: - -_ - and he pulled his brothers to him. Alexander - 7 

- - - and Peter cradled the body of their dying 







Clans of Imperial turned upon I , 
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accident, Cardinal Brennan went mad and had to be Brotherhood for their high-end technology research and 

;ily, igniting a development, and eventually joining the Cybertronic 
limants to the Investment Inc. fold. In a daring and decidedly illegal 

title of Cardinal. The Neronian Her1 huge blemish maneuver, Cybertronic manipulated the Luna-based stock 

on the reputation of the Brotherhow, wruc~l was already market. It took all of one minute, and the  end, 

losing its influence within the Megacorporate sectors. After C ~ b e r t r ~ n i c  Investment Inc. became the CYbertronic 
all, without the specter of the Dark Legion, the usefulness Megacor~oration, which had acquired Percentages of the 
of the Brotherhood was in question. other Corporation's holdings in the deal. Bauhaus lost 

The masters of the Megacorporations had forgotten many of its assets. both in Facilities and personnel to the 

their ancient gratitude to the Cardinal, as they chafed new Carporation, but Imperial took the brunt of loss- 

under the Brotherhood's rigid edicts and burgeoning Cybertranic snatched away over 25% of Imperial's 

secrets. They accused the Brotherhood itself of becoming facilities throughout the Solar System, embarrassing the 

venal and corrupt, and there was much truth in their Clans and estabtishing themselves as the 5'" 

accusations for now many joined the Brotherhood Megacorporation, right behind Imperial. While the other 

because they saw it as a path to temporal power. Mishima Me~awr30rations regarded the losses as the price 

reacted to this conflict most severely, since a good portion business and embraced Cybertronic through the Cartel, 

of the Brotherhaod's battles happened on and in Mercury. which now included Cybertronic detegates, Imperial took 

The Cathedral an Mercury was destroyed during the it personally- 
Cybertronic's emergence changed the very nature 

bought them. After C) e a 
Megacorporation, they unv and 
what they were prodllcing, lecnnologlcai marvels, 
components and machines that were on par with 
the only other organization that had high technology 
since the Fall-the Brotherhood. 

Cybertronle went edlate trade 
negotiations with the ott ~ n s ,  
providing components and and 

Cybertronic bought most ofthe unused power - i ,., plants throughout the Solar System and converted 
them to run more efhciently. The power output of 
these plants was staggering, and Cybertronic 

civilian cities for a competitive price. This act firmly 
entrenched Cybertronic within the inhabited worlds, 
and in a way, protected by the Catel and the other 

se intern les emerged Mega~orporations from the full wrath of the Brotherhood. 
the system" Cybertronic had completely usurped the control of the 

was Cy bertronic investment Inc., Their presence as a Megacorporation further 
Independents that eroded the superiority ofthe Cardinal, who had suffered 

the inhabited & greatly with the Neronian Heresy and Mishirnais schism. 
worlds. These ~nclependents had all, at one 1 ,; - .- - ,* The new Cardinal was not pleased. 
time or another, been punished by the i '1 - 
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4.2- The Ganvmede Incident 

Brothe 

condition, the Brotherhood tried to damage 

subsequent trials, was second only to 
Bauhaus in its devotion to the Cardinal. 
Imperial also had a determined sense of 
vengeance to conquer all of Cybertronic's J * ,  

holdrngs and regain the honor taken from I .  

Megacorporation. 
The espionage division of Impedal, the ISC, dismvered behind this plan, seeing it as a way to reclaim some 

that Cybertronic also had broken the Second Edict of the Of their lost power and influence with the Other 

Cardinal. It seemed that Cybertronic had been terraforming Co'~orationsn while simultaneously punishing 

one of Jupiter's moons, Ganyrnede, and were in the last 'ybe*Onic " :B. 

stages of pre-cotonization. Imperial, who did not have a pfanel At daw~ comprised of all of 

inal completely outnumbered the Cybertronic I 
By the end of that day, Imperial had defeated 
Cybertranic, forcing the forces to retreat and 
leave the very planet th d worked so hard to 
create. Ganymede w Imperial's, forcing 
Cybertronic back to the Asteroid Belt, the savageness 
and coordination of this attack something even they 
had not foreseen. 

Cybertronic delegates lmrnediately called upon 
the Cartel to reprimand Imperial for this act, but since 
Ganymede was not included in the holdings report 
given to Cartel Law Lords, it was not protected under 
the current Rules of Engagement. Imperial now had a 
planetoid, and they immediatety began to exptoit its 
resources. Cybertronic, stinging from the Ganymede 
debacle, called out to the ather Megacorporations for 
help in finding more land. It was Mishima who 
responded. MFshima was very interested in 
Cybertronic's technology and decided to open up one 
of their ports for the Corporation to lease land. That 

Mishima opened Fukido so that Independents 

isolationism. Misbima believed that they would benefit ' 
from the new businesses, eventually acquiring those 
who petformed well. Cybertronic was one of the first 
to establish a presence in Fukido, but through a toop- 

hole in Mishimab lease contract, Imperial 
, was able to buy the majority of the port, 
J much to the chagrin of both Cybertronic and 
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This action was supported by the Brotherhood Brotherhoad. their campaign of keeping the Dark Legion a 
as well, and, with the blessing of Imperial, a Cathedral secret worked too well, as the corporate masters discounted 
once again found itself built on Mercury. Cybertronic's the Cardinal's explanation and even accused the 
facility quickly became an impregnable fortress, which Brotherhood of fabricating the long dead Dark Legion to 
found itsetf constantly under assault from Imperial and use as a tool far regaining their flagging control. 
Brotherhood agents. The Carfel was called in to Peacekeeper Station and the Rain of Madness were seen 
mediate this affair, but their Rules Lawyers could do as ploys of the Brotherhood and were summarily dismissed. 
nothing for Cybertronic. The newest Megacorporation Moving quietly in the background were accusations of 
had no choice but to, once again, enter the Asteroid further Brotherhood indiscretions and abuses of power 
Belt, commonly known as the Frontier, and came out whtch originated from a fanatical group of former 
their place amongst Imperialdominated territory. Brotherhoad members now gone rogue. 

Further conflicts between the two On Mercury, skirmishes began in earnest between 
Megacorporations began to flare up and the other Imperial, Cybertronic, and Mishrma over the possession 
Megacorporations called for a meeting of all corporate of Fukido, On Venus, the Corporations dnfted into all out 
delegates and Brotherhood Observers. This conference war again over possession of the Graveton Archipelago. 
was to take place on the Cartel's common-ground On South Mars. all the Corporations once more battled for 
facility located on the Mars moan of Phobos. This possessi~r~ of the fertile lands. Cybertronic and Imperial 
facility was called Peacekeeper Station and had been battled each other for control of the Asteroid Belt, bringing 
the base of negotiations for the Cartel since the end of with them the interests of the other Megacorporations. 
the First Corporate War. Everywhere brushfire conflicts erupted and before anyone 

could stop it, the Megacorporations had returned to the 
#=3- Betrayal at Peacekeeper Sfation old, familiar pattern of strife and warfare. 

The Calm Waters Conference was the largest fn the span of sixty days, the Age of Faith was over 
of its kind since the signing of the Heirnburg Treaty and the Second Corporate Warn had begun. 

- I 
1, Peacekeeper Station exploded in a 
:loud of IEght. Predictably. the 
3ns blamed each other for the loss. 

,- 

- - -  

rne loss or tnerr 4.4- The Second Corporate Wars 
hat Ilie ri ew corporate 
)n of Peal Station would 
t the Bmtl nd the Cartel 

the blast crater left in Phobos' surface except the themselves and the Solar System was again on the verge 
Brothert.lood. Only the Cardinal's Keepers found the of destruction. The Megacorporations began to consolidate 
strange emanations coming from the blast area, and their for=$ for mass battles, like those fought in the First 
their penetrating power ~g the presence of COW s, and it , ~d it 
something decidedly rn golent than simple not b e Cartel a md. 
radiation. This crater I ,tenth of the Dark :el. which rorn 

-- 
' I  I it; After careful reflection and exam ne sound Peacekeeper Station, showed its teeth in the opening 

+ .  :I kept resonating in the Keeper's mil 'aund that gambits of :he Second Corporate Wars. Sorne battles were 
made their skin crawl, Semai. It t t moment finished before they started, as enemy intelligence would 
that the Cardinal saw the handiwork ot tne newest be completely briefed by Cartel Agents about an attacking ip- 11 apostle and deception. of the Great Darkness, the embodiment of lies Megacorporation's force and plans. Other Corporations 

would find their finances hemorrhaged by Cartel Rules 
Attempting to explain this discovery to the Lawyers if they tried to use their armies to invade rival 

feuding Megacorporalions pmved to be difficult. if not territories. Furthermore, 30d forces, specifically 
impossible. The Cardinal vehernentry the First Directorate'! would dismantle large 

1 insisted that it was not one of them who ,;4:1fl military operations th; ~ssibly escalate conflicts 

mf,\iI,& destroyed the Great Peacekeeper Deceiver. Unfortunately Station, but Semai, for the : 4 * ' .. ' -  28 - " qacorporations waged war changed because of these 
.:between the M e g a ~ ~ ~ ~ ~ ~ a t i o n s .  The way the 

L I < .  trusions. ARcr several years of repeated interFerence, 
LT 

1 ' 1 

- - 

s revealir 
ore male 
had the e 

ination, o 
ids, one s 
vas in tha . 

I I  was in 
!r and the 
pt the har 

orate War 
een forth 
The Carl 

levitable t 
destructir 
many tha 

would hai 
nd the pol 
became : 

Brotherhl 
; Mystics. 
it could po 
-* - - - -<-  

se el a n 
?e keeper 
ierhood a 
n i A  ---m 

re come 2' 
#er of the 
semi-indel 

o pass he 
Brotherhc 
pendent fi 







As we mentioned in the introduction, each UWZ player 
collects miniatures to represent the soldiers and vehicles in his 
army. Each miniature, or model, represents a single person or 
creature, whose abilities and game performance are defined by 
its Model Profile. This is the Eine of numbers that appears beside 
each Unit type. It represents the crucial information about your 
soldiers, their strengths and weaknesses. 

Every turn, players alternate activating Units of models 

presents a dynamic activation sequence 
that encourages decisive action by the 
players. By allowing the ability to act and 
react throughout each turn, our DSS 

affords you the unique opportunity to 
exploit your opponent's errors and capitatire 

on advantageous situations as they develop. 
The DSS gives you, the player, access to the most tactical 
options and the best ways to implement them. By integrating 
these elements, you will find your skirmish game truly exciting 
and exaansive. 

which we call Squads. When a Squad is activated, all the models Why did we name it the Dark Symmetry SystemTM? 1 in that Unit take a certain number of Actions before their turn is Ultimately, it seems sum up the elements we used to design 
For the may charge this game, as well as reflect the notions of balance and war. 

fire their weapons, command other models, or perform almost 
any other maneuver you desire. In this manner, UWZ gives the 
player complete control over every model in his army. By skillfut 

I use of your army's strengths, you will attempt ts wver 

to win, , 
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I and out fight your oppon<nts. ln the end, on$ on ,ill be There are a few concepts that are important to know in 
victorious! 

I P order to play and enjoy UWZ. What follows are the most 
comrnan game terns you will need to know. 

I 
WINNING THE BA77LE 1.1- ROLLING OlCE 

In UWZ, the primary objective is to In the text, a twenty-sided die is referred to as a d20. In 
have fun. No, really. While every player wants VWZ, a die roll is used to resolve asaects of the game where 

1 ne where both the outcoml 3 an attack against an 
d a good time, opponent o 

P the hundreds of The r fined target number. 
y a l l l c ~  L I I E  U = D I ~ , ~ C ~ D  11eJe played. our The target number cs usually a model statistic modified by any 
primary objective was always a fun gaming applicable bonuses or penalties. The die roll is a success if you 

P experience; one filled with balanced, grifty roll this target number or less on the die. In the event that a high 
combat and the tension of watching your die roll is required, rolling equal or greater than the target number 
strategy unfold, Keep this in mind as you w ,,. begin to stake your claim here in our I 

rolls a nal 
'led a "Pen 

universe. 
F That said, you still want to win. That's 

iis by repeating the turn 
F. oned above until his 

ers, the game objective P 
was achieved, or every Unit in an army is 

C lost. For even more fun, we recommend 

wu must r~ 
. . 

311 equal 
to or less than your model's Ranged Combat (RC) 
statistic. Any circumstantial modifiers (termin coverage, 

1 for example) adjust this number. I f  your model has an 
RC of 75 and the defender is in soff rover (-21, your 
target number IS 13. Your attack succeeds if you roll a 
13 or less on the d20. 

trying out same of the pre-designed There are also two special outcomes of a die roll: a 
scenarios included in this book. By linking PERFECT and a FUMBLE. These are descrjbed below: 

P these sc >layers can create small PERFEC 
stories t l lefine the game universe Wher urn/ I [before any modifications 

P we play we discussed this notron are applied) fed Success" and usually results 

P 
later in tl ,, ,, ,ap,cr. In something special nappentng in the player's favor. 

For now, let's focus on having fun and FUMBLE 
6. take a quick look at how the game works. When a player rolls a nefuml20, this is called a "Fumble" 

P 
and usually results in something adverse happening to the model 

DESIGNER NOTES involved. 
F The Dark Symmetry SystemTM (DSS), the name given to The exact effects of any particular PERFECT or FUMBLE 

the ~ ~ ~ l ~ i ~ ~  Game System mechanic, is a unique game engine TOR ah3 dealt within the section of rules ~0nCZming the activity 
that allows a dynamic and fast-paced battiefield dmulation. The in question. If no special effects are listed for a certain type of 
current DSS is an evolution of the same engine used in our 'O1ln then none apply. 

dark fantasy skirmish game, 

AP/7 

Chronopia: War in the Eternal OPPOSED ROLLS 
Realm. This evolving system Sometimes, playess will I id to roll dice against 

4 each other. This is known as 
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Example: Two players, Mark and Scott, have concluded 
their second turn of play. With tensions running high, 
winning Initiative is very important. Both players find their 
highest LD score from amongst their remaining, non- 
panicked troops and add that number to the roll of a 
d20. As Scott's highest CD was 72 and he rolled an 17, 
Scott now has a total initiative score of 23, Mark, with 
an CD I0 and a roll of 3 gets a total of 13 for his initiative. 
Since Scotf won initiative, he may now choose to activate 
a t  ke Mark go first. 

When this occurs, each player rolls their own die and adds any I"-. -MW-O.R. 

relevant modifiers to their result. the player with the higher 
6PPC''L'enCTS' 

modified roll is the winner. If both players modified scores are UHIT mmr 

equal, they should simpky roll again. This Is the type of roll used 
to determine ~nitiative at the beginning of each turn. 
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I .3- LINE OF SIGHT 
tine of Sight (LOS for short) is an important concept in 

UWZ. Typically, a model must see andher model in order to 
direct its efforts towards it, such as charging or shooting it. A 
model has LOS to another model if an unobstructed line can be 
drawn between them, regardless of distance. LOS is measured 
from 360' of your model, unless specifically stated othewise in 
the model's special rules, 

On a gaming table, covered with troops and various types 
of Terrain, LOS is not always easy to determine. Terrain blocks 
LOS if the major body portions of the model are completely 
obscured, or if the model is in base-tc-base contact with the 
terrain. However, common sense must be applied h e r e l f  a 
model is behind a wall, but the static pose of the figure's hand 
protrudes from behind a wall, then an enemy model should not 
be able to declare LOS. If there is any doubt about LOS, simply 
get down to eye level of the models, If you can see the target, 
you can shoot it. 

Some spells and abilities have different LOS requlremenk. 
If an action requires only LOS, then the distance to the target 
does not matter as tong as the model has LOS. Likewise, some 
abilities don't even require your model to have LOS? 

In the worlds of UW2- you can command various forces, 
from the basic warrior new to battle to the Ensplring heroes that 
lead your army to victory, You can even command Vehicles, 
from the sma8 and quick skimmers that swarm across a 
batttefield as bell as Great War Engines capable of massive 
damage. To best represent these various creatures, we have 
developed eleven characteristics that describe the numerous 
aspects of Unit's physical and psychotogical strengths. We refer 
to this informat~on as a model's profile. 

2.1- MODEL PROFILE 
Every model in UWZ has a Model Profile. The Model 

Profile describes everything you need to know about the way a 
model performs on the battlefield. The profiles for each model 
can be found in the Army Lists section at the end of each force's 
chapter. 
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Each list is br I into its appropriate strudure with 
similar Sc tther, like grunts, elites, vehicles. 
lndividua 3 begins with the name for the 
particular rype or mooel or I roog". The profile then lists a bit of 
information about this troop type and how many of thjs model 
may be in the Squad. Next is a line of abbreviations known as a 
"stat line". Each model is defined by the same eleven statistics; 
these represent the basic capabilities of the model. Finally, all 
of the equipment and special ruledabilities for the model are 
listed. 

I .4- TABLE EDGE 
If, for any reason, a model moves off the edge of the 

MODEL STATISTICS (Stab) 'I 
A model's stats govern the basic actions each rnodet can 

playing area, it is gone. It may not re-enter the game. 
take and provide insiqht to the strenqths and weaknesses of 1 

each model type.  his is reflected% the numerical rating - I Now that you are familiar with some of the basic game assigned to each of the statistics. Stab rangc in value from 1 to 
concepts, let's look at the skilled warriors that will make up your 30, where 1 is a very poor rating and 
game and set your army apart frwm your opponents. 30 an exceptionally good rating. b\ f F v k , / :  
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Move action. 

The AR stat represents how well protected a model is from 

AC; MW- the hazards of life and war. It can represent state-of-the-art 
w: AR: combat armor, a thick, steely hide, or a tough-as-nails 
E X  - S Z : -  disposition. Whatever the case, a model with a high AR value 

will be hard to kjll. 

. . . . . .  - -  - -  - - 
-.- m In- rm- - Size does matter. In UWZ, the SZ stat represents the general 

- . . . . .  build and bufk of a person, monster, or vehicle. There are 5 
different Size categories used for the models in UWZ. 

Small Models 
Small models have significantly less stature than a normal 

C1.l.c-*-.nll*..l:r:..--". 
-,,.V1-.U...c ,*1 . , ,  .. - I-.- human. Some models, like the Children of Ilian, are short 

P by comparison to the average 'human. 
These stats are recorded on the unit cards that accompany Small models have a sire value of I. 

P each model in its package. These cards are far more than just ~~d~~~ Models 
a convenient record keeper, but we'll get to that later. 

P Medium models are approximately human-sized. The 
standard rules, as written. assume the models are of Medium 

P The efeven statistics that define a model are: Size with no modifications. 
Normal models have a size value of 2. 

P 1) Close Combat (CC) Large Models 
The CC stat is a representation of the model's skills in hand- Large models bigger, but less than twice the sire of a 

to-hand fighting, either using its natural weapons (like claws or normal human. 
CL teeth} or melee weapons (like swords or bayonets). Large rnodefs have a sire value of 3. 

Huge Models 
P 2) Ranged Combat (RC) Huge Models are twice again the size of a human or larger. 

The RC stat is a representation of the model's skills In Huge models have a size value of 4. * attacking an enemy at range with projectile or thrown weapons. Gigantic Models 
F Giant Models are three times the size of a human or larger. 

3) Power (PW) Gigantic models have a size value of 5. 
B The PW stat is a representation of a model's mental prowess. 

human {or inhuman) essence, and innate supernatural senses. 14) Polnt Cost (PC) 
Models with the Special Ability to Channel use their Power stat The PC stat is a measure of the model's value within the 

P to gauge their connection with the Supernatural. context of the game relatibve to its fellow models. Higher costs 
can be the result of intense training, powerful equipment. or the 

P 4) Leadership (LD) ability to Channel supernatural powers. 
The LD stat is a conglomeration of courage, shrewdness. 

rnental endurance and perception. In addition to the eleven stats, a few other thinqs define 
Cr 

5) Actions (AC) 
F The AC stat reflects the model's reflexes, agildy and reaction 

time. It represents the number of actians the model can make 
in a given turn of Activation. 

P 
6) Wounds (WD) 

P The WP stat tells you how tough the model is and how many 
wounds it can receive before being taken out of the battle. 

P 

r 7) Strength (ST) 
The STstat represents the raw physical potential of a person's 

your troops. These are: 

" Special Abilities 
Any additional infomlation that is relevant to the context of 

the game will be listed under the Special Abilities section of the 
profile. It may describe unique training possessed by the mode!, 
or a rare gift % can wield, 

* Equipment 
Pieces of relevant gear, from weapons to religious artifacts, 

are l~sted beneath the Equipment section d a profile. 
body and what they can do with it. Strength is  the basis for 
damage in close combat and affects the range of thrown 
weapons. 

8) Movement ( M q  

. - a model can move in inches per 
P < - - 



* Classification 
Every model in UWZ betangs to one of several possible classifications. These classifications are primarily used to deternine a 

models vulnerabilities and advantages. The classifications a modal may belong to are: 

A.l.s- In the world of the Mutant Chronicles, Al's encompass a broad category of mental enhancement. Some are almost fully 
robots, controlled by sophisticated, artificially inteltigent neural networks and neariy devoid of any humanity. Thogh rare, they do 
exist. Most take the form of humans who have accepted various levels of artificial enhancements into their own brains to augment 
their own capacity. Mortal models of AI:2 or less are still considered mortal. 

The level of Al assigned to any model reftects the degree of enhancement thus the greater the number. the less humanity there 
is. Thus all A.I. rnodefs have a number following their classification. The number tells you a few things about the A.I., namely how 
advanced it is and how likefy it is ta suffer a malfunction and run AMOK. There are trmes when a player may opt to add cybernetic 
enhancements to a model(s) and when this occurs, the A1 rating of the modet is increased. 

In general. the Totlowing important points apply regardless of the Al lever. 

R.I. 5 have few if any emotions and are not required ro make Mara/e Tests against panic or fear. 

During times when a Morale Test would have been required, the A. I. must make a LD check with his A. I ,  level acting as 
a penalty fo the #I!. Failure indicates the A.I. has suffered a malfunction and roll on the below table, adding !heir level of 
A/ to the result, 

Failrrrr! nf fhe mll indic~fes the model will trse his remaining acfion to move fowtlrd 
the nearest squad member; atfempting to regain command status. Success 
indicates the model wifl become the new squad leader. Confinue to mll as above 
as each model is activated until a new leader Is selecfed. Once a model becomes 
the new leader. all other models in command radius of this model wil( refurn to 

Associated Armament: Equipment too cumbersome to be carried by one man, yet required far the functionality of the squad. t 

Examples of Associate Gear include Lhings Ilke Mortars and Cannons. i 





A} Army Structure 
The armies of UWZ are broken down into smaller groups 

that play different roles on the battlefield and affect what a player 
can include in their fighting force. 

The heart of any army, Squads are groups d models that 
are trained to work together as a team. A Squad's training, 
equipment, and role upon the battlefield is different within each 
army. Each Squad has a Designation, which determines what a 
player can choose when building their army. Squads in 'UWZ 
are designated either Grunt or Elite. 

Grunt Squads 
Grunt Squads are the basic foot soldiers of any Army, A 

player can include as many Grunt Squads in their Army as the 
point cost allows. Unless otherwise stated in a Squad's Special 
Rules, Support Units can only be included in an Army by 

Example: The maximum number of Light Infantry LMG 
Specfalists is I per Squad, with the purchase criterion 
being I LMG Specialist per Squad. The LMG Specialisf 
is not required lo be jncluded within the Squad. 

I t  is OptJonal and noted as: 
(optional: up to -1 per squad). 

Squad Leaders 
Within each Squad is a Leader. who acts as the central 

point of reference for the other members of the Squad. Leader 
models are the keystone of a Squad's Morale and the center 
point for Command Distance. In a regular Squad, there can be 
only one nd that Leader will be noted in the Squad 
Structure. ss Squads will be noted within a Squad's 
Special R ~n of their Profile. 

8 maximu 
/S within a 
' the Squs 

Example: The tt of Light Infantry 
Sergeant mode $ and t!?af I model 
is the Leader 01 to. 

rn amour; 
, Squad is 

including Grunt Squads. 
The ratio is 1 Support Unit pet 2 Grunt Squads. Officers & Personalifies 

Offrcera (also referred to as Individuals) are models that 
Elite Squads can act independently upon the battlefield. They are usually 

Squads that receive additional training and superior grizzled veterans, hfdeous monsters, or men of supernatural 
equipment receive the designation of Elite. A player can incfude power. represent their rarity, a player can c.nly include one 
a s  many Elite Squads in their as they have equal or greater Individual in their Army for every one Squad (either Elite ar 
sized grunt Squads. Grunt). Certain Officers are linked to a particular Squad and 

Elite Squads cannot be used to calculate Support Units can only be included in the game if the referenced Squad is 
in an Army. also present. 

I f  an Officer model ;s wifhin Command Distance of af 
Troopers least 712 of 3 Squad or their leader; the Squad may use 

Armed with standard weapons and having common skirls, fhe Officer's LD value for Morale tests Kii  is higher than 
Troope~  are the core Unfts within a Squad. Each Squad contains the Squad Leader's. 
a minimum and a maximum number of Troopers, which are 
listed in parenthesis next to that Squad's Trooper name in the ' mayonb' have One Omcer Of a Particuar per 
Squad Structure. Squad of the same type. 

mcers have an 8" Command Distance. 

Troopers per Squad is 4 and the maximum number of 
Light Infantry Troopers per Squad is 12. The minimum- 
maximum is represented in the (required 4-72) part 07 
the profile. 

Force Commanders 
At the head of a larger army is the Farce Commander. 

This Individual has the ability to coordinate battle plans, give 
orders to Squads, and inspire his men to new heights of bravery. 
Force Camrnacders do not get involved in small skirmishes 
and are only seen an the battlefield during large-scale conflicts. 

Squad Spe~ialisfs To represent this, a player can only include one Force 
Commander in an army and that army must have at least three 

Within each Squad are models that haveexextensive training other officers present with six other Squads, Force with either a certain weapon or skill. The time and funds required Commander i s  considered a Ranked Officer and has a ., 0u 
to create these Specialists are great enough to limit their numbers Command Distance. 
within a Squad. The profile will tell you how many core troops 
are required for each type of specialbt. AII Squads have different 
requirement for Specialists, so pay close attention tothe criterion 
offered. Unlike core troops, there is no minimum for Specialists 
within a Squad, since they are considered optional. 
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support units 
Support Units represent the army's ability to back up their 

troops with specialized forces, Vehicle: I-range artillery. 
Support Units are not assigned to ar ~tll it reaches a 
certain size. To represent this, a pla) i ly include one 
Support Unit in their Army for every two Grunt squads selected. 

Support Units are designated by their role on the 
battlefield. 

Mabile Armor 

Any ground based Vehicle or mechanics/ troop counts 
as a Mobile Armor Support Unit. 

mA;r Supporf 

Any air based Vehicle or Unit counts as an Air Suppotl 
Unit. 

Artflle y 

Any weapon team, emplacement, or artillery Unit counfs 
as an Artillery Supperf Unit. 

-Advfsors & Consultants 

Covem speck1 Units, Carte! agents' Brotherhood agents. 
Mercenaries, and Freelancers who do not normally faN 
under the selected army's Unjf lists. 

Quick Summary 
Unlimited Grunt Squads 
One Elite Squad per one Gmnl 

(of equal or greater size) 
One Individual Unit per one Squad 

* One Support Unit per two Grunt Squads 
Only one Force Commander per army 

(requires at least three officers) 
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4. f -  COMMAND DISTANCE 
A Squad Leader gives orders to a Squad and holds them 

together and directs them to complete their mission. Therefore, 
all the models in a Squad must remain within a certain distance 
of the Leader. This distance is known as the Command Distance 
and cs normally set at 6". If, at the beginning of a Turn, models 
are within Command Distance, they may Move and act normally. 

If for any reason a model finds itself outside Command 
Distance at the beginning of a turn, it can make &( Move 
actions until back within Command Distance, at which point it 
may carry out any remaining Actions as normal. 

Since Command Distance is measured from the Squad's 
Leader, the leader is always considered to be in Command 
Distance. !f he moves away from the Squad he commands, 
they will have to catch up to him on their next turn. 

If the Leader of a Squad dies, the model with the next 
highest LD value becomes the new Leader. If there are two or 
more r le CD stat, the first to take its Actions 
in that the new Leader, However, it wilt only 
be the rn, which means the Squad Leader 
may valy r r u l r l  FUIII IU ~drn. This reflects that the Squad still 
holds together but not with one strong and single voice. 

Squads of Flyers maintain Command Distance if they are 
within 6'hand within 1 altitude of their Squad Leader. A model at 
ATtitude 3, for example, would be in Command Distance if the 
Squad's leader were a€ either Altitude 2 or 4. 

Models out of Command Distance suffer a -4 penalty to 
any morale test made until it moves back into Command 
Distance. 

Leaderless Squads 
t ads in the Warzone Universe are trained to act 

semi-ir i t ly  and are considered Leaderless. While the 
models rn a Leaderless Squad have no official command 
structure that requires the presence of an oficer, they do function 
around a varying central figure called the Reference Model. A model not within command distance may only 

During each turn when a leaderless Squad the first 
model that activates withjn that Squad considered the 
Ref~rence Model for that turn. The Squad must stay within the makc arc gcnalizcd by ~4 until hc is back w~thin 

6-Fnch Command 'Distance of this designated model each turn. 
In the picture above, Private Oakes is the only model 

S' FACING 4.2- 1 
I 3 facings: front and back. Generally 

speaki an only attack enemies in the front - 

180' of ~ t s  base. Models on faof, as well as Flying models, have a firing 
Before you start playing, you should decide how to indicate arc of 180 degrees to thek front facing. 

your models' Facing. A model's front facing should be obvious, 
but if there is some confusion, you may want to mark your Movnfed Troop models have a firing arc of 360 degrees 
models in some way to indicate which direction is "front". to their front facing. 

For example, you may place a line or triangle on the base, Vehicles have their firing arcs 
or paint the front of the model's base a different color. listed individually in  the~r  Unit ,I - F-T- 

descriptions. 
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There may be exceptions to these rules, in which case - the firing arc of the model will be expressed in the special rules 
CI far that model. 

have his opponent go first. 

4.4.2- NOMINATE THE FIRST UNIT 
As mentioned. the player that won initiative can either 

activate one of his own Units, or nominate an opponent to take 
his turn first. 

In n 
activates 

~ulfi-playe 
a Unit of 1 
j an oppor 

r games, the player with the initiative either 
qis own or nominates an opponent. Having 
lent. the winner will always go next, followed 

by tne other players in descending order of scores. 

4.4.3- PLAYERS ALTERNATE ACTIVATING 
UNITS 

When a Squad is activated, the player chooses a model 
within that Squad and uses all of its actions as listed in its AC 
characteristic. Once that model completes its last action, the 
player chooses another model within the same Squad and uses 
its actions. After all the models in a Squad have compfeted all 
their actions, that Squad is considered Activated and should 
have an Activated Counter placed next to it. 

The opposing player now activates a Unit. Play passes 
back and forth until all the Units on both sides have been 
activated. If one player has more Units than another, he will 
activate his remaining Units, one at a time, aner his opponent 
has no Units left to activate. 

c taed by white triangles. 
e Capitol sordier in the 

P ny is behind hrs firing 
arc so ne wou~o nave ro rum to assail him, 
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I 
F 4.3- DEVIATION 

There are many times when the rules may require a player 
to check for devii ?n a deviation roll is required, simply 

F 
roll a d20. The r I the die determines the distance of 
the deviation, wt culated by only tooking at the tens 

P aspect of the rolled number. In this manner, the most something 
can deviate is 10. * 

I 

stion. Wht 
lumber or 
iich is cal 

u roll a 2 on the d20, the deviation js 2': 
If you roll a f 2  on fhe d20, the deviation is 2''. 4.4-4- END OF TURN 

After all Units in play have been activated, the Turn is 
over. Activation markers are removed from the board. 

Some markers, like Wait Counters. remain until the next 
Turn to indicate specific conditions. These will be detailed later. 
The players begin a new Turn by rolling inltlative for that turn 

T n of the deviation, notice the direction 
of the t lumber rolled on the d20. This is the 
directio,, ,, u,v,aL,u, vwl,l travel the distance rolled. 

To recap, it all: the triangle's point 
illustrates the dirt ~n and the number tells the 
distance. Make sure to use an easrly readable d20 for these 
instances. 

o detemlr 
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le deviatic 

4.4- TURN SEQUENCE 
While a real battlefield is a confused mass of activity, a 

battle game can't afford to be. Therefore, the UWZ game is 
divided into Turns. Each Turn, models carry out a series of 
Actions such as moving, firing, or Channeling a power. Turns 
are then repeated until the outcome of the battle is decided. 

Markers are used to indicate the state of pply. For example, 
an "activation marker" is used to show when a Unit has had its 
turn. Other markers can apalv to entire Units or specific models 
and will be detailed in the r 

During a Turn, the pl, xtivation of one 
Unit at a time. The Turn Sryucl llrc ID IVIIUVI(S: 

8 ,  
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4.4. f -  DETERMINE INITIATIVE 
Having won initiative, the Acolytes a f  the Dark Cults prepare 

to unleash hell on the Free Marines in the trench. Acolyte 1 wit! 
I ring at the closest er I the example 
I arine A. Acolyte 7 wrll fire and should 
1 the Marine, he will ta and fire again. 
lrrne nnanne were to take a wouna and ale, tne Acolyte may spend 
I 

initiative is used to decide who gets to activate a Unit 
first. All players roll a d20 and add the single highest Leadership 

legin by ti 
above Is M: 
hat not kill -.. .. . 

Iemy mod1 
take its firs 
ke his sect . . .  

BI, which i~ stat (LD) From among their surviving models. A player whose 
models are alF panicked takes a -4 penalty to the d20 roll. The :t action to 1 

~ n d  action 
,. . . 

\ w. player with the highest score wins 

\ -4' . 
the initiative and nominates a Unit 
for activation. Note that the player - who wins initiative may choose to 

ts last actir 3n to fire a 
-.,... " . .  

t Marine B 
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disembark by spending one action. They must then spend all 
their remaining actions before any other member of the crew or 
passengers may take an additionai non-Wait action. Note that 

Mostrnodefs in UWZ haveBActions(AC)tO~effomeach any number of passengers may elect to disembark during 
activation. This means they have three opportunities to do p,,,,ng,, Unit activation, See dmored persoqal carriers for 
something during their Turn. There are many different Actions a ,,, detail, 
figure can take during its Turn, and they are: 

Move 
Minimize Presence 
Climb - Jump - Attack (Melee or Ranged) 
Break Away 

* Aim 

Channel 
Concentrate 

* Spot 
Rally 
Give Orders 
Wait 

There are certain limitations on some Actions, but 
generally, a model can perform them in any order. 

spend. On its Activation, it may Move, Shoot, and Move 
again. Or, if  could Shoot three times. The choice is 
ultimately up to Ted, and forms limifless strategic 

Additionally, not all models can use all the types ofActions. 
For example, only Channelers can Channel powers. Specjfic 
restrictions on Actions are detailed in the relevant section. 

MOUNTED TROOPS AND USING ACTIONS 
For a Mounted Troop to perform most kinds of Actions, 

both the rider and the mount must expend their Actions 
simultaneously. This accounts for the fact that any Action 
requires a certain 3f time to perform and requires the 
joint efforts of bot r and the mount to accomplish. 

I amount I 
h the ride 
rl Tma- :n If a Mounteu I lUUCl in Close Combat, the rider and the 

mount make a Close Combat attacks simultaneously, expending 
their Actions together. 

VEHICLES AND USING ACTIONS 
In general, when a Vehicle is activated, any crew riding 

within it must expend their actions simultaneously. If the driver 
uses his first action to drive, any other crewman must spend 
their first action before the drjver can s ~ e n d  his second. !f the 

6.7- MOVE ACTIONS 
As previously mentioned, the model's Movement (MV) stat 

shows how far a model can Move in inches during a single 
Action. During the course of a Move action. the model can turn 
as many times as it wants, and end its Move facing in any 
direction. It can also turn as it makes an attack in Close Combat. 
However, if a figure simply wants to turn around, to fire at, or 
Spot a model behind it, it must use an Action to do so. Far 
further details and restrictions, see the Movement section. 

A Move that brings a model jnto base-to-base contact 
wlth an enemy model is considered a Charge. This particular 
Move is covered In greater detail in the "Getting Into CIose 
Combat" section. 

6.1.1- CLIMB 
There are occasions when models on the table might want 

to Climb up or down vertical terrain features. The following rules 
allow models to Climb terrain features that are taller than the 
model in question, such as cliffs, walls. and even large trees. 

Models can Climb up or down a number of inches equal 
to their Size, without fear of falling. Each Action spent allows a 
model to Climb 112 its MV rate in inches. While Climbing, a 
model may perform no other Actions until it reaches a surface 
upon which it can stand. 

When attempting distances greater than the Model's Size 
in inches, there is an inherent risk of falling. At the end of any 
turn spent climbing at such a dangerous height or at the 
campietion of the Climb in question, a Climbing check must be 
made. No more than 1 check per turn is required. 

Roll a d20. On a 17-20, the model has lost its footing and 
fallen. Place the model back at the bottom base of the Terrain 
the model failed to climb, and roll for damage as calcutated in 
the Falling Rules section. 

Note: All creatures with basically humanoid features may 
attempt to ClirnbTerrain, with some exceptions. If players cannot 
agree on whether ar not a creature would be able to Climb a 
given piece of terrain, both players shouEd rol" d20, with the 
decision going In favor of the player who rolled highest. 

driver takes his second action before the crew takes their first, 
1 

the unspent first crew actions are lost, unless a Special Ability 6.1 2- JUMP . ! 
declares otherwise. Not all terrain is flat. Gaps in bridges, deep pits, cltffs, 

Models inside a transport are considered part of a singye and rushing water serve to divide the battlefield a ~ d  make regular 3 

passengerUnit. ThispassengerUnfttakes actions justlikean "Ovementacrossitim~ossible-When 
additional crewmember. During the passenger Unit activatlm, confronted by one of these hazards. 
one or mare of the transporting models may elect to a model can anemptfo make it across t,. - 
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by performing a Jump action. A model may Jump a gap in the further actions can be taken (assuming, of course, that they 
Terrain up to 112 its MV stat without penalty. Gaps than this survive). 
value up to the model's full MV may be crossed with a Jump Whether Jumping or falling, the modei may take Damage 
action, but risks failure and potential falling damage. Gaps from the event. A model will beain to take darnaae from a fall - - 

greater than a model's MV cannot be cleared with 
w 

that is over its Size in inches. Thus, a Size 
a Jump action. 3 model will start to take damage from a 

In these cases, roll a d20. On a 19, the model fall of more than 3". 
has Fallen at the end of the MV value distance. OR 
a 20, the modeF has Fallen at the beginning of the Calculating Falling Damage 
attempted area. See the Falling section for more The Base Falling Damage (DAM) is 6. 
details. Add the fallowing according to the distance 

6.1.2.A- JUMPING DOWN ch inch greater than the model's SZ 

A model can jump down from a height equal value adds +1 to the falling DAM. 

to or less than their SZ value in inches without fear 2x SZ, DAM becomes x2 
of damage. They can jump safely from this height 3x SZ, DAM becomes x3 
for the use of one action. n 4x SZ, PAM becomes x4, 

Models that elect to jump from a height 
greater than their sire must make an LD test to see 
if R has the nerve to jump. If passed, for the cost of ' : -  EXAMPLE: A SZ 2 human model falls I 
one action, the model can be placed up to its MV ,, rmm a height of 6". I 
value in inches from the point directTy betow where 
the model jumped, Calculate Damage as needed. the model suffers IO(x3)  
If the model fails its LD test, the model will not jump fall. [Base 6 + 4 (7 for each 
and the action is wasted. A model may test again inch over SZ) + 3x modifier (fall is 3x 
on their next Action to see if it has mustered the 
nerve to jump down. 

b ics do not make LD tests to jump o are the targets of falling 
down f \eight; after all, they know no fear. escape damage if they can 
How@\ loes not make them immune to fied LD check. Take the LD 
damage. aea rafting more information. score of the target mode1 and subtract the 
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rom any t- 
rer. this c 
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EX A M V  3 m be placed up to 3 inch 
away rmm tne terrain an0 a rvrv 4 model may be placed 
up to 4". 
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size of the falling model. This is the total the model must roll 
under to avoid damage. Success indicates they were warned of 
the imnending impact (either an ally's cry or the fatling victim's 

3nd stepped aside at the last second. If they fail this 
take damage equal to the damage surered by the 
del. 

6.7.2.B- FALLING Models on Wait may automatically avoid such impacts 
tf a model falls from an elevated piece of terrain, they are without the need for an LD roll, but their Wait status is lost. 

likely to be injured by the fall. The greater the height, the greater Note: Models that sidestep a falling enemy are not Prone, simply 
risk of injury to the Falling model. Models might fall while relocated. 
attempting to Climb a wall of a building, or be pushed off a 
ledge by an attack or a spell. Some fall and land on an 6.q-31  MI^^^^^^ PRESENCE 
unsclspecting ally or foe. When a Model Minimizes its Presence, it's considered 

Models that fall From a height (as opposed to Jumplng close to or some other obstruction, presenting less 
from one) must be placed at the base of the terrain from which a targe that have Minimized their Presence have an 
they have fallen. They do not gain the benefit of being placed MP mark by them. 
like a Jumaina model does. Min~mtzrng one's presenc- '- 

I her Jumped or fallen more than their considered a Move action, and 
Sire w eir feet by the impact of the landing, Models spend an to 
and led Vend an to stand any Minimizing their presence, in order to move 

as normal. J1 .P  
While Minimized, the model's Front -- - 
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Facing is reduced frurn 180 Degrees to 90 Degrees. 
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6.2.V- CLOSE COMBAT AlrrACK 
Once in base-to-base contact, models may use Actions 

to attack in Close Combat. This is covered in detail under Close 
Combat. The different types of melee weapons and their profiles 
are described in Appendix 2: The Armory. 

6.2.2- RANGED AITACK 
A rnodel aimed with a ranged weapon may use Actions ta 

attempt to hit an enemy model at a distance. This is covered in 
detail under Ranged Combat. The drfierent fypes of missile 
weapons and their profiles are described in Appendix 2: The 
Armory. 

6.2.3- BREAK AWAY 
If a model wants to break away from Close Combat with 

an enemy rnodel, it must spend an ActFon to do so. If the 
opposing player wishes to prevent this, an opposition test must 
be made. Each player adds his CC score and his ST score 
together and rolls a d20. Smaller models get an additional +7 
for each SZ value less than its opponent. The model with the 
highest score wins. If the rnodel attempting to Break Away 
succeeds, it is moved away from the engaged enemy model up 
to its MV in inches. 

If the model doesn't succeed, it is locked in place and the 
Action is wasted. The figure can always try again on its next 
Action i f  desired. 

If a model is in Close Combat with several models and 
attempts to break away, he must make a Break Away test as 
above against the rnodel in the group with the highest CC value 
with a modifier of -1 for each other model beyond the first. 

If a Flyer wishes to Break Away from Close Combat, it 
does not ~ e e d  to roll anything, even if an enemy model wishes 
to prevent it. The FIyer needs only to expend one Action to Break 
Away and can then Move freely 

Most Vehicles may Break Away without testing-they 
simply drive over the opposition. 

a rnodel 
-Once ai 

can add -1 
med at a 

continues to receive the aiming bonus until the aiming model 
moves, the target model moves, or the player's turn ends. 

Making a Spot Check 
To Spot a Concealed model, a model must 

make a successful Spot Check. Performing a Spot 
Check costs ane Action, but each Actlon spent 
checking increases the chances of success (the 

effects are cumulative). If the Spotting model can draw LOS to 

By aiming, a model can the Concealed model, simply roll a d20 and compare it to the 

increase ~ts chances of both Spotting model's LD value, after any adjustments are made. If 
the number is less than or equal to the model's LD scare, then hitting and damaging with 
the Spot Check is a Success+ Direct Fire Ranged Weapons 

and Thrown Weapons Directly If successful, any model in the Squad that passed the 
placed T ~ ~ ~ T ~ ~ ~  weapons Spot Check, or any other Squad Gwen Orders by the spotting 

cannot be A~rned. model, may act upon the formerly Concealed rnodel. Friendly 
models separate from the Spotting 

By using an to model's Squad or outside the range ?\ F'-. 
C stat. 
model of a Give Orders command cannot act y - k P 

-3 to its Rl 

target, a 

Aiming is  not cumulative; a model can only Aim once per 
target. You must fire on the action following an Aim action in 
order to receive the Aim bonus. 

6.2.5- CHANNELING 
Sn UWZ, a model that has the Channel Special Ability can 

use Supernatural Powers to aid friends and destroy foes on the 
battlefield. Each model with the Charmer Special Ability has the 
option of purchasing one or more Supernatural Powers from 
the appropriate Supernatural Power lists. Supernatural powers 
vary enormously in complexity and the length of time needed to 
Channel them. In addition, certain powers may take more than 
one Action to Channel. Each power is assigned a certain level, 
or magnitude; the higher the magnitude the harder the power is 
to Channel. 

To Channel a power, the model must have a PVV greater 
than 0. 

6.2.6- CONCENTRATE 
By expending an Action to Concentrate, a Channeler 

focuses all its mental or spiritual ability on the task, thus giving 
it a greater chance of success. 

Concentrating is not cumulative; a model may only 
Concentrate once per Channeling attempt. A model must 
unleash a Power on the action following a Concentrate action 
in order to receive the Concentrate bonus. 

If a model uses an Action to Concentrate. it can add+2 to 
its PW stat. 

6.2.7- SPOT 
In order to a d  upon a Concealed model@) (models with 

the Stalk, Stealth, and Infiltrate Special Abilities), a model must 
first use a Spot action. Each type of Conceakrnent carries its 
own penalties to Spot atfempts, based on Ternin, range. and 
type of Concealment used to avoid detection. However. other 
Specla1 Abrlitles may increase the chances of Spotting a 
Concealed foe. Any and all modifiers are combined into what is 
known as a Spct Check. 



upon the Concealed model, untif they also Spot it. 
If failed, the Action is wasted and the Concealed model 

remains unseen. If further Actions are available, it may attempt 
to Spot again. 

Bonuses and Spot 
The more intent that the Spotting model is in finding their 

foe, the greater chance they will have in succeeding. Should a 
model fail a Spot check, he may try to do so again by spending 
another Action. This second check is made with a +2 bonus to 
the LD. Each subsequent attempt beyond the second adds a 
41 to this check. This cumulative bonus applies only on the turn 
it was initiated. If a model uses all its actions attempting to Spot 
a model, it receives no bonuses on ~ t s  next Activation. However, 
it may repeat the process again. 

Spot and Movement 

Models may not move and Spot during the same action. 

E f  a model that is the subject of a Spot check is Minimizing 
its Presence, the Spof Check against it incurs a -2 
penalty. However, Minimized models also suffer a -2 fo 
any Spot Check it may try to perform. 

A model that is Climbing is too preoccupied trying to 
keep from Falling to perform a Spot Check. , Spot and Chse Combat 

A model is toe preoccupied with its present enemy to 
try to find another enemy. Therefore. models that are 
engaged in Close Combat cannot perform a Spot Check. 

Spot and Ranged Combat 

A model must first see an enemy before they can shoof 
at them. 7"herefore, a model cannot attempt any Fire 

- acfion towards an unseen model until it h t  Spots it. I 
Spot and Morale 

A model is too preoccupied wifh self-preservation to find 
an unseen enemy: they are having enough troubte with 
the enemy that they can see. Therefore, a model that is 
Panicked, or suffering the efFecfs of Fear (from Dire), 
cannot perform a Spat Check until they Rally. , Spot and Chaoneling 

The ability to Channel is truly deadly on the bafflefield. If 
a Channeling lndividual can see its target with its eyes, 
or a non-electronic means of optical enhancement, then 
it can often d ~ r e d  fhe supernatural energies of the 
Universe towards that target, regardiess of the distance. 
However; for a Channeler to affect a target, he or she 
must hf see it. Therefore, a model cannot Channel a 
power towards a model that is rmseen. The Channeling 
modei must first successfully Spot the model. 

Spot and Wait 

The process of scanning the area for clues fo determine 
the location of an unseen adversary b one that may be 
performed by a reserved Wait action. Therefore. a model 
can attempt fo use a reserved Wait action to perform s 
Spot Check. 

Note: There is no cumulative bonus to SPOT as onEy 
one Action is placed on Waif at any time. 

6.2.8- RALLY 
The ability to Rally one's troops is a native ability of all 

Squad leaders. -lt is a part of their natural leadership role and a 
benefit of their training and charisma. 

The Squad leader of a panicked (or broken) Squad may 
attempt to Rally the Squad by making a LD test and expending 
one action. If the LD test is successful, the Unit is no longer 
panicked or improves from broken to panic status. Subsequent 
rally attempts can be made by spending additional actions, but 
each one after the first suflers a 3 penalty. For more information, 
see Morale Tests. 

Squads who have lost their leader and have a common 
trooper acting as Squad leader may still attempt to rally. 
However, the attempt always suffers a -3 penalty due to the 
trooper's tack of leadership experience, and they may make 
only one attempt to Rally per turn. Leaderless Squads are not 
accustomed te the same command structure as Squads with 
leaders, and thus don't suffer the above penalty. 

Some leaders possess such training and charisma that 
they have the ability to rally Squads that are not even in their 
direct command. This skill is known as the Rally Others Special 
Ability. Any model that can Rally Others may spend on action 
to attempt to Rally any Squad that has a member within his 
Command Radius. If the Individual successfully makes a LD 
test, the panicked Squad will Rally. If the rallied Unit has yet to 
activate this turn, it may use actions normally when activated. 
Additionally, the Individual that successfully rallied the panicked 
Unit may also use a Give Orders action on this Unit. 

An lndividual model with Rally Others may only use this 
Action once per turn and it may only Rally a Unit with a lower 
leadership stat than its own. Because the lndividual model must 
clearly visible to call the troops to rally, it cannot be concealed 
(Infiltrating, Stalking, etc) while performing this Act~on. 

6.2.9- GIVE ORDERS 
An lndividual model with this ability may spend an Action 

and Give Orders to any fsiendly, inactivated Un~t with at least 
one model within the lndividual model's Command Distance. 
Giving Orders ends a model" turn, after which the ordered Unit 
or Squad will activate out of turn. Once activated, all the models 
in that Unit must take their Actions immediately following that 
Individual's turn. 

A figure may only Give Orders to one Unit per turn. b 
model with this ability can only Give Orders to another lndividual 
model if its Leadership is higher than the model being ordered. 
A figure can Give Orders and remain concealed. 
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6.2.1 0- WAIT 
The Wait Action is an exception to the norma! rules and 

Turn Sequence. When a model is an Wait, it is considered to be 
watching and waiting, ready to react to an enemy's activity. A 
rnodel that has Actions left in its turn may expend air remaining 
Actions to go on Wait. Place e Wait counter 
beside the Waiting model, which will remain 
until the model IS next activated. 

A model on Wait may react to an 
opponent's models out of the normal turn 
sequence, by expending the Wait counter at . .. - 
any time by declaring that it is interrupting another model's 
current Action to perform one of the foHowing Actrons: 

Receiving a Charge While on Walt 
If the model expending the Wait counter is the target of a 

Charge, it may expend the Wait counter to defend itself by: 
Countercharging, Bracing, Firing, Withdrawing, or Diving for 
Cover. 

Countercharge 
Once your opponent declares a Charge on a model in 

your Squad, any Waiting rnalef in that Squad may declare a 
Countercharge. Move the Countercharging model forward 1 inch 
to meet the attacking model. 

When a Charging model is Countercharged. both models 
make their attacks with normal charging bonuses to CC and 
DAM. If both models are still alive following the initial 
Countercharge, the Charging model continues with any 
remaining actions. as normal. 

if the model declaring the Countercharge is not the target 
of the declared Charge, then the Countercharging rnodel must 
be within Charge (MV) range of the targeted rnodel and pass an 
LO test. If the model fails this test, the Waft counter is removed 
and the action is wasted. 

If the resulting combat forces a Morate check on either 
Squad, that check is made at a penalty o f 4  Having a battlefield 
charge interrupted or watching helplessly was your comrades 
are cut down around you is an extremely demoralizing event, 
afler all. - 

fe: If the h 
model a 
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Vaiting model is the larget of a Charge by 
crivated in its rear arc, it cannot 

Collr~ler~~~drqe. If the model on Wait survives the initial 
ay then use its Wail counter to turn and 

ma at meree attack versus the model that just 
C ~ E  

Firing from Wait 

A Model can expend its Wait counter to fire at a nearby 
Unit by rolling a LD test. If successful, that model may roll to 
attack as per the normal ranged combat rules. If the LD test 
fails, the Wait counter is removed and the action is wasted. The 
firer gains no bonuses from an Rim action before the model 
went on Wait. 

Brace for the Charge 
'Bracing to repel an oncoming charge is a purely defensive 

measure, an attempt to minimize the advantages of a Charge. 

nodels I 

moving into base contact with the defenders. The Braced combat 
is simultaneous, with neither opponent receiving a bonus. 

Withdrawal 
Sometimes a foe is so overwhelming that firing upon it 

seems pointless and countercharging it is tantamount to suicide. 
Should discretion be the better part of survival, a model on Wait 
may Withdraw. Waiting models may move away from the 
charging enemy up to one full MV action. However, they end 
their movement with their back to the charging enemy, and their 

Wait counter is removed. 
If this distance moves it out of charge range, the charging 

model is avoided. Otherwise, the charging enemy now attacks 
them from behind. Those who survlve an attack from behind 
must make an imrnedfate LD check at -6, or suffer the effects 
af panic. If the Squad suffers 50% causalities during the charge 
and is forced to check for panic at the end of the round, this roll 
will also be made at a -6 penalty. 

6.2.71- DIVE FOR COVER 
A model on Wait that is targeted by any Indirect Template 

weapon or a power that utilizes a template. may expend its 
Wait wunter to attempt to Dive For Cover. To da so, a successful 
LD test must be made, at which point the rnodel may move up 
to its MY slat--minus I inch. in inches, in any direction the 
defender chooses. If the pla s, the madel may leap 
Prone at the end of this mo! lowing him to travel an 
additional inch, however, the n be considered Prone. If 
the model fails the LD test. the vvd l t  wunter is removed and the 
model suf fern the fc - ill effects I 
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through an enemy Squad, or through two separate enemy 7. !h!m!!ml& fl clse%k Leek squads, as lona as me gap is at least 4. between the bases 
nearby en1 

"lmmobilify is the hobgoblin of the baitrefield, a condifjon ngaged in 

that leads to a quick death. " obstruct furlher movement of enemy models seeking 

-Clan Master Colin McGregar, fly. The rule for moving between enemy 
to models that are not engaged in CC. 

Wolfbane Fends Strike Pack Commander 

Models el CC from 

to flanl 
Squad 

\the enen 
s applies 

Modem warfare is a highly mobile affair, where soldiers This same rule applies with friendly models moving 

must constannv relocate to better tactical locations at a moment's between enemy models and pieces of terrain. 

notice. In U W ~ ,  all movement is based off the Move (MV) Stat 
in a model's profile. 7.1.3- Base Cantact 

Unless otherwise stated in a model" profile, friendly 

7.f- Move models may move into base contact with each other at any 

Models in UWZ are assumed to be moving at their fastest time. A model can on@ move into base contact with an enemy 

speed with the armor and equipment they possess. As model by either Charging or Countercharging, both of which 

mentioned, when a player wishes to move a model on the are described further in the Close Combat section. 

battlefield, they expend one action and move the model a number 
of inches less than or equal to the MV stat on the model's profile. 
In order for a model to turn and change its facing, a Move action 
must be spent, even if the model stays in place and turns on its 
base. 

lovernent and Terrain 
t battles z ught on an open field. With the 

G iy of plane and asteroids involved in the UWZ 
universe, the battlef~e~a 1s a myriad and ever changing place. 
Deep jungles, war-scarred cities, and claustrophobic caverns 
are only a few of the places that warfare can erupt. Diverent 
Terrain Types wllll have their own affects upon the movement of 
models within a game. We have listed these below for your 
reference: 

Normal Terrain 
Unless otherwise stated in a scenario (or agreed upon by 

all players) most of the available tabletop will be Normal ~eerrain.' 
Grassy plains, steel watkways, concrete streets, and well-tread 
jungle pathways are examples of Normal Terrain. Normal Terrain 
Is the only type of terrain that a model may move over without 
penalty. - Limiting Terrain 

Walls, hedges, and fordable rk fescribed as 
Limiting Terrain. Generafly, if the feat1 aller than the 
model's SZvalue, it may Climb cross it b! tg one normal 
Move action once in base-to-base conram wirn the obstacle. 
Should the Limiting Temin be the SZ of the model or greater, 
that made! must Climb over it (see Climb for more rules). Some 
features may require the model to expend more than one Action 
to cross or none at all. Obviously, such conditions must be 
agreed upon before the battle begins. In some of our scenarios, 
we have assigned Terrain vaiues to represent their penalty to 
movement. 

Rough Terrain 

3re not fo 
ts, ships, 2 

h 2 .  

Therefore, the Hussar can Move up to 3" per Acfion 
spent moving. An Imperial WoEfbane Commando with 
an MV of 4 would be able to move up to . 4" per two 

7.1 -1 - Moving between Friendly Models 
In warfare, sofdiers often need to move efficiently into a 

covering position, while maintaining a clean field of fire for their 
comrades. Troopers within Squads train together constantly, 
and are allowed a great amount of tactical Rexib! resent 
this, models within the same Squad may mot I each 
other as long as their bases do not overlap a of the 
Move action. 

While on the same fighting force, troopers from anoth~r  
friendly Squad, or friendly Individuals, da share the same 
benefits. Therefore, models from a Squad, or an Individual, may 
move tk 'iendly Squad so long as the model's base can 
fit throu tp between the bases of the models that it b 
trying ti rough. 

If the gap is insufficient in size to pass through, the model 
must find another path. 

This same rule applies with friendly models rnovlng 
between other friendly models and pieces of terrain. 

lity. To rep 
!e thmugt 
t the end 
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Dense foliage, like jungles. forests, and swamps, and 
7.1.2- Moving between Enemy Models heavily broken ground are all examples of Rough Terrain. While 

War is chaos. Sometimes it may be necessary for a moving through Rough Terain, a model's MV is halved, but 
trooper to exploit a gap in the enemy lines in order to reach an cannot dmp below one inch per Move action. Models that are 
objective or make a break for Cover. While moving through an Minimrzing their presence (see below) and Crawling cannot 
enemy Squad is impossible because of that enemy Squad's move through Rough Terrain. Flying rnodels are no1 affected by 

it is possible to Rough Terrain while Airborne, but may have to change Altitude A ir a sirabk rift is pmvided. (see Flying) in order to pass o w r  obstacles or terrain 
Specifically, a model may Move features, - 





Descend: Used to describe a Flying Model dropping 
Altitude during a movement action. 

Altitude: Models that fly have an upper limit to how 
high they may ascend into the air. A flying model always travels 
with a d20 next to it to represent its altitude. 

?O sho wins Example:A model flying at 6" would have a d; J 
a 6 on rts top facing placed nearby. - 

The Flying Model may gainldrop levels or Hfrrruoe by 
AsoendinglDescending during a normal movement action at no 
additional movement cost. The MV of the flying model 
determines the rate of ascent or descent, as explained below. 

7.2.4- Flying Models & Moving 
Flying Models may be deployed upon the battlefield in 

either Earthbound or Airborne status. The choice is up t0 the 
Flying Mode6s player following normal Deployment rules. Should 
a player opt for Airborne deployment, they must also select their 
starting altitude. 

While Airborne, a Ffyfng Model can performing Aim actions 
and can expend actions to attempt Spot Checks just like ground- 
based models (unless otherwise noted). 

The only way that a Flying Model can enter into Close 
Combat is if it is either Earthbound or Is attacked from a Ryer at 
the same Altitude and location. 

has rnisjul 
no more tk 
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Alternately, large models may be able to swat down a 
careless flyer that Iels may strike 
(CC) a flyer that is I le above them. 

whose Altitude is 7 (SZ 5 +2 (2.5 munded down) = 7) or 
[ess wifh its CC score. Normal issues of LOS and Terrain 

Flylng Model and LOS 
While Earthbound, Flying Models follow the same mles 

for LOS as any other rndel. When a Flying Model is Airborne, 
its current Altitude determines ib range both to and from the 
Flying Model for ranged combat, Channeling, and other Special 
Abilities. 

Flying Models and Command Distance 
Some Flying Models are grouped together into Wings, 

with a Wing Leader that acts In the same manner as a Squad 
Leader. 

Wings must adhere to the same rules for Command 
Distance with one difference. A Flying Model in a Wing must 
stay within one Altitude point of the Wing Leader and maintain 

These rules are as SoAows: 
If an airborne Flying Model involuntarily comes into 

contact with a piece of Terrain due to the efforts of an enemy 
model's Special Ability or Power, it is destroyed, raining pieces 
of debris (organic or inorganic) down an the battlefield below, 
The destroyed model is removed as a casualty. 

When Airborne. a Flying Model may ignore all Terrain 
penalties and may fly over all Terrain pieces that are lower than 
the Flying Model's current Altitude. 

Ascending and Descending 
If a Flying Model w~shes to either gain or drop Altitude, it 

freely may do so within its normal horizontal MV action, The 
distance of this climb or descent is determined by the model's 
airborne MV value. 

Example: A Purple Shark has an airborne MV of 6. This 
means that each MV action a Shark spends flying, H 
may ascend of descend up to 6 Altitudes while moving 
6" in any direction. Similarly. a Great Grey has an 
airborne MV of 4. This means thaf each MV actjon a 
Great Grey spends flying, it may ascend or descend up 

Flylng Models and Ranged Combat 
Flying targets are notoriously difflcwlr to hit with ranged 

fire. Flight speed, angle of trajectory, and wind sheer all add ta 
this difficulty. However, the same cannot be said for attacking 
ground targets. The rules pertaining to Flying Models and 
Ranged Combat are as folbws: 

Shooting at Flyers 
If an earthbound made! wants to target a flyer for ranged 

combat, simply measure the current distance of the target to 
the shooter and add the number on the Altitude die. Likewise, a 
flying model must reverse this formula to measure mnge for its 
attacks. 

F horizontal Command Distance. Two flyers in a dogfight measure their ranges by first 
p Flying Models and Movement measuring the distance between modets and adding the 

Flying Models that are Earthbound use the appropriate differences in their altitude. 

Movement ruies for their type. However, while airborne, there 

(CI are some important rules regarding Movement that a Flying Flying Models and Morale 
Model must follow. Because of thelr speed and variable altitudes, Flying 

models are not subject to fear or Dire effects from Earthbound 
models while in flight. Should a flying model possess 

d - 3 



within the range of its Dire Rating and the number of Altitudes 
equal to its Dire Rating. 

Altitude and Terrain 
Players will need to agree upon the Altitude of unusually 

tall pieces of Terrain. If the top of a hill is J" off the table, it 
would be considered Altitude 7 from the ground below. A flyer 
who is flying along at Altitude 3 would calculate this from the 
terrain it is flying over. Thus, a model that is flyfng over flat 
ground and begins flying up a hilt maintains (if it wishes) its 
current attitude relative to the ground beneath it. If your terrain 
includes tall obstacles, aflyer may no2 be able to scale it, though 
it will know this before it must do so. The point? Flyers maintain 
an altitude relative to the terrain below them so they don't 
inadvertently crash when flying. 

"To shoot a man fakes little skill. To stare hfm in the eyes, 
sensing the tension in his rnusc!es and smelling the fear in 
his scent, that is the province of a warrior. That is heaven." 

-Sit0 Aryamato, Doomtrooper 

Face to face with an enemy, trading blows, and staring 
Into the fading light behind the eyes of a bested foe. This k 
Close Combat, hand to hand, sword to sword, tooth and nail. In 
UWZ, whenever a model Charges an enemy model. Close 
Combat ensues. Charging is the only way that enemy models 
may come into base contact. The statistic of utmost importance 
when dealing with Close Combat is a model's Close Combat 
(CC) value. 

8.1- Close Combat and M~lodels 
As stated before, models represent the warriors of the 

Mutant Chronicles universe, and these models are affixed to 
Bases. Bases play a big part in determining who can take part 
in Close Combat. 

8.2- Facing and Close Combat 
Charges can only be declared againd the closest enemy 

models within the Charging model's LOS. 

Models on Wait can only Countercharge, Brace, Fire, or 
Withdraw from enemy mode!§ that Charge within their Front 
Facing. 

8.3- Sire and Close Combat 
There is strength in numbers, especially overwhelming 

ones. When possible, a Squad often gangs up on an adversay 
in order to overwhelm their opponent. 

To determine how many figures can attack a single model, 
look at the target model's sire (sz), tts dearanee, and then 
simply use the following calculator: 

If the models are equa! in SZ, up to four models may % 1 
surround it and attack. 

For eat? point of SZ a defender has over its attacker, 
. 

the attackers may add another model to the base four rnodets 3 
as long as the models achieve base-to-base contact with the 
target. _ 5 

Example: Should a Squad of Bushido Samurai (SZ2) 
enter into c?rnbat with a Razide (SZ3) then up fo five 
(base 4 + 1 for the 52 difference) may attack it 

Far each one point of SZ that an attacker has on a $ 
defender, the attackers must subtract one model beyond the 

modeb that surround the target. The minimum number 'ri 
that may attack smaller foes is two. b 

Example: Should those same Samumi (SZ2) attack 
some children of llian (SZ?), then only three (base 4 - I 
far the SZ drfference) would be able to surround it durhg 
an alfack. 

. I  
If a targeted model has Rs back to a wall (or another 

obstruction equal to its SZ or larger) the number of models that $ 

are eligible to fight it are halved. 1 
Should a model be in a doorway ar an entrance where 

the model fills the entire entryway, only two combatants of equal t 

SZ may engage him. If there is a SZ difference, resolve it as P 
above. 

, $ 

8.4- Multiple Attackers , I 
When two or more models attack the same model in Close 

Combat, they gain a considerable advantage. To simulate this, t 

each model engaging an enemy already in Close Combat with II 
a friendly modei gets a bonus of +I to their CC value (up to a 
maximum bonus of +3). F 

Example: Five Bushido Samurai Squad members (51 3 
2) fighting tbe Razide (SZ 3) fmm the previous example 
would receive bonuses as follows: The first receives no I 
bonus. The second receives a +7 to CC, the third gets \ 
a +2 to CC, $he fourth and flffh warriors max our at a +3 
CC bonus. F* "I 
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8.5- Equipment and Close Combat The following rules represent Close Combat initiated by a 

Unless othemise stated in a model's profile, models may Model with the Infiltrate, Stalk, or Stealthy Special Ability while 

not ma kr vhile engaged in Close hidden. 
Combat. al equipment that is not A model with the Infiltrate, Stalk, or Stealthy Special Ability 
related tc 3 in Close Combat. Items that declares a Charge cannot be Countercharged, nor can the 
that requll= abLlwc F C I V r  I VI I L1 of the user (such as gas target of the Charge attempt to Brace or a Withdrawal, if the 
masks ar \mental st ~n to this rule. attack is initiated from concealment. )its) are a, 

lnsidered 
Jon Move, 
Nay to er 

Models actively using the 
Infiltrate, Stalk. or Stealthy Special 
Ability when Charging may not be 
fired upon by models on Wait. 

Concealed models have the 
added advantage of surprise when 
they initiate an attack, oRen taking 
their opponents by surprise. A model 
with the Infiltrate, Stalk, or the 
Stealthy Special Ability that Charges 

from concealment galns a +2 to CC and +2 DAM instead of the 
8.6- Close Combat and Movement normal +I CC, +I DAM. This only applies for the first attack 

made afler they leave concealment. 

8.6.1- Charging Unless otherwise stated in the model's profile, a Model 
Whether a soldier is rushing an enemy, screaming for with the Infi[trate, Stalk, or Stealthy Special Ability loses its 

blood, or is slipping behind an unaware sentry and plunging a concealed status once it enters Close Combat with an enemy 
dagger in his back, this is cc Charging. model. 

ACharge is a combinai and Attack action. Uniess 
othenvise stated, the only 3 ~ter  Close Combat is ta 
Charge. The Charge action fallows these rules: 

* Unless otherwise sk model's profile, a model 
must Charge the closest ene I within its LOS. The only 
exception to this rule is if the closest enemy model is already 
engaged in Close Combat with another model. 

A Charge must be declared before the model is moved 
to alTow an enemy model to Countercharge if they are on Wait 
(see Countercharge). 

A Unit, which Charges gains a bonus of +7 CC, and +9 
DAM for their first CC strike only. 

nted in a 
:my model 

If the model meets all these rules and gets inta base 
contact with the enemy model, then it has Charged. Close 
Combat ensues. I t  may now make a CC attack action. 

8.6.2- Charging and Concealment 
Not every enemy on the battlefield k visible. Sometimes 

an unwary soldier stumbles upon a concealed foe while other 
times a soldier may creep forward, ambushing an opponent 
from the shadows. 

The following rules represent Close Combat with the 
unseen: - A model must first Spot a concealed Unitlfigure before 
declaring a Charge against it, as it cannot intentionally charge 
that which it cannot see. 

If a Charging mode! comes into base-to-base contact 
with a concealed model, the Charging model is considered to 

have moved past the concealed 7 )(, model. 

(I:l,?ciirsg 111 gloilps Is oiren key;o falong dolvn a sk;lled oflporlcn! O~~!rtc~rnDe!~rl 

OppOn@n: thollgll IS no guaraotee of sfrccess Ei!her wa)! proceed villh cawon. 
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8.7- Close Combat and Attacking 
Combatants dodge, parry, and feint in a flurry of motion 

and aggression. In UWZ, once a model has either Charged or 
been Charged by another model, they are in Close Combat. 
The beginning action that will determine the outcome of the 
combat is the Strike. 

8.7.1- Strike 
In Close Combat, the attacking model takes an action to 

Strike an enemy model in base contact. To see if the Strike 
succeeds, roll a d20. If the result of the roll is less than or equal 
to the Striking model's CC score (with modifiers), the Strike has 
succeeded and the model has hit the enemy model with it's 

AR value of 17, thete is no way to save against this attack and 
is killed outright, unless she rolls a 1 on a d20. 

8.7.3- Close Combat and Channeling 
Channeling the powers of the Supernatural is a strenuous 

process that requires concentrati~n and focus. Unless otherwise 
noted (touch), a model in Close Combat cannot concentrate 
enough to Channel. 

8.7.4- Close Combat and Terrain 
Close Combat can occur on Limiting Terrain. but it is not 

very effective. The rules regarding Close Combat over Limiting 
Terrain are as follows: 

F weapon. - 
Models can fight over Limiting Terrain as brig as if  is 

Crftical not taller or wider than $5 the model's Size (SZJ in inches. E 
If the Striking model rolls a Critical while attacking an N 

enemy model. then-that attack k so devastating that it adds +4 
? - Models must hsve LOS of each other to engage in 

to the DAM of the weapon used. Roll armor saves as usual. Close Combat. . # 
Fumble 

Both models must have base contact wiih the piece of 
If the Striking mode) rolls a Fumble white attacking an Ternin and bases of mode,s must be 

enemy mode4 then the Striking model has missed its attack each 
with that action and makes its next attack at a 4 to its CC stat. 

Models can Sweep over Limiting Terrain, if the above 
1 

8.7.2- Close Combat and Damage criterion are met. 3 
When a Strike succeeds, it is time to see if any damage is 

done. First, it must pass the model's armor. * Models do nof gain any Charge bonuses when involved 8 

Damage vs. Armor In Close Combat over Limiting Termin. 
? 

nodel The 
b Armor R! 

the model 
than or el 

then the 
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armor has 

Each weapon in UWf has a damage value, or DAM for - Models do not need to test to Break Away fmm Close 
short. This represents the weapon's power as well as its ability Combat when fighting over Limiting Terrain. 
to penetrate modem combat armor. The DAM of a weapon is 

The Armor Roll 
The Amlor roll determines whether ar not an attack ha 

penetrated the amar nf a n 
must now roll a d20. If the 
the Modified Armor Value, model's i 
the brunt of the attack, and the model is undamaged. If the 
Armor Roll is fai!ed, then the attack has punched through the 
armor and the model has taken a Wound. 

A model's Modified Armor Value can never be less than 1 
(a roll of 1 an the d2Q always saves). There are no other Critical 
or Fumble effects associated with an A n o r  Roll. 

EXAMPLE: A Mourning Wolf Warrior m engaged in melee n , - : - b <  -I 

with the Dark Legion. Her incredible combat skhls have been 8.7.5- Close Combat and Ranged Combat 
kept her safe, until the Supreme Necromagus successfully hits Models equrpped with ranged 
her with a raw blast of Dark Symmetry, DAM 18. AS she has an weapons that enter into Close Combat 

use their ranged weapon in a different t manner. Rifles can be used to 
Y 
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bludgeon with the butt of the stock or stab with a bayonet. 8.8- MODEL TYPE 
Sidearms can pistol-whip or fire point blank into the gut of an Models other than your basic foot troop have special rules 
enemy. The rules regarding Ranged Weapons and Close governing melee attacks made by or against them. 

f= Combat are as follows: 

... 

3 in each * weapon's 
l i th multi 
lility cannt 

pie weal: 
)t Fire a n 

When engaged in Close Combat. a model that is equipped 8,8., - ATTACK,NG ED TROOPS CC 
with a Ranged Weapon must use the CC statistic of that weapon 

6 only. The CC statistic is listel profile. Mounted Troops are attacked in the same way as Basic 
Troops. An opponent may not choose to target the mount or the 

A model equipped v and rider independently, as they are considered one integral Unit. 
Secondary Attack Special bb mged weapon 
at another model, as both attacks must be against the enemy 
model in Close Combat. If the opposin~ model is dispatched by 8.8.2- MOUNTED TROOPS ATTACKING IN CC * the first attack of the Strike, then a secondary Attack can Fire The Rider and the Mount use their own Individual CC 
the secondary weapon at another target with an additional -4 characteristics when fighting in Close Combat. When a Mounted 
penalty. Troop type Charges into Close Combat, both the Rider and t he  

Mount gain a Charge bonus. .@-- 1 

els , as - Ion! 

v 8.8.3- FLYERS IN CLOSE COMBAT 
SOT ay Charge, be Charged, ar Counterchaqe 

other mod g as both the charger and the target are 3 
altltude levels ot each other. Flyers cannot stand fast or brace. 

8.9- DOING DAMAGE 
STRENGTH 
ObviousLy, in Close Combat, very stmno creatures have - - a greater chance of inflicting damage. To simulate this, a 

8.7.6- Firing into Close Corn bat model's Strength (ST) is added to its Weapon's Damage (DAM) 
F Close Combat is a whirling brawl. with combatants when using CTose Combat or T ?apons. 

twisting, turning, ducking, and jumping. Naturally, with all of 
P this movement, targeting a foe w~th a ranged weapon would be 

I" quite difficult. 
A player who wishes to have another model that is nat 

p Involved in Close Combat fire their ranged weapon at an enemy 

F model that is engaged in Close Combat must follow these rules: 

6 
Unless otherwise stated in a model's profile, any Grunt 

mode/ thaf wishes to fire info Close Combat must flrst 

P' pass a Morale test. Sf failed, /he action is wasted and 
the model does nof fire their weapon. If successful, the 

F mode/ fires rts weapon and does not need fo make 

P further Morale tests for firing into that same Close 
Combat 

F 
Elite models may decide to fire jnto Close Combat 

F without an LD test. 

r" Any RC shot that misses by more than 4 points, 

rF 
automatically hits a friendly model. The friendly model 
now must make an armor roll. 

P 
I f  the target is at least lwa full sizes larger than fhe 

p troops surrounding if, if may be targeted witheul the 
fhreat of hitfing a friendly model (regardless of the roll). 

PI 
If the target is at leasf fwo sjzes smaller than all models 

p\ surrounding if, it cannot be targefed. 



The elements of a firefight are varied and with purpose. 
The steel jacketed bullets from a soldier's assault rifle race back 
and forth across a battlefield. pinning the enemy in their position 
or finding their mark. The drawn out and precise manner of a 
sniper as they view their mark and place a lead kiss on their 
victims forehead. Machinegun fire chews both the battlefield 
and combatants apart with equal vigor, while the thunder of 
rockets, grenades, and artillery shake the ground. All of these 
elements are included in UWZ as Ranged Combat. 

Ranged combat is at best, a game of hand-eye 
coordination, a skill of placing one's shot in the best location to 
achieve the best affect. To walk machinegun fire up a target or 
lob a grenade into a nearby window is to excel at ranged combat. 

In 'UWZ, Ranged Combat occurs between two opposing 
models nut in base-to-base contactwith each other. The Ranged 
Combat value (RC) is the statistic used to determine the outcome 
of Ranged Combat. 

9.1- Line of Sight and Ranged Combat 
A model wishing to use a Fire action may do so by drawing 

LOS to the closest enemy within 360 degrees of his base. 
However, a model can only fire upon a target within his front 
facing (front 180 degrees). 

If the closest target is in a model's rear facing, the model 
must turn around to deal with the imminent threat (assuming 
that they are seen and not concealed). 

Here are some general rules that deal with L05: each is 
explained further in their relevant sections: 

Concealed models cannot be Fired upon, an action 
must be spent to Spot the concealed model before it 
becomes a valid target. 

Concealed models do not block LOS and cannot be 
targeted with an RC action. 

Non-Concealed models btock LOS. 

When a model is in Me its Front Facing and Its Firjng 
Arc are reduced from 180 Degrees fo 90 Degrees. 

When trying fo determine LOS to or fmrn a FIyny 
Model, simply draw an rmaginary line between them. If 
there is a tree or building blocking the model, i f  cannot 
be attacked. 

9.1.1 - Target Priority and Ranged Combat 
Certain restrictions are placed on firing to make the game 

more balanced and to reflect the ever-changing conditions of 
battle. For example, when firing across the battlefield. it woufd 
be unrealistic to hit one particular figure in a constantly moving 
Squad. In addition, it would take a very cool customer that would 
choose a distant target. rather than sho~ting at the screaming 
monstrosity breathing down his neck. Therefore, the following 
rules apply: 

When RC attacks are made against an enemy Unit, they 
always target the nearest model h that Unit. Therefore, when 
firing at Squads, you cant-tot choose to shoot the leader if other 
models in that Squad are closer. However, if Ihe leader is the 
closest madel, he can be targeted like any other Unit. 

Model .I may target Model 4 because the nearest non- 
engaged enemy: While it may wish to fire a f Model 3, it 
does nof hs ve to. 

Model 3 is engaged in close combat and thus does no2 
count as the closest Model fo Model I. 

Model 2 would also have Zo farget Model 4 as this is the 
dosesf non-engaged model. Since Model 2 has the 
Tactical Sense Special Ability, rt may attempt fa target 
Model 5 insfead. 



9.1.2- Size and Ranged Combat 
Larger models are naturally easier to target while smaller 

models prove difficult to target. Of course, like so many things, 
size is relative. That said, observe the following: 

If a fargetedmodelis 2 SZmtings less fhan the shooting 
model, the shooter is af a -1 to hit, in addition to any 
other modifiers. 

- /fa targeted model is 2 SZ ratings greater than the 
shooting modes, the shooter is at a +7 to hit, in addition 
to any ofher modifiers. 

P- 9.1.3- Friendly Models and Ranged Combat 
P Soldiers engaged in a firefight use caution and safety with 

their weapons in an effort to reduce the chance of friendly fire. 
F Fire lanes are maintained between Squad me1 allow 

clear shots from their automatic weapons. To this, 
models can only Fire through friendly models u #-inch 

I- gap between their bases (in most cases, this is the space of 
one standard 28mm base). Below is ple of what we 

P mean: 

6 

nbers to 
represent 
vith a one 

Firing Lanes: 
I 

In the above example, Model 1 is equidistant from Models 
A and 8. 

Madei I must target enemy Model R as this Is the only 
model to which it has a clear lane of fire which meets 
the minimum distance between models. 

Model .f may not fire at Model 8. 

9.A .4- Equipment and Ranged Combat 
Unless otherwise stated in a model's profile, models 

equipped with multiple ranged weapons may Fire those weapons 
in any sequence that the model's player wishes. 

b wanone: 
he more F .. . . . 

9.2- Ran! ~cks 
In the s of the Mutant Chronicles, RC or mnged 

combat is tl jrevalent form of combat practiced by the 
warriors of this aam future. Mastering the tactics of ranged 
combat will be an exciting challenge for any player. Here is a 
run down on how it works. 

9.2.1 - Fire Actions 
When a model makes a ranged combat attack against 

another model, it must take an action to Fire. To see if the Fire 
adion is a success, the player of the Firing model rolls a d20. If 
the result is less than or equal to the Firing model's RC vafue, 
then the Fire action is a success and the target has been hit. 

Note: Remember to apply all of the modifiers to the 
model's RC before roiling to hit. These are things like 
Cover or Special Equipment bonuses. 

There are times when a model will roll a natural "1" or a 
"20" when making RC attacks. The following effects apply when 
this happens: 

Critical Rolls 

I f  the Firing model rolls a Crifical "I"  while attacking an 
enemy model, the attack is so devastating thaf it adds 
+4 to Me weapon's DAM. 

FumbSe 

If the Firing modelmfls a Fumble "20" while a#acking an 
enemy model then fhe Firing model's action is wasted, 
and its next shot (if made wifhin the same turn) is made 
with a -4 penalty. 

9.3- Types of Fire Actions 

9.3.1- Direct Fire 
Direct Fire is the default type of Fire in Warzone, and 

unress otherwise stated in a weapon's Profile, ranged weapons 
fall under these Direct Fire rules: 

Direct Fire weapons must be able to draw a direct lfne 
between the Firing mode/ and the target model. 

9.3.2- Indirect Fire 
Indirect Fire weapons fire on a parabolic path. and under 

some circumstances, may be lobbed over terrain features. A 
model may fire an Indirect Sire weapon one of two ways: 

With POS (DlrecflyJ- They may fire over friendly 
models cioser fhi as they 
have LOS. Resol ~ i t h  one 
exception: model! 

-- 

sn one inc 
Ive your F 
s hit by h a  

:h togethe 
?C shot a: 
firect Fire i 

ar so long 
s normal I 
'h this way 



receive no cover bonuses or IWP protections. Fire, the template is centered on the designated target. Any 
model under this template is affected by the attack. If the roll to 

Example I: An enemy model is in a ruined buitding with hit is failed, the difference between the number rolled and the 
a roof over his head, and can be seen from the windows number needed is subtracted from the DAM rating of the weapon. 
by fhe affacking force. The rifleman in the Squad can  he target then makes an AR roll against this reduced 
see him and fire his Direct fire weapon at the enemy. effectiveness. 

3 f  blocks i 
rm firing. 

While fhe GL specialist can see fhe madel as well, the 
rot fhe frajecfory of the shot and prevents him Example: A Grenade Launcher RC afack is rolled 
fro See example below. and missed by 5. The normal DAM is 1 2, but is reduced 

- by 5, bringing the new DAM ta 7. The target now must 

1 roll against this Eessened damage. 

Fire Trajectory 
lndirect Fire weapons do not travel along a flat plane. 

Instead, they Zravet in a forward arc over intervening terrain. 
This arc affects the relationship of a Firing model and its target 
model with the battlefield Terrain. This is callec Fire Trajectory. 
The following rules pertain to Fire Trajectory: 

Units with,;n X the height of an obstacle may not be hil 
by Indirect Fire that pass over that obstacle. Mode!s 
within this protected area are said lo be in the Terrain 
Shadow" of the intervening terrain 

A model wishing to fire an Indirect Fire Weapon over 
an obstacle may nof be closer to that obstacle than % 

Example 2: An enemy model is advancing on a Squad. its height 
The Squad members have sef up a fire line to repel 
them. While [hey have pmvjded an effecfive screen, 
the GL Specialist still has a clear shot at the advancing 
troops, enough to fire his launcher over the heads of 
the other Squad members into fhe enemy. See example 
below. 
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. - -  pecutatiu hen the 9.4- Ranged Combat and Damage 

model firing his weapon cannot personally draw LUS to the When any Fire action succeeds, it is time to see if the 
target. In orde~ I Specula with an Indirect target is damaged. First, determine the amount of damage ! 
Weapon, you rn! Forward C ;ee"F=ire Missions" caused by the weapon. This amount is subtracted from the 

this is acc below for detail: 1. target's AR value. This new number is what the target model 
\ 

. I  

must bas test against. If the roll is less than or equal to 
Damage and Indirect Fire the modi er, the amor deflected the shot. If failed. the 

Weapons that use lndirect Fire always hit neat their ta und. 
k\ 
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intended target, some more directly than others. To " f 3 
represent this, when a shot is taken using lndirect 1 I 
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9.4.1- Ranged Combat and Wait 9.5.2- Soft Cover 
t" There are only two types of soldiers on the battlefield, the Arnodel in base-to-base contact with a piece of intervening 

quick and the dead. A soldier must be aware at all times, with terrain which affords Cover Protection is considered in Soft 
his weapon trained and a finger on the trigger. In UWZ, models Cove6 if that terrain is made from materials which are much 
on Wait in their previous Turn may attempt a Fire action during less able to stop ballistics, such as brush, wood, etc. 
the opposing player's Turn. Firing at a model that Is in Soft Cover imposes a penalty 

P' Models who wish to fire from Wait must make a LD test in of -2 to the Firing model's RC, 
order to attempt the shot. Should a model fail this LD test, it 
has failed to react in time. In either case, the action is expended 

,p and the Wait counter is removed. 

P Na te: A IM actions do not convey bonuses to RC actions 
when executed from Wait. 

IF 
P. 9.4.2-Ranged Combat and Terrain 

Terrain plays a huge role in Ranged Combat. It determines * LOS to an enemy, provides cover, and offers a degree of 
protectbn from enemy fire. 

6 9.4.3- Line of Sight and Terrain in Ranged 
6 Combat 

Besides the range of a weapon, LOS is the chief factor in 
determining what a model can fire at in ranged combat. 

F The follwving rules apply ta Terrain in Ranged Combat: 

P' - Limiting Terrain blacks LOS ifit is taller than the model. 

Above the Waist = 

Below the Waist = 

F When fighting within a Jung/e. Forest. or other tangled 9.5.3- Obscured Cover 
area, follow the rules beraw for determining the level of A model that is nof in base-to-base contact with a legal 

F Cover ~ m t e c t l m  aleforded. Ma& sum a// players agree piece of Cover Protection, but is within 4" of that Terrain cover 
to the level of obstruction intervening temin provides. is considered Obscured. 

6 Firing at an Qbscured model imposes a penalty of -1 to 

9.5- Cover Protection and Ranged Combat 
Even when a model has LOS of an enemy model, it may 

not have the best shot. Terrain can provide different degrees of 
protection to a model that takes advantage of it. Terrain that is 
considered legally able to confer Cover Protection must follow 
this rule: 

The CovesTermin must be as tall as the waist ofthe mode! 
seeking to use it as cover, assuming the model were standing 
upright. (The pose of the model in question is not considered, 
as the model is assumed to be taking the best advantage 
possibie). 

Note the rnateflals of the terrain ahead of the game, as 
this will be imporfant to delemining the protection fhat 
fhe terrain will actua//y offer in game play. 

9.5.1- Hard Cover 
A model in base-to-base contact with a piece of intewenjng 

terrain that affords Cover Protection is considered in Hard Cover, 
if that terrain is  made from materials which are capable af 

I) stopping ballistics. such as metals, reinforced plastic% stone. 
etc. 

e Firing at a mode/ that isin Hard 

\,'"' ./- Cover imposes a penalty OF -3 C I  to the Firing model's RC. 

F - - 
- - A= . - 
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the Firing model's RC. 
Note: Sometimes a model may have LOS and range on 

an enemy thaf involves a degree of dificulty Beyond the natural 
scope of these rules. 

Example: A mode/ targets an enemy model within his 
weapon's range and in LOS. Hawever: the line af fire 
must be drawn through two windows, across a pjle of 
rubbb and beyond a waist-high wall. In th/s scenario, 
the targeted model is not within 4" of any legal Caver 
Protection. Should range be the only penalty in this 
scenarjo? Absolutely not. 

In instances like these, common sense should prevajl. 
R degree of ditTculty should be applied based on the 
number of Cover Protecting obstructions the model must 
shoof through and over. In our exampk, fhe second 
window, the pfle of rubble, and the waist-high well are 
considered Caver Protection. (The first window next to 
the firer does not count. but the second one would). 

Keeping this in mind, we cou/d defermine that the target 
receives a Hard Cover bonus against RC fire. I f ,  in the 
above example, the targeted model were past the 
second window and the rubble pi/e on&, then we would 
allow the target mode\ Sofi Cover protection. 



9.6- Firing at Mounted Troops 
Mounted Troops are shot at in the same way as Basic Troops. An opponent may not choose to target the mount or the rider 

independently, as they are considered one integral Unit. 

I 

"Let's send the Imperials our fondest regards ... FIRE!!" 
-Bauhaus Infuriafor Kommandant Gunter Roiss 

During the First Corporate Wars, artillery barrages were a common and destructive sight, laying waste to cities and industrial 
complexes across the Solar System. The collateral damage inflicted by these attacks in an effort to root out entrenched enemy 
forces was catastrophic, and required an immense amount of the Megacorporation's capital to rebuild after the War's end. 

In this light, it is not surprising that the Cartel later outlawed the use of massive artillery in the System-wide theaters of 
combat, proscriptbns endorsed by every Megacarporation. 

With the escalation of the Second Corporate Wars, the Megacorporations have opted to .field smaller, mobile artillery for 
their conflicts. breaking up the massively destructive artkllery divisions of old and greatly reducing collateral damage as a result. 

The average Megacorporate Battery now consists of a few huge, lumbering cannons, or rocket launchers, that have amazing 
range and stifling power. Some of the more progressive Megacarporations, such as Capitol, have moved away from conventional 
ground-based Batteries in favor of air-based assaults using stealth bombers and assault craft. Cybertronlc has gone even further, 
employing satellite Batteries that bombard their targets safely from orbit. 

These examples are all examples of the Megacorporatfank use of long-range weapons to rain down destruction without 
exposing Units to enemy retaliation. In UWZ, these are called Fire Missions. 

A Force's Commander has the authority to use such measures and carries Ihe proper codes to authenticate a Fire Mission. 
However, a Force Commander requires the assistance of a designated Unit celled a Forward Observer in order to properly 
communicate the complex coordinates through modern encryption and decryption devices. Together, they present a devastating 
weapon on to the battlefield. 
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10.9 - Foward Observers 
A successful Fire Mission tequires a great deal of trust and clear communication, as the Batteries are usually too far away 

to sense the intended target, much less differentiating them from friendly Units. 
Forward Obsewers are the eyes and ears for these artillery pieces and Batteries on the battfefietd. where enemy forces 

offen relocate quickly. Models that can act as a Forward Obsenrer are noted in their Special Rules. t h e  Forward Observer plays 
two major roles on a battlefield, dependent on the size of the battle and the artillery used. 

The first role of the Forward Observer is to spot for fiiendly supporting fire. The specialist provides information for field- 
artillery Units, who may not have direct LOS to the enemy, such as rear-deployed mortars and other field artillery pieces. The 
Forward Observer alone can fulfill this basic duty. The larger and more critical responsibility of the Foward Observer is to assist 
the Force Commander in calling down a Fire Mission an the enemy. The specialist provides the proper coordinates for the strike, 
and maintains a secure communication channel to the distant artiltery battery. The Force Commander then calls down the strike 
using the data provided on his own personal authority. 

Due ta Cartel restrictions on the use of such weapons, calling down the firepower of an artillary battery on the enemy is not 
a decision that can be made lightly. Only a Force Commander can make this decision, as he alone will answer to a court marital, 
if his use of artillery is judged a war crime. 

A ~a rward  Observer rnedel may act as a spotter for designated Artillery Units. In this mode, they 1-J 
can allow AstilEery Units with Indirect Fire weapons to make Speculative Fire actions against any model 
withln the Forward Observer" LQS. Unlike other models, the Foward Observer can perform this function even if he is not within 

F Command Distance of the Artillery Unit in question. 

P' Example: A Capitol Mortar Squad is behind a hill and does not have LOS ofan approaching Squad of Undead Legionnaires. 
There are no other friendEy models within the Mortar Squad's Command Distance who can relay the information to the 

P' model Firing the Marfar. Under these circumstances. the Mortar could not take a Speculative Fire action against the 
Undead Squad. Luckily for the Capitol player; there is a Light Infantry Comm Specialist across the board that does have 

p LOS of the Legionnaire Squad. Since he is considered a Forward Observer, the Mortar team would soon be able fo 

n unleash hell againsf the shambling corpses. 

The specific types of artillery and support Units the Foward Observer can spot for are designated by their afillation.. 
0 first, a Forward Observer must establishing communications with one of these Units. By spending an action, the Forward 

Observer can attempt to raise one of the firing Unlts. The supporting artillery Unit must be inactivated. 
A LQ check is required and if the result is less than or equal to the required score, the communication 

f T\r/ ' 

* was successful. Failure indicates the communication faited and the action is wasted, 
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Once comrnunicatlon is established, the supporting Unit may now fire once per action spent by the Forward Observer. The 
first salvo of shots is fired at a 4 RC. This penalty is in addition to any range penalties incurred by the firing weapon. 

Each subsequent shot improves by +2, due to the Observer correcting the fire. 
However, there is a method by which artillery rounds can be "aimed"-the "spotter round". If the Forward Obsewer wishes, 

he may request a spotter round be fired for the cost of one action. The round does no damage, but it enables the Fonvard 
Observer to correct his aim before firing for effect. Firing a spotter round will remove the 4 penalty on the first shot, and apply the 
+2 correction bonus as well. Subsequent shots am fired at +2 and +4, respectively. 

Once the Forward Observer spends all his actions, b ~ t h  he and the Artillery Unit are marked Activated for the turn. 

The location can be no further away than the closest 
enemy model. 

He most have LOS on the targeted location. 

The location must be within 16" of his posttion. 

" I  ' ' 8 I 8 ,,I , ,  , , I  I 
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more complex operation, which requires skill and time to 
complete. The Fomard Observer model may attempt a Fire 
Mission during its Activation. Calling in a Fire Mission consumes 

attempted per turn. 

Observer is marked activated. 
If successful, the Fire 

Mission is delayed until a 
Forward Obsever mode! with LOS to the target is activated in 
the next turn. This reflects the time required for the ordinance to 
be delivered cn target. If there are no Forward Observers in 
LOS of the target during the next round. the communication 
link is considered broken, and the strike aborted. 

Assuming there are one or more Forwarj Observers with 
LDS to the tarset, the first one activated must make a LD check, 
with a +2 bonus for each additional chit present Success means 

Once the target location is selected* additional Forward that the correct coordinates were relayed, and the specific attack 
Observers may assist in the effort by expending their three takes effect at the Fire Mission counter, 
actions to verify the coordinates. Place an additional chit on the If failed, the Fire Mission still occurs, but the exact location 
target for each additional Observer who uses their activation to barrage is off due to the miscafculation of the 
assist. They need only LOS to the target to assist in a Fire Fire Mission,s new location is decided by mrling 
Mission. from the original marker, and the distance is the amount the LD 

As mentioned* only a Commander can grant the roll was failed. At this new tocation, the Fire Mission takes full 
release authority for a Fire Mission. If the Force Commander is 
killed, gaining authorization for the Fire Mission is extremely 
difficult. I f  the Force Commander has been killed, or 
incapacitated duc to issucs of Morolc or  thc cffccts of 
Channeling, the Forward Observer must pass a LD check to 
place the target chit. This represents the dificultv in raisinq HO, F-T 
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P 10.4- Designated Artillery 

F The designated Units a Forward Observer may spot for will be listed in its specific 
profile. This may include such onboard artillery as the Hellfire, Scorpion, or the Unholy 

P Carronade. 

1 - Fire Mission Types 
There are several types of Fire Missions available to a Force Commander: each is 

designed to complete different objectives during a conflict. Each type is listed under the 
Special Rules section of an army's Force Commander, along with their cost. While the 
methods of deployment and Battery type of the army farces may differ, their types and 
effects are the same. 

Fire Mission Batteries may be one of several types: Anti-Personnel (AP), Anti-Vehicle 
(AV), or NuclearlBiologicallChemical (NBC). 

Anti-Personnel: Fire Missions of this type consist of munitions designed to rend 
flesh. Structural damage is typically minimal, but damage to troops in the open is extensive. 
Taking cover can significantly reduce the damage ef these attacks, unless they are 
incendiary-there's no hiding when the very air eruats into seadna flames. 

Anti-Vehicle: These types of Fire Mission XI as sockets 
or specialized fin-stabilized artillery shells. Theq :ring most of 
their force in a tight explosion that is effective E fications. Some anti-Vehicles are so powerful that 
even a miss will leave nearby soldiers knocked Prone. 

NBC: These Fire Missions are hideously effective and highly illega! in the eyes of the Cartel. R typical Biological Battery 
barrage contains a short-lived biological warfare agent that leaves all exposed crippled, dead, or dying. Chemical rounds can 
literally melt exposed flesh, leaving survivors a twisted and crippled nightmare. Radiation-based weapons leave structures intact, 
but uninhabitable by the living. AH roo often, the bodies of the irradiated victims find their way into the shambling hordes of the 
Dark Legion, where they spread their radioactive contamination to any forced to face them. The only thing blessed about a 
blessed legionnaire is that they have no awareness of the horrors committed by their mortal remains. 
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f 0.5- Fire Missions by Army 

d 10.5.1 - Capitol Weapons 

R Capitol operates under a military ideology that is in part inspired by one of the 20th Century's greatest military leaders, 
George S. Patton, who believed in a fluid and mobile military. To that end, Capitol does not use conventional artillery batteries like 

b Bauhaus or Mishima, but instead relies on air-delivered ordinance for maximum flexibility. These standoff weapons are released 
from extremely high altitude lidecl to their targets as they fall toward the battlefield. Of course, due to the dangers 
represented by this type of r upport, loss of contact to the ground observer will result in an aborted strike as Capitol is 

R concerned with the welfare or 11s rrwops. 

:s, and gi 
:rose air a ,.. . . . .  

I) 94 mm AP Foldimg Fin Aerial Rockets (FFARs) 

This is an unguided, folding-fin rocket, packed with enough high explosives to litemlly shake the ground for hundreds of 
feet. They are fired in salves that blanket the area under a large explosion template with shrapnel and conflagratton. Any 
nlodels under the template jn the open suffer a DAM 72 attack, but those in cover suffer far less damage. Any model that 
is in cover at the moment of the blast /s only hit by a DAM 8 attack. 

2) GBU-490 AV MOAB Bomb 

M&A& {Massive Ordinance Air Burst) Bombs use passive guidance to target Vehicle formalions and hard cover positions, 
and flatten them with an airburst so powerfuf it will ratfie windows up to 50 miles a way. These munitions do DAM 74(x2) to 
ail Units under a small explosion template. To a Unit with the Special Abi!ity of Impenetrabi!ity. the attack has an AV rating 
of 6. Even i f the damage is saved, any non- Vehicle models under the template will be knocked Prone by the blast (no 
save) . 

p\ Larger versions of these fuel-air bombs, like the GBU-9000 and GBU- 12000, were once used to level entire city blocks. 
They are the most powerful non-nuclear munitions ever created, buf Cartel law strjctly forbids use 
of these larger versions against anything short of a Dark Legion Citadel or a mnfirmr" "--', 4 Legion Base of Operations. 



10.5.2- Bauhaus Weapons 
Bauhaus makes use of huge, low velocity cannons and advanced rocketry for their artillery support. Guidance is achieved 

by use of simple fins that help the shells glide swiftly to their target, and accuracy is guaranteed by the use of safety fuses, which 
only arm when the electronic "hum" of the Forward Observer's targeting scope can be detected. In this manner, Bauhaus has 
sidestepped same of the legal issues documented by the Cartel for advanced delivery munitions in urban conflict. 

f )  240 rnm Tapered Sore Helga Cannon 

Traveling on huge rails or gigantic tracks with a barrel nearly I00 feet long, ihese awesome guns are capable of shdling a 
target over 100 miles away with an explosive warhead weighing nearly hyo tons, Armed with a delayed contact fuse, this 
shell can turn a city block info a smoking crater. It was no suprise when this weapon was outlawed by the Carfel in ail but 
the most extreme circumstances. 

As a concession to fhe Cartel, Bauhaus now fires the SBU 2200 AP sub-munitions shelfs from this gun. As the shell 
descends on the target, i t  releases a cluster of mini-bombs that litter all models under the large explosion templafe with 
explosions and razor-sharp shrapnel. The effect on structures is significantly reduced, but the effect on exposed troops is 
hom'fic. Any caught under the template in the open suffer DAM 13: those under cover suffer DRlW 7. 

2) V-'1'20 Delivered Donnersehlag AY Pod 

Fired frcm launchers hundreds of miles away, the V-I20 ballistic mlssile once delivered a wide variety of highly destnrcfive 
payloads on both military and civilian targets. SignEcant Cartel restrictions concerning the use of ballistic missiles has since 
forced Bauhaus to use fhese weapons in a very different way. 

The Donnerschlag AV pod is a rack of highly accurate Donnerschlag 4 rockets, boosted to an a/titude miles above fhe 
battlefield by a powerful V-120 Ballistic Missile. At the peak of the missile's arcing trajectory the pod is released and 
parachutes deployed. The pod fhen slowly dnRs miles above. waiting to drap one or more of its Donnerschlag missiles on 
command. 

Guided by articulating fins as they free fall toward Earth, these missiles zero in on their fargets using guidance prnvjded by 
the Forward Observer. A few thousand feet before the warhead makes impact, a mcket engine fires, propeljing the 
warhead into the fargef af supersonrc speeds. Al/ models under the smaM explosion template suffer a DAM 7 4 0  attack 
with an AV rating of 6 (vs. impenetrable targets). Those #on-Vehicle models fhat survive are knocked Prone by Wle 
tmrnendous strength of the blast. The deafening sonic boom pmduced by the extreme speed of the warhead can be 
heard for miles in all directions. 

Phis distinctive double boom of a Donnerschlag detonation can strike Sear in the hear! of the bravest Vehicle crew. 
Donnersch!ag, in the ancient tongue of House Richthausen, means "thunder strike: and any who has seen its effects will 
attest the weapon is aptly named. Models who survive a Donnerschlag impact and those within 4" of an mpac! must make 
a Panic Check as if the impact was a Dire 2 afiack. 

70.5.3- Imperial Weapons 
Like Capitol, Imperial also depends on aerial firepower instead of more conventional terrestrial 

art~lley batterres. Consrst~ng at greatly feared Doom Lord Gunships and Nighthawk fighter-bombers 
circling rn~les above the battlefield, Imperial's lack of complex target guidance is balanced by the 
nature of the warheads they employ, Clouds of chemical smoke need not be accurate in order to be 
effective. 

While the Cartel serlousfy frowns on the use of chemical weapons. Imperial has skirted this 
restriction to a large degree because of the non-lethal nature of many of their warheads. Many an 
lrnperial enemy has awakened to find himself in an orbital prison barge. and many later elect to 
become loyal Imperial citizens in order to facilitate their release. 

$1 A AG-f88 Sandman Missile 
I ?  - 

The Sandman is more accurately described as a rocker IIlarr if is a missile, as it lacks true 1 --- . ,--- - 

guidance. However, the extreme skill and falent of the Nighthawk pilots allows Imperial to accurately 
deliver these munitions to their intended targets. 

-- t 
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The Sandman carrjes a poison gas warhead. Any model found mder the Iarge explosion template suffers an Environmental 
Hazard 9 attach. Those who fail are leff in a deep coma that can East for weeks. The models are efectively removed from 
play as casualties. 

2) A GB-90 White Phospharus Cluster Bomb 

The A GB-90 is technically an antj-Vehicle cluster bomb, with white phosphorus added for the purposes of "marking" the 
target as hit. White phosphorus is a highly reactive chemical thaf burns an eerie lilac blue color in the presence of air, and 
leaves a distinctive paffern of white smoke around the target In addition, white phosphorus burns horrible gaping wounds 
in flesh and other organic equipment. 

Vehicles (or any model) under the small explosion template suffer a DAM 14(x2) altack with an AV rating of 6 (vs. 
Impenetrable targets). Whi!e using white phosphorus as a weapon Is a serious vidation of Cartel law there is no provision 
against usjng it for purposes of *markingm a target, so the weapon is technically legal. 

q0.5.4- MishCrna Weapons 
The nature of the underworld environment of Mercury has forced Mishima to abandon traditional ideas of parabolic path 

projectiles and classic missile design in favor of something much more reliable. Mishima engineers have developed surface 
mapping navigation technology and married it to extremely maneuverable cruise missiles, which rivals the best of Cybertronic 
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technology. 

I )  CSSM 4300 Death Blossom Rail Gun 

The Death Blossom Rail Gun is a fairly new achievemenf of the Overlord's Warmasters 
that has since been disseminated to at! the Lord Heirs. Usjng a series of super-conducting 
magnets and an array of powerful electrical pulses, it silently accelerates a specially fused 
warhead to extreme speeds. At the appropriate time, fhe fuse releases a series of flaps 
that very much resemble the petals of a flower: These flaps act as an air brake, causrng 
the warhead to slow rapidly, and drop on the target in question. 

The net effect is a cornplefely silenf artillery gun that can fire in an almost flat trajectory, yet 
the s, s target as if it were fired jn Ihe traditional parabolic fashion. Tlre 
fjrst Y the 'blossom" d the shells above them. For many, that is the last 
imag~ 

Models under the large explosion fernpiate suffer DAM -13, but models in rover suffer only 
DAM 6. 

2) Yahont-X Land Attack Cruise Missile (LACM) 
This ramjet-equipped cruise missile uses the same rail gun technology as the Death 

Blossom to achteve enough airflow to ignite the ramjet engine. Once launched and the engine ignited, it USE tly complex 
surfam mapping technology to fly at tree top level doing speeds several times the speed of sound. 

Ths of the Yahont-X LACM Is a themite incendiary bomb that turns anything under a small explosion template to 
ash. The eaction burns at well aver 2,000 degrees, bathing the target in flames and molten iron. Damage for the attack 
is 13 witt ting of 3 (vs, lrnpenetrabte Units). This attack is considered Residual Damage. 

t payload 
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j0.5.5- Cy bettronic Weapons 
Cybertronic depends on space-born batteries ta deliver their fire missions. Dragging tethers thousands of feet into the 

atmosphere for power, these deadly satellites orbit over every Warzone in the solar system. Their powerful Particle Accelerators 
and Microwave Projectors are as feared as they are illegal. 

I )  2-80 Particle Accelerator Cannon 

This weapon strikes a single target with a concentrated stream of high-energy parficl 
and knock free certain subatomic particles. The resu# is the near instantaneous g 
fargel, and the release of a burst of gamma radiation as those atoms return to their 
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-, -he primary target suffers a DAIW 44(x2) amck. Those near the target will also fake damage. 
:enter the small explosion template over the primary farget. Any additional models under 
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the template will suffer an Environmental Hazard ATS 12 attack from the subsequent burst of radiafion emiffed from the b 
primary tafgef. b 

2) Urban Pacification Mlcro wave Projector 

This weapon bathes the target area in deadly radiant energy that can pass through metal, walls, and even stone. The 
intense microwave energy causes Gving cells fo burst, and wreaks havoc on Vehicle systems by boiting engine fluids and 
igniting exposed munitions. Even necrorganic and necrobiotic Units are affected, as the radiation destroys the necrotic 
microbes that animate the dead flesh. Only A.I. models are immune, due to the nature of their solid-state design. 

AN non-A.1. (or A. I.  of level 4 or less) models under the large explosion template suffer an Environmental Hazard ATS 72 
I- i attach, This includes even rnodek who are inside buildings. + 

10.5.6- 
Brotherhood Weapons 
The Brotherhood combines 

a combination of air power and 
Channe[ing to deliver their fire 
missions on t h e  enemy. Sleek 
Arch Angle fighters circle the 
battlefield, waiting to receive the 
mental image of the target they are 
designated to strike, projected to P 
them by the mental powers af the 
Forward Observers. This form of absolutely secure communication makes Brotherhood air power greatly feared, but even more b 
feared Is the awesome power of being judged guilty af heresy by them. 

> 9 
f )  MK-9-90 Cardinal's Fist  Smart Bomb 3 

Made under license by the Capitol Corporation, these bombs aren Y parflcularly noteworthy. but their mefhod of guidance .I 
certainly is. The bombs are guided to the target using arficulating fins manipulated by the mentalism powers offhe Forward 
Obsenters. This makes them extremely accurafe in the hands of  the Brotherhood, and cornpietely unguided in the hands . @ 
of an enemy. Models under Wre large explosjon template suffer DAM 12 attscks. Those thaf can get io cover oniy suffer 
DAM 8. 

2) The Judgment of fhe Cardinal . 3  

Throughout mrporafe bars acmsa the solar sysfern and amid the heretic ranks, stories are whispered ofpowerful Inquisitors . I  

who kick in the doors on secret rneefing places, and incinerafe ab within wifhauf ever firing a shot. There would be far less 1 
heresy in the realm o f  humanity if it were known that the only falsehood in these stories was that an lnqujsitor is required 
at all. 1 

Any model with the Channeling abiljty and fhe Cleaning Flame power may parlicipate in dealing the *Judgment: The model i 
must have LOS on the target location, spend one action to focus their powers, and then successfully cast the Cleansing '1 
Flame. /I successful. pSace a market chit on the farget location. No model may place more than one marker chit per turn, 
and the target can be a model, a terrain feature, or tocation. Qnce fwo or more marker chits are in place, the effect can be . I  
called af any time during the foliowing fum. 

1 
While Brotherhood procedure dicfates that an Enquisitos or Inquisitor Majonk should pronaunce Judgment, it does not have 3 
to be. Any Channeling mode! In LOS may do so--even models that did not participate in the placemenl of marker chits. 
Upon the pronouncement of the Judgment, place a large exptosion template over the target location. Any model under the 5 
template is sngttlfed in the blue-white flames of a residual DAM 8 attack. which ignores the effects af cover. Every 
additional chit beyond the required two will add +2 to the DL sttack. IIW of the i 

:k, but it h: . ' ,  2 

Facing Judgment is something that human heretics fear mo: 3s a particularly ominous effect on a Dark Cultist. If 3 
the damage sustained is enough to require a Morale check, tnat cnecK is done at a -4 penally. If the 
pronouncing mode/ is wifhin shod range of the Squad, the check suffers a penalty of -8. -, * $4 

'F: 's/ -. 9 3 

-- T ', 
- 1  



10.5.7- Algemth Weapon 
TheApostle of War takes the direct approach to artillery- 

huge explosive rounds firer 3hb gun lents 
built into the very foundatio Legion C hese 
are also towed into range ands anif dead 
Incapable of combat within tl IU L ~ Y I U I  IS. Algerodl nl I U W ~  mat in 
War, one cannot waste any resource, no matter how limited. 

10.5.8- Demnogonis Weapon 
The master of disease favors some of the foulest tactics 

wi es to artillery. While inflicted by his brother 
Al ;wie and final, the P 3's arsenal brings only 
lir in, excruciating sufi ultimately, corruption. 
WILI ,  LI IWI ~~tcal  and Biological Wcapurls nutlawed, the minions 
of Demnogonis are doubly feared for their horrific Fire Missions. 
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I )  Reaper Siege Cannon f ]  Pestilence Plague Gate 

Labeled the "mother of nil cannons: this Is acfually a 
living bio-construct similar to the Unholy Carronade, 
except hundreds o f  times larger. In fact, it is wideEy 
believed that living matexial removed from the Reaper 
allows for the creation of new Unholy Camnades, bvf 
nu one has ever verified this as anything more than 
horrid fiction. 

This is not so much a gun as a Iransporfer. Using the 
tremendous energies of a Dark Citadel, a temporal 
gateway is flashed open for only a few microseconds at 
the target point. Horrifically, a few m~croseconds am 
more than enough to allow exposure fo some of the 
most Sethal pathogens ever experienced by man. Any 
model caught within and up to 4" o f  the effect of this 
template is subject to a Dire 3 Panic check. 

The projectile launched is a particularly horrible bio- 
construct unto itself. It hits with astonlhing force, litemlly 
shaking the ground for miles. Anyone under the large 
explosion bmplafe is hit with a DAM wl3 attack, and even 
those who save are knocked Prone by the force of the 
blast. However, .?he homr is far from over. 

Any model under the large expfosion template suffers 
an Environmental Hazard ATS 8. Failure indicates that 
the model has died a horrible, puking death. These 
models should be marked with a dead remains marker. 
Their remains represent a Biohazard ATS 15 to all within 
2" of the chit. 

The player whose rnodek were killed must make an 
additional d20 mll. On a result of 18-20, mark the body 
with a Dead Remains Marker. At the end of the round, 
these markers should be repiaced with an Undead 
Legionnaire. 

A Nephrife of Demnogonis can Iafer raise these chits 
info Blight Commandos, /f the Nephrite possesses the 
appropria fe spell. 

The Legionnaire will be considemd out of  command, 
but will defend itself if affacked in CC. Upon activation, 
he wiEl wander to ward the nearest Undead Legionnaire 
Squad in LOS and join their ranks. In the absence of an 
Undead Legionnaire Squad, it will wander toward the 
nean egion Nec ldividual present and 
join t her are a' ' will simply stand in 
place of the a b ~  3 its LOS. 
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If the Legionnaire gets wifhin command radius of the 
Squad or individual En question, it is considered fo have 
joined the Sqrrad. 

Rules for normel Squad composition do not apply. The 
Legionnaire will aftempf to join any Legionnaire Squad 
or individual present, whether they want him to or not. 
In this way, the maximums for Squad size can be 
exceeded, and Individuals who could not norma!ly 
command Legionnaires could have them join theirranks. 
The unseeing eyes of an Undead Legionnaim can se17se 
even the presence of a Stalker. l f  he joins a Stalker (by 
coming within command radius of him), the Stalker loses 
his stealth status until his new shambling follower is 
dismissed. 

Note: This could be a friendly or unfriendly Dark Legion 
Squad. The Legionnaire simply doesn't know the 

difference, 
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70.5.9- Muawijhe Weapons H was this very mechanism fhaf Illan used to capture 
Without doubt. the most devious of all Dark Legion artillery and e n s h e  her fierce Templars fmm their home world, 

is that of M uawij he. The effect represented by this weapon defies NOW, victim am stolen f-Um all tbe conquemd worlds. 
the very definition of chaos, proving in a terrifying way that there The lucky ones become slaves, or food for the legions 
is a horrible underlying order to even the actions of the Lord of of children thaf mainfain the machine. The unfortunate 
Madness. ones are aftered to fit darker purposes, designs alien 

and terrible beyond understanding. The o,?ly certainty 
.I) WilFo- WTsp Flares is that those fosf never return. 

As these rounds silentfy streak acmss the battlefield, Living single wound models under fhe large explosion 
variaus chemical impurities bum off  of the surface of femplafe must roll a PW check at a *6 modifier. Those 
the shell. The result appears to be a rather coiorful who fail vavish--gafed away to spend the rest of their 
shooting star the t bursfs direct/y over the head af the cursed existence in the service of the Dark Mistress. AW 
target, surrounding them in pleasing colors and flashes other models. including Vehides and Al's, suffer a DAM 
of bright, preffy light However, in the chaos ofthe flashes 72 (x2) attack due to the massive electrical and magnetic 
(ies a horrible pattern that imprints suggestions in fhe fields generated by the gate, buf do nof transport. 
minds of fhose who witness the effect. 

The message received by the target in quesfion is up fo 
the Muawijhe player. It may be one of lhe fo/hwhg: 

Pacifism (Large Explosion Tempiafe) Models that fail a 
LD check will sif down and simply refuse to attack the 
enemy Mark the model Prone, and fum fheir back to 
the enemy to designate they have refused to fjghf. They 
wiEI not rise and fight unfil either rallied, or an enemy 
model attacks them. 

Hopelessness (Large Explosion Temphte) The affected 
models wilt attempt to injure themselves in order fa 
escape the impending combat. Models should roll an 
unrnodifjed CC check. Success indicates they were able 
to wound themselves before anyone could stop them. 
Any model reduced to zero wounds should be removed 
from play as a casualty. 

Despajr (Large Explosion Templafe) Affected models 
must make an imrnediafe Morale check. Those who fd 
are subject to Panic. 

It is widely surmised that there are other patterns used an 
civilian target I inspite riots. rebellian, and t ; 
murder. For .c jaricing lights in the sky has al I 

considered a if doom. Perhaps there was ! I 

behind these legends of old. 
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10.5.10-lllan Weapon 
The staggering power of the Mistress of the Void is never 

so clear than when she literally reaches out and snatches a 
victim from his world, damning him to an eternity of horrors 
beyond our capacity to imagine. Such is the nature of the 
batteries of Ilian. Huge receivers project the energies of a 
massive machine on some untold world, opening a gateway 
that transports the living to a fate worse than death. 

lches acru 
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'l0.5.11- Sernai Weapon 
The promises of Sernai have always proved false, but 

mankind continues to believe his convincing lies, never seeing 
the truth before it is far toe late. It may be that mankind suffered 
more than one curse when the Dark Legion cane to our worlds. 
The curse of optimism has damned far more souls than the 
Dark Symmetry has ever killed. 

f )  Posjfmn Bomb 

777e positron bomb is a sinisfer device, which does not 
have to be accurate ta be When launched, 
pllace a marker af the point of impad, and then deviate 
the locatian 3"in a randm direction. The shell wj!! never 
hit a model, or land in base contact with one. If deviation 
places it over a model's base or on top of a terrain 
feature, simply place if in the nearest open ground 
available. 

There is ro explosion, shrapnel, or gas. he shell simply 
lands at the point of impact with a gentle thump. if 
appears fo be made of etched gold caref~llly scribed 
with a seemingiy infinite aasorfmenf of symbols and 
pictograms. Offen, this is the last fhing a victim ever 
sees. 

Any model that spends an adion w8hin 6" of fha she// 
must make a LU check for each aclion spent in the 
shell's area of effect. Success aflows a model to act 
normally. Failure indicates thaf the model is drawn 
inexplicably toward the she// and will use their adions In 
Ju/I movement toward the she//. 
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Those wifhjin 4"of the shell must make an Environmental 
H, sk af ATS on spent, and 
th an LD cht :loser. Those 
fh 'he shell t lound, as the 

I) The Void Gate shell is highly radioactive. The lure of the shell wanes 
at the end af the mund in which jt was launched, but the 

Deep within the heerl of a Dark Cifadel, thousands of shell wilt contintre to represent an envimnmental hazard 
I/ianls children scurry about, tending to the powerSul at ATS 70 within 3" for lhe duration 
mechanism that re; ss nameless distances and of the game. 

snatches 1 unfortunafe to escape. 7- * 
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71 2.1 -Panic 
If the modet or Squad faifs a Morale LD check, it is 

considered under Panic. The following rules apply to models 
under panic: On the battlefiefd. a soldier fights not onEy the enemy; 

they must face down their own fears. Every man has a breaking 
point, whether it's watching your companions die, being fired 
upon, or confronting a hideous fiend straight from the pits of 
Heft. 

In UWZ, the process to check a soldier's breaktng point 
is called Morale. Morale comes into play when a model is 
introduced to a fear factor, be it from taking loses amongst the 
model's Squad, is targeted by a supernatural power, or another 
model that muses fear coming within range. The statistic most 
important when dealing with Morale is a model's Leadership 
(LD) value. 
Morale and Models 

In UWZ, a mode! deals with varying degrees of 
Intimidation, which we refer to as a Dire Rating, which will test 
their Morale. This rating can affect Units in many ways, 
depending on the actual number of the rating and the specific 
situations encountered. Some models generate fear and awe 
and their Dire rating reflects this. 

Panicked mode!s must make a LD check in order to 
move closer to what caused the Panic. Failure indicates 
the action is wasted. 

Panicked modefs suffer a -3 to RC, CC, and LD, while 
in LOS of the enemy. 

Panicked models may not Charge, Aim, Wait, MP, or 
use supernatural powers while Panicked. 

Subsequent losses to a Squad will require further Pantc 
checks. Models who fail are Broken. 

11.2.2- Broken 
If the model becomes Broken, they suffer the foltowing 

effects: 

They must use one acZion lo move directly away from 
whatever Brake them. Additional actions other than 
moving diiecfly away will requi~  a LD check. Failure 
indicates that they use the action to continue to move 
direct!y away from the enemy. Under no circumstance 
will the approach whatever leff them Broken. 

I t  .l- The Dire Rating 
The Dire Rating tells you two things about the model or 

effect in question. The first is the range at which enemy models 
suffer the effects of Dire. The second is the penafty to LD suffered 
for beina in the Dire area of effect. They suffer a -6 RC, CC, and LD, while h LOS of the 

enemy. 
For every point of  Dire, the model may affect models 

up to I" away. A Dire Rating of four would affect all 
models within 4" of the source. 

* They may not Charge. Aim, Waif, MP, or use 
supernatural powers while Broken. 

Any model in the area of effect will have their effective 
LD reduced by the Dim Rating, for long as they remain 
in the area of effect. 

11.3- Rally and Morale 
When soldiers fall prey to Morale issues, they are lost to 

the most basic instincts of fight ar flight. At some point, either 
from an m c e r  or from wlthin, they are inspired to come to their 
senses and return to the battle at hand. In UWZ, this is known 
as a Rally. 

Any model with a Dire Rating that scores a wound on an 
enemy model within its area of effect will provoke a Morale check 
for every model in that enemy model's Squad still in the area of 
effect at the end of the D~re-causing model's turn. .3.1- Squad Rally 

At the beginning of an impaired Squad's activation, a 
may attempt a Squad Rally. The Leader of the affected 
must activate first and spend any and all of its available 

adions to attempt to Rally. Each Rally attempt cosk an action. 
To Rally, the player of the affected Squad must roll 

less than or equal to the LD value of the Squad Leader. 
The results of a Squad Rally are as follows: 

player 
Squad 11.2- The Morale Check 

Sometimes events require a Morale check. such as the 
loss of half or more of your Squad. In these instances, you 
would also make a Morale fest. The foltowing wIes apply to 
either case: 

Note: Morale checks are made at the end of the Squad's 
activation that caused the condition. Success: The entire Squad within Carnmand Distance 

of the Leader is no longer affected by Panic. or is shifted 
fmrn Broken to Panic status. Remove or exchange the 
relevant counters as needed. 

Example: A Squad of Heavy Infantry fires into and kills 
over half a Squad of Ducal Militia. At the end of the 
Heavy Infantry's acfivation, the Ducal Miiitia would be 
forced to make a Morale check, Later; if another Unit 

eliminated mare of that same 
Ducai Militia Squad, they would 

7 have fo roll again at She end of 
that Squad's activation as well. 

* Failure: The Squad is sfill affecfed and the action used 
to attempt the Rally is wasfed. The Leader model may 
attempt to Rally again, but wit1 suffer a -3 LD on the 
second attempt and a -6 LD on the third. This is i n 
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addition to the LD penalty already appljed Iiom the Panid 
Broken state. 

?f .4.3- Special Circumstances 
Sometimes in UWZ, special circumstances will arise 

where the effeck of fear and panic will vary in intensity from the 
norm, like a powerful Art effect or the ovewhelming aspect of a 
Nepharite. Whatever the case, these instances will be noted 
when they would occur. 

le Unhinged chart below is used for these 
:ircumstances. Unless these special circ 'S are 
i. the following chart is only used when odels 

tall a Morale test by rolling a 20. 

If the Squad Leader is within Command Distance of a 
fnendly model that has a higher LD value, then it may 
use that friendly model's CD value when aftempting to 
RalEy. Th 

special c 
identifiec - .. - .  

some of 1 
:urnstance 
Broken m 

- A friendly lndividuaJ model may attempt ta Rally an 
affected Squad within [he Squad Leader's Command 
Distance that successfully uses its Rally Others Special 
Ability. 

UNHINGED CHART 
I 

I Die ROII I ~ f f e c t  I 
Crippling Fear: Model(s) are consumed by 
extreme terror and find themselves suffering 
both crippling doubts and the Inability to 
function properly. This result halves the 
rnodel(s) I iiian to the affects of being 
a Broken 

12-17 Forced Regression: Modcl(s} suffer severe 
gclish and are capal>le of only one 
I action per turn until mllted. All rolls 
8. 

mental an 
non-Move 
are at a - 

'I I 
Derangement: Model($) roll for Deviation and 

lie and Wait expend an action attacking the closest model 
or a model to lie in Wait for an enemy when it*s (frlend or foe) outside the Squad in that 

busy rreamng out. Therefore, any model on Wait wiJI lose this durection with their primary weapon. Roll for 
status upon failing a Morale Check and succumbing to a Dire Dewation during each subsequent activation 
effect. until Rallied. All rolls are stilt made at a -6 

11.4.1- Firing into Close CI Fe 
player voluntarily \h Fire into 

close ~volving a fr~endly rn rt pass a 
Morale ~ n e c ~  with a -4 penalty. I! successrul, me PIE action drooting, bowel-relieved heap and ar 
occurs as normal. Failure indicates the Fire action does not 
occur and the action is wasted. E to addlecl ~ e l l y  

Note: Some troops have no conscience and no concern 
about harming friendly models by f~ring into Close 
Combat. These charming Units will have a special note 
listed in their profiles. 

11.4.2- Attacking a Friendly Model 
When a pjayervaluntarily wishes a model to attack another 

friendly model for whateb i, it must first pass a Morale ,, - 
Check at a (-8) penalty. I fu[, then the attack occurs. If L,a- .:- 
it is failed, the attack a[ ; not occur and that model ' 5 ' 
loses all remaining actions as ~t comes to grips with what it . . 
attempted to do. As noted, some Units in UWZ really aren't --= 
bothered by this thought, and they are identitied rn thew Model 17 F<J 

I r -  profiles. 
. - 
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i 
1 Helena Dovavicti sc~ualted h~gli  abaile the streets o: Fukido, leaning agarnst the barrel of tier sniper rille Her perch 

I across the top of a broken neon slgn atlowed her to scan Ihe slreel below thr~ugh its telescopic lens 

angerous-lr 
en years a! 
ha Minislry 

3oking yottll 
10. blothlng 
of Fear S! 

I Relow her, the teeming ihrong surged fhrough lhe m~dnight tl~omughfares. focused on Ihn~r small Ilves. Tfiey paauspd 
I ?tlrnlre amnnsi~mer goorls on d~splay In shop wlnrlows and preen Il~emselves In I t~s rnrrrors of luxur), cars. Expenswe women 

jis?rgncr dresses exchanged knowing looks wllh busir~essmer~ in irnpenal sulk. Reggars panl~andled. D IS 

; t w d  on street corners and practiced looking lotrgh. ti was all Ihe same as shf: remembered from nfie in 
f' -c~l:ldo had changed. E V ~ H  if she had. Those years had seen her pass through tile military and rnlo I -te 

i 
I *,n<il't a ?,wed, young girl anylnore. Maybe she never had been. 

She checked her chronometer, just lwa niore minutes. J!~les and his team sho~lld be in position now. The rEsl of the sqb~arl 
sfinuld be ready to go She shook herhead, still not sure this was a wlse operation. Committing Batrha~~s lntlilary to actron on the 
streets of a neutral c~t!~, even i f  was the Free port of Fukjdo, was dangerously close to violating Cart6 pmfocois. Well, fllat was 
curnething forthe diplomats to worry aboul It was herjob to see that Karlsfein was returned to Bauhaus or, fa~llng I f~al ,  sltsncerl 
)ernmanently. He was a renegade and a Heretic, and there was no way they were lelling hifn fall Into the hands oi Cyl,ertron~r 

She wolxlered i? h e  technocra!s who ran Cybsrtronic knew what they were dealing with, If they did, it was bad, a sure stgr~ 
1 Ira: what the Cardinal cla~rned was true, that Cybertron~c was a rnanifesbt!on ofthe Darkness. Despite l ierf~ith in Ihc Card~~lal, 

5he  bund that possibllrly hard to believe. Yes, they Were inhuman, bul they were not evrl. Sfie Itnew evil- she had been dealing 
I 

1 wlh it for most of her life in the services of Bauhaus and House Sagllelli. j 

Aplain, black sedan pulled up in lront arthe CybsrtronicaRice building. Kartsteln got out. She sighted on him. HI? was 1 

!ha same as she remetnhered, still tall ancl handsome in a cruel, yet fairway, AChasseurgot rn the way bsiore shu could snap 
OR :he shot. Its helmet-encasec! face suddenly filled the scope. Two Ritila units emerged from !lie bullding Cyl~ertmnrc wasn't 2q 

I tak~ng any chances of the defecling scienlist berng mugged in the streat. I, 
I b sql~ad of Hussars emergerl from the alley, They opened lire on I<arlstelli's bodyguard As iihy magic. the street 

cleared. People threw ll~ernsclves flat, dived for cover bel~ind cars, and scrambled Into shop doorways wiih arr almost 
pnclicsd case. Plate glass smashed under the hat1 of bullels. 

She tned for a clear vlew oFKarlslein, hut lie had ducked oil t of sight behlnd the car. She coutd only watch anrf walt. 
I VIE Chasseur bodyg~lards reacted with rnechclnrral precrsion, snapping off shots at tlieonmmlng l-lussars The Hussars 1 

J blazed baclc wlth theirAG1T's Dovavich saw !wo Hussars go down. One Chasseur fell in exchange. The Attilss were I 

I smrtlng to unlimber their ileavy weapons. She decided to take a hand. Catefirlty, she sighted on onr? of the combat rol,ots, ar j 

just a4 caniully, she sqi~eered the trigger. I 
I 

The Altilz's head exploded. She aimed at the second and fired again. This tima, her heavy caliber shell ricoclieted off Hic 4 -  

rohot's armor The Alfila looked up, smnnlng the roof for this new lhreat. She could see that it liad spotted her, t l  raised 11s haavv 
rnacli~tie gun ss I[ il {vote a toy and senta germ of htlllets hurtling at her. She dove out from behind the Ilroken sign as Ilie bullets 
srnashcd r t  rrlto 3 ti7oirsancl pleces. Flyjug splinters of glass cu! her cheek. She grlmaced In pain. Aflera moment, s l ~ e  d a r ~ d  

1 I17ol;ing back over the roof's adge 

L 
I 

A r   fan   lie. a group of passersby on the street below threw off their coats to reveal the annor of a Mnstnnt Ssuad T hev I 1 charg~d at IRc asl Allla, chapping it bnltrllly to the ground. I 
I Suddenly, another massive form lumbered oul ofthe bulld~ng. It IRDVE~  wrth Ihe strange, lerky acElon of a giganllr clockwork 
, toy, but Ihere was nntf~ing ckiitdlike aboul the massiveflamethrflwer i t  had atthe end of one arm or ihe grgantlcch,>insaw ~n tho 

othor B~hrnd r r ,  Inore SIlock  troop^^ approact-led. 
"Eradicatctr, Jl~lesr" Dovavlch wllrspered into har lhroat mike. "The mission's a bust. Termmate: t ~d evac:' 

I 
I The Eradicator u n t e ~ ~ l l e d  go~tts of flaming deatli at tile Etoiles. Three of the sisters were ct 
I ~skanllr/, t h ~  
1 shocked screams sflflcd before thev could ever1 be vocalrzed. As Helena moved back from her perch. u s a , , ~ ~  ~n over 11, 

cnmrn-link. 
"Clearn~rt Hslena. Ihs target IS mine." (I 

Peering back over the sign al Ihe melee below, the Mortant designated Jules activated her grenades and leapt onro 
I 

Karlslein, wtla desperately trlert to climb back In the safeiy of Ihe armor plated sedan. The Eradicator stagqered back a second I 

later as the black sedan erupted into a convulsive fireball. the blast annhilatrng everylhtng wilhtn 25 feet olwf?ere the caronr:e ! 
waited 

d The comm-links went silent 





P 
f2. Abilitf"es & Skills (listed alphabetically) 

P 
Berserk 

Berserkers are a terrifying force to behold-blades whiding 
P' Special Abilities are either innate talents possessed by a with reckless abandon, frothing mouths, and eyes wild with a 

Unit or learned skills that took years of training to master. In combat-induced 'blindness. To many, theseclose cornbatterrors 
IC each mode3's profile you will find its Special Abilities. Their fight with the kind of reckless fervor that "civilized" warriors fail 

P' definitions are listed alphabetically below, to understand. To others, they are madmen to be avoided at all 
costs and brought down safely with from a distance. 

Ambush 
Some soldiers are able to quickly secret themselves out 

of harms way, leaving plenty of time to set up a surprise attack. 
A model with the Ambush Special Ability can reserve two actions 
on Wait and can come off of Wait without a LD test. Wait 
counters are placed as normal. Therefore, if the modet places 
two actions on Wait, simply set two Wait counter by the model. 
The modet may use as many actions as it has counters. 

The visceral carnage of hand-to-hand slaughter Incites a 
Unit with this Special Ability. When a model makes its first kill, 
it must make a LD test to determine if it has become incensed 
and gone Berserk. If the model passes its LD test it is unaffected 
by the bloodbath and remains in control of its faculties. As the 
mode[ has no control, so lacks the player-the d ~ e  roll alone 
determines whether or not the model is consumed by rage. 

While Berserk, the model gains a +4 CC and a *2 ST, 
However, his bloodlust makes him reckless, reducing his AR by 
-4. As usual, he must attack the nearest enemy model In LOS. 

Aura of Corruption Also, berserk models do not suffer the associated penalties for 

C Models with this special ability an aura that is harmhl breaking Command Distances, as they are intent an the spilling 
to mortals. Whether by cantagion, toxin, or radiation, rnarta! of blood. 

F models that activate within one inch of a model with the aura Units in a Berserker rage ignore Morale checks. However, 

P 
must save verses an environmental hazard of ATR 6. models affected by Morale effects cannot go berserk until they 

have successfulfv Rallied and are no lonqer affected. Models 

* Aura of Darkness charged by others may not go Berserk; models must initiate a 
charge in order to work themselves into a killing rage. 

P Models with this skllf are 
surrounded by an aura of The rage ends when the berserker spends an actfon in 

F darkness and fear that extends which he has no enemy target in range of his charge. The Berserk 

six inches from the model in all status will not end until this condition is met, or the model is 

directions. Any enemy inside the killed. 

P aura who wishes to target the 
user must resist the effect of this Blessed 

6 aura by passing a LD check or Models with this skill are particularly resistant to the effects 
be unable to attack the user. If the attacker fails the test, its of the Symmetry. They will gain a +2 to their CD and PW 
adion is wasted, stats when using those stats in saves verses Dark Legion 

F supernatural powers. 

Barbs of A fgeroth 
Models with this abilQ cause the growth of dense think BIind Fighting 

thorns within point blank range of their location. This represents Trained for years to rely on senses other than their eyes, 
p "WIh terrain for enemy Pass these warriors suffer lesser penalties for fighting in darkness. 

unhindered. They need little lrght to sense their quarry and may attack them 
4- almost as normal. In Darkness, models with Blind 

r Beheading Fighting have an adjusted LOS of 16" and suffer 

Models with this SA may, under cer two points less on their darkness penafty. 

conditions, sever the head of their opponent. If 

6 resuiting to hit roll of the attack that took t 8!00d Barbs of V a l p ~ t g j ~  
opponent's last wound was tess than four. thev Models with this abil~ty cause the growth of 

C have succeeded in decapitating their fo semi-sentient thorns that writhe about the base 
not decapitate opponents that are larga ofthe model and extend out to point blank range. 
value greafer than they are, or opponel Friendly models within the thorns receive the 
have an apparent head. ff the decapitauul I 13 swr - Close Combat 2 special ability, due to intervening 
enemy models within command distance will be 1 nature of the thorns. 

-I affected with a DIRE rating of 3 for the remainder of 
the turn while friendly models in command 

p distance become Bodyguards are trained to sacrifice their s\F3v/.7 inspired at +3. t I being attacks of their aimed charge at and will 
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them. Upon deployment, they will take up a protective position 
just behind their ward, discretely following at a short distance. 
These models do not activate normally. Instead they 
automatically move with their ward, always just behind him, 
ready to pounce the instant a threat presents itself. 

Any attack that targets the ward in their charge wit! prompt 
the bodyguard to spring into action. The model will move forward 
into base contact with their ward, positioning themselves directly 
between the attacker and theirward. The guard will then become 
the target of that attack and any subsequent attack that would 
cross his base, so long as the bodyguard survives. Since the 
bodyguard is making no attempt to avoid the enemy fire, 
subsequent ranged combat shots after the first enjoy a +2 RC 
bonus. 

If their ward is the subject of a charge, the bodyguard 
will automatically be allowed k countercharge. If their ward is 
the subject of an ovewhetm, he or she will always be pulled 
clear of harm. Bodyguards are extremely observant, and as 
such gain an automatic spot check again a hidden model 
attempting to charge their ward. If the enemy is spotted, the 
bodyguard will be allowed to countercharge the hidden attacker. 

Camouf!age (Level 1-3) 
Some Units are adept at blending into their environment, 

either from concealing clothing or careful manipulation of 
surrounding terrain. When enemy forces that attempt to Fire at 
a model with the Camouflage Special AbiIity that is also in Cover: 

l3ey suffer a -LV (level) penalty to their RC value. 

They suffer a -LV penalty fo their Leadership (LD) 
value, in addition to othermodifiers, when making a Spot 
Check to locate the Camouflaged model. 

This effect is not eumu!ative with terrain effects. 

Carnivorous Birth 
The Unabridged Lunar Dictionary defines disease as 

"usually a deep-seated and permanent affliction, or at least 
prolonged malady". It further defines casnivc 
*characterized by destructive or predatory behavior or 

)TOUS as 
instincts". 
rous birth 

the new life having consumed the bodies fluids prior to its 
emergence. Freed from its mother in such a ghastly manner, 
the "once disease" now minion, is ready to serve the will of its 
dark father. 

At any time during the owning players turn, he or she 
may select an enemy grunt squad from which the beast will 
appear. The model farthest from the squad leader is the one 
infected With the beast. Just before the birth, the beast within 
will take control of the host model moving it up to six inches in 
any direction, so long as that location is not within COS of an 
enemy model who is within short range. If no such location can 
be found, the model may not deploy from that squad and must 
pick another. 

Once an appropriate birth place is achieved, the model 
will rip his way clear of his mortal cocoon, killing the host for the 
cost of one actian. Replace the host rnodel with the Unseen 
Assailant, and continue the activation as normal. 

Thus by extension, a model which suffers a carnivo Channel 
has, for lack of a proper medical term, a predatory alsease. b 1 

Units wlth this Special Ability are open to the supernatural 
Th~s parasltie relationship is not uncommon in the insect or and can use its powers. at whleh a nludel ,, 7 
plant kingdoms, but it took the Apostle of tI@s and Malice to Channel dete.mines the type of powers the model 
show humanity that their own pettiness and mendacity could can access. The specific power that a model can Channel wilt 1 
be turned into a weapon against them. be noted in the model's orofile. c 1 

By sowing miniscule thoughts within the fertile hearts of For more information, see the Channeling section. 
man, nigh imperceptible whispers of slights and ambition, Sernai 
is able to nurture the emotions of man ta create the perfect host 
organism for his hatred fails, and loses control over Channeling Medium 1'1 
his better judgment the j proceeds. Man then nurtures Models with this ability may undergo an intense and vq 
the b~le of cruelty, slot1 versib until the Lard of Lies complex process of psychic bonding that allows them to act as 
calls it fofih lo aelve him I" me world of Resh. When ihls call conduit for channeling powen, SO long as the medium is '1 
QCCI.IFS, the host body e~tlpts in a cloud of sinew and organs as within cm-nrnand radius of the channeler to which he is bonded, 
the dark seeds of S e m i  take form and frees itself from the channeled by that channeler lr49 
confines of its former home. Disquietingly enough, there is no will emanate from the medium as jf Fr RJ blood freed during the birth though there certainly should be; the medium had unleashedthe power, 1 ' ' 
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Models acting as a Medium activate with the channeler to 
whom which they are bonded. The channeler and medium spend 
actions i yasaveh inefer 
takes ar each of h must 
take an :hanneler If the 
channeler unreasnes a power, then there 1s no Immealare effect. 
instead the power will emanate from any medium that is bonded 
te the channeler during that mediums next action. For all intents 
and purposes, it is as if the medium channeled the effect. 

Due to the imperFect nature of the conduit, only powers 
that require a single action can be channeled through a medium. 
Tf a bonded channeler elects to channel a spell that requires 
more than one action, any medium bonded to the channeler 
will be overwhelmed. The medium will stand idle, losing a 
number of actions equal te the number of actions required to 
channel the power in question. 

Mediums must always remain in command radius of the 
bonded channeler. If for any reason a medium activates out of 
command, the psychic bond will be broken. The medium will 
become a stand alone individual with no ties to the formerly 
bonded channeler. 

Climb 
As height can be an advantage 

in warfare, the ability to scale dificult 
terrain is a valuable skill of a model to 
have. Full Units of soldiers capable of 
scaling walls. trees, and steep hilk 
make for determined and dangerous 
opponents. 

Units with this Special Abllity are 
expert climbers and can quickly climb 
vertical terrain and buildings with a 
greatly reduced chance of falling. 
These models can Climb at their 
normal movement rate per Action, and 
never risk the chance of falling and 
taking damage. The model still makes 
climbing checks as normal: a roll of 20 
means the model loses an actfon as it 
maneuvers to find better hand and 
footholds. 

Ciose Combat Training 
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Commander: Unit 
Unit Commanders have the ability to d i r~c t  friendly squads 

of the same type as the Commander. Models with the Unit 
Commander Special Ability can use an action to Activate a 
friendlv sauad of similar type, so tong as that Squad's Leader is 
U\ rmmand Distance, If a Squad is leaderless, 
a zeds to ba within Command Distance for it 
tc I ~n this manner. This ability can only be 
Uaau ul ~ t e :  par rwr I I. 

Leaders with the Cammi so spend an 
action to join a squad of like ty imand. They 
will for all intents and purposes 
be considered a member of 
the squad in questjon, and act 
as the squad leader for so long 
as they ate attached. 
Assuming command of a 
squad will automatically 
activate the squad in question, 
unless that squad has already 
been activated. Unless 
specifically stated otherwise, 
personalities with this special 
ability may take personal 
command of a friendly squad 
only If their LD stat is at least 
three points higher than the 
cumnt squad leader. 

ional Con 
:r, except -. 

nmanders 
they havf . . . -  

Commander; Divisional 
Divis gain all the abilities of a Unit 

Cornrnandc ! the abillty to direct any friendly 
squad in the torce, ulvrslonal ~ornrnanders also brave the ability 
to Rally one Squad or one Individual within the Rallying model's 
Command Distance for the cost of one action. RaHy is further 
detailed in the Morale section of this book. 

Commander: Force 
Force Commanders gain all the abilities of a Division 

Commander, except they can activate any friendly squad who's 
Squad Leader is in LOS. The presence of a Force Commander 
Is also required for a Forward Observer to call in off-board 
support. 

p. (Lever 1-4) 
Units extensively trained in the timing and techniques of 

Combat Reflexes 
Ic 

hand-to-hand combat can make it difficult for an enemy to land Units with this Speciai Ability have an inherent feel for 

F a blow ir model with the Close Combat Training Special avoiding attacks in battle. A model with Combat Reflexes adds 

Ability in ~enalty equal to the level against the CC stat +3 to their attempts to Dive for Cover. 
F of an en el that attempts to St~ke them. 

PI Example: A model with Level 3 Close Combat Training Counter Insu~gency 
would reduce the CC of the attacking opponent by -3. 

CI 
Counter insurgency models are deployed without the 

benefit of deployment cards. They are considered hidden until 
they actnate. During the first turn models with the counter 
insurgency skill who are within command distance of any 
unreveated friendly deployment card prevent those 
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cards from being identified by enemy recon units or spotting Disguise 
.b 

attempts. Some rnodefs have the ability to blend in on the battlefield, e 

making them dficult to differentiate from nearby friendly troops. 9 
Deadshot They intercept and duplicate battlefield signals. and take up 

A with the Deadshot ability is skilled with positions likely to create confusion in the realm of target * \ 

firearms and may Fire into Close Combat without fear of hitting identification= - 1 
a friendly model or an LD test. In addition, a missed shot wiIl A Model wishing to use this ability must be within 
not threaten friendly models. cornmant f a similar enemy mode!, and an enemy in ., 

Demolition Training 
The sheer power and destructiveness of most military 

explosives demand that their placement be done with great care 
and training. Many an unskilled trooper has discovered the peril 
in such work. Models with this ability are experts in the field. 
Their explosive charges c a n  destroy static defensive 
ernpfacements, rend troopers, or even destroy advancing armor. 

Often more importantly, enemy advances are typically 
slowed or even halted when facing a well placed mine field. The 
number of actions required. the damage, and the area of effect 
wilt be listed in the charge" description. Charges are purchased 
as additional load-outs. 

1 radius o 
,r greater 
onditions 

medium r range most target them with a ranged attack. 
If these c are met, the model may attempt to mislead 
the attacker into thinkkg he or she is i friendly. 

Upon being targeted in the abo , the defender 
must announce that he or she wishes ? Disguise skill 
in an attempt to avoid the attack. The attacking model must 
then roll an LD check. Failure indicates sful, 
and the attacking model will refrain fr Is in 
the disguised squad for the remainder t e for 
all intents and purposes a friendly squad. I he attack actlon is 
not lost, but it must be spent in another way. 
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Dissen tion 
Some models are known for their ability to sow the seeds 

of doubt and suspicion in the ranks of the enemy. The mere 
presence of such a unit dredges up all sorts of dark fears in the 
enemy that imposters have infiltrated their ranks. The effect of 
these doubts is that any model that activates within 12" of a 
model with Dissention suffers a -2 penalty on any roll that 
involves LD for the duration of the turn. 

Dominating Whispers 
Doubt, it is the hobgoblin of achievement, the rile death 

that holds man back from his potentiality. Doubl is the hesitation 
that pulls humanity back into the primal mires of inertia, a state 
that makes him vulnerable to manipulation, betrayal and 
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Throughout history the inner voice that whispers soAly in These are detailed in the Weapons ' the back of ones mind has been nothing less than the subtlest 
k 

Equipment Section of this book. 
tampering by the Prince of Deceit himself; reducinq man to his 1 
place as ihe cattle through which the Dark Soul will once again 

trim Rating (revel '1-4 dominate this reality. Beings that are skilled with the applications 1 

Models with a Dire Wing are able to induce fear orterror of doubt and uncertainty are able to turn the normally i 
into therr enemies. The number following the Dire Rating imperceptible whispers into a dominating force capable of turning 
EpreSenB both the power of the mod& terror-causing abiliQ someone against his own family, his principles, and even his & 

and the sire of its aura of fear. Within this area of effect, models faith. + 
must subtract this number from their LD when making Morale For the cost of an action, these models may Implant 
tests. telepathic suggestions in the mind of a mortal ithin b 

command radius and LOS. The target must make eck, 
Example: A Dire 4 model would have a radius of 4 ,  with a penalty applkd equal to the difference be@ D of t 
whereby a to their LD On Morale the attacker and the target, Models with more than one wound 
checks. 1 get one save per wound. Models with effective LD hiahel than 
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Failure indicates the model has been corrupted by the 
host of lies, deceits, and falsehoods implanted into their 
consciousness. Replaw the model with a Heretic Legionnaire. 
Legionnaires created in this manor are considered part of the 
attacking model3 squad, with the attacker acting as their squad 
leader. If they were inactivated before their conversion, they 
may activate during the attacker's turn just like the model had 
been part of that squad all along. 

Ectoplasmic Feast 
Since man first emerged into the light of self awareness, 

the power of the Dark Soul sought him out. In man, the Great 
Darkness found a malleable vessel, a receptacle of unlimited 
potential. Since those first steps, emotions have been the key 
to the Park Soul's power over flesh. From a place far removed 
from our own, the Great Enemy manipulated the hearts of men 
and with their primal passians they fed his unquenchable hunger. 
Those who find themselves drawn to the Darkness and willingly 
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Execution 
Some men lead by example, others by kindness, an 

Executioner leads by fear. A model with the Executioner ability 
has the power to make harsh field judgments when required in 
an effort to motivate his men's flagging morale. 

lf the 1 : a friendly ~t is currently 
suffering f~ :t then all models will 
automatical tioner n e ~  ke a Morale 
Check to aham a Tnenory model in this case; me weak willed 
and cowardly dog he has judged unfit has earned this fate. 

submit to it often find 
the Darkness has 
imparted to them 
aspects of its own 

P malice. Fast Shot (Level 1-3) 
6 In nearly every Some Units can Iine their firearms up for a shot quicker 

age of there are than others. Add the level of this abRity to the model's LD value 
p and abilities far beyond that of their brothers and sisters. These when attempting to fire eOm Wait. 

tales have become more frequent as time has passed and the 
Dark Soul has grown stronger. Sometimes explained away in 
fanciful myths, these powers do in fact exist. Mankind denies Favor (level 1-4) 
the truth of it to this day, and buries away signs of this truth in Channeling rnodek with this skill may add their level of 

lr institutions, prisons, and asylums under the vain hope that denial Skiff to the bonus they receiVe from taking an to .  
makes them safe. With the return of the Dark Legion to the Concentrate. 

P' worlds of man, the hunger of the Dark Soul is manifest tenfold 
and his followers emerge into the light again. Feast 

Dark Legion models with the Ectoplasmic Feast ability Some Units drain the energy out of another living creature 
P devour the life energy of models that they slay in close combat, to sustain itself or repair damage, either by drinking the blood 

Like a powerful opiate, these fiends gain a surge of euphoria of their victim or sucking the ver>r life-energy from the victim's 
6. compounded with feelings of invulner, I power; raging body, If a model with the Feast ability k iemy Mortal 
c torrents of energy coursing through th sls killed in this mode!, friend or foe, then it may take z to drain the 

manor are immediately and forever d~ idical skill can corpse. If the Drain action is taken, the model may 
help them. Models that feast in this nral ye11 1 a +2 bnus to restore 7 Wound to its profile. A modef cannot galn more Wounds 
their CC score and are immune to the effects e then what was originally in its Profile by using the Feast Special 
remainder of the turn. Ability. A model in CC may not Feast. 

P Any model within 3" of a model 
Enhanced Charge (Level 7-31 using the Feast ability must make an 

P 
Models with this skill may add their immediate Panic test with a Dire penalty 

F level in inches to their movement during a 
charge. 

P 
p Espionage with this ability attack 

Utilizing a web of informants and spies, viciously, with a determination to cause 
/I a model with this ability is able to provide his 

force with unparalleled intelligence. At the time e Ferocity 
this skill is employed, the opposing player must n additional 

IP' announce which bonus or +L LL anu +t DAM the 
unit he ar she will ode? Charges or Countercharges. 
activate next. PA#+-q7/ *.. . 7 v decision is binding. S - 
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Fiendish Torfurer 
Bones and flesh are frail, the mind is weak. These are the 

grim realities of being mortal. We suffer, we scream and 
ultimately we die. In many cases the esc; ath is a 
welcome alternative to the pains of mortality. ings are 
able to exploit the frailties of flesh in ways th atter the 
delicate psyches and bodies of their victims. . . . --- . ionsters 
can drag an 0th ;piring leader into the depths of agony 
filled madness. ;es intimate knowledge of what causes 
a mortal pain ar rly this knowledge in ways unthinkable 
before granting m e  sweet release of death. 

If a model with this skill inflicts the last wound on a mode! 
with the Divisional Commander special abflity, that model will 
be tortured for information. The torturer will gain the same 
benefit as if he used the Espionage special ability. In addition, 
the torturer will be able to deliver this intelligence to any squad 
within 9" range. If they pass a LQ check, they will be allowed to 
activate the same way as if they were given orders by a 
commander. 

First Strike 
Some duelists are so quick and agile with their melee 

weapons that they can always land the first shot. These models 
are allowed to attack first during Countercharge or Brace. 

Form Fire team 
Some Units are trained to act in pairs on the battlefield, 

outside of normal Squad fomlation. These Units can split from 
the Squad to gain a tactic ~de support for the 
rest of the Squad. Models !am Special Ability 
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Foul Wind 
Models capable of bellowing the foul wind are indeed 

heinous. Once per round, these creatures can disgorge huge 
gouts of black and gray diseased smoke and flies that spew 
forth from the-r mouth. When this blast is aimed at a freshly 
killed mortal, the remains will rise at the start of the next turn as 
a Btessed Legionnaire. 
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Group Assault 
Some Units are trained 

to fight in concert, blending 
attacks to create a near 
continual assaurt. Those 
models with Group Assault 
receive a bonus of 
+I DAM to a Strik 3r 

every friendly rnc 
l d  I 
is 

Base Contact with the enemy 
model. This bonus is in addition to M acker bonuses. 
However, the maximum bonus limit fo attack is +41+4, 
regardless of the number of attackers c3=F IL. 

Guerilla Training 
Guerilla fighters are masters of redirection on the 

battlefield, appearing in one place only to vanish back into the 
landscape like ghosts. They can frustrate the most powerful 
army, escaping superior forces only to appear out of nowhere 
later and attack where the lines are the weakest. 
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are Deployed in the regult  st of their Squad. Units ms at the player's discretion. 
Once that Squad is Activated, Once rernovec, they can be redeployed anywhere in the friendly . 'r 

models with this ability may split from deployment zone at the atart of the second turn, and may activate 
the rest of the Squad and leave normally thereaffer. 1 

Command Distance. For the reminder These Units are also trained in the me of cover and S 
of the a concealment. They impose a -3 RC penalty on any Unit that 
sepal te tries to target them, in addition to any other modifiers. 1 

indep of I 

ongin, IT sucn a umr later comes w~rnirl Gunslinger 
Command Distance with a similar A gunslinger has truly mastered the way of the pistol, , I  
model (also sepamted as a fireteam), able to snap off shots in all directions and choose its targets at 
they may unite to form a new Squad. \ 

will. 
These models are now considered to 

A mode! with the Gunslinger Special Ability may choose i 
be a Leaderless Squad and foTfow the 

to Fire at a madel that is in its Rear Facing. if that rnoder is rules for Leaderless Squads. I 

within the Gunslinger's LD value in inches. Therefore, Gunslinger 

Forward Observer rnodeEs have a 3604egree firing arc. 

Forward Observers are models trained in the methods flale ( L ~ ~ ~ ,  1-5) 5 
and procedures concerning spotting for supporting indirect fire, 
as well as the larger and more critical responsibility of assisting Some U?ik have an intense loathing for an Sndividual ar . I 
the Force Commander in calling down a Fire Mission on the a group of people and will go to any length to attack the focus of 

enemy, See the section on Fire Missions & Fawad Observers their hatred. A model with the Hale Special Ability will have the 'i 

for details. subject of their hatred noted in their Profile. A model with Hate I 
must abide the following rules: 

Modefs may add the level of 
their hatred to Tac-sense mils \r . 
that are umd t e subject 
of their hafred. t - 1% 1.; 
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Keen Eyes 
Models with this special ability have exceptional skills of 

observation. Models with this special ability gain a +2 bonus 
when spotting stealthy enemy models. 

heard. The effect on Screaming Legionnaires is even more 
pronounced. Legionnaires that find themselves out of command 
but within range of the babbling effect wlll not stand In confusion 
for one action like other necrorganic models that are without 
leadership. Enstead the model will use thai action to move 
directly toward the sound using the most direct path possibte. 

They will continue to pursue the babbl~ng model in this 
way until they reach its command rad wilt then stand 
idle, mesmerized by the sounds as some soothing 
meaning only they can understand. Tt- ions they make 
take are the move actions required tv n==p ~ ~ i t h i n  command 
radius of the babbling model. Once they enter his command 
radius, they will again stop - mesmerized by the saunds. 

Models so pacified must pass a LD check before they wlll 
submit tc rnands of them 
to a stat mand. Ci tally. 
Those tk I refuse tr let is 
free to try again ny spending addltlonal actons. 

Killing Stroke 
Years of training and drilling exercises have produced a 

warrior with the ability to transfer his inner strength into a 
devastating blow of stone shattering might. Regardless of the 
weapon used, warriors with Killing Blow are formidable 
opponents, cap agnifying any instrument they wield. 

'ius.  he; 
if it has : 
le only act 

Irnnn ..I 

able of m; 
cia1 Abilit! 
: gives the 
m-rl:nP.r 

This Spel 
deadly attack. H 

{ simulates a particularly vicious or 
close combat weapon in question an 

additional (XI ) i luulllml. 

with DAM 13, it would now be ?d a Damage 
13(x2). If he had a 73(x2) damage, il would now be a 
13(x3), etc. 

> the corn1 
'e of corn 
iat fail wil 

a model E 

~eck  for E 

lttempting 
!ach mod4 
I, but the . . 

to return 
el individc 
cornmanc 

9mke has 
considen 3 respond . .. . 

Lurk 
Leap 

Some Units have immense 

them to jump incredibly high. A 
strength in their legs, which 

model with this ability can 
spend an action to jump up to 
its MV in inches. lf the Unit lands - 
in Close Combat, it counts as a 
Charge, which cannot be 
Countercharged. 

Additionally, models with the 
Leap Speclal Ability can Leap over 

There is somethinq true in the dim memories from our 
childhool ; and 
under ai s yet 
when we there 
is nothing there. V1, ,, qulct,y I, ,I WI IU JU, lnrhich 
shadows the mon! : jumped into now. While we have 
dismissed these es as little more than childish 
recollections, the! mare than that. They are in fact 
glimpses of the Dark Soul's minions: minions trapped beyond 
this plane of existence yet able to reveal themselves partially ta 
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Models with this ability to lurk are specialized stalkers 
the use ( o buttress their stealthy 
I like the I ifdhood, are able to fade 
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Leaping model must obey standard 
targeting priority. 

Litar ladness 
Th Is have all the skifb of a level six stalker, but 

when atl :cessfully by a ranged combat attack while 
not eng; lose combat, a save against the damage 
indicates tneyzvrrl vanish from sight, reentering stalk mode much 
to the cha eir attacker. in fact, the last Ihing the attacker 
will see r profane gesture. While this is most likely 
only me: alute to the attacker's marksmanship, it has 
served ta make Lurking models an extremely hated foe. As such, 

ese mode 
acked sut 
jged in c ... 

l y  of M 
There are L those who maintain that madness is nothing 

more than genus misunderstood; that madmen function on a 
level incomprehensible to most normal humans. Whether this 
is true ar not may never be known, though obsemation of the 
minions of the Apostle of Madness seems to indicate a sinister 
intellis rork. 

arent rnvmblings of the deranged contain in them 
subtfe is which find purchase in the secret recesses of 
the mind, places fertile to the seeds of Muawijhe. Models with 

agrin of th 
is a sathe 

models may never use tactical sense te avoid the lurker as a 
target, and models must fire on the lurker eveq when engaged The inwhj 
in close combat with a friendly model. 

this skill babble constantly, continually gibbering away in a h d i c  (Levef 3-6) 
nonsensical combination of tongues and voices loud enough 

Units with this ability can heaf the wounded or revive fallen 
. I 

for ail to hear The effect is rather unsettling to mortal 
models. comades. Usua ,,y, models marked with a wound % 

Those within short rangE Of Ihe babbling will a -' marker, Models that lose ,heir last wound are with 
penalty lo their LD. in point blank range a -' a Pmne marker (or faid down if the player pr&rs). Medics ,-an ? 
penalty to their LO. This penalty is in addition to the penalties anempt heal any model within 2.. by rolling under the level of 
induced by other madness induced effects such as Wail of the \I 
Damned. 

: Abili? on a d20. They can anty attempt to heal any 
~del once In d turn, ahd if successful, a wound marker B 

The litany has a decidedly different effect on the mad. ed. Tne next round, newly + 
Kamophages who are in the area OX effect wiH be immune to healed model may an 

ects of moral so long as the can be to stand and act normally. If t 
- - - -  

_+ .. ' . . 
- ." - - s ; - - y r  -%.?en* 
-- % 

s 

h h  Medic 
given mc 

babbling ,he roll is ' 
1 



failed, the mini is removed from play, a casualty of war. Also. at 
the end of a given turn, any model the Medic failed to heal is 
removed from play. They died before a Medic could reach them. 

Mist of Sernai 
Think and chocking swirls of fog engulf all those within 

paint blank range of the model. Those within the mist gain the 
Camouflage 2 special ability. 
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Natural A ftack 
Some models maul the enemy with tooth and nail. 

Others use their awesome bulk to smash opponents. Some are 
the martial arts, or outh 

?I the enemy. Whetl ticks 
ighty hamming blow yion 

using these skills in an attempt to hWt'rI the enemy, the attack is 
referred to as a Natural Attack. The damage a Natural Attack 
will inflict is listed in parentheses after the skill listing. A 
description of the method used to deliver this damage will be 
induded in the model's description. 

Necromancy (level 3-6) 
Modeis that posse the Necromancy skill can act as medics 

for necrorganic, necrobiotic, summoned, and supernatural 
creatures. This skill is limited to models of the aforementioned 
type who are sire three or less. See the Medic special ability for 
details. 
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Mecrorganic Resistance 
Mo! are bereff of a moral existence are by their 

very natul ~t to attacks designed to harm mortal beings. 
Gases ar that would easily stay a mortal have litfle 
effect on tne rnlcrooes used to animate ftesh, and a bullet pasang 
through rotted fles tle to stop an animated cadaver. h does lit 

~ c h  conce 
Necrorg; 

They are beyond sl ms. 
Models with anic Resistance exposed to an 

environmental hazard gains a bonus of +6 on their save verses 
such attacks. Ranged combat attacks that do not have an AV 
rating suffer a penalty of -3 on the damage it inflicts. 

Necroplasmic Eruption 
Certain models have the ability to force an eruption from 

their bodies which takes the form of a fountain of highly corrosive 
fluids drawn from their own dfgestive systems. This nauseating 
and dangerous attack sprays any model within range with an 
environmental hazard attack. Place the small explosion template 
over the targeted model. Any model touched by the template 
will be affected. The strength of this attack will be listed after 

Para-deplo y 
It takes a special kind of soldier to be a paratrooper: 

jumping out of an aircraft at 200 mph under the best of conditions 
is like being fired out of a cannon into the mldst of a raging 
hurricane. The blast of the wind is deafening. Anything not tightly 
strapped will be sheered away, and even the slightly flaw in 
your form will result in a tumbling fall that could easily foul your 
chute or hang you by your own static l i n ~ r  worse. 

Squads with the Paradeploy skill are resewed until the 
controlling player wishes to deploy them. Then, at any time 
during his turn, he may activate the Para-deploy Squad as he 
would a normal Squad, and place them on the table using the 
following rules: 

4. To begin, the player must select a landina zone (U) byplacing 
fhe small explosion template on the table. The following rules 
govern the selection of an LZ: 

There must be morn for the template to be placed. 

The fempbfe can be no closer than 2" from terrain 
taller than f " in height. 

There can be no visible enemy models within 6" of the 
template. 

2. Once [he LZ is selected, the first mini is deployed. First, check 
for the actual Iandlng location, then check for the status of the 
trooper. 

Landing Location Check 

A standard deviation roll determines the actual spot the 
frooper lands relative to the center of the template. See 
the section on Deviation for details. 

- If the new location is open ground, place the model 
thew and proceed to the Status check. 

is no net 
acfions : 
within 3 

?d to mll f i  
~ n d  are m; 
", the mo~ 

If the lano'ing position would place them on top of terrain 
or in wafer, place the model at the nearest open ground 
instead within 3" of the original landing location. There 

)r status. They have losf ail remaining 
vked Prone. IS there is no open ground 
del is lost and is removed from the 

game 

* Models that land within 3" of an enemy model are 
considered captured or killed up  w landing. Remove 
them from play 

attack with an AJR of 10. I - Ifthe LD test is passed, the paratrooper lands correctly 

the skill. 
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landing. The model is marked Prone, and musf use an 
action to either stand or assume a MP before any furfhes 
actions can be faken. 

demands you fight. It is that very moment which every soldier 
is warned about: that moment when hesitation kills. 

When a model with this special ability starts in a position 
that is out of fine of sight. and then moves into the view of a 
waiting model that is within short range, the waiting model must 
make an immediate PW check. This check must be made before 
the model may attempt to take an action from wait. Failure 
indicates the model is frozen in hesitation. T9e wait status is 
lost. This check must be made for every waiting model 
attempting to react to the model with Predator Gaze. 

Models that actually land on the template following 
their deviation roll hit the ground with two actions 
remaining. Those fhat miss the template! have only one 
ac Fning. 

3. Onr ?ctions of the first model are completed, repeat 
with t l ; ~  , ,,,ddel until all models have been placed. 

Paratroopers are a brave and fearless gmup. They are 
convinced of not only their ability to survive, but to take the 
worst the enem ~ f f e r  and still achie nission. 
The following SF ; apply to paralrao~ 

During tt  n which they land tt ~ r s  are 
exempt from the ,,GI r a ~ r u ~ <  of being out of cor, II llml I". 

After the first round, they enjoy an increased command 
radius of 8", due to their independent training. 

Paratraopers are never required to check for panic on 
the round in which they were dropped--no matter how many 
casualties they suffer. 

Predator Senses (Level 4-8) 
Units with this ability have very keen senses and are able 

to use their eyes, nose, and eats to locate potential enemies. 
nses Special Ability may add their 
iaking spot checks against enemy 
~alf  the predators modified LO in 
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Raise Urrdead 
Attacks with this special 

ability infect a recently slain 
model with insidious necro- ' 
plasmic nanomites who infuse 
the corpse with repugnant 
semblance of life; an obscene 1 
parody of their former selves - *  

permeated with ~ a r i  1 1 . 1  

Symmetry, Victims of this 
attack will raise the round after ' 

I_ - ' 
their death as a Necrorganic *- 
being, and follow their attacker as ~f he or she were the~r squad 
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this ability. I nrs rype" w~l l  be llsreo In the model's description. 
For example: Raise Undead (Blessed Legionnaire) 

Reconnaissance TraJning 
The eyes and ears of any army are its remn Units, Models 

with this skill are trained in scouting the enemy and making first 
contact with hostile forces. They act as the skirmishers and 
scouts for the armies of UWZ. 

A model wlth Reebnnalssance Ttalhlng may deploy 
normally by hidden deployment card or in the open by actually 
placing the actual models on the table. If depfoyed in the open, 
they may be placed up to six inches forward of their deployment 
zone, and then make an immediate Spot check against up to 
two enemy deployment cards starling w~th the closest. The cards 
must be in LOS and within 36 inches of the recon unit. If the 
check is successful, the card is revealed and the minis are placed 
on the table instead. 

Predator Gaze 
It is a look fhat instantly transmits an understanding that ~~~~~~~~t~ ( ~ ~ ~ ~ l  5-10) 

volumes of text could never descri :e with a aura of 
'I 

lethality, of disquieting cunning, th ion that you are Units with this ability mn quickly repair their own body 
through biological ortechnical means. . ?  
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roll. If the result is greater than Wice their PW rating, the victim 
will become completely enthralled. Models with more than one 
wound are allowed one roll per wound, with any successfut roll 
nullifying the effect. 

Models that faif the roll will be lost to theirfarmer brethren, 
enslaved by the subliminal wiles of their new master. They will 
immedrately lower their weapon and take up position a Few step 
behind the foul temptress. Obvious to all reason, they will act 
as her bodyguard and defend her to the death. See the 
bodyguard special ability for details. 

Sniper 
Superior marksmen 

equipped with improved 
weapons, snipers are greatly 
feared. Models who possess the 
Sniper skill gain the following 
abilities: 

- If the sniper spends an 
action to aim, In addition to 
the +3 RC bonus he or she 
will automatically be 
successful in usinq the 
Tactical Sense speciaiabjlity, No roil is required. but all 
the limitations for fhe use of Tactical Sense still apply. 

I f  the sniper spends two actions to aim, in addition to 
the above banus he or she will able to attack any model 
in the target squad, sa Eong as that model is in range 
and in LOS. 

Stealth (Level 1-3) 
Units with this Special Ability are experts at using their 

surroundings to mask their movement. A model with stealth 
may move unseen at half its normal MV value. The model loses 
its stealth status if it is successfully spotted by the enemy, or 
performs any action other than to Move, Wait, Concentrate, or 
Aim. 

There is a level associated with this skill. and that level 
am as a penalty to the LD of enemy models attempting to spot 
the stealthy model. The Movement penalty For being in stealth 
mode is applied before any Movement penalties Tor terrain. 
However, a madel may never Move less then 1" per move action. 
regardless of the penalties. 

Models with Stealth are deployed normally, and considered 
concealed until they either take an action that reveals their 
presence, or are spotted successfully by the enemy. Once 
revealed, they remain so for the remainder of the game. 

Due to their independent nature, models with the Snber %rategjc abilily gain an addifionat +4 to the range in inches at 
which they are considered in command. Some Individuals have such a keen mind for strategy and 

an uncanny abiiity to read the flow of battle that they are able to 
better orchestrate their forces. A model with Strategic Insight 

Stalk (Level 6-8) adds a *2 to the army's InitiaBve rolls, so long as the model 
Stalking is the ability to move unseen with the spaed and lives. This efiect is not cumulative. 

ease of normal Units. Stalking models start the game Stalking, 
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of infiltrators. While stalking, the model does not block LOS. Units with thls special abillty have been trained to 

Astalking model lose3 its Stalking status if it I S  su~~essfully survive and operate in hostile environmental mndit\ons. They 
spotted by the enemy, Qr Performs any Action other than to may add their level of skill to the save verses any environments t 
Move, Wait. Aim, or Concentrate, K level assaclated hazard they might face. 
with this skill, and that number is u! ,malty to the LD 
stat of those wishing to spot the sta e time a Stalking 
model is revealed, either from choice or oelng apotted, the player 
of the Stalking Unit must reveal the Unft immediately where the 
counter was located at the time of the spot check. 

Once a stalking model has been revealed Ivoluntarily or 
not), the model may spend an action in an att ?turn to 
stalking status. If there is na enemy model's M ,, LOS Swarm Assault 
of the stalker, and a successful LD check is I Iking is Being a spec~alized version of group assault, models with 
resumed. Failure of this test indicates the enemly wasr lur fooled, this skill are greatly feared. In addition to the benefits of group 

and the stalker's location is stilt known. Only one attempt per nemy model is engaged in close combat by 
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Once pulled down, the victim will be unabk to regain his 
feet until the number of attackers is reduced to his size rating or 
less. Subsequent attacks against the prone model will enjoy 
the +4 bonus to CC as stated in the prone rules, and the 
swarming atkackers will gain an additional -1-4 bonus to damage 
as wall. 

Models that are in base contar3 with a friendly model can 
not be pulled down. Models with a STR rating greater than 6 
are also immune, as they are simply too strong to be 
overwhelmed. 

even a Bio-giant. This skill. costs one action. 
Models skilled in Technomancy ofken equip with additional 

load-outs that further increase their flexibility and usefulness. 

Telepathic Command 
Telepathy, it is a skirl that, though rare and often 

undeveloped, has existed in man for millennia. The ability to 
project ones mind into another is a wondrous feat. Some beings 
who have mastered this skill are able to dominate the thoughts 
of others by sheer force of wkll alone. For them, the minds of 
most others are things easily subsumed. Against these powers, 
most minds recoil and obey the ovewhelming presence that 
has invaded their being. 

Like the Command Helm, Commanders with this skill may 
Give Orders to any squad they may legally command, so long 
as that squad is in LOS and a successful LD check is made. 
Unlike the command helm, there is no penalty for range. 

Symbiotic Link 
Units with this ability have an enhanced ability to 

communicate and coordinate on the battlefield. These models 
are considered in command so long as they are within 12" of 
the reference model or squad leader. 

Tactkal Sense 
Un~ts with this ability have a good sense of the ebb and 

flow of battfe, which allows them to better pick their targets on 
the battlefield. A model with the Tactical Sense Special Ability 
may once per turn attempt to shift their Target Prjority for Ranged 
Combat. 

For a model to use Tactical Sense, there can be no 
enemies within range {Point Blank for Elite Units, Short Range 
for Grunts), othenvise this ability cannot be used. 

If clear. the model must pass an LD test for each model in 
the Squad with Tactical Sense. Success allows the model to 
shift their fire to the closest target in the Squad of their choice. 

Target Priority is detalled in the Ranged Combat section 
of this book. 

Thunderous Roar 
Models with this special ability may 

spend an action to let loose a nerve 
rattling roar. 

Models that have a DlRE rating 
who roar will either have their current 
DlRE rating doubled for the remainder 
of the turn. 

Those without a DlRE rating will 
manifest a DlRE tating of three for the 
remainder of the turn. 

Tunnel 
When a model has this Specfal Ability, it may spend one 

action to submerge itself below ground level (level 0). Once 
underground, it cannot be attacked in any way, and may use 
only Move actions. Indicate the position of the tunneling model 
with a Tunneling Counter. 

At any time during its turn, it may spend one Action to 
emerge from the ground. Due to the inexact nature of this style 
of movement, the model cannot emerqe in base-to-base contact 
with another model. 

Technomancy 
This skill represents a mastery of the technical aspects of 

the various technologies and methodologies used to create many 
of the minions oT the Dark Soul, and create many of the curses 
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; serve as a number of 
usetul roles. Models w!tn lhrs sklll may perform one (and only 
ane) of tR0 below tasks per turn: 

By releasing specially engineered and particularly rare Unscrupulous 
There : people in the unh , no matter 

their trainins ng or morality, simp1 s for human 
life. They a niscreants, murder )paths, and 
psychopaths wriu rlave been convicted 01 u ~ i e  ur more crimes 
against soci Ad be if caught. 

Unscr nodels do not need to make a Morale 
Check to fin ~e combat or attack friendly tmops. 

nanites that seek out and chemically break down explosives. a 
directly In front of the model amer template 
can be cleared of mines. Thi lion. 
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a small fli 
ts one ad 
ic nanites By re-tasking the r ; that animate 

flesh, the model may convert any three Triendly necrorganic 
creatures within 6" range into a single golem of darkness. 

ety or wol 
upulous r 

into clos 
Remove afl three models, and replace the center one with the 
Gotem. It will be considered a part of the squad in which the 
necrorganic beings belonged. 

Unseen Assailant 
Models with this Special Ability have an almost 

supernatural ability to conceal themselves and blend into their 
surroundings. Players buy the model as normal, but do not 

By dispersing particularly powerful nanites designed 
to repair other nanites, the model may attempt to repair damage 

on bio-constnrcts fat too large for 
necromancy to help. On a roll of 5 
or less, they can return a wound to 



deploy it during the normal deployment phase. Instead. the 
model may be activated at any time during the game during 
that player's turn. The model may be placed anywhere on the 
table, as long as it is no closer than 12" from any enemy model. 
The Unseen Assailant has all the abilities of a level 10 Stalker. 
When it appears on the table, it is considered in Stalk mode. 

Should an Unseen Assailant attack a model and score a 
kill with the first action, he or she may elect to use their remaining 
actions to immediately move to a position af safety. Sf that 
position breaks LOS with all the enemy models within 72" of 
the unseen assailant, their stalking status will be preserved. 

Void Gate 
Models or items 

that have the Void 
Gate designation have 
been mysterfously 
enchanted with a form 
of Dark Symmetry that 
allows for the opening 
of a spatial rift through 
the Void. These items 
always have a 
counterpart, and 
passing through the spatial rik at one w~l l  allow a model to 
instantly appear beside the other. 

Models that are within base contact with a Void Gate may 
spend an action to instantly move to within base contact of the 
counterpart Void Gate, no matter how distant it may be. This 
can only be done once per turn. 

Void Taint 
Items exposed to the mysterious energies of the Void can 

sometimes become polarized with the dark energies that flow 
there. These items slowly become toxic to mortal beings, 
radiating a cold that no amount of clothing can block. Eventually 
the taint becomes lethal, and the item becomes an environmentai 
hazard. 

As with other environmental hazards. this effect will have 
an ATS rating. It is this rating that determines the range in whtch 
this hazard extends. For ATS ratings of 10 or less, the range is 
one inch, For every three points added to the ATS rating, the 
effect extends one additional inch. 

The ATS rating on a tainted item will be listed in parenthesis 
just after the Void Taint designation. 

Void Travel 

horrific misery that their howling and screaming can be heard 
as they approach. If a squad of these models numbers at least 
eight modets, the wailing will serve to create considerable unease 
in the ranks of the enemy. Enemy models within 12" of such a 
group will suffer a penalty to LD of -2. Enemy models within 6" 
of such a group will suffer an LD penalty of 4. This is considered 
a psychological effect. 

War Cry 
A model with this ability is an inspired leader and a 

powerful presence on the battlefield. When that model uses 
this abitity he must spend an action and make an LD test, If 
successful, the model has caused one friendly unit (of like 
disposition) Zo have an Enhanced Charge Special Ability at Level 
1 for the turn. It lasts only for the turn it was made. If this model 
fails the roll, tfw action is wasted. He may only try this once per 
activation. If the unit selected has the Enhanced Charge Special 
Ability already, he may not add to that rat~ng and the unit is 
unaffected by War Cry. 

Whispered Revelations 
Models with this skill are able to speak to anyone; their 

voice telepathically fills the mind of their victim with images and 
whispered secrets that reveal nuances of their existence they 
have blissfully chosen to ignore. They are forced in one vile 
moment to face the ghastly slow decay that is mortality. For 
many, it is more than they can endure. 

Models with this ability may telepathiwl y attack a model 
within six inches for t h e  cost of one action. The target must 
make a LD check using their individual LD stat. Failure indicates 
the model will inflict a wound upon itself in an attempt to carve 
away the rotting flesh that encases them. Squads who have 
members that have disfigured themselves in such a horrifying 
way will suffer a DIRE 4 effect for the remainder of the round. 
As this is a psycholog~cal effect, only mortal models are affected. 

4 

Models with this skill may employ the Void Gate power 
Zombie Master 

Modek with this skill may act as unit commander for any f 
for the cost of all three actions. Following the last model in his 
squad to use the gate, he will step though with the gate closing Necrorganic squad in their army. They have the rather unique 

skills and mental makeup required to command the dead. 1 
behlnd him, 

Wail of the Damned 1 
Those that have the displeasure to hear this sound never 

forget it, for it is the sound of utter misery and despair. 
Models that possess this ability are in such --- - - - 
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supernatural and those , Y master jterious 
powers. These tales h {s been ince of 
speculation, story, and myn-unal Imperial s ~onqu~stadors 
unearthed the damned Steel Tablet. 

When the Dark Legion first waged war with the forces of 
humanity, it brought to bear a new and powerful weapon on the 
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only one Action is lost, regardless of the number requtred for 
the Power. This is because the failure always begins at the start 
of the Channeling attempt. Like RC and CC combat, Channeling 
also has special results that occur when a natural "1" or "20" 
are rolled. 

Critjcal (Natural f) 

On a natural roll of I ,  not anly does the Power take 
affect, but it took no acfions to Channel. 

battlefield, the supernatural. The powers of the Dark Symmetry ~ ~ $ 1 ~  (mtural 201 
allowed wielders to bend the laws of physics, affect the minds 
OF men, and even alter the face of reality. The Dark Legion's use On a natural mEl of 20, fhe intended Power does not 
of the supernatural nearly led to the downfar1 of man and the take effect. Further; the model's player must roll on the 
triumph of the Darkness, That is, until a mysterious man-no Supernatural Backlash Chart to see what fo!l the Fumble 
different from the countless billions outside the Corporate giants has taken on fhe Channeling model. 
of that day, strode from the jungles of Venus, harboring a power 
of his own that repelled the Darkness like day chasE 
night. 

13.2- Facing and Channeling 
Unless othewise stated in a nodef's profile, a model can 

His  name was Nathaniel Durand, the First Cardi only Channel a Power against rnodets within their Frant Facing. 
the savior of mankind. Nathaniel had the ability to use the 
supernatural and the kno 
the same. He explained SI 

to teach OZhers to do 13.3- Target Priority and Channeling 
: metaphysical properties of Those with the ability ta Cham@[ must have great personal 

the Universe that gave hirr 
humanity how to Channel. 

'culous powers and discipline to deal with the varied and chaotic energies that make 
up the Universe. Channeling models obey the standard rules 

In modern times, the phenomenon of Channeling is stllT for Taq,eting  fit^- 
mostly a mystery, largely due to the extremely secretive natures 
of those who can wield these powers, who wish to ensure their 13.4- Conmntrate 
knowledge is no' ed. The Cartel has launched ChanneEers who take a moment to meditate and free their 
various investi~ 'ling and has mind from any corporeal worries usually find their ability to 
discovered that 1 and 'he Dark Legion1 

, manipulate the energies of the supernatural with greater 
the only other organlzatran wltn tres to Channeling has been I! 
Mishima. 

Om an Individual scale, it seems that t 
' Channel is not something learned as much a 
that is genetic. Those who are born with the a 
themselves up and manipulate the energies of Channel by 2. This effect is 
develop such abilities subconsciously during the early parts cumulative, as further meditation 

results in a better understanding of 
the energies at hand. 

Channeling is only that the way a person ca 
largely based upon their subconscious and their personality. 

13.1- Channeling and Models 
In UWZ, some models can use Supernatural 

Powers to aid friends and destroy foes on the 
field of battle. Each model (other than 
Personalities) with the Channel Special Abili 
has a level which determines the skill at whic 
Channeler manipulates power. During that model's 
Activabn, it may attempt to use those Supem 

To do so, they must take a Channel tes 
upon their PW value, but is modifi 
Concentrating, Cover. and the level of diffic 

to roll less than or equal to its modified PW score. If successful, 
the Pq-akes effect as fisted in its description. If failed, 

t 
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13.5- Supernatural Backlash 
The energies of the Universe are not to be trifled with.7he slightest mistake while combining energies into a Power can have 

severe repercussions upon the Channeler and others around the caster. When a Channeling model Fumbles a Channel test, the 
modef's player must roll on this Chart and apply the results. 

SUPERNATURAL BACKLASH CHART 

ROLL RESULT EFFECT 

Is: The energy Feedback caused by !RE anneling attempt warps 
the ( '3 perceptions, making it hard to think : he Channeler cannot 
Concenrra~e rnis Turn and all powers it attempts to Cnannel rnls [urn are elevated three 
(+3) Magnitudes. 

, failed Cli 
?traigh:. T . ., . 

Mind Spike: The Channeling model is stunned by the powerful energy feedback. The 
Channeling model's turn ends immediately. 

Minc ~dlng ener inside the Channeler's body, causing 
feedback that knocks the Channeler unmnscious. Place the Channeling model Prone. II 
may not be Activated again until eilher a frjendly model moves within Base Contact and 
expends one action to wake the Channeling model up, or the Channeling model can wake 
on its own bv passing a LD test at a -4 (made once at the beginning of each subsequent 

The casca gies snap 

c. turn 

Mlnd Storm: The energies coursing through the Channeler's body have coalesced wrong, 
lead eter's body. All 
mod 3 LD 
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f3.6- C - tent 
On ilities of a Channeler is 

that, unlil # have the mobility to go 
almost anywnere on tne Dattietleld. While this mobility is very 
advantageous, there are limits. 

properly control the energies necessary to manipulate the 
supernatural. To represent this, a Channeling model loses all 
bonuses from previous Concentrate actions, if an enemy model 
Fires from Wait at that Channeling model and scores a hit 
(though not necessarily a wound). 
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13.7- MP and Channeling 
As long as a Channeler still has LOS and range of its 

target, it may affect it with Channeling. 

13.11 - Channeling and Morale 
To Channel, a person must be completely immersed in 

his task. Therefore. if the model is currently suffering from any 
Morale issues that it has not currently Rallied from, it cannot 
Channel. 73.8- Climbing and Channeling 

The concentration and effort necessary to Climb makes 
Channeling impossible. Therefore, a model with the ability to 
Channel cannot do so if it is either in the process of Climbing. 

hanneling and Terrain 
7 plays a large part in what a Channeler can actually 

target and have any reasonable chance in affecting with the 
suoematurat. Focused powers oaerate underthe same  remise 

R j3.9- Channeling and Close Combat 
P' Unless otherwise noted in the Channeling pDwer, a model as' ranged attacks, so 'cover wdrks the same way.  dadc cast 

with the ability to Channel cannot do so if it is in CC with an powers do not allow for cover bonuses to protect the targeted 
enemy model. model, much like Indirect fire. 

P( 33.10- Channeling and Ranged Combat 13.1 3- Channeling and Wait 
p It is extremely hard to remain 

+-I 
The immense complexity and skill used in Channeling a 

r-4 
calm and power cannot normally be achieved fn a rushed manner. 
property =Oncentrate when being Therefore. unless stated othewise, a model cannot 

v . . -.  - -  - shot at, making it impossible to 
-- * 



use a reserved Wait actlon to perform a Channel action that anywhere on the board, if may affempf to use fhe Power 
requires more than one Action to summon. against fhaf target. 

4 3.1 4- Channeling and Supernatural Powers 
The supernatural is a nebulous thing at best. The energies 

of the Universe are myriad and complex and the ability to 
manipulate them takes either immense intuitive talent or arduous 
training. When one with the ability to Channel maniputates the 
energies of the supernatural, they become what are known as a 
Power. The source of the supernatural energy that is  being 
manipulated, the Channeler's personality, and even an Individual 
faith or personal beliefs are all factors in the construction of a 
Power. 

Magnitude 
The Magnitude of a Power denotes its complexity and the 

effort necessary to properly manipulate the energres of the 
supernatural i n t ~  a weave that will have the desired effect. There 
is a number that rt 
Channeling this Pa 

:presents 
we r. 
5 Channel .. . 

this level of intricacy involved in 

The player of t h ~  ing model that wishes to make a 
Channel test for the particular Power must add or subtract that 
Magnitude nurrber from the 
value. For the Power to be st 

'W) 
syer 

must roll either equal to or un let's 
PW value that has been moditrea ny the Magnrtude number of 
the Power. 

s~ccessfulfy manifested r u v v c r  , t l  lc I lrayl ~ ~ ~ d d e  of the 
power is subtracted from the model's relevant stat for 
testing purposes. 
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ig model'$ 
f Channel 
the Chanr . . .. 

; Power (I 
ed, the pli 
~eling mot 

13.1 5- Supernatural Powers 
The Powers of the supernatural are divided up amongst 

the different groups who train in them and formulate the proper 
energy matrices necessary to make the Power happen. These 
groups, such as the Brotherhood's Art Aspects. Dark Legion 
Apostle's Dark Patterns, Mishiman KI powers, the CrescentIan 
Prophecies, The Divine Order. and Jobian Rituals, all base their 
Powers upon their awn cr motives and each have a 
listing in their refevant Am 

The Profile for a Supcl laLulet Power is the same for a17 
groups: 

Name 
The name of a Supernatural Power is based upon the 

personality of those who created It and the affects that it has. 
The name is the main point of reference when attempting to 
find information about the Power. 

Range 

- 
nilling sul 
n --.-.nil, 

eeds and 
~y Lists. 

Actions 
The Actions portion of the Power Profile represents the e f f m  

and time necessary to weave the energies of the supernatural 
into the desired Power. A Channeling rnodet must be able to 
expend the corresponding number of action perTurn to attempt 
to Channet the Power. If the Channeling model does not have 
enough available actions leR that Turn then it cannot attempt to 
Channel the Power. Simple Power weaves take little time and 
only require one action while the more complex and involved 
weaves may take two or three actions to Channel. 

There are different Ranges when discussfng Supernatural 
Powers, and these ranges affect a Power's usefulness on the 

,battlefield. The Ranges are: Self, Touch. Measured/tOS, 
Template, and LOS. 

TY Pe 
A power can be broken into two categories, Focused1 

Broadcast or Fixed1 Variable. 

Focused Powrs require LOS and are subject to limiting 
factors such as visibilify or terrain cover. Powers that 
affect the self are considered Focused. 

SeM: The Self range represents the fact that the Power 
can only be used internally by the Channeling model 
and cannot be used on any other model, eifher friend or 
foe. Broadcast powers are different in that they do no! 

require either direct LOS (though they must know a 
target is present) and they ignore terrain cover and such. 

a Touch: Touch range represents the Channeling 
model's ability to both use the Power on itself and/ or 
other models that ths ling mod& ?se 
Contact with. Touch pc offen be r C. 

n ChanneJ 
~ w r s  can 

* Fixed powers @re those that once successfully 
Channeled cannot be further altered or manipulated. 

Template: The Template: r 0, r y ~  is usuaJIy a w ~ r r , ~ a r  lied 
by type of Template being used for the Power, such as 
Regufar Flamethrower. Usually, any model that falls 
underneath the Template is affected by the Power. The 
range of  the powers use is often determined by the 
magnitude of the ChanneEing. 

Variable Powers are those that can be increased in 
scope by the use of  more Channeling applied to them. 
A model that pours mare personal energy jnto his 
Channeling may increase jts effective range, increase 
the damage of a power, ar improve its fuvctiun. This 
explanation js detailed in the power. ManipuEafing po wetx 
this way is a draining process that will reduce the P W of 
the model that attempts A by the magnitude of the Power 
used for the next turn. 

Measured/ LOSr A common designation, fhis method 
presents the effective range that fhe power may be used 
and its LOS requtrements. 

Save 
The target of Channeled Powers ,\ e- 

usually is able to attempt to resist the , 
LOS: Line of Sight range b the deadliest range of the 

Ch, the Channeling model has LOS of  a target 
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effects of that Power. If allowed, there is a Stat abbreviation summoned Unit comes info play out-of-control: roll on 
after the Save portion of the Power Profife. The model(s) targeted the Rampage Table, ignoring the result for 20. As soon 
by the Power would attempt to roll less than or equat to the as the Channeler completes its activation, the 
listed Stat to resist the efiects of the Channeled Power, summoned Unit activates according fo the results of its 
remembering to subtract the Magnitude from the roll. Willing rampage. 
recipients do not get saves against powers. A model can only summon as many Units in one game 

as he has actions. 
Effect 
This porkion of the Power Profile usually details the effects of 

a Power and gives any additional relevant 
information, 

13.16- Pre Battle Powers 
Some powers in the world of the Mutant 

Chronicles can be Channeled before the battle 
even begins. Your army may only Channel 
one pre-battle power per game. Only powers spend and action and roll under his PW to 

that are designated as "pre-battle" powers in send the creature back to its plane of origin. 

their description can be used before the battle. This is called Dismissal and it may be 

When Channeling a pre-battle power 
your Channeler may not use a Concentrate activation or even from Wait. 

action. Channeling a pre-battle power results 
in the Channeler foregoing its first turn once 
the game begins. Such models cannot then 
be activated again until the second turn. Any When a model summons a Unit from 
exceptions will be listed in the Power's - another plane of existence, it creates a bond 
description. A Channeling madel that uses a I 

with that model, a link that ties the two models 
pre-battle power must be placed in the together. Because of this relationship, the 
deployment area without the benefit of a Unit Summoned creature activates during the 
card. same activation as the summoner, as if they 

were a Squad. 
13.17- SUMMONING POWERS Summoned models come into the 

Some Channelers are able to use 
summoning powers. These powers ate used 
to call beings from other realms to fight for 
the Channeler on the battlefield. A summoning 
power is Channeled in the same manner as 
all other 

If sfully Channeled. wounds. To reflect this effect, the summoned 
the sum lediately put into , model must roll under ik LO score (minus 
pEay wirn~n 4 ~omrnana Dlstance of the the number of wounds last). Place a Rampage 
summoning model. However. the summoned counter by the uncontrolled Unit. 
Unit cannot be activated in the turn it was The summoning Channeler may bring 
summoned untess the summoning attempt a Rampaging model back under control by 
was a F 1 is rolled). If the dominating it with his will. To make a 
power ft , nothing happens Domination Test, the Channeler rolls a d20 
and the mffects, unless the and adds this to his LD score. The summoned 
summoning attempt was a Fumble. model does the same (no wound penalty). 

PERFECT 
The h~gher score on this opposed roll wins, either the model 
becomes controlled again, or it continues Rampaging, 

I f  you roll a natural I ,  the summoned Unif may activate Use the Rampage Table below to determine the random 
immediately after the Channeier is finished wjth ifs behavior of a Rampaging Unit. At the beginning of each following 
activation. turn, a new roll is made on the Rampage Table for each 

rampaging Unit. Rampaging Units are activated before initiative 
FUMBLE is determined for the turn. 
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EFFECT 

The model attacks at a t.3 to its CCIRC. However, its AR is -3, as it is less concerned with its well being 1: + 

II 

in i ts  enraged state. '* ,*r - 
3' 

The Unit is activater ;es all Its available i el, 
Combat is resolved as normal, 4 - 
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16-19 Warping eddies of power undulate around the creature as its material form is wracked by staggering w. 

pain. Blinded by its own suffering, the model has lost one available action until brought back under 
control. Additionally, of its remaining actions, only one may be to attack an enemy. M 
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Greatly feared and highly valued, the rumbling approach 
af the enemy's armored Vehicles is often the last sounds a soldier 
ever hears, that and the relieved cheering of his opponent's 
troopers. These types of Mobile Support Units can vary from 
the fast strike crafts that tear up the field with punishing artilley, 
to the strategic presence of APC's. 

To the soldiers of the Mutant Chronicles, Mobile Support 
relgns as the kings of support Units and are frequent points of 
rally on the battlefield. Most Mobile Support Units consist of 
either single powerful models or several Vehicles that work in 
tandem. Regardless of its designation, a Vehicle is a complex 
machine and is therefore handled differently than other 
combatants in UWZ. 

While Vehicles with both an operator and Crewmembers 
are activated at the same time and can alternate the performing 
of actions, they are considered a single Unit. The order in which 
these actions are performed is up to the Vehicle's player. A 
Vehicle with a multi-person crew has the combined actions of 
each crewmember, actions that are taken in any order. All that 
matters is that at the end of the Vehicle's Turn, the operator and 
all the Crew have taken all availab[e actions. 

- Bike: This type of  Vehicle moves along the battleFieId 
on two to three wheels and is frequently used to 
reconnoifer the enemy or make decisive blows against 
isolated positions. Often smaller than the larger Tracked 
Vehicles, Bikes are a very versafile parf of an army. Both 
Capitol and Mishima have taken to the use of  Bikes in 
their armies. 

Tracked: Plodding along linked tracks, most tanks in 
the Mutant Chmnic/es universe ore of this type. Of a/ /  
fhe types, tracked Vehicles often possess the heaviest 
armor as their movement design affords them the abllity 
to effactively blend strength with mobi/ify 

Walkers: There are many places on a battlefield that 
prevent heavily armored Vehjcles from going, be they 
tank traps, wide trenches, efc. 'Though they move about 
on two or more legs affording them great 
maneuverabllify, they are capable of supporting almosf 
as much armament as a freaded tank. For this reason 
they are favored choice among some corporatiorrs. The 
most impressive example of an armored w a h r  is found 
in Imperial Megacorporation b Hurricane, a Vehick who 
successfully combines the best aspects offirepower and 
rnaneuvera bility 

q4.1- Undershnding Your Mobile Support Units Skimmers: Unlike traditional Vehicles that move about 
P the battlefield on legs, or tracks. or even wheels, 

Vehicle Profile 
The Vehicle Profile is both similar and different than the 

other types of models within UWZ, Like every other model in 
the game, Vehicles have stat lines in their profiles. They use the 
same stat categories as any other model with a few additions. 
All relevant information for the Vehicle will be found in that 
Vehicle's Special Rules portion of its Profile. One of the most 
important pieces of infomlation found in the Speciail Rules is 
the Vehicle's Type, which will determine much of what the 

skimmers use various methods to allow them to move 
over terrain without actual!y fouching if. Mod skimmers, 
like the famous Strike Skimmer of Bauhaus. move a bout 
through an interaction of airpropu/sion while ofhers, Eike 
the Cyberfronic M168 move about on anfi-graviticplates 
which focus magnefic fields into both l i f t  end thrust. 
Skimmers jn generat may be quite heavily armed and 
armored buf will not generally ever be able to attain any 

measurable a/titude. 

Vehrcle can do in the course of a battte. Flyers: Vehicles in this cafegory do not 
F hug the ground like skimmers, but are 

F 1 )  Vehicle Type 
White all Vehicles follow similar 

F Type tells you very specific things about it. Some Vehicles 
- # ,  

lumber rnass~vely over the battlefield crushing terrain and "; 
soldiers beneath their ponderous bulk, white others are 

F built for speed and swifily streak across the fisld executing 
lightning strikes. The Vehicle Types are divided as follows- 

raL Wheeled, Bike, Tracked, Walker, Skimmer. and Flying. * m o s t 

,P Wheeled: Thjs type represents any 
Vehicle with four or more wheels and R 
IS the most common type of Vehicle 

P found on the Waszones of the 
Mufanf Chronicles. Wheeled 

kl Vehicles are of varying srzes and 

m shapes dependrng on their 
makew. 
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Turn Radius Terrain Limitations I 
Bike 180 Degrees 1) MV halved through Rough Terrain. 

2) Cannot Move through Limiting Terrain. 

I Flying 90 Degrees 1) Ignores Terrain not at current Altitude. I 
Skimmer 360 Degrees 9) No Terrain movement penaltres. 

2) Can move over Impassible Terrain, though Water Terrain is at full MV+ one inch pet , 

action spent only on water. 

Tracked 360 Deqrees I )  No Terrain Movement penalties. 

Walker or smaller in inches. 
Y 1) May k obstacles /2 the S~ZE 

Wheeled 90 Degl,,= 1)  Subtract 1 inch from each Move throt~gh Limiting or Rough Terrain from the normal MV 
of the model. 

2) Chassis Configuration 
The Chassis of the Vehicle is its main body. There are two different types of Chassis Configurations 

in UWZ. Open and Closed. 

Chassis Type Open Closed 

LOS Facing 360 " 

forward Facing 360 " 180 " 
I 

Effects of Gas, Template No Effect from Gas or Environmental Hazards. 
& Environmental Hazards Only Templates affect the Vehicle, as the crews ar 

troops are completely unaffected. 
- 

I Close Combat Strict~lres The Crew of an Open Vehicle cannot be hit by an enemy 

I Strike action. At! Strikes will be against the Vehicle itself. 

In addition to the chassis configuration above. some Vehicles nay have another purpose on the 
battlefield beyond instilling terror or creating massive destruction. This alternate purpose is to move 
troops from one area of the battlefield to another, both quickfy and under the protection of heavy armor, 
The advantages of this are significant as being able to relocate troops to where needed is a highly 
desirable ability. However, a well-timed assault made an a full transport could cost a commander both 
the Vehicle and the troops it was carrying. 

Ammored Personnel Carriers (APC) 
Vehicles designed to carry troops are noted as APCs in the Special Rules portion of their Profile. 

The number that folfows this designation represents the number of SZ 2 models that it can carry. A 
Vehicle may carry double the amount of models of 52 I than it can SZ 2. Alternately, a vehicle may 
carry half that amount in 523 models. 

2.0- Boarding a Transport (Embarking] 
A model that wishes to Board a Transport must Move into Bast? Contact with the Transport Vehicle 

and expend 1 action to Board. Once boarded, a model's Turn is ended and A is considered to part of the 
Vehicle's Compliment until it disembarks. 

Models may board in any order, and may start the game deployed inside of a transport. Should all k\ 
the m p w n  . - a Squad not make it into the transport or are too many for the capac~ty of the Vehicle, and 



3) Vehicles and Movement then those modets are considered lefi behind. Unless the Squad 
leader is with them they will be considered out of Command 
Distance and suffer the penalties associated with that state. 

For an embarked modes, place the Unit Card of the 
Boarded model next to the Transport Vehicle until that rnodel 
Disembarks. 

The sophisticated locking systems and vigilance by the 
Vehicle's crew keeps enemy models from boarding a Transport, 
Therefore, no enemy model may Board a Transport Vehicle. 

The primary role of Mobile Support is to be mobile. 
Vehicles are valued for their ability to cover greater distances 
with more firepower than a foot soTdier or mounted cavalry ever 
could. 

In UWZ. Vehicles are simplified to fit their movement within 
a Turn. Vehicle Move actions are different from other model's 
actions to reflect their complexities. Vehicles don't have MP, 
Crawl, Dive for Cover, Sump, or Climb actions. 

Drive 
2.1- Traveling in a Transport 

Unless otherwise stated in the profile, models inside a 
transpotl are considered protected by the Vehicle. They cannot 
be directly harmed unless the Vehicle is destroyed. While in the 
transport, Squads being transported are considered a slngle 
passenger Unit. During this passenger Unit activazion, one or 
more of the models may elect to disembark. 

A Drive action b similar to other non- Vehicle modelk 
Move action. It represenfs a Vehicle3 most efficient 
speed, where it is driving carefulfy to avoid obstacles 
and speeding up to expedite its movement. 

For each Drive acfion performed by the Vehicle's 
operator; the Vehicle may move up to its Move (MV) 

2.2- Disembarking a Transport 
During the passenger Unit activation. one or more of the 

transported models may disembark. Models that disembark 
spend 1 action to leave the transport. They should be placed in 
base contact with the transport exit point, and are required to 
spend their remaining actions before anyone in the transport 
may take another non-Wait action. Any model (friendly or enemy) 
in base contact with the transport's exit point will block 

value in inches. The major difference between the Drive 
action and the Move action is the ability to Turn. While 
non-Vehicle models are able to turn as many times as 
the model's pEayer wishes during a Move action, a 
Vehicle is limited to only I turn during a Drive action. 
This -I turn can be af any point ofthe Vehicle's movement 
and the exfent that the Vehicle can turn is based upon 
its Type (see chart above). 

transporting models from being able to disembark. 
4) Vehicles and Close Combat 
By the very nature of their design, it is difficult to assail a 

2.3- Surviving a Destroyed Transport Vehicle effectively by hand-to-hand combat. The crew is 
Being caught inside 0rt when it is protected from such attacks, and the superior armor of the ! a VehEc 

situation, 
s. Model: 

le transp 
one that I 

; inside a 
., , . ., 

destroyed is a dangerous : 
calamity for the passenger 

3fien results in Gehlcle is very difficult to breach with typical close combat 
transport that weapons. When confronted by a close combat weapon that 

suffers destruction must maKe a survlvar cnecn. Roll a d20 for might actually breach the armor, vehicles may simply use a 
each model and consult the following table: move action to drive away. and automatically break close combat 

with the enemy. Only the most foolhardy or skilled would dare 
assault a vehicle in such a way. 

Vehicles do not usually engage in Close Combat as other 
models do. The general rures regarding Vehicles and Close 
Combat are as follows: 

Vehicles cannot attempt to aftack a Concealed model 
until one of the Vehicle's Crew b able to ssuccesfully 
Spot i t, I f  the path of a Vehicle crosses that af a 
Concealed model i t  simply moves past the Hidden model 
who was able to avoid ifs movement. Do not move the 
Concealed Model, merely allow the Vehicle fo pass 

Models that survive may cfimb out of the wreck. They it.. 
should be placed within 3" of the wreck and marked activated 
for the turn. Those survfvors who for what ever reason don't exit - Movement in t h b  manner will not remove the model's 

T wounds. 

the wreck during their next activation must roll again next round Concealed status. 
on the survival chart, due to the expfosions and fire present in 
the burning wreck. Vehicles do not need to test to BreakAway from Close 

Combat. 

- Models do not need fo test to Break Away from Close 
Combat with a Vehicle. 

Vehicles do n d  gain charge bonuses. 
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5) Vehicles and Ranged Combat 61 Vehicbs and Damage 
Vehicles are capable of both dealing out, and dealing with, Vehicles of war are designed to take an amazing amount 

a great amount of damage. Most Vehicles are bristying with of punishment on the battlefield and still remain functional. The 
ranged weapons and some ofthe heaviest weapons that cannot race between weapon and armor techncrlagy has always been 
be hauled around the battlefield are mounted onto these metal a fierce one, and the modem batttefield is a good example of 
beasts of burden. One of a Vehicle's chief roles on the battfefield the continual balancing of firepower and protection. 
is to b~ s platform. Almost every Vehicle has Modem firearms must be able to penehte the ballistic 
at leas ~ t e d  upon its chassls. composite of battlefield personal combat armor and to provide 

Slng~e r;rewea ven~cles: Vehicles may move and fire knockdown power against the steely hides of the Darkness' 

th€ 7s With a si ng,e acfion, they e,ect fire minions. To this effect, most guns, from pistols to heavy machine 

m/il ?ining, they receive a +3 bonus to their RC guns, are able to effectively penetrate steel to some degree. 

rat This has lead to a greater degree of arrnored protection that 
has been layered upon modern machines of war. The effect of 

Multi-Crewed Vehicles: When a Vehicle has more all this evolution ha yered protections that is 
than one model in its Crew, then each model has a sef focused i le. 
of actions. In general, they must each use an action Sol ~ k e t  launchers and 
before any of them can use another action. autocannulla, specificallb Ill-UG ,d penetrate deep into a 

armor to damage the machine's components. These 
, which are designated Anti-Vehicle (AV), are more than 
)f doing grievous damage to a Vehicle if it hits it in the 

right place. 
To represent this, Vehicles treat Wounds differently than 

other models. The first few Wounds on a Vehicle will not 
significantly reduce its performance on the battlefield, as the 
redundan red armor minimize the impact of 
the dama ugh damage is done to the Vehicle 
though, re grievous problems, such as 
movement and control Issues. 

While a trooper may use a Vehicle to block an enemy's In the Model Profile of each Vehicle will be listed the 
LOS, no soldier would ever be foolish enough to use a Vehicle 
for cover. The reason for this is rather simple; it's a lesson every model can swatam before 
soldier learns in basic training. Vehicles draw I having to check for system 
of particularly lethal fire on the battlefield: they 

- 
damage. After the madel 

.targets on nearly everything with a gun regard 
, 1 1 has surpassed those the effort. Blasts that hardly scratch the armor or a venlcle would 

' 1  1 Wounds, it must refer to the 
be very lethal to soldiers hiding behind it. For that reason, models 

r ; 1 System Failure Chart to see 
may never use Vehicles for purposes of cover. the additional effects that 

I future Wounds w~ll cause 
- ' anthevehicle, 

- - ' * 3 Ld 
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Vehicle's 
weapons, 
capable c 

lush Special 
actions that 

they niay use ar any  rlrne, ror example, a Skimmer has 
a crew consisting of a pilot and gunner. The gunner has 
the ambush Special Ability. It would be perfectly legal 
for the pjlot to drive and then the gunner Wait, and then 

lrive and the gunner to Wait, 
?and the gunner to fire, and tht nef 
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Should an attack be made against a Vehicle from its rear faclng and the attacking m an AY weapon, 
:t for the remainder of the q 

rattle, you'll owe your 

Chain Reacfion The damage has caused ammunition or stared fuel to explode, The Vehicle is 
rocked wifh internal expfosions and suffers an addjtional wound. The VehicEe 

again on this chart and suffer that ei 
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Example: A Free Marine Tank Hunter pops out of Cover. He is m w standing 
behind an Imperial Lancer Tank and eagerly fires his Deathlockdrum. The 
Lancer; Ilaving been previously wounded several times before this attack, 
is past its listed number of "safe" Wounds. 

If it fails its Armor Roll on this atfack, it will be subject to Sysfern Failure. The 
Lancer fails jfs Amor RON by rolling an 18. I t  consu#s the chart above to see 
how much it missed the mll by The Lancer's armor was 22 to starf. Because 
the Deathlockdrum is rated AV-4, we subtract four fmm the AR, brjnging 
fhe adjusted AR ta 18. Now the Damage is liste we the 
clever Free Marine was able to attack the Lancer smage 
increases to 15 (x.2). The Imperial player mus lder to 

avoid furtherdarnage (AH-78 Eess UAM-7% 3). By 
--' d i n g  an 18, he missed the save by 15 points, and 

now suffers Cascading Failures. 
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dawn rlte Rue Nornnrerm 
t!irouglt the middie of 
Ifeirnburg. A was n parode of 

I brouglrt me to join the 

ArmorPd Division. 

miiitnry pnrodeprsi like this one. TlreJirvsl yorude I rcnrernbev wns~trsl 
beJo~.~ the Second Carporole Wnr slur-terl. Ti~err hod breo rrltall 
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Barrocudo jet packs. At just seven yeorm okl, 1 he spectacle was 
overwhelming-the moment I reached otrt ond tnircl~cd the skin nfa 
Lank. I was hooked. 71te Bernhcirn pn~pogandists had done ttileisjnb. 

Paining in the Armored Division wns nSwcys tricky M/crr brought 
new ierl~nolo~gics as we8 as ~ l l r  cotr~tant presslrre nfhalrir~x t o h h t  

1 ho6fmined. We nriyhl only ,ye( nJew llnt~i-s of rl~fving lirne qflrr. 
' Richthoi~sen rnlled out rrn exp~~rimentol GEV beJore wc'd \lave to ~fse it ' 

in batlie. A lot oJyui~ng rolcliers died in [he rrolne o f  Aoulior~s progress. 
AllJir I I I P  glory of tl ie corpomiiotr. 

Ir /red lo lra~oen to rrle eve~irrrollv. Mv  firs1 field cnrunrnnd niisrian 
I 

"a 

have 2 ti 
antry..,wr 

"The) anks, 'I walker and 2 Units of 
advancing inf, ; have some sand, Insta-set 
concrete and more scrap metal than a Cybertronic 
company picnic. Yeah, we can do this." 

-Carp. Regina Wheils, lmperjal Gray Ghost- 

s the art of either denying the 
enerr the enemy down a pre-planned 
path. itruction materials, like barbed 
wire and concrete, art and sand, sticks and stones. The 
artists, the Field Engineers, are adept at salvaging the 
needed materials from either warehouses or Warzones 
and can create masterpieces of construction, destruction, 
and protection wherever armies clash. 

Terrain pieces purchased by an army are deployed 
before the playerfirst designates a Unit. While the subject 
of terrain consfntction can fill up its own book (and yes 
we will be dealing with this issue in the McCraig Line 
supplement of the Mars: Worlds at War'"), we have 
provided you a few 'basics to flavor your game with. 
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15.1 - Constructed Terrain Pieces 
Below are the terrain pieces available with their 

cost and effect in a UWZ game. When used in a battle, 
they are either represented by a modeled piece of terrain 
or by a Unit Card filled out with the Terrain piece" stab. 
Either place the modeled terrain piece or flip the Unit 
card and reveal what the terrain piece is to all opponents. 

Terrain Pieces may be Deployed up to 3 2 "  from a 
table Edge during the Standard Deployment Phase. 
Scenarios may restrict or prahibit the use of Terrain 
pieces and wiil be listed separately. 
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rld still smc 
o decided t 

How rccorr mined on entire rldnchn~rn! of Midlirncrr~ lank killers still 
escnpes me. /I moll ,  qwicol side of'~11e t l i i~~ks  recnn rl~cided not lo tell 
srs, to tesr theirh r~rcv hover!nnk~ urlder more "reolisiir" conditions. 

Sandbags: These are either cloth or plastic 
containers Wed with sand or did before the batfle 
occurred. They are easily consfmcted by hand 
and allow for easy fransportation and stacking. 
Field Engineers construct most sandbags lor 
best use of cover and protection againd smaEl 
arms fire, 

[!I The mnnrurelr werc a disaster, cfrcrrrrse. Wlrnt sho~rld lrnvr been o 111 
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dire[! hit. I ca~rld lwnr evcry scnwrn of r~iy,[ellow pilots irr ~l le  highest 
Jdelity ns [!IF cobros got groirnded one one. I In UWZ, each Sandbag terrain piece purchased 

by an a m y  is said to be the size of a Unii Card. 
I f  Unit Cards are being used then the card 
provides Hard Cover to eligible models whose 
base is fully on the card. Manufactured terrain 
pieces are treated as normal and count as Hard 
Cover for modeSs using if .  Sandbag 
emplacements are very sturdy defenses and not 
at at1 easy to remove or breech. As such, 
Sandbags are afforded an AR 24 with 
/mpenetrab/lify. They have 5 Wounds. 
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ExceEsior makes many sefs of mefal sandbags for your obsfructions pull double duty and sene to provide areas 
games in two different styles, cornered and curved. of cover for an army to hide behind. Dmgon's Teeth will 

stop all gmund Vehicle types, including Walkers as if if 
were rmpassible terrain. If a modeled piece of termin is 
unavailable, a Unit Card may be used. Either way. 
Dragon's Teeth are placed upon the table like ather 
terrain pieces. 

Barbed Wire: Barbed wire covers any fype of 
consfrucfed material thaf is designed to hamper the 
movement of infantry personnel. There are numerous 
types of barbed wire designs in fhe Solar System, but 
all share a common purpose, namely to slow the 
progress of enemy Units and force troopers to camfi~lly 
navigate and cut their way through. 

In UWZ, Barbed Wire terrain pieces limit the movement 
of SZ 3 or smaller non-Vehicle models. To pass thmugh 
the Barbed Wire ternin piece will cost the model 1 Action. 

Vehicles that move over barbed wire either rip their way 
through, walk over it or crash it underneath, so they are 
unaffected by this penalty. Alternativeb if a model within 
a Squad goes Prone on a Barbed Wire Terrain piece 
w-th a thickness less then the model's Size in inches, 
then other members of that Squad may walk over the 
Prone model with no penalty. However, the Prone mode/ 
must make a successful Leadership test to extricate 
Itself fmm the wire with a failed test casting the model 
an action. 

A player may purchase a Unit Card sired area of 
Dragon k Teeth for 8 points. The Dragon b Teeth have 
an AR of 25, 4 Wounds. and have Impenefrabilify. R 
Siege Charge will successfully remove one. 

There an? many ways to create Dragon Teeth, and there 
are also many variations you can design. Some can be 
made using crossed balsa wood (A), others can be 
bought from various terrain companies such as 
ArmorcasP (B) or Excelsior. 

Trenches: Tmnches are, essentiaIly, holes dug into the 
ground and reinforced with various materials. They 
provide cover and conceaSment for tmops from both 
conventional fire and artillery bombardment. 

A player may purchase as much Barbed Wire as In UWZ, each Trench terrain piece purchased by a player. 

the model's player wishes but the wire must be placed is said to k the size of a Unit Card. If Unit Cards are 

on the table wjth ofher pieces of normal terrain. Barbed 
being used then fhe c a d  provides Hard Cover to eligibie 

Wire costs 3 points per 3" and no piece of Barbed Wire models whose base is fully on the cam! It takes 7 Acfion 

can be fielded that is below 3: Each 3-inch section of to eifher leave or enter a Trench and a Trench is 

barbed wire has an AR of 25 and 2 wounds. Only Siege considered to be Impassable Terrain for Bike and 

Charges and CC attacks that are mted AV carr damage 
Wheeled Vehicles. Trenches can be connected at either 
end to other Trenches aljowing for mouemant. 

(hem, 

Barbed Wire can be modeled with a variefy of 
different materials, thouah ExceEsior Entertainment selis 

Models within a Trench are treated as having Hard Caver 
for purposes of being under an explosive Template. 

lengths of pre-cu; material fhaf is perfect for Barbed Each Trench Termin Piece costs 8 points. Squads may 
Wjre in its Fiex-Termin line. In the picture below, you be Deployed within a Trench Terrain Piece, which is 
wiff see another ahrnative method for adding barbed placed within the legal Deployment Zone of {hat Squad's 
wire to your terrain. This was made with coiled wire Arrny/Scenario. Trenches have an A#. 26, and 8 
avai/abIe from any hardware store and some baSsa wood wounds. 
cross pieces. 

Terrain and battlefield structures provide interesting and Drawn's Teeth: This piece lie" et'~ir'eerirlg is oppofiu nities to spice up a hble-top battle. In addition 
designed to stop the progress of Vehicles by placing being attract jve to a 
mws of steel-reinforced concrete blocks in an area that and :e to fire h-\ 
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center of tactical considerations and decisions. Providing cover 
for tmops and offering defensive positions are only some of 
the ways terrain may be a factor in your wargame and Wanone 
encourages the use of all manner of terrain. 

Since the use of Terrain as a defensive tool has already 
been discussed, we offer the following reference for when i t  
becomes necessary to break through more conventional terrain 
obstructions. Generally speaking, terrain may be struck and 
take damage like most living beings. By contrast however, 
many weapons are not as effective against some types of terrain 
as others. 

All terrain has a profile to it much like a model does and 
this profile reveals the limitations and strengths about each 
feature. The profile for terrain covers the following areas: 

Type: This is simply the fype of terrain encountered. 
While not every fype of terrain is featured here, the chaff 
does offer a rubric upon which to devise profiles for other 
types of refrain. Slmply fjnd the terrain closest to the 
one that you are attempting to create and agree on the 
points based on the one shown. 

AR: This represents the Armor vafue of the terrain in 
question. If is the number you will be striking against 
much like in combaf wjth a mob/!# opponent. 

WD: Wounds represent the amount of damage a 
structure can sustain before becoming weak and 
crumbling. In game terms, your model will have 
successfully created a breach in the structure depending 
on what it is. Most terrain attacks are considered 
confined to an area no larger than the mode! attacking 
it. 

Example: Your soldiers needs to get through a door to 
pursue the retreating enemy. He could choose to shoot 
the door with his RC weapon. In this instance he would 
need to make an RC roll to hit as usual. He would then 
subtract the weapons damage from the AR of the door 
just like in regular combat determining what he would 
need to cause a wound on the door, 

Should the same soldiers decide to attack the door with 
fheir close combat weapons, they will &need to make 
a "To-Hit" roll. Simply subtract weapons damage from 
the AR value and roll under that to scare a Wound. 
Some weapons have an additional rating ascribed fo 
them. This adds ta the damage of the weapon when 
attacking terrain obsfructions. 
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Mines are a general term used for explosives and booby 
traps. On the battlefield, a well-placed series of mines can 
devastate either enemy infantry or mobile armor, sometimes 
both. Many a soldier has learned ta dread the sound of a 
mechanical click, for there is a good chance that this will be the 
!ast sound that the soldier will ever hear. Of course, the lucky 
ones never heard a thing, as death came in one cataclysmic 
nanosecond. 

Land mines are generally encased explosive charges 
buried lust below the surface of the ground. and are typically 
used to disrupt or prevent the massed attack of tanks andlor 
infantry. It may be detonated by the weight of vehicles, a single 

and those that are designed to impede personnel. Anti-tank . h 
mines are desianed expressly to destroy or damage vehicles, " 3 
especially tanks and lighter canveyances. Antipersonnel mines 
by contrast are designed to kill or hany soldiers and are set off + $ 
in many different ways. They are easy to set off, often being 
very sensitive to any movement near them. . 

Land mines have been widely used since the emergence b 
of Cybertranic, with increasing ingenuity going into both their 
design and their detection. , 'I 

F 

Arti-Tank mines will uny detonste when 3 cedain amount 
of weight moves over lfiern. Personnel aT generally s~l fe  
h m  selting these off. 

F 
tmaper, or by remote control. 

Minefields are a unique and efficient means of controlling Seffing Mnes I 

terrain, Sometimes mines they are laid out to defend an area of 
importance. Other times they are used to fmpede the advance A Mine Cmnter represents a placed and armed mine on '1 

of an enemy force. Whatever the specific usage. mines are first the bafflefield. It is represented as: I 
and foremost a double edged deterrent. 

When initially discovered, mines often inflict heavy 5 

casualties on personnel and armor. Following the inevitable ? 

slaughter, the mines then serve as an unseen barrier that must 
be dealt with carefully. While the most common types of mine \ 

fields occur on the ground, there are also both aerial and aquatic 
minefields. 3 Since there are many different types of mines, a player 

Easily manufactured and these weapons who purchases a mine load-out should affix one of these Mine F 
come in a variety of types and have been seen in the extensive Counters to one side of a Counter Keeper. OR the other side of 
minefields in the surround the Dough Pits of Mars, in the Elienne the Keeper a blank counter should be place, which the . I  
Line On Venus, and on the Western Front of Casiad Major. Most of the mine is written, In this manner your opponent will -7 
mlnes have plastrc or ceramic cases to prevent magnetic not know the exact disposition of a minefield un ti1 he sek one 
detectfon. off. The final result would look 

There are ultimately two basic types of mines found in something like this. 
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If any model, other than the one who set the Mine, begins 
a Move action within a 3" radius of a Mine Counter it must pass 
a Leadership Test (LD) or it will set off the Mine. The reason the 
model checks within 3" as opposed to when it actually touched 
the counter is because this method represents Zhe fact that the 
Mine Counter is actually just a proxy, and the real Mine may be 
anywhere in that immediate area. Let's face it, no one would 
intentionally step on a Mine Counter, unless you were a minion 
of Muawijhe that is. 

Mines have dierent effects, which are listed tn their awn 
su b-Profile. 

A model that has the Demolition Tralning Special Abllity, 
or that fs Crawling (Minimbed Presence} through the 3" radius 
around a Mine may add a +2 to their LD test for their added 
carefulness. A model successfully making this roll does not set 
off the mine. Should a model end its turn within 3" of a mine it 
will have to check then as well as the next time it activates. 

'I 

Models wJithe Demolltior~ Speckl dbllily = +2 to LD check 
Crawling nrodels h Minimized Presence 

I 
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Demo Charges 
The designation of Demo Charge is a general term used 

for explosives designed to either create an opening in a barrier 
or to demolish an obstruction or objective. On the battlefield, a 
well-piaced demo charge can devastate the best defenses or 
pulverize mobile armor, sometimes both. 

As with mines, models carrying Demo Charges may place 
a Demolitions Counter during their activation. The Actions To 
Place (ATP) portion of the table represents the time necessary 
to set the explosive charge. 

Demo Charges are represented by this counter: 

b Models arm1 7es may p upon 
their activation. TI To Place short, 

F represents the time necessary to set the devlce. It takes the 
appropriate number of available actions for a model to set the Like mines, the explosives counters, when used as a 

lr 
charge properly. Some mines have a variable ATP and this will 

deterrent and set ofl by remote detonator, have a DV value. 

6 be listed In the mines specifics. When used purely as a demolitions charge placed on a target, 
there is no need to track the DV. 

f 
- '1 

Tha ntln~ber ofactions la place a mine properly 
is repmseniedas ATP 

.. ,' 

 he exact pobt of detonation is deterrn ined by rolling a deviati.2 
die when a mine is expfoded and moving the blast center 

a numberof inches equal to the DVvalue. 
J 

When used as a deterrent, all demo charges have their 
damage yields reduced as noted on their specific entry. 

6 
The Deviation Value (DV) of the Mine represents the fact 

F that the exact location of the trap is not known and many such 

P devices are set to go off where they will have the greatest effect. 
When a model sets off the trap, the player must roll for deviation 

4- as normal from the position of the Counter. The distance is 
represented by the DV score. This becomes the exact spot of 

C. the actual detonation and is the place where templates should 

* be centered. 

Pl 
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16.1 - Hostile Environments 
Whether freezing tundra or steamy jungle, the 

extremes of climate have always been an enemy 20 those 
who are unprepared far them. Frost can freez 31t 
as quickly as sand can jam one, and eve st 
hardened trooper will become a liability when to 
conditions he or she is unprepared to face. such n the 
character 07 man's first opponent, nature itself. In the worlds 
of the Mutant Chronicles, it is as much a force to be 
reckoned with as enemy soldiers. 

e a rifle bl 
n the ma 
exposed - . .  . 

Some troopers gain the ability to survive natively 
like the Capital Desert Infantry being comprised entirely of 
desert dwelling nomads. It comes as a great surprise to 
them when Capitol's highly vaunted Assault Marines 
collapse after marching only a few hours in the 110" day 
of the Great Rust Desert. Venusian Rangers are equally 
surprised when a proud Dragoon blunders into a strangle 
vine that any child could have avoided, or drinks from a 
stagnate pool of water that leaves them bedridden for 
weeks. 

Other troopers aain the abilitv to survive through use 
of equipment. It€ ; and boots 
for the frozen for' plex as self 
contained enviro~ hem on the 
burntng surface ~ v a c t L u l y ,  L,,, r l r c a l l  r r l e  difference 
between life and death for those forced to operate in such 
a hostile places. 

When setting up to play UWZ, in addition to the army 
and sire you wlsh to play, you will ? to decide 
where your battles wEll be fought ant rironmental 
conditions exist there. In many ca nay simply 
want to enjoy a bask game of combat with neutral 
environmental affects. This is certainly fine, e: IS 

you learn the intricacies of the game. As ill 
'increases, you may wish to challenge your d 
add some realism by introducing environmental effects. 
The following section details the available options and their 
subsequent effect on game play. 
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16.2- Effects on Play 
The type of the hazards as well as the level of their 

threat must be determined before nlav beains. In some 
scenarios, these issuas will be predeterkinevd. 
should determine this issue together prior to tt 

Environments included are Jungle, Dese 

If you are 
ie games 

no1 playing an Environmentally specific scenario, you and your opponent 
beginning. 
and Subterranean. The following chert determines the leveF of hazard: mrt, Arctic, 

Level Typical 
ves and caverns. fle, fringe deserf, sin nple caq 

Frozen tunora, jungle, desert, swamps, nazardous cave systems. 
Artic ice flows, deep jungle, deep desert, dense swamps, and geologically active caves. 
Areas unsuitable for Me, such as barren frozen moons or areas with toxic atmospheres, 
Very Lethal envjronmenfs Iike the sunward surface of Mercury. 

When operating In a I ~Itonrnent, Units must make an environmental hazard check when they activate. 
the terrain defines the Feve ~rard. Subtract the level of environmental hazard from 20. That is 
the number the troopers would need to roll under to avoid the harmful effects of the environment. This \\ 

F 
number is further modified upward by the level of survival training the Unit has received, y 

wstlle en! 
I of the hz . . 

The Fevsl of ( 1  



and any germane equipment they might posses. 

Example: Troops in a dense \eve/ 4 Venusian jungk 
would be required to roll under 16 on a 620 when they 
activate, or they would suffer the effects of the terrain. 
If these same troopers possessed survival training of 
level 3, they would need fa roll under a ?9. /f they also 
possessed an environmental suit at level2 the mEl wa~ld 
be modified to greater fhan 20, and they would have no 
need to roll af all. They would be perfectly at home in 
the environment in question. 

16.2.2- General Effects 
The following is a listing of typical effects that troopers 

suffer when affected by their respective environment. These 
effects will be used on the following charts to describe the nature 
of the various hostile environments listed. 

Reduced Morale 
Units that suffer this effect have become extremely 

displeased with the conditions in which they are expected to 
fight. Fighting and complaining among the troops is common. 
The effect is a reduction to the model's LD stat of the listed 
amount. 

Reduced Movement 
Units that suffer this effect have become encumbered by 

the nature of the terrain and suffer a loss of movement. This 
could be from tangled underbrush, shiffing desert sand, or knee- 
deep snow. The effect is a reduction to the model's MV stat by 
the listed amount. 

Combat Fatigue 
Units that suffer this effect have lost same of their combat 

efficiency due ta the conditions. The stresses of operating in 
such inhospitable conditions have reduced your trooper's ability 
to fight. The effect is a reduction to the models RC and CC stat 
by the listed amount. 

Reduced Visibility 
Units that suffer th~s effect have become blinded to some 

degree by the terrain. This could be due to tangled and dense 
foliage, blowfng snow or sand. or even fog and mist. The effect 
is a reduction in LOS to the listed amount of inches. 

Weapon Malfunction 
Units that suffer this effect suffer a series of jams and 

weapon failures. This could be due to frozen gun actions, sand 
in the firing mechanism, or moisture. The effect of this is a 
weapon jam will occur on any to hit roll result greater than 20 
minus the environmentaT level. 

Communications Failure 
This result rndicates a loss of contact with others. This 

could be caused by weather, signal obstruction, or equipment 
malfunctions. The effect is that the Unit cannot give orders, 
receive orders, or use the fornard observer skill. 

. I  
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Fatigue 
Th~s result indicates the environment is simply sapping 

the strength of the Unit in questions. They will lose 1 action for 
the round. 

Exhaustion 
This result indicates the Unit is suffering horribly from 

exposure. They will lose one action, and suffer a 4 reduction 
to RC, CC, and LD. 

Collapse 
Units that suffer a collapse simply can't go another step. 

They will lose two actions. will be unable to move, and suffer a 
4 RC, CC, and 1-0 

Exposure 
This result Indicates the trooper in question was harmed 

by exposure to the elements. This could be frostbite, heat stroke. 
jungle fever, or hypothermia. Roll a d20 once for each regular 
trooper or specialist in the Squad. On a result greater than 20 
minus the environmental hazard level, the trooper wilt need to 
be put on the sick list. He will be unable to take any actions this 
round. If two models spend an action to rig a stretcher and 
enter base contact with the stricken trooper, they can carry him 
when they move. If a medic spends an action to heal the trooper, 
the trooper can automatically return to duty with no r o l l 
required. 

&= 
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Special Effects 
The general effect list is perfect for times when you want 

to play on a "typical" type of terrain. Common ordinary jungles 
and deserts are a lot of fi theless, there win be times 
when you want more. Th: the special list comes into 
play. In each terrain sect ill list some special effects 
that you may use to spice t, .,rticular hostile environment. 

We will also include a suggest I effects chart that 
you may use. If you and your oppc t not to play with 
special effects, simply re-roll any result ot 211 that might occur 
while rolling on the fai4ure chart. 

Just the same, the worlds of the Mutant Chronicles are 
as much an opponent to you, the player, as the armies of these 
fascinating places. We urge you to try and enjoy the complete 
experience that befalls the armies of the Mutant Chronicles. 

2) Venusian Strangle Vine 
Units tha: stumble into this hazard find that the very foliage 

is trying to pull them down and entangle them. They have entered 
a patch of Strangle Vine. 

Roll a d m  for each model in the Squad. If they wll under 
twice their ST score, they manage to fend off the approaching 
vines and may activate normally. Those who fail the roll are 
pulled Prone by the vines, and must roll again. Success indicates 
that they manage to fend off the vine and besides being Prone, 
they may activate normally. A second failure indicates the vine 
has seized them, and will hold them helpless until another model 
in base contact spends an action to free them. 

The vines cannot affect a model with strength of seven or 
more. Models who enter the vines with a ST rating of less than 
seven take the risk of being entangted as well. They must check 
as above to see if the vinss qet them, before they may take an 



It is widely accepted among the ranks of the Mounted If the model is kilted, the bat will fly away with his prey. 
Hussars that the machete they are issued is referred to as a The model is lost. If the mode( stiit lives after suffering the wound. 
DET or "Dragoon Extraction Tool". The strength of the Venusian the bat wifl fly 3" more before losing interest and dropping its 
Raptor makes the beast immune to effects of the Strangle Vine. victim. The model will hit the ground as before, being stunned 
making them ideally suited for rescuing wayward troopers. and knocked Prone at his new location. 

3) Bog Venusian Rangers refer to this ordeal as 'earning your 

Modelas unfortunate enough to  suffer this fate find wingsw. If YOU spend enough time in the jungle, you'll get a flde 

themselves sinking into the very floor of the jungle. They have OR the lnrings of a devil bat- It'= a of 

stepped into a bog. This result always affects the model in the 6) Venusian Python 
Squad farthest from their Squad lead€ 1' model within Growing up to 70 feet Iong and capable of swallowing 
3" of him. Models trapped in a bag ma actions until a iivestock whole, these beastsare greatly feared. Shockingjy fast 
friendly model in base contact spends n to pull them and always hungry, these monsters can smell blood for miles 
clear. Even the slightest movement Will quicken their rate of and fear only provokes them. Hungry pythons have been known 
sinking to a fatal level. Models still trapped at the end ofthe turn to ck Vehicles, trying to get to the crew Inside. 
must pass a leadership test or suffer a wound. Those that perish ns wilt always attack wounded models first, if there 
will sink beneath the mud, lost forever. are ly PI esent Fn the target Squad. Otherwise, they will attack 

4) Venusian Mantrap the model farthest from the Squad leader. The first warning of a 
Springing up in front of the Squad is a huge Venusian python attack is the horrified scream of its victim. The snake 

Mantrap. Resembling the Venus Ftytraps of old Earth, these will lunge out of nowhere snapping at the rnodel with a lighting 
gigantic horrors feed on flesh. The monster will appear within fast bite. This attack causes an automatic wound to the initial 
10" of the Squad leader. Use the deviation nhes to determine targel. and Prompts an immediate Moraie check for d.  
exactly where. The Mantrap is then considered for purposes of If the Target of this first attack was killed by d, 
targeting an enemy model. This Sf 4 beast has AR 22 and 3 this will signify that the snake swallowed the target whole. 

If it is not killed by the end of the turn, it will attack the Venusian Pythons have a Dire Rating of 5 when they are able to 
~ini within 6" with a CC 15, DAM 15 attack. If there are swallow the first target whole. 
Es within 6" of the beast, it will slither back into the If the Squad does not panic, the Python will withdraw into 

jungle and disappear at the end of the round. the trees or hole from which it came. intent on looking for easier 
5) Venusian Devil Bats game. However, if they do panic, this will onty provoke the 

These gigantic winged horrors lurk high in the jungle moflster. He will strike the next closest target as before, 
canopy looking for prey. When they spot a vvrctim, they drop prompting another Morale check- 
from their perch snatching the target in their powerful claws as Squad breaks due to the second strike, the python 
they attempt to fly away with him. Once they have a target in wi m e  more time before he become sated. 
tow, they emit a near ultrasonic screech that can be heard for Ot le will withdraw to digest his 
miles. medl ur sedrch tor easier 

t 

D~vf l  bats always attack in packs of 1-4. Roll a d20, A Prey. 
result of 1-5 means one bat appears, 6-1 0 means two bats, and 
so on. The bats will tarnet the model farthest from the Squad 
leader first. Each b 
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no save against thi 
less effective against SL z models. Whlle tne torce of 
the Impact and the 
wifl make the use a 
break free. Devil ba 

On1 ~atches a victim, the 
from the : der, dragging the tar 
target rnr  a roll less than do1 
score, they escape 
new location. Failure drags the target another A", at which point 
the bat will get the model airborne. 

RorT another d20. On a roll greater than double his or her 
strength score, the victim will escape I ?rasp falling to 
the ground. They will be stunned, los on when they 
next activate, and will be knocked Pror indicates they 

.vill be flotb~ I a rwu ICI. 3", and suffer 

,Tic I wound from the powerful claws. 
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Failure I Special 

Effects Chart b 
Squads forced to endure jungle fighting suffers the automatic limitations listed in the below chart. Squads that fail their % 

environmental hazard check upon activation must roll a d20 and mnsult the failure chart. They suffer that effect as well. 
'I 
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7-13 Cambat Fatigue -2 6-10 Insect Swam 

Combat Fatigue -3 d Movement -2 
Reduced Movement -1 

7-13 ColIapse 
44-1 9 Exposure 

f6.2.3- Desert Terrain 
No matter if in the Great Rust Dsserton Mars, the radiation special effects that you can add to your desert special effects 

mvag len, or a v t desolate charts to make them unique and interesting. ed lands ( 
and in the 
things in . . -, 

~f Dark Ec 
Graveton. 
common. 
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1) Dust Devil 

and cola. I ney all surrer from an appalling amount of sana ane 
Blowing up out of nowhere, these tlny tornadoes block 

dust and they all lack fresh water. 
LOS. Place a sm: te over the Squad leader 
and randomly dev~ iny Squad member under 

General Desert Limitations the template cann ut  of the blowing cloud of 
The biggest concern for troops in a desert fight is keeping dust. Any LOS thb~ pdssas uvar ure tempTate is blocked. And 

their weapulis and gear clear of sand. No matter how careful a any gas temptate touched by the template is irnrnedtately 
trooper is, sand gets into everything and many a trooper has removed. 
lost his life due to a weapan jam caused by a single grain of At the end of each Squad member's activation, the 
sand. Another problem is nIOVemeI?t. Walking in sand takes ten template will move 3" in a mndom direction. p,t the end of the 
times the that walking on solid ground does, and running Squad" turn, the effect will disperse. Remove the template from 
is all but impossible. Finally, the extreme heat of day and freezing play. 
cold of night causes additional problems. There L no misery 
worse! in Hell than shivering in a frost covered foxhole all night, 2)  Sink Hole 
while suffering from an extreme sunburn you gat earlier in the Models that suffer this effect have trampled over an 

day. emerging sinkhole or termite mound. The ground under them 
has collapsed, leaving them Prone at the bottom of a crumbIing 

Special Effects hole. Th~s effect will always befall the model farthest from the 
Not all deserts are the same. The general list enumerates leader, and any models within 3"' of him, 

the general traits of dealing with combat in the desert, That's It will take 2 actions from a 
fine for typical use, but there will be times you want to fight in a friendly model extract b\ 

7- 
3- 

specific desert with specific special effects. Below is a list of model. friendly model 
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within 3" of the fallen model to 
help. Models may not Climb out 
of these pits, as the edges are far 
too crumbly to offer a hand or 
foothold. 

3) Cloud Burst 
All deserts get a certain 

amount of rain. The problem is that 
the rain comes so infrequently that 
when it does it runs off in raging 
torrents before it can soak into the 
parched ground. Models affected 
by this effect are struck by a Rash 
flood caused by a sudden brief 
torrent of rain. 

Randomly deviate a marker 
7-70 inches from the Squad leader 
or reference model. Then 
randomly generate a direction. Any 
model (friend or foe) of less than 
size three within 6" of the marker 
will be swept 1-10 inches in the 
direction determined. and knocked 
Prone. They may then activate 
normally. 

4) Blood Thorn Vines 
Blood Thorn Vines are 

barbed. tough, and sentient vines 
P that grow on the shady side of 

rocky craas or sliahtfy ~ n d e ~  the surface of the desert sand. 
some con n a natural by product of centuries of war, 
while 0th le the Dark Legion for these harrible 
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abominalir tever the truth, one thing is for certain - 
F they are g! acruy IWI ed. The Blood Thorn Vine feeds on human 

f 
blood. 

Any model in cover, minimal presence, or Prone during 
p the attack of a Blood Thorn Vine is in deep trouble. The vines 

I / wrap around them, and then rend them with razor 
e ! )s. This represents a DAM 10 attack. Those who fail 

C '  wound. 
I nose who survive the first attack may activate normally. 

rhey are considered entangled by the vines, and can do nothing 
3ut try to escape. Roll a d2O. If the total is under double their ST 
;core, they escape the vines. Treat them llke standing rnodek. 

p Failure indicates the action was wasted and 1 still 
entangled. If a standing friendly model spends I to 

P disentangle a victim, he may add the victim's ST tl ber 
he needs to roll under in order to succeed, but he must first 
suffer an attack as listed below. 

;hey are I 

an actior 
n the num 

F Standing models (models not in cover. MP, or Prone) will 
be affected as well, but to a Fesser degree. So long as they 
spend their actions to move, they wjll be unaffected. If they stop 
to perform any other action ot 
a model), they will be attacked 

her than r 
with a DAI 

nove (including freeing 
M 8 attack immediately. 

n Jhose wno are wounded but not 
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led will be considered entangled 

1, -- e the above models. 
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Models reduced to 0 wounds by the Blood Thorn Vines 
are immediately killed. They're bbod and bodily fluids will be 
consumed by the vine in seoonds, and nothing but a dried husk 
will remain. Medics can do nothing for a victim killed by Blood 
Thorn Vines, 

s horror u 

n rumorec 
,itlons tha 
vever. this 
. . . . I * . . .  

CapitoE and Imperial Special Forces have bee 1 
to use Blood Thorn Vines lo  deny hard cover pos t 
overlook their trench lines and landing zones, Hov 
practice is frowned upon by the Cartel, since Blood Thorn vlnes 
are practically impossible to permanently remove once they take 
root in an area. Blood Thorn Vines have been found near every 
Dark Citadel every examined, so there may be some truth to 
the claims thi )as introduced by the Dark Legion. 

Adders 
I( Adders ; 

-. 

vith ease. 

6) Rock 
Rocl are one of the most dangerous snakes 

known to man. They are nearly invisibly in a desertenvironment, 
and live in communities made up on hundreds of snakes. Their 
bite delivers a neurotoxin so powerful that most victims don't 
even register the bite, and the larger specimens can bite through 
boot leather b 

Models bitten go mad, often screaming wild claims of 
conspiracy and treachery before they begin to hernorthage from 
the eyes, ears, ano mouth. Coma soon follows. The snakes 
then digest their meal at teisure. by drinking the blood spilled by 
their unconscious victim. 

Squads who have passed through a Rock Adder den will 
have 4-4 rnodek affected. Roll a d20. 



b result of 1-5 means one, 6-10 indicates two victims. 17-15 indicates three victims, and 16-20 indicates four. 
Once the number of victims is determined, roll a d20 for each startrng with the Squad leader and taking the models in order 

of distance from the Squad leader, Any who roll over 10 are victims. Keep rolling until you have the correct number of models 
affected. 

Models who are affected must roll on the following chart for each of their actions. They will take the action listed: 

by Rock Ac 
lgerous to 

7) Sand Stom 
Sand Storms are one of the most devastating events in the desert. All LOS immediately becomes zerc, and movement 

become completely impossible. The stinging sand can strip the paint off a Vehicle, and reduce a corpse to bare bones. When a 
sand storm strikes, the battle is effectively halted. The following rules apply: 

1 

ROCK ADDER CHART 

All flyers will make an emergency Ianding in the nearest open space available lo them /n their forward facing, even if they 
have already been activated. They will begin the next lum on the ground af their new location. I f  there is no area large 
enough for them to land within 6" and within their forward facing, they will crash in the storm. 

1 4  

5-4 

110-74 

15-19 ~ 
2 0  

A// troops engaged in CC will automafically break CC moving to the nearest open space at least X inch d!rec!ly away from 
fhs enemy they were fighting, and ending in a randarn facing. This occurs elen if the Squad was previously activated. 

The model wlll madly rant that the nearest friendly model is an enemy spy. The Squad the model is in as 
well as any model outside the Squad that he accuseswill lose any hidden or stealthy status. 

Claiming there is incoming ffre, the model wlll charge the closest friendly model making an unmodified CC attack. 
If successful, the target model will be knocked Prone. If there are no rr.odels within charge range, he will dive for cover 
in a random direction (but not go Prone himself). 

The model has begun to hemorrhage, and wilt spent this action coughing up blood. The realization by the others 
of what they are up against will prompt an immediate Morale test. Only 1 Morale test is required no matter how many 
models are affected. 

The model will attack the closest friendly, claiming the model is an enemy infiltrator sent to destroy the Squad. 

The model will begin to hemorrhage (if not already), and then collapse into a coma. Remove the model from 
play as a casualty, and make an immediate Marale check at -4 for the Squad if they haven't rolled already. Oddly, the 
toxin is not lethal unto itself. Rock Adders won't feed on the dead. At the end of the Squad activation, models that ate 
hemorrhaging will suffer a wound from blood loss. Those that neither hemorrhaged to death nor succumbed to coma will 
return to their senses the next round, activating Prone and a bit confused but othewise normal. 

The Rock Adders use dead bodies as incubators for bab Iders. For that reason, the dead who are not 
recovered immediately are often left to rot. They're simply too dan approach once the Rock Adders have had a 
chance to get to them. 

AN Waif sfatus wiI/ be lost, and all fire missbn aborted. 

* The turn will immediafely end. 

Effects Chart 
Squads forced to endure desert fighting suffers the automatic limitations listed in the below chart. 

Squads that fail their environmental hazard check upon activation must roll a d20 and consult k\ 
the failure chart. They suffer that effect as well. 
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7-1 3 Fatigue 6-10 Sink Hole 
14-19 Exhailstion 

Reduced Visibility 24" 

6 0 Rock Adders 
11-1 5 Rock Adders 

Sink HOIE 
Cbud Bu 

16.2.4- Arctic Terrain Squad leader will be affected, and any model within 3" of him. 

The seemingly endless white expanse of an arctic ice field These models will be knocked Prone at the bottom of the 

or frozen plain can drain the very life from those forced to fight c"vasse. 

there. The cold permeates everything, making the most simple It wlll take 2 actions from a friendly model to extract a 
of movements a challenge. fallen model. The friendly model must be within 3" of the fallen 

General ArctJc Limitations 
The biggest problem with arctic fighting is of course the 

cold. Exposure related issues often incapacitate as many 
tmopars as the enemy does in the deep arctic conditions. The 
endless expanses o ss white also have a demoralizing 
effect on the trool hopelessness often affects the 
efficiency of troops tight under such conditions. 

Special Effects 
9 )  White Out 

Better than 90% of all radiant solar energy is reflected 
away in arctic conditions. There are times when ice particles in 
the air combine with reflected sunlight to cause a dazzling effect 
that can blind even those wearing proper eye protection. 
Everything is bathed in a brilliant white clinging light, and solid 
objects appear as only a nondescript shadow amid the glare. 

Models afected by white out must roll a d20 when they 
activate. The result is the range in inches at which they can 
effectively see for the round. 

2) Hidden Crevasses 
The frozen ground has given way under one or more 

model to help. Models with the Climb Special Ability may Climb 
out by using all 3 of their actions. 

3) Extreme Wind Chill 
Squads affected by this result find themselves in a position 

where harsh arctic wind is blowing strongly on their position. 
The corresponding wind chill effect is extreme, plunging the 
effective temperature nearly 50 degrees. Temperature this cold 
can freeze exposed skin in less than a minute. 

Models in the Squad will be subjected to an environmental 
hazard ATS 15. Failure indicates a wound is suffered due to 
frostbite ar hypothermia. 

4) Arctic Mirage 
There are several types of mirages that can be seen In 

arctic conditions. The most prevalent is known as a superior 
mirage. This type of mirage occurs when an extremely cold 
layer of air forms in an inversion layer over slightly wanner (but 
still very cold) surface &.The effect is that surface details appear 
to be projected above the ground. Troopers completely hidden 
in a trench line might appear to be standing in the open behind 
it. Troopers hidden behind hilts might appear to be on top of 
them. 

Squad members, dropping them Another common mirage is the Fata Moqana. Caused 
a Crevasse hidden beneath the by the same type of inversion layer as the superior mirage, 
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times, there appears to be more than one horizon. This is a 
particular hazard fa flyers, since the momentary loss of a visible 
horizon can prompt sudden and dangerous altitude shifts. or 
even a loss of control. 

Surface models that suffer a mirage effect must roll a LD 
check before every ranged attack. Failure indicates they have 
targeted a vision that is not real. The shots will automatically 
miss the target. Channeling efforts wilF automatically fail. 

Flying models that suffer this effect must toll a LD check 
at the beginning of their activation. Failure indicates the pilot 
has lost sight of the real horizon. Roll a d20 and wnsult the 
following chart. 

16-1 7 Change two Altitudes. 
18-1 4 Change three Altitudes, and turn Za a 

random direction. 
stalled or put in a spin. 

mbered rE 
jt. An eve 

.- 

!suit indic; 
n number 
. . ". . 

An odd nu ates the pilot descends the 
indicated amour indicates the pilot climbs 
the indicated amount. It the altltude change puts the craff in 
contact with the ground or a result of 20 renders the Vehicle out 
of control, roll another d20, ff the result is under the LD of the 
pilot, he or she will regain control at one height band off the 
ground pointed in a raudom direction. Failure indicates the 
Vehicle has crashed. 

5) Minor Avalanche 
This result indicates that a minor avalanche or ice 

eruption has swept the Squad away. Roll for a random direction. 
Each Squad member will be carried $-I 0 inches in that direction. 

Once the final location for each model is determined, next 
roll an LD test for each model. Those that fail are buried in 
snow and ice and unable to move. A friendly model in base 
contact must spend an action to dig them out before they can 
take any actions. Those that pass are knocked Prone, but can 
be activated normally. 

For the models that are buried, roll another LD test. Those 
that fail a second time are completely buried under the snow. 
Remove them from the table, but keep them separate from your 
ofher casualties. It is possible they might still be saved. 

Surviving members of the Squad that wishes to search 
for the buried may do so for one action. Roll a d20. On a result 
of 1-5. they wilr find a buried model. Return the model to the 
table, placed Prone in base contact with the model that found 
them. 

Models that are not recovered by the end of the Squad 
activation will suffer a wound. Models with multiple wounds will 
suffer an additional wound at the end of every friendly Squad 
activation after that, until they are either saved or they perish 
beneath the snow. 

Combat Fatigue -1 1-6 Reduced Movement -1 f-5 White Out 
7-1 3 Reduced Morale -2 6-10 White Out 

1 - 7 5  Hidden Crevasse 

Cornbai Fatigue -2 1-6 Reduced Movement - I 1-5 White Out 
Redtlccd Morale -2 7-13 Reduced Morale -4 6-1 0 Hidden Crevasse 

14-19 Fatigue 11-15 Artic Mirage 
1 '  20 Roll on Special Chart , 76-20 Extreme Wind Chill 

Combat Fatigue -3 1-6 Reduced Movement -1 1 -5 Hidden Crevasse I 

Reduced Morale -4 7-1 3 Exhaustion 6-10 Artic Mirage 
Reduced Visibility 18" 44-39 Collapse 74-15 Elrtreme Wind Chill \ 

\ 

7-8 Combat Fatigue -4 1-6 Exhaustinn 1-5 Artic Mirage 
Reduced Morale -6 7-1 3 Collapse 6-10 Extreme Wind Chill 

I I -? 5 Avalanche Reduced V~sibility 72" 14-1 9 Exposure 
Reduced Movement -1 

9+ Combat Fatigue -5 1-6 Collapse .F-5 Extreme Wind Chill 
Reduced Morale -8 7-a3 Exposure 6-1 0 Avalanche 
Reduced Visibility 6" 14-1 9 Exposure 77 -1 5 Polar Worm 
Reduced Movement -2 20 Roll on Special Chart 16-20 Polar Worm 
Fatigue - ,A -7- -* 
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6) Polar Worm 
Polar Worms are tunneling predators who are attracted 

to warm blooded creatures. Growing up to 20 feet long, these 
worms tunnel through ice and snow by the use of a chemical 
secreted from glands in their body. This chemica1 generates 
intense heat, allowing the worn to literally sllde through ice and 
snow like a hot knife through butter. 

Polar Worms attack by rising up and spraying their prey 
with a concentrated version of their chemical secretions. 
effectively setting them on fire. She farthest model from the 
Squad leader, and anybody within 3" of him will be attacked in 
this way. The damage is DAM 12 Residual. Those that perish 
will slowly sink into ice below due to the burning chemical, to be 
eaten at the Polar Worm's leisure. 

The worm will continue to attack until a model is killed. or 
he has sprayed his target twice. If they manage to survive two 
attacks, the worm will lose interest and move on to easier prey. 

Effects Chart 
Squads forced to endure arctic fighting suffer the 

automatic limitations listed in the chart to the left. Squads Zhat 
fail their environmental hazard check upon activation must roll 
a d20 and consult the failure chart. They suffer Zhat effect as 
well. 

16.2.5- Subterranean Terrain 
The dark caverns and passageways underground can be 

as cold and inhospitable as the most desolate ice field and as 
treacherous as the densest jungle, Often dark and shadowy, 
and littered with winding passageways and rough terrain, a 
subterranean campaign can test the more dedicated warrior's 
will to fight. 

General Subterranean Limitations 
The most difficult part of dealing with subterranean terrain 

is the lack of communications. The solid rock blocks most 
transmissions, and even short-range communications is erratic 
and unreliable due to the unpredictable nature of the rock 
compositions around the troopers in question. Morale is also a 
problem. Even the most stalwart trooper begins to become 
uneasy after a period of time spent underground. Some attribute 
this to the lack of sky overhead. Some say it's due to the nature 
of the enemy you face there. The enemy can come at you from 
any direction while underground. Nowhere are you safe. Lastly, 
the rocky terrain is very hard on weapons and equipment. 

Special Effects 
I) Falling Rocks 

Whether due to geologic activity or the rumbling of 
explosions, falling rocks and cave-ins are aTways a danger when 
fighting underground. In this case, the Squad in question has 
noticed a rain of small rocks and debris raining down from above. 
This is a rather alarming event at best. The Squad must make 
an immediate Morale check. Failure indicates they panic at the 

r. thoughts of being buried alive. 

\v 

2)  Seismic hernor 
Quakes and tremors are nothing new to those that live 

underground. The very act of blasting out a new passage or 
space for a new dome can cause tremors and rumbling for 
weeks. In this case, the tremor IS significant. The Squad in 
question is knocked of€ its feet by the severity of the quake. 
Mark all models as Prone. 

3) Poison Gases 
Either by thermal inversion of an underground water 

source or volcanic venting deep underground, this area has been 
contaminated with poison gases. Mark the location of the Squad 
leader or reference model. Anybody within 6" of that spot is hit 
with an ATS 10 attack. Models who fail the save verses this 
attack will fall unconscious. 

They will remain unconscious until they are dragged wt 
of the area of effect. A model may drag another model of his 
size or less at half their movement rate. Models stiPl present at 
the end of the turn will suffer a wound. 

4) Volcanic Venting 
Unexpected tectonic pressures have forced a powerful 

venting of superheated materials to erupt under the Squad. The 
entire area is obscured by smoke and steam, lowering visibility 
within 8" of the Squad leader to zero. All models inside this area 
of effect are hit by an ATS 15 environmental hazard due to the 
heat and toxic gasses. 

5) Feral Lampreys 
These greatly feared creatures are basically hugs 

leaping bloodthirsty leaches. While many citizens share the 
popular belief that these creatures are actually the reincarnated 
form of divorce attorneys, they are in reality far more devastating. 
They can suck the life out of a typical trooper in a matter of 
minutes. Divorce attorneys typically take a bit longer. All kidding 
aside, the feml Lamprey is greatly feared for its methods. 

Phis result will afiect the farthest model from the Squad 
leader, and any model withfn 6" of him. 1-4 Lampreys will attack 
any trooper in the area of effect. Roll on the following chast for 
each trooper: 

7-5 One Lamprey: 12 will take one action to remove the 
beast. The model suffers a DAM 8 attack. 

6-1 0 b e  Lampreys: It wilt take two actions to remove the 
beasts. The model suffers a DAM 12 attack. 

I?-1 5 Three Lampreys: Ft will take three actions to remove 
the beasts. The modeT suffers a DAM 16 attack. 

16-20 Four Lampreys: You are helpless to escape them 
without aid. The model suffers an automat~c wound 
per round. 

Friendly models may spend an action to remove a lamprey 
from a model in base contact. 

7) Mercurian Komodo Dragon 
Growing up te 30 feet long with a tongue like a whip, 

these beasts are the scourges of subterranean life. Extremely 
powerful and always hungry, these monsters lurk along ceilings, 
ledges, or inside of crevasses waiting patiently for prey. 

Dragons will always attack wounded models f i r s t ,  

'L 



if there are any present in the target Squad. Otherwise, they will attack the model farthest from the Squad leader. The lizard will 
lunge out of nowhere striking his first target with his lighting fast tongue and yanking the poor victim inta his gaping maw. This 
attack causes an automatic wound to the initial target, and prompts an immediate Morale check for the Squad. 

It the target of this first attack was klled by the wound, this will signify that the lizard was able to eat the target whole. 
Otherurise, they will spit out the trooper leaving him stunned and Prone. Komode Dragons have a Dire Rating of 5 when they eat 
their first target. 

If the Squad does not panic, the Lizard will withdraw into the hole from which 3t came, intent an looking for easier game. 
However, if they do panic, this will only provoke the monster. He will strike the nzxt closest target as before, prompting another 
Morale check. 

If the Squad breaks due to the second strike, the Lizard will strike one more time before he become sated. Otherwise, he will 
withdraw ta digest his meal or search for easier prey. 

Effects Chart 
Squads forced to endure subterranean fighting suffers the automatic limitations listed in the below chart. Squads that fail 

their environmental hazard check upon activation must roll a d20 and consult the failure chart. They suffer that effect as well. 

Level Automatic Limitations Failure Chart a l  Chart I 
Cornrn Failure 1-6 Weapon Malfunction 7-5 Falling Rocks 

7-1 3 Reduced Morale -3 6-10 Falling Rocks 
f4-I9 Combat Fatigue -1 1 1 - 1  5 Seisrnfc Tremor 
20 Roll on Special Chart 16-20 Seismic Tremor 

W 

I 
Comm Failure 1-6 Weapons Malfunction 1-5 Fnllinq Rocks 
Red~tced Morale -3 7-t 3 Combat Fatigue -2 6-? I? Sebsmic Trcrrlor 

Cf 14-19 Reduced Visibility 24" I 1.1 -15 Pnison Gases 
W 20 Roll on Special Char1 16-20 Vc~lcan c Venting 
F- I 

- - - 

m 
31! Comm Failure 1-6 Combat Fatigue -3 1-5 Seismic Tremor 
Ifl Red wed Morale -4 7-13 Reduced Vbib~lity 18" 6-f0 Poison Gases 

Weapons Malfunction 14-19 Fatigue 11 -1 5 Volcanic Venting 
20 Roll on Special Chart 66-20 Feral Lampreys - 

7-8 Comm Failure 1-6 Combat Fatioue -4 1-5 Poison Gases 
Reduced MI 743 Reduced Vislbrljty 12"" 
Weapons Pd I 14-19 Fatigue 
Reduced Vi Roll on Spcxial Charl 

9+ Comm Failure 1-6 Combat Faligue -5 1-5 Volcanlc Venting 
Reduced Morale -6 7-13 Fatigue 6 4 0  Femt Lampreys 

I Weapons Malfunction 14-19 Exhaustion 11 -1 5 Mecurian Komoto 
Reduced Visibility 12" 20 Roll on Special Chart 16-20 Mecurian Komoto 

Volcanlc 
feral Lar 
Mecuriar 
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You have learned about how your troops are created and studied how those troops interact. Now that you have picked up 
the basics and decided on the environment for your game, we should turn our attention to getting started. Battlefields are not i 

merely flat, featureless plains, they contain hills and woods, walls and streams. We call these features terrain. In UWZ, these 7 

can be represented with models purchased from your local hobby shop or by simple household substitutes. For example. you 
may use books to represent hills. That said, the first thing you wilt need to do is lay out your terrain. There are a number of ways I 

to decide this, and in a standard game of elimination (the term we use when two players are fighting untit only one remains), we 
recommend the following method. t, 

Both players roll ld20. The person with the higher score gets to choose a piece of the availabte 
terrain and place it anywhere on the table. The player with the lower score then places one feature. 

Players alternate pfacing the available tern I1 of it (or as much of it as you have ,a, 
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out from underneath it. In the case of a Squad Leader, the remainder of the squad is then placed anywhere within Command 
Distance around the Leader and within the specified deployment zone. 

The only other way to reveal an opponent's unit that is still face down and unknown is to get a friendly unit within a certain 
number of inches from the target card. Your unit/rnodel must be within its LD value in inches of the unrevealed unit, and it must 
have an unobstructed line of sight (LOS). A model with a LD of 12 would, therefere, be abte to reveal a card if it moved within 
12 inches of It and had LOS. This does not reveal models that are Hidden, though it wil1 reveaF a False Lead, however. In the 
case where the model is Hidden, the player should simply be told that the friendly model apparently sees nothing, 

Models that are hidden, i-e.. using the special abilities that simulate things Ilke Stalk, Stealth, etc. do not have to reveal 
themselves when activated, if they da not perform an Action that will take them out af Hidden status. In other words, the Unit 
Card is placed face down at the tFme of deployment. When that unit activates and it decides to Wait, Infiltrate, etc., the 'Unit 
Card will stay face down or move along the battlefield if the unit can move while Hidden. Once that unit pertoms an action that 
will cause it ta be revealed, the Unit Card is flipped, and the models are deployed as described above. 

There are certain spells and effects that may impact Unit Cards at the time of deployment. When these effects allow your 
opponent to deploy one of your forces, the Unit Cards are no2 used. Instead, you place the models themselves on the table. The 
player chooses blindly (in most cases) from the deployment cards you have rnintis any false leads. The card he has chosen has 
its models placed on the board. In the event that he has selected a squad leader, the whole squad is deployed as well, and that 
card is removed from the deployment pile. The only exception to this rule occurs if your opponent forces you to deploy a unit 
that starts the game Hidden. In most of these cases, you use the Unit Card to deploy the unit. Your opponent simply 
determines the location of the Hidden Unit. 

Once all cards have been deployed, any special rules or army effects occur. Initiative is then rolled (adding the highest LD 
scores) and play begins. When all that remains is for False Lead cards to be activated, treat that card(s) as a Hidden model. 

Once you've done all that, you're ready to start fighting! 

-- -- 
' 
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Dark Legion Pfayer 

Deployment Phase 

All cards are laid out in an 
alternating method, 'ace down. You 
may have your cards overlap or 

Capitol Megacotporafion Player touching. 
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Four Player Set Up 

In a four player game, all other 
rules apply as normal. The only 
difference is that the Deployment 
Zones of each player extend to the 
table edges. 



P Deployment: Any special rules for the set-up of deployment 
zones and unit cards are detailed here. 

Adding More Dimensions to your games. 
Ll Special Rules: If the scenario uses any special rules or 

time restrictions they wil4 be detailed in this section. 
In the worlds of the Mutant Chronicles, batttes are just 

as often fought over specific objectives than they are about 
simply eliminating an opponent. Tht ations of the 
powers in UWZ are as varied as they are lable. Border 
disputes, espionage and secret raids , rt and parcel 
for the Megacorporations. With the ~ ~ L U I I I  UL r ~ l e  Dark Soul 
and the advance of his Dark Legion these conflicts have 
escalated to fevered pitch. Scenarios allow you, the player, to 
take par4 In the evolving storyllne of the Mutant Chronicles. 
Scenarios give a fiavor and purpose to batEtes by creating an 
interesting backdrop for your games. Linked together in a story- 
like fashion, scenarios create what we refer to as a Campaign. 

There are endless numbers of scenarios that can be 
created for your armies to war in, scenarios limited only by 
your imagination. We encourage you review the samples we 
have provided below and come up with some of your own. If 

up with a good one (or ten), please come to the 
~ n d  share them with your fellow pla] ~elp 
you to the design of a scenario, we h; asic 

LWTI I ~ U I  I G I ~ ~ S  assembled below as well as instrucllul yl IIOW 

to use these components in your games. Following this 
information are a number of basic scenario rubrics from which 
you can enjoy an endless series of games in the Mutant 
Chronicles Universe. 

f8.2- Choosing a Scenario 
Before you play a game of UWZ yau'TF need to pick a 

: machin; 
: unfathorr 
are all pa 
.b. .-- -6 &I. 

scenario to play; the rubrics below are a good place to start. 
At some point you will want to desfgn scenarjos of your own. 
We recornme he existing scenarios to make 
new ones f i ~  juently one of the overlooked 

!nd you tq 
;t as bala~ 
areas in 

r altering t 
nce is fret 
scenario ' or misjudged creation. 

Motives: The battles have been furious ana exhausting. 
After days of fighting the defending player has secured a strategic 

J the Lin 
- 

position that contains some great advantage in the campaigns 
to come. He is detemlined to hold this position or die to the last 
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The attacker has sent out a greatly depleted hunting force 
to remove them before their reinforcements arrive (turn 6). The 
attacker must kill every soldier in the entrenchment area and 
occupy it at the end, or have driven them off and blocked them 
from returning to it by the end of Turn 6. 

Players: 2, 4, 6 
Points: Defenders= 750 pts 

78. I- Scenario Formafs 
While the information contained in any given scenario 

wlll vary, onents used to design a scenario remain 
largely co e do this so players of Warzone: Universe 
Under Sk orld over will Re able to share and enjoy 
games with a common frame of reference. Each scenario has 
seven different parts that you need to be familiar with. We 
have described these parts below. 
Ll Motives: Why are we fighting? This section details the 

back story for why thls event is taking place. It may be 
a simple as a basic sentence or two, or involve a short 
set-up story if you are particularly creative. 

1;1 # o f 1  rested number of players for a 
S C ~  here. 

Point: sted total Point Allowance, which 
eaLll I awzr !drlo may use to build their forces 
with. Normal Army Construction rules apply. 

U Victory Conditions: These are the special conditions or 
events that determine when a scenario is won. Not all 
games require the complete destruction of your 
opponent's army after all. 

Attackers= 1400 pk  
VC: Attacker must force the defender out of the 

entrenchment before turn 6. 

Defender must hofd the position till the end of round 
6 of game play. 

Set-up: The defender is placed in the center of the board 
in a 12" squared area (add 6" for each additional 2 players), 
this may be a fort, foxhole, buildingls), etc. Whatever it is, it 
should have great cover advantages. We suggest the position 
comes with full hard a 

Surrounding tl ernent should be a cleared area 
(or kill zone) of at lez -his area should be devoid of 
almost any cover. Beyona tnis  ill zone there should be cover 
and terrain of varying types. 

Deployment: Attacker sets up his forces after the 
defender has stationed his in the entrenchment area. The 
attacking pfa ; he is there after all. The att, d 
deploy withrr ;hes of any fable edge. Unit s 
for the defen as nomal. The attacker does nor oeproy 
with Unit Cares, 

Speciaf Rules: 
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Set-up: This item provides specific infomation on setting Defending players warbands never flee the position 
up the playkng field, including any unique requirements , ,,,(t of fear. though they may be moved f ~ e l y  
that the scenario calls for. These requirements when notpanicked 
encompass the placing terrain and other features the 

scenario may require. All defending unifs are considered In command radius -. so Eong as they  are in the entrenchmenl 
4 Remember that fhey are despemte and awaitin 

relief: 
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cenario : 
n Hunt the Arm! 

Motives: &citing news has reached your superiors that 
the rare substance known as Tritium has been uncovered. The 
scattered remnants of a fafling meteor, these fragments are 
highly sought after by bdh the Megacorporations and the Dark 
Legion. Properly processed this element is a unique source of 
energy. To a Channeler, it is a powerful enhancer.The retrieval 
of these items is your first priority! 

Players: 2-4 
Points: 1200 points 
QC: Accumulate the most Kill Points and Tritium Counters 

in 8 h t to the deployment area for 
full CF for models in possession of 
Tritiur 

ic scenar 
defensive 
- A -  ---.- 

Motives: This class ,io reqgires players to 
manage both offensive and 8 styles of play. It serves 
as an excellent introductory soenano. 

Players: 2-4 
Points: 750-2000 
VC: A player must acquire the enemv armies command 

and bring it safely 5ploymenl 
Set-up: Thc )f the bog I contain goad 

amounts of terrair er. Army post positions 
are placed at the center of the far sides of the board opposite of 
each other in the Deployment Zones. Players should designate 
an item as representing the cammand posl. You may use 
Megacorporate counters, Counter Keepers marked accordingly 
or anyth~ ou can think of. 

DE t: Deployment zones should be up to 12" 
along ea : the army command post and up to 6'9wp. 

Special Rules: 
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ast turn. 
-,-- m-, L .  aer-up: F ne Doara snoura oe covered with various types 

of terrain which are placed in the following manner. Divide the 
board into four quadrants. Mark each area as 14. Roll Id20 
where I-5=Quad 1,6-10= Quad 2, '12-1 5= Quad 3, and 16-20= 
Quad 4. Each roll determines the placement of piece offerrain 
and players shoutd alternate rolling and placing with each other. 
Once terrain is placed, each player places one Tritium counter 
(in succession) at/ under a piece of terrain determined by the 
same method as placing terrain above. There should be 10 
counters used per player. No Tritium counter should be placed 
within i 5" of the table edge and not within 6" of another counter. 

Deployment: Determine deployment as normal. 
Special Rules: 

ing else y~ 
!ploy men 
c h  side of 

It takes one action to pick up the important documents 
and data discs in the command post. El takes one action 
to pass these command items in base-to-base contact 
with another trooper. 

I f  a model is killed in CC, the winning mode! 
automatically acquires the command token with no 
expense of acfions. 

* Tritium counters require an action to find and a 
successful LD test to acquire. They are kept with the 
model carrying them until fhey are brought back to fhe 
deptoymenf zone. Tritium is light weight and 
unencumbering so a model carrying one may srlll fight 
and defend itself:. 

- The item has an armor of 12 and 10 wounds. 

The command token lies where il falls i f  the model 
carrying it ts kilied in RC. 

Models carrying the token may use RC weapons. 

The token can be feleported. R Triium Counfer is lei? in place when a figure is killed. 

The token can be camed by Mounted Tmops * A  TritiM Counter is transferred when s model carrying 
if is killed in CC. Transfening Tritjum Counters occurs 
from model to model in base to base contact at the cost 
of one action. 

The game has an B turn time Ilmif. I f  no one has brought 
the command token to their deployment mne by fhe 
end of turn 8. Points are awarded for eaclr model hilled 
and a bonus applied. The bonus is calculated by 
measuring the distance a command faken is from the 
deployment zone, subtracting that number from 20, and 
multiplying that number by 5. 

= Tritium Counters count fur Victoty Points. To determine 
their purifx fhey musf first be $sough! to the Deployment 
Zones. Or a d20 js roiled. The number is 
multiptied b number of points is added to the 

rce there 
y 3. This 
:tory Pool . p!ay-irs wid 1. This occurs for each Tritium 

Counter retrrevecf. 
For example: Player 1 has his captured command token 
6 inches from the DZ. Player 2 has his captured - A model may carry any number of Tritium Counters command token 9 inches from the DZ. 

without impeding its movement. Player I: Step f )  20-6= 94 Step 2) 74 X 5= 70 points 

The game is sei for a 8 turn time limit. Player 2: Sep 7) 7- f 7  Step 2) $ 7  X 5= 55 points 

* Tritium Counters cannof be teleported because their 
unrefined nature prevents their movement via channeling 

of any kind. 
? 



Motives: 'Mavin~ a home field advantage sometimes 
assures victory if the battle is properly planned for. This mission 
requires a powerful and prepared army to be forced off the board 
or destroyed. Tricky, but not impossible for the superior 
commander. 

PEayers: 2-4 
Points: Any number of pts {though they must be equal) 
VC: Defender: Sutvive! 

Attacker: Annihilate the enemy. 
Set-up: The defending ptayer deploys on one side d the 

board in a i 4* deep deployment zone that runs the length of the 
board. The defender is the only playerwho may use deployment 
cards and has no False Leads beyond the troops cards used. 

Defender selects to apply traps to the board based on the 
army sizes shown in the traps chart. 

The center of the b a r d  has light terrain. 

Motives: Having captured and subdued a valuable 
prisoner, the escorting player is attempting to bring him through 
enemy lines and on to their base camp. 

The attacker will not allow corvfidential information te 
fall Into the wrong hands and has set up a force to stop them 
from returning to base camp. The dense terrain on the board 
make for an excellent game of strategy and guerrilla combat. If 
the pigeon escapes off the board, the escorting player wins the 
game. 

Players: 2 
Points: Escor te~  any pts (must be equal) 

Attackers= any pts (must be equal) 
W: Attacker must kill the pigeon before they exit 

through his deployment zone. 
Escorter must escort the pigeon from his 

deployment zone to the attackers. 
Set-up: The center of the board should be riddled with 

dense terrain, ruins, etc. 
Deployment: The attacking player deploys last an the 

opposite side of the board. 
Deployment: The escorting player Is placed on one 

side of the board in a 10" wide and 3 deep area. 
The attacker deploys in a 6 inch DZ running opposite of 

the defenders position. 
Special Rules: f i e  attacker deploys within 3" of his side of 

the board. 
Special Rules: Defender starts by using deployment cards only. 

- Defenders fhat break and flee off the deployrnenf zone 
are counted as out of the game. 

r A*- 
i' 

- The pigeon is not armed and must be in base to 
base contact with at least 

one escor; model.. 

- No vehicles a!\owed. 

A model in base to base with the pigeon may 
elect to take a "bu/!et" for the pigeon should he be shot 
while in base to bass. To succeed at this he must make 
a leadership test fo intercept the attack. Additionally, a 
model may elect to throw themselves on a grenade fhat 
has targeted the pigeon, removing the template effects. 

Should the pigeon die during an attack, the 
defender loses. The pigeon has 3 actions, a movement 
of 3 and 3 wounds. 

All defendjng units are considered in command 
radius so long as they are in the ent~nchment area. 
Remember that they are desperate and awaiting relieL 



Motives: It is crucial to the mission commanders that the 
Object is recovered from the area it is in and returned to the 
base for examination and exptoitation. The commander are 
very insistent on this point. 

Sadly for you, others have the same objective and battle 
to acquire it will no doubt be fierce. In the event you cannot 
secure the objective, the others should not either. Its secrets 
are too important to fall into enemy hands. 

Players: 2 4  
Points: Any number of pts (must be equal) 
VC: Aplayer must acquire the objective and bring it safely 

to their deployment 
none. 

Set-up: The center of the board should contain the 
objective. Surrounding the objective should be a six (6) inch 
area of empty space (no cover), a kill zone of sorts. The rest of 
the board up to the deployment mnes shauld contain lots of 
terrain and cover opportunities. 

Deployment: Deployment zones should be up to 3" aiong 
the sides of the board. If there are two ptayers, the farthest 
sides should be used. If three or four players are engaging 
each other, the deployment edges should be equidistant to the 

Motives: It seems like a simple enough objective, 
demolish the krget and get out. What makes ~t hard is that the 
enemy has intercepted your orders and has begun moving to 
intercept your troops as well. 

As all your troops have been issued charges for 
destroying the objective, you must make sure at least one of 
your men sets the charge and allows it to go off! 

Players: 2-4 
Points: Any number of pis (must be equal} In the event 

of the a multiplayer game, teams should be created. 
YC: The attacking player must destroy the objective. The 

defender must stop him. 
Set-up: The center of the board should contain the 

objective. Sumunding the objective should be a ten (70) inch 
area of partially open space. The rest of the board up to the 
deployment zones should contain lots of terrain and cover 
opportunities. 

Deployment: Deployment zones should be up to 3" along 
the sides of the board. I f  there are two players, the farthest 
sides should be used. If three or four players are engaging 
each other, the deployment edges should be equidistant to the 
o biective . 

objective. Special Rules: 
Special Rules; 

In this scenario. all troops are armed with charges that - It takes one action fo pick up fhe item. It takes one will potentially destroy the objective. 
action to pess the item in base-to-base contact with 
another trooper. To set the charge, a model must spend one action and 

make a successful LD test. I f  the LD test is failed, the 
I f  a model is killed in CC,  the winning model acfion was wasted and the charge js not sef. 

automatically acquires the item with no expense of 
actions. - An activated charge WEN explode at the end of the 

second full :urn srnce it was fumed on. The game ends 
The ifem has an armor af I? and 3 wounds in the at this pojnt 

event it is targeted. 
An activated charge can be deactivated by another 

The item prevents any feleportation while it is carried. fmoper in base to base contact with the charge I f  the 
trooper makes a successful LD test at a -3. I f  tl?e test is 

VehfcSes (or mounted troops) cannot carry the item. failed, fhe harge  explodes prematurely and the model 
is killed, . Game over for 
him. 



Motives: For the convoy, the object is to get as many of 
its troops through this veritable gauntlet as it can in eight turns. 
The game ends after the eighth turn. 

Players: 2-4 

Points: Convoy has 1.5 times the points of the ambushers. 
VC: The Convoy must exit the board with enough points 

to equal 50% of its 
starting size. 

The Ambushers must insure that most of the convoy 
does not exit the board 
alive and achieve their victory conditions. 

Set-up: See diagram. 

18.3- Special Scenarios- 
Applying what we taught you. 

Now that you have seen how to design a scenario, we 
wanted you to see an extension of this. What follows is ane of 
our favorite, "Just for Fun" scenarios that we run when we want 
to have a freewheeling bit of fun. Now basic rules have been 

Deployment: The Convoy sets up In the shaded DZ. suspended for this scenario, and this is okay when you are 
The Ambusher sets up in the ambush area using the shply eager to enjoy the company of friends. The bottom line 

Deployment cards until LOS forces the cards to be replaced by is that whatever scenario you come up wRh, it should be 
Models. Terrain is light in the convoys conidor and heavy balanced and enjoyable, everyone should know the rules and 
beyond that. approve the event. It will probably take a few go around5 to get 

Special Rules: the hang of scenario balance. but it will always be time well 
spent. 

Movement for the convoy outside the travel route 
reduces the movement of all Iroops by 7 jnch per action. 
Thus, if a model has a 3" movement per action, that i 
model moves only 2 inches per action outside of the 
corridor. 

i 
i 

Bad Ma 

"Long ago the armies of the Nepharite Salidan were ' 
i ' may enfer the convoys corridor at any 

destroyed on the Plains of Charon, a desolate stretch of ! 

P . bhiGks or bse inches per on sand in the Mars Desert Ever since that day an outpost has j 
movement when outside the been kept to guard against his prophesied return. According j 

@ corridor. to the legends "When the three daughters of Mars rise the j 

P color of blood, Salidan will refurn and all the boatman's 2 
The game has an eight turn time limit. children shall rise to his cause. Tonight the three moons of 2 

P Mars, Phobos, Demos, and Eris rose into the nrght sky 7 
;lluminated in a sickly red light. VViII fhe children of Charon $ 

6 be far behind? " 
The following scenario can be used to simulate fighting 

conditions much worse that those found in a typical game of 
Wamne. Think of any of the movies where endless hordes of 
zombies are attacking a small band of stalwart yet beleaguered 
defenders. The ultimate goal of the scenario is not killing all of 
the zombies, as that cannot be done with the limited resources 
available. Rather, you will be working to keep the rotten ones 
repelled for a certain period of time. Careful use of ammunition, 
barricading doors and, of course, ingenuity will all help to 
determine if you survive or if you are thrown to the 

- y--. 
't. 





template at damage 101 25% chance of Iarge template at damage 31 ) 
Remove a barrel once it blows up. 
If the template hits other barrels they are automatically hit and there can be a chain reaction (lots of fun!) 

- You can shoot at them or if you are feeling suicidal you can hit them in CC (automatic hit). 

Ending the game 
If all of the non-zombie models die then they lose. Assume that the model takes up the whole landing area template. If more 

than 5 zombies enter the landing area when the helicopter has landed the non-zombie players lose. Moving onto the landing area 
when the rescue helicopter is down puts you in it. The rescue helicopter is always counted as having a wait action and can use it 
as the very last action o l  a turn to take off. Players in the helicopter can choose to take off at the end of any turn or the helicopter 
will automatically take off at the end of turn 8, even if nobody is in it. 

18.4- Beyond Scenarios 
The next phase of game enjoyment would be to create some linked games or campaigns. Now, the term campaign is a 

broad one, and actually covers many very different permutations. As such, we at Excelsior preferto qualify the types of campaigns 
into groups. The subject of campaign gaming is one that deserves its own book however, and you will find these rules and ideas 
in Mars: World at War -The McCraig Line, an upcoming game expansion. 

' I To ms. m e  dump, dlflerenl name. Aner 1 
eing ganisonet 
ionWs, IPS just - 1 In a Venusian Jungle lor 13 

barely better. 
I 
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11. lhleapone and Equipment 
Weapor ? battle and in the right hands (or wrong hands) 

those tools can creare a rnasrerplece of destruction and direct a symphony of pain. 
In UWZ, most modok are equipper ;. Each of those 
weapons has its own statistics that rr r weapons in the 
game. Just like a figure's Model Profil -ofile that informs 
a player about its capabilities and limnw~ons. 1 nrs IS callea me deapon Proflte. 

rs are the 1 
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19.1- Weapon Values 
There are a few key concepts you will have TO learn ro appreciate your weapons 

in UWZ. 

1. Rate of Fire (ROF) 
Each weapon in the Warzone I ;charged a certain 2 

of times per f~ re  action. Most weapons rn the game may be fired once per action. 
Sha~lld a model have a different rate of fire, it will be listed in the models weapon 
profile. You will often See this represented as either a rnultipller under the range 
band in the event of an increased rate of fire, or a clarifier in the soecjat abili'ties of 
a weapon. Here sf what we mean: 

nay be di: 

SSW-4100 Light Machine Gun Breath of Demn 

Specl 
ternpule. nestdual 

I Rate of ~irer 
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al Rules 

n Flamethrower 

ith a mult 
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.I.. .-.A* -. A weapon I r shot. 

Getting U U U L U ~ ~ I  t " , ~  " 1 1  UIW su,~cssful roll d ~ a a  r ~ u ~  yualdllret: a wlucal with the 
other shds. Each must be checked for separately. 

q for @act 
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2. Weapon Accuracy 
The acctrracy of a weapon is a combination of the weapon's ability to place 

shots in tight patterns at different ranges (or the balance and grace that R can be 
handled with in hand-to-hand combat) and the inherent production value of the 
weapon. These are reflected as either a bonus or a penalty that is imposed upon 2 * 
model's appropriate Stat value (CC in Close Combat and RC in Ranged Combat). 
An examplo is shown below. 

Lesson: Guns are not made for clubbing 

- - 

3. Weapon Damage . .- .I k 

The Damaqe of a weapon is dependant upon the sauatton, vvnrlo In Close . 19 

Combat n's Damage is derived from the Strength (ST) value of ths rnod~l  
striking  less it is a Sidearm. which relies on Rhe bullets fo do Bamaoe) 

a a weapo 
with i t  (ur 
.er or mort The befi ?deadly the Melee weapon is, the greater the bonus to the model'; 4 

ST value. 
- 

-,! 7, 

Example: A Katana has a Weapon Damage of SG5, which means that the /J- 

-- weapon grants a bonus of +5 to the ST value af a model. Therefore, i f the 
Katana was being wielded by a ST 4 model, it wouEd do DAM 9 
(S74+ WP5=0M9). 



P 4. Weapon Effects 8. Direct Tempfate 

P Many weapons in Wanone have additional dfeczs that Direct Template weapons are conical templates that must 
add to their destructiveness and give the model added offensive have the smallest point of the Template within base contact of 

rl* capabilities. The various Weapon Effects are listed at the bottom the Firing rnoder's Front Facing. The type of Template to be 
of the Weapon Proflle. used with the weapon is listed in the details. 

F 
5. Anti-Personnel Weapons (AP) 

Weapons that are designed for the removal of infantry 
are categorized as AP weapons. Unless specifically noted in 
the weapon's classification, a ranged weapon is &ways 
considered to be AP. 

9. Environmental Hazards 
Weapons with this Weapon Effect have some kind of 

radiation, IX ' chemical make-up that is highly toxic in 
nature and c nyone who Is not either wearing protective 
gear or is ~ n e  to environmental hazards. Each 
environrnen~a~ r~a~aril has an Attack Strength (or ATS) that 
re1 nodel must roll under 
to a. 

~cterial, or 
an harm a 
not imm~ 

I - r  Let--. 

presents t 
avoid the 

he nurnbe 
effects of 

!r that the 
the hazar 

affected r 6. Anti-Vehicle Weapons (AV) 
Weapons that are designed to pierce thickened armor are 

referred to as AV weapons. Any weapon that has the AV Weapon 
Effect subtracts the AV rating from the AR of the target. 

E..-cl- 'e: A radiation hot zone with an ATS of 14 isn't 
3ly and may be avoided an a roll of 14 or less 
20. Of course, equipment will provicl~ bonuses 
casion. Taking the  same example above, let us 

assume oilr soldier is also wearjng a hot suit with an 
ATS bonus of +3. That +3 is added to the rating of the 
hazard, making the total needed to avoid the effect a 
17 or less. 

caaintpr 

too (leal 
on a die 
upon oc 7. Vulnerabilities 

Many models are more susceptible to certain attacks than 
others. This generally irepresents an acute vulnerability to a 
particular type of weapan [like rending or ballistics) or effects 
(like energy or toxic hazards) and is listed h the rnodets special 
rules along with the damage tl sceptibility :ach 
weapon in UWZ is lherefc orized in f six 
classifications much like moc *elves are. with 
a vulnerability will have it In one OT me categories oelow. I nese 

?at this su! 
)re categ 
lels thems 
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*causes. I 
to one o 

A model 
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Weap 
irect  fir^ 

. >.,. ., ! Dns wlrn this Weapon Effect enable the model that 
Is equipped with one to make Speculative Fire actions. 
Speculative Fire is detailed in the Ranged Cornbat section of 
this book. 

classifica tions are: 

2- Concussive- This group of weapons covers devices 
that cause impacting damape, like the Dread Sled-ye 
Power tlammer: or exploshle rnun/tions like mortars. 

3- Slashing- Thrnps that cut or poke cleanly are 
considfired t o  be slzsl~ing rueapons. Ramr sharp claws, 
swords, and Eanccs $re ofterr m fhrs category. 

4- BaElistic Weapons- Phis broad category covers all 
ranged cornbar tvcapons Illat cause their damage from 
projectiles ~*1?1ch ars hrad ~nto flrerr targets. Small arms 

a are covered herein. 

ntat Weapons- Weapons which cause 
environmental damage are sornetimes even more lelhal 
to certain creatures than others. This categoT covers 
acids, toxins, radiation, gas at tacks, etc,,. 

6- Radiant Weabons- This classification of weaaon 
of all types, from r 

11. Ranged Template 
Ranged Template weapons are placed away from the 

Firing model and follow the rules of Indirect Fire. The type af 
Template to be used with the weapon follows the Size and Type 
of Effect. Template Weapon 

Example: Small Explosion Template. I 
12. Natural Weapons 

Natural attacks represent tooth and nail, a fist to the face 
or a boot to the groin. Natural attacks are often mentioned in a 
model's Special Rules. A natural attack lists its damage next to 
its designation. Natural attacks have absolutely no effectagainst 
rnodets that have an Impenetrability Rating, unless otherwise 
noted in a model's profile. 

13. Residual Damage 
There are many effects in the worlds of the Mutant 

Ck irget to take multiple wounds, 
OR 1 turns. These effects may be 
bs I fire, poisaned, or even had a 
corrosive acla sprayea on Dr. 

When a Residual Damage Attack hits a modef, it must 
continue making AR rolls until the model dies or a successful 
AR roll is made. 
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t 4. Smoke 
The primary functions crf Smoke weapons are two-fold. The first is to block LOS and prevent the enemy from effectively 

targeting one's soldiers, while the second is to provide cover for advancing troops. 
Smoke effects are commonly marked by use of a Explosion Template. Ranged combat shots that pass through this Template 

incur a penalty equal to the level of the smoke effect. 

Example: A level 4 cloud of smoke will result En a -4 RC penalfy imposed cm *ose tryfng to fire through if. 

The Height of the Smoke is equal to the Radius of the Template, and the effect will Fast at least until the end of the turn. At 
that time, a d20 is rolled. If the result is less than twice the level of the smoke, the tempfate will remain on the battlefield another 
turn. Otherwise, it will dissipate, and the template is removed from play. 

t 5. Sweep 
Weapons with the Sweep Effect allow the attacker (in dose combat) to strike at multiple targets per attack action. The 

model with the sweep weapon designates the first opponent in base-to-base contact with it and makes a CG roll. Should this roll 
hit and score a wound, the attack may continue to the next model within 1" of it. Each attack is reserved separately and should the 
attack fail to either hit or wound, then the sweep attack is over. There is a penalty to hit during a sweep attack of -1, to the first 
model, -2 to the second model, etc. 

Polearms with the Sweep ability are limited to the 1" range stricture and do not gain any additional range for this kind of 
attack. 

192- Weapon Profile 
The Weapon Profile is a breakdown of a weapon's effects within Mutant Chronicles: Wanone. A profile consists of the 

following information: 

C C w S I m t R w  

S p d u l  h l e p  
None. 

h 
19.3- Weapon Types 

There are two primary types of weapons used in UWZ, Close Combat Weapons, and Ranged Combat Weapons. These I 

Weapon Types are defined below. 
4 

Close Combat Weapons 
Melee weapons can only be used in CC to strike at an enemy. They can be as crude as a pointy stick, or as complex as an + 

electrically charged sword that can cut through steel like it was butter. t 

Weapon Range I 

The Range of a weapon reflects the effectiveness of that weapon at different distances and ultimately tells how far that the 
weapon can target enemy models. Weapons of this nature are limited to base contact unless otherwise noted in their description. I 



2111. melee Ueapone P 

P' 
The personal combat armor of modem corporate forces is primarily designed to stop the kinetic force of a projectile, much 

F like the bulletproof vests and flak jackets of Earth's past. While effective against misd4e fire, this type of armor is still susceptible 
to close combat weaponry. Also, the forces of the Dark Legion have shown a natural resistance to conventional military firearms, 
making the use of mebee weapons more prevalent, especially amongst troops who often encounter such foes. 

n For most melee weapons, the Profile informs the player the exact bonus to hit with the weapon in close combat (which is 
applied to the model's CC Stat), the Damage that the weapon inflicts upon striking a target (which is usually a derivative of the 

rr? model's ST Stat), and any special effects or rules that might apply. 

C Melee weapons include: Single Handed Weapons, Two Handed Weapons, Poleams, Lancgs and Bayonets. 

P 
20.1 - SINGLE HANDED WEAPQNS 

lb* Single-handed Weapons ars any weapons that may be held in one hand. This category of weapon includes: poisoned 
daggers, molecular swords, power maces, pneumatic axes, chemical flails, impact hammers, sickles, clubs, and so forth. This 
type of weapon has the advantage of generally being quicker to use and can be paired with either a sidearm or a shield. 

Contagion Rail Ashreketh Howling Blade 

Specfa1 R u l s  
Ncne 

Blade of Mercy 

Spcclsl Rules 
Nme 

WRLU55IW 

Special Rules 
TINIS weapon may artact mod& up to ona lnch away 
Those k ~ l k d  Ihe weapon will rse as a Blesssd 
Fe lonaire at the be lnnln ot Iho naxl Iurn. 

Avenger Sword 

Sueclsf R u l ~  

Blade of the Void 

Speclal Rules 
liesldual dama 8 a alnsl h4oflal mode$. 

Creator Blade 

I Special Rules I 

Axe of Judgment Bowie Combat Knife 
c o r n '  radant 

Dur~ng a n a q e  the vmapon bu~lds trp addltmnal 
ener y, caus~nq an arlditioml2 rnlsof dama e 

CSA-ZOO Power Fist 
.. .. 

bcclsl Rules 
ine 

Brass Knuckles 

Speclal Rulea 
None 

Battle Axe CSA-403 Sword ~ r n c ~ i v e )  

Special Rules 
hone. 

(stashing) 
( X : F B § t h a l A m  m 

1 - -  STt3 

Child's Rattle 

Speclal Rules 

Battle Sword 
slash1 radiant 

Speciat Ftules 
Res,dual dama e a ainsc Modal rnMek. 

O C ! a S I w i L A W  
1 . . . . . . . . . . 

Specla1 Rules 
Nnlle 

Confessor Chai nsword 
rending] 
E C : W 9 1 M ? V I E R  M I  

Blade of Enllghtenrnent 

Add$ . - I  ro niwels Loncenrmrton w8 

CSAdOO Gigadeath Chainripper 
.. .. 

aecla! Rules 
118. 

Speciel Rules 
Can sweep. 
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Curator Sword Horde Machete . . . .  

Sped01 Rules 

Punisher Short Sword ....... 
O C w I m L R m  
special Rules 
None 

Ripper Claw 

E W S I M T L R  

Speclat Rules 

Dasser lronhand Pneumatic Fist 

Special Rules 
None. 

Darkslaver Katana Katana . .  , .  . 
Saber of the Sons 

Specla1 Rules S p d a l  Rulm 
Res~dual damaga a( n t  and 
Nccrohlollc rnwlek 

Speclal Rulas 
None 

.- - -  

gains! Necrorga 

Kathora Blade Sickle of Sorrow 
stashi 

Speclal Rules 
On a charqe, Ihe stole$ ensrgc o! the we,y;on dc:vers 
an A M  a!tack. Sul)sequant crtacks In :I?? same lurn 
are cmldered to be norslal. 

Dueling Saber ( M ' i n q )  
[ X : e S R W ? V I w  m 

1 _ _ _ _ _ _ _ . . .  ST15 
Snccial Rules 

Machete 
Edgecrusher Powerhammer Skalak Blade 

ST-? 
Spncial Rules 
A V-2 

21 Samfnl Rules 

Mortis Sword 

Special Rules 
Ncne 

Falsefire Axe 
Tangle Chain 

Speclal Rulm 
51qgle wound modeb htt by this weapon !hat pass 
lheyr armor lest mutt make an add~t~onal saw agalnst 
an enwronmenlal hazard oi level 4 Failure indicates 
[hey have been latnfed by the dark enchantment of 
Ihe weapon, and wrll embrace the Dark Soul 
lrnmed~ately replace the model unrh a lieret~c 

u - -  .- 
;pedal Rules 
legales oppnne ....... 

- -  S 

uses. Once v.rs charge bon 
.LA,LL , - Necrotech Claw 

rending) 
c e w w m m w  m I 

I round~~ubequent altacks m the same turn ere 1 [m 

sP=lal MttlCs 
None L m u 3 6 4  m . . . . . .  ST+3 

ruthbring 
WIn/ssIK) 
E r n 3  

er Axe 

! ? - - - -  Specla1 Rules 
Phne 

Harbinqer Sword 



Vassht Sword Wakizashi Wolf Claw 

Spsclal Rules Spaclal Rules Specld Rulw 
AV-2 Imposes, a -: penany lo opponenl's CC ~n Close 

weapons 
wielded . . 

are often I 
)nly the br 

20.2- TWO-HANDED WEAPONS 
Two-handed nassive, powerful destructive bkades that require both hands to wield. These are large and 

heavy tools of war, ?st-trained soldiers and warriors. When using a two-handed weapon, a model cannot use 
any other of its equippea weaponry In CC, since the sheer weight and cumbersome nature of the weapons requires the model's 
full attention. Some two-handed weapons are designed to carve a path of deestruction through the ranks of the enemy. These 
weapons are balanced in such a way that the model may perform a Sweep attack. These weapons will be noted in its profile. 

0 - -  
Special Rule 

Blade of Lost Souls Deliverer Blade Horde Sword 

Spadal Rules Spwlal Rules 
blonar mode$ hlld by rhls weapon shouM bo Nono. 
m a r M  Tl-sy bwll nsa as an Unrlead Leg~onnarra at 
Ihs aart of the nexl turn. Aspbce with Lq~onaire 

Dispatcher Blade Irnpalet Pick Hammer 

Brainbuster Powel r 

Spectsl Rules 

P 8 9 1 M l l R W  

Eclipsian Marrowpiercer Sword 
Meat Grinder Chainsaw 

. . . . . . - - . . STt6 
Spedal Rulc . . . . . . . - - 
None Special flules 

Once per lurn thas weapon may spray acld AV.4. 

Gallaghet nur leulade 

SpecTaT Rules 
May s~*,eep Cons~dered Rendlng damage l o  . . . . . - . - - 

Specla1 Rutes 

CSA-500 Power Claws 

.. ". 
es 
m are slng b P 

-. .- 

lamleu, nut ah~; 

No Dachi 

Special Rule 
Special Rulr .. .. 

Spectal Rulea 

Deceiver Power Axe AV-2. May stveep. H~ts scored Mh a roll nf 4 or less 
do residual dama e. 

STt6 
Special Rules 



Ripper Chain Bayonet Templar Sword Void Slayer Battiesword 

Specis1 Rules Special Rules 
AV-2 May sweep Resjdual damage agalnsl Mortal 

Templar Mace Void Bringer Battlesword 
Walfs Fang Claymore 

Special Rules Spec161 Rules . - STt8 
Speclal Rules 
May srveep. Cons~aerea nena ing damage to 

20.3- POLEARMS 
Polearns are long hafted weapons such as spears, halberds, glaives, etc. They are exceedingly dangerous weapons that 

give an attacker a great deal of reach. To illustrate this, any Unit armed with a polearm may make an attack on a model from up 
te 1 " a w a y  (a model doesn't need to be in baseto-base contact when armed with a poleam). Thus, a model may Charge a 
Countercharge a target model up to 1" further than its full Mo! td still per .ttack. However, i f  a model is not in 
base-to-base contact, then the model does not get any Charge for such s 

This also means that a Palearm wielder may attack over a rrlenoly model of 1 SZ or less, if the friendly rncdel is in 
base-to-base contact with an enemy model and the Polearm w~elder is in base-to-base contact with the friendly model. 

ternent ar 
bonuses 
- t2.--..... 

form an a 
ittacks. 
the same 

Note: Polearms can be used to exceed the maximum number of attackers a!lowed to target a model. Sidearms and 
Polearms cannot be used at the same time unless specifically stated in the troop's profjle. The effort needed fo properly 
manage a pofeam requires the use of both hands and sidearms are often bolstered to allow the modei to wieield the 
polearm pmpefly. 

Azoghar Greater Soutscythe Soulscythe 

Spechl Rules Speclel R u l ~  

acllon !he wreuer can elther lire that soul as a 
damage 10 b01: of Symmelry at the nearesl target 

Castigator Power Spear bllh~n shorl range. or Feasl on ~t to rega~n a wound 
(Sash1n.q) 
I ~ : W W M ~ I R B I  ' t ~  1 Staff of Ancient Kins 

0 . . . . . . . . . . ST-8 
Speclat Rules 
Nonc 

Holy Carnager Polearm 

spedai Rules 
AV.2 

Specla? Rliles 
Pc!s as Br-~tla Slandard for Lutherans Se? Ba#e 
Srandad ror details. Duskdealer Naqinata - 

mocussive, radian) 
C C F B W l u R L R E R  m 

[ .. .. .. - -  - -  ST+7 Staff of the Prophet 
,I - Pike of Plague 

SndaI  Rules 
Rmidual Oanage to M~da lm~de ls  Fnl th* r 
action, t ie  plte can manimzte mortal remaln! 
Regkc@ falkr; m d e l  w ~ t h  a Blessed L q w n  
:he Stan ot the next round and use W- stzls, v 
and abllllles A 

0 - - 
Spoclal Rult  
Far :lip ccst 01 I W P ~ C H O ~ S  I% Lerropncr may use uir4 
Staffs spec~al ah'l~ty. Cenler lha Large hpbslon 
template over Ihe w~ekler. Heathens (ensmy models) 
under the lemphte are engulled m the pirrglng flatnss 

[)amage IS 8 res~dual. 

Giant Arog har 

Speclal Rules 
alre at 1 
rmpuns. 

: Mai mi nc: 
- 

U, P1 

0 - -  
Speclnl Rule: 
Norla. 



20.4- LANCES 
F S-34 Themite Lance 

Lances are long weapons particularly sulted to making Charge attacks from a 
mounted source. When a mounted model Charges into Close Combat with a Lance, a: w 9 wFI cR w 
instead of the normal +l to CC and +I DAM, they get a tl to CC and a +2 to DAM, 

Spec,alAules 
p Lances can only be used when Charging into close combat and, unless specifically ihE,hermltaoxphlvc 

stated in the Weapons profile, may not be used in Close Cornbat. 1s usible only on Iha char e. 
h 

* C 21. Ranged Wsapone 
C Weapon Range 

The Range of a weapon reflects the effectiveness d a weapon at different distances and ultimately tells how tar that the 
p weapon can target enemy models. Under each Range Band are the Weapon Hit Modifiers and 'the Weapon Damage. These 

change to reflect a weapon's ability to remain effective at greater ranges. The Weapon Range Bands are CIose Combat (CC), 
@ Point Blank (PB), Short Range (SR), Medium Range (MR), Long Range (LR) and Extreme Range (ER). 

Range Bands (in inches) 

P Close Combat (CC) 

F This range comes into play when a model Is in Base Contact wRh an enemy model and attempting 20 use an equipped 
weapon on that enemy model. While Melee weapons are best at these ranges, most other weapons suffer problems. Sidearms 

@ are compact enough to allow a model to use it in Close Combat range to shoot an opponent with greater penetration and harm, 
which is reflected in their bonus to hit. All other Weapon Types (with the exception of some Special) are difficult to use at Close 
Combat range, with the butt of a weapon's stock used to bludgeon an opponent, since the barrel cannot be brought to bear at an 
enemy that is so close. 

P 

P 
Range Bands 

Point Blank (PB) 

Most weapons are more accurate at this range, which 
is reflected in the Weapon Hit Modifier. 

* Short Range (SR) 

Most weapons are fairly accurate at this range. 

Medium Range (MR) 

Many small arm ammunitions are not that effective at 
this range, as they Iack the kinetic force to cover thjs 
distance. This is an excellent range for most assault 
rifles 

Long Range (LR) 

This is beyond the capabiljties of  all small arms and most 
rifle ammunitions begin to show a decrease in accuracy 
at this range. 

Extreme Range {ER) 

This is too far for common rifle caliber amrnunitjon to be 
effective and only larger caliber rounds, such as those 
in sniper rifles, mounted machine guns and arti/Ie~y, have 
any potency: 



21 .I - Sidearms 
I ub-machine guns, a Sidearm is essentially any firearm that can be held with one hand that fires light 

caliber rms can be used both in CC to Strike and RC Zo Fire. 
informs the player about the weapon's CC statistics, t b  Range of the weapon, the Damage it inflicts 

upon a target and the weapon's special effects. Like most Ranged wsapons, the penaity indicated in the different range bands is 
applied both the model's RC Stat. 

Side Arms include: Pistols, Machine Pistols, Sub-Machine Pistols, Shot Pistob, Pistols. 

hers to s 
ion. Sidea 
on profile 

- -ram revo 
* ammunit! 
The weapl 

Plstels 1 L 

The pistol is a standard issue sidearm amongst many modern forces. Its ease of use and maneuverability, especially in 
close quaners, counterbalances the pistol's relatively low damage against modem combat armor. 

Pistols have a Rate of Fire (ROF) of 1/1 in CC, PB and SR unless otherwise noted. I 1 

Agressor Sidearm 
r(et/i*ig 

m - + u  I 

M-13 Bolter Pisto! Piague Gun 

-, 

S p ~ l a l  Rule! 
Nono 

0 : o  
Speclal Rules 
None. 

CA-50 Avalanche Handsun Marker Dart Pistol Ronin P i m l  
. . 

Spedal Rulea 
None 

Speclal Rules 
Model? wounded a! llrsf taH prone, wlldly Ihrashlng 
aboul m paln BaAst~caltadrs Ihat pass w~thm one tnch 
of rhe ~ f m  IS haldkd as 11 the vlC!lm 1s In CC wlth 

fandcann Decimator t  on 

Special Rules 

E e x  W M I  

thelargel A! the end of Itre round. the W C ~ I ~  WIII 
sulfsra wound. Those that wMU 

1 0  . . . - . .  9 

EN-13 Nightstick Special ~ u ~ e s  Veracitor Asto! 
(bafK5tiG m n d w }  ". ,>..=, , 

a : w ~ m t ~ m  a 
9 n . .. .. .. 7 

S&W -44 Revolver 

-- - 

1) I o . . 12 t ~ ? )  
Spsctal Aules 
AV.2. 

Special Rules 

Martyr's Nail Pistol - 1  
(ba//tstic) 

P-60 Punisher Handgun -t 

.i 

HG-12 Pistol 

] a : ~ s s l w ~ ~ w  mn 1 h 



Machine Pistols 
The MP is an upgrade to the standard issue sidearm, the pistot. Its ammo capacity is Increased and the semi-automatic 

firing mechanism is upgraded to full auto. The result is a fearsome weapon at close range, though the weapon's accuracy suffers 
greatly at range. 

Bluhrch Hand Cannon Infernal 8 reath Ma chine P b  

LR m 
.. .. 

to1 MP-22 Machine Pistol 

Spechl Rules SpecIal Rules Spe~ la l  Rules 
Flon? Nonc Nolie. 

Dual Heisspurger Machine Pistols M-15. Machine Pistol P-1000 Machine Pistol 
r$aIlisticl e . /l/sfrc T I C  i 3  9 1 m  - T i m  p p  1 

Car: lncunr cne o !tonal nad+ui. 

8 
Specln! Rule 

F Dual Infernal Breath Machine Pistob MP-ID5 Machine Pistol Voriche t -land Can 

Special Rufes 
Nonc 

1 (321 0 
la! Rules A Special kuim 

None. 

Heisspurger 3 ='istol MP-210 Nemesis Machine Pistol Whisper Machine Pistol 

Speclal Rules Spedal Rules Speclal Rt~tes 
Can rno~ml cne opttonal bad-out C a l  mom' o w  o~tlonel bad+ui. S~lenced Slle~ced 

[ 
e i t  

] 
Wolfe's Law &Justice Macn~ne nsml 

MP-17 Night Sight (3) Night Frghfing Load Uut. 
k Reduces penalty for firing into darknesslsmoke by 2. 

Improved Plstol Grip & Hand Guards (I) Speciul RuTe 

k 1.1 to CC when using this weapon in Close Combat. 
None 

Yachine 1 

Load O~rl 

Guns Sub Machine 
The SMG is a close assault weapon that chambers the same rounds as a large-caliber pistol In a sturdier frame that bridges 

the gap between machine pistoi and assault rifle. The we t its best in close quarters battles or dense jungle, anywhere 
where a high rate of f~re  and stopping power is more i m ~  n accuracy at range. Most modern SMGs have the ability to 
attach optional equipment to their frame. which gives the idditional flexibility in the field. 

!apon is a 
rortant tha 
weapon E 

C" CAR-24 SMG MP-103 Hellblazer SMG Spirit Caster SMG 

F 

F Spedal Rules Specfnl Aule 
Can mount c):e opt~onal bad-nu!. Mone 

C 

~ e c l a l  Rules 
jns. 

PC-606 Hellsbrrn SMG Veslot SMG 
P Demonfang Rocketgun s ~ t i  

P 
-2 2 1x2) 1 (x2) .- - -  Speclal Rules 

pCe, Special Rules A' 
AV-2. Fires miniature rockets. 

Pt 
Interceptor SMG R- ~utor SMG r SMG 

F 

P' 2 1x2) 0 i x2 )  .. -. 
Specla1 Ai~les Special Rules 

F 

-_--- -- =-.. 

. , - LA.&':- --:. 
- 

.. -- 1 - 

1 ( ~ 2 )  
~eciaf Rules . "  

75 Retril 
?l//di~) 

Speclsl Rules 
Can mount one o llonnl load 



AZ-33 Phased Rectlcat Holosight (4) Nigh! Fighting Load Out. 
b Reduces penalty for firing into darknesstsmoke by 3. 

Urban AssauIt Harness (1) 

21.2- Flechette Weapons 
Rechette weapons fire a cloud of pellets over a shon distance, hitting everything within its muule range. While not very 

practical in an open battTefield with a long-range enemy, these weapons are viciws in the confines of a jungle QT tunnel, where 
their hail of lead can easily shred a lightly armored target. Flechette weapons also make for the ideal close-range rcilling machine, 
since they can drop multiple targets in one blast. It is especially good for those soldiers on point who can immediately answer an 
ambush with a wide pattern of shot. 

Flechette Weapons include: Shotguns and Automatic Shotguns 
b model firing a flechette weapon pfaces a Shotgun Template down, and then makes a sinale RC attack against all of the 

targets under the template, starting with the closest. If the template covers any part of the  mod^ is a valid target, so Tong 
as the firing model had LOS at the moment he fired the weapon. 

Flechette weapons have a RO'F: Special. The Cluster Effect rating of the weapon define :irnum number of targets 
they may attack with a single action. So long as those targets are under the template, the shooter may hrt up to the Cluster Effect 
rating worth of modets with a single blast. flechettes are considered to be dV:? against Necrorganic modefs. 

., 
!I's base it 

,s the mar . . 

Shot Pistols 

Gerninilasher Shot Pistol M-515 "Deuce" Sawnoff Shotgun 

Speck4 Rulcs Spsclal Rules 

Shot Guns 

Almrush- ArlaKlco HG-14 Slagulsturm Shotgun Rhagriin Shredder Shotgun 9 

1 
Spacial RUT Speclnl Aulea 
Sb~toun Templare. ~ruster ? 

M-516 Shotgun Routs 12 Shotgun 
3 

Alabaster Glasgun 
t 1 

- .. - -  .- - 

Speclsl Rules Special Rules Specla! Rules  
. 7  

Shotgun Ternphle, Cluster f flecl 2, ResKlual 
" 7 

M-517 Double Barrel Shotgun SC-7000 Shotgun b 7 
Doomsday Shotgun 

* 1 
.. .. -. Special Rules Special R ~ ~ l e s  17 

Speclal Flub$ Sh9laun Ten Late Cluster Elfecl 2. *f 
Rhagriin Shredder Shotgun ~7 

is 

1 

. . *  



Automatic Shotguns 
Automatic Shotguns have the ability to spray flechette ammunition at highly destructive rates. When clearing underbrush 

and obstructions, the automatic shotgun is king. 

AZ-60 Rotary Shotgun Dual Mandible Shotguns SG-7500 Automatic Shotgun 

Specfa! Rules Spec101 Rules 
Tcmplale. Cl~rster Eflecl 4 Tenrpleis. Cluster Elfecr 4. 

AZ-61 Twin Rotary Shotgun M-520 Automatic Shotgun 

Speclal Ruler 
Tcrnulate, CIa 

Desovach Automatic Shotgun Mandible AutornaBc Shotgun I" 
Speelal Rules 
Template. Cl~ster Eflect. 4 

F 
21.3- Rifles 

6* Rifles are the most common types of weapons found on the battlefield and indude long distance. single shot high-caliber 
sniper rifles, assault rifles that fire medium caliber rounds in burszs, and Squad Automatic Weapons, such as light machine guns, 
that fire medium caliber rifle rounds in full auto bursts, RifFes can only be used as ad-hoc clubs in Close Combat to Strike and are 

P a bit clumsy. 
Rifles include: Assault Rifles, Sniper Rifles, LMG (light machine gun) 

P 

Assault Rifles 
The AR is the staple weapon of warfare in the modem field of battle. The common AR chambers 5.56rnt-n Full Metal Jacket 

rounds with 30 round magazines. They are capable of semi-automatic bursts. Every soldier knows their Assault Rifle inside and 
out and has learned to rely on the weapon. 

Assault Rifles are, with the exception of the Belzarach and the Yari Shogun, unwieldy in CC. 
Assault Rifles typically have ROF IJJ. 

AC-19 Volcano Assault Riff e AR-3000 Assault Rifle Impater I 

Spaclaf Rule3 Spadai Rules Spmlal Rules 

3art Riff e 

P 
AG-17 Panzerknacker Assault Rifle Belzarah Assauk Rifle Invader Assauk Rifle 

Special Ruts 
Can mount o r ~ e  u uu~ I ~ I  snuwur 

P -3 -1 11 
Speclal Rules 

P Czn lnount one opllonal loafl-out. 

F Aqih t~r  Assault Rifle Holy Infuriabr Asault Rifle Kampfkanone Assault Rifle 

6 
ballibicl 
I I : m 9 1 h R L R w  mt 

11 
P' Special Rules Spedal Rules 

-2 -1 
Spmlal Rules 
None. I None. 1 



Kratach Assault RiRe MacGuire RiRe 
,L-,,.d A. Shogun Assault Rifle 

Speclal Rules 
Can mount one optronal had-oul 

C C W S I a R L R  

Special Rules 

141/II>(IC 

Special Rules 
NOTIE 

Machinenkrieger Assault Rifle Yari Shogun Assault Rifle M-5u nssau~t Rifle 

lo mounted bay 

Assau It Rifle Ll 
. - 

M-74 Assault Carbine 
balllsliic 

Spedal Fl~ules 
Nnne 

nalxea ~ a y o n e ~  (-1 P aee bayonet weapons. 

L ~ S ~ F  Optic Gun Sight (3) b Adds tl to RC skill. 

Tracer Rounds (3) hlighl Fighfing Load Out. 
b Tracer Rounds remove the -4 penalty for frring into darkness. As 

every third round in a chamber is a tram, the weapon's DAM is reduced by 7 .  
Enemy models gain a t.2 to their RC when targeting the firing model. Place Ihe 
flarartracer counter by the model firing Ihe tracer rounds. 

Sniper Rifles 1 

The Sniper Rifle is the weapon of choice for high precision death dealing. Mo a one-piece, matte black - 3  
design chambering rifle ammunition. The weapon is usually outfitted with a high power a~upt: L T I ~ L  LUITIES with MPS to protect the 
tenses and prevent glare from giving away the sniper's position. The rifle is rugged and retalns precisfan while in the field. P 

Rifles are 
.I.--. ---- st Sniper 

-*--A 

Archer Sniper Rifle Mephistu Sniper Rifle SR-3500 Sniper Rifle 

Spmlal Rules Specla1 R u l e  
Gsn mcwn- Csn rnount one9llanal bad-out Ca i  mount o n ~ n t l o n a l  load-oul. 

-3 -1 
cia7 Rules . . . 

Assailant Sniper Rifle PSG-99 Sniper Rifle SR-SO Manstalker Sniper Rifle fly "1 1 
Speclal Rulesl Special Rr~les Spcclal Rules 
Can mount one o limal laad-out. None Can mo~n!  07s 0ptMnal bad-out. 3 

3 
M450 God's Wrath Sniper Rifle Sig;21 Sniper Rifle Zracth Sniper Rifle 

t m L A w  rn 
3 1 .I 14 

Speclal Rules Speclal Ruks 
ll~onal bad-out - n mount one o[ 

Sniper F llfle Load Outs 

' Folding Btpod (3) 
b Adds cl to RC value when in the Minimize Presence position. 

Data Scope (1) 
b A small hand held device, it is a range finder, compass and chronometer all In one. Snipers may use this device to 

survey their target (one Action) for weaknesses. Th~s will make the next successful shot t2 Damage. 

1 Ghllle Suit (5) 
b Offers the Camouflage 2 special ability, but due to the bulkiness of the suit, MV is reduced by one. 

Silencer (4) 
b Secondary Weapon toad Out. Not usable by the Snipers Primary Sniper Rifle. Allows model to Fire weapon nearly 

undetected. The model suffers a -5 to his Stalkl Stealth rating should he fire his weapon at any time during a turn, 
but if that penalty is is rating, it wirl not lose stalklstealth status. less than h 

pons I 



Light Machine Guns 
The LMG is basically an upgraded Assault Aifte that can be fed by a large capacity magazine or belt. The weapon's barrel 

has usually been lengthened to compensate for the weapon's higher rate of fire, keeping a LMG cooler and helping to reduce 
muzzle climb from sustained fire. 

AC-40 Justifier LMG Bergdahl Stonede \1G Carcass Light Machine Gun 

- i n  s 3 (x3) 2 (x21 .-  11 - 3 1x31 1 ( ~ 2 )  -. .. 

Speclal Rules Speclal R u t s  Speelsl Rulps 
None. Nnre. None. 

91 
3) 2b2) 
rles 

Destroyer Light Machine Gun MG-40 tight Machine Gun Tainter Dart Rifle 

-3 s 1x3) 2 1x2) -3 31~:  - 10 -2 2 rx3) r (12) .. -. 
Spfdsl Rules Sgeelal Ri Speclel Rules 
None None. 

HAC-20 Eruptor LMG MG-50 Light Machine Gun Twin DE-233 Light Machine Gun 
(baI/iSti~) 
CC W 91 m L R E R m  
s 3 (~3) 2 (x2j -1 - - - - r n 

Saectal Rules Spectal Rules Special Rules 
None. I None. 

c. Kensai Liaht Machine Gun SSW-4000 Uqht Machine Gun Twin Maxim Light Machine Gun 

3 (n3) 2Ix2) 42 - -  - - -3 31%: 
Spcclnl Rules Speclal R i  Special Rules 

None 

P M-606 tight Machine Gun SSW-4100 Light Machine Gun Valcheck Light Machine Gun 

F 
-3 3 1x31 2 (Q) 

P -3 3 ( ~ 3 )  2 ( ~ 2 )  -2 - - - - 
Speclal Rules Speclel Rules Special Rulcs 
Ikon?. kone 

bl. 

b 21.4- Heavy Guns 
Brutal machines that spit high velocity death, heavy guns chamber either medium caliber rifle ammunition for man-portable 

machine guns or heavy caliber machinegun ammunition for mounted guns that are fired in full automatic bursts. Heavy Weapons 
include: HMG (heavy machine guns), MMG (Mounted Machine Guns), Auto Cannons, MAC (Mounted Autocannons), Cannons 
and Symmetry Accelorators. 

P 

P' Heavy Machine Guns 
HMGs are often multi-barreled Gaffing operated waapons used for infantry close support. They are most effactive at short 

P' ranges and in small areas. A typical HMG chambers a slightly higher caliber round than a rifle, but not as large as its mounted 
cousins. This allows the HMG to be man-portable while maintaming a hail of death from its rotating barrels. 

P 
AC-41 Heavy Machine Gun dshnagaroth Heavy Machine Gun Charger Heavy Machine Gun 

m &aIllr;h'L; rending) 
! m # \  O C W  34 rn 

. 3 (x3 13 / ;v,I 3 1x3) I 1x2) - 101 1 -1 4 [ -. l d  

Special Rul Speclsl Rules Spe~lal F 
None None 

P, Agethz Minigun Blazer 3100 Hea ,ne Gun Dragonfire Heavy Machine Gun 
F 
b. 41x3 

Special Rul Special Rules Specinl F 

P None Hone Fiona. 



Dragonstrike HMG M-89 Heavy Machine Gun 

Speclal Rules Special Rules 
Kay once [let rwnt None. 
Irom UBGL. 

Scvthe of Sernai HMG 

.. .. 

moke grwlade 

MG-80 Heavy Machine Gun 
Intruder Heavy Machine Gun (batt~st-ic] 
(batlistifl E W  M t A W  IBI 
I FS 1 n l -.I 3 ( ~ 3 )  1 1x21 o 11 

SSW4200P Heavy Machine Gun 

Special Rules 
N ~ n e  

2 1x3) 2 
hclal Rules 

Leaden Flaret HMG 
ba/bsIic) 

Vasa Heavy Machine Gun 

Speclal Rules 
None. 

lllachine Gun 

L A W  m 
.. .. 11 ( ~ 2 )  

I -3 3 (83) 1 (x2) -2 - - - - Special Rules 
SpecM Rules 

Mounted Machine Guns 
The MMG is a gruesome weapon, firing large caliber munitions at great velocity. Most MMGs are either mounted on a 

Vehicle with a dedicated user, or in some cases slaved to the Vehicle's operator, or are deployed in the field by use of a portable 
platform. The latter is only effective if crewed by a team of dedicated users, each with a specific job. 

Mounted Machineguns have a variable ROF, depending on the dfstance to the target. 

Dragonstorm Mounted HMG MG-70 Mounted MMG Ultracharger Mounted HMG 
JbaItific) 
E r n  9 MI L F I m m  
- 0 (x2) 3 1x31 1 1x21 -1 1x2) - - 13 

Spcclz! Rules 

(baIItstic) bal/&~, rwtdng) 
c c w  9 3 - I r a  t R W t M (  C C  W na m w a r  

[ bole. I I None 

- -  01x2) 41x3) 31x2) - 1 ( # 2 )  - -  13 
Spedal Rules 

Faith Jrnplicator Mounted HMG MG-90 Mounted HMG 

- - o (x2) 2 (~3) 1 1x2) a (~2) - - - . 0 (xz) 3 (x3) I 1x2) -1 (xe) - - 1.1 
Specter Rulcs Spedal Rulee 
Note Now. 

- -  0 1x2) 2{x3) 1 1 )  1 a 2  - 14 
Special Rules 

Gorgaroth Mounted HMG SchwerwaRe Mounted HMG 

V1 B I #  
- - O (x?) 3 ( a 3  o l x 7 )  -1 (xP) - - 13 
Special Rules 

I None 

HMG-85/t Mounted HMG SSW-4200 Mounted HMG 
(baltistk) 

- 1 ( x p  - -  in 2 ( ~ 3 )  0 ( 

M-99 Mounted HMG 
{hltistkl 

Twin Dragonstorm Mounted HMG 
(bnItistric, rend~ng) 
a : w  w m L R w m  
- - 0 (x2) 2 1x3) 1 (x21 -1 (x21 - -  14 
Speclal Rules Spedat Rules 
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Cannons .. Y 
Cannons fire High Explosive (HE) shells that are effective against both infantry and mobile annor. _ Ph 
Cannons have a ROF of Special as the specific requirements are listed in the weapons Special Rules. In all cams however, 

a cannon that requires two or more actions to fire must use these actions consecutively. .. '8 

C C m S t h l l U 1 w m  

SpsclJ Rulw 
Small eugloslon tern late 

Arashi Ryuu 105 mm Cannon Obliterator Cannon Unholy Camnade . 'r 

CC w - m  MI LR m 

Speeinl R d s s  Spmtar Rules '8 
Tn s weawn!~res a bob of Syrnmerry lhatshears thswrysoulfmrn 11s 
vlchm. Small Explosmn Template. No effect on A.I. Mdek of level4or - 1  
h ~ g h r ,  MecroL~ot~c, Necrorgan~c. or Vohlcle models. Enemy mcdek w~lhln 
po!~I bhnk range whowtness acasualy wlllsulfot DIRE3 for the 
remainder of Ihe lurn. 

" 

Symmetry Accelorator I 
Using principles of a dark science unknown to mankind, thase powerful devices leech off the nascent Dark 8 ound 

in its wielder. Chambered within this device, the power is molecularly agitated while being compressed in a pressllrlLacv var;uum. , $  
Once released, an accelerator's charge will infuse the spiritual essence of a being and rapidly expand. As the essence of a person 

1 
begins to erupt, the energy is transferred to the physical body at the cellular level. The end is intensely painful mercifully quick 
and explosivefy messy. 3 

Chthonic Transfuser Soul Edi~sor 
(m~ant, m m  -- 

C C W S I t m W W  eM 
- -  .- 1. 0. .. -. 11 
SpecCl Rut& 
Synmetry h e k r a l o r  Rcsldrt~l Damage Madelk CllCd sxplade. Small explos~on lempkle. 
darnago 0 r 1 lor each wound slrf!ered fmn the-kthat aftock 

Swmclry dccehralor Resldual Damage. Mcdsk Bllad explode. Smnll exoloslon fempble. 
8 4 1 for each wound suffered from the lathal znack 

21.5- Launched Weapons 
A launcher is basically just a platform designed to deliver a weapon over some distance. This can be as simple as soldier 

throwing a grenade, or as complex as a mortar round, armor-piercing missile, or some foul Dark Legion concoction. 
Launchers include: Thrown Weapons, Under b a d  Grenade Launchers, GL (Grenade Launchers), RL (Rocket Launcher), 

Mortars, and Thrown Weapons. Weapons in this category are hurled by the users own strength. Thrown Weapons have an ROF 
of 1/1 

Thrown Weapons HSG Final Blessing T. Spikes Skewer Harpoon Gun 
AP-Grenades 

Spcdnl R~lles Speclul Rirlcs 
Rcsljval damage to mortal models Equpped vwth Harpoon Grapple See item 

Spedal Rulas descr~ntron lor delails 
lndiracl frr*. Small Expfoslon Tempbts Iron Bolas 

Spectal Rules 
lndirocl lire. Aeslr 
Tcmplale. 

Soshornara Throwing Darts 
Demonsbreath Grenades 

E P R S R h a L R W  
Specla! Mules .. .. -. 
Vcdels ol sire 2 or less !hat are h ~ !  mus! pass a 6 1x21 

Spccfsl R u l e  - -  0 

mall Explosion 

.. .. 

lunl damage. S 

- -  12 

mall txpbsmn 

0 0 
:la1 Rules 
:crilw. Small E 

.. .. . 

xploslon Tempt 

- II 

ate, Level 2 

Jakht Throwing Disc Ternplar Heavy Harpoon Gun $ 

. ? t  
Speclal Rufes 

3 
Smoke Grenades 

Wrath of God Grenades 81 

'4 
special Rula a 

-c 
, . 

-- . 4 -  

- - - . - .- A 



Under Barrel Grenade Launchers (UBGL] 
The UBGL is a breech-loading launcher weapon that can be affixed to some assault rifles and some sub-machine guns as 

well. Its breech slides forward, allowing the handler to toad one of several 30mm special purpose grenades. The firing mechanism 
forthe UBGL is usually set right behind the launcher, before the rifle's magazine, which allows for easy access and use. The UBGL 
has very little rifling to it, which limits the range of the munitions it fires. 

UBECs are weapon Load Outs that can be attached to either a Rifle or a SMG Type weapon. These weapons are reserved 
for Squad leaders, and the special purpose grenades it flres are specially designed to support the Squad with effects like smoke, 
suppression, or even ~llurnination during night engagements. 

Carcass Under Barrel GL 

Gehenna Puker Spcciat ADIW 
ROF once per lum Direct l ~ r e  Suppon munlllons 

Jnder Ba 
-- .- 
.. .. 

m. Dirxt lire. 2 

- u - I  

peelal RuTes 
OF once per lu 
1ly. 

GL-221 Under Barrel GL 

- 0 0  
peclal Rules 
OF, ooce oer tk 

'I.. 
- * 

GL-2500 Under Barrel GL 

Specla1 Rules 
R3F: owe psr turn D~rect tire Support munlilcw 

GW-I70 Under Barrel GL 

Special Rules 
R O F  once Wr lum, Direcl Sre. Support rnunfilons 



Grenade Launchers (GLs) 
The man-portable grenade launcher generally resembles a very basic shotgun and operates on the same breech loading 

principles. Some GL's are even capable of launching 40mm spin stabilized impact grenades at range and can easily be used to 
arc shots over terrain obstructions. Unfortunately, a GL takes a dedicated user who must undergo additional training to effectively 
use and maintain the weapon. 

GL-3500 Grenade Launcher Howler Grenade Launcher Thrasher Grenade Launcher 

Specla1 Rules SpccTa! Rules 

Gt-357 Wrist-Mounted GL Kinkara Gun Grenade l a l  lcl Tambu 40 "Oni Yari" GL 

Specla7 Rules Specbl Rulm 
ulveci "re on1 . amall cxpmlon I emnrzle. -- Indirect ilre Small E x p b ~ o n  Template. I ~d~rec '  i ~ re  Small Ex losbn Tern late 

-.  .. 

Speclel Rules - .. . . ., 

GL-405 Grenade Launcher M-40 Grenade Launcher SSW-2500 Grenade Launcher 

Speclal Rules Spectal Rules Specla 
S!rcc! frro on1 Small Exgbs~on Tern late In5rr-c' rrrc- -- ~ m s 1 1  crp 

HGL-SO Wrath Grenade Launcher 

Speclal Rulss 

Mortars 

W % L  
-. -2 
I Rules .- , , -  

lsslon Templata 

Mortars are man-portable smoothbore weapons that fire a fin-stabilized bomb at a high parabolic arc. It is infantry level 
versatile artillery that can be relocated quickly on the battlefield to support squads with indirect fire. Mortars fire heavier munitions 
than grenade launchers and can better reach enemy rear-formations and entrenched posit~ons because of it. 

Mortar systems generally consist of hollow tubes whose firing angle can be adjusted using the rack and pinion mechanism. 
Dropping the mortar bomb an to the firing plate triggers the percussion cap I n  the bomb's base, which fires the bomb into a high 
trajectory arc. 

Greymaurn Mortar Brunner ML-5 80 MM Mortar Typhoon Multi-Rocket Mortar 

Speelal Rules Spmlsl Rules Speclal Rt17os 
Ind~rect fire, Small ExplaslonTernplate In:j<r~c: bra. Small Explos~on Tarnplals. 

M-75 Moi-kar Merlin's Hammer Mortar SSW-4900 Auto-mortar 

Speciaf Rul, 
Ind lit18 Indl recr tlr?. 

I 3 3 9 1 1  
.. .. . 
I Rules 
I~ro. Small Eno 

.. .. 

mi81 Rules 
lrect f~re. Small 

-... , 
' 'r,' - . _ _  . 'I. . .  ' - - I : '  

,,* <: , , 
- -  ,. ? I , ; ,  ,..?. .- , .. - .  - - - . . - -.-. - . - - - - . .  -- . 



Racket Launchers (RL) 
Most modern RCs are one-man portable with a varying type of magazine holding 90mm armor piercing, high explosive 

rockets. The design allows one dedicated user to tire the rocket launcher without the need of having an additional soldier to load 
the rockets. The rockets are capable of knocking out mobile armored targets at range, which is the weapon's primary function, but 
because they are considered gross overkills against soft, infantry targets, they have recently added fragmentation warheads to 
their rockets to make them a better alT around weapon. 

ARG-17 Rocket Launcher DPAT-9 Rocket Launcher SSW-6000 Rocket Launcher 

spcclnr nlllr Special Rule? 
Dlrecl flre Optlanal ar 10CKelSdadamage 10, small U I ~ R C ~  frre upllona~ AY ~ K K ~ I S  00 oarnage 11) m a i l  O recVllr4 Opim@nal nr rxxarr oo camaqe I L ,  smell 

ARL-57 Retributor Rocket Launcher DPAT-11 Rocket Launcher SSW-6500 Stinger Rocket Launcher 

Speclml RuTr Special Rules Spcclal Rulea 
Dlract llre Oprtonab ~r rtrclters no oamage D~mct frrc O~tlonat AP rock& doddrridye IV, a~irdl l  Inrlrreci f ra O~lloeal A ?  rocksts do darlags 12, Small 

Exulosmn Tern p'aie 

AT-V28 Rocket Pods Rocket Launcher Daimyo Rocket Launcher Southpaw Rocket Launcher 

SpecTal Rutss Spcclrl Rules Spsclel RuTes 
Dlrect iire. Opllanzl AP rocke!s do damatje 11. Small O re:: f!ra O>:ionsl A P  rvCk@i$ da damage 70, Small 

r 
ATML-100 Firefist Rocket Launcher 

SSW-550QMP Rocket Launcher Twin Southpaw Rocket Launchers 

Specla1 Rules 

e DI~GC: tlre Opllvnal AP rockets do damage 10, Small SpeHal Rules Speclal Rules 
Explosion Tcmphle. Dlrecl hre Oplional AP mdets dodarnage 12, Small O'r~c1 r re H z s  adolllonal lncendlary A P  rockers anat 00 

F Ex l a ~ t 0 f I T ~ m  h a .  

Rocket L Mounted Daimyo aunchet 

C C m S R m Y I m  
13 1x2) 

Spwlol Rules 
C* 

Racket Launcher Load Outs 
\ 

AP Rockets (1 0)  
b Anti-Personnel. The outer layer of the mcket is of a highly fragmentary nature that 

fills a large area wrth bits of shrapnel. This weapon allows the RL Specialist to choose which Rocket 
will be Fired per Turn. See Launcher-AL Weapons for indkdual AP Rockst damages. 

Direct fire I Small explosion template. 
I 

p, 21.6- Flamethrowers 
Flamethrowers fire a spread of pressurized chemical agents that are ignited by a pilot at the weapon's muzzle. These ignited * chemicals cover and stick to a target, burning through materials. It is a devastating Anti-Personnel weapon but has little effect 

against heavy armored plate. In Ranged Combat, the Flamethrower spreads its blazing compounds over an area when it Fires, 
covering everything with flames that continue to burn on contact. A model that is equipped with a Fhrnethrower gains no bonuses 
from expending actions to Aim with it. 

Personal Light Flamethrowers (PLF) 

Personal Incinerator PI-4200 Incinerator 

Speclal Rules Spminl Rulaa 
Resldual Damaqe, Close Combat only Thls IS a cuttrnq torch. Residual Damage, A V J .  Cboe 

Combat onlr 



Light Flame Throwers (LFT) 
The LFT is a small, hand-held 

flamethrower with a limited tank of 
pressurized incendiary compound. 

Flame Throwers (FT) 
The flamethrower has always been 

one of the most effective and horrific 
close range anti-personnel weapons. It 
uses the Naplasma compound that made 
the Cartel's Gehenna Pukerfamous, and 
deadly. lgnited from a butane pilot, 
Naplasma is capable of burning through 
most light personal grade armors w~th  
relative ease. 

Heavy Flame Throwers (Hms) 
The HFT is a Vehicbe mounted high- 

pressure flamethrower capable of 
spreading an incendiary compound over 
a good area. The fuel tanks and pressure 
hoses are too large and cumbersome for 
infantr), use. While the range is not much 
better than the FT, the increased area of 
effect and denser Naplasma mixture will 
barbecue enemy infantry with casual 
ease. 

Burning Pride tight Flamethrower 

. . - - . . . . . . . . 9 
Speclsl R!rlcs 
Rss!dual Damage, Smell Tsmphle. 

Dragonkiss Light Flamethrower 
Apocalyptic Gusher Flamethrower FT-199 Magmascorcher HIT 

Speclal Rules .. .. .. - -  - -  ." 11 
Spedal Rules 
Res~duat Damage, Msdlum Ternphte 

Spccla! Rules 

Dragensbreath Light Flamethrower 
Dragonsbreath Flamethrower 

Speclal Aules 

IN-74 Heaw Flamethrower 
E W  
.. - -  
Spmlal Rule 
* , ..+ 

. . . . . - .  '7 Specl~l Rules 
R e s ~ . l u & D a . n a g a  Tern~Ixo I nesluual vamage. Mealum I 

Hindenburg Incinerator LFT 
Gehenna Puker Flamethrower 
(&ant) 
m s m 1 R E R  M 
. . - . . - . - . . . . 11 

VK-666 Heavy Flamethrower 

Special Rules 
Reslduaf Gamags, Smnll Tomplate. L Speclal Rules 

Holy Igniter tight Flamethrower 
Ffindenburq Incinerator FT radiant 

Spcclal R~lles 
Resdual Dama e, Small Templale 

. . . . . . . - . . . - I 1  
Speclal Rules 
Reslaual DamaGe, Medlum Temphte 

IN-26 Ught Flamethrower 
(radiant) 

1 E W 9 F F A I L R W  m 1  Purifier UB Flamethrower 

Speclal Rules 
Resldbal Damage. Small lempiate. Spacial R~ules 

Incendian, Bellows 
Tormentor Flamethrower 
&/ant 

Speclat R u l ~  
Rss~dual Darr 

J-88 Light Flamethrower 
I 'r 

-,." 

- - 1  

- p', I 
X ' *  I 

'3 

I 
Speclel Rules . - . - . . - - 
Pesrdval Dame e, Small Tern lale. 

- I 
Special AUIS I I 

tight Incinerator 
radiant Vulcan Fhmethrower 

- .  
SpccId R l t ~  12 > ,  
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Note: Models must have a weapon that can accept a Load Otrt to be equipped with a Weapon Load Out, 

Corp Grunt Load Outs Gorp OfficerwZeader Load Outs 

Extra Ablative Armor (1 pt) 
Add t.1 to AR value against ballistic attacks. 

Grappling Hook & Rope (3 pts) 
Allows for climbing roils to be made on shear surfaces 

Fllter Mask (1 pt) 
Adds 1 level to the model's effective survival training level. 

Hazrnat Suit (1 pt) 
Adds 2 level to the model's effective survival training level. 

Squad Comrn LFnk (2 pts) 
Adds one inch to command radius, and allows the unit to 
receive orders from a commander equipped with a Command 
Helment even if they are not in command radius. See 
Command Helm for details. 

/Cow Elite Load Outs '1 
Rebreather Mask (2 pts) 
Adds 2 lavek to the model's effective survival training level. 

Command Helment (3 pts) 
This item allows Tactical Sense and Give Orders to be used 
with any squad in LOS who is equipped with a Squad Comm 
Link, if a successful LD check is made. The LD check for 
success is -1 per inch out of command radius. 

Coagulant Auto-Injector (7 pts) 
This item may be used once to allow an additional save against 
standard close combat damage, once the first test is failed 
and the model has fallen prone after suffering its last wound. 
Success means the model may rise the next round with one 
wound remaining. 

Cardinafrs Blessing Auto-lnjector (4 pts) 
This serum, developed by the Brotherhood, will allow the user 
to better resist the effects of the Dark Symmetry. As a side 
effect to this design, Ki powers and Art that simulate mental 
manuipulation are also affected. 
This device will self administer should the wearer be attacked 
by a dominationJpossession power and fail his initial reisitance 
check. Should the second test be failed, the model will have 
an adverse eYect from the drugs and suffer an environmental 
Toxin with an ATS of 10. 

Environment Suit (2 pts) I I A model slain while wearing this device cannot be mIsed as a 
Adds 3 levels b the model's effective survival training level. Dark Legion Thrall. 

Squad Comm Llnk 11 pt) 
Adds one inch to command radius, and allows the unit to 
receive orders from a commander equipped with a Command 
Helment even if they are not in command radius. See 
Command HeSment for details. 

I Night Vision Gear (5 pts) 

Altows fighting in darkness without penalty. 

Atropine Auto-lnjector (7 pts) 
This item can be used once to allow an additional save against 
environmental hazards once the first save is failed and the 
model has fallen prone. Success means the model may rise 
the next rourd with one wound remaining. 



'support Munition Load Outs for Havoc Suppresskn Grenade (5 pis) 
Duhg  combat a trooper is constantly in motion. Even when 
holding a static firing position, he or she is constantly ducking 
and shifting to avoid enemy lire, reloading their weapons, 
reaching for ammo, etc. This grenade is designed to litter 
the area with a variety d fused sub-munitions designed to 
inhibit this type of defensive motion, and thus reduce the 
enemy's defensive capability. 
A suppression marker is placed at the point of detonation 
(Place suppression counter). Anyone within three inches of 
the counter is considered suppressed. These models suffer a 
-3 to their armor score until they Move three inches away 
from the suppression counter, step behind intervening terrain, 
or the current turn ends (counters are removed at end ofturn). 
Misses with this grenade will indicate the delivery was 
ineffective, and had no effect on the target. Suppression Effects 
are not cumulative. 

Indirect Firw/Srna ll Explosion + Deviafiun. Special. 

Under Barrel Grenade Launchers. 

Apex A12 Smoke Grenade (9 pts) 
This grenade creates a thick cloud of obscuring level 3 smoke. 
See the section regarding smoke for details. 

Indirect Temp/ate/Small Explosion, Smoke. 

Shock Grenade aka "Flash Bang" (8 pis) 
This grenade combines a deafening blast of sound with a 
blinding flash of light to stun opponents. 
Those under the template of this attack wit! lose their wait 
status, and suffer a -2 CC penalty during the activation In 
which the grenade was detonated. 

Indirect Templa te/Sma/l Exp!osion, Special. 

Whlte Phosphorous Marker Grenade (8 pts) 
This grenade is used to mark targets for subsequent support 
weapon attacks. If the target is hit, it is considered "marked'' 
and stays that way until it either moves or the current turn 
ends. Misses have no effect. 
Indirect fire support weapons receive a bonus of +2 RC when 
firing on marked targets, and they are allowed to automatically 
tac-sense the marked target, so long as the unit is in LOS 
and range. 

Indirect Templa fe/Sma I/ Explosion. Special. 

Star Shell fllurnination Grenade (8 pts) 
f his grenade is a standard illumination flare. It will illuminate 
an area four inches (4") in all directions of the counter until 
the end of the turn in which it was fired (8" diameter). 
Missing with an illumination grenade indicates the round was 
a dud. 
Indirect FirdDirect Placed Counter. Special. 

d Outs t / Support Munition Loa~ for M O M S  

Smoke Canister (10 pts) VX Nerve Gas Shell (10 pts) 
This grenade creates a thick cioud of obscuring level 4 smoke. This is a chemical weapons load out that delivers a burst of 
See the section regarding smoke for details. VX nerve gas on the enemy. This is a gas hazard with an 

ATS of 10. 
lndirect Template/Small Explosion. Smoke. 

Indirect Fire/Sma// Explosion Template. Gas ATS 10. 
"Pacifier" CNlCS Chemical Smoke Canister (5 points) 
This grenade creates a thick cfoud of obscuring level 2 Gas (12 pts) 
chemical smoke sirnllar to tear gas. It carries a gas hazard of 
ATS 15. 

This is a chemical weapons load out that delivers a burst of 
Phosgene gas over the target area. This is an environmental 

Models that attempt to perform an action in ths cloud must with an initial  AT^ of 12, 
save verses th~s attack, Failure indicates a 10s :tion . 

i marked with a environmental due to the choking swirls of chemical smoke 
I )f the turn. those with markers 

s of the at 
]resent. T h ~ s e  tha 

hazard rn; 
m, ,r+ rmll - 

.t survive 
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Indirect Template/Small Explosion. Smoke/Gas ATS 15. I I IUDL I V I I  mYQII I UI IUml I n 1 5. If they pass the second roll, 
the marker is removed. 

"Sun Burst" Illumination Flare (I 2 pts) Indirect Fire/Smal/ Explosion Template. 
This munitions fires is a larger version of the standard "star Environmental ATS 12/15. 
shell" illuminatior late an area tour inches 
14") in all dirmtio ~ t i l  the end of the turn in 

i flare. It 
~ns of the 
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which it was fire< 
Missing with an illuminatior1 yrsrlaut: indicates the round was 
a dud. 

Indirect FireDirect Placed Counter. Special. 



Demolition Specialist Load Outs 

Demo Charges 

c9 (10 pts) 
This explosive is a military-grade plastique usually 

detonated by timer or remote signal. It is a stable compound, 
making it safe from any detonation besides a planned 
explosion. 

C9 causes the object it is placed against to suffer from 
a DAM: 13(x3) attack. This attack is rated as an AW2 attack. 
For an additional action, this demo charge may be tamped, 
increasing its damage yield to a (x4). Ff fired remotely against 
personnel, the DAM is only 10(x2). Requires a remote 
detonator and has a 6" range. 

7 

Detcord (7 pts) 
Essentially plastique in a cord form, Detcoxd is 

designed to be wrapped around an abject where it does 
punishing damage or, when placed property creates an egress 
through walls. It cannot be tamped. 

Detcord has a damage yield of DAM:i2(x2) which may 
be Increased by ( x l )  for each action spent wrapping it around 
an object. If it cannot be wrapped, this does not apply. Detcord 
has an AV: 4 rating and requires a remote detonator. 
Direct Effect DAM: 12(xZ) concussive, AV:4 ATP: 1 + 

C20 Satchel Charge (9 pts) 
C20 is a processed version of TW7: Et is both a stable 

Direct/small explosion template. and powerful explosive. Placed on a target, this explosive 

,~&ct e~p,osion 1 3 ~ ~  13 (x3), concussive, A V : ~ ,   AT^ 1 deals a DAM: "(~31 Yield an' is rated as 'w4. 
Direct. Effect DAM: 14(x3) ve, AV:4. ATP: 3 

'% C 

F =, 

Mines 

I Name DAM ATP DV Cost Weapon Effecis & Special Rules I 
Claymore 12 1 4 8 Direct/ LTT Template, Cluster Effect: 4. Place template from 

final DV result towards the model that failed the LD test. 

Inferno Bomb t l  2 2 7 Fire-Based. Residual Damage. Center the Small Explosion 
Template over the final DV result. 

Anti-Tank 14 1 7 Small Explosion Template. The explosion only affects the 
model that set off the trap. Do not roll Deviation. The mine will only activate when a vehicle weight 
model passes over it. This will also be set off by SZ4+ models. AV:3 

Spring Mine 7 3 8 Center the Large Explosion Template over the m ~ d e l  that 
failed the LD test and set the trap off. This mine is an anti-personnel munition. 

Red Manta 9 1 3 5 Fire-based. Small Explosion Template. Center the Smalt Explosion 
Template over the final DV result. 

Albatrosssky Mines 10 1' 2 6 Small Explosion Template. Center the Small Explosion 
Template over the final DV result. These mines take a number of actions to place based on the 
altitude deployed. 1 Action for alt 1-2, 2 Actions for alt 3-4, and 3 actions for alt 5-6. 

Cyanogen Chlorlde ATSS2 2 4 6 Small Explosion Template. Center the Small Explosion 
Template over the final DV result. When this mine detonates it releases a colorless vapor in a tight 
area. Amid choking fits, victims will ultimately suffocate to death. This weapon does not afiect AI:4 
or better modets, vehicles or NecrorganidNecrobiotic opponents. 

Nova Flaws 

ATS9 2 2 7 Smafl Explosion Template. Center the Small Explosion Template 
over the final DV result. Phosgene Oxirne Alkylation (CXA) is an accelerated example of wrticants (or 
nettle gases). These agents initially attack the skin and mucous membranes, quickly finding their way 
into a model's cells where it disintegrates DNA strands and causes rapid cellular decomposition. 
Unlike Black Mustard weapons, largely blamed for the outbreak of mutations that plagued the systems 
warsones hundreds of years earlrer, CXA is quickly fatal. Does not affect enclosed vehicles. 

~ c k  with a 
-,. - ., 

1 3 7 -3nter the Large Explosion Temptate over the final DV result " * '  
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. tr 
subsequent move action. Move the wielderto the new location, their squad has placed for the cost of an action. l h i s  can be I 
and then move the victim directly toward that new location done from wait. 
exactly half the distance moved by the wielding model. , \I 
Damage for dragging is 8 points, plus 1 point for each full Resonance Helm (2 pts) 
inch dragged. Dragged models must save twice as before. Used by the Brotherhood Resonators. this helm offers a +2 ' 
Those remainhg entangled may be dragged again, You may PW and +2 LD to any model in base contad, but only during 3 
have "0 than one opponent entangled at a: time. Models Saves against channeled powers. The effect is not ~~mulat ive. 
who activate entangled may free themselves for the cost of 
one action. RP-187 Rocket Pack (3 pts) 

This rocket pack allows the wearer jump between two points. - 1  

IA-3300 Chameleon Armor (3 pts) Normal jump mov~rnent occurs at height band one. For every 
I f 

This extremely high tech armor is designed to automatically he~ght band of increased altitude desired, the forward distance 
blend with the wearer's background, conferring the traveled by that action is reduced by one. Sequential move P 

Camouflage: 2 Spec~al Abiiity to the wearer. actions within a turn can be combined for longer jumps, but a 
in the end the model must land. Hovering is not allowed. 

Jehovah Box (1  pt) 7 
Placed in inheritor infants at birth, this device replaces the SeH-Destruct Mechanism t2 pts) 

recipient's larynx. It acts as a filter mask, conferring a +.I to Models equipped with this mechanism will setf destruct at the Ir 

the recipient's Survival Training skiTts. end of the turn in which they suffer their last wound. Place 
the model on its side, or mark with wound rnarkerls). At the 

Lackey (4 pts) end of the turn any model within base contact with the self- I 

When given to a Model, this diminutive being adds +2 LD. destructing modal will suffer a damage 7 attack- 
The creature may be sacrificed in order for the possessor to 

a 
avoid a wound inflicted by physical means. Damage resulting (2 pts) % 
from Powers cannot be avofded in this manner. These grenades create a tevel two (2) smoke cloud. When 

casting a Smoke Grenade, use the modifiers,& 
-& 

+ 

F 
Lesser Eye of Maredrach (0 pts) for the launcher used. If thrown, treat as it' ,($d t 
This fjesh encrusted amulet can summon a Golem of a thrown AP grenade. Indirect template/ ( j;. -, 
Darkness to those who learn to us@ its power. srnalT explodon. Smoke. 3 , I  > '  , 

: ;  /- pew 
Z 

Marker Grenades (2 pis) Reker 2300 (6 pts) I I? 

If the target is successfully hit, unih with fhe Tactical Sense This device adrnlnisters a potentially"?- : jk 4' 
I -t .--% > 

Special Ability may add a t.4 to their roll when attempting to lethal cocktail of endorphins and 
redirect fire toward the marked target. When casting a Marker stirnurants irto the hog in an attempt to revwe =I, 5 
Grenade, use the modifiers for the launcher used. If thrown, them after death. Models @quipped with this- device should be 
treat as if a thrown AP grenade. left on the battlefield after they suffer their final wound. At the 3 

start of the next round, roll an LD test for them, ff successful, 
Mask of Sernai (5 pts) the device will rezurn one wound to the victim, but only for the 

% 

This artifact allows the wearer to cast the Semai remainder of the turn. The revived model wlll die if medical 
assistance cannot be acquired during that time. 

7 
False Orders power ance per baftle. 

t 

rol t of 1 8 or less. Da 
temalate. On a 19-20. 

Necratech "Oppressor" MPL (4 pts) 
8:p 

7e cost of 
mage is ' 

the wieidr .. , 

Twin Barracuda Jetpack (4 pts) 

10 points, small explosion 
?r loses his nerve and can't Vulture Anti-Gravity Harness (3 pts) 

push the bunon, The acrlon 1s wasted, bur he may try again This old world device aly0w~ the Wearer to etfectively fly. The 
1. 

i f  h e  has the actions remaining. wearer will have a MV stat of 5 while flying and may achieve 3 
an altitude of 5. 

Remote Detonator (2 pts} \ 

1,: 

Models equipped with this device may spend an action to 
, -\ 

rernotefy detonate any explosives either they or a member of 
a 

- 

Embedded into the living flesh of the necrobiotic I I " I 

commander who possesses rt, for the cost of one , : ,. 1 
t 

This device is used by the Ram's Air Cav to sustain flight. 
Flight is limited to a maximum altitude of six. Those that fly % 

action this multi-purpose launcher may fire either the Twin Barracuda might be crazy, but they aren't stupid. 
a Marker Grenade out to medium range or a -------- I 

Smoke Grenade out to short. Void Harness (I pt) 
This device is a corrupted Brotherhood power stabilizer. It 1 

Redemption Harness (4 pts) allows the wielder to project the effects of the Ectoplasmic i 

May be detonated for tt an action and a successful Feast ability to all the friendly models within command radius. - 
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"Pioneering the Future, today. " 
-6aplfol Corporate WdAd 

Freedom is a disease, a virus, infecting the very soul of 
any it encounters and spreading throughout a community like 
an epidemic, lll is without cure, without hope of reversal. Only 
time can erase its warm embrace, time In chains. 

Freedom is born of sacrifice and death, forever changing 
those touched by .it:Once man has a taste of freedom, there 

ed: 
can be no other alternative Chains bum, walls smother, and 
tyranny abhorr 

Freedom ~lutions, b 
ideas and flash t turned ht 
attention towaras tne neavens, TOWamS tne stars. This spmt or 
freedom fueled the Pioneers, Capitol's original founders, to 

I breeds c 
~ e s  of insp . .. . 

nd new sc 
?e though . ,. 

oundless 
~rnanity's . .. . 

harvest the Moon, the planets and beyond. Their efforts 
n 

ternformed the Solar System, freeing dead worlds and imbuing 
them with life 

Capitol is freedom incorporated. 
Unlike the other Megacorporations, Capitol has no nobility: 

any Citizen with raw talent, hard work. and perseverance can 
achieve greatness. It is this open, democratic culture that 
promotes personal responsibility, tolerance, and creative 
solutions. And without supporting a parasitic noble class, its 
Citizens enjoy the highest standard of Irving in the System. 

However, freedom has a price whose currency is blood, 
and the Citizens of Capitol will fight to the death to protect what 
they have worked so hard ta achieve. Each Citizen owns at 
least one share of Capitol stock, making them an owner in the 
truest sense of the word. And from the simplest shopkeeper to 
the President of the Megacorporation, each of Capitol Citizens 
will sell their lives dearly to protect what is theirs. 

i e  Capito 
ver dur in~ 

TI I Megacorporation first began to accumulate 
real poi I the early pan of the twenty-first century AD % ' 
when Zh or space exploration was opened up to private '+ 
industry. I hey had already sstabllshed themse ves as world class " 
arms dealers and had begun to work in conjunction with the b 
other dominant corporations of Bauhaus, Imperial and Mishima. 
By the end of the century Capitol had emerged as the largest of w =% 

the Corporati~ns and to this day they remain the largest and 4 
quite possibly the most powedul of the Megacorporations. %A 

Capitot was the major investor in establishing a permanent 9 
base and launch facility on the moon. This meant that the 
growing volume of space-faring traffic usec their facility and " 1 

thus contributed to Capitor's financial standing and power base. 3 
Capitol carried this advantage forward to the pioneering 
exploration of Mars and they have ma~ntained their domination r 1 
of the red planet ever since. 

During the Exodus of mankind from Earth it was only 
'.' 11 

natural that Capitol would bring its employees to the world over sl 
which it had most cuntml, but the sudden influx of people put a 
great strain on even their resources. When t te  Dark Symmetry - I 

was released into the solar system the fall of technology hit 
Capitol hard since much of their agricultural production was ,? 
optimized by computer controlled systems Food shortages d3 
threatened ths burgeoning population of Mars, and it was only I the advent o f  rift travel that saved them from a planetary -c 
catastrophe cf biblical proportions. The rift technology meant 
that they were able to transport vast quantities of food supplies *a 

3 from the Bauhaus dominated world of Venus. The need to feed a 
their people forced Capitol to take actions that contributed to an 

C I? 
- k 



atmosphere of hostility and isolation. This in turn fed to the ofthe Dark Symrnetr)r which was 
breakdown of relations betwean the Megacorporations and once again beginning to exert its 
contributed in major ways to the First Corporate Wars. insidious influence aver the 

Capitol's logistical expertise served them well during the minds of humanity. 
long years of war and they were able to hold their position as Currently the Capitol 
the largest Corporation in the solar system in spite of their Corporation is healed and united; 
hardships. This position was tenuous however as it became having more than their fill of 
increasingly difficult to guarantee the delivery of cargo shipments legitimate enemies. The Second 
from Venus and Mercury, especially with Imperial privateer Corporate Wars which have 

Capitol was forced to develop new farming begun to grip the system threaten 
hostile surfaces of Mars. Complex irrigation Capitol held territory throughout 
vised based off of Bauhaus designs and the solar system and the return 

subterranean hydroponics farms patterned after Mishima of the Dark Legion has stretched 
systems were used on a large scale, with acres of artificial its military resources to the limit. 
fighting giving life to much-needed craps. By the end of the 
First Corporate Wars Capitol was largery self- -- 
sufficient as they controlled a 7 
Red Planet and significant t 

interfere1 
techniqu 
systems 

nce, and 
es on the 
were de 

Since the earliest day ? exploration 
Capitol had held considera~le power on Earth's 
moon, which had come to be known as Luna. But 
with the establishment of the Brotherhood, Capitol 
found their influence being superseded by that of 
the new milltant church. This trou bling time left them 
with little direct influence on Luna though it firmly 
estabhshed their power base on Mars. For centuries 
following, this power base has been challenged by 
all the Megacorporations and by the invasion of the 
Dark Legion during the first century YC. 

Capitol has endured many kinds of crisis but 
their ability to respond quickly to any situation gives 
them a strategic advantage that has proved dimcult 
to overcome, Following the defeat of the Dark 
Legion in the second century YC thare emerged the 
Wars of Attrition when Mars was beset by scores of 
minor conflicts as factions from the rival 
Megacorporations tried to encroach on Capitol 
claimed territory. There were the Scarab Wars of 
the sixth century KC when Capitol extended the 
Trans-Martian Railway around the upland contours 
of the Scarab Desert and Red Rock Flats. There 
was the War of Shame, when the1 ?nt 
"Ravlng" John Garcia became convincr InY 
Capitol bases and high-ranking gel !re 
conspiring with the enemy to bring down the Capitol 
government. He launched a number of assaults on 
Capitol bases, which escalated qufckly towards full- 
scale civil war within the corporation. After several 
years of damaging conflict the war was ended by 
the Citizens' Revolt when the population of Capitol 
refused to tolerate the madness any longer. Many 
civil services, the postal workers in particular. took 
the fight to the President's forces and worn due to 
the fact that the Capitol Citizens vastly outgunned 
the military units. President Garcia was shot 123 
times by Capitol Citizens as he attempted to flee 
the Presidential Offices. 

n Preside 
?d that ma 
nerals WE 

With the clarityafforded by hindsight, it is now 
generally accepted that this and similar acts of 
paranoid delusion were orchestrated by the minions 

- - . - 



financial standing will shape the course of their life to a great 
extent. Individuals born into wealth and power will benefit fran 
privileges only dreamt of by ordinay Citizens. However, there 
is no fundamental reason why the poorest person in the 
Corporation cannot become President one day. Indeed, the Idea 
of personal improvement is, along with the idea of teamwork, 
at the very core of Ca~itol's way of life. 

The Board of 3 

Every Citizen i \older. Every share of Capitol stuck 
entitles one vote to every Utizen in Capitol's many elections 
and referendums. Since it is obviously impractical for every 
Citizen to vote m every issue, the Citizens elect representatives 
as their voice on the Board of Directors. This is done every four 
years. 

Once on the Board of Directors, the representative has a 

Director 

vote in any legislative decision equal to that of total of the votes 
in the electoral district that elected him or her. The flaw In 
Capitol's democracy is that tht  ere 
are voters, and that individu; but 
one of their shares. Other in1 res, 
which means tbat there are wnole electoral alsrrrcrs wnere up 
to 90% of the vote is controlled by a single individual or group 
of individuals. 

There are plenty of examples of wealthy individuals 
electing themselves to the Board of Directors. Conversely, there 
are still areas where the mass of Citizens still controls their own 
shares and elect representatives to speak an [heir behalf. 

In general, a!l Directors support the consensus that 
Capitol's way of life must be preserved and their awn pockets 
must be lined. In moments of crisis. all Directors can be expected 
to unite in the face of a common enemy. 

E the elel ,ver, 
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reward of the ultimate Mtce 
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"From diversity comes strengfh, in diversity IKes freedom" 
-Capitof moth  

The oldest of the Megacorporations, Capitol is the only 
one that is a true Corporation in the sense that the Ancients 
understood the word. The goals, responsibilities, and legal 
structure of the Corporation are all laid down in an ancient 
document known as The Charter. This ancient parchment pre- 
dates even the Chronicles themselves, and lays down the laws 
by which Capitol tself. 

All of Capit1 yees are rerersed to as Citizens, and 
each of them en; in inalienable rights as laid down in 
Th- rbarter. They are all entitled to a fair trial, to have decent 

s, to bear arms, and xrtain cor 
~rporation recognitc as a duty 
1 are protected. In he Citize 

expected to show loyalty and cornrnltrnent to the ideals and 
goals of the Corporation- 

One of Capitol's ideals is that differences are to be 
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respected and it is this acceptance of diversity 
that makes Capitol strong. This print 
Important that it is enshrinec 
Corporation's Charter. Capitolian Cil 
taught to respect the beliefs of others and t~ 
solve problems through negotiation rather than 
confl~ct whenever possible. Capitol's culture 
also rewards successful entrepreneurs, and its 
Citizens are only too pleased to incorporate 
successful freelance operations under their 
wing. Capitol rewards Citizens for performing 
duties that serve the Corporation's needs with 
greater shares in the company. This is not to 
say that Citizens of Capitol are lacking in pride 
or loyalty to the Corporation, simply that Capitol 
can place greater demands on their people 
without resoding fo coercion. 

Capitol society does not have the same 
defining heritage as Megacarporations like 
Mishima and Imperial. There are no cultural 

restrictions that might limit a Citizen's 
advancement, although a person's 

The President 
The President Is elected from within the 'n 

Board of Directors, by members of the Board, P 
and carries executive pawers relating to 
corporate finance and securily. In theory, any t 
Citizen can stand for election, and thus, any 
Capitol Citizen can become President, This I 

Es a major part of Capitol's ideology, and it's f 
just one reason why it is seen as the 
Corporation of opportunity. " % 
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combat, Capitol's Supreme Commanders never , 'r 
forget that their soldiers are Citizens, and that they 1 
have a duty, when possible, to preserve the lives of 
those Citizens. This comes to the forefront in several 
ways. 

, i 

Capitol troops are always gfven the best 
'r 

possible training they can get under the 
circums 'hey are taught a ! ~ u n t  
about si ration on a battlefie ron't , 1 
see hun attacks from a Capi y. In 
keeping with this idea, Capitol's trooba ,,dally s* 

I 

issued heavy body armor and protective helmets. 3 
VI - 

The cost of such equipment is negligible compared 
to the cost of training another soldier to fill in the f 

'tances. 1 
elf-presen 
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In each soldier's helmet are a receiver and a chin 
microphone for their tactical comm-links. These two-way radio h 

Capitol's overall military stmtegfes are built around the links function at relatively short distances, usually between 
principles of deterrence and retaliation. squad-members and officers, and are scrambled to keep the 7 

The first principle means that the AFC must be perceived enemy from understanding Capitol's field communications. Both I 
as mighty enough to ensure that it is not worth any rival Non-Commissioned Officers (NCOs) and officers have access 
Corporation's time or effort to attack any of Capitol's holdings to progressively higher priorities on these comrn-links, so that , I 
or territory. Capitol is very open about its rnilitay strength, and they can comrnzrnicate with each other, their support units, and 
since it is the biggest of the Corporations, that strength Is the HQ.These comrn-links are used to coordinate attacks, locate b 

intimidating. casualties, and exchange tactical information. b 

The second principle means that, if someone does attack Like moat Corporations. Capitol has its own battle- 
Capito!, then the Corporation will strike back-hard. Capitol is language. This comprises simple lists of code-phrases that . ? 
committed to maintaining the integrity of its holdings and will contatn certain orders. For example, "Four-Seven-Alpha" mutd k 
do everything in its power to maintain or recfaim them. There mean-fall back and regroup at the last checkpoint. Many 
are very few examples of anyone taking anything from Capitol companies customize their own battle-language so that, even if b 
by force and keeping it. Those who try will find that awakening the enemy is familiar with Capitol's standard codes, they stAl 
thejuggernaut IS not worth the collateral damage thatwitl ensue. will not understand the individual cornpary's. The most 3 

The effectiveness of these principles is evident in Capitol's disturbing example of this customization 1st the string of 
rnilfitary record. 1 First Cor ar, "0 corporate blasphemous remarks and crude language used by the Free b 

military force h; able to 07 Capitol in open Marines. 3 
Since the 
2s been ; .. +hn,,nk 

porate W, 
ylescome 
nn-nm+ - battlefield warfarb, Ll lvuyr the same L ~ ,  luL 

be sa i  small conflicts against d about 
a oppone 
~roponent: ." ----A 

guerrill 
major 

nts. Capitol is one of the 
s of Warzone Resolutions 

betweel I burl  ti ti tors, since their military 
might is best used in open warfare and the 
Corporation puts so much emphasis on 
protecting the Tives and assets of its Civilian 
popukation. 

The Armed Forces of Capitol I 
The Armed Forces of Capitol (AFC) 

comprise the largest and most powerful t 
military machrne in human history. Capitol 
believes in protecting itself and its people 5 

from any and all externat threats. That is the duty of the SL I 
Commanders and the Board as laid down in the Corpor Each Capjtol soldier also wears a dog tag. These contain 

medical sensors, which monitor the trooper's pkysical condition Charter. Slnce Capitol is the largest of the Corporatio~ 
size and strength of its forces reflect this. ~h~ AFC neeas and contain recorded details about the soldier. Officers and 

profed a lot of territory and a mwltikrde of: people. NCOs have heads-up displays (HUDs) within the heir b 

The Megacorporation sees that it has the people and hetmets. These project information about e: ~ r ' s  
condition, as welt as tactical displays and -o m I 0  

equipment to handle this massive task. Capitor has a huge 
number of ground troops, the Capltol Ground Forces or CGF headquarters. This ~nfarnlat~on transparently overlays wnat tha 
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P 
to tha t  trooper's superior, so that, according to the 
battlefield situation, the ranking officer can decide 

P' on pick-up, rescue, or abandonment. The latter is 
usually resewed for the dead and only if the situation 

P is desperate. Capital does not willingly leave Citizens 
behind in conflicts. living or dead, and a talty of 
insurance death benefits and death claim payout 
amounts for each casualty is displayed on the HUDs 
of Capitol's officers. 

9 It is this low tolerance for military casualties 
that have done much to shape Capitol's policy of war. 
Over the yean. Capital has concentrated their tactics 

F on long-range capabilities, placing a greateremphasts 
on air strikes and ranged combat, ratherthan allowing 

F their troops to become embroiled in bloody close 
quarter battles. In the AFC, high priority goes ta anti- 
tank and weapons of mass destruction. In both cases, 

fi these are primarily air-launched. The ground forces 
are used to follow up air strikes and then dig in. 

F Most of Capitol's front-line troops are Air 
Cavalry. They are ferried to the front by helicopter and rapidly freight train carrying millions of tons of c inerals, or a 

C 
deploy into their position on arrival. These helicopters are usually troop transport moving an entire anmy fro ry base to a 

P equipped for battlefield support, mounting heavy autocannons, Warzone hatspot. The only weakness o ray is that it 

bombs, rockets, and air-to-gl jiles. In attacks, they can provides a static target for rival Corporations ~u aiacK. TO counter 

strafe the ground, softening emy before troops go En, this threat and cany out repairs, Capitol operates the armored 

@ In defense, they can provi ng fire while the troops Marshal sentry trains. The Marshals are mobile engrneering 

disengage, This logistical expertise and rapid deployment philit,? 
pfafforrns, each One com~r i sed  of three key elements- 

F : on the field of bait !connaissance, military, and engineering. 
The remnnaissance contingent is responsible for detecting 

a iemy activity: the military contingent is responsible for the 

C defense of the train; the engineering contingent provides 
maintenance and repairs to the railway track itself. Fitted with 

P super-heavy lifting gear, a Marshal and its crew can replace a 
damaged section of track in under an hour and have sufficient 

rF r~ 3 reptace four kilometers of track before returning to 

P a -eplenish materials and equipment. 

I Soldiers 
F Because Caprtol troops are relatively well-trained. well- 

Ir organized, and raised on Capitol's philosophy of teamwork, self 
reliance, and initiative, Capitol troops are expected to show these 

P qualities at all tlmes. Therefore, NCOs and individual soldiers 

F 
The massive battle-trains that travel on the Trans-Mafiian are given a lot of discretion on 

Railway are known as Juggernauts and some, like the Colossus The ideal Capitol unit is -s know and 

F and the Saracen fire. have been in service for over a hundred trust one another. Its leaders an I their orders 
years. These steam-powered giants tower hundreds of feet and then to carry them aut by wnarever mernoa seems most 

F above the track and operate beside equally massive trains that appropriate at the tine. Capitolian commanders know that the 
serve a number of purposes. There are the Atlas freight tralns people at the sharp end of the knife ofien have a better idea of 
and the maintenance sentry trains known as the Marshals, but what is going on than those further back, so they rely on the 

F hese discretion of the front-line officers and NCOs to see that 
leavy objectives are achieved. 

lr pops Despite the fact that most Capitolians would rather pursue 

C 
aria entire squaamns 0 7  purple anams, brrear breys, lflanta a career in business than in the military, the AFC b a volunteer 

;raft. Capable of sp leters army. It has very high standards of morale. Its sofdiers know 
C these massive trail "On' that they are fighting to defend their way of life, and they are 

~rnent before being p 
CI 

~ving proud to do so. For many of them, the AFC represents a way 
rorce oehind Capttol's domlnarron OT wars ana me sound of ,,t ,fpo,,~, for a lo drawn from the poorer 

P their approach has been likened to the terrifying roar of a Martian levels of society+ iem with pride, self- 
tornado. discipline and trainin! I to thrs. In 

.r The railway allows enormous volumes of carao to be 
moved rapidly from one plat 
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people know that excellence will be rewarded, and that promotion this body is the Infantry, which makes up at least two-thirds of 
comes to those who deserve it. They know they can better the CFG. Unlike the famed Special Forces, there are no movies 
themselves. and they know their leaders are worthy of respect. made about their regiments nor are there any T-shirts or caps 

bearing tk ate designatfon sold in Capitol stores. They 
are the fa trneless men and women who fight and die 
so that th he corporate shareholders, who happen to 

a~ar are won" more rnan a unlverslry aegree, \Many sons be Capitol's Citizens, can maintain their way of life. 

Directors, executives. and other high-level officiais enlist in the The ground forces of Capitol are evenly distributed among 
AFC purely as a career move. Some drop out, same stay, but its settlements. concentrated in base camps holding tens of 
most return to the white-collar existence mentally and physically thousands ef troops always at a high level of readiness 
hardened, but always more cynicat. (deployment time of either six, 12. or 24 hours). This ability ta 

Finally, in times of corporate emergency, the Board can deploy rapidly is the major advantage that Capitol has over the 
introduce conscription. This means that all able-bodied Citizens Megacor~oraticnsg allowing them to gain ground at a much 
may be drafted into the AFC, and this can swell the size of ~uiclcer Pace than its rivals. 
Capitol's armies immensely in a relatively short period of time, 
especiafly since most Citizens can bring their own firearms with The Special Forces 
them. The Capitol media is particularly good at whipping the For extremely important missions, the Capitol Special 
Citizens into a patriotic frenzy, and as usual, this means that s used, but this is actually an area where Capitol stands 
the general morale remains high. lvantage against thetr competitors. Its resources are 

funneled more towards its elite units than regular 
The Capitol Air Force infantry. 

In a career that most young Capitolians The varied and unique special forces of 
daydream about, the fighter pilots of the Capitol Air ' 1  Capitol are infamous throughout the solar 
Force, or CAF, are among the best-reputed and r system. This is due partly because of the 
glorified military personnel. They fly the finest cmntless movies depicting their exploits released 

3th a~~li-ar 
times wt 

is necess 
L 

aircraft available, with the most efficient weapons, 
not to mention the most expensive. These aces are 
considered, system-wide, to be the best pilots in 

Ground Forces, the CGF. This cooperation becomes 
more intrinsic as a battle rages on, since the jet- 
jockeys of the CAF are on standby to provide 
support for the CGF in the form of air strikes. Every 
Infantry platoon has a Communication Corp that 

The Capitol Ground Forces 
In the shadow of the Air Force, the members of the CGF 

lead an unglamomus and hard We. For these sotdiers, the highest 
motivation lies in the fact that they are absolutety necessary for 
the survival of the Corporation, but even this mission isn't enough 
to swell its ranks. In times of extreme threat, primarily from the 
Dark Legion, the Capital Supreme n been 
forced fo dra4 ~ P O F ! ~  into defensive 

The CFG is the largest body in t Capitot 
with atmost 5 miIlion persannel. 7 , , , ,  ,,, the mainstay of 
planetary defense on Mars and form the core of military 

campaigns throughout the solar system. The heart of 

- - - 

' ,  / ' - *.\, /. 

t by the Caprtol propaganda machine. Mostly, their 
reputation has been earned on the bloody 
battlefields where their performance records are 

I Support Units 3 

1 Capitol's support structure revolves amund 
the use of air power and mobile warfare. Capitol I 

I has very few mobile armor units, preferring I 

Cornmanc 
roles, 

he Armed 
-kt*,, e r r ,  

provides a Squad with a Communication Specii 
1 instead to rely on the CAF for bt 'mar --- - and fast infantry deployment. In iere 1 

This Comm Speciafist is the connection beh  
personnel with extremely specialized training ~ary, the forces On the ground and their guardian angels in the Cap,to\ will not hesitate to outsource to Freelance .r 

I has eve1 

Forces of 

the known worlds. I exemplary. Mher Corporations haw learned lo 
Capitol's Corporate Supreme Comman respect the men and women of the Special Forces 

are great believers in the use of air power and mr 1 and their advanced training. 

Advisors S Consultants on a mission to mission basis. By far, 
Capitol has the most accepting attitude towards ConsuTtants, 
going so far as to offer permanent positions and Citizenships to 
those individuals who impress the Board of Directors. 

warfare. A typical Capitat mititaw attack begins wlrn 
the CAF establishing air superiority in the region, 
and is then followed with a deluge of air strikes 
against key enemy positions. After the air strikes, a 
swarm of air-transported infantry race in to seize 
key objectives. All of this calls for very close 
cooperation between the CAF and the Capitol 

Capitol claims to deal fairly and even-handedly with the 
other Megacorporations. In terms of external policy, Capitol 
believes that peace is good for business, so it strives to maintain - b 
it. Unfortunately, this is not always possible. Rivals oflen mistake 
Capitol's apparent pacifism for weakness, and every so often, i 

they must be ta8dght a lesson. However, once a war is over, 

I 
I Handpicked from Infantry, soldiers who 
I have shown great ability in the field of battle get 
1 promoted to specific units, gainlng full benefits 

I' for themselves and their families as well as 
! generous combat incentives and share bonuses 

t 1 w o n  mission completions. " 



Capitol's leaders tend not to hold gmdges, whether they have won or last. To do so would be bad for business. 

Bauhaus 
The relationship between Bauhaus and Capitol can best be described as one of respectFul neutrality, with full-scale conflicts 

few and far between. However, tensions have begun to escalate over Capitol" involvement and occupation on Venus, which has 
become much more aggressive in the last two hundred years. With the return of the Dark Legion, both sides have met fierce 
resistam liCs, which ted them from full-s r home sc has diver tale war. :e on thei 

ertronic 
jpitol may . . .  not exad . . .  - e of the n .. . but it's ml . . 

CY b 
C; tly approv ewest Corporation, Dre than willing to enter into trade with it. Capitol is 

particularly lnterestea In cybertronic's radlcal new technological developments, but it will not try to acquire the Cybertranic 
divisions that produce them until it's sure that it can trust former Cybertronic employees as Citizens. Most of the contention 
between the two Megacorporations comes in the form of Employee Extractions by Cybertronic and Iimited Hostile Takeovers of 
resources by both Megacorporatians. Large-scale conflicts are rare, with Cybertronic avoiding Warzone Resolutions as much as 
possible. 

lrnperial 
Capitol does not trust Imperial. A large part of the Agency's operations are given over to monitoring the smaller 

Megacorporation. Capitol is still aching from Imperial's treachery during the debacfe with the Seal of Repulsion, and then the 
return of the Dark Legion attacks led by Saladin. The AFC Supreme Commanders still remember Imperial's interference in the 
early stages of the Dark Legion's second arrival on Mars, and if it were not for the restraintng hand of the Directors, they would 
gladly act to crush rmperial. Whik there is constant conflict between the two Megacorporatians, it is hard to find a Corporation 
that Imperial is NOT in constant conflict with, and not a day goes by without an Imperial Hostile Takeover attempt against a 
Capitol asset. 

Mishima - = -ti-= -- - - Mishima is Capitol's largest trading partner, and relations -1 between the two are usuallv as aood as is  ~assible between two 
rival Megacorpcrrations.  hat is ti say, they'are tense and fraught 
with peril. Presently, there are a constant series of Hostile Takeover 
attempts and Warzone Resolutions. The major confrontations have 
been over the coveted Graveton Archipelago an Venus, and the 
Southern Lands of Mars. Adding to the fraying relations, Lord 
Heiress Mairko has issued an imperial Edict, claiming the lands 
surrounding Hosakawa in a 1,000-mile radius belong to Mishirna. 
Central Command has challenged the proclamation to no avail, 
and the lack of Cartel and Brotherhood support has caused the 
Capitol to feel very much isolated. As if in answer to these furtive 
attempts at reclamation, Mariko has declared an open state of 
war should Capital advance on her new sphere of control. 
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The lndepf 
Capitol lake deals with Independents; it buys them. 

If a company '~novative and successful idea or product, 
the Directors in duplicating the effort that went into 
its creation. They will normally i t  he company's owners 
out far a fair price under the Car ?d Rules for Company 
Acquisitions. If Capitol buys out ny. at1 that company's 
employees automatically become Capitol Citizens with all the 
privileges and responsibilities that entails. If they don't want to do 
so, they don't have to, hut they will be looking for a new job. 

The Cartel 
Capitol was the originat founder of the Cartel, creating an 

institution that reflected Capitol's philosophy of cooperation. 
Therefore, it is more than aware of the damage the newly 
independentm ,I abides b ?I's 
rules, they h '7e Cartel' .ds 
judgements, , Capitol h lrts 
the Cartel's Rules of wariare and uses them to their advantage. 
Still, some Capltol subsidrarles try to circumvent Cartel regulations, 
which cause the hated Lords to become involved. 
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coordinate the attack against the Dark Legion. Carte\ forces 
have the full support of Capitol's military and their pick of 
personnel for the Doomtrooper program. The Dlrectofs know 
all too well that no single Corporat~on has managed to throw 
back the Dark, and that it may wet1 take the combined efforts of 
all humanity to do so. It also knows that the climate is against it 
and that a unified front may be beyond their reach. 

T h e  Brotherhood 

Sill, at the moment. the evil is contained. The gigantic 
ring of fortifications known as the McCraig Line encircles the 
contaminated area, and the soldiers of the Corporation stand 
ever ready to do battle. In tunnels and trenches, desperate 
soldiers fight to stem the encroaching tide of the Dark. 

Heroes are made in this terrible place, as are countless 
martyrs. To their credit, Capitol keeps a roster of every name 
that has fallen in these horrific battles. 
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Irony 

Suddenly, all was silent. 
The mines had stopped exploding. The g 

dust began to settle. Anfhony Wheeler clutched 
peered out of his foxhole warily. Out there in the tortured no-man's land, nothin 
moved. There were just corpses among the endless barbed wire and the crate 
Fen by the detonated mines. Smoke rose from the barrel ~f the LMG. Wheeter 
gEad to let it have a chance to cool down. He let out a long breath. He cou 
believe it. He was stilt alive. As often as he'd done this 
he survived an enemy push and marveled that the rus 

"Another day, another doElaf, said Expenda bFe lac 
the blood-red sun rise over the crimson murk. 
have sworn that he could make out the giganti 
through the mist. Counting sightings of that evi 
the Freedom Brigades. This was maybe his tenth sighting in this two-month tour. 

"Greed and mindless violence-is there no 
scurried down the trench toward them, keeping his head low out of habit. Monk had gotten religious since he pined the Brigades. 
He was as devout as a Sacred Warrior, although rumor had it that back in the real world he had been a pimp, an extodionist and 
a murderer. Wheeler shook his head. Many men become fanatical in the Doughpits, after all finding religion is so much easier 
when you are stafing down death every day. After what they saw here, it wasn't hard to believe. 

"Hey, man," sneered Expendable, "greed and mindless violence are what made this corporation great. I won't have anybody 
badmouthing the Capitolian dream in my frakken foxhole." 

The little man had thrown back the gray hood of his Survivor suit to reveal his tattoo. The word Expendable was inscribed 
in big block capitals right across his forehead under the three studs he had 

driven into the bone of his skull during his last R&R. Wheeler knew that Expendable was a maniac. Back in the real world, 
he had killed a man in a barroom brawl because the man wouldn't admit that Pizza World made the best pie on Mars. Here, he fit 
right in. Wheeler looked at his two friends and trred to choose which he would rather be like. Maybe neither. he decided. 

Madness and religion were just two of the more popular options available in the Brigades. Unconsciously, he fingered the 
scar on his arm where they injected him with antidote every ninth. Six days to go, he told himself. Wheeler ljvred in dread that 
some supply clerk would make a mistake and send the antidote a day late to an outpost filled with corpses. 

"Repent," said Monk, "only those shielded by the Blessed Light of the Cardinal will survive this hellish land, Repent, or you'lf 
corn@ to a bad end." 

Monk always said that. It was part of their ritual aRer a battle, just another way of letting themselves know they were still 
alive. Funny that it never seemed to get old. 
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"My Mama always told me that I'd go down in flames," said Expendable viith a grin. "Guess she was damn well right." 

I guess so, thought Wheeler, remembering the endless waves of the walking dead that had come upon them in the night. 
The leading ones had just walked into the minefield, detonating the charges with their bodies, clearing the way for those who 
came behind. On nights like that, it was hard to believe that day would ever come. 1 guess we're all going to come te a bad end, 
just like all the others. He didn't even think of their names. He didn't want to conjure up their ghosts. Pure superstition, he knew, 
but UI of the Li~le, with its ~a l ty  rate, eal supierslilious real [as\. 

:licked open the cor  : on his lei --pad and pulled out his Tast cigarette. Regulations stated that he 
was s to keep his medical lut regulal 8 a joke. They hadn't seen any medical supplies for a month, not 
a pressrng tssue in the Doughpits. At least the space was good for something. 

"Those things will kill you," said the Monk. 
Wheeler looked at him in astonishment and then began to laugh. Here they stood in the middle of the largest slaughterhouse 

in human h~story and the Monk was worried about lung cancer. Suddenly, they were all laughing, letting out their tensions, tears 
streaming down their faces. 

"Look alive, you grunts!" Sergeant Wein's voice was harsh and distant over the comm-link. "We've got company. hook's like 
the big push we've all been waiting for," 

Wheeler 1 belt into the ME06 E he gloom. Sure enough, twisted shapes were moving across the 
riven earth. The 3 forward like a tang , slowly, relentlessly, inexorably. At their head was a larger shape 
with a three-hoi and a cloak that ff; 

'ed a new 
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Wheeler sighted carefully at the beast and opened fire. All along the perimeter, others did the same 
"Man, 1 love the Marines," he heard Expendable shout. 

Wheeler smiled. He liked a man with a sense of irony. 
C 
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The WFE Infantry Light Infantry GL Specialist 
Grunz squad spx~alfsl ,  cpfmnal up la I persquad, mwfaf" 

E ~ R v w ~ w s r ~ N m s ! E  
6 7 4 8 3  1 d 4 t 7 2 2 8  

Equlpment: M-13 Bolter Pistol, M-40 Grenade Launcher. Light Infantry 
The regiments of the Light Infantry form the 

backbone of the AFC. Drawn from a culture where 
having a firearm is encouraged and its use is 
applauded, there is never a shortage of people 
entering boot camp. Citizens and Applicants alike 
join the Infantry to receive either Corporate Shares. 
or the reward of full Citizenship within t h e  
opportunity-rich walls of the Capitol Corporation. 
Recruits exit basic training and are quickly 
assigned to the Light Infantry, where they learn 
what it takes to be a Capitol Citizen. 

Weapon Stats: 
M-13 Boner PisloI (ballistlc~ 

O e W F t M I 1 R W ! A 9 4  
- 1 2 0 . -  - 8 - 

M-4 Grenade L a m e r  ( m & I  
G C w S I N R L R w m  54 
- - -1 -4 - - 8 See  Chan 

Light Infantry Medic Specialist 
Grunt squad sspeohsl, optonal up la 2 per squad, mrtal. 

m ~ w D ~ w s T w M ~ ~  
F l 4 ! I 3 ' d 4 1 7 2 3 D  

Equlprnent: M-13 Bolter P~stol, M-50 Assault Rille. 
Special Ahflitles: Medic: 4 

LigM Infantry 
Grurrl trooper, requ~reu 4-12 rnmdels, mortal. 

a : # : r n u , ~ w : m s i ~ ~ m s ~ E  
6 7 4 8 3  1 4 4 1 7 2 1 7  

Equipment: M-13 Bolter Pistol, M-50 Assault Rifle. 
Weapon Stats: 

M-13 Bolter P~stol ($aflist~) 
C C W ~ h R L R W I M W  
- 1 2 0 . -  - & - 

M-50 Agsaun ~ ~ f l e  (batlist&) 
O C F a S R P r n L R W M *  
-1 .I 0 0 -2 - 10 - 

Weapon Sfats: 
M-13 Boner Plstol (baflIslk1 
CC W SR m LFI La fR!CS9 
- I ? @ - .  - 8 - 

M-M Assaut Rifle (bellklic) 
C C P B S I m m ' E R m S I I  U 

inf. LMG Spec. 

.;, '- .,5 

CjgM Infantry Comm. Specialist 
Grunt squad specialist, opf iml  itp lo 1 per squad, ~ r l a l ,  

E E w I . D K m m w m * K  
5 7 d 8 $ 1 4 ~ 1 7 ? 2 4  

Equlpment: M-50 Asmull Rme. 
LigM Infantry Sgt. 
Grunl squad leader, requtred I per squad, morlal. 

~ F c F w l D ~ w s r w m ~ F c  
6 8 4 9 3  1 5 4 1 7 2 2 2  

Specfal Abltltles: Forward O b ~ e ~ e r .  
Weapen Stats: 

M-50 Gssaut Atle (aaIL2lc) 
t x ! a S ( h R l . R I % u A ~  
-4 -1 I1 fi -2 - 10 - Equlprnent: ASH-B8 Chainsword. M-13 Bolter Pistol, M-50 

Assault Rifle. 
Specid AbllRities: Tactical Sense. 
Weapon Slats: 

ASH48 Chainswwd (rending) 
[ K : W S R r m E R m W  r4 
0 - - - - - S T 4  SW C'lafl 

M-13 Boller Plslol (hIrsl!ql 
a : W W h R ~ E i r n s 4  
- 1 2 - - -  E - 

M.50 AssauH Rille (hb l l t j  
a : m S ( m t R W r M S 4  
-4 -1 0 0 -2 - la - 

Light Infantry LMQ Specialist 
Grunt squad spmal~t, oplanar up to 1 persquad, mlal ,  

m ~ ~ ~ ~ ~ ~ c w s r w m a t c  
6 7 3 8 3  1 4 4 1 7 2 2 Q  

Equlprnent: M-606 Lighl Machlne Gun. - 
Weapon Stats: \ 

M-61% ClgM Machine Gun (bslftstkl 
cc W SR h R m h m 3  
-3 3 1 ~ 3 )  2 ( ~ 2 \  . I  - - i n  + 
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Airborne Rangers Airborne Rangers LMG Specialist 

While the men and women of the Airborne G t u ~ f  S4~afiPeca~sl a p l a ~ ~ ~ u p i ~ ? p e r s t l u a d ,  mt-fal , i 
Rangers come from varrous levels of the Capitol 7 tV 7 I r, 
Megacorporate 'Ociety. they share One thing in 

Equlprnent: M-13 Bolter Pistol, M d C B  Light Machrne Gun. common, a similarity which serves ta unite them 
Cpecial bbllitres: Para-deploy. - $ 

into a tight band of brothers. That unifying factor 
rs "the Rush" as they call it. There is somethlng v'eaponSfats' 

Y $ 
almost intoxicating about plummeting through the M $ B Q ~ p P $ ( b d ~ l  LA 

air at break-neck speeds amid a hail of bullets, 1 2 0 -  a - 
l 

somethrng that makes the Airborne Rangers feel ~ a o s  trghl Mach~ne Gun (bafl~tk) 
> 1 

al~ve l~ke no othertime in therr lives. Capitol psych lllR W 

prof~les all reveal a high need for the thti l l  of "the -3 3 1x31 2 ($2) -1 . - 10 - I 
Rush. Thrill seekers, daredevils and para-jockeys, 
the Airborne Rangers are seen as cavalier by the Airborne Ranger Demolition S ~ I a l i d  I 

media, and they woufdn't have it any other way, " n r ~ w a ~ s ~ ~ ~ ~ ~ ~ !  d f o w l  lo per squad, mml 
$ 

Beneath that veneer of a daredevil lies the heart 5 7 
and dedication of a consummate soldier. Sure they w"ipment: M-13 Pistol, M-S[l Assa"fl 

! 
play hard, but they have one of the most Remote Detonator 'I 
dangerous jobs in the CAF and they have Special Abllltres: Demolition Tra~ning, Pan-dsploy. 
time to wait for another day. Weapon Stars: "! 

Dropped lnta battle by Capitol's famous M-13 E ~ O R ~ F  PMOI ( b a l l l s , ~  
Manta Assault crafts, the para-deployed Airborne E R l.u rn w w . ! 
Rangers are well disciplined and highly trained, - 1 2 . .  . g .  

% 
needing little in the way of direct interaction with M ~ A s s ~ u R $  (barILR 
the offrcers of the battfe. The benefit and jncentive - ~ I G o - E . ~ o -  1 
packet offered to those who join the Rangers is 
attractive indeed, and almost compensates for the 1 

inherent danger of the job. Almost. 
The Freedom Brigades 4 

The Freedom Brigades hold a unique place # 

Airborne Rangers Fn Capitol's mythology and are a uniquely 
~ r u n l  /rwper reqv~rd 6-72 rnodet mi81 Capirolian Institution, They are among the most 1 

a: FC PN m rw sz FC famous fighting units in the system. Recruited 
9 ' 3 d 1 0  t Is 25 from the outcasts of Capitol's society, The 

Equlpment: M-1: ~ l t  Rille. Freedom Brigades desire to attain or regain 3 
Speclel AblllBes: Para-deploy Citizenship in Capitol, the most prosperotks of 
Weapon Stats: Corporat~ons. Srnce they are not Cittzens, 9 

M-13 Bolter ~ ~ s t u l  (ba/t&~~J Freedom Brigadiers are considered expendable c c w w m m w m a  \ 
- 1 2 0 A -  8 - by the Supreme Commanders, and thus they are 

M-50 Amul Rnk (ballr!3k) given all the worst and most dangernus jobs. '1 
C C : F B S R ~ U ~ W ~ ~ S ~  First are volunteers who were not born into 

Capitol and yet want to acquire citizenship. To do 
'5 

J Bolter Pistol 

I 
Airborne Rangers Sgt. 
Grunt squad leader, requ~red I per squad, morrat. 

1 E l Z ! W D N W ~ W b R S ! R  
9 1 0 4  11 3 1 1  3 1 B 2 3 0  

71 Equipment: M-13 BoHer Pistol, M-50 Assault RiAe with 
M-222 UBGL 

d 1 S~erlal  Abllltles: Para-deploy< Tactical Sense. 
Weapon St 

?r Pistol (bsllis 
8 W M  . A 

b;c) 
I V I E R r n M  

. I L U - -  - 8 -  

M-50 Assaun Rile (balliisk) 
a w w m L R w m w  
-4 -1 0 0 -2 . 90 - 

M-222 Under Barrel Grenade L a u h e r  (variable) 
C C W E R m V I ~ m  39 
- 0 0  . . . . . .  -- $*Chad 

this, they must serve ten years in the Freedom 
Brigades. These are special unifs of the regular 
army which take such volunteem. As outsiders, 
they are constantly monitored by the MIC to make 
sure they are not infiltrators. Maqy start out that 
way but are so taken by the comrades-hip offered 
by their unit and by the Capitolian way of fife that 
they become loyal citizens. 

Second arp Capitol  citizens who have 
c~mmitted grievous crimes and thus have been 
stripped of all the usual privileges of a Capitol 
citizen. Those criminals w h o  have not committed 
truly dreadful crimes are given a chance to atone 
for their misdeeds. They may choose to either 
serve on a work gang or join the Freedom 
Brigades. Those who survive five terms in the 
Freedom Brigades are given all the privileges of 
a Capital citizen, even if these rights were lost 



a -- -- -- 
through crlmlnal act~vlty. On lolnrng a Brrgade, 
recruits are given new names and new documenls. 
Their past lives are erased. They are, in effect, 
reborn. 

Freedom Brigades hold the front-line forts of 
the McCraig Llne, the fortified outposts in the 
Southern Warzones and the railroad forts in the 
most isolated and inhospitable regions of Capitol 
controlled space. Unlike the Free Marines, Freedom 
Brigades aren't used as deep-strike units or 
Dreadnaught Boarding actions. Instead, Capitol 
uses the Freedom ~rigades in defensive actions 
and as cannon fodder, soaking up damage while 
the rest of the Operational Force moves into 
position. Many a Freedom Brigade has been left 
behind as a last stand rearguard while Capito! forces 
retreated. 

Discipline in the Freedom Brigades is strict, 
and the officers are often cruel. Live ammunition is 
only issued at the discretion of officers and is 
Instantly reclaimed after the crisis has passed. 
During induction, Freedom Brigadiers are injected 
with a potent, slow-acting nerve toxin, which will 
eventually kill them without regular doses of a 
temporay antidote. 

All of these factors make the Freedom 
Brigade Installations very grim places. And yet 
morale is often surprisingly high. The troopers of 
the Freedom Brigades have been given a chance 
to redeem themselves or to join Capitol and escape 
grinding poverty. They know that if tfiey survive they 
will join one of the greatest of Corporations as a 
privileged Citizen. This is not to say there are not 
malingerers, complainers, or evildoers, but it does 
explain why Freedom Brigadiers often stand their 
ground when other troops have routed, and often 
hold out when all hope has seemingly vanished. 

F M o m  Brigadier 
Gnmt rrwper, required if-12 modols, mortal 

E ~ ~ V ~ ~ ~ S r W H ~ ~  
i 7 4 i S  1 4 1 1 6 2 1 6  

Equipment: M50 Assauk Rifle 
Speclal Ablllties: Fast Shot: 2. 
Weapon Stak: 

M-50 Assault Rlfle (balltskj 
C C E 3 W k R L F I W M A  
3 - 1 0 - 2 - 1 6 .  

Freedom Brigadier Sgt. 
Grunt squad leader, rcqwred I persquad, &a/. 

~ F c w ~ ~ ~ s r ~ m 5 ? ~  
7 7 4 8 3 1 4 4 1 8 2 1 9  

Equlpment: M-13 Bolter Pistol, M-516 Shotgun wllh 
M-222 UBGL. 

Special Abllifies: Fast Shot 2. 
Weapon Stats: 

M-13 Bolfer Pistol (&aflistkJ 
C e w 5 R m l R m m S 9  
- t 2 O  8 -  

M-St6 Sholgun ( w d l ~ g j  
C C W S t d l I R E R M  W 
. . . . . .  fi SesChan 

- -  

Freedom Brigadier LMG Specialist 
Cirufi! squad speo~c'l,sf co:xlnal up to 3 per squsrl mortal 

C C ! X ~ t a E I I O s r W I W  
i i 4 i 3 1 4 . 1 1 6  

Equipment: M-606 Light Machrne Gun 
Special kblllties: Fast Shot: 2. 
Wee 

N sic) 
L R W r n S l  
- - 1U - 

hlne Gun ( k l h  
41 ha 

2 (x2) -1 

K-9 Units 
K-9 Units are usualfy used by the AFC in 

the defense of Holdings during a rival's Hostile 
Takeover attempt. Once the Cartel informs Capitol 
of the intended Takeover, the AFC moves in K-9 
Units to ferret out any infiltrators and saboteurs 
that are attempting to breach the Holding's 
security. Similar measures are taken once the AFC 
is told about an Asset ElimjnationiExtraction 
operation that is to be attempted against Capitol<' 
emptoyees. I 

It is this defensive role that the K-9 units' '-- 
are usually employed. although they are equally Standard K-9 
effective during offensive operations to foil enemy Face Mask Br Gear 
ambushes or pre-emptive strikes. This makes the 
K-9 Unit a versatile part of the AFC. 

'~-9 Unlt- Handler 
Grvnt trwpsr, tequhred I mOd81, morlal. 

t X : F C : w D # : K O 5 1 1 ' m - S i E  
6 8 4 8 5  1 4  1 1 7 2 1 7  

Equlpment: M-50 Assault Rifle. 
Special Abillfies: Tactical Sense 
Weapon Stab: 

M-50 hsaufi R1Ik (balRWic) 
a : w s t m L R m m - - $ 4  
-'I .1 n 0 -2 - 10 - 

K-9 Unit- Dog 
Grrml squad specr~rc;f, required 3-6 moMs,  beast. 

C C K W L D K ' M 9 W R g R  
7 - - 0 9 1 5 5 1 5 1 1 J  

Speclal Ablltffes: Group Assault. Natural Attack (6), Predator 
_ - '  

Senses: 6. 

Speclal Rules: Natural attaek Is a bite. 

M-222 Un&er Barrel Grenade hunchor (vanabk) 
C C r n W r n L R W M  S9 
- o n - - - -  See Chart 



Light Infantry Captain 
Captains are the men and women who give 

the soldiers a gmd swift kick in the rear. They are 
drawn from the same stock as the soldiers, except 
that some test said that they would be good at 
"motivating others". This motivation is usually done 
at high volume with language that would make a 
Freetrader cover his ears. The Captains of Capitol 
are in charge of maintafning a high morale and a 
low casuafty rate on the battlefield. A zero percent 
casualty rate means big bonuses for the men and 
women of the Capitol Officer Cop, so the Captains 
work hard to keep every grunt out of a body bag. 

Light Infantry Captaln 
Indfvrduat souad ItnI(8d olfrcer, kmii 1 psr Light Intanlry &, mortal 

m ~ n ~ t c w s r w n s ~ ~  
5 9 4 3 0 3  2 4 1 8 2 3 1  

Equlpment: Bowie Combat Knife, M-516 Shotgun. 
Special Abllities: Tactics1 Sense, Unii Commander. 
Weapon Stats: 

Ewrie Combat Knife fshshf?g~ 
n : w s r m L R w  EM 99 
3 . .  S T B  - 

M-516 Shotgun (MI 
C C W W L  ! M  I 
. . . 8 SeeChad 

Heavy lnfantry Captain 
The Captains in the Heavy lnfantry have 

seen war, as they will tell a soldier upon meeting 
them. They know what it will take to make it back 
home a4ive and spend the money that Capitol pays 
its military forces. If the soldier does not fsten, 
the Captain will say it again, this time much louder 
and with more colorhrl adjectives. 

Heavy Infantry Captains are tough SOBS, 
who keep the heavily armed men and women 
under his care alive, and in the same pertect 
working condition that a soldier's weapons are to 
be expected In. After all, he has to fill out the forms 
if either the equipment or the soldier gets wrecked. 

Heavy Infantry Captain 
Indwiduat sqrtad /inked otfcer, Imm! f per Heavy Intantry squad mwlal 

~ ~ ~ L D E ~ W ~ m S A  
FI I,-, d 1 2  3 9 7fi 

Equipment: M-! )%gun. 
Special Abilities: Tactical Sense, Unit Commander. 
Weapon Stats: 

M-50 A m u k  RHle (balkt~) 
O C W S I N R L A W M S A  
-4 -1 U 0 -2 - 10 - 

M-516 Shotgun (rend7 
E W 9 h W L R E R m  ?A 
. . . . . .  6 See Charl 

Sgt. Carter 
Sergeant William Carter is a master d 

bttlefield motivation. A career soldier, Sergeant 
Garter has been at the head of many squads and 
has managed to keep all of them noving forward. 
In fact, it is said that a soldier would rather face a 
Praetorian Behemoth mth an empty pistol than 
Sergeant Carter in a bad mood. 

William Carter has received numerous 
battlefiefd commendations and offered countless 
promotions in rank, but he refuses them alt. He 
maintains that this is where Caoitol needs him 
most, with the ground-pounders, slugging it away 
on the battlefield. And, it is herethat Sgt. Carter 
is at his best. Ha is always found at the front of 
an assault, introducing the enemy to the butt of 
his rifle and the steel toe of his boot. The same is 
poised to enter the rear end of anv sotdier under 
his command who does not carry-his or her own 
weight on the battleheid. 

SgL C a h r  
M~vidual gemM dfsr, IImif 1 per army, m W  

D R ~ ~ E W ~ W ~ L F C  
9 11 5 13 7 2 5 4 20 2 33 

Equipment: M-13 Bolter P~slol, M-50 AssaLll l Rifle. 
Special Abllities: Resobe: 2,Tactical Sense. 
Weapon St&: 

M-13 Buler Pistol (beblic) 
G C W W n R L R W M S R  
- 1 2 1 1 . .  - R -  

M-SO ASsaull R~tk (baI11sl~) 
O C W W M I U I W r n R  
! .1  0 I -2 - 10 . 

Infantry Major 
f he lnfanty Lt. Colonel are usually career 

officers with years of experience dealing with 
rnllltary tactics and the successful use of rnllltay 
assets. They exist within all branches of the AFC 
and are in charge of coordinating large-scale 
wnflicts and Wanone Resolutiws. 

An lnfantry Major is chosen for an 
operatien based upon their past performance. 
area of knowledge and in some cases, who they 
how.  They are generally given the mission plan 
from the AFC with broad discretionary control of 
designing an Operational Force to carry out the 
assignment. 

Meticueous would be the best term to 
describe the average lnfantry Major, who often 
sees the success of such undertakings as a boost 
to their career. They have all mission quotas 
memorized and cross-referenced with tile 
accounting departments figures on "acceptable 
casualties.'Wany Capitol Officers take the 
military route an their way to industrial, high 
finance or media careers in preparation for future 
cutthroat battles with unscrupulous individuals. 
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Infantry Colonel 
Infantry Colonels are men and women who 

came up through the ranks of the Capitol Corporate 
Military and have the medals and scars to prove It. 
Enfantry Colonels are all veterans of numerous 
conflicts and have chosen the military, over 
budness, as their profession. This commitment 
translates well into their leadership robe, as they 
strain the intelligence gathered through past-war 
experience and react to evolving battlefield 
conditions with greater ease. They are at home on 
the battlefield and can see a bad situation corning 
like dark storm clouds. 

Most Infantry Colonels are just as comfortable 
in the front lines with the rest of the soldiers as they 
are coordinating an Operational Force from the rear. 
This gives them a versatility that is sought after by 
the Generals of the Cap~tol Ground Forces. 

The CGF offers a Infantry Colonel a very good 
incentive package to join their officer corps, though 
that is not the reason that most join. Instead, a 
Infantry Colonel wishes to use the forces under his 
or her command in the best way possible to serve 
the Corporation that has given them Citizenship. 

Infantry Colond 
/nd~wdua/ lorn commander, firdl 1 per squad, mflaf. 

m K n l o K w m M # R Q R  
1 0 5  1 6 3  3 5 3 2 1  2 4 5  

Equipment : Bowi 
Shot* 

SpecEal Abilities: Division Commander, Resolve: 3, Strategic 
Insight. 

e Combat Ka 
gun. 

life, M-517 Double Barrel 

Weapon Stab: 
Bowie Combat Knit@ (slashmq) 

L 

A 
. . - . - .  Y see Chart 
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B g l P  
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t t R W  

'%Blood 'n Guts" Lt. Colonel 
The Boarding and Guardian Lt. 

Colonel's of the Capitor Navy are charged with 
leading most assaults and defensive 
maneuvers that fall underthe CNF jurisdiction. 
These missions include Dreadnaught 
Boarding, most Hostile Takeovers, Planetary 
Beachheads, Asset Extractions and any 
PicketlBlockade Operations set up against 
rival Corporations. 8 & G Lt. Colonels earn 
their rank through successful actions and 
have caused more bloodshed than their 
counterparts in the CGF, since it often the 
Capitol Navy Forces that mount offensives 
and retaliatory strikes. 

B 8 G Lt. Colonels tend to lead the 
charges Into enemy formations themselves, 
tending to believe that the direct approach is 
the best way to achieve an objective. They 
usually know how to fire the blood of those 
under their command, even g~fng so fax as to 
offer "incentives" te the troopers who fight by 
his side upon their next shore leave. This type 
of easy camaraderie has earned the respect 
of the soldiers under the 8 & G t t .  Colonel's 
command, ensuring that they will fight harder 
whilst in his presence. This, combined with 
the B & G Lt. Colonel's usual aggressive 
demeanors has earned them the nickname of 
"Blood 'n Guts Lt. Colonel". 

Bluod and Guts Lt  Colonel 
I d d u  
a: 
i n  

EquhJf 
Special noulues: veaasnor, torcetommawer, Insplmllm: z. 

Tactical Sense. 
Weepon Stats: 

dw, h r i l f  pera 
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5 3 3  
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Major Maria del Torres 
Major Maria del Torres Is nothing short 

of a tactical genius. She began as an officer 
in the Light Infantry, but her battlefield 
strategies and charismatic leadership 
skyrocketed the young woman through the 
Corporate Mllitary ranks. She is tough, smart, 
and incredibly resilient with an incredible 
personal presence despite being a mere 5 feet 
tall. 

Maria takes no crap from anyone, be it 
soldier, commander or Dark Legion 
monstrosity and she is almost always in the 
thick of it on the battlefield. Maria is lr 
who has walked out of so many m !r 
battles alive that she has earned thr e 
"La Cucaracha", because like a cockroacn, sne 
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is small, gets everywhers, and is impossible to 
kill. 
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Capitol Military Command allows Major del 
Torres to plan her own missions and hand pick 
her task forces, a departure from normal protocol, 
because of their trust in her command abilities. 
On the battlefield, Maria is a spltfire and the men 
and women under her command follow orders to 

I ne mlssion was considered a success and 
Joe was promoted to a Major, lout he was a 
changed man. He no longer smiled, joked, or 
shared the camaraderie of his fellow soldiars. His 
eyes were distant and he was little more than a 
shell of the man he once was. What was left knew 

the letter, even if they don't understand them, 
because of her proven track record and anyone 

only how to kill and kill again. Now, wherever 
Capitol Militaty Command needs a decisive victory 

who questbns her judgment will get her fist in 
their jaw--even if Maria has to stand on an ammo 

and a large body count, they sent Major Kowalski. 
He has no hesitation. no regrets, and no 

crate to do it. compassion. It is said that Joe Kowalski lost his 
soul in Neo Jersey, and they may be right. 

Major Maria Del TI 
Indrwdual torce command 
OC !x PN LC 
9 12 4 13 

3 m  
er, limit I para. 

r p e m  
3 2 

Major Joe Kowalski 
I'ndtvrdual krcs commander. llniit l per pera, nnxtal. 

E E + W L O C k D ! 3 W R Q f C  
: I  10 5 14 3 ', 5 B 21 2 47  

Equipment: ,at Knlfe, M-13 Bolter Pistol, 
It Rifle wdh M-222 UBGL 

Equlprnent: M-$3 Bolter Pistol, M-SO Assault Rifle 
Speclal AMlltEes: Force Commander, Stratsgrc Insight. 
Weapon Stats: 

M-13 Borer Pistol (ballistk) 
o c F B w f R l R w a S a  
- 1 2 0 . -  - A -  

M-SO Assauk Rlfb (baLl~cJ 
m m S I I I R m m m w  
4 -1 O [r -2 - 10 - 

Speclal AMlitles: torce ~ornmandsr, Hate: 4, Inspiration: 2 
Special Rules: Hates Blight Commandos, 
Weapon Stats: 

Bowie Combat Knde (slashng) 
a : w w v m m w  w sa, 

M-SO Assaufi Rifk (hlJsik] 
E P a S l h R V I W & F ; 9  
- A  -1 I1 u -2 - 10 . 

Y-222 Under Barrel Grenada Launcher (vanable) 
E W S I M I L R W [ l h r  - 
-- 0 .. - .. -- S 

. .  - .  
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Major Joe Kowalski 
Joe Kowalski was once a carefree, happy 

man, who wore a smile on his face and had a 
good word fox anyone who talked to him. An 
Officer in Capitol's 981h Target Company, Joe 
managed to gain a reputation for keeping troops 
alive on the battlefield, despite vast difficulties. It 
was this reputation that landed Joe in the worst 
meat-grinder mission in Capitol history. A Dark 
Legion Citadel was discovered deep in the toxic 
ruins of Nes Js as 
considered bad of 
Disease, Dernno! gh 
its dirty city streers. finer. Ir oecame one or rhe 
worst hellholes in the Solar System. 

Capitol decided to cempletely wipe out Neo 
Jersey and its pestilent inhabitants. The 98Ih Heavy 
Infantry was at the head of this operation, lead 
by General Robert Johnson, a newly promoted 
and untested General, whose appointment to tha 
task is still ausstioned to this dav. 

V was horrific. 
Foulne I greeted the 
soldier! ?iforts of the 
Heavy rnrantry, me poor alrectton ay a bungling 
General Johnson caused the near-complete 
destruction of Target Company. They were 
slaughtered to a man, as the General fled the 
battlefield. That man was Cle 
emerged from the burnin 7d 
bloody. The dog tags of his 19 
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The Capitol Navy ts an enormous organization 
that stretches from Mercury's underground oceans 
to the Outposts of the Asteroid Belt. The Navy 
governs Capitol's Dreadnaughts and Frigates, 
policing the Spatial Rifts leading to Capitol Holdings 
and protectkng all of Capitol's ports. The Capitol Navy 
Forces are the men and women whose duty it is to 
perform such actions. 

The Capitol Navy Forces tend to be more 
aggressive than their CGF counterparts, normally 
called in to deal with sudden attacks against remote 
Holdings or having to mount offensives against 
enemy held positions. k is the CNF that protects 
Capitol's Dreadnaughts from seizure, who boards 
rival Corporation vessels and Stations, who 
performs the dreaded Planetary Beachhead 
Operations upon occupied planets, moons and 
asteroids. The Capitol Navy Forces often spearhead 
Warzone Resolutions, especially upon Dark Eden, 
and are on the forefront of any major retaliatory 
conflict performed by Capitol. While the CGF 
maintain a hammer and anvil strategy, the CNF 
employs a charnsaw-cutting mercilessly into enemy 
positions and sawing their way to victory. 

The folrowing are considered to be Elite units. 

Sea Lions 
"Don't let the "Sea" part fool you. We "see" 

comba? everywhere. " 
-Capital Hobvid Recruitment Ad 

! soldiers I 

ware ener 
'hart Swot 

3f the Se: 
ny and inti 
,ds. 

The arnph~bious troopers of the Sea Lions are 
one of Capitol's most famous Special Forces units. 
Trained in all aspects of war, in any environment, 
the Sea Lions are ihe top of the line in the CNF. 
Though the majority of Sea Ltons are stationed 
amongst the hody contested Gravibn Archipelago 
on Venus, the Lions are deployed throughout the 
Solar System wherever the Capitol Navy feels that 
their "touch'5is needed. Preferring stealth and 
maneuverability, thf t Lions tend 
to close in an an una .educe them 
to their Harbinger S 

The Capitol hawy llaa ualllau u l a m  €0 adopt, 
adapt, and rrnprove upon any battlefield situation to 
ensure a victory for the Corporation. The Sea Lions 
are Capitol's surgica! scalpel, which it uses in 
operations where finesse is necessary. They 
particularly shine when used for lightning strikes 
against rivals, where their stealth allows the team 
to position themselves to await the go sign to begin 
the raid. 

Sea Lion teams do not receive any kind of 
conventional support from the Corporate Military. 
Their chief role is to insert into an enemy territory 

and get set for an upcoming mlss, harassing 
them with guerilla tactics. There are times 
though when the Sea L~ons come up against 
mobile armor, or heavily armored targets, which 
they need to bypass or take out. 

The Capitol Corporate Military decided to 
help the Lions out with the M450 "God's Wrath" 
Sniper rifle. The rifle is taller than a man and is 
truly lethal in the hands of a Sea Lion Sniper. 

Sea Lions 
Ehls rmper requked4.8 rmdels, mortal. 

m F c P A ' l D K v n s r w m s E  
9 9 4 11 3 1 5  3 1 9 2 2 . 1  

Equipment: Harbinger Sword, M-50 Assaull Rile, Squad 
Comm Link. 

Special AMlIties: Guerilla Training, Su~v~al Tratning: 2. 
Weapon Stats: 

Warb~nger Sword {skh~g) 
C C W S I W l r n V I  m w 
I . . . .  - ST+4 - 

M-50 Assaun R1h (balktfcE 
C C W S I M Z r n W M S I \  
-1 -: F U -2 - 10 - 

Sea Uon Sgt 
Eire squad leader, requfted I par sqund mrtel. 

~ m w ~ n w a w n s ~ ~  
10 10 .1 12 3 1 5 3 19 2 26 

Equfprnent: Harbinger Sword, M-50 Assault RBle wllh 
M-222 UBGL. Squad Comm Llnk. 

Special Abllltles: Guer~lla Trainfng, Survival Training: 2. 
Weapon Stats: 

4 -1 0 0 -2 - 10 - 
M-2Z Under Banel Grenade Launcher (wamble1 

E m S I m m W m  W - 0 0 .. .. .. - BeCtan 

Sea tion LMG Speclalist 
El11e squad fpec~f i~ t ,  opllooal uo l~.?per~pad, modal 

m m m L D E w s r w m s E E  
9 0 4 : 1 3 1 5 3 7 2 3 9  

Equlprnent: Harbinger Sword, M-606 bght Machine Gun, 
Squad C m m  Unk. 

Special hblllties: Guerilla Training, Survival Training: 2. 
Weapon Stafg: 

Harbinger Sword (dashing) 
c c W s l r n 1 R R  W a 
l . . . .  - ST-4 - 

M-M)G Llg ht Machine Gun (balIlshcI 
C C W  .- - - 
-3 3 1x3) E 

b 1 

I 
Regimental 
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Sea Lion Grenadier 
Ehrc squad spwr~l~st. o p ! l m l  up io 7 persquad, modal. 

m f c w D b c m s e M ~ ! x  
9 9 4 1 1 3 1 5 3 1 9 2 3 1  

Equlpment: AP-Grenades, Harbinger Sword, M-50 Assault 
Rifle, Squad Comm Link 

Special Abllltles: Guerilla Training, Survival Training: 2. 
Weapon Stats: 

AP-Grenades (mtfssiv8) 
m m 5 n w r A - m D M  S4 
- .2 -3 - . - 5 See Chart 

Hartinger Sword (skshing) - - - 
E R ~ h a t A W m - W  
1 - - - - - ST+4 - 

U-50 W u i l  Rdle (BalkstkJ 
CC m t R W d S a ,  
-4 u -2 - i n  - 

Sea L ~ I I  bVlflfl3 ;m?alist 
Ehlo squed specrallst. opt r squad, mortal. 
e FC PN LI: sr w E 
9 9 4 1 1  5 3 24 

Equipment: Herull~yt.~ awui'll, M-50 Assau~l nlart, squad 
Comm Unk. 

Speelsl Abllltles: Forward Obsewsr, Guerilla Training, Survival 
Trainmg: 2. 

Weapon St&: 
Harb~nger Sword (slashing) 

C C m I t m L R W  an Sa. 
I . - . .  . S T + 4 -  

M-50 Assaull R71e (baIli#h$ 
E C W C m L # W m ' S P ,  
-4 -1 0 0 -2 10 - 

Sea Lion Medic 
Elrle squad specsl~st, ~ptional up to 1 per squad, morlal 

E f c w ! m K w v w m - - @ F c  
8 8 4 1 1 3  l j 3 1 4 2 3 3  

Equfpment: Harbinger Sword, M-50 Assault Rifle, Squad 
Comm bnk. 

Special Ablllties: Guerllla Training, Medic: 3, Suwlval Training: 2. 

Haminger Sword (slashiq) 
a : w n h u L R W  m s4 
I . . . -  - sr4 - 

M-SO Assaun Rdb (balhtk) 
E W ~ A a L R W C M S 9  
4 t D 0 - 2 1 0 .  

Sea Lion Sniper 
mnd up to 1 per sgW, mOnal. 

r pe ma sr w - f i - 3 t - @ E  
3 1 5 3 1 9 2 3 5  

a drbinger Sword, M-450 God's Wrath Sniper 
Rifle, Squad Comm Ltnk. 

Spkia l  bbilltieb: Gusfilla Traroing, Sniper, SuNilral Tralntng: 2. 
Weapon Stats: 

Harbinger Sword (slashhrg) 
c x : w s r m m m  SA 

I - - ST44 - 

M-450 God's Wralh Sn~per Rdle CdkIkj 
c c E l ~ t m l R R I r n 9 4  
-6 -3 -1 0 1 2 15 - 

Free Marines 
'Survival is an Option" - Free Marine #Motto 

The military convicts that ~ a k e  up the Free 
Marines care llttle for human life; they are 
miscreants, murderem, and sociopaths convicted 
of serious crimes against society. Instead of 
incarceratfon or execution, soldiers convicted of 
a crime can "eSecb" to join the Free Marines, 
~ f fe r ing  a chance af redemption and the 
reinstatement of his or her corporate status. 

Upon "enlistment", a Free MaHne is given 
intense, brutal training and a medical injection 
containing a slow acting neuro-toxin code-named 
CHILL. The injection is part of Cap tation itol's rnotii 

in the Fre~ 
a mission, 
. - .... , . 

program, the same program used edom 
Brigades. Upon the completion of each 
Free Marine is given a temporary anrloore that 
holds the toxin in stasis. A full antrdote is 
administered at the end of a Free Marine's tour, 
along with a Corporate Pardon for their crimes. 
Still;, discipline is a problem amangst the Free 
Marines and incidents of battlefield 
insubordination and reports of intentional friendly 
fire continually plague the unit. 

The major reason for this attitude is the 
egos involved in svey squad. The Free Marines 
were all very well trained soldiers in the Capitol 
War Machine before circumstance placed them 
on the short end of the law. Most are angry, the 
rest are morose. Free Marines have something 
to prove and their actions on the field bear this 
out to a degree almost unmatched by any other 
Capitol force except possibly the Martian 
Banshees. 

Capitol uses the Free Marines on suicidal 
Code 7 priority missions, where they are sent into 
enemy territory without support or hope of 
extraction. there, the former convicts get to do 
what they are best al--~ausiny mi i utter 
destruction. Free Marine units used 
dunng Warzone Resolutions, esF Dark 
Eden and Ganymede; or any other wdfhorre that 

y t  lern arrr. 
are also 
recially on 
- - . . . - - - - 

is extremely hazardous. The CNF used to use 
Free Marines for "boarding actions"; that was until 
an unfortunate incident involving the "Bad Luck" 
131h Free Marine Division and an Imperial 
WoTfpack during the Boarding of an Imperial 
Frigate. The Cartel reprimanded Capitol for the 
event, adding cannibalism and other despicable 
activities to the Free Marine's list of war crimes. 
This ended the Unit's utilization in such endeavors 
and furthered their reputation throughout the Solar 
System. 

The success rate of the Free Marinas Is 
outstanding, on par with the Sea Lions or the 
Rangers, but the unit's casualty rate is atrocious 
by any standard, especially compared to Capitol's 
other units. Still, the CNF employs the Free Marine 
in desperate situations where dealing with the 
devil is better than dealing with defeat. 



Free Marines are usually not allowed 
weapons that can cause major collateral damage. 
No rocket launchers, demo charges, grenade 
launchers and certainly never access to a tactical 
radlo to call in air strikes. While this would be a 
decisive disadvantage to a company in the Capitol 
Corporation, the Free Marines make due, not that 
they have a choice. The Corporation is not 
heartless though and does recognize the need for 
this high-risk company to have some semblance 
of support. The compromise that the Corporation 
reached allows the Free Marines limited access to 
a CA-138 Deathlockdrum Autocannon. 

Upon enlistment, Free Marines who are 
determined to be more "stable" are given training 
in the use and maintenance of the Deathlockdrum. 
The term stable is of caurse relative in that it takes 
a very special mindset to actively seek out mobile 
armor and horrific beasts, something they can be 
boldly seen doing. 

These select Free Marines are given 
unloaded Deathlockdrums until the actual point of 
insertion into enemy territory, where they are given 
the autocannon rounds in a sealed container and 
immediately dropped off. The container is equipped 
with a time lock that opens well after the insertion 
vehicle has left the area. With Free Marine tank 
Hunters, it i.s better to be safe than ventilated. 

Ree Marine LMG Specialist 
El11e squzn' s~ec~akst, oolmnal up 10 2 per squad, mortal 

~ m n ~ t c a a w m @ r c  
11 9 4 13 3 1 6  3 18 2 35 

Equlpment: lul-606 Light Machine Gun, Brass Knuckles. 
Speclal dblllties: Ambush. 
Weapon St& 

M-606 Lghl Machine Gun (ba1bliCJ 
a: s !a P M L R w m s h  
-3 3 1x31 2 ( ~ 2 )  -1 - - 10 - 

Brass K n W k  (mlrsstve) 
a: w w m u r w  m 9 

0 ( ~ 2 )  - - - - - ST-3 - 

Free Marine Tank Hunter 
Eltte squad special~f, optional up ta I per squad, rnorfal. 

~ c w t o t c w w ~ V m d @  
11 9 4 13 3 1 6  5 2 0 2 3 . 5  

Equipment: CA.138 Deathlockdrum Autocannon, Brass 
Knuckles. 

Special Abllitles: Ambush. 
Weapon Stats: 

CA-138 Deathlockdrum Autwnnon (banklic, m v s s i v s )  
E W s R t m L F I s l  m S4 
-5 O -1 -3 - - 10 (x2) SeeGhan 

Brass Knuckles (mmive)  
a: w 9 R m 1 R m  m SA 

0 l ~ 2 )  - - - - - STt3 - 
-, ' 

Assault Marines 
"First Ones In, Last Ones Out." 

F w  Marines 
Ettte tmuprr quqlllred 44 d&, mrlaf. 

~ m n ~ s a g u ~ s k  
11 9 13 3 1 6  3 18 2 29 

Equlpment: M-50 AssauR Rille, Brass Knuckles. 
Special Abllttles: Ambush. 
Weapon Stak  

M-M Assaul Rifle (balkslk) 
m W 9 m m m W A  
-4 -1 U U -2 - IU - 

-Assault Marine motto I' 
If the Sea LFons are the CNF's scalpels. then 

the Assault Marines are its sledge hammers. 
The Assault Marines form the spearhead of/'-' 

any Capitol Navy offensive. Comprised of mostly - ' 
veterans from the CNF Heavy Infantry regiments, 
they are outfitted with massive Fwliback Armor and 
given M-74 Assault Carbines. Combined with the 
soldier's exceptional courage, this creates 
formidable storm troopers that are capable of 
breaking through enemy entrenchments and 
creating a wedge in opposing battle lines. 

Assault Marine Squads are employed in 
most operations where a beachhead must be 
established and held firm while other CNF units 
move into position. They are extremely aggressive 
individuals that are able to both overrun enemy 
~ositions and /or hold a defensive oerimeter. This 

Free Marine Sgt 
Rle squad leader; rgdd  1 per squad, mortal 

~ F C ~ ~ ~ W ~ W ~ ~ ~  
1 1 9  A 1 4 3  5 Z 1 8 2 2 !  

Equipment: M-50 Assauk Rllte w~th M-222 UBGL, 
Brass Knuckles. 

Speclal AMlltles: Ambush. 
reliability allows the CNF to confidently set their 1 
Operation in motion, knowing that the Assault 
Marines wlll pave the way. 

tadi~ 
Weapon Stat% 

M-50 Assault Rita (balUslk) 
cr: Fn 93 M1 L R - m -  m--s4 
-4 -1 0 0 -2 - 10 + 

M-ET Under Barrel Grenade Launcher (vanablej 
0 : P L I w m t R W . u ~  3 
- o o - - . -  .- See Chafl 

rine Grer; 

Assault Marines 
EMe trooper, required 4 B  mode@ mortal. 

E ~ ~ ~ ~ ~ s r ~ ~ ~ ~  
$ 1 1  4 11 3 1 5  3 2 2 2 2 6  

Equlpment: M-74 Assault Carbine. 
Special AWlitIes: Deadshot, Gunslinger. 

Brass Knuckles (musske) 
a: w s m 1 R F i  M Sli 

0 ( ~ 2 )  - - . - - ST13 - 
Weapon Siats: 

M-74 AssauA Carblne (ballislkJ 
a : w s r m h R - l m 5 4  



Assault Marine Sgt 
Elffe ~ t f a  leads requlrerl 1 per squad, mmortal 

~ m n w x w w w n a ~  
9 1 2  4 1 2 3  1 5  9 2 2 2 2 9  

Equlpment: ASH.88 Chainsword, M-74 Assault Carbine. 

type o f  cloomed kerolcs caught the eye  of 
Capitol's propaganda machlne and after the 
movie "Screaming Vengeance', the ranks of the 
Banshee's swelled with thrills seekers and 
lunatics. With a new public image, the Board uf 
Directors decided to reform the Banshees Info 
an aerial assault and support foxe, much to the 
chagrin of the original 13 Divisions. To appease 
the disgruntfed soldiers of the Martian Banshees 
and to give the CNF a new unit that is capable 
of performing aerial raids, a deal was struck 
between the Branches of the AFC, with these 
new recruits being reassigned, 

The WaiZing Banshees benefit from 
Capitol's recent trade agreements with 
Cybertronic, whose micro-electronics allowed 
Capitol engineers to upgrade the less-than-safe 
RP-187 Rocket Pack. The new version allows 
the Wailing Banshees to maintain a limited, low 
altitude flight characteristic, greatly improving 
their mobility on the battlefield. 

Wailing Banshee squads are used by the 
CNF to bypass entrenched enemy positions or 
outflank opposing forces. Their rocket packs allow 
them to qulckly gain an advantageous position 
on a battlefield, which is beneficial to all types of 
CNF Operations. The Wailing Banshee's natural 
inclination for danger and adrenaline keeps the 
unit's morale high, ensuring That they will 
complete their missions. 

Speclal Abllltles: Deadshot, Gunslinger. 
Weapon Stat% 

Assault Marine HMG Specialist 
Bk squad spec~atst, o p ! m l  uo to 2p rl. 

m E f w m P C ! M  M B F C  
9 1 1 4 1 1 3  1 22 2 33 

er squad, mmi. 
I sr W 

5 3 

Equlpmenk M49 Heavy Machine Gun. 

Assault Marine Weapon stats: 
M-B9 Heavy Machine Gun (baflMc, mm7"g) 
03 W 97 M 1 L R m m m  

Assault Marines Grenadier 
Nfle squad specral~l, qotipnal up to I persrprad, morld, 

~ ~ ~ U L D ~ ~ S r ~ ~ s ! ~  
9 11 d 11 3 1 5  3 2 2 2 x 7  

Equlprnmt: AP-Grenades, M-74 Assault Carbine. 
grin@ > SprW 1WIIes: Deadshot. Gunslinger. 

Walllng Banshees 
E111e !moper. reququred 4 8  m e k ,  M a t  

A : R e P N w P C \ W s r  hU P R 9 R  
3 10 4 11 3 1 4 5 21 2 26 

Equipment: M-50 Assault Rifle, RP-1B7 Rocket Pack 
Speclal Abllltles: Resolve: 3. r~--~~-:>y-L 

Assault Marine RL Specialist 
flde souads~wt~lsl  ootiansl vo !o f oerswad, motlal 

Weapon Stats: 
M-50 Assauk Rifb (bal/s/id 

E m w W R l R m o ~ - s a  
-4 - 1  0 0 -2 - )O - E F c R v m ~ w s r ~ m ~ I c  

9 1 1  4 1 1  3 1 3 ,I 22 2 40 

Equlpmenk DPAT-9 Rmket Launcher. 
SpeciaF Abilities: Deadshot, Gunslinger. 
Weapon Stats: 

DPAT.5 Rwket Launcher ( ~ I Y B ~  
S4 

Wailing Banshee Sgt 
E I P  squad specialtsf, rsqulreo 1 perwad,  mM. 

E F 1 : P N W # : \ W s r k W  m 9 A :  
9 I 1  I?  9 1 1 2 / 5 '  21 2 29 

Equlpment: M-50 Assault Rlfle, RP-187 Rocket Pack. 
Special Ablllties: Tactical Sense, Resolve: 3 

Weapon Stats: 
M-50 Assauh Rills pllktic) 

C C W W M I U I B 1 C M ~  
-4 -1 0 0 -2 10 - 

-2 4 -4 - 13 1x3) See Chart 

I[lwai/ing ~ a n d h e e s l l  Wail i ng Ban shees 
"Death from Above!" 

-Waiing Banshee motto 
The Wailing Banshees are the Capitol Navy 

Force's answer to the Martian Banshees of the 
CGF. though the unit's formation was an odd 
occurrence. For years, the CGF's Martian 
Banshees had been gaining a reputation fortheir 

I 

daring raids against impossible odds, with 
: countless near-defeats baing averted by a 

enad/$& Martian Bayhee who died in the process. This 

--- 
i I - '  



Wailing Banshee LR Specialist Admiral Colby's Guard 
Hr!e lesquaq sy,w,al,s, oplronal up 'a 2 per squad morrd ElMe lro3per. rqu~rrd  44 models, modal 

C) Equlpment: IN-26 Light Flamethmwer, M-50 Assault Rille, Equlpment: M-50 Assault Rifle, Punisher Short Sword 
RP-187 FImket Pack. Special Abll'ltres: Guerilla Tralnrng, Survival Tra~nmg: 4 

Speclal AbltAles: Resolve 3. Weapon Stats: 
Weapon Stats: 

F, 
M M AssauA RiIk (ballkfrc) 

1N-B Llghl Fbmethrowr [radiant) E F B W h W L F l W W s $  
E R 1 9 7 f , R W R W  d 

4. ' * ./?< 
4 -1 0 11 -2 - 10 - 3 

b- - 9 Seechart 
Punlsher Shcd Sword (slashng) 

P 
MSD Assaufi ~ l t l e  (ht/fs/~c) C X W S M L R W  M A 8,; 3kq 

D W W r n t R W r n S 4  
I b5:*: O - - - - STt4 - ,s- 

- 4 - 1  0 O 2 -  1 0 -  
d- 

Wailing Banshee Grenadiw Specialist 
EIfIe sqmd specra~~st, optronal up lo 7 per jqrtad, modal 

C C R : W t D C Y : ' A o s T  w W Z R  
9 10 1 1 1  3 1 4 2 1 5 ' 2 1  2 33 

Equlpment: APGrenades, M-50 Assault Rifle, RP-113' 
Rocket Pack. 

Special AMllfies: Mesolve: 3. 
Weapon Stats: 

AP-Gmada (rncmk~ 
C E w S I k R V I E j l m  SR 
- -2 -7 - - - F: Sag Chan 

M-50 M u l t  U~fk (balllslic) 
m . W W h R L R W r n S 4  
-'I -1 n -2 - 10 - 

Admiral Colby's Guard 5gt 
We squad leader, requfld I per sqrrad, mrid. 

~ ~ W ' t I J ~ ~ ~ w m Q ~  
11 11 4 11 3 1 6 3 19 2 29 

Equlpment: M-50 Assault Rifle wifh M-222 UBGL. 
Punisher Sholt Sword. 

Speclal AbfllHas: Sense. Gusrilla Training, Survival Tta~ning: 4, Tacticat rT - ,.I 

Weapon Stats: 
I M-SO Assau t R~fk (MIsfic) 

C C W S I ? m W W r n A  
4 -1 0 0 -2 - 10 

M-TZZ Under Barrel her (vedaMs) 
CC Fs Fl w m  SR 
- 0 0 - .- SeeCherl 

Punish Sholt Sword (slashing) 
E W 9 1 M I L A W  m Sb. 
o - - . -  - S T 4  - 

Grenade Launc 
6R LR 

. - 

Admiral Colby's Guard Admiral Colbyls Guard M G  Specialist (2; y7 . I .- 
Admiral Samuel M. Colby created Admirat E1lle " ~ s p e c t a ' f s ~ ~  ~squad mortal 

Colby's Guard for the express purpose OF guerilla 7 I ST tm K . - I \  

6 3 
30 \. wa*are behind enemy lines On Venus' They 

Equipment: M-606 Light Machine Gun, Punlrher Shon . since evolved into a death squad used sparingly Sword. 
and surreptitiously in all of CNF theatres of conflict. 

SpEiaI Abl,ifies: GuenllaTraining, Sunrlval Training: 1, - 
though Capitol officially denies that 11 engages in 

Weapon SMs: 

' I 
such activities. 

M-6Cij L~ght Machlne Gun [bel/d~c) 
These troops are famous for their ability to a: w sR m m w c ~ s s  . "% 

-3 3 ( ~ 3 )  2(x2) - 1  - - 10 - f' --4 move through the jungle and survive its harsh /I -. 
climate. The Admiral himself used to lead these Punl*r short sword ( s la sh~ l  

guerilla missions until he went missing in action. c c r s a m m w  - m s r  1 -  
D - - S T 4  . 

The unit now consists of soldiers recruited from -q , "-l* 
the Naval Marine Corps and specially trained on 4 - --L+$ J' 

d 
Colby's Island. The island was once a Bauhaus f rp --:,= . - 
Prison Colony before it was "liberated" by Colby x-~.  - 3 

b 
and his men. It is surrounded by the worst !;SX 
predatars and natural hazards on the planet of I F L 4 
Venus and the final test of a Colby's Guard trooper 
is to make it across 50 kilometers of this hell 
armed only with a combat knife. 

I 

, ;.,?-$hpr. A\- =, ,&, ; 1:- 

* - #  dT y - .. i 
Calby's Guard would be as famous as the - ,I- 

Sea Lions, if more people knew the extent of their I f ?' 
Involvement in the war effort. Unfortunately, the r/ 

* * *  
\ 

black-bag type of operations that the Colby's Guard 
undertakes for Capitol's Speciat Operations Unit / * _. .- - 1 ,  
prohibits any kind of public acknowledgement or 
appreciation. j 

1 



IMDlViDW.4 LS 

Sea Lion Captain 
Sea Lion Captains are in charge of 

coordinating fast attack battle plans in the field. 
They have all the Intel on the target and have spent 
hours, it not days, carefully crafting the mission in 
which the Sea Lions needed. They plan for every 
eventuality: multiple insertion and extraction 
points, possible enemy reinforcements. back-up 
scenarios, and so forth. The Sea Lion Captain goes 
well beyond Plan B -and  they don't stop until they -, have a Plan Z. 

~ r e e  Marhe Grfnnery Sgt - - 
Sea Lion Captain 
Indrvkfuaf squad lfnked olhr .  llmt I per Sea Uofl squed, mortal 

E m P A ' m m m h w m b F c  
10 11 4 13 3 2 5 4 19 2 39 

Equlpment: Command Helment, Harb~nger Sword, MP-103 
Hellblazer SMG. 

Special Abllittes: Guerilla Training, Survival Training: 3, Tactlcal 
Sense. 

Harb~nger Sword (slash~ng) 
E W s I h a V I W  m SA 
1 - - - - - 0  STt4 - 

MP-103 Helbrater SMG (bHls/k) 
cX: W a t m I R w m 5 4  

1 21x21 O M )  -1 - - 0  9 - 

- ,  Free Marine Gunnery Sergeant 
The Free Marines have noofficer corp., 

being a group of murderous, insubordinate thugs. 
Instead, certain veterans within the unit who are 
dom'inant, cutthroat, and feared by the other Free 
Marines receive a promotion to Gunnery Sergeant, 
These fine specimens of humanity are charged 
with coordinating Free Marine squads in enemy 
territory, where no true Officer dare go, lest they 
become the victim of "friendly fire." 

Free Marine Gunnery Sergeants use 
whatever means necessary to ensure mission 
success and are notoriously vicious in combat. 
Generally uncaring about the welfare of those 
under their command, they often use threats of 
violence as a motivational tool. A promotion to 
Gunnery Sergeant greatly reduces the sentence 
of a Free Marine, with greater battlefield success 
rates bringing the Gunnery Sergeant ever closer 
to his pardon. 

Free Marine Gunnery Sgt 
Indrv/#u21 squad linked Q ~ I C R ~ ,  Cw,l 1 per Free Manne sqvad, rnonel 

K ~ l w m & m ! T w m s ~  
1 1 1 0 . : " 4  2 2 3 3 9 2 3 8  

Assault Marine Captain 
Assault Marine Captains believe that they 

can beat anybody, anywhere, and anytime. They 
have to, the Capitol Navy Force counts on their 
Assault Marines to elther open holes in enemy 
llnes and fortifications or close holes in the 
defensive perjmeters of Capitcl's forces, and the 
Assault Marine Captain makes damn sure that 
the GNF is not let down. They carry heavy 
ordinance and wade through a battlefield like a 
hurricane. Bullets ricochet off their heavy Futlback 
Armor and their M89 spits out death at 6,000 
rounds per minute as they push their men and 
women ever forward into the breach. 

Assault Marine Captain 
t n d ~ v h a l  squad hbed officer hmt 1 per Amdl Mahe s q ~ ~ d ,  mwlal. 

E E W L D E W B W W S K  
$ 1 2 A t S . 3 2 5 3 2 2 2 4 5  

Equlpment: M-13 Bolter Pistol, M-89 Heavy MachFne Gun. 
Special Abilltles: Deadshot, Gunslinger, Unit Commander. 
Weapon Stats: 

M-I3 Boner Plslol (ball)slic) 
C C P B S I P . R m W m ! 3 l  
- 1 2 0 . -  . u  - 

M-89 Heavy Machlns Gun (ball/dic, rendlna 
(1: FB s P , R W W M S  
A! 31Y3) ( 2 )  -1 - - 1: - 

Wailing Banshee Captain 
Wailing Banshee Captains are brash 

daredevils who speak more by action than word. 
They are usually carefree Individuals and their 
exuberant charisma makes them excellent leaders 
for the adrenaline addicts that comprise the 
Wailing Banshees. On the battlefield, Captains 
are often at the head of a Wailing Banshee flylng 
formation, whooping and yelling, with a crazed 
uriri on their lam arid a Ilart~etitrower i r i  their harld. 

Walilng Banshee Captain 
Ind~t~~duir( squad bnKed oficer, lfm,r 1 per Wallh-15 Banshes squad, mr$l 

E R c w + L D p c w ? s r P A 9 F c  
111 11 .: 13 i 2 4 2 5  1 2 51 

Equlpment: lN-26 L~ght Flamethrower, M-50 Assault Rifle, 
RP-187 Rocket Pack. 

Speclal AbFIIHes: Resolve: 3, Tactical Sense, Unit Commander. 
Weapon Stats: 

IN-26 Llghl h e i h m w e r  [rad~nl) 
C C W W r n L R R M  54 
. . . . .  9 See Chad 

M.50 AwuR R~fk (bslhslfl 
O C W W M I L R W P I ~ s 4  
.L .1 0 (1 -2 - 1:I . 

Equlpment: Brass Knuckles, M-50 Assault Rfle. 
Speclal Abtlltles: Ambush, Unit Commander 
Weapon Slats: 



C).\_----. . d L .  --. - - . -  - - .  - - .  - -2 

b 
Big Bob Watts 10 years ot service. Bob Watts IS used to leading 

Rtg Bob 1s a powerful man, capable of Free Marine missions. H a  military experience is 
b- inflicting massive amounts of destruction, but his invaluable to the soldiers in the field and the Free 

years of combat experience have taught him to use Marines see Big Bob as kind of a hero: he's walked * these skflls with caution. His time in the Warzones their road and survived it, worthy of any man's 
has made him a wise and contemptative man, who respect. 
cares more about preserving life then ending if. Big 

ei Bob Watts was not always this wav. Big Bob WaZts 
Bob grew up in the DMZ outside of Capitol's 

San Dorado city, also known as the Sprawl. Lffe 
was not easy for the young man amid this urban 
blight; he survived through gang membership and 
a limited affiliation with the Syndicate. I+e grew up 
surrounded by violence and this gravitated him 
towards a place where this experience could benefit 
him-the Capitof Corporate MTlitary. 

It was in the Heavy Infantry that Bob 
flourished. An expert in heavy weapons, he quickfy 
rose to Squad Specialist in short order. Watts was 
an excellent soldier, who earned several 
commendations for bravery and valor, and he 
enjoyed his time in the military. Unfortunately, Watts 
was still a product of the streets. He was angry at 
the world and had severe problems with authority. 
It eventually caught up to him and Big Bob Watts 
was convicted of assaulting an Officer, after 
thrashing the former Captain Major Robert Johnson 
within an inch of his life. Testimony revealed that 
Sgt. Watts, severely beat Captain Major Johnson 
aftera bungled operation that lead to the destruction 
of Capitol's 5 F  Heavy Infantry, or Heartbreaker 
Company. The assault was warranted. especially 
with Robert Johnson's track record of wrecking 
Companies, but it was very public and 
embarrassing, which left Watts with a difficult 
choiceprison or the Free Marines. 

The time in the Free Marines matured Bob 
quickly, changing him from a brash, street-tough 
into a soft-spoken man who radiated a sense of 
wisdom and inner peace. HB survived all the 
missions that his sentence required and eventually 
received a Corporate Pardon for his crimes. On top 
of this, Big Bob Watts achieved something that no 
other Free Marine has been ahle to achieve, an invite 
into the Doomtmopess. 

Big Bob star 
a man. Heavily m i  
is surprisingly agi l~ 

In, Big Bo 
gerous a I . , d B  .. 

~ d s  6'7" la 
~scled anc 
! and show 
,. , , 0 when he moves, hrs aarK s ~ i n  shows the marks of 

his Ilfe, with scars from his childhood crossing scars 
from his military career and the silver tattooed 
Capitol Eagle on the side of his bald head serves 
as a reminder of his tour in the Free I Eob 
usually wears a calm and friendly e: on 
his face, smiling and letting off a bass i at 
the strange thrngs in life, but when he rs provoKed 
into actir ~esn' t  hesitate to show 
how dan can be. 

b Watts dc 
person he 

H and is a behemoth of 
I incredibly strong, Bob 
/s no hint of clumsiness 

Marines. E 
rpression 
tone laugl. 

BOD vvans currenrly serves as an officer for 
the CNF havina retired from the Doomtroo~ers after 

>on Stats: 

13 3 

Attas Megar 

Id "rnotival 
weary, N; 
ban could t . . .  

te" him wit1 
lthan beg 
ake no mo 

7 his steel 
an to with 
're; he sna . . 

the dirty 
e met Land 
ie  two rnc . .. 

lndIi,dual general afticer, hm7 1 per army, rnorlal 

E ~ w f m ~ W s r ~ m ~ ~  
11 17 5 

Equipment: :annon, Brass Knuckles 
Special AWlltles: atsglc Ins~ght, Dnr~s!on 

LOn'mandel. 

WWl 
At n (baIIiShc, m&vee rend91 

u . m ~ - l h R l R W  IM Eh 
- 0 -1 -3 - 11 (22) Sm Cbarl 

Brasa Knuckles ( c m w h w j  
ec F 8 3 ? h a m w  m ss 

O ( Q )  - - A - SJt3 - 

crew, hon 
born refu: 
nd came 

-:- 

gob Wafi 

Nathan R. Parrish, ACG 
As a youth, Nathan Randal was a clever 

child with a keen tactical mind and sharp wit. He 
made up for his diminutive stature by excelling in 
his studies, But, no matter how hard Nathan tried 
his body was simply n ~ i  up to the standards of 
his other classmates. which became a constant 
source of irritation for his demanding father. 

The Randal family is a well-known rnilitay 
famlly, who expected Nathan to follow in the family 
footsteps. For the Randals, the mtldary meant the 
CGF, as the N a y  was not considered the place 
for a proper gentleman and ofl~cer. 

Battered and 
One day, NatP 

academics and family background, Nath 
expelled from schooh at the age of 17. 
Nathan frve months of physical therapy to 
from the motivat~on his father imparted 
that day. 

Once he recovered, Nathan found 
no longer a place for him in proper sac 
So, he vanished into the anonym~ty o f t  

It was there among 
dangerous streets that h 
Parrish of the ACG. TI 

gang. Parrish and some of his 
leave, witnessed the kid's stub 
submit against hopeless odds, a 
rescue. 





The Holdings of Capitol are vast and wide- 
spread throughout the Solar System, and are 
constantly under siege by rival Corporations and 
the Dark Leaion. This constant threat is the irn~etus 
behind the iargest portion of the A n e d  ~ordes of 
Capitol, the CGF. 

The Capitol Ground Forces are stationed 
wherever the Capitol flag flies and are responsible 
far keeping that flag safe from those who seak to 
either replace It or burn it to ash. 

CGF Operational Forces revolve around a 
combination of defensive positions and pre-emptive 
or punitive strikes. The Infantry tends to dig in and 
defend a position while the Special Forces seek to 
outflank and/or waylay opposing forces. It is this 
hammer-and-anvil strategy, which makes assaulting 
Capitol Hotdings a difficult venture and facing CGF 
Operational Forces in open conflict a deadly affair. 

Rangers 
"Swlft, Silent and Invisible." 

-CFG Ranger Motto 
Capitol's Rangers are the top Special forces 

unlt within the CGF and consist of soldiers 
handpicked from other regiments. These soldiers 
receive extensive training in military tactics, 
infiltration. and elimination. 

Ranger Squads prowl the battlefield and 
infiltrate enemy held territories. They are also used 
to perform pre-emptive strikes against enemy 
forces, though such operations are downplayed in 
the Capitol media. 

Rangers 
Elrte lrwpw, rqdred 4-8 models. mar. 

E ! x W l D K W ! T k N ~ ~ F c  
6 1 0 1 1 2 3 1 5 . i 2 0 2 X  

Equipment: M-50 Assault Rifle, S&W .44 Rwohrer. 
Speclal AbillHm: Infiltrate 

Weapon Stats: 
M-50 Assauh Rifle (ballistk) 

c c m 9 1 M 7 I R w m S 9  
-4 -1 -2 - 

SLW .44 F t ~ l  
OC A LR a 
-1 1  - - 

Ranger Sgt. 
Elste EQLm2d leader, rqulred 1 per squad, mortal 

C C R c ~ l D P c W s r ~ r v i S  
9 1 1 1 3 1  5 4 2  

Equipment: M.50 Assaull Rille, S&W -44 Revolver. 

Weapon Stats: 
M-50 A m u k  R~fb (ballislk) 

C C P B S R M l l R W M A  
-A -1 0 fl -2 - 70 . 

Ranger LMG Specialist 
EMe squad spec~albl, optlwa/ up lo Zper squad, m d .  

~ F c ! 4 v ~ ~ ~ S T ~ W s ? F t  
8 1 0 4 1 2 3  1 5  4 2 3 2 3 2  

Equlpment: M-606 hgM Machrne Gun, S&W .44 Revolver. 
Speclal AbHlffes: Infiltrate. 

Weapon Stats: 
M-606 Llght Machlno Gun (bellistk) 

M: !a 91 f m U 1 W m M  
-3 I 2 - 1  - - 10 - 

.%W .44 Remlmr (ballstel 
a: w sl hR 1R Bi m.-gb: 
1 U - - -  8 - 

Ranger Grenadier 
Nrie sqwdspeciallsf, o p h I  up lo I perquad, Waf. 

m ~ m m n n s w ~ a ~  
B 1 0 1  1 2 3  1 5  4 2 0 2 3 3  

Equlprnent: AP-Grenades, M-50 Assault Rifle, S&W .44 
Revolver, 

Speclal Abll18es: Infiltrate. 
Weapon Stats: 

Ranger Sniper 
Ekte so ~pliwral up to 1 per q u a d ,  mwlal. 
CC L D E W S T W P R S K :  

,<- - 
Rangers 

5r S n i p ,  

8 1 1  4 1 2 3  1 5  4 2 0 2 3 9  

Equipment: S&W .44 Revolver, SR-50 Manstalker Sniper 
Rlfle. 

Speclal Abllltles: Infiltrate, Sniper. 
Weapon Stats: 

S&W .44 Revuhgr (baIMlc) 
I r : w w m u r w m S s  
- f 1  B .  

SR-50 Manstaler Snlper MI8 (balkllic) 
i,l 

a: w sl ha LR W m - h r 4 -  
-3 -1 3 2 -1 -3 14 SssChart I 



Desert Scorpions 
"Sting like a Scorpion and fade like a 

sandstorm." 
-Desert Scoyplon Motto 

A Scorpion is a deadty arachnid. It remains 
unseen until tread uoon or disturbed, when it 

.- .- -.,. find them. 

Like all Tank Hunters. the job of a Desert 
Scorpion Tank Hunter Is to get into position and 
take out enemy mbi !e armor or heavily amored 

kiJ~y @ ,  A strikes quickly wit; a deadly sting before 
~~~-~ disappearing back Into its native terrain. The CGFs 

Desert Scorpions are no different. 
Desert Scorpion Vast tribes of Desert Nomads populate the 

Great Rust Desert of Mars, moving in caravans 
between mighty Capitoltan cities. Recruits from 
these tribes are offered fu!l Citizenship for their 
family, if they join Capitol's Desert Scorpions. She 
CQF benefits from the Nomads vast knowl~dge 
of desert survival and these recruits are given 
specla! equipment that can withstand such harsh 
conditions. 

Desert Scorpion units train to utilize the 
Nomad's suwivafist nature within all theaters of 
war and incorporate the hunting methods intrinsic 

Desert Scorpion to the Nomad tribes into different mission-types. 

2 - ~3 

I 11 can s~ i  rnot~onless for hours at a time, their gun 
I I. 
I== i locked and loaded. The Tank Huntex shows great 

self-restraint and will not F~re until he or she gets 
- .  the order to "go loud" by their leader. 

The Deserl Scorpio11 Sriiper corps is drawrr 
from the ranks of the hunters of the Nomad Tribes. 

I 
7 ' I  

r. ;>" These ~ndividuals have grown up stalking the red 
r sands, searching for prey to keep the tribe fed 

. ,>r  ,- . - 
I - and safe. They are like ghosts in their natural 1;- ' <  environment, uslng bltnds, sand-sheets and sun 

glare to disappear into the desert. They are eerily 

I - /-- 

patient, possessed of an almost unnatural stillness 
that allows them to remain nearly rnotionfess untrl 

- 

Once this is achieved, the CGF ernptoys the Desert 
Scorpions in missions suited to their expertise. 

The Desert Scorpions are the preferred 

\ 

their moment arrives. They are I~ke the Great Rust 
Desert itself, where death waits for the reckless 
around the next dune or shadow. 

targets, The difference with these warriors is that 
they will not be seen proudly strolling through the 
battlefield like their Free Marine brethren or stalking 
their prey like an Imperial. No, they lie in wait for 
the order ta fire. Trained by the Nomadic Shalood 

Desert Scorpions 
Elrle Irwper, tequ~red 4-8 modek, mmobl. 

~ l z w J m ~ ~ s r M ' m * E  
$ 9 4 1 2 3  1 5 3 2 0 2 2 5  

Equipment: CAfl-24 SMG, Punisher Short Sword. 
Special AbllltIes: Camouflage: 2, Survival Training: 2. 

, r- 

/ - . -- 
= I <  - 11 ..': - 

., i 
--+ - - 
.),' 

7 - 
Desert 

Tank Hunter 
- 

of the Rust Desert, a Desert Scorpion Tank Hunter 

Weapon Stak: 
CAR-24 SMG (bhiiU~) 
a: w sc r n L R M t M  S9 
-1 2 (x2) 0 (x2) -1 - - 9 Sm Chan 

troops by the CGF amongst the harsh deserts of 
Mars. They are used extensively during Wanone 
Resolutions conducted En the Freedom Lands and 
the Doughpits and play a large role in the defense 
of a Capitol Holding against rival Hostile Takeover 
attempts. Adept at blending in with the landscape, ' the Scorpions can surprise enemy troops with 
orchestrated attacks using both surprise and 
viciousness. These attacks are always quick and 
deadly. Afterwards. the Scorpions retreat into the 

Punishar Short Sword ( s l ~ h k q )  
C C m 9 1 m L R m  mv 54 
o . . .  - - ST+4 - 

terrain, where any enemy will be hard p~essed to 

Desert b r p i o n  Sgt 
EM8 s q u ~ d  leader, reqared f per squad, mmwlal. 

c c ~ m r n ~ w s r w ~ @ ~ ~  
9 1 0 4  1 3 7  1 5 ? 2 1 ) 2 2 8  

Equipment: CAR-24 SMG. Puntshsr Shorl Sword. 
Speclal Abllltlas: Camouflage: 2. SurvivalTraming: 2, Tactical 

Sense. 
Weapon Stats: 

CAR-24 SMG ,%aMislk] 
OC m m R L R W r n  !a 
-1 21x2) Qiu2) - r  - . 9 SeeChad 

Pun~sher Short Sword (skhfng) 
O C P B m m L R m  m 94 
Q . . . . - 8T+4 . 

Desert Searpion Grenadier 
Ehle squad spmalfsl, aplronal up to 2 persguad, mortal 

Equipment: AP-Grenades, CAR+ SMG, Punisher Shorl 
Sword. 

Special Abilities: Camouflage: 2, SuwlvaCTraining: 2. 
Weapon Stats: 

AP-Grenades (rmmmm] 
c r : w n w a ~ m  s4 
- -1 3 - - U Ses Chart 

CAR-24 SMG (b8ftticJ 
cc w w m m m w  54 
- 7  2 (x21 0 ( ~ 2 )  -1 - - 9 S ~ P  Ctlart 

Punisher Short Sword (sleshmg] 
~ : W S A ~ L F ~ W  m FA 
o . . . .  - STr4 - 

Oesert Scorpion Tank Hunter 
8 t e  squad spec.~alrsl, qtiWral up lo t per squad< rnorfal, 

~ ~ ~ r n ~ ~ m s w m a ~  
9 9 6 1 2 3  1 5 3 7 0 7 3 5  

Equipmsnl: CA.138 Deathlockdrum Aulwan~lol~. Punisher 
Short Sword. 

pon Stats: 
A A,," -..sL,.., 

Speclal Abllltlm: Carnodlage: 2, Form RE~~UIII. auru~val 
Training: 2. 

Wea 
Cfi- IJU ueanmkdwm Autocannon (bailistic, conumn'e] 

a : w w M ' m t A  m SA 
-5 C I -3 - - 10 ix2) Sse Charl 

Punisher Shon S I 
O C W ~  m w s n  
0 . -  - ST14 + 

word [slashr'ng, 
? km 1R 



ne Gun (batlIslsl - -- 

-- -- - -  - -  

Sunset Stri keys Sunset Striker Sgt. 
"Honor through Life, Servlee through Death" El"'" ~suadfcadcr r e q u t , e d F p r s q d ,  mn'd 

Sunse t  Striker Motlo E K m L D t c h Q s r w m ! i ! x  
1 1 3  5 1 4 3  1 5  A 1 9 2 2 9  

The Sunset Strikers began as a security detail Equlpment: Katana, M.50 Assault RBle. 
for Capitol's Holdings in the Mishiman-controlled Specla1 Ablllfes: Close Cornbal Tra~ntng: 2, Ferocity. 
city of tongshore on Mercury. Immersed in a culture Weap 
of self-sacnfrce and respect for one's superiors, they K , ~  
adapted to their new environment and learned the c W L R E R  m sa 
ways of Mishima. During therr assignment they - - ST*5 - 
underwent the grueling martial art reglrnens oi the Mz "Zh 'hap' LR BT tM 
Samurar and adopted codes of honor and conduct 4 -3 o o 2 10 

that are largely based on a hybrid Eushidic code. 
Rigorous training with~n the warren of caverns, 
tunnels, and urban sprawls of Mercury has honed LMG Specialist 
the Sunset Strikers prowess atelose-quarter battles. ""SqM"pecw"~ op~rona1upto2persw~ mwlal 

E K R v m K W s T U m 9 t T  
Outsourced Malcontents put all of this to the 11 8 5 13 3 r 5 4 19 2 Y 

test when the Sunset Strikers foiled an a~sas~inatlon Equlpment: Katana, M-606 Light Machine Gun, 
attempt against the current Mishiman Overlord. In Special bblliblas: CloseCombatTrain~ng 2, Feroe~ty. 
the ensuing melee, a Sunset Striker sacrificed his Wwpon stats: 
life to save the Overlord in a manner befttting the bjana (S,BSIIwl 
Samurai of Mishima. The Overlord was so moved M : W S  81 m SA 
by the display that he awarded the Sunset Strikers 2 - -  ST+^ - 
the sword and cornpanion-blade of the Mishrrna M ~ L Q ~ M a c h  yr 

'ILA R1 54 
Sarnurai-the katana and wak~zashi. Ever since, -3 3 h 3 )  2(a2) -I . - l a  . 

these been passed down through the Un~t, with new 
recruits receiving the katana and wakizashi of those 
who have fallen in battle. The Sunset Strikers new 

Ehle squad specml~d, sl,tmal up lo I per squad, M a ! .  see themselves as the Samurai of Capitol, and thus 
Fc pfl w, sr 

will serve their Corporation until they die. 1 1 8  5 1 3 3  1 5  4 1 8 2 4 2  

The CGF now emptoys the S~nseZ Strikers in Equipment: Gehenna Puker Flamelhrower, Katana 
any Operation which will involve dost3 combat andl Special Ablllliffes: Close CornbatTmining: 2, Fsrocity. 
or close quarters battling. The unit is renowned Weapon mts: 
with~n the AFC for thefr abifkties in such condittons ~ehwlna~uker  hmelhmwer ( r a d , ~ n l ~  
as well as having a reputation for their a : m s l h a m w m  s4 
steadfastness. A Sunset Strrker sees honor I n  a - .  See Chan 

death earned through combat and is loyal to even K: k LR S4 
Capitol above himself. This allows the CGF to utilize - .  

the Sunset Strrkers in positrons that either must be 
taken or must be defended, In spite of possible 
heavy casualt~es. Sunset Striker Demolition Specialist 

E11te squad specratffit, opl~n8E up to 1 per squad mom! 
~ ~ n m ~ m s w m $ z ~  

Sunset Strikers 1 1 8 5 1 3 3  1 5 4 1 9 2 3 0  
Ehle /moper, reqitrred 4-8 &Is, meal Equipment: Katana, M-50 Assault Rfle. 
cc Fw La hrm 5Z FC Specla! Abllltles: Close Combat Tra~ning: 2, Dernolrtion Training, 
11 8 5 1 3 3  1 3  4 1 9 2 2 6  

Ferocity 
Equipment: Katana, M-50 Assault RBle, Weapon Stats: 
Special Abilities: Close Combat Training: 2, Fernfly. Katana (sYashlngE 
Weapon %k: C e W W M t L R W  [M SA 

2 . - - . . ST-5 - 
Katana (stashing) 

E W s l h % l l R W  Sa M-SO AssauR Rille (bal&tfc) 
2 - . . - ST+5 - E m S h R l A b W S  

M-54 A S S W ~  Rdle ($alh*) 
-4 -1 0 0 .2 - 10 + 

n c w w k R L R w m s s  
-1 -1 0 0 -2 - 10 - 
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Sunset Striker LMG Saec. 

,' 
Sunset - - 

Suns~ 

Striker $ - 

' I  haw mom fun dying :hi 113~1 



I - - ---- --- 
Martian Banshees- 13th Division 

"Death is the end, we are the means." 
-Marflan Banshee Motto 

The Martian Banshees of the CGF Special 
Forces are a tragic unit, as most have lost 
everyZhing dear to them in the constant skirmishes 
that plague Mars' Southern Lands. From families 
killed in settlement raids to invested life savings 
lost to rival Hostile Takeovers, each member of 
the Banshees have a grudge to settle: most of 
which is against the instigators of such conflicts, 
Mishima and the Dark Legion. Srnce the onset of 
the Second Corporate War, the number of Citizens 
who have suffered tragedy has risen exponentially, 
leaving many broken hearted and without 
anything to lose. Such individuals have signed up ' with the Martian Banshees to fulfill the last goal 

Ranger Captain 
Ranger Captains axe in charge of meeting 

all CFG Command objectives within stated 
deadlines for their deep-territory missions. They 
are hand-picked, trained, and paid for one thing 
only-mission success. The Ceptain pushes his 
men and women to ensure these victories, for 
the work that they do will help the Capitol 
Corporation, benefiting aH Capitol Citizens. 

Ranger Captain 
kd~v~dualsquad ltnked otffcer. fmfl I per Ranger $ ~ d ,  mmI, 

c K ! w l . D ~ ~ m ~ m Q k  
1 1 1  P 13 2 L 4 2 n 2 3 5  

Equipment: M-SO Assaull Rifle, SEW .44 Revolver. 
Special Abllllles: Inf~ltrate, Unit Commander. 
Weal that bums in their heart-revenge. 

The CGF uses the Martian Banshees as 
shock troopers, punching holes in enemy held 
positions and spearheading assaults. The men and 

> c, --= . < '- 
, = --- , women of the Banshees are filled with rage and 

I '  despair, pushing onward in search for enemies to 
take their qrief nut on. This makes them fearsome 
frghters who are unconcerned with their personal 
well being, focusing instead on killing anyone who 
gets in their way. Where other units push into 
enemy lines, the Martian Banshees are outfitted 
with experimental rocket packs, landing in the 
midst. of the enemy and selling their lives dearly. 
The screaming whines of these unstable rocket 
packs now heraTd the Banshee's arrival into a 
conflict. There is no way to break the spirit of a 
Martian Banshee squad since they activety seek 
death-the enemy's or their own. 

Sunset Striker Captain 
Sunset Striker Captains are exampfes of the 

warrior craft, with keen fighting skills and an 
almost unbreakable spirit. Many have spent their 
lives in service to Capitol, passing up promotions 
in order to remain with their unil. The haikus and 
paintings of Sunset Striker Captains are the only 
possessions found in their quarters that are not 
related to their warrior-craft. It is this single 
minded devotion to war and to Capitol, which sets 
the Sunset Striker Officers apart from the rest of 

r - 

kWat-rian Banshee- I3fh Diy. 

13th Division Marlian Banshees 
EMe lroupw, requtred44 models. mdal  

~ : R : F W U ) R C W ~ ~  w P A ~ P Z  
$ 10 5 12 3 1 5 2 / 6 - 2 0  2 29 

Equipment: M-50 Assault R%le. RP-187 Rocket Pack. 
Specfal Abllitles: Hate: 3, Resolve: 3. 

Capitol's NCbs. 
During an Operation, a Sunset Striker 

Captain can be found at the front of a formation, 
leading the way into cornhat. T h ~ y  fn l lnw any and 
every order given to them wi th~ul  question and 
will maintain a position or achieve an objective 
without hesitation, ensuring that the honor of the 
Capitol Corporation is always upheld. Almost to 
the man, one of the constants among their rank 
is that they have spent at leasf two rotations 
attached to the diplomatic corps assigned to the 
Imperial Paface of Overlord Mishirna on Luna. 

Speclal Rules: HHes Mishima and Dark Legion. 
Weapon Stats: 

M-50 AssauR Rille (baIlisIic) 
I I : m S l h R P R l 3 C M S 9  
-4 - I  o n -2 - lo  

13th Division Martian Banshee Sgt 
f 3  ' Ell!& squad specfaltsl, ~quired 1 persquad, mid. 

O C R C M I L r s K l l R l s r  W I I R S P C  
L " .. 5 13 3 1 6 2 20 2 31 

Sunset Striker Captain 
ffldiv~dusl quad Irnked otflcer, limi 1 per S u m !  Sinker squad, mend 

E ~ F N L D ~ k ' n 5 ' T ~ ~ ~ ! = c  
11 10 5 13 Z L 5 4 19 2 50 

7 LI 11 

Equipmen 

Speclal AI 
0 Assault Ritl 
2: 3, Resolve: 

cke1 Pack 

Equipment: Gehenna Puker Flamelhmwer, Katana. 
Special AbfltHes: Close Combat Training 2. Unit Commander. Special Rules: Hates Mjshirna and Dark Legion 

? p a p o n  
M-50 Assaufi Rilb (balktic) 

f 
C C W 4 7 W L R B M S A  
-.I - 1  C 0 -2  - 10 . 

Weapon Shts: 
Gehenna Puker Harnetbrovmr (rad~anl) 

~ W S R m y l W O I I  ?A 
- - - 1 i  Seechart 

Ka' 
m L R w  m !a 
- .  - ST75 - 



13th D!v. ~ a r t i a n  Banshee Captain ~nco r r~g~b le  Independent sprr~t and ~nlierent 
P" The Captains of the Martian Banshees are problems dealing with authority figures prompted 

simple heralds of doom. They relay orders with his commanders to transfer him tQ Capitof's 
somber tones to men and women who simply nod shadowy Special Operations Unit- F '  3 ?.# 

@ and ready themselves for the ~nevitable. There are At this point, Jake Kramer officially ceased t 
' B 

no problems with discipline within the Banshees. to exist. His recanis were purged after he was , 
I 

' .  
Quietly, they simply lead the Banshees into the fray. reportedly a casualty of "friendly fire". Unofficially, , \,p, a -. 

P Jake Kramer became a special Recon Operatwe { - - ; 
13th Division Martian Banshee Captain who used his street smarts and combat 1 .  

(C hdrvidual squad 11nked oitwr, I/md t per 13th Banshee squad, mortal. experience to delve into the vast underground in 

P 
ce #: rw ra pc ~a sr wd m Q PC the Solar System. Here, he uncovered anti-Capitol E 
9 12 5 15 3 2 6 3 6 '  20 36 plots, Syndicate establishments, Hereticcells and 

6 Equipment: M-50 Assault Rifle, RP-187 Rocket Pack. did much to help Capitol's Special Operations Unit 
Special Abilities: Hate: 3, Resolve: 3, Unit Commander. to gather battlefield Intelligence on opposing 

r** Special Rules: Hates bshido Samurai. forces. 
p. Weapon Stak 

M.% Assaul ~ ~ t l e  (w~rsl~c) Jake Kramer 
P E W S R M I E R d i T ; T A  Indnduaf general officer, timil 7 pperamry, mortal 

.'I . I  u 0 .2 - 10 - C c E ~ I D K O b W ~ ~ ~  
F B l l  d 1 2 3  2 d 3 1 9 2 5 8  

Equipment: CA-50 Avalanche Handgun. Gehenna Pvker 
R Flarnefhrower. 

Covert Ops Specialist F 
Special AbllWes: Reconnaissance Train~ng, Strategic Insight, 

Division Commander. Covert Ops Specialists are a part of Capitol's 
6 Special Operations Unit, a nebulous agency in 

charge of intelligence-gathering for the Capitol C p A ~ h * $ H a * ~  (ihVslz- sa, 
6 Corporation. On occasion, a Covert ~ p s  Specialist o 2 - - - 9 SeeChad 

will be assigned to a Military mission. They usually G~~~~~ pukw F~~~~~~~~ (&B,,~J 

act alone, minimizing the chance of discovery and a : w s r m L A w m  !?A 

.P' maximizing the chance of success. - - .  - 11 SeeChafl 

Covert Ops Specialist 
Indt~~drralger~eml oflicw, lfmrl I per squad, mmal. 

E f E f W t D X W B W k ~ ! x  
9 11 4 13 3 2 1 A 18 2 A 3  

Equipment: Bowie Combat Knife, M-50 Assault Rffle, M-517 
Dnuble Barrel Shotgun. 

Speclal Abilftfes: Dernolftion Training, Guerllla Training, 
Reconnaissance Train~ng. 

Weapon Stats: 
Bowie Combal Knife (shshIng) 

O e F s m s R h l R L R w  m S9 
3 . . . . ST;2 

M-50 Assauh Rifb (ballisfie) 
E F B 9 t r n l R E R F A s 4  
-4 -1 D u -2 - 10 - 

Mortar Team 
The main mortar of the Armed Forces of 

Capitol is the M75. Capitol equips Mortar Teams 
with the M75. Its design and portability makes 
the weapon ideal lor m~ssions that require heavy 
firepower. Each team consists of 2 soldiers, who 
both load and fire in htervak, and a Sergeant 
who directs its deployment. 

M 517 Doubie Barrel Shtgun (rending) 
E P B S ~ W I U I W M  54 Light Infantry Mortar Team 
. . - 9 Seechart Support unt, requ~red 1 model, assmated armamen1 

t x ~ w ~ ~ v a r n ~ r n ~ k  
' , - - - '  2 2 53 

Equipment M-75 Mortar. 
Jake Kramer Weapon ~tats: 

Jake Krarner is a Capitol Veteran of countless M-75 Mortar ~ C O O G U S S ~ ~  

battles and numerous secret operations. Seernrngly llA W 9 
born with a natural talent foranracting trouble, Jake 2 d 10 SeeChad 

joined the Free Marines while a teenager, to avoid 
a life sentence at hard labor in an asteroid penal , 
colony. Not surprisingly, Jake thrived in the Free 
Marines, welcoming the camaraderie of the thieves, \ 
murderers, and lunatics who comprise Capitol's 
most infamous combat unit. Althaugh Aake 
repeatedly distinguished himself in combat, his 

,I  y-9 179 
qL ' 



IVlortar Team Crewman 
Sucport tm,wL regurred 2 per squad, marla!. 

~ E m m s m a w m s ~  
6 7 4 8 3 1 4 - 1 7 2 -  

Equipment: M-50 Assaull Rifle. 

Orca Heavy Infantry HMG 
Suppflri sqmuatl specraLs:, op!ronal ! pw mcdef, nrrrlal 

m ~ w w m ~ 5 r t M ~ ~ ! x  
7 9 1 9 3  1 4 3 r e 2 2 7  

Equlpmnt: M-89 Heavy Machine Gun. 
Weapon Stats: 

M-9 b u t t  Rnk ~11mj 
E w w k R L R ' W D 5 4  
4 - 7 0  0 - 2 1 0 -  

Speclal bbllltles: Fast Shot: 1, Form Fireteam. 
Speclal Rules: Dus lo the unstable ndure of the vehicle, lhe 

r~der may t~re  his weapon only once per turn at 
a -3 RC penalty, and take no olher actlons 
while riding on the Om.  If he elecls not to ~ I R ,  

he may detach his weapon and disembark, 
p r m d i n g  as an indiv~dual. Embarking or 
disernbark~ng the Orce costs lwo actloris. 

Mortar Team Spatter 
Support Irwper, required 7 persguad, rnwtal. 

~ ! x w l D E ~ s r r A ' m s z ~  
6 8 4 9 3 1 4 4 1 7 2 -  

Equlpment: M-50 Assault Rlle. 

Weapon Stats; 
M-B9 H e a q  Machine Gun (ballistic, mdfng, 
CC m SI W L A W W S 4  
4 3 ( ~ 3 )  I ~ x ? )  1 - - 14 - Special Ablllties: Tactical Sense. 

Spotters must remain in command radius of !he 
mortar. They can assume a crew posit~on by 
movlng into base contact wilh Ihe rear arc of 
the martar, but wh~le dorng so lhey may not use 
the~t Tactical Sense special abrlrty. 

M SO mu n mtle (MIISI~]  
O C W W h R L R W O S P ,  
- 1  0 o .2 - l a -  

Orca Battlesuits 
The Orca Battlesuit is a hi-pedal mobile 

- - - - -2 weapons platform developed by Capitol's chief 
mobrle armor manufacturer, Shark Systems Inc. 
I t  is crewed by a team of two, with the driver 

OM MK IV 
Suppori un#. w h l  rrp 10 I per wud. whicla 

E ! x w m ~ m s T m ' m s ! R  
7 10 2 10 3 ?.'I F 3 21 3 70 

Equtprnent: IN-74 Heavy Flamelhmwer, CA-40 Ultrawnic 
Mine Sweeper. 

Speclal AbllltIes: Impenetrabilily. 
SpwlaE Rules: May employ 0n optional Heavy Infantry HMG 

rider. 
Weapon Stats: 

IN-74 Heavy Ffamelhmwet (mdianl) 
€ c w S t m L R w m  W 
- . . . .  - 13 See Lhan 

O m  Heavy Infantry HWG 
S w r l  squad specialist, optional S per model. Imrtal. 

OC PC Rll U W S n m r P R ~ P c  
7 9 1  1 3 18 :! 27 

Equipment: y Machlne Gun. 

encased in the annored cockpit and a support 
soldier harnessed behind the cockpit. The driver * 
steers the slow rnovin~ metal chassis towards the 

U) FG 
8 3 

M-89 Hew 
+-LA. fiLS.. 

- .  

* ,  
' 

desired Iecation an; fires the warmachine's 
Fi + 'i, formidable armaments while the support trooper's 

L' - I  

I ),-, \ '  stands ready to disembark and keep enemy 
infant y at bay. 

W h i l e  ap Orca R p t t I s s u i t  Can be fielded 

,/ I I / alone, they are usually fielded in Fireteams of nYo 

Special Rules: Due to the unstable nature 01 the vehicle, the 
rider may fire his weapon only once per lum at 
a -3 RC penalty, and lake no other actions 
wh~le tidlng on the Orca. If he elecls not to fire, 
he may detach h~s wmpon and disembark, 
proceeding as an individual. Embarking or 
disambarkrng Ihe Orca costs Iwo actlons. I or three. 

Weapon Stats: 

O m  MK Ill 
Support un~t, replllred 1-2 md&, v M e .  

~ ~ ~ L D ~ w S r w m ~ ~  
7  10 2 l p  " " '  5 3 F 3 3 6 4  

Ma Heavy Machins Gun (ball&, rend@ 
E PB 91 h R L R F R r n A  
-4 3 (x3) I ~ 2 1  .r - - 1.1 - 

U J 3'1 

-100A1 Mour 
ltrasonic Mint 

ipenetrability. 

Equlpment: M ~ted Autocannon, CA-40 
11 :Sweeper. 

1 

Speclal Ablllties: In Om MKV 
Suppxi unfl. opliwral up to I persquad, vewe f 

Special Rules: May employ an optional Heavy lnfantly HMG 
nder. 

LD #: W m 9 E  
I bif 

5 
H 23 Y 

er, CA-40 U1t1 Weapon Slats: 
M-100A1 Mounted A u l m n o n  (balktic, c~CUSShrel 

Ipment: ocket Launch 
- .. 

0: m 91 m 1 R m m  SR 
- 0 1x2) 1 (x2) 0 (dl - - 13 So@ Cllm Speclal AWllb'es: Irnpenelrability. . $ 

Speclal Rules: May employ an optional Heavy Infantry HMG 
rider. pl 

Weapon Stars: 
, % 

DPAT-11 Rocket Launcher (G~WUSSIW) 
m m w r m L R w  u.4 S4 
- . -2 -2 -5  - rC. (x3) See Chm 3 
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Pegasus Scout Bike Great Grey 
Designed by the Capitol Corporation Tlie KA-67 Great Grey is a lightly armed , 'k 

subsidiary, Myth Direction Designs, the Pegasus recon vehicle designed for the Capitol Navy 
IS a technological marvel that incorporates much Forces by Shark Systems Inc. 3t IS deployed alone - h 
of Mtshimak Electro-Magnetic Propulsion on the battlefield to act as support for the AFC. It _ si 
technologies and Cybertronick micro-electronic Is light, maneuverable and fast, which makes the 
sensor software. This makes the Pegasus virtually Great Grey a good scouting vehicle. The M99 , 6 
silent with incredible speed and maneuverabilrty under the vehicle's nose gives the Great Grey 
perfect for fulfilling a scouttng role for the CNF. tremendous firepower. The KA-67 is at its best .b 

t h e  Pegasus 1s deployed in advance of a actlng as a nuisance for enemy infantfy, strafing ?4 
CNF Operational Force to scout out the enemy :hem formations and relaying info back to the rest 
and relay the information back to the rest of the of the Capitol force- 3 

units. It performs wondertully at this task, but at a 
'$ 

cost. Though it sewes the role of scout, and is G M G ~  
l~rnited in size, the Pegasus is not without svwortmI rw.r& I rodel veh&, $ 

weapons. In spite of this problem, the Pegasus n: rc m lo pc uw sr w ,w s A: 
Scout Bike plays an invaluable role in Capitot's - . 3'1 c~fi l o  22 3 65 

1 

, - -  -- reconnaissance efforts and is a permanent Equipment: M-ggMountedHMG 
Special AblllUes: lmpenetrab~l~iy 

tl 
member of the CNF's Aerial Support Units. 

E Weapon Stats: t 

I 
Pglasus Smut Bike M-99 Mounted HMG (bahltc) 

a: m 9 W IR w m S 9  
Suppod unft repurred 1-3 models vehkle. 

8 - o (~21 3 ~ 3 1  . la) I ( ~ 2 )  13 - C L : F I : P W ~ E ~ ~ ~  SF m p ~ ~  
- . .  2 b5.t 2D 2 3.1 ~ 1 

Equlpment: Enhanced Sensor Array Wai GEY Pifd 
Supporr Imopcr, mqttfted 1 per Gmf Grey. morld 

4 

Pegasus Pilot E R C W  W I S I W P R ~ P I :  I 
6 t l  4 1  - 7 

Svpporl lrooper regutred 1 psr Smut Bfke mortal. 
E E m ' D E m S r m R S F c  Equlprnen?: le Pistol. a 
7 9 4 1 1 3  4 . -  . Weapon Slats. 

M-1% Machrne Psfol (htlsk) I Equipment: M-t 1 Machlne Pistol. -% 
a: FB ~ P ' R L R W m 4  ?A 

Special Abtlitles: Reconnaissance Training. 0 2 1x2) +' - - . 8 See Chan ‘P 
SpeciaI Rules: The p~lot may fly the bike and fire his machine 

pistol wlth a single action. The rnachlne pistol 7 1 
has a 360 degree finng arc. 9 

Weapon Stab: 
M-1 1 Mach~ne Pistol (M//ickJ 1 
a: m S A W l L R B I m  W 
U 2 (x2) 1 - - - 8 See Chad 9 

'I 
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9 
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A Ths Pilot's f i r~ng Arc 
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Notable Weapons 

Melee 
Bowie Combat Knife 

Bowie Industries is well known for its reliable, 
strong, and wickedly sharp edged blades. The Bowie 
Combat Knife is no exception. With a foot-long blade 
that is razor sharp at the point and serrated near 
the hilt, it is a multi-function, close combat weapon 
that can either slash, stab, or act as a knuckte- 
duster, thanks to the weaponts studded knuckle 
guard. Obviously, the Bowie Combat Knife has 
become a mainstay in the Capital Corporate Military. 

Harbinger Sword 
Another Bowie desfgn, the Harbinger is made 

from lightweight, non-reflective materials that had 
become popularized by the Sea Lions. It can be 
used as a machete, a hatchet, or a sword, depending 
on the needs of its wielder and has a full survival kit 
hai~sed withjn its hilt. 

Capitol Sword of Honor 
This sword is given to officers who are 

awarded the Chairman's Legion of Honor for their 
battle valor and usefulness to t h e  Capitol 
Corporation. 

Sidearm 
M I  3 Pistol "Bolter" 

Shermin Inc. designed the M13 Pistol for the 
use of the AFC. Chambered for 9mm with a hefty 
20 round clip, the M13 is popular amongst the 
Corporate officer corp, support units, and grunts 
for its ammo capacity and ease of use. This weapon 
is referred to by its more common desrgnation, the 
Bolter. 

S&W -45 Revolver 
Produced by Samson & Williams Industries, 

the ,45 Revofver k a man killer, pure and simple. It 
fires .45 rounds that have tremendous stopping 
power at close range. While not as accurate as the 
Ml3, the S&W .45 is popular amongst units that 
need to make every shot count. 

MI1 "Ironfist" Machine Pistol 
The MI 1 is based off of the MI 3, with a few 

modifications. The ammo capacity has been 
increased to 30 and the semi-automatic firing 
mechanism was upgraded to full auto. This weapon 
is referred to by its more common designation, the 
Ironfist. 

-- .- - 

CAR-24 Sub Machine Gun 
The CAR.24 IS a Close Assault Rifle that 

chambers the same rounds as the M50, but in a 
more compact package with a shorter barrel and 
no stock. Units that need to matntain 
maneuverability and stealth, while retaining the 
stopping power of an assault rifle. choose the 
CAR-24. The weapon IS even capable of 
accepting an M222 Grenade Launcher mount. 

Shotgun 
M516 Shotgun 

Manufactured under Colding Arms, the 
M516 is one of the most common firearms seen 
on both the battlefieid and the streets. ExtremeTy 
papular amongst the mercenary Free Armies and 
street gangs, because of its stopping power and 
ease of maintenance, the M516 makes the ideal 
close-range killing machine. Colding Arms' 
specially designed Black Fang 12 gauge 000 
buckshot ammunitfon, allowing this weapon to 
drop multiple targets in one blast. 

M517 Double Barrel Shotgun 
A double-barreted version of the M516, the 

M517 is a step up in the Capitol tradition of ki'fling 
efficfencies. The barrels set in an over-under 
configuration with the ammunition stored beneath 
each barrel. The M517 is capable of perforating 
light targets at close range, but due to its weight 
and bulk, is not as popular as the M516. 

Bolter 

4 
' M f l  

Iron Fis t 

M520 Auto-Shotgun 
The M520 is a belt-fed automatic shotgun 

that fires 12 gauge 00 buckshot. Designed by 
Colding Arms, the M520 is a vicious close assault 5 
weapon. Its hiah rate of fire and buckshot spread 9'' f?@v0!ver 
allows the ~ 5 2 0  to cover an area with deadly 
lead. The recoil and ammunition we~ght of the 
M520 relegates the weapon to be vehicle - - - - . --# - 
mounted only, but once there, the weapon7s ~~7~ - - 

pertormance truly shines. : p - - - '  
I ' 1 ' CAR-24 

Rifles 
M50 Assault Rifle 

A popular design, the M50 might not be 
the best assault nfFe in its class, but it is the most 
popular. Shermin Inc. produces the M50 for the 
Armed Forces of Capitol and for the open market. 
The M50 chambers 7.62mm Full Metal Jacket 
rounds with 30 round magazines, It is capable 
of semi-automatic and tri-round bursts. Every :2!5 
Cap~tol soldier knows the M50 inside and out and 
has learned to rely en the weapon. 



I L I 
I '\ 

;jk M74 10mm Assault Carbine perforated by the M99's flre anc rt has the abtlrty 
The M74 is a close-fighting specialist to pulp infantry at close range. The weight of the . ! 

weapon. Its tower rate of fire and shorter barrel gun (90 pounds unloaded) and the recoil of the 
makes it ineffective at longer range but the 10mm M99 make it impossible to on anything * '4 

tounds add stopping and dropping power up close. but a vehicle. '1 
The weapon is designed by Universal Batlistics to 

4516 optimize the effectiveness of close assaults. Atlas Megacannon v b  

ManufaGtured by Cartel Arms, the Atlas is 
SR-50 Manstalker Sniper Rifle an experimental i30arntrooper weapon. 

b 

Greening Inc.'s Manstalker Sniper Rifle is the Consfsting of two swivel-mounted 20mm - 9  
weapon of choice for Capitol's Sniper COT. It is a autocannons on a back brace, the Atlas is 
one-piem, matte-black design that chambers .SO3 controlled via tW0 joysticks attached to control 9 

ammunition in a 1 2 round clip. Rugged and pods on the user's belt. Even with the hydraulics * 
retaining its precision in the field, the SR-50ls in the back-mount, the recoil from the Atlas is 

M517 variant also comes with an integral silencer and severe and only the strongest soldiers can # 

flash suppressor, making it virtually undetectable effectively use it. The effects Of an Atlas burst 
are impress~ve, if not excessive. and can easily t 
decimate enemy mobile armor, as well as infantry. h 

M450 God's Wrath Sniper Rifle 
A recent design from Shermin Inc., the M450 MI OaAl Mounted Auto Cannon , ?  

was designed to give the Sea Lions limited anti- The M i  OOAl fires IOOrnrn  High Explosive \ 
armor support, while maintaining the Sea Lion's [HE) shells, which are effective against both 
method of tactics. Sherrnin Inc. wanted an accurate lnfantW and moblie amor. Developed by Shemin 3 

er rifle that chambered the same .50 heavy Inc., the MIOOA1 is primarily a support weapon 
to be used against enemy fortifications at range, h 

3 
man and must be disassembled to transport, ~~~~~h~~~ 

ut is easily light enough for one man to carry on 1 
M222 Under-Barrel GL 

The M222 is a breech-loading under-barrel # 

M6U6 Light Machine Gun grenade launcher that can be affixed to most % 
assauTt rifles and select sub-machine guns. fts The is- an upgraded M50 breech slides forward, allowing the handler to load Assault Rifle that can be fed by a large capacity 

$ 

magazine or belt, The barrel has been lengthened a 30mm Hfle grenade. While the M222 has very 
9 

compensate for the weapon's higher rate af fire, little rifling to it, which ljrnits the range of the 
grenades it fires, the versatility it adds to a 
rifleman makes the launcher a 3 

to a soldier's arsenal. The M222 is one of the L 

most popular designs from Capitol's Federated 
Heavy weapons Arms & Munitions. 

1 

FA89 Heavy Machine Gun 1 
The M89 is a &barrel, rotating heavy M40 Wenade Launcher 

The M40 is. a breech-loading grenade 
a 

chambered for the .30in heavy 
und. While not the most accurate launcher with a rifled barrel and a sturdy shoulder 9 

stock. Capable of launching 40mm rifle grenades 
at targets at medium ranges, it can easily be used * 

tnc. produced the M89 for the AFC to be tl7e to arc shots over terrain obstructions. 5 
imay SAW (Squad Automatic Weapon) for units Unfortunately, the M40 takes a dedicated user, 

who must undergo additional training to . \ 
effectively use and maintain the grenade launcher. 

chew through most modern psrsnnal hody armors Federated Arms & Munitions produces the M40 q 

available, while retaining its man-portable status. for the AFC, and even supplies vendor 
representatives to aid in effective training on the 

TI 

M89 M99 Mounted Machlne Gun device. 
L 

The M99 is a brutal machine gun that 
chambers a hefty .50in heavy machine gun round. DPAT-9 Rocket Launcher 3 

While the M99 may have the lowest RPM on the The D P N  system was the first successful P 
market, Shermin Inc. traded rate of fire wjth pure attempt to design a one-man portable rocket 
stopping power. Alf but the thickest armor is launcher. It has a topfed magazine holding 6, -3 

1 

f 
l0h .+ 
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90mm armor-p~ercing, high explos~ve I 118 

desrgn allows a single dedicated USE he 
rocket Is ~ithout thl f having an 
additions to load th . Federated 
Arms & F produce tl urpase Anti- 
Tank ~yster i~s lur rrle AFC. They r~dvtr recently added 
fragmentation warheads to their rockets far use 
against infantry formations. 

DPAT-11 Rocket Launcher 
The DPAT-11 IS the vehicle-mounted cousin 

of the DPAT-9. It fires I lOrnrn rockets, of eitheranfi- 
vehicle or anti-personnel variety, from the Orca 
weapons platform. The I l O m m  rockets are 
extremely effective against enemy mobile armor, 
as well as infantry formations. This makes the DPAT- 
11 a favorite with Capitol's Armored Cavalry, as the 
weapon's versatility allows it to be rapidly re- 
deployed as the situation merits. 

M75 Mortar 
The M75 is a basic mortar configuration 

produced by Federated Arms 8 Munitions, which is 
little more than a hollow tube with a firing plate at 
the bottom. The 75mm mortar bomb has a 
percussion cap an its base that is triggered by 
dropping it on to the firing plate, thus launching i t  
towards the target. 

Flamethrowers 
IN26 Light Flamethrower 

Throughout history, the flamethrower has 
been one of the most effectwe and hwrific close 
range anti-personnel weapons. Normally considered 
a bulky weapon, the Institute for Military 
Technology-a Capitol subsidiary-has produced a 
compact design carrying a small resewoir of highly 
volatile fuel. To keep werght and size to a minimum, 
light flamethrowers use an electronically heated 
element to ignite the fuel and a highly pressurized 
canister. 

IN74 Heavy Flamethrower 
The Institute of Military Technology produces 

the IN74 for the Orca Battlesuit. Basically, it is a 
heavy flamethrower that is pipe-fed from a large 
fuel resewoir, with a butane pilot centered between 
twin over-unaer nozzles. While the range is not 
much better than the lN29, the increased area of 
effect and thicker Naplasma mixture will flambe 
enemy infantry with relative ease. 



So, %Re's cmr Li :~ ' . s  _ou.~'s hedc! on Ais Ti"91:i hzr2d Zikr C? puzset h k  
p h ? o l  fn hi's snc he 's a c t i r ~ g  our  a iitfie p~'o-v CQ-V r,?e ~ U ~ L - S  b , . ,  t/,e 67, 
~. ' ? i*~ l f f  L-CI-TPS 130 life and rrics to h j c e  .*is Fzze oz-~--. 

x l f  ca:l-se, he S~?OOCS. kf i i c f :  bi'ow'5' the tog of C h a  he& clear? 0:-fr'.. <,:.c.? t,jire.* 
uf ]:is h a d  ~~r~ ' r .5  I ' r .  

Ggdc?arm. .j?oofher f2"l'ne d3" ac-h ~*ornpanv. 
ATIY Roacir Ponpany, -vou a> ?use rhej* hdve~'t  been d b J e  rr3 X 1 -  .J 2 ~ 3 -  of 

L'S 02-f- yw. c > t l ? e s  Free >.fa rine es, ~ h e j ~  qu through ~ J ' , ~ D O S & ~ P  AP!-GFP Y:';-P 
caslljys on B b3rtlefi 'eJd. &IL, wc ~c have;l*c lost 2  ma.^ yer, :%>hid T /lerjrz- is 
uosettjno the suits sumeil?~'~~g fierce. SanethYnp .th.ur the Jar$ c P  3v?--.rp?s. I 
dof-1 ' L? k-cow- 

121 1 do .hair 2s that L-he when di~sr settles, the bod2.e~ coui. riii l?~!iiriirgf 
cr-~~nrbf  c-+z~//e 're s;i ll star;rd~'-uq. 

Iv5ic-h 3's ri hell o f  a l o r  m e  rhan rro csn say r .6~ crher 

SU~ITE'C'F: Mason 
Do -YO!! &el ferr~  i n  desticy-7 -%zt a man and his gun re!-e su-10csed to 3e 

roqerl~er? M L ~ ,  tm. iUt1'rh is r&jr I 1i.1,~- be* a Roach. The suits f~ps t  a i r s  find 
tde worst icum?oles i.? uccv~ied  space, fiJled i ? d J  w2'Cn siilpnfis oiid gLms and 
t-ielence am? d>-u,r? me and my P~fddr*e;?s rz"ghi?c smack dab in  t.+e m i r T d l c .  

R.115 rh Y s  LFSne &v J ~ P .  And q v  gun seems to 2 i k - e  ~'t, roo. 

SUBJECT: Capeletti 

W ~ r ' l ,  I know eriactly who 7 sm. I ' m  s kYlies. 12llcr' TJjrr r-ezl good ai: if. 
J V P I ' ~ ~  i t i n g  is, sfper Chat, oo oae seened to be abie i c  f Y ~ d  hin. zn-$>rnore. 

Di mw-se, r.v a?? i : ~ J p &  Jock fnr hi,?, but  S P ~ C P  -:s B hip da2-A- piam.  LaCs ni 
p 2 a c ~ s  Po hjde. 

rv?' v~ h a  s i ~ c e  I 9 . c  sn~"ppen' here ra.:h c f i ~  ~ t h e r  , P O ~ ~ - . ~ S S .  .4rtd 
b~r-ore t JI.;.L , I t  I '13-v d i - f f ~ r e n c  . rjbl-d i s  thaL i5 you ge* s ? ~ t  hel-e ~n cvs tch 
US, -vat2 '?,c. Oi7 iJ?, ~ r r :  . .<nd 1 8 x 7  ' r ,71~~7.tn rbe milita-qj,  1 nean snmpone i gs~~ ts  
Y O U  di=dt?= 

"'1, 2VeJYDRe pa+s tijali T h e y  &serve in TAP .prep E?arLws. Orhelwise, 
fhe R-Cc.vpannr/ would h empty.  Bl,e~~,-ot,r here djd ~ ~ i n e f h i n g  or somebdy n7rcJnp. 

EYC-CIW ntz, of course. 1 'm i+~oacer?t. 





The Homebuilders have since walked in the understanding 
that they have been chosen to defend the light of humanity, to 
keep the powers of the Dark Symmetry at bay. They do so each 
day shielded by their faith in the Cardinal and armed with the 

The h i s t q  of Bauhaus can be traced back to the days of 
countries and governments when Dark Eden was green. 

However, ~t wasn't until late in the downfall of Earth that 

.Ministry af Truth slogan 
Bauhaus was one of the first 

corporations to recognize the huge 
mar. Tradition. potential of space exploratbn and they 

7nese are the hallmarks of the invested heavily in the f~elds of space 

produc 
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+- - on. Bauhaus' 
retches back They worked in close 

1, beyon ,trophe, which . ' -. silenced the stars, back to the ruined cradle 
'.LA lanib, Earth. together they crushed all opposition 

, - i  - h ided by the wisdom and tradition of from smaller rival companies. 
Bauhaus became the first corporation 
to complete a manned landing on 

has made their products a System-wic 
household name. It is no coincidence that tt their claim to this world so rlch in 

tion, meaning "Homebuilders". rn the beginning Bauhaus has fought to retain control 
3auhaus stands as the last guardians of ancient humanity, 

1,. ' j : 4  Megamrporations. only Mishirna appears to understand the true and P ~ s P e ~ ~ ~ .  Now all the Cop~rations apart from C~bertronic 
\ value of this honor and respect of family and tradition that shapes have a firm foothold on fhe planet, though nona as dominantly 

--*4 

;, . and guides one's destiny. This reverence, and much more, as Bauhaus- 
passes from parent to child, repeating a process and a tradition Venus has seen many notable campaigns in its history, 

s continued for hundreds of generatfons. the greatest of which was the Venusian Crusace first 
'erhaps It Is this sense of reverence and honesty that Cardinal nurand led the combined fora I nity 
A Bauhaus to She steps of the Brotherhood, a bond in a decisive battle against the Dark Legion. His now 

UI lurunen to thls day. Greater than any other Corporation, even the stuff of legend and the monument celebratin9 lZlP Pabl ifice 
Inl,~erral, is Bauhaus' d~tvntlnn to the Cardinal and thq  glory of Still overlooks the field of battle known a5 Durand" Fall. 

,, his word. For was it not Bauhaus blood that filled the hearts of The Infamous Bauhaus Thsone Wars serve to further 
'- / L r ,  those who fol low~d the Brothers Durand in those ancient days7 ilrustrate the internal confFict that exists In the Bauhaus 

7 I, y 4  As Nat ~ounded, struck down by Algeroth's n weakened Bauhaus considerably 

p wicl<ecl itnrst his sword, the Bringer of tight, x-porations to exploit the situation 
to a Hc 'oth? ~ositions on Venus at Bauhaus' 
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expense. The conflict continued for nearly thirty years and saw 
many ancient families iose land and titles as each of the four 
Duke Electors stru lssert themselves over their rivals 
and claim the title 3uke. 

ggled to z 
of Grand I 
n Sub-Wa 
- - - - - . - - 

The Graveto ~ r s  saw Bauhaus reunited as they 
fought a prolonged m~r~paly~~-against Mishima over the islands 
of the Graveton Archipelago. Despite the strategic advantage 
of Bauhaus thev were unable to overcome Mishima. Takina these 

\ .  - / '  
, I1 I 

' .II ' 
ia, :. i .. . "-: ,";:- i - 

island fortresses was very costly and once the attackers had 
gained tt hand the defenders would simply withdraw TI!!! !pllflg or Blaoha~= le upper l W 

than let F myself and set i position on another island. After nearly forty "I'd sooner kill yaL 
years of ortunes, the war ground to a halt as both disgrace to our fam,,y 
factions rearlzea rne futility of the conflict. Bauhaus was reluctant - -. 

~p a new 
shifting TI 
. .,.- . ., .L 

yau brir 

rrental wan ling 

ve a pric 

to cease hostilities as it-would allow Mishirna to secure their -VR, 

position on the island of Hinko but the cost of the campaign 
was becoming Increasingly dcfficult to justify. Power. Wealth beyond me ch things ha 

Now, in the grip of the Second Corporate Wars, there are The Homebuitderts commitment to quality requires 
few areas on Venus that are not touched by violent conflict. The intensive training, which instills the need to excel and carry the 
majority of stable battlefronts exist on the mainland of the 
equatorial continent while movement across the oceans and 
islands means that territory is constantly being won and lost. 
The Dark Legion has returned in force and such is the nature of 
the landscape that new citadels can go undiscovered for months 
by which lime the Dark Legion position has become too strong 

Bauhaus name high. And. in return, the Homebuilders provide I 

its neonle with the highest standards of education, health care _ , 
ar welfare in the Syst~ 
WI nd a sense of family 
AI ly, thts focused attt 
~ e ~ u ~ ~ u c r i y  fruit: it allows the hu~r~auu~~u tna  tu yu~c t~v  11rur l r w r  , 

its people for the taint ,yrnmetny. For in the 
ultimate evil, sacrifice! made, lest the whole 
fall before its insidiou- . . , ... 

However, this protective nature is r ds 

coldness and their focus on family rniscc 1st 
of outsiders. Rumors and embittered ex 
paranoia and an insular suspicion of all no, ,-, ,,, , ,,,dilders. Suph 
are the words of the rejected and forgotten, who do n 
understand hanor or what it takes to protect one's family. 

1 

Beneath the shadow of the encroaching Darkness, tl,, , . . 
only way to join the H either through birth or, -1 -- 
marriage. Such marri, se dark days, will? the 
threat of the Dark Lec the horizon. For eyer id 
blinded by love cannot hope to see tne true nature of their &r--' I 
beloved, leaving the Homebuilders l~ttle choice in the matter 

BFmdlines are quietly monitored for the taint of mutation, 
not born from paranoia or spite, but out of honor and respect 
for the family's name. Such th y kept quiel 
and the affected member of B: to prevent a ( 
greater cancer, one that coutc 
humanity without even a whisper, saary, me bulags are filled ' :, - 

with the shame of family houses, each 
reminder of the terrible stakes in the batl I 
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The Bauhaus hierarchy is built arouno rour anclemwrn~br 
of Duke Electors. Once only prominent rnilitav advisors to t , ~  .- 
Corporaliar ernent, th w in corn~ 
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division withln me ~orporation I .- 
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The Council of Electors is'the supreme power in Bauh 
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Immon; change is extremely rare. The Council rn The Richthausens have 
has the power to settle disputes and territorial fi fA.- ti? '$6 a reputation for being proud to 

%+ . , the point of being overbearing. ' - I, ,  .? 
majority vote among the Electors. 1°F ti ? ? .  6 They are also extremely 

< " - . 1 pant of the Ascendant Throne has the reclus~ve, even by Bauhaus 
1 , *' 

1 1  standards. Their great estate 

' ,' .L 
1  side Heimburg is one of the most 

, 1.' Houses , fortified areas on Venus. This heavy 

, d l  , . ie four Elector Houses enjoys a vast influence security protects a priceless treasure: 

.: In rnerr respective areas, commanding huge fortunes and an incredible collection of artwork 

1 . . ensuring that co alntained. Each family can trace their I amassed and preserved for the last 

* I I history back to before the Age of Catastrophe. The one hundred and fifty generatjons. 

,+ ', ' families are: , - The Richthausen domain has 
1- - . . - its own elite security corps, the Order 

' f  /,? 
/ ,  lanov % of the Eagle, who are knawn fortheir 

notorious brutality in combat Rumor 
nouse Komanov contraFs the Ministry of War, and through ha, it that they are also used to perform a&s industria, 
powerful Bauhaus military machine. The Romanovs are and have ties to the Ministry of Fear, 

!st of all the Great Houses. They control huge 
round Herrnhurg and own The Richthausen crest is golden eagle against the 

lonwerks (RW), one of A, Bauhaus cogwheel. 

me largest producers of rnun~tions in G-,: I / 
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the System. RWs factores produce a Y G&:k~ House Bern heim 
,:' majority of Bouhaus" premier weapons. -*L I The Bernheims are the wea kesl of the four Great Houses, 

Tlie Romanovs have a long and but are still immeasurably powerful by comparison. Their own 
1 ,  i! I proud ti-ad;li~n of military service. One 

of their ancestors, Emil Romanov, stood 
that their huge estates produce enough to feed the population a beside the Card~nal during the great 

w~ th  Algeroth. Family records detail how he - -- gave h ~ s  life by throwing himself between 
I 

tilo Cardlnai and a blast from the In: ernheim Agricultural 2) is the large9 
Apostle's weapon. This event marks the dia house in the Ba 

ning of a long relationship with the 
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.-LC The Bernhefms control the I I- *-) 
B r o l h ~ r h m d  has taken this ~srceived treachery fmm its oldest 

"T 3y poorly, which t lnovs have responded by 
cing themselves fro ~therhood, administration of Bauhaus's 

7 The Romanovs habe d i~~citation for producing great enormous social. welfare, 
&- . tary strategists. Over 20% of Bauhous' highest- -q. 

i- I are of Romanov bfood. The Romano" Guards, 
I ',,I rnc uruer or rne \Illolf, is one of the best combat units in the the Ministry wth, 

* Solar p..-h-- ! Bauhauo'o incredibly effecnve - *L. 
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~ r l  Reavy inclirstry and construction. Through a network of crest is a boar's head and the 

suBsid~ar~es, Rlchthausen Industries controls almost half of all Bauhaus cogwheel. 

!3a1 haus' Industrial Prodtrction. R~chthausen also controls the 
MTnrstry of Indusiry, the huge bureaucracy responsible for Mouse SagIielli 
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huge palaces in the cities, and sprawling fortified esistes in t he  
territories. They wear the mosl fashionable ~~nrfarms and ' 
clothing. They eat the finest for he finest ch~na. They ;'- 

drink the best wine, They atten 3 balls in magnificent ; lr( 
palaces, and watch the finest :rs from their secure ; ' 
booths in the great theatres. ThGll ,,,,,,,curs whisk them from 2 

the security of their mansions to the best restaural le 
System. They hunt in specially maintained parks. 

highly skilled administrators. These 
administrators aversee a commercial bk 1 
colossus that deals in everything from - -  % /  

weapons to medicine. This leaves the c*X'F 
Sagtielli family free to follow its self- _.I 11 ,a,,.wd 
appointed mission of ranting out 

incursion on Venus. When t 

is old enough ta speak, he c 
repeat the Oath of 
the family shrine; th 
child to a rife of t 

re found. darkness wherever 
When they reacn aaulinood, every rbb,, ,$$ 
SaglieTli renews this vow when they take the i~; ,++ 
Oath of Allegiance and are officially added to &. '-?& 
the House's roster. Many Sagliellis choose lo 

' - 

join the E ~d in the hope of a position in the Inquisition. 
Others jc nplar Veritas. 

Thl ; are the most feared of all the Great Houses, 
neverforyt.ulr~y I insult or letting one go long unavenged. When 
the former House Bosch overstepped its reach and instigated a 
second Throne War, it was Saglielli who discovered the Dark 
Legion infestation that permeated its ranks, averting greater 
disaster. 

The Sagiielll family crest is a raven set within the Bauhaus 
wheel. 
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Bauhaus WE envious lifestyle co~rld be paid 
for at any tir tight be asked to lay down their 
lives for thg they would not hesrtate for a 
moment to do so. I hey are leaders in war and In business. and , )7 
they lead from the front. Duty : avoided. Each must r, I -- 
face their responsibilities with F dignrty. - 1  ;\\* " 
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All Bauhaus Noble Houses are nuge extended families. , I 

The core families are ter, but there are al: 
of kin related by ma blood. Usually, eai 
families maintains the laces and estates. 

at the cen 
rriage or 
!ir own pa 
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Rere are over2,500 Noble Houses currentty in exlstenc 
and more are created all the ti 3 Houses !rothe#-hoc 

tin the Ter 
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anything from a small industrk 
from the Venusian jungres. Al 
nobility. 
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The Guard Orders of the Noble Hot 
from small units of a hundred or Ees: 
thousands, depending on the wealth and power or tne nousc. 
While not allowed to wear crest helms, they adorn themselves 
with specially made custom-painted versions of the standard - --  

Special Forces skull helmets. Guard Orders wear [lie cre.1 ol $/I I 
the family on their right shoulder pad. 

ange in 51. 

: armies .. . .  
Ises can r 
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Dueling 
Nobles and citizens of officer ranK have the rignt ro ~nvoke - . 

the Code Duello to settle their di e Somialities , - '--I  

are observed, this is perfectly le! narily fought , = I 
"Family honor before personal honor, but honor above ail. " 

-Old Bauhaus proverb sputes. PI 
~a l .  Duels 

.oviding th 
are custor 
other and I 
. ... <.. Nobility is the lifeblood of Bauhaus. It is ruled and guided when one pa* has grievous'y ir neither party g5% 

by nobility. Make n , it myal blood that flows through will apologize. Duefs are ALWAYS lougnl wttn either sword or ''7 
Bauhaus' veins. T the families that control the huge pistol (usually Punisher handguns). Ne~ther party is allowetl le  , 4 . - )  

industrial fiefdoms 2 the destinies of millions. protect themselves with armor. There must be at least one c,. , 
attendant, called a "Second", present for each party, ensuring 

t~ +;I Bauhaus' Nobles are, for the most part. not a parasitical that the formalities ar / ,2 I 

class. They take their duties as leaders and guardians of the 
common good seriously. From birth they are raised to rule, and When fighting 
this is their function in life. A majority of the Bauhaus officer tips touching+ ' 
corps and the highest echelons of management and Paflies stand back-to-oacn; [neY inen r-74 tane 

administration are drawn from their ranks. paces, turn, and fire. Once a pistol has ; *;' 1) b e c  
discharged, i t  is considered 

I 
The Nobles of Bsuhaus are bound by a code of behavior, 

no less powerful for being mostly unwritten. m e y  am brought 
I 

up to believe that duty to the Corporation is more important shot so pistol are , 
than life, that a Homebuilder's word is a bond and that the worst of nerve+ Both parties 
thing anyone can do is bring dishonor to his or her family name. a,ternately fire at one 

Hc f Bauhaus nobility, governing their tjrl one is  311s a 
lives to tl lobles must always pay their debts, halt. ~ 1 1  du 
must aflc em with impunity, and must behave first b ~ ,  when 
with the graarasr raspeLr iu their equals and superiors. The the first wound 
slightest breach of this code can cause a Noble to be ostracized 
by his or her peers. 

Of course, the Nobles' enormous wealth altaws them to cease the due l ,  then honor js ! ,  
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is Bauhaus built and, consequently, of a better standard than most of the slum housing provided by otller Megacorpomt~ons. 
corporate security that patrols their area, keeps the streets safe and relatively crime free, and is notably free of the 
which many areas are infamous for. In a startling contrast, the recent rise of the Anarchist movernE 
militant uprisings among the usually complacent Thralls. 
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"if is difficult to hear the enemy surrender over the pounding of artiliery fire." <- I 
', . - Unknown Bauhaus Kommandant 

2 

Bauhaus' main strategy is to plan extensively before carefully . -:'I 
8 % 

beginning an endeavor and to never overextend ~tself with foolish 
I - - 

risks and gambles. This is very evident in their military strategy, I ~ . - >  

which is very methodical and tactically sound. i - 1  b t  

8 '  \ 

Before engaging in a Hostile Takeover another milita 
action, Bauhaus prepares extensive rese 
reconnaissance of the target, creat~ng a grand n 
with Few contingencies, From there, all the proper 
is submitted to both the Cartel and the target torporarron 
before preparatian for the upcoming battle ns set underway. Depending upon which Ncrbfe Famijy 
benefit, forces are picked and orders given. 

ln battle, Bauhaus' tactics can be boiled down to a simple idea: find the tine, draw the 
offensives, Homebuilder Squads move forward, supported by Baul ad and effective artillery, lo a battlefield objective, <'. 
Once there, they dig in and work to open the way for those art~ller o be moved forward and set s p ~ n ,  !he tLk 
Bauhaus troops attempt to fortify their position, and force the oppo: ake a mistake. ' 4 

In defensive operations, the Hornebu~lders are at their best. Therr slege engineers are the finest In t h ~  Solar Systcl71. 
Bauhaus defensive positions have a reputation for being near impregnable. The patience shown b) IS 

Ts unmatched, and they WIT) fallow a battle-plan exactly, regardless of casualties or evolving situatic lrl 
be as much a problem, as it is an asset. 

'A 
@7 I 

On1 emy makes a mistake, Bauhaus Elite Squads, Mounted Hussars or Mobile Armor pwnce in a lightning fa 
attack. TI ults often break the opposing forces and spell victory for the Bauhaus Corporation through its superior deslg 
and exec 

Ballrtdus 1s tamous for the superb training of its troops and the excellent equipment with which thev are provided What 7 

Bauhaus forces lack in numbers, they make up for 1n firepower, discipline, and sheer style. Like fi I$ Wanone, - 
Resolutions and any other type of large-scale, open ground warfare. They view guerriCla tactics 2( 
and more suited to Imperial. 
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I ne Army has four main arms, which are trained to fight together. making the High Comrriar~u very flexible in assiunirry . 

troops necessary to ensure a Bauhaus victory. The favored rnilltary unit of the High Command is the Battle Group; :e \ 
drawn from many armies, containing all the component units the High Command needs. Normally, a Battle Group lak 
from its commander. The forces are then divided into sub-groups. 

Bauhaus military forces have a deserved reputation of being well armed and trained, compensating for a lack 
k 

and numbers with extremely well disciplined and highly versatile troops. On the battlefield, Bauhaus troops hold forr 
follow orders without hesitation, They are like a machine, each unit acting like a cog. Together, these cogs form a 
grinds the enemy into dust through a combination of efticiency and determination. 
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Especially talented 

soldiers may attend a military 
I I 

$$ academy to become an NCO, 

1 < ,-L< 
but most of these are 
handpicked from the Nobility. !. .' I 

9" 
All mmmissioned officers have 

v 
* -  /A , this elusive factor in their 

r -,;> - I 
blood, but only after several 

- - 
-2 -. , # . . I  1 years in one of the unit- 

I .>- -  designated academies are 
b -  

I they ever subjected to real 
r ., - I 

, +  I 
, combat. 1.:- ,;; 

. _ ,  The Bauhaus code of 
tfi,< j L* I honor i s  verv irnnortant, 
'1 5~ 
( q , l  especially an ?rs, and 

I .  there are ly few 
I disciplinary is. For 

example, prisoners are treated 
well, and cease-fires are 
usualty respected while the 
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. b 

wounded and dead from both 
$ !I >5 ides are well treated. 
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I ne nnrneuuiluer squaas of Bauhaus are famed for their 
training, equipment, and competence. Built from both 
Curnrnonsr and Noble families, the soldiers in the Homebuilder 
Llr~its work together with typical Bauhaus precision. Family honor 
t ~ ~ g s t c  e honor, and victory on the battlefield ensures 

I I """'. . 
e of Bauhaus are cautious in nature, preferring 

, ! to c o n n ~ ~ ~ u a t s  and fortify a position before making a quick. 

I (1 jtratecl attack. This pattern is prevalent In their military 
" 4  le, where Rauhaus forces tend to create a strong defensive 

L n where they wait for an enemy to make a mistake. And 
wl-ran the t~rne i z  ~ickly, making the most out 
uf thert enemy's akness. 

4long wit1 
of the be! . ,. 

; right, the 
newly ex[ 

-..I ' - - ' r  

long office 
extreme 
problerr 
- - - - - - . . - 

nent suite 
:rs, whose 

,y strike q~ 
~osed we: 

1, Bauhai 
Forces ir . .  . 

ulled from 
ese are 1 
have bec 

:d to the 
! name SD 

its 
auhaus' m 
i this area 

Ifltay sup1 
, the Horn! 
< ... 

"There's Bauhaus, and there's everyone else. " 
-Duke Heman Richthausen 

When describing Bauhaus's relationshb with the other 
Corporations, ir is important to distinguish between the official 
Bauhaus corporate line. which is necessary to do business; and 
the feelings of the vast majority of the people, which are 
influenced by the Ministry of Truth's extensive propaganda 
campaigns. 
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Capitol 
Bal ws Capitol as an entire Megacarporation of 

gun-totfr oners with more drive than sense. Both 
Megacoy do a considerable amount of trade with one 
another, ano wnlle their social systems are completely opposite 
in nature, they share the same commitment to business. 

The Ministry of Truth ensures that each Homebuifder has 
access to the latest crime statistics in Capitol territories. These 
contrast avorably with the well-regulated Bauhaus 
domains, he recent upsurge of anarchism and rioting. 
The notic pitol is constantly on the verge of co!lapslng 
into a n a r ~ ~ ~ y  neaps the HomebuiTders from becoming envious 
of their less rigidly controlled rivals. 

Mishlrna 
Mishima and Bauhaus were allies until recently, when the 

forces of Mishirna seized huge swathes of Venus while the 
Homebuilders were engaged in stopping the Dark Legion. To 
Bauhaus, this is unforgivable; the Elector Dukes regard these 
patterns of attack as a stab in the back and a blow against all of 
humanity. However, while the Dark Soul looms nearby, there is 
little Bauhaus can do to reclaim these lost lands. 

The average Homebuilder believes Mishima consists of 
nothing more than a shifty mob of unskilled laborers and 
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Nathaniel were from the honored home of 

Brotherhood ensuring that all citizens are 
indoctrinated in the one true faith. The Oath of 

7s that the Brotherhood 
laus more than those of 

;:;: .;;Z any other Corporation. Even the most cynical Inquisitor can see that most of the Homebuildec line befievers. 
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: ;L The only crack in this facade is Cybertmnic. The Brotherhood would like Bauhaus to move against these Heretics swiftly. :,. ; . The Elector Dukes have so far, quite truthfully, been able to point out that most of their resources are tied up fighting the Dark 

: , ,*  : legion. Still, they realize that the day will come when this conflict will have to be resolved. When that happens, the Elector Dukes ,v-d, 
YJ>. - will side with the Brotherhood as they have always done. 
' ,  , 2 k '  

Dark LE 
The H o m ~  Dark Legion, with the burning hatred that only true horror can 

inspire. Because of heir military service. many Homebuilders have seen the works -k ' Legion in person, and they have no illusions about the true nature of the Dark Ap~stlt 3. 
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The presence of the Dark Legion on Venus has warped Bauhaus society: it has strenl le 
Minrstry of Lighl, resultina in constant witch-hunts for mutants and Heretics. No one really Knows 
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at the hands of tht $on. It has lost more 
other Megawrpora Elector Dukes believe 

.,- tnat 17 4t were not tor the Dark Legton, Bauhaus would be the preeminent Megacorporation in the 

I hough no Hornebuifder would admit it, the war against the Dark has born an 
urlusual nenerlt. The other Megacorporations can see that Bauhaus is locked in a death struggle 
w~th Ihe I ,s. Each Corporation knows that Bauhaus is the le I all the C IS 

ias truly s 
land, p .. .- .  money to the cause . .  . 
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la lhreat I, and they do not feel as threatened as they otk ~ght  by tht e 
power tk :lector Dukes wield. In the past, the other Corp~ ave allied l t  

, 
13auhaus galnlng ascendancy. While the Dark Legion is present, tms IS lrkely to never happen 

r -' 
Instead, Cc ,ns like Imperial and M~shima take advantage of the Homebuilders' 

c LLL r comrnitme atch lands and production centers, whenever the opportunity arises. 
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Organization and Buying Criteria 

f i e  Bauhaus Megacorparatian is renowned for the superior craftsmanship of its equipment and the abilities and dedication of its 
staunch soldiers. When playing a Bauhaus force, a player must decide if they will be playfng a general Homebuilder force serving the 
Bauhaus rnilitarl, or one of the forces unique to the Duke Electors of Bauhaus' ruling council. 

The Homebuilder Protectorate 
Players fielding a Homebuilder force may select only from the Homebuilder and Support lists. Homebuilder Forces do not draw 

on outside Advisors and Consultants. 

Duke Elector Forces 
Players wishing to field a Duke Elector force must first select a Duke Elector as their patron. They may then select freely from 

the Homebuilder A s t ,  the Duke Elector's list, and the Support list. Additionally troops may be selected from another Duke Elector's list, 
but a squad taken in that manner will count as a support unit. 

Normal Guying criteria applies to the above choices. A player must have two infantty units for each suppod unit, and one infantry 
unit for each elite. As normal, a player must have one squad per individual taken. 
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P 
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P 
Homebuilders 

Ducal Militla Mounted Hussars 

P Jungle Kommandoi- 

P Strike Kommandos 
Ministry of Justice Legates 

P Pauldron Hussars 

P' o Mounted Hussar Kaptain n Blitzer Kaptain 
o Jungle Kommando Kaptain a Jaeger Kaptain 

P a Johan Ernighoitz n Henrick Wolf 

m o Ministry Executioner 
Consuitant/Advisor Restrjctions ConsultanvAdvisor Restrietians 

P a Hussar Kaptain Does not use Inheritor Tribes Does not use Inheritor Tribes 
Dragoon Kaptain 

F 
n Kornrnandant 

e a Major Max Steiner 

F n Major Valerie Duval 

F 
Etoires Mortant P 

Ducal Mounted HMG Team Romanov Blitzer 

P Hussar Mortar Team 

eC*, Strike Skimmer 
o Venusian Ranger Kaptain 
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F Venusian Marshal 
n Wolfhead Dragoon Kaptain 

Consultant'Advisor o Konrad von Juntz 
F Restrictions 

Does not use Inheritor Tribes 
ConsultanVAdvisor Restrlcfions 

F ConsultanWAdvisor Restrjctions 
Does not use Inheritor Tribes 
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The Momhlb~ildlks Ducal Militia GL Specialist 
Grwri squad specialtsf, oplFonaE up to 1 perquad, mrlal, 

E m w f l D E O B w M B R  
7 7 4 9 3  1 4 4 1 8 2 3 0  

Equlpmenk GL405 Grenade Laurcher, HG-12 P~stol, 
Weapon Stats: 

Ducal Militia G Launcher (wmxmk) 
R F R L R W L M  SA 

The Ducal Militia reqirnents rrewresent the I -3 - - 5 Seechart 

L405 Grenada 
E m s  
* . -  

'm) core of the Bauhaus milita6 Battle groups. Every 
HL _ * U1 IR I. 

Bauhaus Cit~ren arY O I E - - -  9 - is required 
fears upo 
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n graduati 
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on from b 
01s. R is 1 

for the first four 1 teir 
respective acad his 
period of conditioning and trarnlng In the aspects 
of war is considered to be the path 
adulth ngst Bauhaus Society. Mil 
conscr 1 their service time split betwt 
the apprentlceships of their chosen career ana 
the city Garrisons across Bauhaus-controlled 
space. 

The Militia tans under the command of local 
Nobles and is on hand wt i y  of the four 
Duke Electors has need fr Iespite be in^ 

emic or ti -ade scho 
, .  . Duwf Militia Medic 

f i n ~ n l  squad speciaQ1, oplional up fo 7 per ~ d ,  M a / .  
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fpmerrt: AG-17 Pan ssault Rifle. 
Special kblliles: Medic: 4. 
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Weapon Statts: 

lenever ar 
3r them. 1 
social ardr . . .  Ducal Militia RL Specialist 

Gmnf squadspecialst, ap;~onal uo lo 1 p s r s p d ,  m a l .  
c c ~ w ~ m R ~ s r ~ ~ W S ! x  
7 7 G 9 3  1 4 4 1 8 2 3 3  

Equlpment: ARG-17 Rocket Launcher, HG-12 Pistol. 

the Fawest echelon of the ! zr, ~ i l i t i ame i  - receive sound traininq in cornaat rechnjques and 
L -.:i 
t 7, . 

' 

- 

1 are outfitted with thesuperior equipment of the 
L. - - Bauhaus Corporation. This training, combined 

. with the Bauhaus rigid sense of duty and loyafty, 
Weapon Stats: 

makes the Ducal Militia a force to be reckoned 
with. 

ARG-17 Rocksl Launcher (mcwsivej 
C C W W W W W  M 
- - -3 >b  -5 - 13 (x3) Sm Charl 

HG-72 Pistol (blllslicj 
C C W W A C l t R E R M A  
0 1 1 - - -  E - 

Ducal Militia 
Grunl Irwper, requmd4-I2 models, mal. 

C C F C R n l L D & H I  RRSPC 
7 7 ~ 9 3 1  18 2 16 

Equipment: AE-17 Panzek, ,,,,uk Rifle. 
Weapon Stats: 

AG-17 Panzsrknacker Assauk Rfle (beIIsllcJ 
K r n 9 1 t m L R W I A 1  54 
-3 -1 0 a -2 - I1 SaeChan 

Hussars 
Those families with a Patent of Nobllity 

have the right to enlist their sons and daughters 
into the regiments of the Hussars. Unlike the 
Commoners who make up the ranks of the Militia, 
those who enter the Hussar Regiments are full- 
time soldiers, the warrior elite 01 Bauhaus society. 
For most, a full decade of their lives is dedicated 
to the service of their Dukes, who in turn will 
ensure that those who survive will enjoy the 
remainder of their days amongst the Aristocracy. 

Hussars recelve a high level of training 
during their tenure, o f t m  rivaling the other 
Corporation's Special Forces, and are outfitted 
with some of the best equipment available. The 
vet iability and efficient lussar 
reg gkes them one ol tl jht~ng 
gru in the Solar Systen )ne of 
the main reasons for Bauhaus' continued 
supremacy in the Wananes, 

Ducal Milma Sgt 
Grunt squad Isadw, requimd I per squad, d1. 

E F c F w D K ~ ~ w ~ = ~  
7 8 1 0 3  1 4 4 1 8 2 1 9  

Equipment: AG-17 Panzerknacker Assault Rille. - Speelal AUlltles: Tactical Sense. 

Ducal Mllltia HMG Specialist 
! r G w t  squad spewabst, optional up ID 2per squad, rmhl  

"A - 2  f:-;r&*p a : K W L I ) I I C w D S r W b R  
7 7 4 1 9 3 1 4 A 1 8  

' Equipment: MG-BO Heavy Machine Gun. HG.12 - f .  

Q PC 
2 26 

Pistol. 
satility, re! 
iments mi 
nt forces 

y of the H 
he best % - * , , , .  

. ,%, :  -- 7 Weapon Stats: 
, 
.C cr.. MG-HI Heavy Machine Gun (ballistic) 

* E W SR M I L R m w S A  
a 3 (x3) I (x21 o - - 14 - 

/A - .  HG-12 Plslol (baktic) 

-- - i -  E P a S M [ l R W r n S R  
0 1 1 - - -  9 A 

n and is r 



Hussars 
Grunr Irwper, reqoM4-12 mcdels, mclttst. 

~ F c W ~ ~ u O s r ~ ~ 5 2 ~  
i P 4 1 0 3  1 4  3 1 9 2 1 8  

Equlpment: AG-17 Panzerknacker Assault Rifle. 
Speclal Plbilltles: Survival Training: 2. 

Weapon Stats: 
AG-17 Pamerhacket Asseuh Rdle (badlshc) 

E W m k R I R W C M  SA 
-3 -1 0 0 -2 - I T  SeeChan 

Hussar Sgt 
Grunt squad Izader, required 1 per squad, morlal, 
c c ~ ~ n m ~ w a ~ & & a ~  
e a ~ r i 3  ~ ~ 3 1 ~ 2 2 6  

Equlpment: HG-14 Hagulstum Shotgun, MP-705 Mach~ns 
Pistol. 

Speclal AblMles: Surulval Training: 2, Tactical Sense 
Weapon Stats: 

HG-14 Hagukturm Shdgun (rsrdq) 
E m S I W L R W - m  a 
- . - - . - R SoeCbar: 

MP-105 Mxhlne Plslol (balisrk) 
cr: m 9 1 a F t m - w m %  
0 2(#2h - I  - - - P - 

Hussar HMG S p i d l  
Gnmf squad specralrst, optional up to 2pw sqvad. rmrtal. 

D ? c W l D ~ W 5 t Y I s ! A  
0 8 4 9 3  1 4 3 1 9 2 2 0  

Equipment: MG-80 Heavy Machine Gun, HG-12 Pistot. 
Speclal Abllltles: Survival Training: 2. 
Weapon Stats: 

MG-80 Heavy Machine Gun (balRslicJ 
CC; W W r n t R W W S 4  
- 5  3 1x3) I (x21 (1 - - 11. - 

HG-12 Pistol (balktic} 
a : F B s h a L R w m S n .  
0 1 1 - - -  9 - 

Hussar FT Specialist 
Gntnt sqwdspeoallsr, oplronal up lo I persguad, W a l .  

E ~ w ~ & m s r ~ ~ ~ ~  
8 3 4 8 3  I n 3 1 9 2 3 5  

Equlpment: Gehenna Puker Flamethrower, HG-12 Pistol, 

Speelar Abilities: Suwivnl Training: 2. 
Weapon Stats: 

G e h e n ~  Puker FlameUlrower (radiant) 
a : w w m v r w ~  FA 
. . , . .  

+ 1 I See Chart 

HG-12 Pktol (bakiic) 
oe w w M I ' L A r n ' W i  Fa 
0 1 1 - - -  9 - 

Hussar Forward Observer 
Grufll rrmper, requfred 4-12 models, mortal. 

~ R 2 ! W L D ~ V D ~ I I L R  
i 8 .1 10 3 1 4  J 19 2 ZR 

Equlpment: AG-17 Panzeknacker Assault Rifle. 
Specfal Abilltles: Forward Observer. Survival Traln~ng: 2 

Weapon Stats: 
AG-17 Panzerknacker A w R  Rdle (ballrstk} 

C C R I S l t R L R W [ I V I  SA 
-3 -1 0 0 -2 . 11 S ~ P  Charl 

Dragoons 
The Dragoons of Bauhaus are a vital 

component of any Battle stoup. They are veteran 
soldiers whose nerves have been steeled by 
numerous tours in the Warsones with the Hussar 
Regiments. Heavily armored and unflagging in 
their resolve, the troopers who make up Dragoon 
Units are adept in fortifying and defendtng a 
position. Once dug in, Dragoons are incredibly 
difficult to dislodge and any offensive mounted 
against them are often repelled with terrible Iosses 
to the aggressor. This has earned the Dragoons 
a reputation amongst the Corporations as 
Bauhaus' "Steel Curtain", a reputation furthered 
by the Dragoon's expertise with heavy weapons, , 
which they use with deadly efficiency to deny the 1 
opposing army an easy assault. 

It is a considerable honor to serve in the 
Dragoons since they are lauded as Bauhaus' 
heroes. even more so than the Elite Special 
Forces, since it Is the Dragoons that hold the )I 
enemy at bay. In a society where strength and k 
reliability are highly respected, it is no wonder 
that many soldiers seek a commission within the 
Dragoon ranks. 

Dragoons 
Grunt trwper, mquM&12 mdals, tmlal. 

E ~ d - m E w s r Y m S E  
8 9 4 1 1 3  I 4 3 2 0 2 2 0  

Equlpment: AG-17 Panzerknacker Assault Rde. 
Speclal Ablllties: Resolve: 2. 
Weapon Slats: 

AG-17 Pamrkoacker A w u n  Rdts (bsfl8flC) 
C F B S R k R L R W m t  SA 
-3 -1 0 0 -2 - 1 1  See Chart 

Dragoon Sgt - 
Gnmr squad leaderI requif8d l pw squad M a / .  

Hussar Medic ~ K W ~ ~ M O ~ W ~ ~ ~ -  
Gmnf swd sp~ iahk t~  aptbmt UP fo 1 p~rsquad, mwrsl 8 1 0 4  1 2 3  1 4  3 2 0 2 2 3  

Q: AC U, ST Equlpment: AG-17 Panzerknackerksault R~fle wlth 

8 8 4 9 3 1 4 3 1 9 2 3 4  GW-170 UBGL 
Equipment: AG-17 Panzerknacker Assault Rifle. Speclal Ablllth: Resolve: 2, Tactical Sense. 

Weapon SMS: Speclal Abllltles: Medlc: 5, S u ~ b a l  Training: 2. 
Weapon Stats: AG-17 Panzwknackmr h a u l  R~fle (balfUk) 

AG-17 Pamerlolackerk~ssauR Rlfk (Mistk] 
C C w S I t m L R E R m a  SA 

E W S R M ? L R W M  a 3 -1 G 0 -2 . 11 SeeChn 

-3 -1 0 U -2 It See Chart GW-170 Under Banel Grenada Launcher (varableJ 
a : w s l r x l e R w m  c -  



Dragwn GL Specialist 
Gnm: squad speciaf~sf, optofla/ up to 7 per squad, d a l .  

E A l W W E W s W M S K  
8 9 4 1 1 3  1 4 3 2 0 2 3  

Equipment: GL-405 Grenade Launcher, HG-12 Prstol. 
Speclal Abllttltlas: Resolve: 2. 
Weapon Stats: 

GLAD5 Grende Fauncher ( ~ s s i v e )  
E W W r n L R W t M  94 
- . -1 -3 - - 8 SeeChad 

HG-12 Plslol (babk) 
a : w s R F k l R m m a  
0 1 1 - - -  9 - 

Dragoon RL Specialist 
G M I  squadspec~a/kt, o p r m l  up to 2pw sqved, mr/a/. 

~ ~ ~ w r n a r n g w n s e  
8 9 4 i 1 3  1 4 3 2 3 2 3 6  

Equlpment: ARG-17 Rocket Launcher, HG-12 Pistol. 
Speclal AbllltEes: Rssatw 2. 
Weapon Stat% 

ARG-17 Rockst Launchw I ~ a ~ ~ s s i v 8 )  
a 1 m4 SR 

13 (x3) %e Cliart 

HG-12 
Q: 1 m w  
D l { - - -  9 " 

W g l l  
- -3 

PIS~O~ (balbtic~ 
W W I  . . 

Dragmn Sniper 
Grunt sqwd specralrst, oplrml up to Zpwsguad, mrfal 

m m ~ m c m s r w m ~ ! x  
8 1 1 4 1 1 3  I d 3 2 0 2 3 5  

Equipment: PSG-99 Sn~per Rifle, HG-12 Pistol. 
Special AblFltIes: Form Fireteam, Resolve: 2, Sniper. 
Weapon St&: 

Dragoon Fomrd O b m r  
Grunl squad m,ia//sf, ugfionaf up tu 2 p e r  squad, mrfal. 

~ ~ W W ~ ~ s r W r n S ? ! x  
9 4 1 1 3  1 4 3 ? 0 2 3 a  

Equipment: AG-17 Panzerknacker Assaull Aifle. 
Special Abllltles: Forward Obsenrer, Resolve: 2. 
Weapon Stats: 

AG-17 Panzarknacksr Assault R1k (baflktfcl 
c c w 9 3 w H t L R 8 3 m  SA 
-3 -1 tl o -2 - 11 Seechart 

Legation of the Ministry of Justice 
The Ministry of Justice is the organization 

within the Bauhaus Corporation that is in charge 
of administering justice and enforcing Corporate 
Law both on and off of the battlefield. They ensure 
that all threats to the Corporation, from Malcontent 
Criminals to Heretics and even weak willed soldiers 
and officers within the Corporate Military, are cut 
from the good people of Bauhaus like a tumor. 
Members d House Saglielli with their usual zeal 
occupy fully one third of this ministry. 

One of the mast notorious manifestations 
of the Ministry of Justice is the Legate Units, often 
lead by an Executioner. These squads of f a n a t ~ c a l  
soldiers are trained for urban pacification and the 
quellrng of unrest. 

The Legation is found sewing provincial 
governors throughout Bauhaus controlled 
'territories. I t  is the threat of a Legate presence 
that servas to undermine the fires of unrest that 
may develop in Bauhaus controlled territories 
from Bauhaus and non-Bauhaus citizens. It is 
widely known that the Legates have mastered a 
technique of firing their shotguns in a method that 
while incapacitating, may not be lethal. Survivors 
always end up consigned to one of the infamous 
Gulags located on the fringes of 3avhaus territory, 
there to undergo experimentation and cruel labor. 

Ministry of Justice Legates 
Grunt irmper, reqwlred 4-12 fnodeb mrlal. 

E ~ w v m f c m ~ W ~ ~ ! z  
10 i 4 12 5 I h 7 20 2 Ti: 

Equlpment: MG-14 Hagulstum Sholgun, Truthbringer Axe 
Special Ablllties: Femity. 
Weapon Stats: 

HG-14 Hagulstum Sholgun {rendng) 
U ! w S I r m L A m m  54 
. . . - - a s~cfiitrl  

Truthbringer Axe (mcvssrve) 
C G F 8 9 1 h ! 7 L R I R  W 5A 
0 . .  . S T q .  

Ministry Ft Specialist 
Gmnt spvadspeclalsl, opbonal up to 1 pwsguad, mortal. 

m E P # m E w Y R w # R s ? E  
10 2' 4 12 3 t 6 3 LO 2 35 

Equipment: Gehenna Puker Flamethrower, Truthbrrnger 
Axe 

Special A bllIl?es: Ferocity. 
Weapon Slats: 

Gehenna Puker Fhmethmwer (radiant) 
E W S ( r n ! R W M  a 
. - . - -  - 11 See Cban 

Truthbringer Axe (mwssiwe) 
D C W 9 1 h R L R W  aA sA 
0 - . - . ST+d . 

Ministry Grenadier Specialist 
G m l  squadspecettsl, opfmnonal up to I persgua6 mortal 

~ ~ ~ D # c ' d ? m S r ~ M s ! ~  
i0 7 1 12 3 1 6 3 70 2 20 

Equipment: HG-14 Hagulstum Shotgun, Trulhbnnger Axe, 
AP-Grenades. . 7 

Special AbIllties: Ferocity. 
Weapon Stats: 

AP-Grenades (conmsivel 
~ W S I ~ V ~ B I M  SR 
. -2 -3 . . . 8 See Chart 



d awards. 
al skill or ! 
~ C C U I  alml 

m ,  -.. - .  

ronored ul 
3 order wa 
.I I- . . --xr.  

r brutal t 
!r into po 
re famous 

:ognize th 
3us militar 
rder of th 
- - - - - -. - - 

The Order of the Pauldron 
Bauhaus is famous for its special military 

orders an1 Ceremonies that ret e 
exception ~ravery of the Bauhi Y 
seem to i ost monthly, The 0 e 
Pauldron nussars IS one of the more ~ ~ C U Y I I I L ~ ~  

of these 5 nits. 
Thi! s created by the Bauhaus High 

Cornrnanll LU I e~uynire and reward those Hussars 
who have, by vrrtue d battlefield service, performed 
exceptional acts of savage heroism to the 
betterment of the Megacorporation. Promoted from 
the Hussars, the Pauldron Hussars receive 
extenswe additional training to best harness their 
mendacity and savagery. Members of the Order 
can 'be recognized by the chrome steel shoulder 
pads worn often on their left shoulders, for which 
they earn their name. 

The Pauldron Hussars are the guerllla 
troopers of Bauhaus, sent in to hary the enemy 
with thei actics white the main forces 
maneuv~ sition. Well armored, these 
soldiers a for their jungle warfare abilities. 

Pauldron Hussars 
El~le rrwper, required 4-8 models, modal 

E F C W L D ~ W S W ~ ~ F C  
8 1 1 7  1 2 3  1 1  3 2 1  2 2 4  

Equfpment: AG-17 Panzehnacksr Assault Rifle, Bladed 
Bayonet. 

Special Ablllties: Guerilla Training. 
Weapon Stats: 

AG-17 Panzerknacker Amaun Rile (baIIkk) 
C C w w m L F I w m  54 
-3 -1 U C -2 - 1; See Chart 

Pauldron Hussar SgL 
Elfte squad leader. requ~red 7 per squad, mortal 

~ ~ w m t c w s r k v m ~ ~  
8 11 4 13 3 1  .: 7 21 2 26 

Equipmwik HG-14 Hagulsturm Shotgun with GW-170 
UBGL. 

Special Ablllties: Guerilla Training, Tactical Sense. 

Weapon Stats: 
HG-14 Hagulsturm Shlgun (mndr'ng) 

a : w n m l J w m  SR 
- - - - . - 8 See Cliart 

GW-170 Under Barrel Grenade Launcher (variable) 
O C m S l m Y l m m  s4 
.. o o -- -- .- - Se& Char1 

Pauldron Hussar HMG Specialist 
Elite squad speclalist, opllonaf up lo 2 pw quad, morlaj. 

~ x w ~ ~ t c ~ ~ s r ~ r n s z r e  
D l 0 4  1 2 3  1 1  3 2 1 2 3 2  

Equlpment: MG-80 Heavy Machine Gun. HG-12 Pistol 
Speclal AYlltles: Guerllla Training. 
Weapon Stats: 

IMG.80 Heaby Mach~ne Gun (balktfc) 
CC W 91 F R L R W t h r l S h  
4 3h3) ?(dl 0 - - 13 - 

HG-I2 PIS~OI (Mllist~l_ 
C E W W M L R W ' M S R  
D 1 1 - - -  9 - 

Pauldmn Hussar Medic 
Me squ?rl specslfsl optmnal up fa 1 per Squd, mortal 

a c c m m & m R w M = - F c  
8 I U 4 1 2 3  1 4  3 2 2 1 2 2 8  

Equlpment HG14 Hagulstun Shotgun. 
Special Abilltles: Guerllla Training, Medic: 5. 

Weapon Stats: 
HG-14 Hagulstum Shotgun (ren&ng) 

E W W M l t R E R M  9 
- . . = - - 8 SeeCnart 

Pauldmn Hussar Tank Hunter 
E11le squad special~sl, opttrnal up lo I per srsqrad, mwld. 

E F E P ? t L D E ! J D B W m B R  
B 10 12 3 2 5 3 2 1  2 4 1  

Equipment: CA-138 Deathlackdrum Alrlocannm, HG-12 
Pistol. 

Speclal Abllltles: Form Ffreleam, Guerilla Training, Tactical 
Sene. 

Weapon Slats: 
CA-t 5% Oealhkckdrm Autocannon (ball~sf~c, cm-msiva) 

C X : m 9 1 m L R w  m SA 
-5 o -1 -2 - - 10 1x2) See Chart 
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Re 
ecitors are specially trained 

Horne~ur~aer units drawn from soldiers who have 

rves them well 
ed commander 

or other authority flgure. 

Invasion or Hostile Takeover. 
Because of their ability at ambushing and 

their hardy survival training, Recitors are found 
in some of the most inhospitable climates around. 
Other than Dark Eden, Rec~tor Squads have been 
reported on Mars' polar caps, the North Pole of 
Venus, in the Asteroid Belt, and on Ganyrnede. 
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Hussar Kaptain 
Raised from birth to rule, Nobles must first 

earn their place amongst the higher echelon of 
Bauhaus society by performing their duty in the 
corporate military. Those from a great Noble farnity 
are automatically enrolled in the Bauhaus Officer 
Korp to receive the skills necessary to lead men to 
success. It is here in the Academy that the potential 
officer learns to use their sabers and their troops 
as efficient weapons, tools with which to cut through 
the defenses of their enemy. Upon compTetion, a 
noble is granted the initial rank of Kaptain in the 
Hussars and sent out into the field to command 
troops with honor and excellence. 

On the battlefield, Hussar Kaptains earn the 
respect due to them by leading their troops with 
tactical insight and courageous honor. Many a 
Hussar Kaptain can be seen on the front line, 
engaging the enemy in close with their family's 
dueling saber in hand. It is this kind of leadership 
that personifies the Bauhaus military philosophy of 
duty and honor, ensuring the Kaptain a place in the 
ruling class at the sunset of his military career. 

Hussar Kaptain 
Indrvtd~~al squad bkd ofltcer, &mil one per H m a r  squad, morlal. 

a ! x R 4 ' L D K w s r w M s ? E  
8 10 3 12 3 2 4 '4 20 2 37 

Equipment: AG-17 Panzerknacker Assault Rtfle, Dueling 
Saber, MP-105 Machine Pistol. 

Special Abflitles: Survival Training: 2 ,  Tact~cal Sense, Unit 
Commander. 

Weapon Stats: 
AG-17 Panzerknacker Assaufi Rifle (ballislicJ 

a : w S R h a ; t R m m  !a 
-3 -1 O I1 -2 . 11 SeeChad 

Duel~ng Saber (slashmg) 
E ' a r n n R L R E R  aM $9 
2 - - - - S T r S .  

MP-105 Machine Pistol (ballistc) 
rx: w W b m ~ W r n s n  
0 2(X2)  -1 - - - 0 - 

Dragoon Kaptain 
Those officers who join the Dragoons begin 

their career being considered "resistant". After a few 
tours of duty, Dragoon Kaptains hone this trait to 
almost "intractable". They find a position in the fiefd, 
dig in and fortify it against enemy assauh. A Dragoon 
Kaptain will hold this position until ordered otherwise 
and even then with reluctance, This character trait 
might be considered a flaw In other corporate 
military units, but it is a pse-requisite in the 
Dragoons. It allows the High Command to plan a 
battle with utmost confidence that the Dragoon 
Kaptains will not falter in the face of the enemy. 

Each Dragoon Kaptain goes through full 
training as a F~e ld  Engineer ta facilitate their 
knowtedge of defensive perimeters, battlefield 

obstructions, and wartime construction. This 
allows a Dragoon Kaptain to better fortify the 
line that he and his men have fought so hard to 
gain. 

Dragoon Kaptain 
! t tdMr~al squad lmoknhed OW, Ilml me per Drawn squad, ma1 

~ K R v t D . x m ~ k w # R s ? R  
9 [i 5 12 3 2 3 20 2 42 

Equipment: Bergdahl Stonecleaver LigM Machine Gun, HG- 
12 Pistol 

Special Abllttles: Resotve: 2, Tactlcal Sense. Unit Commander 
Weapon W s :  

Bergdahl Sloneckaw Lghl Mactrlne Gun (bsw J 
OC W a W L R m m - ? 4  
-3 3(x3) 2(x2) 1 - - I 1  - 

Kommandant 
The rank of Kommandant is rooted In 

blood. It is a position only available to those 
born of Noble blood, and is the goal of evey 
Kaptain fresh out of the Academy. Though as 
many Kaptains soon learn, blood is how the rank 
of Kommandant is actually earned, through the 
blood of the enemy and the blood of the Bauhaus 
troops assigned to them. Blood that is shed 
during countless batties across the Warzones 
of the Solar System as the Kaptain gams both 
experience and rank. 

Komrnandants are the leaders of a Battle 
group, lending both their name and their 
reputation to the endeavor. It is the 
Kornrnandant's responsibility to achieve victory, 
no matter the cost, for the Corporation. They 
succeed because they were born to, bred to. It 
is in their blood. 

On the battlefield, a Kommandant can 
often be found along the rear, coordinating 
tactics with the infantry and instructing the 
artillery Batteries as to where to unleash hell. 
Komrnandants have not lost their martial 
prowess thouqh, and is not afraid to meet the 
enemy blade-to-blade. They are like anything 
else produced by Bauhaus, versatile and 
reliable. 

Kommandant 
lndfv1du2l Farce Comm I! 

E E P N  -- - R: 
11 0 5 41 

Equlpment: L u n ~ ~ y  oavtrr, crrurrrnr~~~mr~l Suit, PC-606 
Hellstorm SMG. 

Speclal ALiflUes: Force Commander, Resolve: 3. TaGtrcal Sense. 
Weapon Slats: 

Uuelrtg Saber (slashmng) 
C c m s r M 1 - m m  m $9 

ST+5 - 

PC-EM Hellstorm S M  ((balkk, cormrssrvej 
E w w h ' R L R w m  S4 
-1 051x2) O(x21 -1 - - 10 Seechart 
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Major Max Steiner the battlefield. As a Kaptain, the young Steiner 

 ax Steiner is a wild man, plain and simple. led his Rangers through cauntless victories 

Gregarious and exuberant are words to describe throughout the Solar System, with a mixture of 
the man in his social life, which is both extensive ~ilconventional tactics and Max's Own wild brand 
and by Bauhaus standards, scandalous. Max's fighting. 

family resided within Sagllelli territory, which only While growing up, Max was awestruck by 
made his antics even more notorious, as that the Malcontent gunslingers, individuals with 
Etectox House's attitudes towards social affairs are unparalleZed skill and bravado with the pistol and 
considered grim at best. sub-machine gun, which were portrayed so 

With bfue eyes, long blonde hair, and an heroically in Capitol's cinema. This childhood 

ego the size of a Bauhaus Grizzly baflfe-tank, Max fascination manifested itself in Max's military 

was known to carouse a bit too much with the CaEer when his Dueling Saber broke off inside a 

aristocracy's wives and daughters. As part of one Rwide, leaving Max to grab the Hellstom SMG 
of the most respected military Noble families, Max ir0m his dead Kornrnandant. Combined with his 

dofinitely became the black sheep and after a few AG-17- Max blasted away at t b  enemy like the 

disagreements with the Magistrates, hrs father desperados he idolized as a child. t h e  gunfighter- 

save voung Steiner a choice. Join the army as an loving child and the Bauhaus-trained adult 

)r be exiFed in disg~ ng his name merged into the Max Steiner of today and 

:om the Steiner Pat( Iliv. Max had determined his unique tacttcs. 

l is  time in the Hu e all young While most of Bauhaus' officers tend to be 
vaurlaJS citizens, and testcu VY,ll al10~gh to join clinical and cautious, Max tends to rush right in 
the Venusian Rangers. to a conflict, guns blazing. His natural charisma 

After a few calls to the right people, Max has always managed to Ensure that the rest of 
hind, although not all of them 

manages to survive the worst of it. It Ts said that 
ahe Cardinal smiles upon fools and rogues, and 
plenty of people argue which category applies to 

After a few very public and impressive 
victories, Max was promoted to Doomtrooper 
status and assigned to the Cartel for training. He 
returned to Bauhaus service with a newfound 
maturity that seemed to be rnan~fested in the scar 
that now lines his still-handsome face. The 

and Max refuses talk about it with anyone to this 

Max Steiner is now a Major serving the High 
Command directly, and is often picked to lead 
Homebuilder BattIe groups wherever they need a 
unique approach to a situation, an approach 
almost guaranteed to garner results. 

I0 12 6 13 3 3 5 5 2 2 55 

Equlpment: AG-17 Panzerknacker Assaull R~l le w~lh  
GW-170 UBGL, PC-6C6 Hellstorm SMG. 

Spulsl Ablllties; Force Commander, Hate: 3, Inspirelion: 3, 
Surv~val Tra~ning. 4 

Spedal Rufas: Hales Dark heg~on Ne~harites. 

AG-77 Pamerkna&er Assarrk RHk ( b a l l @  
C C W S I ~ L R W E M  a 
-3 -1 0 0 -2 - 1 i See Char; 

GW-170 Under Banel Grenade Launcher (vana 
c C R 3 S 1 f m L R w m  
- 0  

PC606 Heilsiotorm SMG (balblic, CO~KUSS~"VP) 
a: Pa SR W L R W M  SA 
.I 0 5 (x2) 0 (x2) -1 - - 10 Seo Chad 
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Valerie Duwal 
Valerie Duval is an Etoiles Mortant Heroine whose unique abilities have made her an expert assassin for Bauhaus' Ministry of 

Fear. Although the Ministry of Faith has erased much of her past, it is rumored that she was born lo a troubled family whose widowed 
patriarch was an officer within the Homebuilder Units of House Saglielli. 

While Valerie's past is shrouded in mystery, her present is well d~curnented within the InteTFigence community. She IS an effic~ent 
killer who specializes in Asset Elimination missions whose ability to Channel enhances her natural martial prowess. Valerie excels at 
close combat and seems to delight in the blood of her enemies. Her supple agiliw and economy of movement is blended with a 
ferocious spirit untouched by conscience, mercy, or trepidation. This makes Duval a deadly opponent whose beauty belies a ruthless 
hunter. 

Valerie has no time for personal relationships, instead remains much focused on her chosen career. Those few who are close 
to Valerie respect her desire for privacy and do not delve into her past, something that she dislikes to discuss. Many would-be suitors 
are attracted by her gorgeous appearance, but her ice-cold at!itude quickly repels all such courtiers. 

During operations, DuvaF is a consummate professional who needs little instruction or back up te achieve her objectives. Her 
skill with the Order of Fear's EN-13 Nightsticks is unparalleled, which she merges with a shrewd mind and abllity to Channel on the 
battlefield. This combination has propelled llalerfe Duval to the top of the High Command's officer corps. and she is widely regarded 
as one of the most dangerous individuals within the Solar Svstem. 

5 .1 20 
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I 
The Etecter House of Bernheim is the 

I weakestof the Elector Houses, having the smallest 

, standing army and only limited investments within 

,j the industrial sectors. House Bernheim 
I compensates for this lack of manpower through 
I the use of misdirection and lightning fast surgical 
, strtkes against unprotected targets. 
J - . - - - -  While Bernheim Battle groups use their 

Homebuilder Units to make obvious and slow 

Q paced maneuvers against an opponent, its Elites 
sneak into position or quickly move along the 
adversary's flank in an effort to ambush and strike 

, behind enemy lines. This strategy allows House 
Bernheim to effectively deal with opponents 
despite the limited forces that the House can bring 
to bear in a conflict. 

to find e 
Irn the 8; 
-. .-&I - - . 

and maneuverability allows them to reach 
objectives quickly and their armament allows 
them to deal with opposition effectively. 

1; ' .! :' Mounted Hussars 

& !& 
Much of House Bernheim's military 

strategy revolves around hit-and-run ambushes 
and guerrilla tactics. They favor speed and 

'I surprise over a straight-on assault 
endeavor to end a conflict quickly with 

.@I 
loss of personnel. This is achieved by send 

- ,. fast moving, agile f~ghting unit that can confidently 
move through most terrain, striking where the 
enemy is weakest. This unit is the Mounted 
Hussars, and they have proven to be extremely 
effective against enemy forces in conflicts 
throughout the Solar System. 

There are two majar factors that 
make the Mounted Hussars such a success. 
The first is the Venusian Raptor, a vicious 
predator species native to Bernheirn territory. 
These animals have been domesticated for 
the use within the Brigades of the Mounted 
Hussars and are able to quickly move through 
most terrains with a modicum of stealth, 
allowing their riders to outflank an enemy 
force. The beasts also retain enough of their 
predatory instincts to be a danger to enemies 
in close combat and nemy lurkers 
that attempt to hide frr svhaus force. 

The second innovation unique to the 
Mounted Hussars is the S34 Thermite La 
developed by the Bernheim-acquired Str, 
Industries; a subsidiary of  R Q ~ E  
Weaponwerks who specialized In weapon 
research. The lance allows the Mounted 
Hussar to neutralize light mobile armor with 
minimal engagement by performing hit-and- 
run attacks in groups against a target. 

Mounted Hussar Brigades are used in 
most Bernheim battle groups since their flexibility 

Mounted Hussars 
E:$E 110opw. q u t r d  7.2 mw'e)s, mrtal. 

m ~ w t m ~ w a h w ~ s ~  
9 9 C 9 3 3 5 . 2 1 2 5 1  

Equipment: MP-105 Machine P!s!ol, Machete, S-34 
Thermite Lance. 

Special Abllltles: Guerilla Training, Sunrlval Training: 2. 
Speclal Rules: Lance is only usable dud% a charge, and uses 

the mount's STR fa datemine damage. 
Weapon Stats: 

MP-105 M&ha Pistol {bsllistk) 
OC Fe 9 1 M 1 L R m m I ; A  
0 2(Q) -1 - - - t) 

Machete (slashing) 
- 3 3 M I L R W  n4 3 

- . -  - ST+4 - 
Lance (cancussMeJ 
W ~ l R W C U I  'SR, 

U - .  - ST46 See Chart 

and 
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ing a S~ 

b- 

Venusian Raptor Mount 
~ o i m l .  regutred I per Mounted Humv, beaH. 

E K R w W ~ ~ 5 r ~ r n ~ ! x  
1 1 - - -  3 - 8 5 . 3 -  

[tlack {ID), Predator Senses: 6. is: Natural A 
hI*,.,-l - 

3p.CI.J nulea. IYaIUIdI dtack, is a bk .  May automatically break 
from CC. 

eapon Stats: 
MP-105 - Machi - 

Mounted Hussar SgL 
Eldo squad leader, requlred I pwsqmd. mwlsl. 

Q : R R H I D p C r n W  L R: 
I U D 5 1 1 3 3 5  2 55 

Equlpmenl: MP-105 Machine Pistol, Macnere, 5-34 
Themile Lance. 

Specla6 kblllties: GuenlTa Training, Suvival Training: 2, Tactical 
Sense. 

Special Rules: Lance is only usable during a charge, and uses 
fhe mwntk STR to determine damage. 

W 
ne Pistol ( h L l l c )  

u. m S 7 m L R w E M S I \  
I -1 - a - 

rhbg) 
97 w I M SR 
- - t 4  = 

S-M Thwmde Lance ( c o w i v e ~  
E W 9 k R L R W M  Sn 
0 - - - - - S T 4  See Chart 

enusian Raptor Mount 
wfl, q ~ r e r l 1  p ~ r  Mounted Huss~r, hxf 
E ~ w ~ D ~ ~ ~ ~ ~ ~ F c  
1 1 - - - 3 - 8 5 - 3 .  

$peels4 Ablllties: Natural Aitxk (lo), Predator Senses: 6 
Special Rules: Natural attack is a t i le. May automat~cally break 

fmm CC. 



Mounkd Hussar Bannerman 
E/lw squad specnl~sf ophona, up lo 1 per w, modal. 

E E W O R W R W # ? S K  
9 9 4 1 0 3 3 5 2 1 2 5 3  

Equipment: MP-105 Mach~ne Pistol, Machete, S-34 
Thermite Lance. 

Speclal kbilibles: Guerilla Training, Inspiration: 3, Sulvival 
Trarning: 2. 

Special Rules: L a m  is only usabta during a charge, and uses 
the mount's STR to determine damage. 

Weapon Stats: 
MP-105 Machine Pistot (bafIlsM 
a: w S R m w w w s a  
0 2(62:2) - 1  - - - 9 - 

Machete (stashing) 
E W 9 1 W i L 9 W  
6 - - . - .  

S34 lsrmite lance ( ~ C V B S I W ~  

a : w m m L R w I X t  S4 
n . . -  - - ST16 See Chart 

Venusian Raptor Maunt 
Mount, q u r &  1 per hunted Hvssar, beast. 
m F E m D C W s r m R S R  
1 1 . - - 3 . 8 5 . 3 .  

Special Abilities: Natural Attack (10)- Predator Senses: 6. 

Special Rules: Natural ailack is a bite. May automatically break 
from CC. 

Jungle Kommandos 
Guerilla warfare is a common House 

Bernheirnk strategy, relying heavily on ambushes 
and quick-assaults to wear away at an opponent in 
the jungles of Venus. Bernheim's Jungle 
Komrnandos are adept at infiltrating deep into 
enemy territory and laying in wait to waylay enemy 
forces. Their use of camouflage fs amazing as is 
their ability to appear as if out of nowhere and 
assault the enemy. 

The Jungle Kornmandos are given light armor 
that is optlmlzed for stealth and maneuverability, 
and armed with unique JAW rotary shotguns of 
Strauss Industries. This weapon is tailored for the 
Jungle Kornrnando's style of fighting, allowing them 
to quickly eradicate enemy infantry in one quick 
attack with a veritable hail of lead. Once the enemy 
is neutralized, the Jungle Kommandos fade back 
into the terrain. 

Jungle Ka 
EMF Irwper, a 

CC lz 
9 7 

deb, mwtal. 
K v m s r l b N r n ~ R  
3 1 4 4 1 8 2 2 9  

Equlpmenl: AZ-60 Rotary Shotgun, Machete. 
Special Ablllties: Ambush, Camouflage: 2. 
Weapon Stats: 

AZ-GO Rotay Shotgun (rending) 
O C P & S I M I L R W r n  
- - . - .  - 11 SeeChad 

Machele {slashing) 
O C w s l W L R W  M S9 
n . . - -  - Srt4 - 

1 = 
ngle KO, 

- - - 

Jungle Kommando Sgt I --?----- 

El~le squad leader. @ ~ ~ r e d  I persqwd, morlal. 

E R F W I D K W B W M S F C  
1CI 8 4 11 3 I 4 4 18 2 st 

Equipment: AZ-EO Rotary Shotgun wlth GW-170 UBGL, 
Machete. 

Speclal Ablllties: Ambush, Camouflage: 2, 
Weapon Stats: 

42-60 Rotary Shotgun (rmuing) 
C e W S l ; h A L R W d U I  SR 

- 11 See Charl 

GW.170 Undw Barrel Grsnade Launcher (vanable) 
C C w S F I m L R m t M  54 
. - 0 0 - - - -  Ses Chart 

Machete (slahmg) 
a 2 w 9 1 m U i w  W SR 
0 A S T 4  

Jungle Komrnande TRS Specialist 
M s  squad spectalsl, oplrom! up 10 3 per squad, mwlal. 

~ ~ W l n K ~ ~ s r I t R Z ~  
O i 4 1 0 3 1 4 1 1 8 2 3 t l  

Equipment AZ-61 Twin Rotary Shotgun, Machete 
Special Abllltles: Ambush, Camouflage 2. 
Weapon Stats: 

AZ-61 Tw~n Rotary Shotgun (re&@ 
E W W t m L R W @ A  % 

- - - . 12 Se~Chart 
Machete (dashmg) 

C C P B S R M I L R W  m sn 
0 . . - ST+4 - 

Strike Kommandos 
The Strike Komrnandos of House 

Bernheim are tralned to qutckly and quietfy 
approach e~ther the enemy or an installatjon. 
Taken from the Hussar regiments of House 
Richthausen, the soldiers who qualify for service 
are competent in the areas of close combat, 
marksmanship, and stealth-the skills of eyf+-f":" 
industrial espionage. 

Often, Strike Kornmando Squads use the  lid?&^^ . 
available terrain to mask their presence, quietly L 
moving forward to either engage unsuspecting 
enemy unlts, or to enter a structure and secure it, 
Since much of Mouse Richthausen's domafns and Jungle Kommando Sgt. 
interests lie in the industrial sectors, the Strike 
Kommandos are trained to handle the close 
quarter battles common to such areas. Strike 

ei??l 
Kommandos are primarily used rn Hostile 
Takeovers and Asset ExtractionlElimination 
missions where the element of surprise is of 
utmost importance, though the Strike 
Kommandos have found themsetves engaged in 
Anti-Terrorism operations against saboteurs. 
House Richthausen rarely resorts ta Warrone 
Resolutions, find~ng a bigger profit margin in trade 
agreements and other commerce packages, but 
the Strike Kommandos play a large role when it 
does. During these missions, or any other type of 
open engagement, the Strike Komrnandos either 
use guerilla tactics or are transported via Strike 
Skimmers in lightning advances to exploit an 
enemy's weakness. Thks gives House 

204 
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I --. 
Jungle Kornrnando Kaptain 

P The officers of Bernheirn's Elite Jungle 
Kommandos are well versed in the ways of blitzkrieg 
warfare and are more than capable of leading forays 

F deep into enemy territory with little need for support. 
Extremely resilient and self-reliant, Jungle 

Kornmando Kaptains are long time veterans of 
conflicts within harsh conditions. They thrive on 
adversity and take great pride in successfully 
eliminating a superior force through a lightning-fast 
ambush. 

Jungle Kommando KaKaptain 
(BL /nd~~~,dvalsqlrad lrnksd olflcer, hm~t me pcr Kornmando squad, M I .  

F C C I Z W U I E D W W ~ ~ E  
11 10 - '- 3 3 5 4 10 2 52 

P Equipment: I Twin Rotary Shotgun, DuelEng Saber. 
Special Abi rsh, Camouflags: 2. Unit Carnmander. 
Weapon Stats: 

P AZ-61 Twrn RNaw Sholaun (dQ) 
02 71 t R w m  

P - - 12 See Chart 
Duellng Sahr (slashing/ 

F c r : a w m w r &  EM a 
2 - . . - " ST-5 . 

F 

P Major Johan Ernigholts 
Johan Ernigholtr was born a bastard son of a - Great House Noble, who summarily cut all 

connections to the boy and his mother. This, 
combined with his mother's exile deep into the 

IF 
Bernheim-held jungle estates of her lesser Noble 
family, has shadowed Ernigholtz's entire life. He has 

p grown up with something to prove-to his father, 
his peers, his Corporation, and himself. 

F Johan was kept away from his father's Great 
House while growing up by a combination of 
coercion and contempt. The Aristocracy of Bauhaus 
tolerates no breach of honor or propriety and young 
Ernfghaltz was proof of both. Therefore. his father 
coutd not afford to have any sort of relationship with 

p Johan, but he ensured that his bastard son was 
cared for as best as possible. Johan, being a very 

I- bright child, understood at an early age that one's 
desires pale In the face of reality. This reality turned 
Johan into a bitter, jaded man, who was angry at 

n the world for the injustice he experienced growing 
up, ostracized by peers and family alike and isolated 

k! in exile from the rest of polite Bauhaus society. 

P4 Johan forged that anger into a blade with 
which he carved his way to the top of the Academy, 

rC. surpassing all the other youths who had what he 
did not-family, friends, and love. Young Johan 
managed ta receive a commission within the 

p Mounted Hussars due to a combination of his 
"father's" influence and Johan's relentless nature. 

6 His career within the Mounted Hussars was 
characterized as "efficiently ruthless", with morale 

p. 

Johan di~ 
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breaking strikes against non-combatant targets 
and lightning strikes against enemy supply and 
medical depots. In battle, he is always at the 
point, viciously attacking the enemy. No quarter 
was ever asked, nor any quarter given. While 
highly effective. the methods Johan uses are not 
honorable by standards and barely 
legal by Cartel >. 

Johan be ! path ot victory cannot 
be cluttered with such things as mercy and 
conscience. Fair play is for games, not war. The 
ends justify the means. and he will use any 
means necessary lo achieve that end. He has 
been cited by the Cartel numerous his 
tactics, which has only served to d 1 to 
become more vicious. This b~ 3 8 
dilemma for House Bernheim, who LUUIU 11~11her 
deny Johan's victories, nor allow him to continue 
his atrocities. He was too well known a figure for 
a quiet "removal" by the Order of Fear, and Johan 
refused to desist until his Wn-tily'' acknowledged 
him. It is rumored that it was his father who finally 
forced the commanders of House Bernheim to 
put Johan on trial. 

Johan was given a choice at the end of 
the three day long trial, one of which was spent 
detailing the naturB of his war atrocities. Either 
he could be discharged in disgrace from the 
Corporate Military, or become a Major for the 

- - 
I 

103~ Darkhorse Brigade, an assignment that was 
synonymous with a death sentence. 

he accepted 
his n~ 3 Brigade was 
an inl sed to punch ~ 
holes m tne aetenave lines surrounding a Dark 
Legion Citadel or rival corporate defensive 

, 
I 

perimeter. Lightly armored and fast moving, it I \ 
Was primarily designed to drive a wedge in the 1 I 

enemy line, to allow Bauhaus infantry and 1 
Dragoons to move in and fortify the position. 
How~ver, the casualty rate in the ranks of the 
Darkhorse Brigade was staggering and everyone 
thought that Johan would meet his demise there, 
quietly and out of the way. Johan proved them 
all wrong. 

Major Johan Emigholt! led 1: 
missions with the 10F, receivin 
awards for both valor and success. I 

dead 
most of those who served under JOhan are 4 

- -- 
Johan's own hand, d a 

reput; xecuting anyone wh an 
~ L .,-- 

order !ed on the battlefieh by .,.,. <I :. 
his own men. ne became known as tne "vale 
Rider*, a term that carries no small sense of irony. ' 
Death fdlows in Johan f rnigholtz's wake, and iZ 
takes all of House Bernheirn's control over the 
Ministry of Truth to suppress the true accounts 
of his actions. 

The commanders of House Bernheim have 
since pulled Johan from his command, now only 

Johan I 
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are not subtle, a combination of old animosity and 
a firm knowledge that the best way to get something 

r*, that you want is to simply take it. 

Venusian Rangers 
The Elite Venusian Rangers of House Sagrielli 

have a famed history. having been engaged in a 
constant state of war against the Dark Legion since 
the Venusian Crusade. It was these troopers, 
Bauhaus' staunchest defenders 07 the Light, which 
were cabled upon by Nathaniel Durand to face 
Algeroth and push back the Darkness and for over 
a thousand years they have maintained their 
vigilance. 

SnglieXi troopers who both excel at warfare 
under harsh conditions and have had some 
experience fighting against the Dark Legion are 
commissioned into the Rangers, being sent to the 
elite training facility, the Forge. 

The Forge conditions the soldier, forming a 
weapon that is without fear or remorse-the perfect 
warrior to enact retribution upon all who would 
threaten House Saglielli. Upon graduation from the 
Forge, a Ranger is allowed to don the Death's-head 
Helm as a symbol of their new purpose. 

In battle, the warriors of the Venusian 
Rangers use a combination of superior equipment, 
expert training, and a seeming immunity to fear to 
overcome an enemy-be they man or demon. They 
are vicious assault specialists and staunch 
defenders, letting no hesitation or compassion 
influence their decisions. This enables House 
Saglielli to field the Rangers in any conflict where 
the line must be heEd or the enemy must be 
destroyed. 

Venusian Rangers 
ElYe lrooosr. rearrred 4-8 n?%ieIs, mortal. 

Equtpment: AG-17 Panzerknacker Assault Rlle.  
Speciat Ablflttes: Resolve: 3, Survival Training: 3. 
Weapon Stats: 

AG-If Panzwlrnadter Assaull R ~ f k  btlisticj 
~ W W m l R W m  54 
-3 - 1  0 Q -2 - 11 SeeChad 

Venusian Ranger Sgt 
Ehte squad Isw'er, requlr€d 1 per squad, morlal. 

~ ~ W m C m s r w b R ~ R  
9 1 1  5 t 3 3  1 5  3 2 2 2 2 6  

Equlpment: HG-14 Hagulsfurm Shotgun. 
Speial Ab'llflfes: Resolve: 3, Survival Tra~ning: 3, Tactical Sense, 

Weapon Slats: 
HG-14 Hagulstvm Shotgun (rending) 
e C R 3 w m l . R E 3 s c  w 
. . . . .  - B See Chart 

- - - -  - - - 

Venusian Ranger HMG Specialist 
El,te squad spec~alis:. optima/ up to 2per squad. mortal. 

E ~ W I D K W ~ ~ ~ W ~ S Z F C  
g 1 2 3  1 5  3 2 1 2 3 5  

WF MG-80 Heavy Mach~ne Gun, HG-12 Pistol. 
Special AbOllies: Resolve: 3, Survival Training: 3. 
Weapon Stats: 

MG-BO Heavy Madme Gm (baIIMb) 
E W W l R L R m [ ] M S n  
.4 3 4x3) 1 1x2) O - - 1.1 - 

HG-12 Pistol (bafisf~c) 
C c w w m L F i w a i i S s  
0 1 1 - - - 9 -  

Venusian Ranger FF Specialist 
Elite sqrmdspmalfsl, optimal up lo 2 per sqlrad, morhl 

E X W r n E W C W R L F C  
9 8 5 1 2 3  1 5 3 2 1 2 3 8  

Equipment: Gehennn Puker Flamethrower, HG-12 Pistol. 
Special Ablll~es: Resolve, 3, Survival Training: 3. 

Weapon Stats: 
Gehenna Puksr h e l h m w e r  (radiant) 
a R Z w m V 1 w C M  s4 
. . - - -  - 11 See Chad 

HG-12 Pistol &/&tic) 
E W J S I r n L R H m 4 9 4  
D l \ - - -  



Etoiles Mortant 
The "Dying Stars" of Bauhaus' House 

Sagliefli are unique within the milltary of any 
Corporation. Every able-bodied warnan in Saglielli 
territory has the responsibility to re-populate the 
decimated House and thus it is perfectly acceptable 
for Nobles of the House to sire offspring amongst 
numerous women. The women, seeing themselves 

I as the mothers of the future and birthing those 
who wiB avenge the crimes against their ancestols, 
consider this an honor. 

Those women who cannot bear children 
fulfill their obligation to the Corporation and their 

; \ '  . 

; i House by taking up arms against those who 
c-,. b: d.--- threaten Bauhaus. They enter the sewice of the 

f .,/-, ! k- Homebuilder Units and give all to ensure that the 
children of House Saglielli grow to take up the 

6 ;a? ;" sword of retribution. These barren women who 
L 4 - :  ,+ ' ;h excel in combat training are asked to join the 

r L ?  )d , , .- Etoites Martant, where they get the chance to 

,.-***. * '  further serve Bauhaus. 

Etoiles Mortant troopers are trained in the 

* , !! aspects of highly coordinated close combat tactics 
and are fielded as elite commandos for the Elector 

F 
1 ( Houses forces. To their credit, they take to the 
I responsibility with a near-fanaticism, foregoing 

4'- even self-preservation in the service of their 
leaders. 

The women of the Etoiles Mortant know that 
they are unable to give life, so they excel at taking 
it instead. 

Etoiles Mortant 
Nfle trwper. reqwlred 4 4  nb~dels, mbrlel 

K B w ' r n K O s r W I L E  
I1 8 5 12 3 1 4 1 1 8  2 26 

EquFpment: P-60 Punisher Handgun, Punisher Shorl Sword. 
Special Abilities: Group Assault, Secondary Attack 
Weapon Stafs: 

P-BO Punlsher Handgun (1X3IIstic) 
O C F B W m l R W W ~  
a 2 1 - 9 -  

Punasher Short Sword (stashim& 
O C W R I b R L R W  m % 
O . . . . . S T 4 .  

I 
I Etoiles Mortarit Sgt. 

Elffe squad leader, requ~red I per squad martal 
~ ! x w t D ~ m ! 3 T ~ ~ m s ? r x  
1 2 9  6 1 3 3  1 4  4 1 8 2 3 0  

Equlprnent: P-60 Punisher Handgun, Punlsher Short Sword. 
Spacfnl AbTIitles: Group Assault, Secondary Aftoclq, Tact~cal 

Sense. 
Weapon Stafs: 

P-60 Punisher Handgun (bakkl  
O C w S I h F f L R w m S 4  
O P 1 - 4 -  

Pun~sner Shon Sword (slashingl 
O C R 3 9 7 1 r n ~ W  m SA 
O . - - ST+4 - 

Etoiles Wortant FT Specialist 
Elk@ squad specraltsr, ophnal up lo 3per squad, mortd, 

~ ~ r w m x w s r w ~ s ~  
1 1 8  5 1 2 3  1 4  d l 8 2 4 1  

Equipment: J-88 Light Flamethrower, P-60 Punisher 
Handgun. 

Special Abllltles: Group Assault, Sscondarj Attack. 
Weap Ion Stats: 

J-BB Clghl flameihrower (radmnr) 
I X : l g S I M T L R W M  SR 
. - . . .  - g SeeCharl 

P-80 Punisher Hmdgun ( b l k l ~ c ]  
E P B S I k R L F I r n W I  
0 2 1 - - -  3 - 

Etolles Modant Grenadier 
EIrte s q ~ d  spectal~!. oplmal up to 2 psrsquad, m a t  

E ~ ! w D ! x ~ S r W ~ s ? ~  
11 8 12 " 18 2 3-2 

APGrenad? 
Punisher Shr 
m.. - A .. . 

her Handgun, 

Weapon Stats: 
AP-Grenades (mussrve) 

( X : R 3 9 1 1 , 7 3 L R W I M  Sb, 
- -2 -3 . - . U SeeGbaJl 

P$O Punkher Handgun (hIffiIicj 
c c w s t ! M m W ~ Q n  
0 2 1 . - -  9 - 

HMG-85TT 
The 85/T was created by Rornanov 

Weaponwerks tor House Saglielli, though recent 
events have strained relations between the two 
Elector Houses. Since Saglielli Battle groups focus 
on aggressive tactics, the 851T was designed ta 
provide superior firepower on the battlefield. 

Gunvers for the FMG-8W are chosen from 
the HMG Specialists of the Pauldron Hussar 
Regiments and given the training necessary to 
operate this new weapon. The complexity of the 
851T necessitates such training and those without 
it have little chance of operating the weapon. 

HMGgST 
Elfle Assmaled ammefit requiwl I per squaa: martal 

0 2 B W W K W S T W t R L R  
- . - . 3 . .  2 . 2 4 2  

Equlprnent! HMG4SII Mounted HMG. 
Weapon Sbts: 

HMG-Wt Mwnled HMG (balkstk, fendmg) 
cr: w sr hm LR W M 5 4  

0 1x2) 3 ( ~ 3 )  2 ( ~ 2 )  -1 4x2) - 1.1 . 



Pauldron Hussar Gunner 
E/r!e lrcaper. requ~red 1 per squad, m a l .  

~ i T ~ t D ~ ! m s r ~ ~ s ? ! x  
8 1 0 . 1  1 2 3  2 4 H Z  - 

Equlpment: HG-12 Pistol. 
Speclal Ablllties: Tactical Semse. 
Weapon Stats: 

HG-12 Pistol @a/!/&) 
E W S R ? ~ t F I m W S 4  
0 1 1 . -  - 9 - 

Venusian Ranger Kaptain 
At the Forge, all that matters is ability and 

results, thus it is possible far a Commoner to 
achieve the rank of Kaptain amongst the Venuslan 
Rangers. All that is necessary IS competence and 
determination, for it is not the blood that you are 
born with which matters in the Venusian Rangers, 
but the blood that you spill. This distinction was a 
result of the Saglielli's loosing much of their Nobility 
in the struggle against Algeroth and his minions 
during their first incursion upon Venusian soil. 
Whoever could lead, w o u l d  lead, soc~al standing 
be damned. The current hierarchy shares such 
views to this day. 

Venusian Ranger Kaptains, therefore, are 
very dangerous individuals. They havs earned their 
mnk with victories and results, having both the fire 
of vengeance burning Yn therr veins and the desire 
ta prove themselves embedded in their spirit. This 
makes for an impossibly resolute ~0tnrnander who 
is unwilling to fold rn the face of adversity and will 
strive to achieve victory no matter the cost. 

Venusian Ranger Kaptain 
bdwdual squadllnnsd oN,wr Ilrn~t orre per Ranger sqvad. morlal. 

E E ~ w C ~ m s r w R s ? ! x  
9 r l  6 13 3 .i 3 Z: z co 

Equlprnent: HG-14 Hagulsturm Shotgun. MP-I05 Mach~ne 
Pistol. 

Speclal AMlllfes: Resolve: 3, Survival Training: 3, Tactical Sense, 
Unit Commander 

Weapon S W  

Etoiles Mortant Kaptain 
Male Sagliellis who are found to be able to 

Channel often enroll in the Brotherhood's Second 
Directorate, hoping to find a place amongst the 
InquiJtion. Females lack this option, as they do 
not have the permission to leave the lands of their 
House. Instead, Brotherhood representatives come 

to Saglielli lands to tutor a woman who can 
Channel. 

Once they have completed their 
Brotherhood training, the Eto~les Mortant woman 
gains the title of Kaptain amongst the Dying Stars. 

House Saglielli, considering the rarity of 
such individuals and the abilities that they brfng 
to bear on the battlefield. uses Etoiles Mortant 
Kaptains sparingly. They share the same training 
as the other Etoiles Mortant, though their 
Channeling ability raises their lethality in combat 
exponentially, as they can fell their enemy with 
blade, bullet, or Art. 

Etolles Mortant Kaptaln 
Ind~vduaf squad bfiknd oiiwcer. 11ml one per Eioires squad, mortal, channefer, 

~ K ! W l D ! C W 3 W N i S ? K  
12 10 10 14 3 3 5 4 19 2 44 

Equlprnent: P-60 Punisher Handgun, Punisher Short 
Sword. 

Speclal Abllltles: Channel, Secondary Attack, tactical Serise, 
Unil Commander. 

Speclst Rules: May select up 10 one power from the Art of 
Mentalism. 

Weapon Stab: 
P-60 P u n l s h ~  Handgun (bsllislk) 

C c w w m l A w b i l s a  
0 2 1 - -  - 9 - 

Punisher Short Swrd (slashmgl 
d e W 9 1 R h R W r n S 4  
0 - . . .  - ST+4 . 

Venusian Marshals 
The blood one spills is more important 

to House Saglietli than the blood that flows through 
a man or woman, and all those who serve in the 
Raven's forces have a chance at glory and 
vengeance. This has created a group of individuals 
who are dedicated to both House SagFielli and the 
Bauhaus Corporation, a group who have "earned" 
their ranks on the battlefield through undeniable 
ability and a proven track record of success. The 
end-point for such individuals, be they man or 
woman, Noble or lowborn, is that d the Venusian 
Marshal. 

To reach this coveted rank, a person must 
rise through the military ranks and into the Officer 
Uorp of the Venusian Rangers; no small feat. The 
rank of Marshal is granted to those who havs an 
exemplary service recor atred 
lor the minions of Darkn~ eates 
very hard men and wo totar 
respect of those who ss, Y C  UI I I. 

House Saglielli does not fight battles in the 
normal Bauhaus fashion, forgoing artillery 
batteries in favor of aggressive battle tactics on 
the battlefield instead of the normal, cautious 
Bauhaus strategies. Every trooper fights, even the 
Marshal, who often leads his Battle groups from 
the front. Unlike the Kclrnrnandants of the other 
Elector Houses. the Venusian Marshal has no 
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Dueling Saber, either being born to a family without 
a Patent of Nobility, or having given their Noble 
Saber to a family member as a symbol of note. 
The Venusian Marshal himself is the saber, looking 
to plunge into the heart of the e n e m y .  

House Richthausen's force iavil y 
upon support units such as mcrk ' and 
artillery. As controllers of Bauh; nous 
industriaf juggernaut, they can afford to t leld some 
of the most finest mobile annor units in the Solar 
System. This mobile armor supports a large 
Homebuilder defense farce while their Elite Units 
move into position to wreck havoc upon the enemy. 

Much of Richthausen's elite forces are 
trained in the art of sabotage, especially in the att 
of industrial espionage. Unlike :he other EIector 
Houses, Richthausen tbovs Hostile 
Takeovers and Asset E, as a means to 
expand their empire, anc ? curled an Elite 
core that excels at such enoeavo-s. They are often 
lightly armored and highly mobile, using stealth 
and speed to quickly obtain battlefield objectives, 
or to destroy the opposition. 

?S rely he 
~ i l e  armor 

The Venusian Marshal rides a specially bred 
Iown for its sure-fmtedness in the rocky 
rntainous terrain of Venus' highlands. This 
anian horse, while smaller than the regal 

uyaesaales that are seen in the nobles estates 
during p s, is a far more capable mount 

horse kr 
and mot 
Sub-Alb -. . . 

lrocessi~n 
lost any o 
prone to 

than alrr 
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d the larger horses, whose long 
break in the unsteady terraln. 

Venusian Marshal 
Indrwdual Force Commander, limit one pwaw, morlaf 

E ! x w L D E m s r w m P K  
9 1 2 8 1 4 3 i 6 - 2 2 2 6 5  

Equlpment: AG-17 Panzerknacker Assault  rill^ wkh 
GW-170 UBGC. MP-105 Machlne Pistol. 

Special Abilifies: F o w  Commander, Hate. 3, Strategic Insight, 
Tact~cal Sense. 

is not : 
ctractiom 
I they havt 
- A  

Speclal Rules: Hates 0 ark Leglon Necroblotics. 
Weapon S t a k  

/ AE-17 Panzehacker Assau k R'dle (baflktk) 

I O C W W r n L R W M  S9 
-3 -1 0 O -2 = 11 SeeChari 

GW-I70 Under BarrelGwwda Launcher (vadaM@) 
O C w S 1 m l F I w r M  s4 
- o o - - -  - See C l ~ a d  

MP-105 Machine Plslol (b8IIBiic)- 
I a: w w h R L A w m 9 9  

o z(x2) - r  . . . 9 - 

Blitrers 
The Blitzer Elite units are House 

Richthausen's andpicked fmm 
the Hussars, mths of jump 
training, and o zed equipment 
tailored for speeo ana rnomury.  Often, Blitzer 
squads are paradeplayer ny territory long 
be for^ an engagement is Their missions 
all involve destructic ly of enemy 
fortifications, supply depora or cornmunicat~on 
arrays; whatever will work best at crippling an 
opposing force before battle is even underway. 

Blitzers are adeot En the art of industrial 
espic t preparir for a 
Host Richthau: pride 
in th them to gical 
strikes aydlflSi uypwrierit~ and as a uererrent for 
rivals who wish to take what belongs to Bauhaus. 
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Blitzem 
Elfle rmoper. mqulredQ-8 mod&. mflal. 

m R m L D K v Q s r M J m s ! k  
9 P l O 3  1 4 d 1 8 2 2 8  

Equipment: AG-17 Panzerknacker Assault Rille, MP-105 
Machine Pistol 

Special Abililies: DemoFfllon Training, Para-deploy. 
Weapon Stats: 

AE-17 Panzerknacker AssauR Rllle (baflflse) 
R : w w M I L R w m  W 
-3 -1 o o -2 . 11 soochn 

MP-105 Machlne P~slol (IwlllsticJ 
CT: W 9 R r n L A W M S 4  
0 2 { ~ 2 )  -1 - - - 9 -  

SubAlbanian Horse 
I~,!cw~t. . be3st. 
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Bliber Sgt 
El11e squad !t?&r, rquhed 1 per squad, morfal. 

K nv LD ic- HO- a - ~ Y - - E -  
10 4 11 3 ' 4 4 18 2 31 

Jaegers 
Elfre trooper, requhed 4-8 mw'efs, mmI. 

F-13Y-Lb PC-Mb S ' T r f - P '  
5 3 28 

ment: AG-17 Panzsrknacker AssauR Rifle wth 
GW-770 UBGL, MP-105 Machine Pistol. 

knackw ASS ;-72 
Pistol. 

Speclal dblliti es: Dernaliion Training, Para-deploy. Special, Ablliliea: C 
Stats: 
Dnr-*Am..*- 

Weapon St&: 
AG-d 7 Panzerk~cker AssauR Rlle (ballk?~) 
": W 9 1 W L R W  m - r - '  

- 11 See Chan 
auncher (y~riablej 

w - m  a -  
- - -- -- See Chart 

MP-105 Mschlns P~stol (h#lstfcJ 
tL: W a !m m - r m T  
0 Z ( X ~ ! )  -1 - - - 9 = 

Weapon 
AG-17 r a ~ ~ c r n l u m d  Rdk (ball*) 

a : w a M I l R m P - ! a  
-3 0 -2 - 11 See Chart 

HG-12 cl 
OC ww -m'CIA--SA 
0 1 1 - - .  9 - 

,170 Under Ba 
: K t 9 1  

n n 

rrel Grenade L 
IGA 1R 

Jaeger Sgt 
&to squad leader, mquIrsd I persqmd, morta 
oe E w. UI #: E@ 6-w-m--m 
g 11 5 11 3 1 5  3 2 1 2 2 9  

Equipment: hG4 7 Panzerknacker Assault  rill^, HG-12 
Pistol. 

geclal  Ablll~es: CBmb, Infiltrate. 

B l k r s  PGL Speclalist 
B l e  squad specblffit, Wtmal up $2per squad, mortal. 
ar rd w l o  P C - *  ST-w-r-s-w? 
9 9 4 1 0 3  1 4 4 1 0 2 3 9  

Equlpment: GL-357 Wrist-Mountod Grenade Launcher, MP- 
105 Machine Pistol. 

Speclal AMlltles: Demolition Training, Para-deploy. 
Weapon Stats: - 

Weapon Stata: 
GL-357 Wnst-Mounted Grenade Lamcher (cmussIve) 

c c W s t I I R t A ' W W  tm- 
- - -3 -4 - - 7 Sew Chart 

MP-105 Machine Pistol (balliStK:] 
Q: W 9 Ira rrrral -w- 
0 2(x2) -1 - - - 9 - 

keger HMG Specialist 
Errte squad speotalrst, wttonal up to 3 per a@, mbr181 

oc R: PW rn a'-Ha sr W ' M "  &''R 
9 11 5 1 0 3  1 5  3 2 0 2 3 5  

Equlprnent: HG-12 Pistol, MG-80 Heavy Machins Gun. 
Special Abllltles: Climb, Infiltrslla. 

Weapon Stats: 

Heavy Maehlr 
!a ! , .  

Jaegers 
The Jaegers are the main Special Farces 

unit of House Richthausen. They are formed around 
members of Nobility who have grown up on the 
jungle estates of Venus. It is there that House 

Vul kan Battlesuits members learn the art of hunting, tracking, and 
marksmanship. They also learn to traverse difficult 
terrain and blend in with the environment, all 
necessary shills when one wishes to close upon 
prey. Huntsmen who show great skill are enlisted 
in the Jaeger Regiments after their Hussar training 
is completed. Here they hone their abilities and train 

- 
The Vulkan Battlesuits are an evolution in mobile armored squad support 

techno1 ion to 
positior -louse 
R~chtha opular 
design or tne tmtlesult. 

The Vulkar mdified VK221 Hei lifter that House 
Richtha projects on the frc :rewman, via a 
system vl kvrrlpcn JJICi33UIc Y ~ I V Z S  and servomotola, bull~ldls it. Hydraulic 
load-lifter exo-skeletons had been used in Bauhaus' constnrction industry for 
decades, designs which had been retrofitted during the Fall of Technotogy to 
replace old computer assisted electronics with a mechanics. The enqineers of 
Vulkan a MG- 
90 Mou battle 
grade a brms a 
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to hunt down a new prey-Man. 
Jaeger Squads often infiltrate enemy territory 

ahead of the Battle group, setting themselves in 
position for their intended quarry-the enemy. Once 
battle is joined, the Jaegers' skills with the rifle and 
their pack-hunting mentality alfow them to haty the 
enemy, This allows House Richthausen to 
effectively use the Saegers in a multitude of roles, 
though they excel when it comes to Asset 
Eliminations and waylaying enemy forces. 
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retaining maneuverability in both jungle and urban environments. 
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Vulkan Konstructions was not the first company - to re-fit a bad-lifter for wartime purposes: in fact much 

!/<I. 
of their inspiration came from the Meka suits 

,* .- < - ( Mishirna. Much like the engineers of the Lord Hairs. ~y-4 *p 
, 

' 
Vulkan Konstructions upgraded the Load-Lifters 

5 ; . . hydraulic fist to be able to tear through armored plate 
I or to deliver a massive strike upon fortified positions. 

This gives the trooper piloting the suit an effective 
weapon in close combat and a way to deal with 
enemy mobile armor. 

roups of 
field of SL 

-. 

I I The Vulkan BattIesuit was put into use in the 
Battle g House Richthausen with great success, abfe to quickly lay 
down a lppressive fire for advancing troops, as well as provide long- 
range support. The Yulkans are often deployed as Fireteams, with up to four 
soldiers backing up a Sergeant, that are available upon request by Bauhaus 
Squads who need quick fire support. This has made Vulkan Rattlesuits an integral 
part of many House Richthausen Battle groups. 

Equtpment: lronhand Pneumatic fist, MG-90 Mounted 
HMG. 

Weapon Stats: 
lronhand Pneumalic R1 ( m s f w ]  

a : w w n R b R w  m ss 
0 - - STt3 SeeChan 

MG-90 b 'ballrsfic, rendmg) 
a: m * m LR W M S 4  
- 0 1x2) R (x3) 1 ( x 2 )  - I  (Q) 1" 

Vulkan Sgt. 
ElrIe squad leader, rqrired 7 per squad. mffal. 

Blitzer Kaptain 
The officers chosen for BFiber Squads 

are daring, dependable, and crafty individuals 
responsible for executrng operations without the 
support of the main force in the field. These are 
men of confidence and courage, leading their 
soldiers deep into enemy territory to start a 
campaign of destruction and mayhem. They know 
all too well that, without support, their first mistake 
could be their last. This kind of environment 
breeds a courageous officer; someone who knows 
the line between victory and death b one drawn 
by the daring, and held by the strong. 

Bl'mr Kaptain 
hdrvdual squed hked offmr, bmrl one pw BlitzA'sqm mortal 

r x ~ ~ m ~ m 5 ' f # J m s ? ~  
F I 1 0 5 1 3 ?  2 < I 9 2 5 6  

Equipment: Gohenna Puker Flamethrower, MP-105 
Mach~ne Pjstol, 

Special AblllHes: Dernolltion Training, Para-deploy, Tadlcal 
Sense, Unit Commander. 

Weapon Stats: 
Gehenna Puker k r n ~ h r o w e r  (mdranl) 

~ p e a m m ~ ~ m  9 
. . .  . - I I See Chart 

MP-105 Machlne Plstol (bal/klicj 
D: W 9 1 w L R m m S A  
0 2 1~21 - '  - - p - 

Jaeger Kaptain 
~ ~ w ~ . n ~ v n s r w m s ! K  The exemplary huntes, leaders, and 

- a l1  lo 2r. 43 NoblesofI-louseRornanovhavetheoptiontoearn 
Equipment: lronhand Pneumatic Fist, MG-90 Mounted the rank of ~ ~ ~ t ~ i ~  in the J~~~~~~ once they 

HMG. graduate the Academy. Here they test their sklfl 

nf- Special Abilities: Tactical Sense. ' and mettle, leading Jaegers deep into enemy 

t 
Specla! Rules: Vulnerable to radiant energy attacks. Suffers +2 territory, comp~etely out of communication 

Damage, 
the rest of the Battle group. 

I 
A Weapon S t a k  

I 
Ironhand Pneumallc Fisl ( m c m w e )  It is not unknown for Jaeger Kaptains to 

I O C W W ~ R L R W  s4 take trophies from a battlefield in which they 
; 0 - - - - -  ST+^ %Chart fought. The more personal the item taken from a 

MG-SO Mounted HMG fballisric, rending) slain enemy, the more prominent it is displayed 
Cr: R W MI LR W ! J d &  

1 ( r 2 )  -1 t x 2 ~  - 14 - in the estate library of the Kaptain where it sits 
among the other safari memorabilia. The honor 

I of the Jaegers is legendary and it is commonplace 
.,, .> for a Kaptarn to send condolences to the families 

I - I ,  
of those he has slain in battle. 

Jaeger Kaptain 
hdrvbualsquad lrkked of f i f .  tidl one per Jaeger squad, mortal. 

~ ~ ~ ~ K m s r w m 3 ~  
10 I2 5 15 3 2 5 3 11 2 4: 

I 
Equipment: AG-17 Panzerknacker Assaull Rille, P-MI 

Punisher Handgun. 

I Special Abllltles: Cllmb, InftRrate, Tackd Sense, Unii 
Commander. 

I 
Weapon Stats: 

'- 

I *  ... 3 AG-17 Panze&nackor Assaull Ri le  (b~RIslrc) 
.i _ _  _ -'. .; . . C w s h R I R m m  a 

' .  w- -3 -1 0 0 -2 . 11 SeeChad 

d, - .  P-60 Punlshw Handgun WtslrcJ 
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Romanov Bli- 
El,@ lmopet, requfred 4-8 d e k *  mrhI. 

a a R v m D m s r W m 9 F T  
1 0 9  4 11 3 1 5  3 1 9 2 2 5  

Equipment: MP-I 03 Hellblazer SMG. 
House Rornanov is the most militaristic 

of the Elector Houses, boasting the largest number 
of Militia, Hussar, and Dragoon Regiments in the 
Bauhaus Corporation. This is largely due to the 
fact that Rornanov Weaponwerks produces and 

.>+-a manufactures the majority of Bauhaus' weaponry, 
Q r enabling Ramanov to equip a large standing 

w 'c 
L . Homebuilder force. This has shaped the 

Romanov's very direct style of warfare, placing the 
emphasis upon grunt infantry instead of Elite 
Forces. Therefore, until recently, House Romanw 

- .-*, has had limited Elite Units outside of their Guard 
- \ .  Orders. 

Special Abilities: Para-deproy. 
Weapon Ststs: 

MP-1 W Hellbker SMG (Mi?+tic) 
a: Fa s m w m m s n  
-1 2(k2) 01x2) .1 - - 9 . 

Romanov Blllms Sgt 
B t e  squad leader, required I per q u a d ,  mwld 

m F c R l D K M 5 r w m S R  
1 1 q 1 2 3  1 5 3 1 9 2 %  

Equlpment: AG-17 Panzerknacker Assault Rifle with 
GW-170 UBGL MP-1CS Machine Pistol. 

Spsclal Abllffes: Demolition Training. Para-deploy, Tactical 
Sense 

Weapon Stats: 

However, with the emergence of Cybertronic, 
this has changed. House Romanov has begun 
enlist~ng units from the other Elector Houses and 
upgrading them with new Cybertronic-sourced 
equipment fresh from Romanov Weaponwerks. 

ce places them on the cutting edge, but 
. Rornanov's relationship with the 

erhood has begun to sour, and unlike the 
Elector Houses. they are left without the 

aid in the battle against the Dark Legion, 

Romanov Blitzers 
The leaders of House Rornanov have 

long been impressed with Richthausen's Elite 
BlFtzers, having been the victim of their sabotage 

AG-17 Pamerknacker AssauU R~tb (ballY~] 
[ T : W I M I L ! W M  S1\ 
-3 -1 0 n -1 - '1 See Chart 

GW-170 Under Barrel Grenade launcher (vwab!el 
E W ? R r i R l - 9 W r n  S9 
- D O - -  - - See Chan 

MP-105 MaCh~ne PISIOI ~Ilistk) 
0: PB 5 R F R I R W m 4 S 4  
0 2 ( x 2 )  - 1  . . 9 - 

Romanov Bliker ML Specialist 
Ble squad spec~alrst, opt~onal up lo Spersqwad, mortal 

O Z R 2 W t D P C V I D S T W  PC 
1 0 g : 1 1 : ! 1 5 :  c3 

Zqulpment: ATML-IN Firefist Rocket '-1.05 
Machine P~stof. 

Launcher, MI 

Special A bllltles: Para-deploy. "7 expertise an several occasions in the past, 
1 '  _- especially during the Throne Wars. For this reason, Weapon Stats: 

ATML-100 Firer!! Rmkel Launcher ( m w ~ l v e l  
C C F B 9 1 + m t R m  m 54 

-3 -6 - 14(x3) See Chart 
MI Pistol (ballrsbc) 

4 R h R L R E R M S a  
. I . - .  9 - 

they offered House Richthausen a generous deal 
on future Romanov Weaponwerk products, if they 
could have one of the Blitzer Regiments. The '-1 05 Machine 

x m leaders of House Richthausen took the offer and 
gave House Romanov one el their best, the 89th 
Blackhaus Blitzec 

Romanov B l h r  FT Specialist 
Elite squad ylewalrsr, optional up to 3 per squad, mml 

E E W I B C N w s r W I w L K  
la 9 5 ~d 3 I s s 20 2 41 

The newly I qornanov Blitzers have 
been outfirted wi weapon, the Firefist, 
which uses wire-gurded rn~ssiles to more effectwely 
hunt and destroy enemy mobile armor. This 

Blitaer Kap ta in weapon is still in its testing phase, but it is 
becoming papular due to its 

j perfermance. Thsy normally + PI 05 SMGs for close up fighting, 
rate of fire counts more then 

th a new 
. .  . . 

Equipment: Gehenna Puke? Flamethrower 

Weapon S t a k  battlefielc 
Gary M 
where 

Gehem Pukw hmelhmwer (radienl) 
C C W S l h R L R W M  54 
. . - - - - 11 Seechart 

A'/ . . abbu~aby, and have access to the normal 

accouterment of high explosives. 
So far, the Romanov Blitzers 

have met with great success on the 
battlefield, ' se 
terrain, and tl led 

The Wolfhead Dragoons 
The Wolfhead Dragoons have received an 

amazing feat in battlef~eld armor. Using the same 
design principles of combat suits used during the 
First Corporate War, the engineers at 
Weaponwerks created the Wolthead Power 
Armor. The armor augments the wearer's 
strength and computer assisted sensors makes 
a soldier more efficient on the battlefield. 
Cybertronic components have greatly reduced 

especial1 
heir arm0 

y in den 
r is adorn 

with many Bauhaus 75.  

House Romanov is pleased wlth thelr new tlltes, 
very pleased indeed. 

honors at 
. . .  .. . 



the srze and bulk of the armor, with a resull no 
greater than modern combat armor. 

They are an eerie sight in the dark, like a 
pack of wolves with their eyes aglow, and have been 
known to sow the seeds of fear in the enemy. This 
fear is further fed when a Wolfhead Dragoon shrugs 
off an attack that would have felled a normal soldier 
and continues 11s slow, steady advance. This has 
allowed House Romanov to use the Wolfheads as 
shock troopers, punching holes in the enemy's lines 
and storming enemy fortifications. 

Wolfhead Dragoons 
Elite trooper, requfred 4 4  modelsels m0rtSi. 

E ~ w l . D ~ w s r w m s ? R  
3 1 1  4 1 1 3  1 6  3 2 3 2 2 6  

Equipment: AG-17 Panzerknacker Assault R~ l le ,  
Env~ronment Sult. 

Speclal Abllltles: Survival f raining: 3, 
Weapon Stats; 

AG-17 Panzerknaclter A m R  Rille @IIlsl~c) 
C C W S l h R L R W C M  Ss. 
-2 - 1  [I 0 -2 - 11 Seechart 

Wolfhead Dragoon SgL 
El& squad reader, rwared 7 persquad, mortal. 

Q R 2 ! w L b E ' M J 5 r U R S K  
B l t  5 1 2 3  1 F 3 2 3 2 2 9  

Equipment: Environment Suil. HG-14 Hagulsturm Shotgun. 
Speclal Abllllles: Survlval Trainmg: 3. Tact~cal Sense. 

HG-14 Magulslurm Shotgun (rendkrgl 
G C w w m L F [ w m  54 
. . . - -  0 B SseCharr 

Wolfhead Dragoon RL Specialist 
El~le squad speoalisl opfronal up to 2 per s q ~ d ,  mortaJ 

a % W t o E W f l h W m S R  
9 11 4 11 a 1 8  3 2 3 2 4 2  

Equipment: ARG-17 Rocket Launcher, Environment Suit, 
HG-12 PIS~O~. 

Speclal AbTllties: Survival Training: 5. 
Weapon Shts: 

ARG-17 Rm'et LauncMr (roncvsWe) 
E W W I V R L R E F  A 
. . .? , .5 . ~ s e  ~ r l a r t  

HG-I2 Pistol (6allrslic) 
I X : F B S l m L R w  
0 1 1 - - -  Y - 

Viktor Battleswits 
House Romanov had many plans in mind 

when it entered trade negotiations with Cybertronic, 
the foremost being the development of their own 
Battlesuit, something they were jealous of House 
Richthausen for having. To achieve their goal, the 
heads of Romanov Weaponwerks offered the 
design team that engineered the Vulkans sarneth~ng 
they could not refuse- a Patent of Nobility. The 
family based team jumped at the chance and, after 
House Romanov sent in troops to extract them from 
their current Contract, joined House Romanov as a 
Weaponwerks subsidiary-Viktor Industries. 

When the d e s i g n  team af Vu 
Konstructions split to form their own corn1 
they hsavlly upgraded the chassis of the I 
lifter to be used chiefly in war. One of the I 
problems of the Vulkan was the tact that it c 1 

easily become useless if it [ost enough of the 

--I '*;: 1 
that ran its hydraulic systems. The upgrt d y  f-6 

pneumatic system has increased the mot 4 

agility and Tethality of the Battlesuit while ens1 / -7::* 2 
I I 

continual functionality during extended misstans. 14 4' I 

The Viktor Battlesuit is a next-generation - 
-- -- 

design based upon the Vulkan Batt lesui t .  By 
upgrading the old hydraulic systems to 
pneumatics and Cybertronic sourced electronics, 
replacing the ME90 with a VAJ4a Autokannon, 
and reworking the armored chassis, House 
Romanov made an even more formidable mobile 
weapons platform. The Viktor is now able to 
engage both infantry and mobile armor targets 
with equal effectiveness. 

ViMor Battlesuits are assigned in support 
roies in teams of two to four, with the addition of 
an A T 4 8  Racket Pod Armed Viktor for dealing 
with massed infantry, heavy mobile armor, or 
enemy fortifications. The latter ViMor has the 
designation RLP. 

VlMDrs 
EIIW frooper. rqvired24 mod& mortal 

E E ~ l n ~ ~ 5 r W ~ ~ ! X  
4 10 a :O 3 2 11 5 23 3 57 

Equipment: lronhand Pneumatic Rst, VA-74a Mounted 
Autocannon 

Special Abllltlas: Taclical Sense. 
Speelal Rules: Vulnerable to radtanl energy attacks. Suffers +Z 

Damage 
We~pon Stab: 

lmnhend Pneumatic Flsl (cancvss~ve) 
E W 9 7 t m 1 R W M  S9 
o - - . . ST43 SeeChad 

YA-74a Mounted Autmnnon /ballfsfc mcvss~ve, rend~ngl 
Q: W W L R E A  m! SA 
- 0 (x2) 2 (x2) 1 IxZI 12 1x2) See Chart 



-- 
I - .  - - 

- - 
- - 

ViMw RLP 
El11e squad specialist, cptmnai up 10 1 par sqmd, morlal 

~ ~ W L D K W S T W ~ s ? ~  
fi 1q 4 10 5 3 11 3 23 3 63 

Equipment: AT428 Rackel Pods Rocket Launcher, 
lronhand Pneumatrc Fist, VA-74a Mounted 
Autocannon. 

Speclal AbllltIes: Tactical Sense. 
Speclal Rules: Vulnerabla to Mian l  energy attacks. Suffers t2 

Damage. 
Weapon Stats: 

AT V28 Rcckel Pods Rock4 Launcher (mmIve) 
E W W r n L R W  Im I 
- .  4 -5 6 - 13 (x3) Sse Cqan 

lronhand Pneumel!c Fil (concusslvej 
E W W t m L R B  -- -. 
0 

VA-74a 
a: 19 
- u IRLJ L (XLI I (XCI A I h a r t  

distinction of one of the longest active service 
careers in the Bauhaus Corporate Army, currently 
standing at 40 years. Born a Commoner, von 
Juntz began his career in the Militia, though his 
performance has earned him promotion into the 
normally Noble-exclusive Officer Korp of House 
Rornanov. His brilliant mind for strategy, and the 
loyalty and confidence that he inspires in those 
wba follow him have been constant staples of his 
career within the Bauhaus Corporation. 

Konrad has served in the worst hellholes 
and Wanones in the Solar System, surviving 
some of the nastiest assaults recorded in 
Romanov history. He is one of the best in the 
planning and execution of defensive tactics and 
it is said that the Dark Soul itself would not be 
able to pass a defensive perimeter set up by T h e  
Iron Man". 

rn 
;ee C hafl 

mding~ 
a\n 5 

2 1x21 See 1 

Despite his advancing years, Konrad is the 
picture of a soBdier. He is a giant of a man; heavily 
muscled and adorned w ~ t h  a patchwork of scars 
and medals, each earned on the battlefield. He 
wears the armor of a soldier, talks the talk of a 
soldier, and walks the walk of a soldier. He does 
not spend much time with the Noble Officers, 

a INDIVIDUALS 

Wolf head Dragoon Kaptain 
The Wolfhead Dragoon Kaptains are known 

for their aggressive nature and their ability to garner 
battlefield results. Instead of fortifying a position, 
the Wolfhead Dragoon Kapta~n mounts an 
offensive, using battlefield artillery to soften the 
enemy as they advance. The resilience of the 
Wolfhead Armor allows the Kaptain to be in the 
thick of lighting, dfiving his men on, and pushing 
the enemy back. This enables the Wolfhead 

3 compan 
,tie, Konr 
, . .  . 

preferring tht 
Before a bat 

~y of the common men. 
ad tours the defensive 

perimeter, t a l ~ ~ n g  ro each defender for a faw 
moments to r lare a joke. He eassure tl 

Ian in the 
or fake F 

r . .  . . 

Tern or sP 
eye and I 
~romises. . , 

looks every rr 
time with lies 

joes not waste 
More strikingly 

is his memory ror names ano races as he often 
can greet most of his men by name. 

Dragoon Kaptain to attain glory on the battlefield 
and victory for the House that gave them the 

The effect on the soldiers is tremendous 
and no soldier that serves under von Juntz would 

opportunity to better serve the Bauhaus 
Corporation. 

disappoint the old man by desertrng their post. 
Konrad von Juntz has made a career of fortifying 
both positians and the men who serve under him. 
In the morning after an assault after the bodies 
uf the defenders are sought, they are usually 
round in a sea of enemy corpses, maintaining 
their posts even in death. 

Wolfhead Dragoon Kaptaln 
Mtndual squad hked oftmr, 11ml on8 per Wollhead tlmgom squad. morld 

E R R V L D K W S T W M Z R  
10 11 5 13 3 2 G 3 23 2 45 

Equipment: Environment Suh, HG12 Pisto[, MG-50 Light 
Mach~ne Gun. 

Speela! AblliSes: Survival Training: 3, Tactical Sense, Unit 
Commander 

HG-12 Pistol (hllMic) 
c c w w f i m v c w m S 4  
0 1 1  - - - r i g -  

MG-SO Ughl Machlne Gun (balRslic) 
a w w F m T R W F A 9 I  
-5 3 (~31 2 ( ~ 2 )  -2 . O  10 - 

Even with countfess offers by the different 
Noble Houses to join the ranks of Mobility and 
become a Noble himself, Konrad van Juntz 
remains what he started l i fe out as. a 
Sornrnoner-a soldier. 

Konrad von Jum 
fnd~vtdual Fome Commander, kmt one per army, mortal. 

Haupt Kaptain Konrad von Sunfz 
Iconrad von Junk sees himself as a soldier. 

The Bauhaus Militaw Hiah Command describes 
von Jun I field commander with 
a keen r use of heavy weapons 
and fie11 liers who serve under 
von JU~IU U ~ S L ~ I U ~ !  IIIIII d~ The Iron Man", with 
each soldier willing to follow Konrad yon Juntz to 

C Z F C ~ ~ K W S T W ~ ~ ~  
11 i l  5 14 3 3 6 .7 71 7 54 

Equlpmenf: Bergdahl Stonecleavsr Light Machine Gun. 
Environment SuFt, HG-12 Plstol. 

Speclal AW1Itles: Force Commander, Inspirat~on: 2, Strategic 
Insight, Tactical Sense ts as an e 

nind for thc 
d artillery. 
.a- A*. -L L  

, ., 
xceptiona 
? strategic 
The sold 
.- L:- -- 

Weapon Slats: 
Bergdahl Storwcleaver Light Machins Gun (htlkt~] 
a: w n M I l R w m s n  
-3 3(~31 2 ( ~ 2 1  1 = - 11 - 

Nero and back. HG-I2 PISIOI (het/a/x) 

Haupt Kaptain Konrad von Juntr has the 
C G W S I M l l R I R D A S 3  
O i l - . .  3 A 



Hussar Mortar Teams 
Prov~ded with extensive training to function 

as a cohesive un~t, Hussar Mortar Teams (HMTs) 
field a Brunner ML-5 Mortar which fires 80mm 
pounders. Because of the Brunner's superior 
range, HMTs are frequentty well out of harms way, 
deep behlnd their own lines. 

Hussar Mortar Team .- 
Suppofl unft req~jfred 1 m~iel, mwlal. 

~ I z w f m x w S T w b R Q E  
- 7 . . . - .  2 5 5 5  . - I  e ,  

Equlpment: Bnmner ML-5 80 MM M o m .  
Weapon Stats: 

Brunner ML-5 80 MM Martar ( m s w e J  
E R W h a I I W r n  R I 

- 1 -3 - 11 SecChan I 

Suppart Batteries 

Ducal Mounted HMG Teams 
The Bauhaus Corporate Military fieFds one 

main MHMG in active service- the MG70. The 
MG70 is a tripod mounted machine gun that 
chambers a ,303in round and is good for 800Q rpm. 
It is crewed by a pair of dedicated users that are 
specially trained in the use and the maintenance 
of the  gun. Ducal MHMG Teams are adept at quickly 
relocating these MMG where needed and even field 
stripping the gun, as required. This is a marked 
improvement from the heavier and very slow 
moving MG-90. 

Bauhaus uses Ducal MHMGs to great effect 
on the battlefield, especially once a defensive 
perimeter is set or a position fortifred. A common 
tactic is to set multiple MHMGs in a wedge-like 
crossfire, thus ensuring the  massacre of any 
attacking enemy infantry. In a defensive role, the 
MHMG is good for suppressing enemy-held 
fortifications, allowing Bauhaus troops b ckse in, 
without receiving heavy enemy fire. It is this 
versatility that makes the MHMG a staple of 
Homebuilder forces. 

Mortar Team Crew 
S u p p i  imper, requ~red 2 per squad, mortal, 

a m w m k v Q s T w m s ? E  
7 8 4 3 3 7 4 3 1 3 2 -  

Equlprnent: HG-12 Pistol 
Weapon Stats: I 

HG-12 Pistol &lli$M] 
E W S I M I L k W M A  
0 1 1 . -  - 9 - 

Mortar Team Spotter 
supporl squad leader, r~qwred 1 pw sq~ad,  m0Rd I, - - 

E E F W D K W S T W ~ F Z E  
7 a 5 1 P 3 1 5 J 2 0 2 A  

Equipment HG-12 Pistol. 
Special AMFl%w: Tactical Sense. 
Special Rules: Spotters must remain in command radius of the 

mortar, They can assume a crew posltlon by 
moving into base contact wifh the rear arc ol 
the mortar, but whrle dolng so they may not use 
their Tactical Sense spectal abil~ty. 

Du wl Mounted HMG Team 
Support asswafed ammenl, nqufred I model, morlal 

~ ~ R V L O B C W J ~ ~ ~ ~ F C  
. . " . 3 . . 2 . 2 4 3  

Equlpment: MG.75 Mounted HMG. 
Weapon Stats: 

MG-70 Mwnted HMG (bdlisfic, rend~ng) 
CC P3 SR ER IR W m S R  
- P 1x21 2 1x2) 1 (x?! . I  (X2)  - 14 - 

Mounted HMG Gunner 
Suppmt moper. requlred I par squad. morfal 

C C E A I D E ~ ~ ~ P , W ~ ~ F C  
7 i 4 3 S l d 3 I e 2 -  

Equlpment: HG-12 Plstol. 

Spectal bblllties: T a c t i d  Sense. 
Special Rules: Crewmen must stay In base contact with the 

rear arc of the weapon. The crewmen and HMG 
move as a mi!, with each using an action to 
move the group the weapon's MV stat In inches. 
If the HMG has a crew less than two, ~t cannot 
be moved at all. 

Weapon Stats: 
HG.12 Pistol (baktk) 

E F B S R h ' R L R E R r n S P .  
0 1 P . -  - 9 -  

Weapon Stats: 
HG-$2 P~Stol (bantstk) 

E P B W m L R W m s  
0 1 1 . -  - 9 -  

Mounted HMG Loader 
Suppod trwper, requfretl 1 per squad, mortaf 

m F c ~ w ~ W b h w ~ L F 2  
7 7 4 9 3 1 . 1 3 1 8 2 -  

Equlpment: HG-12 Plstol. 

Weapon Stats: 
HG-12 Pistol (baflisitc) 

E W W M I 1 R W I X I S A  
0 1 1 . -  - 9 -  



Skimmer Driw 
Suppm trooper, requirsd 1 per sqved, morlar 

E ~ ! 4 v ~ I x w s T ~ m s ! ~  
- - 4 1 1 3 - 4 - - - .  

Equlpment: HG-12 Pistol. 
Weapon Stah 

HG-12 Plstul (BalRstic) 
C G m 5 R m L R W M A  
0 1 1 - 9 -  

sari ke Skimmer 
The Str~ke Skimmer is a design from the 

House Richthausen subsidiary, Fieldhausen 
Motors, created to deal with the multitude of 
terrains within the worlds of the Solar System. 
Richthausen's vast industrial empire allowed 
Fieldhausen to create a new type of vehicle based 
upon Capitol's Shark Systems Inc.'s hover 
technology. The result was a much heavier vehicle 
than anything Shark Systems put out, an armored 
transport that was plated enough to withstand 
battlefield conditions yet rnainta~ns much of the 
maneuverability inherent in hover-type vehictes. 
The FH-01 Strike Skimmerwas welcomed into the 
forces of BauRaus and quickly included in its varied 
Battle groups. 

Amed with a Me90 Mounted Machine Gun, 
the Strike Skimmer can perform mobile weapon 
platform duties, as well as reconnaissance and 
transport. The Skimmer" mobility and speed over 
all types of terrain allows it to travel across the 
battlefield, probing enemy deployment andlor 
providing fire support and suppression as needed. 
As a transport, the Strike Skimmer can carry a 
small squad, who strap into the safety harnesses 
along the hull and stand on the running boards 
that flank the Skimmer's body. The troops aren't 
offered the same quality of protection as other 
transports, but the Skimmer's rapid movement 
reduces the amount of time that they are under 
fire. 

So far. the Strike Skimmer has proven to be 
a great multi-purpose support vehicle and has been 
seen in every theatre of war that contained forces 
from House Richthausen. 

Strike Skimmer 
Suppori unt reqwrw' 1 model, vehcle 

E ~ w d l D E w s T ~ m ~ ~  
- . . .  V2 - 6 23 5 95 

Equipment: MG-90 Mounted HMG. 
Special Abilities: Impnetmbillty 
Weapon Stats: 

MG-90 Mounted HMG ( b s d ~ t f c ,  mndhy) 
a: w 93 m LR m w s n  
- 0 l ~ 2 )  3 ( ~ 3 )  1 (xZ) - I  {xZI - 14 - 

. . 

ner Gunne 
trocper, requtre 

K W '  
0 > 

r 
d 1 per squad, monal. 
L b A c m a s r M d t r § z &  

, . 1 1 3 - 4 -  

Equlpment: HG-12 Pistol. 

Special Abilitleg: Ambush, Tact~cal Sense. 
Special Rules: The gunner may for one acfion fire e~ther the 

HMG in a 1815 degree flring arc or h~s pstol In a 
360 degree arc. 

Weapon Stats: 
HG-12 Pislo1 (baYsHc) 
c c w w m Y r w m S 4  
O U I  . . $ .  

52rik Kornrnande 
S~pporl squad specraksr, optimal up lo 2pwsqva~ morfal. 

E E n v m K v n r f w m ~ m  
9 10 4 1 1  3 t .I 6 l i  2 23 

Equipment: Dagger, MP-103 Hellblazer SMG. 
Speclal AWliSes: Deadshot, Fast Shot: 3. 
Speclal Rutes: The Kommados actlvab as crew members, and 

may fire their SMG trom the vehicle. It the 
veh~cle has made a move action, lhey w~ll suffer 
a -3 RC penal@. 

Weapon Stats: 
Dagger (slashing) 

M : W S h a L R W  IM S4 
3 . . - STt2 - 

MP-103 Hellblazer SMG (bafisNoJ 
CC W 9 W R L R E R m a  
- 1  21x2) 01x2) - ?  - - 9 - 

GT Off-Road 
The GT Off-Road is a modified armored car 

designed by Fieldhausen Motors for the armies of 
a1 the Elector Houses. Its chef role IS the safe 
transportation of Officers and Force Commanders 
on the field of battle, Also, its rugged design and 
the chassis-mounted MG90 allow the GT Off-Road 
to fulfill a very limited role as mobile amor, 

TQ that end, they moderately armored the 
chassis and filled the vehicle with redundant 
systems, ensuring that: both the GT Off-Road and 
its passengers survive a direct attack. The MG90 
operated by the Offroad's dedicated gunner 
guarantees that any enemy infantry that tries to 
engage the GT won't. 



GT Offroad 
Suppon rmnjr, required 1 mdel, vehicle. 

C c ~ R v m K W X Y R S F c  
- - .  - Y 3 -  5 2 4 5 9 3  

Equipment: ME-99 Mounted HMG. 

Weapon Stats: 
MG90 Mounted HMG (baCRl&, nrndlm 
CC m St ha m w m S A  
- n ~ ~ z j  3 (~31 1 (x2) -1 1x2) . 14 . 

GT Offroad Driver 
Sm~t trooper, mqutred r per muel, m o m  

E ~ m ' m - E m s r w & ~ ~  
. - 4 1 1 3 - 6 - , - -  

Equlpment: HG-12 Pistol. 
Weapon StaFs: 

HG-12 Plstol ( h I I f # J  

o c w w n a m w m a  
O i l - -  - 9 - 

GT Offmad Gunnw 
Suppa' trooper, requtred I pi model, mwlal. 

c c E ! % ' t D K D s T W f R ~ R  
- 1 0 1 3 3 6 - - - -  

Equlpment: HG-12 Pistol 
Speclal Ablllfles: TacHcal Sense. 
Special Rules: For one action the gunner may either fire the 

HMG in a 90 degree firing arc or his pistol in a 
360 degree arc. 

Weapon 5tak 
HG-12 Plstol @3//k1ic) 

~ w s r m m w n u l a  
0 1 1  - - 9 -  

Nofable Weapons 

Melee 
Dueling Saber 

Nobles and the Bauhaus officer corps wear 
these long-bladed swords. They are fight, strong 
and deadly. Used chiefly in one hand with a pistol 
in the other, dueling sabers are both a badge of 
status and an efficient tool of death. 

Machete 
Machetes have a heavy chopping blade and 

a simple handle. They are mostly used as bols 
for clearing a path through the Venusian Jungle, 
but they can cut through the limb of a person as 
easily as they can cut through the limb of a tree. 

534 Thermfte Lance 
The S34 IS an ingenious design from 

Strauss Industries, Inside the lance is a long 
segmented core of thermite pellets, each as long 
as a finger. The user arms the lance before a 
charge by pushing a button that loads the tip of CI 

the lance with a thermite wellet. The   el let is ianited . . 
just prior to the charge'and quickiy superheats. 
The now-superheated tip of the lance gives the (- t.auarr',,, 
user good armor-piercing ability for the first hit. L- 

Afterwards, the tlp must be replaced, as it 
disintegrates on impact. 

The Axe of Judgment 
Developed by the Brotherhood's BSessed 

Engineers for the Ministry of dustbe, the Axe of -- A - 
., -:- 

' 'I.. 
Judgment Fs a truly wicked weapon. It is a heavy , -. 
bladed axe that is designed to cut through both / ' ' ' \ 
flesh and steel with great ease. Housed in the haft 
of the weapon is the power supply, which is used 
to charge the axe for strikes against armor. The MP-105 
Axe is carried solely by the Executioners of 
Bauhaus' Ministry of Justice. 

Sidearms 
HGi2 Pistol "The Equalirer" . - l .-.- 

The HGI2 is a Iiqht automatic pistol that is .' --,.l 45 . \ 
carried as a back upfor regular and support t" ,  
troops. It has an eight-round clip and is chambered 
for 9mm ammunition. While it is a basic gun, its 
Bauhaus design guarantees its dependability in 
the field. < #P-103 'I 

MP-105 Machine Pistol 
The MP-105 is a Romanov Weaponwerks 

design that fires 9mm caseless ammunition. The 
caseless ammunition provides an extraordinary 
ammo capacity for its size and increases the rate 
of fire. It is light enough to be used effectively in 
close combat, and it truly shines at extremely close 
ranges. 

MP-103 Sub Machine Gun 
Developed by Romanov Weawonwerks. the 

MP-103 is a'large; version of the 'MP-105. It is 
capable of firing from the hip and has great use in fl 1 - -4 
house clearing or close assault operations. - 1  - -LA 1- ---? -. "a> -:+-a - ' Chambered for 9mm rounds. the MP-103 is a 
reliable weapon that sees much use in the ,, , \ >j 

trenches and urban conflicts of the Solar System. \), 1. lA\ 





reliable for its class, even under extreme 
circumstances. 

HMG-85F 
The HMG-85fT is an odd piece of artillery, 

straddling the classes between portable individual 
HMGs and teamed MMG. Designed to retract into 
a man-sized square "body", the 85iT can be 
relocated by means of the same wheels that rotate 
the 85rT when assembled. The 85rT chambers 
.40in rounds that are too light to penetrate heavier 
armor plate, but do considerable damage to both 
light mobile armor and infantry. 

MG90 Mounted Machine Gun 
The MG90 is the heaviest machine gun in 

the Bauhaus Corporate Army. It chambers 
massive .50in machine gun rounds and must be 
mounted on a vehicle's hard point to fire. It is 
rninimatly effective against armor plating, but its 
effect on light armor and personnel is devastating. 

VA-74a Autokannon 
The VA-74a is a very brutal weapon. 

Chambered for 20mm autocannon rounds and 
utilizing a rotating multi-barrel, the VA-74a is 
capable of blowing apad light mobile armor and 
liquefying infantry at close range. The weapon's 
extended barrel helps the user engage heavier 
armor at medium range. Developed by Viktor 
Alexander Industries for use in their Viktor 
battlesuits, the VA-74a is certain to make its way 
into other armored division weapon systems. 

Launchers 
GW-170 UBGL 

The GW-170 is a simple, breech loading one 
shot grenade launcher that can be mounted 
beneath an assault nfle. The 30mm Rifle grenade 
is loaded by hand in a slide breech found under 
the AR. There is a separate trigger for firing the 
GW-170 beslde the AR's clip assembly. It fs a 
simple weapon with a simple purpose and since 
it is Bauhaus quality, it always gets that job done. 

GL357 Wrist-Mounted Gt ,,..tL/ 

The GL357 is a specialist weapon, worn 
anly by unhinged individuals who do not mind 
having a bunch of 30mm rifle grenades strapped 
around their wrist. A revolving mechanism locks 
one grenade in place fox the user to fire. Recoil 
on the GL357 is transferred into the weapon's 
wrist brace, which is firmly locked into place 
before firing. its chief advantage is its portability, -; 4 

since the user can hold sornethfng in his or her . 
hand while the weapon is not in use. 4 

GL405 Grenade Launcher ( MG-40 LMG ) 
Hand-held grenade launchers resemble 

very basic shotguns and operate on the same 
breech-loading principle. The GL405 allows the 
user to fire a 40mm spin-stabilized impact 
grenade at range. The inaccuracy of such a 
weapon has been improved by Bauhaus' superior 
rifle design. making it one of the best on the $ $ market today. ? d f  . u k  

L* \fi-.r. -7 
ARG-17 Roeket La 

The ARG-17 is a Rc feawonwerks , 
luncher 
>manov V\I 
und revol . -. . 

I ,  

design. utilizing a six-ro vinb hopper * 

loaded with 120rnrn rocke~s. Ir IS an extremely 
user-friendly weapon with a bullpup design and 
ergonomic controls. Reliability is in the top of its '4 C Panzerknacker ) 
class and the ARG-17's payload can be 
staggered for either anti-personnel or HEAT 
rockets. All of these amenities make the ARG- 
17 a top-notch weapon. 

ATMLl 00 Firefist Missile Launching 
4"' .- 

Platform 
The Firefist is an experimental weapon 

from R~manov Weaponwerks. Using Guided 
Missile technology purchased from Cybertronics, 

-* ' 
it allows the F~refist user to remotely guide 
missiles in flight. By means of a joystick on the 

M- '.fid. I 

grip of the ATMUOO, the user can maneuver 
around obstructions to hit its target. While not $ 
as powerful as a Roeket Launcher, the tactical 1: . 

applications of guided missiles are limitless ( ARG-17RL 
within the limited confines of jungle or urban 
terrain. 

AT-1128 Rocket Bods 
The AT-v28 is a simple upgrade to the 

Viktor class Battlesuit. The unit fires 28cm 
rockets from a honeycomb launcher attached to 
the shoulder joint of the Battlesuit. The rockets 
are capable of knocking out mobile armored 
targets at range, which is the unit's primary 
function, but are considered gross overkill 
against soft, infantry targets. 







any Imperial Clan is to attack us all." 
As a people, they will fight to the last, never backing down 

from any conflict, always seek to strike back with twice as the 
force they receive. The same can be said of their business tactics, 
as well. Everl, agreement is enforced to the very letter, and 
lmperlal wlll fiercely defend any contracts it enters. The troops 
of Imperial offen best their enemies through sheer will and 

characteristics infused with a near reverent 
ns that rule them. 

OVEI r l l r  *pan af years, the determination and 

. . -  
Iwn exponentially. In truth, acquisition has 
erial's core. While Bauhaus and Capitol have 
L corporations from scratch with their own 

resources, Imperial's sliategy has always been to either 
purchase or conquer promrslng bus~nesses and reorganize them 
to fit into the lnperral way of t' l i~nk~nq 

Imperial is an anqtocratic Megacnrporation that is headed 
enity, awned and rul ilies- 
cl governed l ~ y  t h m  I ' this 

.LUl Yl adopted d~rectly iron :r rr I ILUI I ~ I  ahies 
ot humanity, and thus tradition is considered law withrn Imperial. 

The head of this gigantic organization is the Irnper~al 
Serenity, an honorary title rnstitirted tn makc the Corporation 
more unified, to grve ernployaes P figurehead alld to ernphaslze 

<ample, a model of piety and goodness. The 
ander and CEO has hniited power, though 

declsron-making ability lies in the hands of the 
- - -- ,- I-arllament. 

The history of the Imperial Corporaticn is  one full of 
adventure, betrayal and intrrgue, imperial def nitely has rliore 

--utvers~ry rs our power. Unity is our strength." than its share of civil servants. tales of Irnper~al's proud past 
)r individu; ually - His Serenity M rrdoch, - ~t of red t: lften 

the first w e  Leader of Imperial men ana women are tne reason 
111dk I ~ I L ~ E I ~ ~ ~ I  wrls CIU I~  LO uecorne a s~zeable Corporatron, as 

Imagine a pebble. well as bt keeps l r n ~  trenched in thelr 

It is a small thing really, almost beneath notice. In aFI current p 

likelihood, it cannot cause harm, nor fill one with dread. But I 
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plunder, a scattered targel ror larger and more powerful Imperial was originally founded as a consortium of smaller 
opponents, 711s IS hardty h e  cese. fam~ly-run buanesses that banded together in an effort to 3 B 

Imperial def~nds its values and colors with a Passion and challenge Caprtol, Mishima and Bauhaus and become the fourth k 
resalve born from Its harsh  and oppressive beginnings. When of the emerging Megacorporations. It was a bold plan. Each of 'e 
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disgusted by the depths to which the Kingsfields had been willing 
to drag them, sided with the rest of the clans against the 
Kingsfields. Almost afl of the Kingsfields' other allies deserted 
them soon after. 

Nigel King !d 
and hTs would r nr 
knew Hwt ,  were tney ro oe capturea, me penaltres rar tne treason 
that the Kingsfields had committed ~oufd be no less than death. 
Considering some of the ruthless practices his men had engaged 
in, he was certain that death would be only something he prayed 
Tor. Against tlie assembled forces Innpet ans, the 
I<ingsfietds made a last stand rn their home-for !ep within 
the asteroid belt. They could not prevail age :onceded 
effort by so many after waging such a long and costly war against 
the Murdochs. 

investigators chalked it off to the Kingsfields having been buried 
in a section of the crumbled castle that they had yet to excavate. 
Despite further searching, however, the bodies were never found, 

r-. Kingsfield people !heir 
~nslaught, and thost after 
few members of t h ~  3 not 

present tnat say, most notably young Klcnara Klngsrlela, the 
grandson Kingsfield, who had been whisked away to 
safety by soan after the Barthofornew' treachery was 
revealed. 
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Ric sfield's offspring survlve ta this day, but the 
power of 2 great family is much diminished. In the 
aftermath ad Struggle, their clan was stripped of most 
of its assets alurly with almost all of its political clout. They are 
still proud to remain one of the independent clans that refuse to 
owe its allegiance to any other, but many believe that this is 
only posturing, as it's widely held that no self-respecting clan 
would ever trust them again. The fact (hat Kingsfield was not 
eradicated to the last 1s a testament to the mercy of the 
Murdochs, who co~lld see nn point In condcmring a I-year-old 
chiTd to death for the crimes of hrs parents. They were not 

after all. E is not R S I T J ~  07 weakness. Bauhaus 
T ~ E  

credence 

~ n d  mercy 

, Richard', 
?ory that t 

! fact that s holav WRS I ~ P V ~ T  remvered led 
to the thc he Klngsfields had been involved 

with some aspsct af Dark Symmetry, whetlie- vla one of the 
Dark Apostles or directly through the Dark Soul. Same of Ihe 
Bartholomew's of that era hintsd zt that berng the reason that 
they had finally broken with the reneqades, but no one ever 
explicitly stated that as the rt possibl~, however: that 
the Bartholomew's, who were ddle of assurning power 
over Imperial themselves, wer, to assocrate themselves 
with anyone tainted by the Grsa~ WarKness, 
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In the end, the truth of the matter was never entlroly 
revealed, Camelot is deserted now, its structure s~vs re ly  
compromised serving as an ever-present reminder GI the 
calamity 1 >ugh! when unity is not maim lnior 
h a s  it tli; occasionally use Camelot e of 
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In the climactic battle, the anti-KingsfieTd clans, now led 
by the the best in the war to that date, the 
Barthc ~ u l d  not brmg the sole remaining 
renega blot's defenses were simply too strong. 
The ~ ~ ~ L I P I V I  I WmD I lCIUF ~3 "bomb the stuffin" out of the 
asteroi llow it up with a full-out attack. I * 

operation 3ne has ever tried very hard to conrlrm this. 
Legend ;IIW >.UV=S that passing ships have seen men and 
women in ancient lrnperiai arrnor wall ng the battered 
battlements of Camelet, but no one has E n able to capture 
these figures on film. 
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L m e  found that 
the rool L,I lllG lad ed nothing 
more than a medleval castle carved out of the asteroid's 
so[id rc ~llapsed, killing most of the people within. 
I1 is be 3 included Nigel Kingsfield and his five 
adult c aaderless, the Icingsfield people fought 
on, hut having no way to coordinate with each other, Ihey 
soon Fell bcforc thc fury ot thc~r crlcrny clans. 

In the Sad Struggla's aftermath, Imperial 
investigators searched the rubble of Camelot far some 
sign of Nigel K~ngsfieldk hody. No trace of hi ns 

coulcl be found, nor of anv of his children en 
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in1 ; jockeyed for positions af power t Id last down 
thtvuyrt LIIE centuries, all the wllile aware !hat any misstep that 

hat wou 
. - &  . 

brought additional shame upon the clans' collective head wouTd 
be dealt with most harshly. Several clans were suspended during 
the restructuring for crimes zgainst their fellow clans. Others 
wers outrig1 nernbership, although lnciden ~t relieved 

s punishrr 
? more prr 
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incurring thi 
Some of thc 

definitely few and far betwee 
lalcontent /=actions in the out,, 

rlm are actually oescenoarlls or sonie of theso banished clans. 
For t h e  most  part, the clans fel l  in behind the 

Bartholornews, who had, 91 least for the time being, won the 
grudging support of the MacGuFres and Murdochs. This was a 
tin 
nE 
frc 
dc 

i e  in which the individual members that made up Imperial 
!aded to provide outsiders with at least an image of z united 
mt. All three of the other Mega powers would shut Imperial 
~ w n  for good if they thought the Sad Struggle had hurt them 

testamenl 
rations inti 

as badly as rt actually had. It is a 
that it could foal the other corpo 

:to Imperial's audacity 
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still strong. Not since the founalng or the corporation had 
Imperial had such a bindina sinaularitv of nurnose, and the 
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Struarrl~s and Resen frnents 

3 ramifications of the Sad Struggle were felt long after 
it o its fiery conclusion. Altho Bartholomew 
@ from the flames by Far thf ,werfi~l of the 
remalnlng clans, it had made many enemies by siding initially 
with the Kingsfields during the Sad Struggle. Amongst these 
wers the nexl two most patent clans: the up-and-coming 
MacGuires and the farmer ruling clan, the Murdochs. 

At first, the cram banded together to ct 3 on 
rebuilding their former empire. Imperial wound1 ladly 
durrng the years of its civil war. It had lost a gr ~f its 
market share to the other Meqacorporations, particularly ~ap i to l ,  
w j any and all of tmp rtian 
hs 7ands on. 

In fact, mast of the properties that Imperial had acauired 
and held through armed corlqiirlst ware returned 1 ginal 
owners during lh? d ~ ~ s  ~ , f  Zlle Sad Struggle. T ~ E  :lans 
sold these holdings Il~clck when the war began anr Ilzed 
that they could not I~o:lh rn~intarq so many exter~~r p ~ ~ . t . s  a.nd 
still hope to stand tall in that lime of war. Other greedier 
clans tried to keep till uf I heir harcl-won properties within 1, 

the clans who had beEql I IHII ,El ly t l lUI ILI IJ  UCIWIG Ill;tantly gave 
to their lives ornic might. 
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these formerly adversarial clans were forced to work not in open 
conflict, but together. Because of this genuine uneasiness with 
each other, Founded an nothing less than twenty years of 
bloodshed, the legenc s formed. jcracy wa 
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fears that each clan I before the 
Parliament, Jasper Bartholomew lnstrtuted a: staggering number 
of ministries and sub , to rnvest e, 
cross-check and settlt solution, 2 3f 

Imperial ever had to lut. While i- 
numbing amount of paper-work, it had the ertect ot cafmlng the 
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paranoid fears of the clans. After all, with so ma1 
representatives from so many different clans laborir 

ny differel 
lg over ar -.... nm* . giving input on nearly each and every matter of of 

importance ?r, any kind of politir 31 intrigut ? that migl 
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their grasp until they were forc~bly stripped from 81etr hands 
while the bulk of t h ~  t ~ c  

Although the lift ? 
Sad Struggle, the e : c I 
as devastating to many of the dans. i f  not actuz,,, , , , , ,z  
so. United only by the need to survive in the harshly 
competitive Megacorporate universe, the clans banded 
together strongly behind the one clan that had played both 
sides in the struggle correctly long enough to ensure its 
rise to power: Clan Bartholomew. Jasper Bartholomew, 
patriarch of his clan, was installed as lnterlm Ser~nlty, 
and under his leadership, Imperial began their walk back 
up the long, sfow road to economic stability. 

While the Megacorporation healed itseC, all political 
bets were off. It was a wild time to be a part of Imperial. 
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enemies during the entire sordid affair was Clan Paladine. With 
the endorsement of the Brotherhood, the first Paladine Serenity 
was instalTed and the Bartholemew control of Imperial ended. 

Business 
"ti ' is better 

-SE 
to ask for forgiveness than 
!an Patrick Murdoch, CEO Mi 

permissi 
~rdoch Inm 

bn. * 
vesfmanls- 

Imperial Today 
.ecent times, hundr lities 
)led off, but they h I T F ~ .  

today are more likel utive 
boardroom, often even behina Closed doors, rather than played 
out in a vicious series of gunfights on t h e  streets of Luna. Still. 
given a chance to bring the Bartholornews down perrnznenlly. 
the Murdochs or the MacGulres wouldn't think twice before 
leaping at it. 

Today, the G even rno 
through methods n s hostlle. The Bartl 
has an open politic 07 opposrrion within the corporarlon, s~cll~wr~y 
maneuvering their opponents and advancing their own positions 
incrementally. The MacGuire's zre lthe~r strongest opponents, 
while the Murdoch's tiy to stay beyond t h ~  though they doubtless 

le MacGu~ attcr two Great Clans control most 
fitable toll the  heavy indushy within Imperial, 
! Bartholr ontrol rn~.rch O F  Ihe military and 

txpealuonary Carps. I he Imperial Serenities' of Clan Paladine 
have spent hundreds of years lsuilding up t he  strength of the 
ISC to make sure the resentment of these clans does not ever 
enlpi und7~cked again. 

spite the Great Resentment, the clans always stick 
tc against outside threats and when dealing with external 
K ;uch as the conquest of new colonies. 

n urllque business strategy for I ~ I ~ G I ~ ~ I  2s the openih, 
expressed philosophy that armecl conqr~est is a legitimate mear 
for acqu~sit~on. This is prinlarlly ancl frequently practlcecl 
remote settTemen:s on Mercury, Venus. Mars and most remnH 
Ganymede. While other r;orpamtions buy 01.1t SLIC~I competitors, 
Imperial might very well send in a Special Forces Team armed 
Icr tlie teeth to conquer all established settTemenl. The same 
v ~ o l ~ n t  strategy is practiced when it concerns bunness. It IS a 

phy that incl~,~des acute planning before a ventllre 
akes are high 
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In its 
reat Rese 
ot quite a amhition ta become selfpraviding, the lmperial 

business empire has grown to include just about all branches 
of production. The only products that might be called atypicarly 
lrnperial are their arms and armor, which always, almost without 
any exceptions, are the heaviest and most powerFul on the 
market. support tt 

of the pro 
whiCe thf 
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Imperial is unique among the Lorporations In that ~t IS 

more of a conglomerate than a Corporation. Each of the 
individual Clans is like a smaller company on ils own, but 
together with its fellows makes up arguably the strongest of the 
Corporations. They corns from a wlde variety of backgrounds 
and bring a diverse range of talents and abilities to the Parliament 
that are free to prosper under Clan systems. 

rate - 

The industry of Imperial has always been 

" T ~ E  BmpahlaB Bglflt characterized by spec~alization. Each Clan 

r tends to cover its awn particular area of interest 

TAa heart tfiat beats withrn Imperial w ~ t h  tittle redundancy. Once a Clan has 

f- sl hibiting Zha kind of resilien~e -- ,tished ~tself at the top of ~ t s  field, the 

b , of trial. Unlike Corporat~ons s '  ~nlerest In that field qu~ckly drops off. 

111 ,,, ,, pionewing splrll is actually att, there's little need to dupl~cate efforts 

F stronger at the lower levels of lrnperial society, wrthin thk Corporation. 

than among the nnhil~h Most specialties el mines or is 
b The loyalty arnonq the military of lrnperral determined by which s the clan 

1 .C is unprecedented vrhcw both seldlers and controls In the Irnpenal rantament. Clan 

citizens F 311 pr~orrtv cn sscr~fice Tlie Dunsirn started out as a paper makin 

e source of I L I S ~  14 a hlend of Clan pr~de packagtng and distributing company, and thi 

and a tre sense o: honor In a society it" now responsible for the Ministry of Fom 

where every person IS almost equal-apart from wh~ch makes sure that the vast Imperi- 

p the unreachable nob~lity-:mly honor and glory bureaucracy i? I with the staggering 
separate the weak from the  strong, thp  true sons amounts of pa[ needs to keep moving 

F and daughters of Innperlab from the rest of forward, howe that may be. While 

Jn an doing Clan Dunsirn nas dozens o f  other 
F I m respons~bilit~es that may change  over t h e  

F he thirst 
decades, rest assured that they would always 

01 be in control of Imperial's paper prodtfcts. 
rur L U R ~ ~ U B S L  aiiu prvlrl uurrlind1t.s every facet 

0 of their lives. The citizens of lrnpenal are a very This strategy makes Imperial extremely 

proud and proficient peopte. One of the greatest g In some ways and hombly vulnerable 
A cornpl~rnants that can be paid to an lrnperlal lers. While ~t does prevent several Clans 

F person IS "cornpalent". Unfortunately ' Jrn concenrrallng rneir efforts in Ihe same f i ~ l d  past the pant 

died to all Imperial citizens; particularly t d~rnlnishlng returns, if one sort of catastrophe or another wipes 
p the Imperial bureaucracy. , ~ t  the one Clan proficient in a particularly rrnportant field, then 

. . a .  

nciet!, is 
orn frorr 
ke Mish 

othet 

\ 
After 

strong, ex 
I centuries 
irn" kk;" 

)lace a h11 
this fanall 
mendous 

-- - 

; scrppliec 
~emork it I 

ver slowl) 

humanity 
the utrno! 

fvr .-- - - - - -. . 

. There is 
st in the s 
:n in civili 
.--A ---I . 

no glory ! 
ervice of I 

catsr thi 
~perial. 

an areas 
---I?.. -J-- 

! work, 1 
-&^^ -. .. 

. stron 
L A. in otl 
k .-*--. L , .  

citizen is 
term can1 
entrench1 

to say a 
not be apF 
ed within 1 





The one thing that keeps the Imperial economy going, 
besides their efforts to constantly expand their empire. is its 
thriving r lustrial co I E S  ties in nicely with its 
policy of :quisitian. e Imperial military IS in 
regular n  re and b ance and the means of 
delivering 11 ro me enemy, this aaas up to a steady demand for 
the military industrial complex to fulfill 

In this vicious circle, the statc for a growing 
emnomv creates a need far exrransia~ arku cu~onization. This 

zed for the I i y  o i  
either in tt :X or 

i r  upon Ir for a large p . this 
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;trial camp 
's theoreti 
but since t 

lpbn yl IV15a LU UU UoLIIc Y r l l l  YVIIcLll$ir i l  be o t ~ ,  
Mishiman food distributorshrp or a piece of land coveted by the 
Dark Legion, why should Ihey. Fortunalely Far Imperial, the 
return of the Dark Leg [on couldn't have been at a better time for 
its war machine. 

engineers, geologists, construction workers, administrators. 
craftsmen, and their families, only a small unit of regular soldiers 
st; ~ n d  defense purposes. 

crerial has I thousan1 311 

se ?rcury, Lhe )eft, Luna, e, 
Venus and  ally, they accommodate 'I ,000 pioneers, 
hut the largt mxpanded far beyond 50,000 and become 
small cities. Id settlers struggling for Ihe growth of (he 
cornoration ~ I C  I eydl Cled as the areatest of heroes and are held 
in her esteer :rat in Luna. 
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The process of decision-making is complicated, as is 

wything within the gigantic Imperial government bureaucracy. 
le demands for democracy and justice are so important that 
lthina is permitted to go wrona. and therefore every decision 

~e hecked, re :ountless departments 
er develapec d by the High Court, 

lec~ea ant ed again t Ily receiving approval. 
The lmpestal Bureaucracy Pactor (IBF) is a comparative 

count of the number of bureaucrats per 1000 Imperial citizens. 
The current count is 155 and is a good indication af imperial's 
level of administrative red tape. White the IBF l~inders the speed 

ion operates, it alst 3 hindrance 
s. IF, or more approy; en, Imperial 
 tio on by the Cartel, it ( i t  a vefltabte 
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The Parliament 
The great policy-making board was named after an ancient 

form of government thal rt mirnrcs fa~rEy well. The Imperial 
Parliament Is broken up into two houses: the Chamber of 
Commons and the Chamber of Lords. While Members of 
Parl~ament's (MPs) memberships are acquired differently, they 
pretty much both do t h e  same thing, which is setting the 
Corporation's policies. 

mant Is a dazrling body of r liforrns and 
CE swords: gold and silver rank : expensive 
b l  uits and briefcases. The C of Lords is 
comprfsed of Nobles and b[ue-blooded men and women, 
aF ler of each Cfan. C 52 
CI @presentative. Appc 19 
a: alns in his or her C1 

:hamber of Commons sirnilz le 
ive from each Clan, but tht je 
yone employed by a Clan ha t to vote lor 

.. elr Llan s representative, thus making tnelr collective voice 
heard within the corporate government. Each employee gets a 
single vote, no matter Row many corporate shares they own, 
making Imperial one of the most democratic organizations in 
the entfre Solar System next to Capitol. 

Between these MPs are Parliament's three untouchab 
Advisors-representatives from the Brotherhood-perhaps tt 
most influential persons rn the empire, despite the prese 
C,  
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Colonial Growth 
Imperial is the most successful Corporarron when it comes 

to founding new settlements #stile conditions, be 
hostile due to the environmt ~r because of unfrk 
forces. 

A typical expedition is initiated with an armed "claiming" 
sortie being landed or dropped into the zone, rnlne, production 
complex, oil well, refinery, or the I~ke. Next, when the perimeter 
has been secured, a small. clearing 4s opened to allow units of 
engineers to safely drop their equipment and vehicles. I f  
resistance is found at the site, it is either eliminated or the 
claiming force is picked up on a predetermined spot. 

Otherwise, a landing strip and defense structures are built, 
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P One can always tell Barthotarnews t impeccable 
P per-sonal appearance. They arn always seen in only the finest 

suits and smartest I and they y Ihe most 
P expensive briefcases. I wear tht nmed short 

P and neat, while the let their grow long. 
Bartholornews aw often accused oi being far too r,onservative, 

C ~ L I  is how rt has  gotlen illern to where lhey are, few to 
ar~ heir success. 

* WE GREAT CLAN MURDOCH 
Not so many generallons 

rn lo, the Murdochs were the 

P' ~lndisputed leaders of Irrrperial. 
I\lot only were they the strongest 

B Clan economically, they also had 
a firm control over both chambers 

P Parl~amsnt and a lock an the 

6 rone. That all ended, of course, 
~ g h  to suppori to do so. Yet. r i n g  the time of internal strife 

P Moat IlllpG, ial citizens, while they hold no lave n~lown as the Great Civil War. 
Bartholomew in particular, are perFsci!y content with the job The Bartholo-mew 
that the Bartholamews are doing. In an effort to ameliorate fears administration has never 
that Clan Bartholoniew would ahuse rts pasition of supremacy, the level of control once 
the clan threw its support beh~nd  the independent Can Paiadina's enjoyed by ioch. While the Bad s may have 

p bid for the Serenity. While !he Paladines realize that they owe emerged frt ile time as the new rnongst the 
the Bartholomews a great debt for placing them in the Serenity's clans, tiley d to form a coalition t their might. 
seat thev do not allow their benefactors to hold any illusions Because of that, tiley were compelled to make sacrifices that 

P a . influence :ally. the Murdochs never wo~lld have conceded to. For the first time 
f Clan B, ke Sir James since Imperial's founding, the most powerful clan could not call 

F @ :h of hls t Mark, Count the Serenity its own. 
M~chael and Earl Byron-holds a prornlnent position in the ISC, The Mrrrdochs remember the time before the Great Civil 
an orcjanizaton dominated the Bartholom@ws. This W,r 3s one of great peace and prosperity for Imperial, unlike 
conlf~ftable situation explains how they have managed to r@main today. critics maintain that if things had actual-ly been as 
in such a posltron of Rower desprte the pressures Won them ,, the Murdochs would like to believe, the Great Civil War would 

C* fr :ver have taken place. Tlie Murdochs ~ t ,  had it not 
C ?en for the Eust for power of Duke Sir I ngsfield. no 
rt L ~ I I V E  1 1 1  LIIE L . ~ I ~ ~ I I U ~ I  UI CIU~I rch rebel-tion woilld ever have taken pl; 

P' James' daughter. Lady Emify, is a supermodel who nas Regarcless of the chosen perspective, these arguments 
marri-ed into I ~F :  L ~ T O ~ ~ C ~ A  17 family R marriage of political have only the divisions tllat now exist+ From these 

P convenience, it has always fleen recognized as a joke by the the ~ ~ ~ d ~ ~ h ~  initiated a passive, cold war rabel-lion 

p Bafiho~omews and Dr'Jugans, as well 3s by the general against Bartholomew rule, regarded as the Great Resentment. 
public. St ~ v ~ l y  1s well Invsd by of the 'Drougan 

! the Bar-tholomews have 3n p Clan. evt ushar~d. Gemold. is represents the  old on Irnperiai government +a! 
Drougar Chanli ler of Corr ement~ng the 

Qf they have met with only mode ite Bartholornew's grip on Parl~amcnt. 
; tali from grace, Clan Murdoch still wields great power wllhjn 

P Members of Clan R:-~rl!iolomew are destined to ~periat, and il is not afra~d to use it. Murdochs can be found in 
powerful positions within Imper~al. the Brotherhood, ant g h  offices throug-bout the Imperial administration, and 
Cafiel, due almost entirely to the Clan's influence within tnese particularlv j n  the defense forces, heavy industry, and business 
bodies. Still, these clan mernbc erfectly qualified for their 
jobs, as Sir James does not be ;upporting incompetents. lurctochs have fed the flames o i  

p He demands success at  eve^ and the utmost loyalty 10 th they who lost the most in the 
the clan, and he gets it. 

Pi Great Ovtl War, and ~t Irlcs them to no end every time they ha 
The Bartholornews' palace on I le of the most lo bend a knee to another Clan. They have sworn that somed, 

striking and magnificent, rivaling even t rg itself, they will reclaim the throne that is rightfully theirs as the founde A it serves as a boarding school an( of Ihe entire Megacorporation. It is thrs single bone of con-2ent1, 
p University, each of which is open only to clan members. Each ;h ~lled any peace process that might haw se 

college wit-hin the university is equivalent to a standard school b, d and even completed long ago. 
except for the military college, which accommodates both cally, the Murdochs distinguish them4 ~rn 

i reSSe3,  i 

The mer 
8 wonien 

carry on1 
?ir hair trir 
tresses 

seeing i 
g~re  with t 

I f '  - - r,- 
cannot gi 

Clan Murc 
3m that v 
were force 

hob-mew 
I power a 
to suppofl 

bout ho 
Tt11 

w far their will get tl 

artholomt 
three snr 

?ern politic 
3w is Dul 
IS-Couni 

. .. mew. Eac 
- . -  

;om so r 
:omman 
eprcsen 

reni adver 
ntire ISC, 
.A ?-.L--L 

saries, Mi 
while Byr 
^ *  *C  ,--- 

3rk is the ! 
nn is the 
imons. 

assert tha 
CarRon I<i 
ace. 

.ill, Lady Ei 
?n if her h 
is in the 

members 
not. She 

Irnons, c 

tried to I t  
aver the 1 
ra-te succ 

:sen C1i 
2ast sevel 
ess. Desp; 

. . 

While 
urdoch's t 
:nerations 

its 
hold 1, 
1 the hj 
,..-. 

:rs are p 
l i e v ~  in : 
f level 2 

i t  sectors 
Over 

e Great F 
. -. .. . 

the centur 
bsentrne~ 
. . . . 

,Yes, the N 
nt. Ft was . .  .. 

-una is or 
he Readir 
f houses 

at has sta 
?en startet 

Physi selves fro 
_ _ _ I  



Imperial ponyta ?re Murdochs never hair, not 
for their entire li ern, their hair is a a strength 
and virility, and lney reruse to part with even a IOGK OT it 

In all other ways, the Murdochs are just as tradil 
st of the Clans in the Megacarpora8on. They follob 
of morality that dictates their clothing and their b 

The men wear high-collared shirts beneath luxurious bta-zers. 
At most times, they wear pants with high-laced boots, but on 
formal occasions, they wear thew traditlonai kilts accompanied 
by ornate. ceremonial dirks strapped around their waists. 
Womt fresses that cover th  rely from 
ankle 311 ,ants only 
when S( ilerlc training, and 
a1 thest: ulllas, ulay usua~~y w e a l  fun1 uvn~a l l ~ .  During formal 
athletic competition, they are permitted to wear sho~ 
although they must at least cover the knee. 

Clan Murdocch's power is mostly concentrated a,, ,,,,,,, 
as it has been since the founding of Imperfal. ' j control 
most of Fmperial's crude oil and mineral indl hich are 
the base of their power. Unlike most of t h ~  m s ,  the 
Murdochs have refused to invest heavily in , ,,,,,,. Instead. 
they have preferred to quietly funnel resources into Her Imperial 
Serenity's projects for years, the most fruitful of which has been 
the acquisition of Ganymede. 

Mars is also the sight of CIan Murdoch's training grounds 
for their military forces. Serenity's Military College. which is on 
a par with Paxton, the Barlholomews' own private military school. 
The Highlander Clan Warriors are trained here alongside the 
Murdochs' own Special Forces, the Golden Lions. Only the 
Wolfbanes and the legendary Blood Berets come even close to 
these two units in battlefield valor and prowess. 

a top executive in the Ministry of Conquest. 
Despite Iheir rise in power since the Great Civil War, before 

which they were simply a minor. albeit wealthy, clan, the 
MacGuires are most renowned for the patronage of the Wolfbane 

rdas. The Wolfbanes are a Special Forces unit in the 
Toms, which remains independent, in name at least, 

from any Clan. The chain of command is a bit complicated, but 
in practice, the Wolfbanes act as a kind of mer-cenary unit, 
whlch operates for free when running operations for the 
MacGuires. Of course. when cal-led unon to do battle for the 
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,ch of the I . . 3d for thei~ . .. - -own 
accornplrshrnents, but none has mana-ged to reach the Duke's 
status as liv~ng legend. The Duke 1s a tall, broad, steel-haired 
man in his seventies with a gleam in his eyes belying his age. 
The years have been kind to the Duke.  He regularly works out 
with the Wolfbane call still take on men and women 
less than half his ; 3s sworn of/ battle since the death 
of his wife, Millie, ir IF assa~llt on a Dark Legion citadel. 
While he seems to , ,,,, ,,,dined !IIS rest for the rest of his life, 
the sounds of hatt-le no longer brfng lilm lov 

Due to his change of heari, the D u l ~  has, in recent years, 
worked hard to brrng about peace amongst the ctans, 
Unfortunately, he and his chil-dren do not see eye to eye on this 
issue. Malcolm, Madeletme and Michelle still relish the feel of 
batt-le far too much for their father's taste, bu: his good nature 
and the wisdom his years have brought nim seem to be winning 
them over to his point of view, however slowly. 
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Of courss, the decis~on to end hostilities between the clans 
does not rest entirely upon the shoulders of Clan MacGulre. 
Each Clan has their own agenda, and the prospect of altering ' 

these so that the Clans all strive for the sam3 goal is nothing b THE GREAT 
The mem 
.,:rn hnlrl r 

' C U  N MACGUIRE 
bers of Clan short of staggering. It is a battle that Duke MacFuire sirn~ly 

MacG",, d ,u,, ,nore pride in cannot win alcne. 1 
their an DL  ire long ago recognized that if he wanted to 
Barth t ' ~  truly a R  &arts and minds of his fellow lmperiats, he 

7 

possi PY needed ntrol of ihe media. The person that controls 3 
~ U ~ ~ I U U J  vuaII IVI12 ln the medla, he ress~ne@ rnntrnlc > a r h c i t  infnrmatinn riti-renc 

prominent places at the top receive, and more impo 
of Imperial's administfa-tion. the Duke has r*-mn +-J 

For ~nstance, MacGuires and peace amc ..,,. ., ,, 
dominate the Ministries nf a united force thr 
Industry and Conquest. the  nark I nninr 

losition th: 3n even C1 
If tha 
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rtantlv. how they receive it. Recently, 
. 

.,,,, , u,,-,,d to insert messages of camaraderie 1 
~nnqf fho clans3 urglng (hem to band together in 
,,,, ,,: ,, ,dt which threa sstroy them all- 'r tens to de 

., ,- --. ,. .-uy.u,l.  I 
While th? Duke may believrs in ongst humans, 

he holds no sdch illusions about the rorces or the Dark Soul. 'I 
Divided, the Imperial clans arc half the fightivg force that they 
could be. Quite franklv, the Duke doubts that this will be aood 1 

Truly, the Great 
Resentment is simply the 
Great Civil War gone 
underground. Never do the 

peace am 

MacGuires openly berate the enough. Withcut a reiewed unity, Imperial, along with therest 
Bartholornews, and rarely do they even publicly disagree. Politics 'I 

Clan. 

I.-- - - 

and influence have replaced armed conflrct and guns. Some 
f , may long Tor the old days of the  Great Civil War to return. for at , ' - .  , ,fi . 

Duke Sir Rowan MacGuire heads the h ? clan with 
his son, Malcolm, and daugh-ters. Madeleine ana ~wichelle, as 
his seconds-in-command. Earl Malcolm, 49, Es Imperial's foreign 

minister, Lady Madeleine, 48, is "z lgsnor" (supreme 
h comn~anderl of lhe Wolfbanes and Michelle. 39. is 







are the ones that the common people look up to with respect 
bordering on awe. More almost than Parliament, the Special 
Forces are the glue that binds Imperial together as more than 
simply a conglomerate. The selfless interaction and teamwork 
between men and women of dfsparate upbringings and 
backgrounds is an inspiration to every member of lmper~al 
society from the lowliest laborer right on up to the H ~ g h  S* ~ r e n e  
Leader herself. 

Being a part of the Special Forces Is a large pad of ever] 
chifd's dreams for his or her future. It is a position of great honor 
and respect, and unlike the nobitity that one milst. be born ~nte. 
everyone has the chance to partlapate. Those members of the 
working class that manage to maneuver their way into the 
Special Forces suddenly find themselves shoulder to shoulder 
with people who were born ;h(>lr betters. In u ~ e  Special Forces, 
it doesn't matter who your parents, are. AIL that counts is your 
cornpeten 

For! longwinded speecl- in Parliament 
about the a corporate uli~ty T i c  might have 
motivated tne Llans to come together wtie:i tney recognized 
that they needed each other, but :hat q ~ ~ i t e  a long It is 
the pride Imperial has in ~ t s  Special Forces and t1 they 
havs centered on them that i~nites the lmperia ~n a 
daily basis. It's these things that make this clang[omerale tnto a 
sacinly 

Unfortunately, old feuds, mistrusts and resentment 
amongst various Clans have divided the Imperial Corporation 
inlo ils GO those Cla to field troops 
with anotl jkullduggt ~ l y  exceptions 
to tliis arc 2nd the G RS. Botli units 
are from Ltan !vltrruncn wno will work wrtn all tnat carries the 
flag of the Imperial Corporation. 

Ice. 

jet all the 
need for .. -. 

les orated 
'hat rhetor . , ,  

time ago. 
i e hopes 
1 people ( to officially recognize the Packs as a legitimate and vote-worthy 

member of Imperial Soc~ely. While il has yet to pass, her 
Serenity's very vocal support of the Packs has earned her their 
respect and gratitude. 

The Wolf Pack penchant for close combat is renowned 
across the system and even in an age of guns and missiles, the 
Wolf Packs cling to this form of cornhat as their primary means 
of assault. It has become their trademark, almost as well known 
as their coEorful languaga In battle. 
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Wolves 
The Wolves are tlie grunts of the Wolfbanes. These 

warriors make up the birlk of the mercenary band's forces and The imperial Security Command 
The ISC is the system's most highly prioritized and busy 

security force. Their tasks range from counter-espionage, 
aclvrsltig and educaling against terrorist groups as well as 
counter-terrorist precautions. to tlle handling of internal crime 

4 ordinarv strpel I?wf ~nforcamen!. The ISC is a growing 
nainta~ned Blce  vfi:l~nsc mandate IS evolij~ng with the 
the returri u( : t ~  Clark Legion. 

Within the ISC are ag h a v e  vast experi~ 
fighting the Legions a: Clarkr Cybertronic. Ever s 
the first indications of ~nfilrr: sabotage, the tSC 
had special departments For anti-~agion counter-measu 
simply referred to as the Age 

are seen wherever the 
to be drank. 

r a battle to he fought or alcohol 

Graywolves 
The Graywolves are warriors who have developed their 

own place within Wolfbane society. They are specialists; 
madmen and veterans who have helped forge the legend of the 
Warriors of the Wolf Dens. 
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sea. vvnatever can gel a warrior up close and personal with 
preferred, and if you can run over someone lo ggr ncv 

F Support Units 
Imperial's Support Units personify the Corporation's 

S l i e  rrrrperial Ministry of War 
C. 

business and military tacti-Mobile, Agile and Hostile. The core in~stry of Irnates the prsparation, supply 

p of Imperial's support structure lies around its Armored Cavalry. '" 311 of lmpr . even those Special 

Mobite armor troop carriers and mobile weapon platforins make Fo seen by ~t the Ministry's job to 

p, the bulk of Imperial's Support wltir mi"inla, Air ensure that Imperial cttlzens and lntsrests are wsll-defend@ ' 

and no standing field a r t i l l e ~  This is consistent with lmperiais ag militay attack, as well as to plan and execute-or ; 

idea that, like a shark, to stop moving means death. the t, clear-any attacks to be made by Imperial soldier: 

Ic* The Wolf Packs . .. .--st, this is the way it's supposed to work. In realit,, 
the Ministry I rial Ministry 

6 The infamous Wolf Packs are great in numt of Defense f rol, but has 
at the disposal of the Megacorporation. Much oft  is very little to Special 

F the result of the Wolf Packs favorable treatment by ner serenity Forces. This DacK me neea eacn Llan ro 
rliament -- 
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able tc litary as an indepenc lization. 
While forces will responc to duty 
by the rnlnlstry, there I S  little the ministry can do to prevent 

forces from perbming actlons an their own accr 

I exercise its own mi' 
's Special 

jent orgar 
1 to a call most clan . . 

those , 

The 1 'mperjai Navy, The Admiralty 
One way the ministry manages to exert some control over 

how the clans' Special Forces are employed is by its total control 
of the ships used to transport forces and heavy weapons through 
the void of space. In short, they control the Imperial navy, and iF 
a Clan wants to get its Special Forces from one place to another, 
It has to call on Ihe navy to move them. 

The Dreadnaug hts of Imperial have been oufttted wilh a 
hugs array of implements designed to facilitate hoarding actions. 
Much Ilke the Corporat~on's land holdings, its space faring fleet 
IS largely acquired from other Corporations. Unlike most o i  Ihe 
other Megacorporations, Imperial's Dreadnaughts fall into two 

ses. The Behemotl-1 Class is minimal by 
mperial favors its Frigate Class designs which 
m, faster to maneuver, and cheaper to make. 

Ut the three Behemoth Class Dreadnaughts in the Imperial Navy, 
only one was actually built by Imper~al, the other two being 
commandeered through Hostile Acquisitions. 
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Imperial on the Asteroid Belt 
Fanymede Incident 

Be< 1 1  faced finding an ~nitial 
homeland-like :heir l ~ p c r ~ ~ w r  a I ~ ~ ~ v s - i t ~ e y  had been forced to 
turn to the nearest bits of land they ~ o t ~ l d  f~nd to senle on: the 
Asteroid Bell. Slrangely ena~rgl?, !he +?3~terniS 3elt seems to fit 
Imperial nicely, perliaps because of rhe way its fragments are 
spun along a lengthy yet coherent orbit is  reminiscent of how 
the Individual Clans make up the Corporation to which they 
belong. 
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Her Serenify's Air FI 
The Ministry of War E Is Imperial's air force, which 

handles atmospherrc trans :ombat. Aga~n, while some 
Clans have amassed air forces ot thew own, most do not see 
the point of wast~ le resource? lething they have 
already pard for sf. The shee f pulling together 
such a massive Ion is staggl i d  therefore best 
left to the Corporat~on as a whole, 

;port and I 
- .  Almost each and every one of the Clans has some sod of 

base of operatbns on a privi own, wheiher 
they use it regularly or not. 7 with their own 
sort of private hideaway whir n they n m d  to 
be alone to train, to recuperate or to plot. some of tlrese 
asteroids, like the Paladine home on V~ctoria, are palaces 
accompanied by thrMng spaceports, while orhers are barely 
shacks, hjtching posts against which one can dock a spaceship. 

When Cyberfron~c entered the Megacorl y ing 
field, lrnperial finrllFy had someone that was in , ,,,,,,,,tally 
worse position than they, The fact that Cybertronic didn't emulate 
Imperial's acquisition tcchniques only made taklng the new 
corporation's properties away itom them aH that much more 
desirable. Additionally, since many Cybertronic employees 
formerly hailed from Eauhmls, Imperial already had a lot of 
experience in dealing with tficse sorts of I ~n a number of 
different bases 
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The men and women that serve in the air force are crack 
pilots, one and all. The ministry simply refuses to use anyone 
else. There's too much riding on each misston In terms of money 
and human lives. 
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"lmpe, ch like fh, Veeds of sourhern Venus, 
they a ddenly o rnd and fight back when 
you attempt to remove them." 

-Baron K, rehek 

ements 
imperial went affer Cvhertron~c lik wed dog aRer 

prime beef, and it was the Brotl~crhood tr~ai ertcouraged them. 
Soon after Cyberlronic bec 3vernighZ success, the 
Cardfnal declared that he s that the company was 
somehow being controlled by me breat Darkness. This was all 
Ihe excuse that Imperial. ever a great fol'fower of the Cardinal, 
nseded to turn aH of its attention on bringing Cybertronic down. 
If they could enrich theniselves in the process, such were the 
spoils of war 

When ISC agents uncovered the activities of Cyberkonic 
on Ganymede ,  an abandoned and sanctioned world, Her 
Imperial Serenity organized the single greatest assembly of 
Imperial military muscle seen in the last six centuries. As 
Cyhertronic had been performing their activities in secret, 
bullding upon abandoned Imperial designs, and had Ignored 
the Cardinal's Bann on colonial develapment beyond Victoria, 

Imperial is extremely good at setting up r I ~ W  WLLI 

in up-until-then untouched corners of the sc rn The 
company has a keen eye for spotting untapp~ :es and 
then figuring out the best ways to ~onvverl the! nething 
most useful. While it's true that the resources ale aur l le l im~.~ 
only untapped in the resped that it's not lrnperial that's tapping 
into them, the Imperial settlers lhat replace Ihe previous lenanls 
are hand-plcked for I l ~ e ~ r  position?. They almost always 

brm their antecedents. 
Vhlle Imperial does rely I ~ P P Y I I ~  on their armed claimlng 
tions to acquirc tcrritnry ?-or thsroselves, it is by no means 

their only tool. Subtlety rs no! beyond them. lMilness, for 
instance, the way in which [hey sub. tido In !is eniirpty 

nearly overnight, a feataf busine. I which has made /C1 the  Gr2mSemity v loge - --- I. 
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Imperial saw a golden oppostunity. Coordinating with angered 
Brotherhood advisors, lmperial sent their combined forces 
against Cybertronic. In a battle that lasted on!) ~ths, 
Imperial forces exacted a retreat by Cybertron the 
process earned for themselves a world of their orn han 
both Luna and Mercury. While it will take time for m e  moon to 
become fully self-sustaining, Imperial has was!ed no rime in 
setting up shop and parceling out territories. Clil~te predictably 
'the first structure Victoria Paladine cornrnissi~ned ta be built on 
their newly claimed world was a rnasslve Cathedral. 

Currently Ganymede is a growing world, one where the 
Brotherhood has established a listening post to t he  orlter system, 
ever vigilant against the Dark Legion. With the Great Enemies 
return, Ganymede ;t become the first casualty in 
upcoming war. 

Cybe rfron ic 
Like the Brotherhood, the noble Clans of Imperial openly 

cla ,bertronic are messengers and disaples of the Dark 
LC' er influence of an invisible pattern of the Dark 
SY is the belief of the Imperial Serenity that Cybertronic 
is the most obvious manliestation of the Dark Leg~on that acted 
as the vanguard to their Second Crusade. There are whole 
books which detail thrs theory and pointedly clalm that 
Cybertronic is actually the armv of Semai, the  Dark Apostle of 
Lie onviction fanatic~sm to a mild 
dls rently on s, an open, constant 
wa lshlng the I barrel regulations. Cybertroni~ 
ho lur~ l~a are even give1 1 1 Iryllar ~nil i ta~y priority than those of the 

$on, since the tatter affords no profit to the Megacorporation 
rle attacks on Cybertonlc do. 

The relations between the two Corporations could not 
PO: any worse than they are now. After Imperial took 
Ga Cybertronic retreated into the Asteroid Belt and 
st; zadly carnpalgn of destruction and acquisition. 
Between the two Corporation's confljcts, and the Dark Legion'e 
incursions, the Frontier has never been more dangerous. 
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lrted a dc "If you let them, Imperial wiEI take yo1 ?s, your land, 

your money ... heck; they'll even hnocrr you Gown and take 
your shoes." 

-Majar Greg0 y M. H arris, CAI The Cardel 
lmperial knows many of the Cartel's Litigators by their 

P' Because aggressive palicy of United lrnperia' first names-this is how aften the Cartel censures the 
Corporation, its relz a d s  the other Megacorporations 

FL and the lndepend 
Megacorporation. Other Megacorpurations have threatened 

Ic' be '' Imperial several limes with full-scale war far their acquisition 
coinpensated by an open-minded and generous economical 
pnlrcy; i F  Imperial captures a Capitol refinery, it'll most probably PE t since Imperial can paperwork 

wa are the takeover w: innot make 
set[ the refined products for a lower price than Capitol did when 

,se threats. The C ,ed to fault 
ran the re i ine~ popular with Ca~ital, but it save ~ ! p r l l d l  u,,icially, and iu ,rlund,ice is their 

F face with the other Corporations. This delicate game of cost 
dependence on lrnperi ,ortation and shipping industry. 

benefit ratros Is one that lm~erial has excelled at for centuries. 
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711e Corporations & Independents The Brotherhood 
F Like Bauhaus, Irnperlal has a very strong connection with 

Imperial's relat~ons with most other busfness can best be 
F called hostrle. The only way Tor Imperial to grow wrth the advent 

the Brotherhood, and these two Megacorporations supply the 

of Cybertronic is to take from ~ t s  larger rrvals. The Independents 
Directorates with by far the most disciples. Wherever you look 

live ~n fear of ithe llnrnt~ Jack seeing the ltion 
in the Imperial bureaucracy, you'll find a Brotherhood Advisor 
re; :e comments or corrections to corporate dec~srons. 

p as a predatory orgnnizat~clr~ that is o 
Marauders or the 5yndlca!es of the Fr11 

Th ne speculation that the Brotherhood and Imperial 

F alli r following the birth of Cybertronic in an effort to 
The "gig 3" Megacorporaiions, Bauhausv Capitol and bolster rnelr flagging control. Suffice it to say this opinion is 

Mish~ma, P h :his petulant Megacorporation, be red in the presence of either group. 
but due tr n i  1 politics, they must hold off their 

F ire for the T ticln is eroding qu~ckly on Mars as ~ h ,  Legion 
Capitol blames lrnperlal tor ttin successful return of Saladin 21 Msgacorporation 
Scourge. To CapiW, lrnper~al has crossed a final llne and the Jrn the Legions of 
is movement within this corporation to declare open warfa sly. This is partly 
against them. At present* and pressur' uGbouoc u, r, ,= r the  Dar 

P have rnit~gated the s~tuation. caused to Imperial's 
for much longer. 

P ages past. Today, aga 
The Imperial Serenity has great but Legions have washed 

believes therr actions during the Cy~errronlc rlasco nave and lndwstriar sites belonging to 1 
compromised their relations. Since Imperial's adiv~tres have ~ h ~ ~ ,  lmperlal is hacki 

h been only minor annoyances to Bauhaus and Mlshbrna. the other [3~otherhood to a greater ex 
two superpowers turn a somewhat blind eye towards theirantics. rededicated several miiita 
The Seren~ty has been in regular conti 3rd Heir Maru y ~ r ~  

p on Venus as well as with the Celestial )f Mishima on LE, 
Luna. Ambassador Sakura has been t visitor to the B~ 
Reading Palace and there is speculatrnn that the Overlord 

lperial Campaign on Ganymerl~ -- - - - 
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Wo/fl~air-17s Rnvr /rot y 1 the Skirll seer1 j 7 - o ~ ~  the f ront  sigrl(fies Sktrll seer] in proJfe skniJies ~ I I I F ~  
"reg-stlnr" W~/Jl~nne Cornn~ondo dreaded Berserkerr 

a sword behind the sk~rI1 

N e c r ~ r n o ~ ~ e r  drivers' skrrlls l ~ a  ve LIeavy ~vetlporr WoSfbnnes I~ave plwir The Mosrming Wolf bridge is n goof's 
m ~ h n w k s ~  and ih~y're seen uvcr- n badges arrr-oiinded by six spikes herrrl over the Vtnirs Crrlss 

spiked wor hontmer- 

The prolrdest ofscouts 'sin the solrar q ~ ) " ~ t c y ,  the Wolflane 
Pathfinders, stnnd orrt fr.om other Wdfinnes in thn t tJlcy don't 
wear any badge resernblirrg to their bret-hrens'. Instead, their  
right shoiild~r pod hem-s a footprint of the n~ost violet~t m d  
fierce ofall carnivores known to  n~ankind, the Vmnraion 





imperial ReFkns~ Binietr~ Farcke 
The lmperial Defense Ministry Forces play 

a crucial part in the Imperial Corporation's 
business and acquisition practices. Atter the Clan 
Forces take a s~te from another Corporation, the 1 Defense Force fortifies it and rakes the brunt of 
the othsr Corporations inevitable retaliation. 

Soldiers In the Defanse Force are drawn 
---- from all Imperial's Clans, as the lDMF b the place 

where common soldiers gain experience and 
training before joining their individual Clan Special 
Forces. Over the last three centuries, the IDMF 
has grown both in size and respectability, and it is 
now accepted as the proving ground for most Clan 
Special Forces. 

To the soldiers of the IDMF, they have the 
best job in the system. This is largely the result of 
Her Imperial Serenity, who instills quite a corporate 
fervor in her forces. 

The ISC Gendarmery 
Reporting directly to the corporation itself 

and answerable to the both the Parliament and 
the Min~stry of War, the Gendarme y of the Imperial 
Security Command started as a civd security farce. 
They are found throughout all outposts, cities and 
senlsrnents of imperial charged with keeping the 
peace and enforcing the corporate will. In the last 

-- - five hundred years their mandate was upgraded 
to include anti-terrorist activjties launched by other 
Corporations, in particular, Cybertronic. 

With the recent escalation of the hostilities 
between the Megacorporations, and the 
subsequent return of the Dark Legion, the 
Gendarmery has had its mandates upgraded again 
to include sewice in military resolutions. The FSC 
is call to serve and support Imperial 
saldier beded on the battlefield, providing 

ed upon 
s when nE 
~ppreciate 
SC hax I 

much : d support to the units of ~e~ular; 
1 The I I -  earned numerous battlefield 
I commendations across the system and are often 

! the frontline troops when the Dark Legion or 
Cybertronic attack their settlements. Because of 
their altered role In the tDMF, the fSC is now 
outfitted with better armor and equipment than they 
were decades earlier when they functioned 
primarily as patrolmen. 

I 

( ISCGendames 
Grufll Imoper. requrred 4-12 models. m~rtal. 1 D l  I S I W M B F C  

-. 6 
. J 

d 4 :6 2 16 

I Equiprnt G. 
Speclal Abllltles: Resolve: 2. 
Weapon Stats: 

lnterceplor SMG (Mllishc) 
I$, W 97 M t I R L R W A  ss 
-1 2 (x2) 0 122) -1 - - :0 See Charl 

The pinnacles of the IDMF are the ISC 
Agents, individuals who are skilted at routing out 
traitors, heretics and those C@ertronic "devils" 
who have infiltrated their society. On the 
batttefield, ISC Agents are clways found as 
specialists for the Gendarmery. In larger forces 
of Gendarmery, there are often two ISC Agents 
attached to the unit providing withering fire to 
cover their fellow soldiers. 

ISC Agent 
Grunt souad specialisl, optima!: Ppwsguad,  mO-t#I. 

E ~ W L D ~ ~ 5 r h M A R ~ ! X  
8 4 1 1 1 3  1 .: 4 1 8 2 2 7  

Equipment: Charger Heay Machine Gun. 
Special Rblllties: Aesolve: 2. 
Weapon Stats: 

Charger Heavy Machine Gun Iballrstlc, mndlrg) 
CC Fa W m u 7 w m s b ,  
-4 4 (X3) 2 (XP1 - '  . i d  - 

3atics wit! 
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ISC Iron Mastiffs 
Within the ISC, there exlsts a somewhat 

controversial division w h ~ c h  oversees the 
application of basic rol ?in the Imperial 
war machine. Section lotable success 
in battlefield combat sc the creation of 
the Iron Mastiff. These amazing beasts are not 
real dogs ~t all, but massive robotic, steel armored 
replicas of real mastiffs. Originally designed to 
afford the ISC with a means of covert surverflance, 
its protocols were subsequently upgraded to 
include search and destroy parameters. 

Ouffitted with cascading visual and auditory 
sensors capabie of cyclrng through various 
spectrums, the Mastiff is impossible 10 surprise 
and is always stationed for perimeter defense, 
Offensively this monster is amazing as well. Its 
jaws are reinforced titanium backed up with 
pneumatic pistons capable of applying over 
3000psi. Beneath the synthetic fur, its hide is 
made of Mirsheen, a layer Kevlar-based polymer 
w[th superior power. 

Sectio 3 demonstrated their 
usefulness in of conflict from wamne 
resolution to asser acquisition. Their robotic 
nature however continues to engender 
controversy with the Brotherhood, and with other 
departments of Imperial Government. To date, 
no known instances have ever occurred of 
corruption of them beast-machiles by the Dark 
Symmetry, which probably accounts for the 
increased hostility towards them nn the part of 
the Brotherhood, who do not like la be proven 
wrong. 

lron Mastiffs are released in units of 2-4 
"dogs" with a trained Handler who has been 
trained by Seetion 9 with their care, maintenance 
and control, lron Mastiffs you see have no Al of 
their own, but rather rely on the d rections relayed 

stopping 
n 9 ha! 
all areas 
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to their by their Ilandlars. Should a Handler be 
slain, the Iron Mastiffs will carry out their last 
command and then halt, unable to think for 
themselves. 

ISC Handler 
Grunt squad specialisl, optional: up lo 1 persquad, mortal 

E ! x w D 4 c m s T w m ~ ~  
7 7 d 9 3  1 4 2 1 7 2 1 8  

Equlpment: Invader Assault Rifle. 
Special Abllltres: Form Fireteam, Resolve: 2. 
Weapon Stat% 

Invader Assaull Rifle (balfhc) 
C C H 3 S F f r n M W M  S4 
4 -1 0 0 -3  - 10 S ~ C l l a n  

ISC Iron Mastiff 
Gnml Be~st, opbonal: 2-4 per Harder, mmorlal. 

E E R v l . D A c m C w ' m S K  
3 - - 9 3  2 7 j . 2 0 2 2 4  

Specbi Abilities: Natural Allack (1 11, Predator Senses: 5 .  
Speclal Rules: A,l. level 3. Natural attack is a bite. 

Imperial Regulars 
The IDMF had put forth a resolution centuries 

ago that every able-bodied man or woman of 
lmperial should serve their Megacorporation in the 
IDMF for a period of seven years before returning 
to their clans and careers. Service begins at age 78 
and is considered a matter of pride amongst the 
citizens sf Imperial. The Regulars are the basrc 
starting point for all Imperial Citizens. These 
soldiers eat. sleep and dream the glory of 
Imperial and see their actions as reflecting 
directly on her Imperial Serenity, their Clan and 
themselves. 

As a group. they are dedicated Individuals 
who, like the rest of Imperial, refuse to back down 
from a fight and are hard to push back on the 
battlefield. Overall, the Imperial Regulars are a 
good, flexible fighting force that can be employed 
in whichever manner the Imperial Corporation needs 
them. 

Regulars 
Grunt twf, requlfed 4-12 models, mortal 

E ~ ! = w l n ' % ~ S T i M @ 7 $ ? E  
7 7 4 1 1 3 1 a . 1 1 7 2 1 ~  

Equipment: Agressor Sidearm, Invader Assault Rifle, 
Weapon Stats: 

Agressor S l d m  (ballislic) 
E m S R f m m - W m S 4  
0 1 0 . -  - 8 - 

Invader Assaut Rib (ballistic) 
[ X : R W ~ L R W W  S9 
-4 -1 O O -3 - 10 Seechart 

Regdar Sgt. 
Grunr sqlrad leader, rqulmd I per squad, mortal 

E E R V L D t C W J 5 T W M S E  
i B n 1 2 3  1 4 d 1 7 2 2 1  

Equlpment: Agressor Sidearm, Invader Assaull Rdle. 
Special Abllltles: Tactical Sense, 
Weapon Siak: 

A g r w r  Sidearm (hlllslic) 
C I J w S ( M I L R w m S 9  
O 1 f i - g .  

tnvader Asssuil R~fb (balllskJ 
E F B W P m L R E F I r n  SA 
4 .I 0 0 -? - 1U SeeChafl 

Regular HMG Specialist 
Grunt squadspeoalisl, optional up to 2persqvad. monal, I -. 1 , , 

~ ~ ' f w ~ x w s r r ~ m v n  .:*> ! , '  

7 f d 1 1 3 1 4 4 1 7 ? 2 5  . .:.: 1 k-- ,y: * : - .:,* - Equlpnent: Agressot Sidearm, Intruder Heavy Machine , . , ,  . L:-- ::F+, 

Gun. L- ,. .i',+ 
-G j-:*,- 

,I . 
Wmpon Stats: . - _ .- -i!. : . . 

Intruder Heavy Machine Gun (ballistk) 
a: w 9 W R L R m w M a  
-3 21x3) 2(X2) 0 - - 13 A 

- 
Grunt squad spwalalrst, op!~onal up to 2 per squad, M a ! ,  

C X W ~ t C W S T W P R S R  
i 7 d t l j 1 4 b 1 7 3 1  

Equipment: Agrasor Sidearm, Southpaw Hockel Launcher. 
Weapon S t a k  

Agressor Sidearm ( M s t k )  
C C w S ( m L H w m w  
O I O - - 8 -  

Soulhpaw Rocket Launcher (mumme) 
C C W S R r n L R W  M S9 
- - -3 - 1  -5 - 13(xZI SesChan 

Regdar Mdie  
Grrml squadspecyllM, ~yoprhal up to Ipersqrmd, morlal 

c ~ w m ~ w s r w r n ~ ~  
i 7 4 1 1 3 ~ d 1 7 2 2 8  

Equipment: Agressor S~deam, Invader Assault Rdle. . 
i.+* -R-=?2\ 

8- - 
Speclal bbl.llt?es: Medic: 3. 

0 +y$yL.. =d.- gd?!*: 

Weapon Stats: 
Agressor Sidearm ( b a k t ~ )  y, (1- 

a : w s t k w L a m r n S 9  
I - - - a -  

Invader Assauk R~lh (bal/klrc) 
a : w s r m L R w d  ss 
-4 -1 0 O -3 - 10 SesChan 

Trenchers 
Regulars who show a knack for digging In 

and standlng their ground in spite of overwhelming 
CJIi  

circumstance, who can stomach the horror of the $3 &2\ 
Dark Legion first Rand and not flee in terror get . 

: j  promoted to the Trenchers. While Imperial's 
Regulars are carted all over the battlefield, 
Irnperiat's Trenchers pick a spot, dig in, and stay +A there until ordered otherwise. 

- .- 

21f9 



It is aka not uncommon for the Trenchers 
to build, fortify and expand a defensive perimeter 
around select installations or warzones. 

Trencher HMG Spectallst 
Grunl squad spfc@list, oprmnal I I ~  lo Zpersquad, modal 

E E P N D K W s f m m S R  
8 0  4 1 1 3  [ 5 3 1 9 2 3 1  

Equipment: Charger Heavy Machine Gun, Trench Spade. 
A few weeks as a Trencher sees any 

Imperial's patriotism pushed beyond its limits. It \\ is extraordinarily difficult work, weeks of drudgery 
punctuated by hours of sheer terror. This is 
especially true in the Trencher Regiments that are 

Special Abilltles: Deadshot, Form Firetean. 
VJeapon Stats: 

Charger Heavy Mach~ne Gun (bail&lc rend@ 
CC FB W m L R € F t w ? Y !  
.4 41x3) 2(@) - 1  . 14 . assigned to Imperial entrenchments that border 

Dark Legion territories. There is no rhyme or Trench Spade (reding) 
C C W W h R l R W  tnn SS, 
o . . - .  - STtJ - 

reason to the Dark Legion's , 
attack the battle is frequen 

attacks, b~ 
fly all-or-r 

~t when they 
lothing. The 

Legronnaires never retreat. The survival rate in the 
trenches for one three-month tour of dutv on the Trencher GL Specialist 

Grunt sq11ad speualisl. opnon;lt up to 2 per squad, modal. 
E E P ~ ~ D I C W ~ ~ I M M = F C  
8 P 4 1 1 :  5 1 9 ? 3 2  

Equipment: Tbrasher Grenade bun~her .  Trench Spade. 

I Line is anywhere from 70 percent on a STOW tour 
to 10 percent when the Darkness descends in 
force. 

The snipers of Imperial's Trencher Corps dig 
S peclal AblAties: Deadshol 

t 
in to a position where they can watch over the 
battlefield and pick off opposing officers or 
advancing troops. Armed with the powerful, if not 
bulky, Assailant Sniper Rifle, the Trencher Sniper 
is capable of bursting an opposing soldier's 
helmeted head like a ripe melon with one well- 
placed shot. Thrs has a chilling affect on the 
surrounding men and women as they realize why 
the open ground between them and the rest of 
Imperial's Trenchers is called the Kill-Zone. 

Thmsher Grenade Launcher i m r v e l  
O C r n S ( P . R ' R R t M  $4 
- - Q - - . 1 SeeCllart 

T m h  Spade (rendntg) 
c C W 9 b ~ R t R R  Rnn $A 
0 . - . - Sl+J - 

Trencher Sniper 
Grunt s q u d  gec~akr. oplarral: up lo I per squad, marla!, 

~ F c ~ l m ~ ~ ~ ~ m ~ ~  
8 1 0 L 1 1 3  1 5 3 l g 2 3 4  

mulprnent: Assaifanl Sniper Rifle. Trench Spade. 
Trenchers 
Gwnr trooper, required 4-IZmaW, mmorlal 

E W W D K M l T W ~ S F C  
S B 4 1 1 3 1 5 3 1 D 2 0  

Equipment: Invader Rssauft Kale, Trench Spade. 
Special Abilities: Deadshot. 
Weapon Slats: 

-%"- - I # ,.$ Invader hssaull Rdb (ball~HcJ 
C C W s [ h ~ L R W ~  54 
-< -1 O 0 -3 - 10 See Chart 

Trench Spade (rend~ng) 
C C w 5 R m L A E R  aM 9 
o . . . .  S T 4  A 

Speelal Abllltles: Deadshot, Form Fireteam, Sniper, 
Weapon St%& 

Assailant Sniper Rdle ~f l l s l i cJ  
C C m w m L R w i m I  54 
-6 4 -2  1 2 1  la SaeShari 

Trencn Spade (ren$ng) 
C C m m n a m  m DA sa 
o . . .  - - (X i \  s-,4 - 

T-ncher Demolition Specialist 
Grunt squad specmlist oplrwel up to 2 prsgullad. morlal 

6 K W I D K M 3 8 W M L R  
6 S 11 3 1  5 3 i f  2 22 

T~ncher Sgt. 
Gmnt squad leader, teuvrred I per squad. modal 

m E ! w L D ~ w s T w m s ? i T  
B 9 4 1 2 3  1 5  3 1 0 2 2 3  

3 v sgt. 
Equlpment: lnvader Assault Rile with Harbinger UBGL, 

Trench Spade. 

Equlprnent: h ~ d e r  Assault Rifle, Tmch Spade. 
Special Abllitles: Deadshot, Demolidion Trsinmg. 

Weapon Stats: 
Invader Assault Rifle (bdIlisI~I 

C C W W m I R t R W m f  54 
-6 -1 II u -3 - 10 S E ~  Cllaf' 

Speclal Abllitles: Deadshot. Tactical Sense. 
Weapon Sm: 

Trench Spade trending) 
f X a : F e S r m L F I E R  m 9 
n . . . .  - S T 4  - 

Invader Assauil Rifle (balktic) 
O C w w h ' R 1 R w m  ?A 
4 -1 O O -3 . 10 See Chart 1 

Harbinger Under Barrel Grenade Launcher (variable) 
C C W ~ ? R F I L R R E M  
- 0 . - -- - - SEE Charl 

Trench Spads (mdh) 
a : w w w m w  m a 
b . - - -  - S T 4  - 

Trenchers 7 



Wolfbane Commandos 
The Commandos make up the bulk of the 

Wolf Pack forces. They are hardened men and 

former CEans to be a member of the Packs. 
Wolfbane Commando Packs are the closest 

women who, for their own reasons, have left their 

thing to a ?acflcal squad" amongst the Warriors 
of the Wolf Dens. The Heavy Mach~ne Gun 
Specialists are stalwart surwvalists who lay down 
a carpet of lead to support their Commando 
brethren. The Commandos charge into close 
combat from concealment often surprising an 
enemy with thelr formidable tact~cs. Some people 
say they fight dirty. They say they fight to win. 

Wolfbane Commandos 
Grunf Nmper requrred 4-12 modRls, morlal 

The Wolfbalm are the newest members of the 
Wolf Packs. They aren't "young" soldiers in the 
sense of being green or youthful, but they are 
renegades and lost-causes from throughout the 
Imperial Corporation who hav to renounce 
their old Clan ties and see ifferent life. 
Wolfbairn sotdiers must s 3ur of duty 
amongst the "cubs" (as the Wolf Packs call them), 

e decided 
k out a d 
erve a tc .. . 

proving their worth before being initiated into the 
WoTfbanes. 

Leading these motley crews are Wolfbairn 
Chieftains, Wolfbanes who prepare the recruits for 
the madness that is the life of the Wolf Pack. It is a 
harsh training, pushing the cubs to the physical and 
m e n t a l  Ilrntts. While many gasp at the relentless 
training. it is a required protocol as the Woffbanes 
don't want their ranks corrupted by any weakness. 
Better to be weeded out early than harm the pack 
later. Trained to be stealthy warrrors, Wolfbarrns are 
a formidable opponent. 

-- 
1 0 7  5 12 j 1 6  4 l a p 2 5  , 

Equlpment: dgressor Sideam, Pun~sher Short Sword. I 
Wo,;oi :b a 

Special AbIlitIes: Steallh: 2 

Wolfbairn 
Grwnf Irwper, requlmd 4-72 m d k ,  rimfa! 

(X: RC K W S r W l  
9 i 9 1 5 4 1  

Weapon Slats: 
Agressor Sldeam (Mm) 

C C W S ( m m m W ~  
0 1 0 . -  - 5 -  

;sor Sidearm, Punisher St lort Sword. Punish81 Short Sword (slashirrq) 
a : w s i s ! L ! 4 m  rn sR 

Special Abfl~rles: aeallh: I. 
weapon mts: 

:I 
Wolfbane Chieftain 
EMe squad leader, requ~rea 1 p e r w d ,  mortal 

E F C R I D K W S T W ! R 9 K  
l i  8 5 1.3 3 1 6  4 18 2 36 

Rgressor Sldwrrn (ballistic) 
c c m s P m l R m I 3 A s !  
0 1 0 . -  - 8 - 

Punisher Shwl Sword [slashhg, 
0: FB W P.W LR ER W 54 
o . . . . . s - 4 .  Equfpment: Agressor Sidearm, Mandlble bu~omat~c . .?. 

Shotgun w l h  Harbinger UBGL. - - .- 
Speclal Ablllties: Steallh 2, Tactical Sense. Wolfbairn Chieman 

Grunt squad leader. requrred 1 per squad, mortal. 
E m . ~ l I l ~ ~ ~ Q S F w m ~ ~  
! 8 "I 12 1 b 4 19 2 39 

Equipment: Agressor Sidearm, Greatsword. 
Speclal Ablllties: Kllling Stroke, Stealth: 1, Tactical Sense. 
Weapon Stats: 

Agressor Sidearm (8al lk i~J 
~ W S I m I R m m S S  
0 1 0 . -  - 8 -  

Greatsword (slashing) 
E W S R m l R W  m 54 
0 .  - . -  - STtB See Chart 

Agressoc Sidearm (baflisli~) 
C C m S l m t R W m ~  
0 1 0 . - . 8 .  

Mandble Alrlomaiic Shotgun (f@nd~ng) 
a : W S I I m m W m  S4 
. - . . . -  t l SoeChan 

Harblnget Under Banel Grenade Launchw (variable) 
Q : w S 1 l m L R w m  sa 
-. fl - 1  -- -- -- -- See Chen 

Wolfbane Commando HMG Specialist I - - -  

Grunt squad spe&l~H, opl:onal up to 3 pe; squad. mffal. 
~ R Z ~ L I Y ~ ~ S T W ~ ~ ~  Commando 
1 0 8  5 1 2 3  1 6  4 1 n 2 3 9  Wolfbalm HMG Specialist 

;pec/abt, opf,wnal up ro 3per squad, m a l .  
w lb N Nu w s? fc 
4 1 [ 1 3 1  li 2 37 

Grunt squads 
a: Rc 
9 7 

-. .,.. ... . ... 

Equlprnent: Charger Heavy Machine Gun. 
f$;<6-F - *, - -  - 1.1. , . 

, ,, - - 9- mn 
4 - -  " ~ 

I . ", 
' I  

1/1/olfbane 
Commando HMG 

Spec 
,/' , 14 

* tl<* 

Speclal AblllHes: Form Fireteam, Stealth: 2. 
Weapon Stats: tqulprnwr: Agressor Sidearm, bnarger neavy Machine 

Gun. Charger Heavy Machine Gun (balksllc, rendingj 
[r: W 91 h R L A w m S A  
-A 4(x3)  21x2) -1 - - 14 - Specfal Abilities: Form Nretearn, Stealth: 1. 

Weapon Stats: 
Agmssor Sidearm (ballistk) 

E r n 9 3 h ' R V ( W C M S A  
0 1 a - a -  

Charger Heavy Machine Gun (ballrstic, rendng} 
a: rn w m w w m a  
3 4(x3] 21x2) -1 - - 14 - 



Storm Trenchers 
The Stormtrenchers are Imperials shock 

troops, formed from the veterans of the Defense 
Forces and Trencher Battalions and outfitted to 
breach enemy fortifications and defensive lines. 
They are extremely aggressive. even by Imperial's 
standards and are adept at quickly overtaking an 
enemy force by using specially designed rocket 
packs to essentially paradeploy behind enemy 
lines. 

Stormtrenchers excel in close quarter 
battles, Boarding actions and Hostile Takeovers, 

( 7- where their rushing assaults can destroy opposing 
forces before they have an adequate chance to 
react. In open conflict, Stormtrenchers are often 
depldyed from Doomlords, dropprng amidst the 
enemy and creating a wedge for other imperial 

Ellfa !moper, reqvlr& 4-8 models mortat. 
~ B t w l n E ~ m w m d ~  
8 9 4 1 2 3  1 5 3 2 0 2 2 8  

Equipment: Mandible Automatic Shotgun. 
Speclal Abllltles: Para-deploy, Suwival Tralnlng 2 
Weapon S t a k  

Mandlble Automat~c Shotgun (rending) 
a : R s r r n l . R W a ; r  s4 
. . . 11 See Char1 

Stomtrencher Sgt 
Elfte squad leader, requtred 1 par squad mwlal 

~ ~ ~ r w m ~ m m u a s ~  
9 q d 1 3 3  1 5 3 2 0 2 2 9  

Egulpment: Mandrble Autometic Shotgun w~ fh  
Harbinger UBGL, Punlhar Short Sword. 

eclal Abllltles: Para-deploy, Survival Trarnmg: 2 

Manslhls Automat Shotgtm (mdngJ 
m P B S I m L R w m  a 

11 See Chad 
Hahing i c b r  (vsnable) 

M: 7 m  a 
- See Cban 

'1 Pun~sher Short Sword [slash jg) 
1 C C w S R m L R w  m a  

0 - - - S T 4  - 

Stormtnencher HMG Specialist 
Elffe squadspec/a/isl oplrunal. up b 2 per squad, mom/, 

a : F I : ~ U l ~ H a s r ~ ~ - ~ ~  
Q 9 4 1 2 3 1 5 3 M 2 3 4  

Equipment: Charger Heavy Machine Gun. 
Special Abllftles: Para-deploy, Survival Training: 2 
Weapon Sbts: 

C hsrger Heavy Mochlne Gun (Mltsfic, mndng) 
a: pe w I m L R 5 m a  
-4 4 (x3) 2 ( ~ 2 )  .I - t 4  - 

Stomtrencher FT Specialist 
Elrk squad spe~lalrsl, opNonat up to I per squad, rnwral. 

0 2 ~ ! N I D E O I W & B K  
9 3 4 1 7 3  1 5 3 2 0 2 4 0  

Equipment: Gehenna Puker Flamethrower, 
Special AbllHles: Para-deploy, Survival Training: 2. 
Weapon Stats: 

Gehenna Puker Flamethtwer (redlang 
( X : m S ( P R m W m  !a 
. . . . .  - 11 Sae Chart 

Blood Berets 
The Blood Berets were the first Imperial 

Special Forces unit formed exclusively to fight the 
Dark Legion during the Great War. Founded by 
Clan Murdoch during the Venusian Crusade at 
Cardinal Durand's request tor the Corporation's 
finest warriors, they enjoy the patronage of the 
Great Clan ta this day. This is evident in their 
prestige. as well as in the equipment and respect 
that is afforded ta them all throughout Irnpefial 
territory. Often paradeployad, the Blood Berets 
are 

The sn ld ie~  who earn the right to wear the 
blood red beret must first pass rigorous training 
and countless hours of tactical srudies. Once their 
training is completed, they are honed Into fine 
soldiers who are capable of waging war in any 
hostlle dime found in the system. Clan Murdoch 
still supports the Blood Berets in all of the~r 
operations even though they are now commanded 
by the IDMF. As a key part of the IDMF, they 
transcend the Clan-based an~mosity prevalent 
throughout the Megacorporat-on and may be 
found as elite soldiers in any Clan or IDMF force. 

Within their own ranks are specialists who 
Save achieved special note, a difficult distinction 
to achieve amid so many heroes. The Blood Beret 
Tank-Hunter has the infamous and unenviable job 
~f eliminating enemy mobile armor andtor Dark 
Legion monstrosities. More often than not, the 
Tank-Hunter will lie in wait as t h ~  rest of the Blood 
Berets draw the chosen target into range. At the 
right time, the Tank-Hunter will pop up and drill 
the target with multiple 20mm auto cannon rounds 
before ducking back into cover or relocating 
before the enemy can answer. 



Blood Berets 
El11e trooper, reatired 4-8 models, mortal. 

Iw m s! Fi: 
1 12 20 2 31 

ELS 

!a MI 
5 3 

li f le. 

Gray Ghost 
When recruits first join the Defense Force, 

they are given a comprehensive aptitude test. 
Tho! w e  in the upper 10% in mechanical 
aptit show a desire to see actual combat 
duty sferred to the 4m Imperial Guard 
known as rne Gray Ghosts. 

Widely known for their technical skill, and 
their expertise in urban warfare and In field repair 
technology, they are the most widely distributed 
of all the Guard units. Unlike sor other 
regiments in the Imperial Serenip they 
focus on getting the job done, ar lashy 
displays of arrogance and temperari~enr. Thus 
they do their job quietly, and have earned a 
reputation for modesty, which is belied by their 
accomplishments in the field. As a result, they 
are held in high regard by the rest of the Imperial 
Military establishment. 

Named for their uniform design and known 
stealth on the battlefield, the Gray Ghosts are 
masters of combat engineering. When used in 
offensive duties, the Gray Ghosts do double-duty 
as forward observers and superb demolitionists. 

Equlprnent 
apecla~ nollltles: Carnuulrayc: L, rattl-uep~uy, 

Survival Training: 2. 3e who so 
ude, and : 
,, are tran 

Weapon Stats: 
Inmder Assault Rdb (bsllistFc) 

C C W S I M 4 C I L R W r n  $9 
-.I -1 O G -3 - 10 SeeChan 

Blood Beret Sgt 
ader, requreo' &I. 
w In STfNrmdRsPC 
4 13 6 3 20 2 40 

Ellie squad le 

CC IE 
3 12 

Em. ,I-M--* 

7 per sqvad, m 
AC- vm 
3 1 

00 Phnin-,... 

ne of the 
f's forces, 
~d avoid f 

I :  ASHW urm~tsword,  Interceptor SMG, 
Invader Assault Rifle. 

Special Abilities: Camouflage: 2, Para-deploy, 
Sunr~val Training: 2. 

Weapon Siats: 
ASH-BB Chamsword (rwrding) 

w sc ~1 m- w - a s s  
0 .  . . . S T + t + .  

Inlertqtor SUG ( b a l f w  
oc F8 W d m @ - m  5 1 -  
-1 2 ( x2 )  15 (x2) -1 - - 10 Sea Chert 

Inmder Assault Rlle (hlStlc) 
a : W ~ ~ ~ l R W W  iY 
-4 . I  0 O -3 10 See Chart 

Gray Ghost 
Sup,wd wrrl, I~ml 1 per emry, mrl8I. 

C C F C ~ l D R V D f l # R S K  
8 1 1  5 1 4 3  2 4 4 1 9 2 4 1  

Blood Beret HMG Specialist 
quad, rnwtaf 

S T k N r n S I R  
5 3 20 2 39 

Elde squad q 
E K 
9 11 

Equipment: Agressor Sidearm, Invader Assault Rifle wi!h 
Harbinger UBGL. 

Speclaf bbllltles: Demolition Training, Forward Obsewer. 1 Gqiqurptrrerrl: C h ~ ~ y e r  neavv lnachine Gun, 
Special Abllltfes: Camouflage: 2, Para-deploy, 

Sulvival Training: 2. 
Weapon Stats: 1 

Agressorsdearrn (bdishc~ 
c c r % s R m v i e i a ; l w  
0 1 0 - -  - a -  

Invader Assaufi R 
1 m 

- 10 

Weapon Stats: 
Charger Heavy Machfne Gun (MIrislk, rendngl 

rn W 9E M c L R w m A  ale patfidic~ 
I m V I  

0 -3 
S9; 

See Chart 

C C w w M I l A w m  54 
.. 0 -1 - - - - See Chart 

Blood Be 
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Wolfbane Vanquisher 
Pride is not limited ta the rich, nor is honor 

a province of the privileged. Regardless of the 
sentiments of Bauhaus, the Wolfbanes consider 
themselves both honorable and proud. They have 
spumed the overt comforts that have weakened 
the Hornebuitders and mayntain a pure and 
austere existence by comparison. 

This militaristic perspective breeds notable 
warriors of exceptional, if not eccentric, prowess. 
Wolfbanes are perhaps their most recognizable 
and violent of the IDMF forces. Like all the Den 
forces, there is very tittle hierarchy to distinguish 
ranks amongst them. Chieftains for example have 
earned their rank through trials of fire and blood 
while Packmastars are accorded their status by 

Equlprnent: Agressor Sidearm, CA-138 Deathlochdrum 
Autocannon. 

Speclal Ablllties: Camouflage: 2, Form Fireteam, Para-deploy, 
Surv~val Training: 2 

Weapon Sfats: 
Agressor S~dearm (hallkilc) 

C G W S F T I V R U I & Q 3 4  
0 1 0 - -  - B - 

CA-138 Oeathlockdm Autocannon (ballkr~, m u & j  
a : ! a s l M L R W  m sl 
-5 0 -1 -2 - - 10 Id) SeeCharl 



virtue of bath skill and experience (the latter often 
synonymous with age). 

1' . - F One of the few notable titles that are afforded 

\ 10 a Wolfbane is that of Vanquisher. These men 
and women are not merely skilled combatants 
responsible for Herculean feats af strength and 
bravery, but they also possess a keen intellect and 
dynamic grasp of strategy. Many Packmasters 

.. and Elder Chieftains were, in their younger days, 
I 4 Vanquishers themseivee, their years of experience 

seasor 3nny wisdom. 
I :laymore in 

recogn luisher is the 
closest thing the Wolfbanes have to an officer. 

I Forsaking the use of firearms to wield this revered 
I 1 status symbol, Vanquishers are well respected by 

\ their elite brothers in the Berserkers and 
Headhunters. The use. of the claymore requires 

- their full efforts and in truth does not allow them - 
to eflort'lesdy wield a pistol mush as the Punisher r 1, 
Sword does. This refrain from the use of ballistics 
has also earned the Vanquisher a begrudged 
respect from the Bushido Samurai who consider - these warriors less morally bankri~pt than the rest - 

of their Megacorporation. As the Vanquisher does 
not revel in his slaughter like the Wolf Packs do, 
the Bushido will allow a Vanquisher the right to 
honorable death if cornered or captured. 

Captain A Vanquisher is often found moving swiftly 
with his den where he coordinates offensive 

oad ~~~~f cpf. operations with other Wolfbane and Wolfbairn 
forces. Laying down covering smoke to further 
mask their movements, the Vanquisher is both a 
relentless assailant as well as a revered leader. In 
a culture that respects authority and enforces that 
it be earned, this is an important factor for a 
Vanquisher. 

I Wolfbane Vanquisher 
tnd~v:duai squad lrnhed officer, Illmil one per Commando 3JW M a /  

~ ~ R v m ~ v m s r w F ' R ~ E  
1 1  7 5 1 3 3  2 F i 3 2 1 1  - Equipment: Wolf's Fang Claymore, Smoke Grenades. 
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Special Abilities: Stealth: 2, Unit Commanfler, 
Special Rules: May command Wolfbane Commandos and 

Wolibalm. 

Weapon Stats: 
Wows Fang Chymon (skshtng) 

E r a W r n t R W W  9% 
0 - - - - - ST+R Seechart 

Smnke Grenades (em/rmnmenial) 
K W B h R L R W C F A  SR 
. o o . . .  u see Char! 

Trencher Captain 
!n a place covered in grime and caked with 

the blood of their comrades, the Trenchers have 
no more heroes. To these hardened soldiers, the 
man or woman who !@ads the-n to live another 
day is all the hero they can afford. The Trencher 
Captain is that hero. 

Trencher Captains are individuals who have 
beaten the odds and survived the Imperial 
Wanones a dozen times wer. Resilient and 
resolved men and women. they have earned both 
battlefield commendations and RegimentaL fama 
by fortifying the  morale of Impeilat's so!diers along 
the battle 11nes. They are skilled tact~cians and 
able leaders in a place where Imdershlp is easily 
eroded. When the time comes to perform a 
counter-assault, the Trencher Captain pulls out 
his Air Warhom. this hand-held device emits a 
horrendous blast of sound at a touch, letting all 
of Imperial's soldiers know that the time has come 
to seize the moment. 

Trencher Captain 
bdiviilual s ~ a d  Ifrked oflmr, hmd 1 per Trencher w a d ,  mrhl 

E ~ ~ l D K ~ s r ~ ~ E z ~  
9 10 ,I !3 5 2 5 . '0 ? 33 

Equlprnent: Agressor S~deam, Invader Assault Rale, 
Punisher Stlort Sword, Air Warhom. 

Speelal Ahillties: Deadshot, Tactical Sense, Unit Commander 
Weapon Stats: 

Punisher Shon Sword (skshrgl 
E r n  m 9 
U . .  . . - S T + ) .  

Blood Beret Captain 
Blood Beset Captains are rugged 

individuals, chaseo For their martial excellence 
and proven track record on the  hattteffeld. 
Veterans of countless battles m a t e  officers who 
sre able ta effectively deal with changing 
battlefield conditions and adequately react to 
sudden occurrences. 

Most Captains within the Blood Berets are 
skllled In blitzkrieg tactics. It is this combination 
of abilities, which has earned them the Skull Pin 
upon their beret, marking the soldier as a Blood 
Beret Captain. 



Blood Beret Captain 
Inotvrd~~al sa~rad lmked O:I~"ET, h i d  1 pr B h d  Bmt squad, mortal. 

D ~ C E N ~ ~ ~ S T W ~ P R  
0 12 .1 1 : 2 5 20 2 48 

Equlpment: Invader Assault Rifle, Mandlble Automatic 
Shotgun. 

Special Abilities: Camouflage: 2, Para-deploy, Survival Train~ng: 
2, Und Commander. 

We'eepon Stats: 
Invader Assauk Rille (ballislic) 

C G W W M ? L R W r n  S4 
d - 1  0 0 -3 - 10 SeeChan 

Colonel 
Becoming an officer in the armed forces is 

one of the greatest honors among the trnperiars. 
Promotion i s  in accordance to a person's 
achievements, where loyalty, skill and boldness 
are valued above anything else. When a percnn 
makes it to the rank of Colonel, they have t 
all of these qualities and then some. 

Colonels are at the head of Impel 
Regimental Arr ?rise stratr 
and planning 8 infamous 

ny, coordil 
assaults. 
ed risks i 

*LL 

~ating deft 
They are 
3nd contir 
_l_ll 1-- 

?gies :- - 
s far . . 
~ging 

- 
Mandlble A - - ulornalic Shc4gun (fendmg) 

L L t 4 W M t l R W E M  FA 
. . .  - - 11 See Chad 

taking calculal iually brir 
the fight to the t .~~elr~y. HILEI all, ~rr~yerial isastruriy 
believer in the motto, T h e  best defense is a gaod 
offense!" 

Imperial Colonel 
Ind,wdual Fwce Commander, llmll I per squad, rnwtd. 

~ m w m ~ m s r w m E 2 K  
11 73 5 14 3 ? 5 3 22 2 52 

Equlpment: ASH-88 Chainsword, Agressor Sidean, 
Invader Assault Rifle. 

Wolfbane Packmasters 
Wolfbane Packmasters are mighty warriors 

heir ability; former Vanquishers 
the use of their Claymores with 
In every way these Veterans 

have dlstlnguished themselves on the battlefield 
above and beyond the call of duty, and have been 
accorded a rank that allows them to command not 
just Den forces, but any forces under their ~urvfew. 
Respected by the rest of the I er 
i s  an imposing sight  on is 
Aggressor Sidearm luring I- ke 
waiting kiss of his sword. W ~ E I I  VU~DIUG uuau leaat?S 

contract Wolf Den forces, it is always the 
Packmaster who negotiates the price and terns. 

One of the more unnerving qualities of the 

stilT in the 
who have 
one-hand 

prime ol t 
mastered 

Special Abiltties: Qivlsion Commander, Resolve: 2, Strategic 
Insight, Tactical Sense. 

Weapon Stak 
ASH-&S Chamword (rending) 

C I : F S 9 1 n R L R W  m 54 
ir - . . - ST-d - 

Agressor Sl&arm (ballrs~c~ 
O C P B ~ P ~ L R W ~ S ~  
0 1 0 - . - 8 -  

Invader Assault Rille (barnslit$ 
t T : F B S R h a l R W t M  ?A 
4 -1 O 0 -3 - 10 See Chart , . - , . .- 
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Wolf bane Elder Chieftain 
Those Packmasters who have earned the 

right to wear the cloak of the Grey Wolf are 
considered to be Elder Chieftains. These men and 
women have spent a lifetime shaking their thirsty 
blades with the blood of Imperial's foes. Elders 
(as they are referred to internally) are not as young 
as they used to be and tf t burned within 
them is not as bright. Wk lturing process 
has lessened their feroci ~ o t  dulled their 
skills and their wisdom has only grown. Combined 
with the years of wartime experience, this wisdom 
has created a leader who is able ta completely 
co~rdinate the wild men and woman of the Wolf 
Dens. 

Elder Chieftains are the highest leaders of 
the Wolf Pack Dens, having secured the right ta 
sit at the Read of the Den's Table of Warriors 
thro~ ibination of martial and 
judic srship. It is their duty 8 that 
the Len 1s prosperous and its Wolves are ready 
for w with 
the o ~ n d  it 
is thr own 
operarlons, relying on rnelr racKmasrers to 

his brethren and fires their bls tttle. It is an 
unnerving sight to witness by a l l  accounts, one not 
soon forgotten. 

Packmasters have earned the respect of the s l  Colon 
Wolf Dens by leading them triumphantly through 
numerous charges into enemy formations. It is said i e  fire tha 

~ile The ma 
ity, it has I 

that the true worth of a Wolfbane Packmaster is 
measured in the blood his pack spills: rnmt have 
gallons to show for it. 

Wolfbarn Packmaster 
lodivdual general oflmr, I~rnrl one per Commndn squad. ml 

c c ! x A l D ~ w ~ W m S K  
1 2 5  5 1 4 3  3 T 4 1 9 2 5 3  

Equipment: Agressor Srdeam, Wolf's Fang Claymore. 
Sp~clat bbjltlles: Division Commander, Stealth: 2, War Cry. 
Specla! Rules: May command the Wolfpack troops 

(including Wollbane Commandos & Wolfbairn). ~ g h  a con 
ious leade . . 
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Agrpssor Sidearm (balktic) 
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.-, v * a - T  -. -. 9 "  administer den taw. They use their acumen to 
balance the natural aggressiveness of their 
younger Wolves, employing something that is 

- -  < - -  almost alien to most of the Wolf Packs as a whole- 

When word reached hlm of the events of 
that fateful night, Sean returned to the remains 
of Keep Gladius, "inheriting" his lost family's 
barony. He salvaged what he could, pulled his 
father's Runesword from the as'les, and cast his 
lot with the Wolf Packs, There, amid the company 
ot other kindred spirits, Sean exacted revenge for 
his family and rose to become the youngest Pack 
Elder in the histoty of the Warriors of the Wolf 
Dens. In spite of his years of battle and countless 
attacks against the Dark Legion, 5 i4ns a 
deeply troubled man, caught I the 
recriminations of his own I: the 
unquenchable thirst for vengeance, 111s on used 
Rur has tasted the blood of the 
Gorl the hydraulic fluid af Cybertronfc, 
and chors of the Dark Legion-all in an 
attemprra avenge his family and ease his troubled 
soul. 

He keeps his troubles to himself and the 
Wolfbanes under Sean Gallagher's command are 
fanatical to h s  cause and fight furiously for Mrn 
on the battlefield. 

($, #- - * .  cool strategic plann~ng and diplomacy. 
b,: .d ,  - ' ,  * *.'-< UP -- , > 

-re %;#- Elder Chieftain 
\'. , $ A ,  , -- Idlvlilrrel totce commanG4 

I, + -  . CC E w La IVI s! PC 

?r# 17fW me per 
K 'dm 

3 3 
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army, morld. 
Sr MV 
6 3 

.. L.8 .,. -- Equipment: Agressor sloeam, VVOIF s rang Claymore. 
Special Abllitres! Skealth. 2, Force Commander, Tacbzal Sense, 

W2r Cry. 

Sean remg 
betweer 

last and 
,,. >. Weapon Stats: 

Agressor Sidearm (bellkllicl 
~ O C W S I A a L R m m S A  
0 1 0 . -  - 8 -  

WoBs Fang Chymore fslashryj 
a : F s W F r n L A W r n  3 
n . . .  - - STTO Sacchart 

resword 
aerations, 
the foul i, 
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Sean Gallagher 
There was a time when to see the sigil of 

Clan Gallagher on a bladed weapon was a 
resounding sign of its superior craftsmanship for 
the Gallagher's were once the system's greatest 
swordsmiths. Their artisanship was renowned 
throughout the worlds and their work was always 
in great demand throughout the Corporations. 
Even the metallurgists of Mishima, renowned 
themselves for mastery in the lost arts of 
swordsmaking, recognized the skills of Gallagher's 
fine bfades. 

Sean Gallagher 
Ind,wduaI hrce  Commander, limrl1 per army. morte!. 

c c ~ ~ n ~ ~ m w s w n t ~  
I t  13 7 15 3 3 7 3 21 : 45 

Equipment: learm, Gallagher Runeblade. Agressor Sil 
Camouflage 
Hales Dark 

Speclal Abilities: ,: 3, Hate: 3, War Cry 
Speclal Rules: Legion necmrganics 
Vdeapon Stats: 

A p w r  Sidearm (bal/l$fk~ 
C C W S I M ? L R W r n ~  
0 1 0 . -  - 8 - 

Gallagher Runeblade (conclrssim) 
C C W S M ? L R W P A  S9 
1 - . . -  - STt7 Se~Cfleri 

As so often happens in the heavens, stars 
that burn twice as hot also bum twice as fast. It is 
the nature of the universe, an inescapable reality 
that would also prove true for the Gallagher Clan. 
At the height of their acclaim, Clarr Gallagher 
became the target of a clandestine Dark Legion 
raid aimed at Keep Gladius, their sprawling 
ancestral home. The assauft struck at the height 
of the year-end holidays, while almost the entire 
Gallagher Clan was assembled in the Keep's main 
hall, celebrating the coming ot the New Year and 
reveling in the passing of the former. In one horrible 
moment, the festivities turned to carnage, and the 
shining light of the Imperial constellation known 
as Gallagher was no mare. 

Only one Gallagher survived the attack, a 
young Sean Gallagher, Ironically, Sean had had a 
falling out with his family for his desire to join the 
Clan's Special Forces, the Vengeance Company, 
rather than follow in his father's footsteps and 
become a swordsmith legend. This familial 

'impasse resulted in Sean spending the holidays 
with a female friend instead of with his family. A 
decision made in anger that would ultimately spare 
his life. 

:he tenac:ly o l ~ l s  troops To came wt e mpllinhnn nmld 
3Uch a unlqus assornbly rs Iherelore at1 the more 
mprevrvn The Merlln's Hammer launcher Wlelded by 
ha Storm Trenchers Monar Teams assures lhelr 
earsome reuutatlorr on the balikf~eld 



Upon accepting her generous offer, 'Clan' 
Fieldhausen was then given the task of creating 
an walker gunship that was flexible 
eno lags both enemy infantry and mobile 
arm sult would bmome the now famous 
Hurricane. 

Years and many Crowns later, Hurrica 

Autc 
ra-Charger is so powerful that it is 

easily tiupable of felling enemy infantry 
formations, and the Lumberjack is able to put 

Hurl ; and its ability - 

armored 
ugh to en< 
or. The re 

Stormtrencher Mortar Team 
Crewed by a highly trained team of 

Stomtrenchers, the Merlin's Hammer Mortar is a 
deadly force commonly seen ets 
up n perimeter. While a1 at 
medium and long range, tt. ost 
mortars, suffers at close r a ~  lye, rul LUI M L ~ I ~ ,  the 
weapon is crewed by some of the IDMF's most 
stalwart soldiers. 
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Equipment: Medin's Hammer Mortar. ricane's \ni 

ianeuver i 
felCarmort 
n varied t 
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+ ' .- .". . %,#A' 

Weapon Stats: 
Merllnh Hemmer Morlar (rnmuss~'ve~ 

C C w w m U I w m  SR 
. . - -2 4 - lo  SeeChari 

Mortar Team CEW 
Suppan trooper, requrred2psrsquad. mortal, 

E ~ u v l D P Z ' m ! i T W ~ ~ ~  
7 8 5 1 1 3 1 4 4 t $ 2 A  

Equipment: Agressor Sidearm. 
Weapon Stak 

AQressw Sidearm (balllslic) 
m m S R h R L R m m S 4  
0 1 0 - - 8 -  

Morbr Team Spotter 
Suppuff trooper, mqured t per squad, rndal. 

wd Lo I V I S P C  
5 12 18 2 - 

Equipment 
*---:-, *L 

: Agre 
aper;lal ~~ l l l t i es :  Tact I ~ I  ae(ise. 

tsts must ren 
ar. They can 
,ng into base 

. ,  . 

Specia! Rules: Spot lain h command mdlus of the 
mort assume a crew p~sftion by 
movl contact with the rear arc of 
the monar, nut wnile doing so they may no1 use 
their Tactical Sense special ability. 

Weapon Stats: 
A g m r  Sidearm (ballisllc) 

a : w S l h a V I w m S 1  
0 1 0 . -  - 4 -  

The Hurricane Walkers 
Hurricane Walkers where introduced into the 

Imperial Regimental Army after part of Bauhaus' 
Noble House Fieldhausen defected and joined 
Imperial. This defection was partly due to Imperial's 
takeover of a Fieldhausen production facility. The 
facility's research, development and production 
engineers and their families where allowed to stay 
on-site and continue their work should they wish to 
become part of Her Imperial Serenity's Court. 



Hunicane Walker- Hammer Class 
Sqpafi un~t. . veb~cle. 

~ m n m ~ r n g w m a ~  
7 8 - - W 3  1 2 1 6 1 1 3  

Equlpment: Lurnberjadc Mounted Aubcannon, CA-40 
UHrasonrc M~ne Sweeper. CA-60 
Countermeasure Launcher. 

Soeciaf Abllltlw: IrnpenetrabilHy. 
Weapon Stats: 

Hurricane Walker the chief piece of mobile 
armor In the lmperial Regimental Army. 

The Fieldhausen Combine has developed 
various adaptations to the basic Hurricane design 
since its inception, the battlefield being a fluid place 
in need of constant adaptation. As the needs of 
the Imperial Admiralty have expanded, the 
Hurricane has grown to meet it. Fieldhausen has 
two additional designs of the Hurricane which have 
joined their original Guardian class juggernaut. 

Lurnherjach Mounted Aulocanaon (bafllsk, concussive, rendlng) 
C C W  S R h R L R W [ M  A 
- 0 (x2) i {xZ) 0 (x2j . - 14 (x2) Sse Chart 

The Stinger-ciass Hurricane is feared most 
for its ability to assault troops from a great 
distance. The Admiralty was keenly aware of their 
Guardians strengths and flaws in battle. The 
Stinger was designed to address the long range 
deficits of the Guardian. The Stinger is outfitted 
with two Southpaw Rocket Launchers as well as 

Hurricane Pilot 
S!fppon lrooper, rqwlr8d 7 persquad, rnW8l. 

m m w ! B K ~ S F ~ ~ ~ ~ l T  
. . 3 1 1 3 - - - -  

Special AbllHes: Tacfical Sense. 

the standard countermeasures popular on all 
Hurricanes. Hurricane Walker- Stinger Class 

Support unrt. , vehtcle. 
E E W I J K V J J S T P . W R 9 E  
i R . . = r j  - ; I 6 115 

The Hammer-cfass H~rricane is the newest 
of the Hurricanes, and was designed to engage 
heavy artillery and armored vehicles such as 
Cybertronic's Eradicator Deathdroids. According Equlpment: Twin Southpaw Flockel Launchers, CR-60 

Countermeasure Launcher. 
Speclal AblltHes: Irnpenetrabiliv. to the scuttle-butt at the Admiralty, the Hammer 

was developed out of a need to combat these 
Weapon Stats; 

innovations of Cybertronic which were quickly 
outpacing their original Guardians. Of all the 
Hurricanes, it has the heaviest armor and is 
outtitted with a powerful lumberjack Auto-cannon 
for pounding enemy armor and fortifications. Hurricane Pilot 

S c p ~ o r ~  lrwper, ~equ~red 1 per squad, mortal 
~ F c F $ ! l D ~ ~ s r h N M ~ ! x  
- - 4 1 1 3 - - -  . . 

Speclat Abllltles: Tactimr Sense. Hurricane Walker- Guardian Class 
Suppod unrt, requ~red 1 model, veh~cfe. 

E ~ F W ! . D K W S f N M & ~  
i 8 - - - U 3 -  5 2 4 6 1 1 2  

Equlpment: Ul\ratharger Mounted HMG, CR-40 Ultrasonic 
M~ne Sweeper, CA-60 Countermeasure 
Launcher. 

Special bbilitles: Irnpenetrsbif!. 
Vermin A'PC 

ver, required 1 persouad, morllll. 
: w 1 D b L : w B  

L 1 1 3  - -  
speaal ~bilftles; Tactla! Sense. 

The Vermin Is another Clan Fieldhausen 
design that has caught on with tremendous 
success. As an Armored Personnel Carrier (APC), 
the Vermin has few equals on the fiefd of battle. It 
is quick and highly maneuverable with impressive 
armor and six All-Terrain armored tires. The only 
downside of the Vermin is the fac: that it only has 
one gun, though It is a good one, the Ultra-Charger 
Mounted Machine Gun. 

Support lrn 
CC K 
. . 

1 he Vermin APC is capable of carrying nine 
fully loaded soldiers onto the Sattlefield and 
Imperial uses it to do just that. Squads of Regulars 
or Clan Forces are loaded into Vermin's and 
rushed to the battlefield objectFves where they 
disembark from the rear of the tr~nsport and use 
it as temporary cover. The Gunner uses the Ultra- 
Charger to lay down suppressive fire as the Dnver 
does his ar her best to keep the bulk of the APC 
between the troops and enemy small arms fire. 



When the objective is met, the Squad gets back 
into the Vermin and is transported to wherever 
they are needed next. 

Vermin APC 
Supporl unit, requi& I model, vehicle 

~ m n v m ~ ~ s r w n ~ ~  
. . - - - 5'2 - 6 23 5 128 

Equipment: Ultracharger Mounted HMG. 
Special Abilitlw: Impenetrability. 
Special Rules: Transport can hold up to eight troopers and 

the11 squad leader. 
Wmpon Wats: 

Ulrracharger Momfad HMG (balllshc) 
OC W 41 hR tR t R D A S 4  
- 0 (x2) 3 ( ~ 3 )  14x2) -1 ( ~ 2 )  - "3 - 

Vermin APC Driver 
Suppod trcoper, required 1 per rnodd, rnorlaf. 

E K R l D & m s T k w m 9 E  
. . , $ 1 1 3 . 5  - . . -  

Special 
Weapon 

Agres 
OC 

Rams Air Cav 
Supmrl m11, requtrcd 1-2 mMs, mortal. 
E B W U PR S Pe 
- : I  J 1 22 3 48 

Equipment: A! Rocket Launcher, 
T5 i-' 

jressor Sidea~ 
vin Barracuda 

m, Southpaw 
Jelpack. 

Ablilties: Tadical Sense. 
I stah: i 1 
5or Sidearm (bafistid 

m s h a L q d r m *  
o l n  B .  

Southpaw Rockel Lau : y I 

[ C R W  a DA 
. . 5 13 (r2; 

Vermin APC Gunner 
Support lroopr, reqwred I permodel, rnor/al. 

E ~ m J m ~ m s r ~ A R ~ R  
- 8 4 1 1 3 - 5 - - . -  

SpecTal Abllmes: Tactical Sense. 

Rams Air Cavalry 
The Twin Barracuda Air Support Vehicle, as 

it is properly known, is one of Imperial's most 
powerful and unique weapons. Unfortunately, you 
have to be e~ther brave or insane to fly one. There 
seems to be no shortage of this type of soldier in 
the Clans. 

The Twin Barracuda is essentially a personal 
rocketpack with two wing-mounted rotors ta 
provide lift and maneuverability. The operator sits 
in a harness nestled bewnreen two massive diesel 
engines with headphones covering his or her ears 
to prevent deafness. Atop each of the engine's 
'well placed" fuel tanks is a converted Southpaw 
Racket Launcher, which can be fired 
independently or in concert. 

A pioneering concept in aviation, the Twin 
Barracuda is a study in contradictions; heavy yet 
maneuverable, fast yet difficult to control and most 
strikingly, powerful but offering little prtection for 
its brave pilot. Nevertheless the Rams Air Cavalry 
has proven quite successfwt at countering 
Capitols prior air domination. 

Operating in small squads, their primary 
function is to neutralize enemy ordnance and arr 
power. 

S9 
See Char: 



So much so that their units name is taken from 
the Imperial currency they protect. They stand 
guard at all of Imperial's banks, and serve as 
sscorts for all currency shipments throughout the 
system. As a unit, they pride themselves on their 
vigilance and thanks to them, hank robbery, as a 
crime, is virtually unknown in Imperial society. 
The Sterling's believe that if they were not vigilant, 
the coffers of Imperial would bleed dry. 

Probably the most frequently hired of any 
Imperial Special Forces Units, the Sterfings are 
frequently assigned to Acquisitions and Takeovers 
when the Alliance feels a strong defense is 
required. They will not suffer retreat and have 
been known to be the last forces to be overrun by 
:he enemy. 

Imp~rial Clan Fnsces Smythe -Axeltharpe Stetlings 
8rfe [ r o w ,  wqulred4-8 models, mortal 

C C R C W W K L ' m ~ W P A S ?  
B 7 5 1 1 3 1 5 ? 2 0 2  

Equipment hgressor S~dearm, Mand~ble Automatic 
Shotgun. 

The Imperial Corporation is a 
conglomeration of businesses and monopolies 
that are run by vast families called Clans. Each 
of these Clans runs a specific part of the 
Corporation, from research to rnilirary and industry 
to politit many of tk s are spread 
through olar Syst~  e in need of 
their on srrnies to I ?ir properties 

Speck1 AbllHfes: Clase Combat Training 2, Keen Eyes. 
Weapon Stak  

bgressor S~dearm (bafllsticJ 
C C w S 1 m M R y l w P M S 4  
O I Q - -  - 8 - 
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and acquire new holdings, they have created 
individual Clan Special Forces, a logical 
development given the familial nature of Imperial 
businesses. 

C specialized 
soldier! raining and 

- eouiarn ilv and work 

Mandibte Avtwnal t  Shotgun (renflng) 
O C W S l h F I L R B 1 C M  54 
. . . . .  - 11 See Chad 
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Stdlings Sgt 
8 : e  squad leader. requ~red 1 petsquad, mml 

~ ~ R v l D ~ ~ ~ - w M ~  
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, -  - - I Special Forces Sgt. 1 exclbsive~y ro runner me lnreresrs or their parent ' 
Clan. An example is Clan Paladine's Blue Berets 
or Clan Punsirn's Hunters. 

- 

Equipment: Agressor Sidearm, Mandible Autcmalic 
Shotgun with Harbings: UBGL 

Speclal b b i l e s :  Clme Combat Tralning 2, Keen Eyes. 
Weapon Slats: 

k 
See Chart 
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Bartholomew Alliance 
Sterlings of Smythe-Axelthorpe 

Sterlings FT Specialist 
3 f e  squadspecaNfs!, opbona? up to I per squad, morial 

a : F 1 3 F n l I l p t m S F w R R g  
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Equlpment: Rgressor Sideam, Gehenna Puker 
namethrower. 

Speclsk AbIlMes: Close Corn bat Training 2, Keen Eyes. 
'Neapon Stak 

Agressor Srdeam (hltklic) 
m w S I m m w m S 9  
o i i ] . - - p .  

11 Corpora 
,s, "It's rnk 

Amongst the lrnperia tion there is - ' ' "' 
a whispered joke that state rch easier to 
liberate a rna'den's favors t 3 separate a 
angle coin from a Sterling". rvllrlu 1111ended to be 
a derisive remark, the Sterlings art i at 
proud of this statement for they cons1 ob 
one of the most important in the Megacorporar~on. 
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Sterling Grenadier 
Eltlc squadspecfalfsr, o~ttonak up lo i prsquad, marfa/. 

E ~ ~ W ~ ~ S T m w & ~ R  
9 7 5 1 1 3 1 5 3 2 0 2 3 3  

Equlpmot: Agressor Sidearm, Mand~ble Aulornat~c 
Shotgun, ApGrenades. 

Special Abilltres: Close Cnrnbat Tra~ning: 2 ,  Keen Eyes. 
Weapon Stafs: 

dgressor S~dearm (bellistic) 
a : r - ' 7 1 F I i a a a - a  
0 . . 

Mamllble bun (J-~dngI 
E 1 3 LR W 
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Ap-Grerra 
OC 1 ? l C R w a n  sn 
. -L "A . - . 8 Seechart 

Black Beret Sgt 
Elfte squad /eider, required 1 parsqdlad mMa1 

n: U1 PC PC 
I0 13 3 29 

Equipment: 
Specla1 Abllftles: ,,,,,,, "derilta Tmining, Ha@: 2. 

m r m s  
3 21 2 

neptor SMG, 

SpecTal Rules: Hates Algemth Nepharifes and Cybsrironic 
Al's of level 4 or h~gher. 

Weapon Stats: 
ASH-B Gha~nsword (rendlngl - 

E . ! 3 3 S m L R D  & Sk 
( j . . .  - STM - 

r 3 
Stntnt WANTS 
These are awarded to 

people that hold certain 
offices within the Imperial 
administration, thus serving 
directly under Her Serenity. 
They are alwap granted by 
the Serenity herself, and 
there are three distinct 
levels: 

Squireship 
Knighthood and 
Nobility 
The titles are awarded ta 

those people that have 
performed distinguished 
service to the gain of the 
Serene family. They are 
often given to favored 
ministers, diplomats, 
scientists and business 
peoplle. but bodyguards and 
servants have also been 
kt !ceive them. 

has received a 
G lobility, though, 
since tne end of the Sad 
Struggle. 
k 

Automatic Sho 
3 W M  Intetcepror SMG (ballisilcJ - 

cc pe sr M I L R d W  SA 
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Black Beret Dernalttion Specialist 
Elite squadspedabsr, ophonal up to 3 per squad, morlaI. 

~ F C ~ L D ~ K D ~ W ~ S Z ~ -  
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Equlpment: Agressor Sideatm, Interceptor SMG. 
Spectal AbllWes: Blessed, Demolition Training, Guwrilb Training, 

Hate: 2. 
Speelal Rules: Hates dfqemth Nepharites and Cyhrlronic 

Al's of revs14 or higher. 
Weapon Stats: 

A g m r  Sidearm (ballrslI&) 
c c F B w M I 1 R w m l  
0 1 0 - - - A .  

Interceptor SMG (balNslrc) 
02 w w m m - m a r - 1 -  
- 1  2(Q) 04x2) -1 - - 10 SeeChan 

Morgan" Black Berets 
Formed by Clan Morgan, the Black Berets are 

trained to perform Boarding actions and Hostile 
Takeovers in both space and on land. Adept at close 
quarter tactics, they are useful for commandeering 
crafts ar s of their competitors, using a 
combinal rilla tactics and sheer aggression 
to quick[! Irn opposing forces. 

~d facilitie 
:ion of gue 

ovewhe 
- -..-A - The uvalt rr~ission of the Black Berets Is to 

seek out and destroy all Heretics that threaten the 
tranquility of the realm, an activity that they pursue 
with fanatical zeal. Much of these efforts have taken 
place on the Space Stations and off-world ore mining 
facilities out in the asteroids. Because of this, they 
have become skilled at fighting in cramped quarters, 
and are adept in cooperating in combat. They are 
also highly trained at fighting rn zero gravity. Though 
the Morgan's have sometimes been accused of 
conspiring with the Dark Legion, they vehemently 
deny it. 

:k Beret FT Blac Specialist 
e t e  squad spewar~sl~ opl,~unal up b 3 per squad, mortal. 

~ ~ ~ m ~ ~ s r w d R ~ ~  
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I. Hate: 2. 
Speclal Rutas: ntrieb nyerow ~uwprar~~e~ and Cybertronic 

Al's of level 4 or higher. 
weapon ~tats: 
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Ge amelhwer (mfiani) 
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Frequently they seek satisfaction for this blot 
upon their honor both in the courts of Imperial and 
through private dueling engagements. The rumors 
of their complicity have for the most part subsided, 
but the Morgan's have dedicated themselves to 
rootlng orrt the forces of the Dark Legion so that 
not even a glimmer of suspicion may fall on them. 
They can? afford for that to happen. It would 
jeopardize the immense profits that they gather from 
their other legitimate clandestine activities. 

henna Pukw Fl 
X W W  

Charles, the Btaek Prince of Craecy 
Charles Morgan is a Prince in the very real 

sense of the word. He is the son of Andrew 
Douglas Morgan, the 88Ih Grand Duke of Clan 
Morgan. The Morgans have accorded their 
chairman with the title of Grand Duke, a throwback 
to their ancient origins and a source of great pr~de 
to the whole company. While an oddity amongst 
the Imperial Clans of today, the respectful title of 
Grand Duke is one the Clan seems to have no 
intention of removing. They are proud of their 
heritage and in their ability to trace their roots 
back over 2,000 years. 

Black Berets 
El~fe trwper, requlred4+?mW, mortal. 

c c ~ n r n ~ ~ S w ~ m b E  
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EqulpmenZ: Interceptor SMG 
Special AbllMes: Blessed, G~r i l la  Tmining, Hate: 2.  
Special Rules: Hates Algeroth Nephantes and Cybedmkic 

At's of level 4 or higher. 
Weapon Stats: 

'ntermptor 3MG (bills*) .hL lTi- ;ER - .d. . - - c e w  w 
-1 2 1x2) 0 (x2) - 1  - - 10 See Charl 



The Morgan Grand Dukes are infamous for 
their use of technological advances. Far centuries, 
many equated the Morgan ; as being in 
league with the Dark Legio the Morgans 
view this as baseless ch; sassination. -- While untrue, ~t has been a orrrrculr rumorto dispel. 
One way of assisting in the dissolution of this 
untruth is to take up arms personally. 

Charles the Black Prince, like his fathers 
before him, has served time in the Imperial 
Regulars and became a member of the Black 
Berets. By risking life and limb, the Morgans have 
demonstrated their loyalty and commitment to the 
ideals of Imperial and the Brotherhood. Morgan 
equlpment now bears a stamp of certification 
placed on it by Brotherhood Mystics at their 
factories, 

Adding to the growing mystique of the Black 
Prince is the rumor that he and Victoria Paladine 
became lovers following the Glouster Campaign, 
where Victoria herself was serving in the Btue 
Berets. There, caught between the forces of the 
Nepharites Krakoza and Verrniss, the two Special 
Forces units were entrenched fw sixteen weeks 
before relief arrived. During that trme. Victoria and 
Charles were seen to be quite close, a growing 
attraction budding amidst the hell of that horrible 

--- place. 
. - .  Following the relief of their forces, Charles - _ * -  

has visited Victoria often at her palace, something 
[ T d e f l  Lmn- !SF that never occurred before the Campaign. Though 

neither has confirmed this allegation, nor been 
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Golden Lions 
itered dire1 
are Ihe c 

Adminis ctly by Clan Murdoch, the 
Galden Lions ~ t h e r  high-profile Special 
Forces unit renowned throughout the system 
beyr 
the : 

snd their 
same time 

imperial rl 
I as the BII 

30tS. It \n 

30d Beret! 
/as foundr 
;, and tho1 
of that  I . . . .  . has noioriety most 

prestrglous unlt, lt has still distingtrrshed rtself well 
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throughout the ages. 
By contrast, while the Blood Berets were 

Formed to fight the Dark Legion in all its diabolic 
inca the Golde oped rnations, n Lions h 
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seen in any public manner, the speculations 
'1 persist. 

armea clalmlng exped~rlons agalnsf tne other 
Corporations where their infiltration techniques 
allow them to slip beyond established defense 
perimeters and strike at their enemies unprotected 
flanks. 

Charles is a late gentleman warrior, 
lauding to the an malities of his ancient 
family. While a c; 7ter and able tactician, 
Charles is also a grrteo sc~entist who spends much 
07 h f ~  non-mllltaty time in the research labs with 
the other Morgan scholars. 

cest ral fol 
3pable fig1 .,. . . 

Like a river, fluid and changing, the Golden 
Lions have in recent ages received extensrve 
training on how to deal with and defeat Imperial's 
most hated new adversary, Cybertronic. It was 
the skills and determination of this Special Forces 
units that led Imperial to the sucmssfuli acquisition 
of Ganymede. 

Charles, The Black Prince 
lndrv~dual Force Commandw, lrmit 1 per army, mnd. 

~ E W L O E W B W b R S T C  
11 10 5 1 1  3 2 5 4 21 2 42 

Equlpmertt: dgressor Sidearm, Destroyer Light Machine 
-. Gun. 
',? 

73- Special AbllAles: Blessed, Guertlla Training, Hate: 2. 

Since the Golden Llons are now chiefly 
used against Cybertronic, they require superior 
Firepower in dealing with the highly armored 
troopers of that Corporation and have endured 
numerous equipment modifications and upgrades 
to make sure they were as effective as possible. 
Nhile the PC606 Hellstom SMG's are good at 
close range a1 dium armor, they are not 

- - 
,- = 

k-  
SpeciaF Rules: Hates Algeroth NepharFtes and Cybeltmnic 

AI's of level 4 or higher. 
Weapon Stab: 

Agressor Sldea~m (trallistlcJ 
C C w w ~ ~ l R w m S n  
U l U - - - B -  

--- D m y e r  Ugh! Machlne Gun pa1lIsfic) 
CC R; SF h R L R E a m I S 9  
- 3(x3) :(x2) - T I  

gainst me, 
against sc 
11 armor , 

that effective , )me ot the bigger pieces 
of mechanic: that Cybertrenic fields. 
Imperial's Lyons & Atkinson Ordinance 
Manufacturers have come up wilh a good solution 
to this increased armor, the Nimrod Autocannon. 
This beast is capable of burst firing 20mm 



autocannon rounds from its dual, over-under, barrel 
des~gn and is more than adequate In dealing with 
heavily armored foes, regardless of their corporate 
affiliation. I t  is a source of great irritation to 
Cybertronic that Imperial nicknamed this weapon 
the "Droid-buster", a direct reference to the 
Eradicator series of armored vehicles designed by 
Cybertronic. The term "Droid-buster is so widely 
used now in the known worlds that even the Lyons 
& Atkinson Company has used i t  in their prorn~tional 
literature. 

Wielding these massive weapons are the 
highly trained Tank Hunters who have endured a 
unique training regimen to actually use these 
weapons. Tank Hunters have spent four years on 
Thetis Minor, a heavy gravity asteroid orbiting 
Victoria. Here, amid the crushing pressure of Thetis, 
the would-be Tank Hunters have their bodies 
toughened and strengthened beyond normal 
measure. When they complete their training, they 
can wield the heavy Nimrod quite easily. Training 
on Thetis Minor has another benefit to the soEdiers 
training there: it builds an elevated sense of personal 
power and confidence. This goes a long way ta 
explain the sheer audacity of these soldiers, often 
seen proudly wading into the thick of battle. 

Golden Lions 
Ebb trooper, r~aulred 4.8 models, mortal 

~ ! x k w l D K ~ S r ~ ~ F z K .  
9 I U . 1  1 2 3  1 rl ' 5 3 2 2 6  

Equfpment: PC-606 Hellstom SMG. 
Special AbilRles: Infiltrate. 
Weapon Stab: 

PC-61% Hellstorm SMG (brrIIlshc, comu$stve) 
a: m 9 S R > P L R W M  A 
- 1  0.5,)21 O I Y . ~ )  - I  - - 111 SeeCllart 

Golden Lion Sergeant 
Nrle squad leatier. requtred 7 per +quad, marial. 

E K ! m l D ~ ~ s r ~ m ~ ! x  
9 1 1  2 f 3 5  i 2 3 2 0 2 3 1  

Equipment: ASH-88 Chainslvord, PC-806 Hellstorm SMG. 
Speck11 Abilltles: Infiltrate, Tactical Sense, 
Weapon Stals: 

ASH-Bs Chainsword (rending) 
C C F B W h Q L Q W  Bq .?A 
o . . . .  - S T 4  - 

PC-6DG Hellstorm SMG (baltisllc, c o ~ r v e )  
[r: W 91 N R m B 3 u 1  SB. 
-1 0 51x2) O ( x 2 j  -1 - 10 Seachart 

Golden Lion Demo Specialist 
Eltte squad specfaltst, oplfona/ up lo 3 per sqvad. rnoflal. 

E ! x f w D K w a s r t k w A R ~ ~  
9 1 9 4 1 2 3  r 4 3 2 0 2 2 8  

Equlprnent: PC-606 Hellstom SMG. 
Special Abilities: Demolition Training, Infiltrate. 
Weapon Stats: 

PC-606 Hellstorm SMG (ballistic, m u s s i v e )  
CC W 91 W R m I E R m  ss 
-1 0.5 (n2) 0 (a21 .1 - - 10 See Chart 

nent; 
.I fic.lllUrc. 

Gojden Lion LMG Specialist 
Elrrr squadspecial~st, oplrorral up lo 3 per squed. morl.4 

CX: I D R C r n S T I N  
9 i 2 S 1 1 3  

E CP"" 
3 y .  - + 

E Y ~ P ~  Destroyer Llghl Machlne G x 
Speclb, mumrs=a. Infiltrate. I 

--FA 
--- 

Weapon Stats: . 1; ' ,  
Destroyer Lqhl Machjne Gun (balll~lfc) 

:?-.a* 
E W 9t r n L R W M S n  8 ., .+ 

F -  .S 3(u3) 2 ( x 2 )  - I  . - I [  - -. , i 
1 , . . -?  

Golden Lion Tank Buster f 
N I : ~  squadspeclal~sl, optfonnP up to f persquad, mortal, 

~ f Z R V l D ~ m S r ~ ~ S ? ~ ' '  
9 10 A 12 3 2 1 3  20 2 39 

Equlpment: N~mrod Autocannon. 
rL . 

Spechl AbIFRles: Form Fireteam, Infiltrate. 

Weapon Stafs: 1 .  

N~mrod butocannon (bsllisitc, cvnwsroncvssrve, reodrngl 
C C W S ? l h # H W  Ct4 S9 1 

\ 
.5 1) - 1  -3 - - l i ( x 2 ~  S~eChan 

Golden Panthers 
Born from just one of the many inter-clan 

conflicts that regularly occur within the Imperial 
Corporation, Clan O'houghton is an offshoot of 
Clan Loughtun. Like Clan Brannaghan, 
O'Loughton is a warrior clan. But unlike that clan, 
O'Loughton possesses no supplementary method 
of income. Combat is all they know and all they 
are skilled at. 

Taking the natural enemy of the ram, Clan 
Loughton's own emblem as their namesake, the 
Golden Panthers are one of the most highly 
sought after Imperial mercenary units, second 
only to the Wolfbanes in terms of their acclaim 
and ferocity. While the Golden Panthers do not 
take heads or other grizzly trophies of their battle 
prowess. they do record their kills on thei~ armor 
in the form of claw marks. The more scarred a 
Golden Panther" armor, the wider berth he 
deserves. 

Presently operating out of the wilds of Mars, 
the Golden lions are a flexible. adaptable unit. 
Adding to their usefulness, the Panthers are 
usually paradeployed to their destination where 
their superior suwival training serves to insure 
their continued functionality. 

Golden Panthers 
Elilc rrwper, required 4-8 models, mortal, 

E ~ F w l D ~ v n % ~ m s z ~  
10 11 4 12 3 1 5 3 21 2 29 

Equipment: lnvaderhssault Rifle, Punisher Shod Sword 
Special AbllMes: Para-deploy, Survival Training: 1 ,  
Weapon S h k :  

Invader Assault Rffle (ba~sflc) 
C C W g l M l t R E R M  54 
4 -1 0 U -3 - 10 SeeChaH 

Punlsber Shwt Sword (sltlsbiog) 
c C W ~ 5 R M 1 L a  W !?4 
o . . . .  - S T 4  - 

Master NameJMistress 
Name in speech. They may 
design a simple coat of arms 
without a motto, crest 
holders or crest. 

There are no formal 
ceremoniss for the 
investiture of a Squire. The 
Serenity simply sends the 
squlre a document declaring 
the person's new status. 

The coat of arms can be 
displayed on tie pins, jacket 
pins, and cuff links or 
painted on a suit of armor, 
but in that case, only below 
the knee. 

Despite such limitations, 
Squireship is one of the 
highest honors an Imperial 
can have. J 



den Pan 

Golden Panther Sgt. 
Ehlc squadleader, reqrrlreci 1 persquad, mot~al. 

E ~ F W L D ~ ~ ~ ~ ~ ~ F C  
10 1 1  3 f3 3 1 5 3 21 2 32 

Equlpment: Invader Assault Rifle, Punisher Short Sword. 
Special AblIRies: Para-depby, S u ~ v a l  Traning: 1, TaFtical 

Sense. 
Weapon St* 

Invadrtr Assaull Rile (bahstic) 
c P 0 m m m w ~  ss 
-4 -1 0 O -3 - 10 Sae Charl 

Pm~sher ShoH Sword (slashing) 
C r : W S i h W , F I L R  W A 
0 -  - . S T 4 -  

and accepts no excuse for failure. 
Murdoch joined the Golden Lions as soon 

as he reached the legal enlistment age, and he 
has enjoyed his time in that unit immensely. He 
earned his Sergeant stripes by cracking skults, 
both the enemy" and his fellow teammates, 
whom he viewed as "Casings." The term 'Casing' 
is a derisive term used by many lmperial officers 
to describe a trooper with no guts, no substance, 
and no inner strength; in short, a mere empty 
shell. Earning this derisive title from Murdoch 
requires fleeing incoming hre. ducking for cover 
instead of charging ahead, etc. 

Sergeant Murdoch now gives whatever 
Golden Panther LMG Specialist . Squad he is assigned extra training to bring them 
E11te squad specialr5f. optional. up to 3 per squacl mortal 

is * -  , 
"up to snuff"', which is measured against 

up : 7 f 2 Murdoah's personal and excessive scale. This 

?-$;* Equfpment: Destroyer ~ i g h t  Machine G U ~ ,  Punisher short training is usually after hours and incredibly 
L Sword. grueling. While most soldiers hate the training 

Q-, :+ 
Special Abllftfes: Para-deploy, Survival Training: 1. and curse his name during the process, they all 
Weapon StBtS: recognize its many benefits on the battlefield. 

-. -* Oeslroyer ught MachmeGun (ballislicl Additionally, this training greatly improves a _ __I.  a: w SR t m w w m ! ~ ~  warrior's skills and motivation, so much so that 
- -3 31x3) 2!~2) - - - 11 - Imperial lets "Mad Murdach" do as he pleases. 

- Punlsh~ Shwt Sword (sbshing) 
E W S ~ R L R W  w !?A The results speak for themselves. 

Golden Panther Tank Bustw 
€tile squadspeoatflt, ophonal- vp lo2per s q d ,  moflal 

E E w l D ~ m s r M A R ~ E  
10 11 A 12 3 2 5 3 21 2 43 

Equipment: Nrmrod Autocannon. Pun~sher Short Sword. 
Special AblHtles: Para-deploy, Sunrival Training: 1. 
Weapon Stats: 

N i m d  oddulocannon fbaIIistfc, cmcmrye, rending) 
C C A J I r n L R E R  m 54 
-5 - I 1  4x2) 

Puni 
a: W W 
I ) . . . .  - ST+4 - 

sher Short Swo 
r m g l  

Golden Panther Sniper 

c c ~ ~ n i ~ ~ a r n w ~ s ~ ~  
10 11 t 12 3 1 5 3 21 2 10 

Pun$ipr Short Sword (slashing] 

In Stats: 
!i$nt Sniper Rif 
: P B w  

-4 -2 

Equlpment Assailant Sniper Rille, Punlsh~r Sl~orE Sword. 

, Speclal Abilltles: Para-deploy, Survival Training: 1, Sniper. 

Asst 
M W &  S4. 

+ I  1 A  CmPhgrl 

, - ,,/,,swPant Edward S. Murdoch 

was as rough as the port city is drue~, forginghim 
,y-, into a warrior that sees fear as a four-letter word 

Sgt Edward S. Murdoch 
lndividuar Force Commander, Ilrnir 1 wr srmv. run'a. 

C C ! x ~ P W L D C Y :  M f P R L R :  
10 13 5 15 3 3 21 2 43  

Equlpment: Interceptor :r As~ault  Rille. 
Special AbRies: Deadshot, teroclry, Tactical Sense. 
Weapon Stak 

ln!amptor SMC palllsfic) 
cc W W m m w m  E4 
-1 2 1x21 G (ul} -1 - - lo See Cllart 

Rille (hallislic) 
9 M ; l t R E R W  
0 0 -3 - 10 

Sb 
Sec Chart 



Dunsim Hunters 
Elftr fmoper, requred 4 4  models, moiial, 

PC lna 
3 1 

ader Assadt 

C C m I 1 Y L D  S T W A A S F e  
B 111 4 11 4 J 19 2 27 

Equipment: Inv Rifle. 
Special AbltRles: Infi~sdte, rruudlar Senses: 4. 
Weapon Stats: 

lnvader Assauk Rifle (ballislic) 
E F B W r n L R W W  '3 
-r .1 o Ij -3 - i n  SeeChad 

Dunslrn Hunters Sgt, 
Elrte q u a d  kader. requlred 1 per squad, motla/. 

c c ~ w m t G ~ s r N 4 R & ? R  
8 11 3 12 5 1 1  3 1 9 2 2 9  

Equipment: Invader Assaull Rille. 
Special Abilities: Irrflltrate, Predator Senses: 4. 
Weapon Stats: 

lnvader Assault Rifle (ba!lislk] 
a : F e s ? m l R E i m  sa 
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The Hunters 
Though earning its money in the relatively 

modest profession of paper production, Clan 
Dunsirn : f Imperial's finest 
Special Fc iters. Receiving the 
most inter ning of any combat 
unit in the lmpertal ruegacorporation, every 
Dunsim youth is born with a rifle in his hands 
and spends most of his pre-adult years hunting 
the beasts that roam the clan's large tracts of 
land on Venus. 

Because of this extensive training, the 
Hunters develop a keen eye for the slightest 
movement in the undergrowth, the minutest shift 
in scents n read VI tbout an 
adversary cing at a s ? of grass 
bent by a bot. Very ~pes their 
hawk-like ayes arlu not even tt lust? civapt at silent 

otumes E 

ingle bladt 
little escz 
---- -A=- 

and hidden movement escape their notice. Thus 
they are in wide demand to hunt the hidden 
legions of the damned and put an end to them. 

Usually deployed ahead of the main 
Imperial force, they scout out the enemy farces 
and track their movement. The Hunters then 
determine where and when the enemy and their 

will meet. At this tc ? Hunters 
p an ambush to fli ;trike the 
enemy where they a ~lnerable, 

usually with devastating results. Their infiltrating 
skills are quite formidable, making the Hunters 
both vicious attackers and nearly impossible to 
surprise. 
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Dunsim Hunter Dernolltion Specialist 
El~te squadspeualrs~. ~?pt~mal: up fa 3 p r  squad. mom 

D R w m K m 5 r W m s ! R  
B la 4 11 3 I 4 3 i s 2 2 9  

Equlpment: Invader Assault Rifle. 
Speefal Abllrtles: Demolltlan Training, Infiltrate, Predator Senses: 

4. 
Weapon Stats: 

Invader bssaull Rfle (ball~llc) 
c c F B 6 R r n L R F I I W d  SQ 
4 -1 0 0 -3 - 10 SeeCharl 

Dunsim Hunter Sniper 
Elrfe squad spectalml. opronal. up toPper squad, mortal. 

E ~ W l D A C W s r W t R S ~  
B i O t 1 1 S 1 3 1 ~ 2 Z P  

Eqvlpmenk Assallant Sniper Rifle. 
Speclal Abllltles: Infiltrate, Predator Senses: 4, Sniper. 

The Rams 
Clan Loughton is one of the richest Clans 

within the Imperial Corporation. The Loughton's 
made their vast fortune by being the first Clan to 
lay claim and workthe asteroid belt between Mars 
and Jupiter. The rich mineral deposits of the 
asteroid belt brought tremendous wealth to the 
Loughtons who, ever hungry for greater profits, 
turned their attention to the manufacturing of 
heavy equipment. Controlling both minerals and 
the equipment to reach them, Clan Loughton held 
a virtual monopoly in their business. Their 
manufacturing was so successful they began 
selling their technology to those who could afford 
their craftsmanship and superior design. 
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Kh 30D 
TI I are knighted 

may to be called Sir 
Narneiuarne Name in speech 
or Name, K.I./Name, P.I. 
(Knight of IrnperiallDarne of 
Imperjal) in writing. 

Tb ng is a soternn 
and ceremony hetd 
tw icr nce in tuna and 
once In Fukrdo. Rarely are 
more than a dozen knights 
invested at a time. However, 
military commanders and 
heroes, politicians, scientists, 
and just about anyone else 
can receive one for the body 
of their life work. This is the 
ultimate hanor far an Imperial 
citizen. 

Knights are entitled to a 
personal coat of arms with a 
mot( te helmet as a 
ere: coat of arms 
rem i the knight's 
direct family for three 
generations, and the eldest 
child of the same sex as the 

1 

knight in each of these 
generations retains the title of 
squire. 

The coat of arms is often 
displayed as a blazer badge, 
as well as on other bits of 
jewelry. On armors, it may 
only be displayed below the 
waist. 

1 
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Today, 75% of the I the Imperial 
territories bear the Lou! 1n-i crest, the 
symbol of strength and duraPrlrty ror generations. 
This symbol has given rise to the popular saying 
"It's Ram strong" when referring to the quality of 
one's vehicle. Both the ram's horn symbol and 
the s te been adopted by the Clans 
Spec1 , known simply as the Rams. 

n are used by Clan Loughton to 
perform nosrue Takeovers of new mining and 
produdion facitities throughout the Solar System, 
or to defend the ones which they have acquired. 
The Rams are tall on toughness and short on 
subtlety, preferring 10 rush right at. opposing forces 
and mix it up in close combat. 

Loughton Rams 
Elire trooper, requfred 4-8 mod&. rnartai. 

C K R l B X L ~ 6 W b R S K  
10 8 5 11 3 1 G 19 2 25  

Equlpment: ASH-88 Chainsward, Agressor Sidearm. 
Speelal AblllHes: Close Combat Tralnlng: 3, Group Assault. 
Weapon Stat% 

ASH-88 Chalnsword (rendIngI 
E C r n S I . R I A r n  $9 
O - . S T t 4 -  

Agressor Sirfern (balllslic) 
0 3 w S I M t V t w m 3 4  
0 1 0 - - -  8 - 

Ram Sgt. 
E11tc sqrmd Fsadw, rep ld, mortal. 

CC K pH Q S I Y ! R S P C  
10 9 5 1 6 d 1 9 T 2 8  

Equipment: wnaa ~namsword, Agressor Sidearm. 

Speclal AbllHles: Close Combat Training: 3, Group Assault, 
Tacitcal Sense. 

Weapon $tats: 
A S H 4  Chalnsworc (rending) 

~ C C W W h F I L R  mi w 
0 . .  s T + 4 .  

Ram Shotgun Speclalist 
Elfle squad specialbf. opl~onsl up to Zper sqW InUfiaf. 

~ ! x F w I D ~ W s r W ~ ~ ~  
1 0 8  5 1 1  9 1 6  C t 9 2 2 8  

Equlpment: M-517 Doubk Barrel Shotgun. 
Speclal Abilltles: Ctosa Combat Training: 3. Gmup Assault. 
Weapon Stab: 

Mvr-517 Dwble Barrel Sholgun (rending! 
C C F B w m L R t R m  S9 
. . - - -  . 9 SeeCharl 
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Lt Colone lire 
Timothy soldier whose 

interest in mili 3d at an early 
age and led him rnrocrgn rne rams of Imperial's 

rporate Rn 
; been on1 - * 

~cord time 
ct, with so . -,  . 

~nquistado 
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ordnance 

vrn Capita 
IW over 2( 
g. McGuir 
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60 , His leadership 
ha! ldiers from both 
the uerense korces ano blan rorces recognizing 
Tmothy's ability to pull off calculated risks with 
minimal Imperial casualties. 

Ultimately Colonel MeGuire's strength lies 
in his follow-through. He gathers all of the 
available Intel on the enemy, the terrain, his 
troops and any other prevalent information, and 
puts together multiple scenarios and battle-plans 
for the upcoming confrontation. He keenly stud~es 
all aspects of a conflict and tries to find the fastest 
path to victory that will cost lmper~al the least 
blood possible. 

In recent events on Ganvmede, McGuireks 
past experiences with Cybertronic made him a 
great asset to Ganymede's occupation. This 
specialty was honed after he and his Defense 
Force had found themselves involved In a deadly 
game of chess with a Cyber!ronic Installation 
Force that had attacked a huge mining facility in 
the mountains of Mars, three years earher. 

Maidenhead, as i t  was renamed by 
Imperial, was a huge coup for Clan McGuire's 
Go srs. having taken it f~ 31 in a 
da ay assault which s: 3 tons 
of dropped. A then 55 e dug 
in and braced tor a counter-onens~ve from 
Capitol. Surprisingly, it did not come. For three 
weeks, they waited and reinforced, Then, 
unpredictably, the Cybertronic Megacorporation 
launched an offensive against the facility and the 
Imperial forces holding it. So severe was the 
attack, that it dislodged the Imperial forces back 
into the rnountarns. 

The battle that followed was a "run-and- 
gun" throughout the Martian Mountains, with 
each side mounting lightning raids and setting 
ambushes and traps for tho othcr. lmpcrial 
ultimately won in the end, but at a terrible cost in 
casualties. Timothy vowed never to let such a 
thing happen again and set about to learn 
everyth~ng he could about the Cybertronic enemy. 
For the next three years, McGuire studied the 
enemy that had cost him so dearly. He 
understood Bauhaus tactics, could pred~ct the 
actions of Capitol, and to some extent Mrshima, 
but Cybertronic was an enigma. In McGuire's 
position, he could not afford to deal with riddles. 

3rd against the 
for ian Jungles, the 
M: ~inst Cybertronic 
on oorn lvlars ano larer ar rlteslas, McGuire was 
promoted to Lieutenant ColoneE. Cater, he was 
transferred to the Golden Lions where he was 
given command of the Third Company of the 
Golden Lions. their most decorated unit, 

McGuire's true strength quickly shone 
through as his leadership and the ability to inspire 
his men quickly asserted itself. Within a year, 
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the T l i ~ rd  Company was one of the most 
constantly assigned units in Imperial, routed to 
all of l m p ~  t important trouble spots. His 
most accl; ~omplrshments by far are the 
battles on B. Far sixteen gruelrng weeks, 
McGuire' amanv struck deen into 
Cybertronic's Main f ding tactic 
against their tortifics commanc 
All told, the Third C ogged in 
confirmed kills and I L J  cdplures. The11 UdllIrY 

exploits are legend within the ranks of Imperiat, 
and McGluire himself has been awarded three of 
Imperral's most prestigious Medars of Honor-the 

: Medal, the Extraordinary Achievement 
d the Bravery in the Field Medal. 
h i r e  likes to take risks. albeit calculated 

Vl lF3, LI d g h  he is mindful first and foremost of 
his men's safety, H, 1 to their 
deaths needlessly - as made 
more than a few trc fer to his 
command. There has been some discussion in 
Parliament that a Grant of Knighthood may be in 
his future. 

R - ~ o n d  being a superior leader and 
led his OM 

bered fo 
rith the thi 

ot Lybertronlc's warrtors. I he giin carries his 
name and is currently being tested for mass 
production. 
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The Wolf Packs are among humanity's 
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send mer 
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greatest warriors and certainly the most ferocious - .  _ , - -  - 
in the imperial Corporation. Comprised entirely (ki?l - ,) 4 bd r;Fb 
of Clansrneniwornen who have renounced their' ::: r-' 
Clan names, these warriors tight for the glory of >:k; ' 

- - 
their "Pack" and the honor of the Imperial , I  y;,, 

r .* > '> " "- 
Megacorporation. ;'I . 1,~~:. ' 

. * < *  
Wolf Packs are almost mythic warriors in ," ' $  ,: 

the inhabited Solar System, and with good ' 'Ei ,;' , 
reason. They have recorded the defeat of'-':' ; 9 

I I nurneraus Dark Legion forces, often single- , ,, ,. 

- - J  

tactician, I 
revolver- 

McGuire a 
based ri 

~lso desigr 
fle cham 

In gun, a 
r l 5 m m  

autocannc In rounds . . to cope H -. ck armor . . .  

handedly. They have fought corporate forces Twice 
* , 

their size and emerged victorious. Wolf Pack 
' "' ') 

heroes are on every planet occupied by mankind. 
r 
I 

As can be expected, their society is a study - ,: \ # 
d Wmothy MacGuire 

Indrv~dual Fwce Cornman&[, limit I pwamy, mortal 
R F C W L D K W S T P N R B K  
9 I ?  5 1 6 3 7  5 3 2 0 2 4 6  

Equlpmem: Agressor Sidearm, MacGulre Rifle. 
Special Abllltles: Deadshot, Hate: 3. Resolve: 3, Strategic 

Ins~ght. 

of extremes. Wolf Pack artisans create some of 
the most intricate and beautifut jewelry, swords 
and armor in the system-even their vehicles 
exhibit a personal touch and sense of individuality 
that reflects the Wolf Pack mentality. At the other 
extreme, their warriors are brash, brutal and 
vicious, having little time for subtlety or decorum. 
"A sharp blade and a steady hand are alt the 
diplomacy I need" is an oft-heard Wolfbane 
saying. There is a personal glee to the Wolves 
when they are fighting in close combat and it is 
not uncommon for the oil-pxesewed heads of an 
enemy to grace the Great Hall of a Pack Den. 

Special Ruks: Mates Cybertronic Al of level 4 or higher. 
Weapon Stal 

, -..---. ,.> 

Mourning Wolves 
The wives and lovers of Imperial warriors 

who have fallen in the battlefield make up the 
packs of the Mourning Wolves. Dubbed by the 
Defense Ministry as the Moratoria, these vicious 
"she-wo7ves" have given up their Clan, their 
families and their future, all in an attempt to 
reunite themselves with their dead lovers. It is 
this grim outlook that unites these women in a 
sisterly bond that even the Dark Symmetry cannot 
break. As one can imagine, this morose 
sorority is restricted to only those women of 
sufficient skill and rage who share the same 



calling. 
Due to the popular belief that a true warrior 

goes to the G r ~ a t  Den when they die, these 
women go after the most brutal of battles where 
fighting is the thickest and death in combat is 
almost ensured. 

Mourning Wolves 
Eltte tmopsr. requ~red 4-8 modsk, mfla!. 

E K n l D C m s I t A S z R -  
9 6 4 1 2 3 2  18 2 29 

Equipment: Tangle Chan, 
, Specfa1 Abllltks: Group Assault ittack. 

5 4 

Wolf Claw. 
, Semndary / 

o . . . .  STt5 See Charl 

Wolt Claw (rend@ 
c c w s S R k F 1 m  W a 
2 . . - - ST15 SwChan 

Mourning Wolf Chieftain 

1 0 7  d l 3 3  2 5 4 1 8 2 3 4  

Equlprnent: Tangle Chain, Invader Assault Rifle w~th 
Harbtnger UBGL 

?A 
0 - - .  See Chart 

Invader AssauR I d l e  (ha/Bsf~] 
OC PB 93 f,R 1R 54 
-4 1 O O -3 - 10 SeaGhnrt 

Harbnger Under Barrel Grenade Launcher (vanable) 
C C w S ( m L R w m  FA 
-- 0 -1 - - - .- See Cltan 

Mourning Wolf Heroine 
Elrfe squad specralrst. oplrmal up to 3 per squad mortal 

~ ~ P N l D ~ w 3 S r U I S ~  
8 4 1 3 3  2 5 6 1 8 2 3 6  

Equlpmsnt: Wolls Fang Claymom. 
Speclal Abllltlw: Ferocity, Secondary Attack, War Cry. 
Weapon Sfats: 

Walk Fang Claymore (shhlng) 
C C W S h R L R W t M  Sd, 
0 .  . . - S T 4  Seechart 

Warhounds 
The Warhounds are the veterans of the 

hese warr 

cks, a wal 

Wolf Dens. Countless years in the worst hellholes 
of the Solar System have honed t jors 
to a razor-sharp edge. 

In the mythos of the Wolf Pa rrior 
who dispatches a worthy foe will be able to savor 
their bravery in the afterlife, sipping it from a Skull 
Goblet in the form of wine. Most Warhounds keep 
a tally of their kills, comparing their record w~th 
others in the Dens and seeing who will have the 
most Goblets wajting for them at the Banquet of 
the Pale Wolf. Now, these gray wolves: are looking 
for a final challenge, something guaranteed to 

either brtng them greater glory+ death. 
When a Warhound stalks the battlefield, 

he looks for the biggest and meanest foe to 
challenge his skills. Armed with the Dread Sledge, 
a Pack of Warhounds can take on enemy armor 
and some of the bigger monstrosities of the Dark 
Legion, reducing the focus of their attack into a 
broken, oozing heap. 

Warhounds 
Elfle Impper, requmd 2-4 models, mollal 
a L a P C m S i ' C m s P e  
1E $ 2 3  1 6  4 1 8 2 2 5  

Equipment: ddearm, Dread Sledge Power 
Hammer, 

Speclal Abllttles: Stealth: 1. 

Weapon Stats: 
bgressnr Sldssm (bstllsrkJ 

E W * ? m L R W W S n  
C' 1 0 - - 8  

Dread St&e Power Hammer (mmu3sFveI 
E W S R m L R a  d ss 

. . . . . ST-5 . 

Wartround Chieftain 
Elrls squad leader, fequtrsd 1 per squad, monal, 

a R d L 5 K m s r w m S F c  
11 5 1 3 3  1 6  4 1 8 2 2 7  

Eqolpment: dgressor Sidearm, Dread Sle$s Power 
Hammer. 

Special AbllfHes: Stealth: 1. 
Weapon Stak 

Agressm Sidearm (baII1sIic) 
E P B S I M I L R W a G I S 4  
0 1 ( - 8 - 

Dread Stedge Power Hammer (concussive) 
R W S R P R L R W  m 94 
n . . . - - ST-6 - 

Head Hunters 
From among the most bloodthirsty and 

vicious warriors in Wolf Pack society come the 
Headhunters. Packs of Headhunter compete to 
see how many 'Yrophies" they can acquire on the 
battlefield, a subject of great pride and 
seriousness amongst this grizzly group of 
warriors. 

Trophies to a Wolfbane Headhunter are 
heads that are taken from the shoulders of their 
foes. These heads are presenred by taxidermy 
and hung about the Headhunter as a status of 
rank and ability. The Imperial Constabulary and 
Court recognize these ferocious warriurs and 
pamit their rather grim rituals 2s harkening back 
to ancient times. That said most of tmpeital tends 
to avoid the Headhunters except when it is 
necessary to fight along side them. 

As a group Headhunters tend to keep to 
themselves, partty because others tend not to 
understand their customs, h u ~ o r  and but mostly 
because others do not want tcl end up amongst 
the Headhunters "trophies". 



Head hunters 
B& trooper, frcr(rr,red 4-8 models, monal, 

E ~ ~ ~ ~ w D % k w m s z K  
1 0 8  L 1 2 J  2 F d 1 9 2 3 0  

Berserker Packs rally around great Pack 
Banners and run towards the enemy, ignoring 
incoming fire, casualties and subtlety. Once they 
reach their foes, Berserkers are a whirlwind of 
fuy. with blades slashing wildly and Aggressors 
firing blindly. They are truly fearsome and they 
have even been known to keep fighting atter 
receiving mortal wounds. The ultimate goal of a 
Berserker is to be on top of a mound of dead 
foes. Whether the Berserker sttll lives in this goal 
is immaterial to them. 

Equipment: Agressor Sidearm, Battle Axe. 
Special Abilities: Beheading, Semndaly Attack 
Weapon Stab: 

A g m o r  Slc!earm (ball/&) 
E P B ~ ~ l J m  
D I b I . .  - 

Benle Axe (cancusswe) 
a : w s r m U l m  
0 - - .  - 

Berserkers 
Elrre trooper, required 4-8 mud& mom1 

C C A C F W L D P C ' M J I I S T ~ I  
1 0 8 4 1 0 2 2 6 4  

Headhunter Chieftain 
R11e squad leader. r e q u ~ ~ d  1 per squad morlal. 

~ m ! w l D K W B h w ~ ~ ~  
i l  g 5 13 3 2 6 4 19 2 32 Equipment: Agressor Sidearm, Punisher Shurt awuru 

Equlprnent: Agressor Sidearm, Battle Axe 
Special Abilltles: Beheading, Secondary Attack, 

Speclal Abilltles: Berserk, Grwp Assault. 
Weapon Stats: 

Agressor Sidearm (ballishcl 
C C W ~ r n U I W m d ' S A  
0 1 0 . -  - 6 

Weapon Stats: 
Agressor S~dearm (MIisLkj 

O : m $ l k m t R w  
l o - - -  

Ballle Axe (conclsslve) 
1 1 3 F B S I f m L R B 1  
i ) . . . . .  

ad Hun te 
Punisher Shod Sword (slashicg) 

C T . N ~ h a C R W  m a I I c r  crknr.. 

o . . . .  - S T 4  - 
I '- 

Berserker Chieftain 
Ehle squad leader, requrwd 1 per squad, mmal Headhunter Blademaster 

Ehle squadspecralist. oplfonal up to 2pw squad, mml 
r x A C ! w L D w \ n r c 3 S I  91 m 
10 o a I I  2 30 

a x w ~ n a m w m s r c  
11 B 4 3 1 3  2 6 4  1 8 2 4 2  

Equipment: Agressor Sidearm, lmpalsr Pick Hammer. 
Special kbilitles: Berserk, Group Assault, K~ll~ng Stroke. Berserker Chieftain 
Weapon Stab 

Agressor S~dearir (ballisfk) 
a C I ; W S 1 I V R U 1 w m s A  , +  m ,  

0 1 0 - -  - B -  

' W P R  
1 19 

, a l e  Sword. Equipment: Agress 
Speclal Abilitles: Beheading, Secondary Attack. 
Weapon Stats: 

Agmor Sldeam (bal/lslic) 
c C W S I I R L R W m 4 S A  
9 1 0 .  

Ballla Sword (slashing) 
C C P B W W  
I . . .  

Impaler Pick Hammer (mnnrssiveI 
O C w 9 1 m m E R  $4 
0  - - - - - s r + g -  

Berserker Banner t 1 _ -__  
B t e  squad specdabst ~ l f o ,  squad. mwlal 

E IX W !D S T h W M S R :  
10 F 4 1 1  - 

Equipment: Agressor Sidearm Patnrrnaers 1 --"> 
\ 

Special dbillties: Berserk, Group Assault. Inspiralon: 3. 1 ,.? c-I 
Weapon Staats: . ' T ?  -< i -:, 

-. C - - 7. . -: , 
Agreswr S~deatm (ballrsfic) , . ' : - 

E C F B s I h R L R W C M ~  ,I 

n 1 u . a -  . ' ? .  ' . I \  
1 

Headhunter Hero 
Elfle squad specral~sr, opfioml. up la 1 p r  squad, mortal 

C C E W L D % M Q T W ~ S ? K  
12 I0 6 13 3 2 fi a 19 T 33 

Eqdpment: Agressor Sidearm, Eatlle Axe. 
Speclal Abilltles: Beheading, Sewndary Attack. 
Weapon Stats: 

Agressor S~dearm (ballbhcl 
C c F e w N A i R l r i h a -  
0 1 0 . -  - 8 -  

Ballle Axe (mncusslve] 
r C W W M 1 t R W  IX1 S9 
0 .  . . S f ~ 5 .  

Pathfinders 
Clansmen and women who are too small 

to effectively join the other elite Packs. but are 
extremely adept at camouflage and ambush 
tactics, become Pathfinders. They are able to 
move quickly and quietly through any terrain, 
sneaking up on an enemy before incapacitating 
them with the Pathfinder's Iron Bolas. Pathfinders 
stalk ahead of the Packs to scout the battlefield 
and lay down covering smoke for their fellow Wolf 

Berserkers 
These war-crazed Clansmen are notable for 

their disregard far danger and for their fury in 
combat. They announce their presence on any 
battlefield with a terrifying war cry and shun the 
infiltration tactics of other Wolf Packs. 



Packs to follow behind. If there is a way through 
enemy lines, a Pathfinder will find it. 

Pathfinders 
El~le trwper, requfred4-8 models, morlal. 

~ ~ P N ! D ~ N Q S r ! A ' ~ ~ ~  
10 11 5 13 3 I 4 4 ra 2 57 

Equlprnent Agressor STdearm, Howler Grenade Launcher, 
Iron Bolas. 

Specfat AbllMas: Ambush, Camouflage: 3, Survlval Tranmq: 3, 
Tachcal Sense. 

Weapon Stats: 
A g m r  Sidearm (baLlic) 

~ W S A h R I n m m S a  
0 a - t 0 

Grenade Launr 
W SI 

-2 

Fenris Bike Driver 
Support Irwpr, required 1 per bke, mortal. 

E ~ R ' J w ~ ~ S T w m ~ ~  
l o r 3 4 1 2 3  - 6 -  - -  - 

Equipment: Agressor Sldeam, Punbher Shorl Sword. 

Weapon Stats: 
Agrsssor Sidearm ~ l l i ~ ~  

C C w S R M I U I m m ! S A  
0 1 0 - -  - 8 -  

Punrsher Shofl Sword (slashfg) 
E C F B S t r n M 1 R  WW !N 
o . . . .  - S T 4  - 

Hedgehog Necromower 
I 

Howler is) The fast and heavily armed Necromower 
OC ? W  w 

7 See Chan 
vehicle is an incredibly rugged, four-wheel-drive, I 

lmn Bdas (batltsllcJ all-terrain vehicle that has been specially modified 
~ w s m 1 R w m  5 t -  to act as a mobile weapon platfon. The m e t a l  ! 

- o -2 . - . 7 see C ) M ~  frame offers some protection for their drivers, who 
are hlghly trained soldiers of the Wolfban@ Light ? 
Cavalry. 3 

Necromowers are used to enabIe rapid 
Fenris Bike deployment and relocation of heavy firepower 1 

Fenris Bikes are fast, noisy and poorly anywhere on the battlefield. It takes the place of 1 
armored death traps that scream across the other Corporation's more traditional Mounted 
battlefield to quickly engage the enemy and Machine Gun Teams to fit Imperial's mobile . t 
harass infantry formations. Packs of Fenris Bikes, ;=tics. 
drlven by Woffbane Commandos, are known to 7 
crash into enemy troopers at full throttle. The Hedgehog Necromower 
bike's Wolfhead Ram crushes it$ victims just as SWOfr fmrr, requlfed 1-2 vehicle. r, 

the Wolfbane's Punisher Sword slashes at the CC FC mi (I) PE PR 
. - . . - 9,fi . .i 21 3 j d  

3 
enemies lucky enough to avoid the onrush of the Eqvi pment: ,,Itfacharger Mwnted +MG, 
vehicle itself. By the time the Fenris makes it to 

Weapon Stats: 
3 

the other side of the enemy formation there is a 
UnmchargerMwnted HMG w,ktlcE 31 

wide path of gore and destruct~on left In its wake. E w w na m - w m s a  
These cavalry tactics allow the Fenris Bike - 0 ( ~ 2 1  3 1x31 1 1x2) -1 (x?] - 13 - a 

Packs to decimate enemy infantry while 3 
maintaining extreme mobility. It is also not NecmmowerDriver 
uncommon for a Walfbane Cornmavdn tn Suppontmpor, requrred I ~ W N W W W , ~  . + 
disembark his vehicle to seize a choice target or cc E rn m p~ w sr W ml AR K 

1 O R d 1 2 3  - 6 - . - -  7 victim. 
Equipment: Agressor Sideam, Woffs Fang Claymore. ? 
Weapon Slats: 

Fenris Blkes Agressor Sidearm (balllslic) 9 
Suppun unrf, req~imd2-4 mode's, whlcle. C C R I S I ? ' R , F I L R W M S A  

~~~~~W~~~~~ 0 : O - - - 8 -  - - . Y l 1 0 2 f i 4 U  1 
Wolf's Fang Claymore (sbhingJ 

Speelal Abllltles: Nahral Attack (12). Secondary Attack. G C W ~ ~ R F I R W  S9 3 

Speclal Rules: The driver of a Ienris may move and attack an B - -  - - S T 4  Wehar t  

enemy w~thin one !rich of the bike with hls -7 

sword using s s~ngle action. The attack my be 
launched at any ttme dunng the move. l l  the 1 
fenris moves a minimum of I h w  inches before 4 

the attack, the damage IS determined by using 
the vehicle's STR mstead of the dnveis, mis is 

k- 

tho un~t's primary atlack. If the fenris has 
adaquate movement remaining atter Lhts attack . - 
to reach basewntacl with another model, i t  3 
may attempt a secondary natural attack by 
rarnmlng Ihe new larget. Th~s 1s affect!vely a 

' ' 

3 

charge, whh a successful CC roll Indicating the - 
ram was elfect~ve. -- -7 

1 

I - 
7 

1 . b ; - .  - a m  \ 
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' -3 
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Motakr4e Weapons 

Melee 
Wolf Ciaw 

The Wolf Claw. a weapon unique to the 
Mourning Wolves, is a set of three long blades 
extending from reinforced gauntlets strapped to the 
forearm. [t is an extension of the pain and grief felt 
by the woman wearing it and the tool by which she 
will earn a place at the Banquet of the Pale Wolf 
with their lost lover. 

Tangle Chains 
This weapon is a mass of hooked and barb- 

wired chains used exclusively by the Mourning 
Wolves. 

Battle Axe 
This is a double headed used frequently by 

the Wolf Packs are, heavy-bladed weapons 
capable of causing grievous bodily ham. 

Greatsword 
These weapons are fashioned for the 

Wolfbanes by Clan Murray whose smiths have 
inherited the task from the near-extinct Gallagher 
Clan. While they are fine blades, they lack the 
atmost mystical qualities of a Gallagher-produced 
sword. 

Pick Axe 
The modern pick axe represents the evoiution 

from standard issue mining tool b a vicious close 
combat weapon. 

Wolf's Fang Claymore 
These fearsome two-handed swords have an 

almost religious significance amongst the Wolves 
who often carry them into battle instead of side 
arms. There appears ta be no logical reason for 
this, but they are said to protect against influence 
from Dark Symmetry and such blades are known 
to cause greater damage against the cursed flesh 
of the Dark Legion. They are manufactuted by a 
number of different companies. The best used to 
come from the decimated Gallaghers, who's 
Smiths were rumored to use arcane rites and 
strange materials in their forging, but now many 
of the finest are made by Clan Murray's Lyon & 
Arkinson. 

dge Pow 

the Broth€ 
tbertronic 
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Dread Sleu er Hammer 
Thrs soph~sticated weapon is a gift to the 

Wolfbanes from !rhood for their sewices 
against both C! and the Dark Legion. 
The weapon ~ t e d  by the Blessed 
Engineers to amplify kinetic energy. This energy 
rests in an internal battery and can be released 
through the hammer's head in one great strike. 
This amplifies the force of the blow greatly, 
crumpling armored plate and felling the minions 
of the Dark Saul as well as the constructs of the 
Sillcon Whore. 

Gallagher Runesword 
This ancient blade has been in the 

Gallagher Clan since before the Fall, being 
passed down from father to son for countless 
generations. It is covered in Runes that glow in 
the presence of the Dark Legion and cause 
dreadful wounds to their corrupted flesh. 

Sidearms 
Aggressor Pistol 

The Aggressor personal sidearm is in wide 
use throughout Imperial territory and is popular 
for its robust design and srurdiness in combat. 
The weight af the weapon allows it to be utilized 
in pistol whipping while its construction ensures 
that a few whacks upside someone's skull will 
not cause any problems In the guns performance. 
Firing 45 caliber rounds and produced by Lyon & 
Atkinson, the Aggressor has fast become a staple 
in all of Imperials Forces. 

Interceptor Sub Machine Gun 
The standard SMG of most Imperial armed 

forces, the Interceptor, is a cloven choice. Some 
people love it for the SMG's feeling of raw power, 
while others find it far too heavy and bulky. 

Once again Lyon & Atkinson focuses on 
offensive capabilities. as the Interceptor is the 
most powerful of all conventional sub-machine 
guns. Like the Aggressor, the Interceptorfires .45 
caliber arnrnunit~on and is simply brutal at close 
range. 

Sho fgun 
Mandible Shotgun 

The Bartholomew & Grendel production of 
this shotgun follows regular Imperial weapon 
designs. Sturdy, powerful, and hard hitting are 
all words to describe the Mandible, though the 
same can be said for Imperial as a whole. It is 
capable of shredding soft targets at close range 
with a hail of buckshot and its slugs can knock a 
large man his back, where he will likely stay. 

Wolf Claw/ Chain 

( Battle Axe 5 
P < Greatsword ) / 
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Rifle on some sort of vehicle and boasts an extreme 
rate of fire (4,800 rpm). Coupled with its large 
machinegun caliber, the Ultracharger is a lethal 
threat to any and all infantry that is unfortunate 
to be in its sights. 

. Fak Invader Assault Rifle 
I Like most of lrnperrals weaponry, the 

*3 
I Invader is designed for close range and high 

damage with the ability to survive the most ill 
treatment and stilt function properly. It is a Lyon 
& Atkinson des~gn that is popular amongst 

< f n t e r c e p l z ]  Imperial military forces for its stopping power and 
the fact that it does not need much maintenance 

/b to keep functioning. 

L & A Nimrod Autocannon 
Imperial's Lyons & Atkinson ordinance 

manufacturers have come up wilh a good solution 
to some of the bigger pieces of mechanical 
mayhem that Cybertronic fields. The Nimrod 
Autocannon. This beast is capable of burst firing 
20mm autocannon rounds from its dual. over- 
under, barrel design and is more than adequate 
in dealing with heavily armored foes. 

Assailant Sniper Rifle 
The Assailant is a v e y  robust weapon, 

larger than other weapons of this class with 
poorer range to boot. It makes up for these 
shortcomings with its sheer power and its ability 
to remain accurate and functioning in harsh 

; <~andfble shotgun] battlefield conditions. 
Lumberjack Autocannon 

The Lumberjack is unusual amongst 
autocannans in that, instead of having over and 
under barrels, its two barrels are side by side. 
This gives it a nice wide held of fire and allows it 
to tire rapid volleys of 3omm autocannon rounds 
at mobile armor targets. 

It is almost always mounted on a vehicle 
due to its weight and bulk and has become a 
feared weapon by those whc have faced an 
Imperial force. 

h/~3 Destroyer Light Machine Gun 
The Destroyer is a modified lnvader with 

an elongated barrel and trombone gas reguIator 
to a[leviate some of this weapons brutal recoil. 

/ The MacGuJre Rifle 
This formidable gun houses 6, 15mm 

autocannon rounds in a revolver-type chamber 

< that can punch large hdes in armored plate. It is 
-- =I lighter and more compact than standard 

,;, autocannons, which allows it to be used in close 
,v quarter battles and a i m d  much like a regular 

rifle. Bartholomew & Grendel has picked up the /./ design fights and is testing tbe weapon for mass 
production. 

Invade Launcher 
Howler Grenade Launcher 

The Howler GL is basically a launch tube 
strapped to the warrior's forearm. It is loosely 
based from Bauhaus design, though each round 
must be hand-loaded into the slide-breech before 
being fired from the grip-trigger. 

Heavy 
Southpaw Rocket Launcher 

The Southpaw is a fearsome weapon with 
a greater punch than other weapons rn its class. 
Its design is simple and robust, allowing it to 
survive harsh battlefield conditions and the 
ammo-drum can be pre-loaded with whatever 
configuration of rockets desired by its operator. 

v , . 
. b 3  Intruder Heavy Machine Gun 

P .  The intruder is a 6-barrel gatling style heavy 

t 
machine gun produced for the imperial military 

<*ssaitant sniper) by Lyon & Atkinson as a "lightet' version of their 
Yarned Charger series. Still, the rate of fire of the 
Intruder is impressive, and is quite effective in 
dealing with enemy infantry. 

Thrown 
Iron Bolas 

Iron Bolas have been adapted to warfare 
by the Wolfbanes to quickly brir.g down stubborn 
foes, entangling them and tripping them up before 
the Bolas' thrower moves in for the kBI. 

Charger Heavy Machine Gun 
This monster is the ultimate in man- 

portable heavy machine guns. Eleven barrels 
speedlly nre rlfle calfber ammunltlon In great 

lr ',., bursts, chewing through targets and decimating 

f infantry formations, Many consider the Charger 
.d to be gross-overkill, while others believe it to be < Charger HMG ) Lyon & Atkinson's finest design to date. 

Ultracharger Mounted Machine Gun 

Such weapons have been seen elsewhere 
in the Solar System, mostly used by the much- 
feared Slavers of the Marauder Confederation. 

This sixteen-barreled version of the ever- 
popular Charger has been wamty accepted by 
Imperial's armed forces. It is usually mounted 
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of your Corporation, your family, and yourself is paramount. 
Each insult must be repaid, and each attack must be returned. 
No Mishiman is afraid to die honorably for the glory of Mishima, 
as this increases hrs family's honor, affording both spiritual and 
material benefits. Each day, memorials are held for those who 
died in service of the Corporation, and they are honored above 
all others. 

It is principles like these that have allowed Mishima ta 
thrive in a hostile galaxy and carve out an empire that has 
become the second largest Corporation in ths Solar System. 
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"The hi does nor rorning. Neither does a 
sudden all day. nd earth are not able to 
make things last, yet Mis!,,, , ,, ,, ,,dres, " 

-Venerable Sage Yuroji 

Mishima is the most feudal of all the Corporations. Its 
elite ruling class is called the Samurai, and each swears 
allegiance to a Llege Lord who will be his master. Unless he is 
of the lowest tier of Samurai, he will then have vassals who 
have sworn allegiance to him. The Samurai are the soldiers, 
police and administrators of their Corpoxaticn. Only they can 
own property, only they can bear the ceremonial swards, only 
they may don the mighty Shoa suits of t he  true Mishiman warrior. 
It is the duty of every Samurai to obey his Liege Lord without 
question, even unto death. In return for his loyalty, the Liege 
Lord provides him with food, weapons, shelter, and a salary. 

Higher-ranking Samurai, called Dafmyo, are rewarded with 
their own industrial estates, called Keiretsu. A Keiretsu can range 
from a small 'actory complex to a vast territory complete with 
several installations. Many of the ofdest and most powerful 
Samurai Lords have held their Keiretsu since the founding of 
the Megacorporation and are as well entrenched in their status 
as the  Overlord and his heirs are in theirs. The lesser flefdoms 
within Keiretsu are not quite so stable. The lowest tier of Samurai 

~iFy, Tradition, Loyalty, Glory ... Misltima." 
-Mishiman Corporate Matto 

~nd, the Miskrrna Megacorporation has 
a p c a u  UIIUULJIIUUL p v a r  3. facet of the  Solar System and left an 
impact that few can Ignore. Mishima is unique, because service 
is at Lhe hear1 of all their citizens, despite thclr station wlthin the 
company. In evey situation, Mishiman employees do their 
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can be stripped of their status and have their fiefs reassigned at 
the whim of their Liege Lord. It is quite common for an 
unsuccessful retainer to have his frefdom taken away and given 
to a more favored subject. 

While a Samurai runs the Keiretsu, he can use its revenues 
as he sees fit. The larger t h ~  the more powerful the 
armies a Daimyo can maintair greater his influence is 
within corporate politics. Beca Samurai are constantly 
training themselves for success on the battlefield, they usually 
I >meone who can act as their aide de camp in business 
i Mishiman society, this person is referred to as the 
: 

The Shadow is a trusted retainer. usually a Sarnural too 
old or too crippled to serve in battle. The Shadow is responsible 
for ove~eeing the day to day operations of the business, which 
leaves the Samurai free to practice his arts, sew@ his master, 
and engage in the unending political intrigues of the Mishirna's 
ruling class. 

anyone involved in thl international trade 
Samurai had become Solar y-I I ICI I c i r  14 11 vz leaders of busmess 
and the caste system slowly evolved Into a system that focused 
on manufacturing and production. 

While teaming w ~ t h  masses of ski'lled laborers. Mishima 
developed ~ts  focus in f3- r micro-ele I 
intelligence and in this led. Most I 
advances in the late 21 3rty 21st ( 1 

the Mish~man Combine, or Jade Empire as ~t was also known 
then. Its laborers, hundreds of thousands drong, served the 
cause of planetary development as onLy Mishirna could. The 
newly refined caste system had galvanized a labor farce of 
unprecedented size and motivat~on. 

In the areas of technology and mass 3 
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planets, were oulfitted wilh Mishrrnan designerl equipment and 
the technojogy thzt trnprovad terraforming and progress came 
from Mjshrman lahoraiories and hlisl~iman fadories. llad not 
the Firsl Corporate Wars occurrecl who ' 

Mishiman technology mulci have achievec 

The First Corporate Wars raged for : 
twenty-two hundreds and Mishrrna became arsancrly rnrlrrarlsuc 

: fiefdom 
1 and the 
use most 

le areas ni 
they excel 
3th and ei 

ictronics a 
. of the tec 
:enturi~s ( 

~ossess sc 
affairs. In 
Shadow. 

productio 
fields wit1 ... 

aste indoc 
s masses 
n~arvel ir 

. . ,  . ,  

:Irination E 

were cap: 
1 any age 

I prowess 
emhly dinc 
corpora tc . .. 

knows thc ? wanden 

during thc 
.>.. . ,. 

I .  

centuries 
,- .. .. 

and conservative during this Lime. Wh~le always insular, Lhelr I 
isolation became almost xenuphobic dunng thrs bluody perlod 
of acrimony and distrust. Whereas Mish~rrla had previouslv 

"'Honor your ancestors to ensure the success of your rel~ed upon In 
progeny. Teach you progeny hanor and you ensure the the Corporate 

I ''I 
success of your famlly." What they lac 

:f 
r 
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The Mishima Corporation can trace its origins back to 6th devastating v 

century Japan on Earth. The Yamato dynasty of that time was Many or tne neaus or lnuusrry rrom rne mass of srnalle~ 
part of a process whch incorporated a heady blend of Zen companies tl l~shilna C I 
Buddhism and Confuc~an Philosophy into Japan" awn Shintoist lineage to t h ~  
belief system. This amalgamation formed the basis of privileges in r ? I  
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i 3rd millennia. Under this philosophical and ancestors. l lr~ ystem, t h ~  I I 

I : is relegated to stratified castes and the and leaders pon the : I 

I r are expected to serve their caste with covorat~on. -lord as 111 
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I 
the castes was predicated on their success in life. Everythrng goaT and bind itself to his roots ~nextrfcably. Over the cen l~~r~es  
one did would serve to bring honor and status to their souls. the role nf the Overlord becamr more signtficant and his pawe 
their rewards would be significant. to direct the affa~rs of his burgeoning emprrr: grew No ionqe 

The warrior castes in this feudal society were the most was he mere ?head and ~ u t  rather f 

I 
revered of all, but as the centuries unfolded, the Samurai were almost dlvlne 
all but a memory from an age of blood, glory, and high art. Anjiro k le third Over~ora ~nlshrrna wh r 
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i r evolved into something far more. By the allowed him ~f the Me ation to a 
I Thouqh their roles had changed. they had not disappeared 40 years, was ~reullad with the consolidat~on of ouwar r ~ ~ a t  - - -, 

f century many descendants of the rflustflous successor d a biliiy to , successor I 

f ere applying traditional attitudes and modes would eventualry evolve Into me ~arn~l~el  right or passage Mishima - ,; I 
of thought to the arena of big business rather than the battlefield; practices tad kdering its feudat p: f ->.34 
the lessons of warfare fitting seamlessfy in the boardroom. The power and cc rld have been natur I 
legendary stoicism of the Samurai, born of deep contemplat~on, Follow ear collapse oT rvl 
and dedication to trainrng and the arts* was tmly an asset to Campaigns UI IUCI u la l~adsrshtp of Overlord IVULJU~GII, LI la I I U ~ U I  I 
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f~fth Megacorporation, pressure on the Mishima has subsided considerably, 
which is a good thing as the current Lord Heirs are the least tolerant of the 
Brotherhood in many years. 

Keiretsu 
"The hlgh wind does not last all morning. Illeither does a sudden rain 
East all day. Heaven and earth are not able fo make things last, yet 
Mishima endures." 

-Venerable Sage Yurcji 

Mishima is not merely a Megacorpc mass of sub- 
companies, called Keiretsu, all owing alfegia e Corporation 
owned by the Mishima dynasty. In theory, : :ts are owned 
by the Overlord and his family. The heads or me nelrersu merely hold them 
in trust. The revenues they gain are, in theory, a stipend for managing their 
fiefdoms. 

Every Keiretsu Is thus its own industrial fiefdom. ruled bv a Samurai 
farnity. Each Keiretsu has many sub-divisic wer 
status Samurai families. Each uf these SL turn 
2nd given to Samurai famll~es of still low( lest 
status corporate families owe allegiance to lar ye! dl IU I I IUI  e ~ U W ~ I  I W I  ~ l i e s .  
Eventually this chain of alkgiance can be traced all the way up to the Lord 
Heirs and the Overlord himself. 
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Within the Mishiman Corporatian, Keiretsu compete wth Keiretsu and 
lesser fiefdoms compete with les: aim 
that this practice encourages u ima 
disagrees. Competition among tl ons 
on a product, variations that crea~c I~~~~~ lllDlnGl Ydell as a wide 
range of quality which can be exploited by the corporation. Additionally, 
Mishima doesn't spend vast resources on research and development, 
preferring instead to liberate the labors of others. 

Many of the oldest and most powerl heir 
Keiretsu since the founding of the Megacorp hed 
in their status as the Overlord and his heirs 3m3 

within Keiretsu are not quite so stable. The lowest tier ot sarnural can be 
stripped of their status their fiefs  reassign^ #him 
o i  their llege-lord. This often as the liege rt ,hes 
his vassals. It is quite I for an unsuccess: his 
fjef I away and given to a more favored 5IJbjeCt. 

?FA Corporate Lords who rute the Keiretsu are known as Daimyos. 
Wll Ceiretsu, they can assign fiefs to their chosen retainers. These 
f~efdoms provide the Samurai wflh the revenues to equip hls army of retainers 
and maintain his netwark of spies and informers. The larger the fiefdom the 
more powerful the armies a Qaimyo can maintain and the greater his influence 
is within corporate politics. 

In ancfent days, the Overlord was the supreme head of the Corporation. 
His word was law, his decisions were unchallengeabk After him the most 
powerful of all the Corporations rulers were the Lord Heirs, of whom one will 
succeed the present Overlord. 

As with all Mishiman families, if an Overlord had na heirs he can adopt 
an outsider, usually a favored retainer, into his family, and the adopted child 
will be granted all the privileges, rights and obligations of a child of the 
blood. 
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"Dishonor is like a scar on a tree, which with time, instead of effacing, 
onIy enlarges. " 

-Bushido Samuraf Masahora tdeo 



In ancient days, the Overlord was the supreme head of the Corporation. 
His word was law, and his decisions were unquestioned. After him, the most 
powerful n~lers were the Lord Heirs, of whom one will succeed t h ~  t 
Overlord. 

Traditionally, each Lord Heir was given overall r e s p ~ n s i ~ ~ ~ ~ , ~  # ~ r  
Mishiman operations on the three major worlds where th 
holdings--Mercury, Venus and Mars, whlle the Overlord 
of the Corporation from his palace on Luna. In the past, t 
the most worthy Lord Heir to succeed him upon his death. h IF: rGvu wvml 

would then appoint his own successor to inherit his own fiefdom following 
his ascension. 
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Recently, this potentially unstable political system has at last brought 
Mishfma to the verge of disaster. The Overlord's power has eroded as the 
power of the Lord Heirs has grown. The present Overlord, Nagoya. is viewed 
as a powerless old man, partially crippled and slightly weak of mind. Me Is 
surrounded by a court of scheming advisors, many of whom are in the pay 
of one or the other of the Lord Heirs. With the exception of his youngest 
daughter. Sakura, who attends to her father daily at his court on Luna, none 
of h ~ s  other children see him except during the yearly festival of Rebirth. Na 
one knows whom he will pick as his successor, or whether he might even do 
the unthinkable and not chose any successor at all. 

The Lord Heirs 
"The superior man, when he stands alone, knows no fear for he is one 
with all things. The Mishlman is one wifh all things." 

-Fourteenth Pillar 

s enmity 
;sination -- *.-+-... 

The three current Lord Heirs hate each other passionately. Thi 
has expressed itself in countless intrigues, skirmishes, and assas 
attempts and has brought the proud Mishima Megacarporation to tlla ual ye 

of civil war. While the Lord Heirs pay to their father the Overlord, 
they privately despise hlm and ignorc ; for unity. 

Wh~ le  this situation is nt knowledge, the other 
Megacorporations and their intelligence neworKs now have what they have 
long searched for-a flaw in the indomitable armor of the Mishima 
Megacorporation. To further their own interests, the other Megacorporations 
now do their best te further this rivalry by secretly interfering in Mishima's 
Internal affairs, back~ng their own claimants to the throne of the Overlord. 

Back room discussions indicate that the Lard heirs do share one idea 
in common; they may forgo the forfeiture of their fiefdoms and attempt to reta: 
retain both the powers and privileges of this fiefdorm when the present Over 
quite conceivably lead to op 3r with the r Lord Heirs. To rn: 
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Lord Heir Maru 

-or, Heir hv~nya. ID. EIOZSI son 0, Lord Heir Maru, Prinm of the Oceans, 
d Nagoya, is tlie Shogun of the youngest son of Nagoya. is second heir 
easily the most powerful fort to the Overlord's position, and the ruler of all 
s mil~tary Apowerfut man, Mo) Mlshiman Venus. While the youngest of the 

over SIX feet tall and presents an irnpos~ng male Lord Heirs, his lineage and position 
I ' :e to those who meet his penetrating make him Shogun of Venus, and thus 
I I lnly on Mercury is the Mishiman power LII d. The responsible for the Megacorporation's dealings on the jungle 

; incredible mineral resources the planet. While he came to power from the untimely death of 111s 
'I lvlegacorporat~on witlr much of its staggering wealln. I n e  Prince elder brother, Maw is a true son of Bushido and exern~lifies the 

I of the Soil and Supreme Master of Mercury is also currently the virtues of this most ancient code of conduct. Until 3ed 1 most powerful of the three Lord Heirs. Moya is a brilliant and to the position of Lord Heir, he had been the leader c er's 
ruthless adrnrnistrator with a rapacious appetite for power and armies and had seen much frontline action in the vvarzones of 

I I wealth. ~ n ,  he has dorn~nie of the Venus. 
Mishim nd he has chosen ng his Martr is a dour, driven 
career. ingratiated himself s such man, a paracon of ancient 
as the IamDU Lomblne and the Reo Dragon Irraa. and his Samurai virtues. He will 

s have just cause to Sear his \ bposed happily direct battles from the 
cies in the past did not live 1c ?t their front lines and is most offen 

I I ion. seen in the company of 
1 h e ,  Moya guided his eeclnn uf the Mishiman industrial 

with a Firm hand. He has since retired to the Garden of 
31 Delights, seen onlv occas~nnally by his n-nnd trusted I detriment of his other duties. 

1 nararnoto. Many l~elieve that the Lord I-leir's spirit was broken He insists that this is a 
recent loss of his tt  ]gainst the Dark necessary and neglected 
his self-imposed ser zd these mrnors. aspect of rulership, much to 
now has It !hat I : mad and has the consternation of his father, 

1 su r~r~ur~ded himself with all bulls UI ~ d w r ~ ~ r ~ y  ~ d ~ k e v s  and courtly though his sister, Mariko, firmly 
I para~~tes.  Isavfn< , dornalr~ 1 ond in supports her brother's right to 

1, b. get himself cut down in battle. 

FJo\ta's wit1 I* I r u v v  LCIllIcU U W L  bv his SI FaUVVV, "enera! <-- Where Moya is an 
Nozaki, inspiring man, Man much of the pomp and tmppings 

of his ofice. He d a sordler and rarely chooses to 
headqu officiate in any but important ceremonies. To assist 

, ;- wletds pcrull:l I,l;Louarr: L r r ;  I I I c  CUIU I IFI I  CJIT71 U L  drugs with his efforts, Maw has appointed a cadre of administrators 
I mad Others clairn e a tvtzafd in the whose task it is to free him : mundane aspects of 
rk Aposlles. These I ? onqy whispered administration. This does no aru is unaware of what 

SF No=ki's arm transpires, he Fa very much a leader. He has simply 
his applied the military chain of command to civilian ministration, 

vanish To his credit this system works surprisingly well. 

i e. His His ffefdom on Venus is incredibly wealthy; a state that 
I have has grown since his ascension much to his rel~l-f=nra The 

advan higher people need a powerful symbol to follow and Man nds 
within curian that white he is not suited to play the figurehead, k ?ast 
hierar allow h ~ s  palace to inspire the confidence and s 8 he 

Nozaki meets forgoes. Maru's political power suffers from h ~ s  need to -- 
with Ihe reclusive lord constantly participate in the wars that wrack that strife-lorn ~ o d d .  

'i* every weerr and Because of this. Maru has little time for sibling intrigue in the 
through sheer force of polrtical courts. However, he is convinced that one of them was 
his o.nlner!s irresence responsible for the death of his brother. And once proven, honor 

I has kept the Shogun's demands that vengeance will be his. 
I .  cjorna,n intact. Because of his strict adherence to the Bushido, Maw 

b low~ver .  MoYa" barely t o l e r a t ~ s  the Brotherhood, finding them to be 
I-- . - reclusive ; [eft Mcrcu l~  in a state of uncsrtainty. unenlightened and scheming opportunists. Until the return of 

ture thal I: le wbll ancl vision of its readers, Such the Dark Legion, his views were not so uncommon and he was ' a slrilation IS tanrarnrrrlllr to catastrophe It rhis condition able to secure his domarn from them. However, with their return, t -: .-- . whli:h I :d M 3 i l l ~ ~ l  fo begill a Propaganda campaign Maru has found himself on a fragile limb, with little assistance 
agains: r hrolher it1 hopes of ilns@3[ir!c_l h l n  from his from the chief defenders of humanity. He has welcomed the 

I positlor d Ihe Llirone Schools of Enlightenment to his lands to provide his army the 
+ a  1 mystic power he lacks without Brotherhood aid. Maru is a stocky 
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I nelrcnaner and prolectlon IS arawn a ~ r e c ~ ~ y  rrom tne uverlord's 
defense of the orrg~nal Seven Sages against the Brotherhood 
and so the Soher are duty bound to defend the Overlord. This is 
a subtFety that modern Mlshirna has translated into support of 
the corporation, but this is not true. The Sohei I 
first and foremost to tha actual Overlord. In the 
climate of Mishrma, t h ~ s  forgotten oblrgation cr 

When a retinue of the Lord I-leirs takes the field and 
[;$: 4 demands the Sohei march w~ lh  ~ t ,  the warrkel' monks arm 
1 "Y., themse 1 weapons of thetr s 

some 5 devrce Tliese Soh' 
lave achieved both 

acumen as well as possessing a 
~d nu SC~OOIS of 
efer to have thelr 
y trainccl for certain 

functinns and In matters of war, the  
Rokudan is that person To outs~ders, 
the l?okudan functions very much 
Ilke a sqirad sergeant though 119 is 

those gifted few and assist in their 
development. By cornparisan, the 
mystics of Mishima are more numerous 
than the Channelers of the Brotherhood. 

Kl powers are very much a mystery 

als and consider this a result of their repeated rerncamations finally 
i 

These manifesting itselftangibly. It is this beliefthat aflows the stratified 

1 

- ,  
his 14 rn an outward othenrvorldly powers. When this happens. he is afforded the 
manifest3 3 of  title of Enlrghtened Master and begins instrucfing h ~ s  fellow 
power. but some do. Sohei. Generally it takes many years to achieve the rank of 

Before they arc accorded with the title and rank of 
latent Enlightened Master, the aspirant or Kohei will spend Ms last six 

the months at the Celestial Pagoda on Mercury, refining his powers 
hrs to amid his corporations greatest KI masters. Those Kohei who 
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Enlightened Master becomes a frequent sight 
throughout his lord's Kieretsu and frequently serve the 
corporate's leadership on a local level when required. 
When a Mishiman Noble is Merested in making a 
serrous point during a negotiation, he will invariably 
request an Enlightel 
open negotiations. 
Enlightened Mast1 
mediators. The Princess Saltura was herselt a Kohei 
before being called back to serve her ailing father on 
Luna. 

Demon 5 
Mis lers have as little to do with the 

Brotherho I can. This does not mean that they 
are defenseless against the Darkness. Mishiman society 

organiza 
Darknes 

I the time ?ronian schism. 
~lthough founded ay the renegade Inquisitor Toranaga, 
it has gone on to develop its own traditions, methods 
and goats separate from the Brotherhood. Demon 
Hunters are sworn to root out the servants of the 
Darkness within Mishima by any a 
necessary. They are at least as fana 
successful as Brotherhood Inquisitors. 

Deman Hunters are sworn to  oppose the 
Darkness. They take oaths of allegiance directly to the 
head of their order, who makes his oath to the Overlord. 
Most are chosen young and trained from an earty age 
to the fanatical pursu~t of their task. Others come to the 
order later, after they have lost friends or a Liege Lord 
to the Darkness. All of these people make their way to 
the Forbidden Isle on Mercury. Very few are accepted 
and even these rnus ny tests, which d e n  prove 
fatal if failed. The : candidates are taught a 
host, of secret arts instrlled wlth an undying 
hatred of the Darkness by the monks of the Isle. This 
process takes many years and transfoms them into some of 
the best warriors In the human worlds. Once a Demon Hunter The Shadow walker Cult 

Deep withln Mish~rnan socie ;t completes his training on the Forbidden Isle, he is free to wander 
the worlds of mankind as he sees fit, hunting down the spawn of aSSasslns that, whll cb ged, are L 

of the Great Darkness, and slaying them with impunity. rulers and the lrowerfu '9; 321047 to elir 

Some Demon Hunters ally themselves with Mishirna's both lnterna' er 11s sect rs 

lords and became tntsted advisors, while others drifl from place as the Shadow Walke 

to place going wherever their services are most needed. By There t a r  ~nrclrmation about 
special dispensafmn, all Demon Hunters are allowed to possess Cult and thi ~ l ~ o n a l  Some claim 1 

a suit of powered combat armor, a right normally reserved to unofficiaf a g ~  Mish~rna Corporation 3 
Samurai, By tradition, each also conceals his features behind a that the Shadow Walkers are a sepade entity with no arleglance 
scowling terrifying mask. There is little love lost between Demon to anyone or anything but themselves. With the eyes of the 
Hunters and Inquisitors, but each has a wary respect for the Cardinal always peering into the affalrs of this h4egacorp0railon I 

others prowess. By nature, most Demon Hunters tend ta be and the Cartel k@ePlW a close eve on their technolo~ical / -  

aloof loners, but a few acquire small retinues of trusted retainers develoPmen i. ishima was, s 
in order b aid them in their quest against the dark. Cybertronrc. the most scrutiniz~ )O 

3 - 1  

) I €  
--4 

By anelent tradition, a Demon Hunter may demand an internal 'Irife would often 

audience with any ruler up to the rank of Lord Heir, Usually a intelligence and thus the Mishirna Y V ~ ~ ~  11131y IIII1lLcU a.3 it -- 
Demon Hunter will be heard with respect and their advice acted could achieve clandestinely. ' w Walker 
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position in the Mishiman army is that of a Bannerman. This 
individual wears the rnon on a prominent pole on his back called 
a sashimono, which elevates the rnon for aI/ to see. These 
fluttering Rags usually bear the sign of the unit's Liege Lord, the 
unit's size and number. The Bannerman is usually the strongest, 
fiercest and deadliest warrior of the unit because he carries its 
honor on his back. It is a great dishonor for a unit to lose its 
banner so warriors usually fight fiercely in the banner's defense. 

Troops oRen display more than one man, to indicate aTlies 
upon whose side they will fight Fn addition to their primary rnon 
which announces their allegiance. Troops serving tours of duty 
in the Mishima corporate army are required to display the 
Mishima mon, which takes the form of a stylized letter "M" 
surrounded by the rays of the Rising Sun. 

because the ,en given the unprel opporiunll 
to gain honor II I WI I nuat. A select few have t : v ~  I I J Y P ? ~  aleva leu 
to the status d Sarnu se of their bravery. 'Cord Heir 
Maw has strictly limit4 e of Ashigaru In llis army and 
does not adhere ta the now more common acceptance that 
petvades tht ion. 

rai becau 
3d the us, 
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wa Jokugal 
The Talcugawa am chosen from the Liege lord's retlnue , l 

and given er ainlng in the ways of modern ~6atTare. I rtensive tr 

t Units Sup par 
Mishinla's Suppott Unit str las upon the Keiretsu 

mounting the military action ar .d Heir that Kieretsu I 

serves. Lrke so much of Mishim tinct predelections of 
its Ieaders greatly determines the acruaj manifestation of their 

I 
support. Lord Helr Ma himsalf an adheren d I 

Bushidic Codes, favor lrnhat to ranged, an a 
share this disposition. I 

ucture var 
~d the Lot 
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Kamakura 
' E t  is forbidden to forget the great debt of kindness one owes 
to his master and ancestors and thereby make light of the 
virtues of loyalty and filial piety." . 

-The Regulations of Ryoshun 

ru, being 
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i 
"A warrior t kces but one soul.' 

-Kensai T'acf 

Sa tn tlr h I 
like the Bus n 
fights agains d 
planning of more profess~onal corporate armies does not come 
easy to them. These Samurat beFieve in the frontal assaull and , 

in presewing therr personal honor at all costs They woulcl rather I 
I 

fight a duel with a respected foe than cut hlm down from a . 
distance. Other Samural hellve in the mod retatinns of , 
Bushfdo wherein the mastery of ones wr jardless of k r I 

what that weapon is, remains the most issue. For 11 
these Samurai, the modern theatre of W ~ I  ID I I I L I L ~  easier t- 
understand and fit in with. Sadly, rivalries between individu: I 
Liege Lorrls makes it diffjcult to operate according tc any Ion I 

I 
range plans as each Liege Lord has a tendency to lead hi 
armies to wb Y 
and sfallght~ 

ltwas i I 
e l  

bastion of Mi,, ,,, , ,,, , ,~minnce,, that the basic Mishiman manner 
of warfare br 3 Heir Moya, Prince 1, 
introduced m ~e face of the relentle s 
of the other i the potential all-I 9 I 

encroachment nf the Dark Leglon. Faced hy the well-arganrze 
attacks of Bauhaus and Capitol and t h ~ !  superlative Speci; 
Forces of Imperial, he h a s  introduwrl an element c 1 

I 
professionalism and discipline to his unrulv Samurai armies 
Generals are executed who ty to satisfy tf tal need for 
glory and deviate from battle plans. He ; a special 1 
training facility on Lhe surface of Mercury H . O F ~ S  study 
methods of modern warfare. Such ~nnovauv~~s o ~ c  no! limit@-' I 
to Moya atone. Even ths rigid Maru has sanctioned the creatio 
of a spacial school in Quanto where the sons of Maru's mor 1 

powerful retarners are taught the most modern techniques c I 
warfare by mercenary tutors. r-.t. 

On the battlefield Mishlman soldier I 

by their anclent doctrines. "Defend or d 
Mishiman slogan, Its warriors wouCd rather glve thelr l~ves tha 

Cornpietely loyal to the Liege Lord and the Corporation, 
Karnakum Squads know there is no greater honor, far both 
themselves and their families, than to serve their lords for the 
greater good of Mishima. 

On the battlefield, the Kamakura fight fiercefy, cFasing 
quickly with the: enemy. Those that survive know they have 
achleved the favor of the Liege Lord, and may be promoted to 
the privileged ranks of the Tokagowa. 
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Ashigaru 
"No matter whether a person belongs to the upper w lower 
ranks, K he has not put his fife on fhe lime at least once he 
has cause for shame," 

For centuries, only the Samurai took part in combat, 
leadfng companies of the Corporation's elite into battle. But the 
Corporate Wars and The first assault of the Dark Legion nearly 
decimated Mishima's aristocratic families. While Mercury jtself 
was the least ravaged by the Dark Legion, its ruling castes were 
dealt debilitating losses, enough that the Megacorporation 
undeiwent decades of internal chaos and nearly tore itself apart. 
Were it not for the rigid traditions that founded the 
MegacorporatFon. Mishirna may have passed into antiquity. 
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As with all wounded things, Mishima healed itself even 
stronger than it was. To prevent this crisis from re-occurring, 
then Overlord Norita realized that he needed to find a new source 
of soldiers to repel the enemies of his reconstituted Empire, 
Breaking from modern tradition, he began to deploy Commoners 
on the battlefield, naming them Ashigaru. As can be imagined, 
many within Mishima recoiled at the idea, but Norita overcame 
these traditionalists, citing that the Megacorporation needed to 
harness its vast populace to be able to assert itself in a reborn 
universe. 

Down through the years, the Lords of Mishima have fielded 
Asigaru in varying degrees, some seeing value in their teaming 
masses while other holding begrudgingly to ancient traditions. 
Today, both Lord Moya and Lady Mariko utilizeAshigaru in battle. 
Most of these Ashigaru are incredibly loyal to their overmasters 
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1%- I con side^ Keiretsu provides its own fleet. Lord Maru's is the largest and 
able way r lich his flagship. Prince of Dragons. is the mightiest warship everto 

,? , -..,,. -s both the sorfller' nonor float on Venus's seas, a source of both great pride and great 
, --.I L '  

IS family i ach jealousy. It displaces a quarter of a million tons of 
, 

ieath 
rd 's  i d a  its massive hull which bristles with every kind I I and 
ne makes the gun imaginable. The Prince's armored hull can Vdi strike 1 nera~srn of his Samurai IS well from the mightiest ship killing missiles and ets enormous 40 

I known and that everyone inch naval guns can reduce the largest of fortresses to rubble. 
' - should want b die with honor. While anyone rich enough might own his own fleet in the 
1 '  ';' The cities of Mishinra are water, the three Lord Heirs have a monopoly on space fleets. ) 1 -1 dotted 3 its No-one else in the Corporation is allowed to c !craft 
,I ;'I hemi( a re except the Overlord. Each Heir has his own fle :hant 

place 3nd frigates and Dreadnaughts, but like their groundfo Pam . holiness where people come 
r' , - t C  

fleet is geared For close combat. Their Dreadnougnrs are mostly 

I pirits of their armed with devastating short-range barrage cannons, and 
d pay their hydraulic grappling tubes for boarding actions. The largest is 

Mishima's Lord Heir Moya's but Maru's war fleet is approaching Moya's 
.. . forces in site. Lady Mariko's Reet does not even come close to 

I * During any military half the size o' her rivals but she enjoys the best trading links ' : action by Mishima, massed with the other Corporations. 

/ ' . .  Krmakura units, arrnccl with The Ovwlord has a golden space barge which is used to 
t to make ceremonial visits on the rare occasions when he leaves 
Ih 'the sheer weight z ~ .  It is 1una. 

1~ ; : Mishima Megacorp Defend, 
iy or ule-anotriel' ~vli~hirna maxim. In conrrasr lokagowa Mjshf'ma Air For- 
3lay specific roles on the baitlefield. from protecting the Mi iceable air force, though for a 
Lord or his Vassals to defeating the enemy's tougher units, Megacorporztion of its vast 

and are equipped with better weaponry and vadly superior size, it is really quite small. It 
- can be conceded that Mishima 

Cybertronic or the Dark Legion, 
,I ,,, ,, I= Mishiman ,A,,, b l a l l q E  ar,, a,bl ,, special but that isn't really saying a 

distinction rrom 

,7 version of a close combat duel. 
 the rest of the air force rests 

Out of the Lord Heirs, 
Lady Mariko's air force is by far 

3stile 
Takeovers by her Kieretsu, which h, l k  of 
Capitol's aerospace industry. Much to the cllsmay or capitol, 
the Brotherhood does not seem averse to these acquisitions 
and has yet to impose any sanctions on Mariko's activities. 

hed only by those 
 hau us. l n d ~  Wars tied up both 

. -. corporations for  a num~er or years as rney uisputed the infamous Most Corporations look on Mishima with suspicion. To an 
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Graveton Arcf~ipelago on Venus. The main sub fleet is stationed outsider, does not je of 

at Lake Kurosawa, with another smaller force in a secrst location ethics Or view 

on Venus's Graveton Archipelago. outsiders as no better t ha~  they 
generally hide their disgust benlno a pollle extenor. 

3ossessss a traditional surface navy only on 
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Rdat~ons are as good as mght be cxpocted hetweerr I 
and Capitol, one filled with treachery ~nlrigue, and I " 

double-deaiing. Cap~tal favors deail~igs with Lord Heir Moya. , 

-.: because it has no real conflict with h~m. Cap~tol's forces have 
fought over ?ton Archi U'S ; 

-. .. # G=== forces and antly em b ,i[h - ' I  . ' 
Mariko's fo outhern h, 1 .  - 1  

#- ~I IS~~ I I I~  1s ~ L I I I  Capitol's b~y~crsr vaurl IY ,,a~ ~ L I E ~ ,  vtvr trdre - are many issues that stress thls all~ance. Capitol despises 
- Mshima's unlicensed use of Capitolus designs and the diRculty 

they have in breaking loto Mercury's huge, closed markets. 
Mishirna see Capitol as a Corporation lacking In honor, dlsapline, 
courage, and ruthlessness. Lard Heirs Mariko and Maru resent ij* 
the way Capitol favors Lord Heir Moya and how they meddle 
w~th their domains. They have responded with force. Increased r r  

espionage, :Y 9 ,  
!I+ . I  - - t <  

I 

The Rilish~rna hno I r sspecl fcr the Homebuilders than 1; 1 
of Capitol Samurai ~ n d ~ i s f a n d  t i le martial splril. 'l I 

the sense of honor, and the determined leadership pmv~ded by 
the aristocracy of Bauhaus Howevsr, tfwy dn not understand , 

nobility's concern tor lhcir people's welfare. I '  *- 1 
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which they view as a weakness. They also covet the 
Homebuilders teclinical superioritv. Bauhatrs suffers mare than 
any ather corporation from the effoorts of Mishima's industrial 
espionage cadres. Protests about this through Cartel channels 
have done the Homeb~rilders no good. The Lord I-leirs simply 
point out the fact that each of their vassals has his own spy 
network and that these networks often a d  lge 
and approval of their superiors. They w ~eir  
vassals commit ritual st~icide i f  they are i E 

punishment for their incompetence as ro appease rhe: 

P ~ Y  
because they r s c ~  any rear rernrorles on I :WI nst:yue!ltly 

real conftic' st witla her. They also favor her 
~rs her more than her rivals. The 
Maru for his intrusions on their 

benus~an aomalns ana nls cowardly attacks aaainst their forces. 

na. 
They are the only otner Lorporatlon wttn a srgnlrlcanc preser 
on Mercury, thanks to their licensing of the free city of Fuki 
Fukido generates a lot of revenue for Her Serenity's coffers 6 

exists only on sufferance of Lord Heir Moya, whose mignry 
armies could ctestroy the city with little,effo~ nd, 
the lease ends affer 99 years and  then be 
reclaimed. With the lease coming to the the 
Serenity is keen to stay in Moya's good g ~ ~ ~ ~ ~ .  

On Mercury, Imperial tries its best to p lac~ 
Moya. while letting him know that they will defend 
last man if he attempts to reclaim it. Moya has too mucn respecr 
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~d Cybeit I have 
earned the enmity of the Brotherhood and both have deviated 
far from the Cardinal's teachings. Mishima has access to the 
natural resources that Cybertronic needs. Cybertronic 
manufactures the high tech components that make Mishima's 
high tec er goods and new military equipment possible. 
This en t the two Megacorporations are on relatively 
good B e other hand, Cybertronic and its technological 
secrets 1 II~fing targets for Mishirnak hhaae intelligence 

libly, Cybertronic hi -kably 
iman penetration, so licably 
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ions far themselves. Cybertronlc is sbrkiny to suspect 
se attacks rniyht lust be a cloak for Lord Heir's awn 

SP O C C U ~ ~  is totally 
2 three cc mirs. The 

with the j Moya, 
who opposes Gybertronlc and forbids its presence on Mercury. 

? Moya needs Cybertronlc components to compete with 
r Lord Heirs, he purchases them through intermediaries 

ull L U I I ~ ,  Venus, and Mars. 
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C L I S ~ C I ~ ~ S  and heritage, and it acknowledges its status as one of 
the great powers of the Solar System. Unofficially, the 

-, Brotherhood despises Mishima, seeing it as a hotbed of Ireretics, ! .. schismat~cs, and deviants dating back to the bsct-forgotten 

n I f  eresv. The Curia also hate all high ranking 
,- >-service to thelr Br I advisors while 

currlpleL ~g the Rrotherhoocl's 117s. Further, the 
- ' B r o t h e r t ~ ~ ~ u  I* bunfused about how su111t: ~vl~sr~irnans are able 

I 1  r ., tout i l i z~  uml POWE de Brotherhood control. In 
I return. 1 8 resent w I see as the Brotherhood's 

unwarranren rnrerference in metr ~nlernal afFairs. It is unofficial 

F a[l Brotherhood observsts are cut O L I ~  of the dsctsion 
r ~p when anything important is under consideration. 
1 LVIU I 4eirs believe, perhaps wrongtv, that the Brotherhood 
might be feeding sensitive information tl 11s. 

In spite of this tension, the Broth IdY 
Mariko's claim to the throne, since she L q l G  v t ~ ~ y  LUIU I leir 
who appears earnest and devoted the Cardinat's vision. 
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Mishima despises the Cartel and the whole of its works. It 
was not always so. Once Mishima was nearly as enthusiastic 
about the organization as Capitol, but with the decline of the 
Overlord's influence and the rise of the current Lord Heirs. 
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Dark Legion 
Until recently. Mishima has suffered little at the hands y-ewJ 

of the Dark Legion, Now, massive Citadels plunge into the <, - :% crust of Mercury, erupting like twisted stalactites in the ceiling 
.* 

, ,It >, \ of the grand cavern. On Venus, Mishima has not been as 
lucky as on other worlds. Lord Heir M; ,s have foi , \ 
constantly against the legion's in At first, . 
Mishiman forces were ill prepared for ' ts, and WE i -- (! \ '. - it not for Capitol's assistance, M r s h ~ ~ ~ ~ ~  Ill lyl have bet,, ,- . , I . - -  - 
wiped from the face of Venus, a situation that has chafed >. p 7- 

Lord Heir Maru with great annoyance. Never again will r ,  <- I 

1 ,  "=* 

suffer such a loss efface.. Time and training have sin '- - \., 
hardened these warriors against the Dark Soul and its 

- 

minions. 
The humiliation of having Capitol come to 1 

assistance caused Maru to modernize his farces. Never a g w  . -. , ',' I f 

will he suffer such a loss of face. Other than Maw, only L 
Mariko's forces have had experience of fighting near cons1 
battles against the Legion. 
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course, the activities of their father, though secret, did 
not escape the watchful eyes of his Lard Heim, who have sent their own minions lo Dark Eden in an attempt to discover what their - '- 1 
father is up to. While Maru and Moya have made successful c within the Tribes, Mariko has I 

association with the mongrels of Dark Eden. 
I 

.-I 
-1 

With their rigid social structure and beliefs in personal h lish~rna's forces had the most 1 

Megacorporation at forming alliances with Crescentia. They of cuurst. mad carefully, suspecting the ~ U U  VZI I IWLJ IU I I ~ I Y ~ :  ar I .,. 4 
armed base somewhere on Crescentjan soil. Mishiman agents are also at worlc in the Rasputin Court, trying to gain favor with 
Tsar and Obersts. Predictably the Mishiman have also curried the favor of the Templars, whom l h ~ y  have even taken oirf worl 
assist their armies. Following the return of the legendary Verage from an off-world campaign, M~shiinan influence has sufit . 
in Templar society. forcing them to spend more effort tying to cer ati :rescentla. ILL I 
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Organization and Buying Criteria 

When playing a Mishiman force, a player must decide if they are playing an army drawn from the Overlord's Corporate Retinue * aranarmyfromoneoftheLordHein. 
F 
IC The Overlord's Retinue 

Players fielding an Overlord army may select from the Kamakura, Tokugowa, Individual, and Support lists. They may not select 
forces from the Lord Heirs' lists. They have no restrictions on Consultants and Advisors. 

P Lord Heir Armies 
Players wishing to field a Lord Heir army must first select which Lord Heir they wish to play, As the Lord Heirs of Mishima are very 

p different from one another in temperament, so too are they different in their styles of warfare and their choice of elite soldiery reflects 
these styles. A Lord Heir army may select from the Kamakura, Tokugowa, Individuat, and Support Fists. They may also select from 
their own Lord Heir's Retinue. 

P You may nevsr pray with forces from more than one Lord Heir's fist. 

P Normal buying criteria applies to the above choices. You must have twa infantry units for each sup~ort unit, and vou must have , . 
p one infantly unit-for-each elite. -You must have one squad per individual. 

Kamakura 
Ashigaru 
Ronin Samurai 
Crimson Devils 
Faceless 

Tokugo wa 
Bushido Samurai 
Dragon riders 
Tiger Dragons 
Phoenix Sarnumi 
Hatarnoto 

Individuals 
Demon Hunter 
Tatsu 
Liege Lord 
Amaterasu 

Support 
Ashigaru Typhoon Rocket Team 
Ashigaru drashi Ryuu Fietd Artillery 
Ronin tight Battlewalker 
Ronin Dragon Hunter 
Dragonbike 
Divine Wrath Scout Bike 

Lord Heir Moya 

Soshornara Warrior Monks 
I Shadow Walkers- Nagano Walkers 
, Hachiman Masadoka rn Soshomara Enlightened Master 

Meka- Kenji Class 
Consultan VAdvisor Restdcticms 

None 

Lord Hdr Maru 

m Yorama Warrior Monks 
Shadow Walkers- Tanjuro Greymen 
Moto Yakamochi 
Yorama Enlightened Master 

I Meka- Bushi Class 
Consultan VA dvisor Restrictions 

Does not use Rasputin Tribes 

Lord Heiress Mariko 

Kikigomae Warrior Monks 
Shadow Walker- Deathbringer 
Toshiro 
Yojimbo- Imperial Consoti 
Kikigomae Enlightened Master 
Meka- Typhoon Class 

Consultant/Rdvisor Restrictions 
Nane 



As 
Gru Ired 4- 12 models, mrlal. 

m F L d l D K ' m s T w B s ? E  
7 7 1 8 3  1 4 4 1 7 2 1 7  

Equlprnent: Yari Shqun Assault Rifle. 
Weapon Stak: 

Yart Shogun Assauk Rille (hllisllc. redlngj 
M : w S R M I Y I w m ! a  
o 0 1 - 2 - 1  i n .  

Arashi Leader (Ronin SamuraiJ 
G m r  sqrard kader, tequfred 1 per squad monal. 

E ~ ~ ~ K ~ S r W # R ~ ! %  
9 8 1 1 0 1 4 ~ 1 1 8 2 B  

Equipment: Yari Shogun Assault R~lle wlTambu 23 UBGL 

SpecFal Ablllties: Close Combat Trainim: 1. 

Weapon Stah: 
Yart Shogun Assauk RAk (baJhdic, rending; 

E W S R f , R I A W U A S 9  

The Kamakusa 
The Kamakura represents the vast majority 

of warriors in a Liege Lord's retinue and is largely 
the expendable forces of the Mishiman army, 
having been formed from the ranks of common 
citizens, thieves and the shamed. In the 
Kamakura however, these diverse peoples are 
allowed to serve their cornoration in another way. 

For somt 
ihrnent in 

2, it is a cl 
Mishiman 
res only tt 

!scape a c 
For a few, 

:rue1 
punk the 
Kam: !rise 

of peace, thew honor shattered long ago. To these 
folk, serving in the Kamakura aTTows them to try 
and regain a semblance of honor for the next 
fife. 

lance to E 
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akura sen . . .  them a SE 
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Eor most, to serve in the Kamakura is the 
;t way to jnsure one's honor and advance 
; name in the great Annals of Mtshiman 

society. A Kamakura who survives many 
engagements and achieves victory for his Lord 
is assured to gamer that Lord's attention and 
ultimately their favors. The highest aspiration a 
Karnakura soic be promoted 
into the Tokag ell as miTitary 
promotion that family as well 
as himself. 

On the battlefield, the Karnakura fight 
fiercely, driven into a frenzy by the words of their 
Lord. Irnpressfvely, t h e  Kamakura are truly legion, 
Mishima seeming to have no limit to the supply 
of these saldiets and their role in the army has 
evolved into a pivotal one. 

0 1  2 . :  13 . a 
Tambu 23 Under Barrel Gtenade Launcher (verrable) 

E w s ? m l _ s w u n  ss 7 

. - 0 0  1 
See Chart 

$ 
Ashlgaru LMG Specialist 
Grunt squad speoal~sl opfronal UP to 2 persqinad mortal. 9 

E ~ ~ ~ K w s r w m F z F €  
P 7 .: 6 > I 4  ~ ' l i ? 2 1  . ?  

Equipment: Kensai Llght Machine Gun. 
1 

Weapon Stats: 

lier can t 
owa. a st 
affects a 

lave is to 
)cia1 as w 
soldier's Kensai Light Machine Gun paflistk) I 

CC W 9t r n r n W M 5 4  
-3 3 (r3) 2 1x2) -2 - - 10 - 8 

Ashigaru R Specialist w 
Grunt sauadspecfal;sl, opl~onal up lo I persqrwd, mom/ 

E K ~ K ! ~ V m 8 h w ~ 9 A  
7 

8 7 4 8 2  1 4 d 1 7 2 2 6  > 
Equipment: Oragonsbmath Light Flamethrower. 

Weapon Stak 7 
Dragonsbrealh Ught Flamelhrower [ia~am] 

C C m 9 t m l R w O M  9 1 
. . . . .  - 9 See Clian 

I 

Ashigam Surveillance Specialist 
G m f  souad speoolisr, aplfonal up ro 1 persquad, mortal '4 

E X W D 6 W W W 4 ~ 9 X  
B i d 6 3  1 4 4 1 i 2 2 3  7 

Equlpment: YariShogunAssautlRiRe. 
-1 

Special Ablllties: Forward Observer. 

Ashigaru 
Ashigaru squads are formed from the 

multitude of Commoners near the base of the 
Mishiman Techno-fiefdom. Originally pioneered 
by the Overlord Norita on the vast plantations of 
Venus centuries ago, Ashigaru have been 
integrated, in varying degrees. into the current 
Mishiman armies ever since. 

Weapon Stats; 
Yan Shogun Assadf Rfls (hlhtic, rwrd~ng) 

I X : W W h C I 1 R W C M s 4  
n o 1 - 2 4 - r u -  

Fanatically loyal to their Liege Lord and 
I #a 1 lead by hired Ronin Samurai, the fierce Ashigatu 

M~shiman army. Flame Thrower Specialists for 
sxample, were added to the ranks of the Ashigaru 
to handle the waves of corpses sent against t h e m  
by Demnogonis's minions or to drive out Imperial 
trench squatters. Additionally, Ashigaru Support 
Units have become far more common in the 
modem Mishiman Army. 

, 

. - 
s-E . - are deployed where the fighting is worst, always 

f . ='' ' \  
at the vanguard of an at2ack.. Ashigaru teams 

,,me-trained in a variety of different weapons, 
$;-' -? fi ~ Z V I I ~ ~ - S O M ~  of the most variety within the 



Ronin Samurai 
In the volatile internal politics of Mishiman 

Techno-Feudalism, the term "Hostile Takeover" 
is never more appropriate. Most corporate 
mergers end with a Liege Lord's head 
rolling ... literally. When a Liege Lord*s fiefdom is 
destroyed or absorbed by a rival, their surviving 
retinue is left masterless. These masterless 
warriors retain their Samurai status amongst 
Mishiman society but are no longer considered 
direct retinue. They have become Ronin, for many 
a matter of deep shame. 

Ronin are only as good as their fighting 
prowess, which causes many of them to learn 
the art of the gun atong with the art of the sword. 

Bands of Ronfn Samurai hire themselves 
out to small Keiretsu as protection or €0 attack 
rival fiefdoms. Some become bandits, or fall in 
with Mishima'scriminal Triads. Some find a home 
of sorts amid a Liege Lord's minions where he 
will try, perhaps futiiely to regain his lost honor. 

On the battlefield, Liege Lords often use 
hired Ronin to add firepower and experience to 
their Kamakura without cutting too much into the 
Keiretsu's coffers or Samurai. The Liege Lord and 
his Vassals Farge4y care nothing about the safety 
or return of the masterless Samurai. After all, they 
are only Ronin. While an exception may occur, it 
is quite rare. 

Ronin Samurai 
Glvnl trocper, requ~red 4- 12 models, rnrrrtal. 

c c ~ m w ~ w s ~ m m s ~ ~  
D R 4 1 0 3 1 5 1 1 8 2 2 2  

Equlpment: Kaiana, Shogun Assault Rtfle. 
Special Abilities: Close Combat Training: 1, 
Weapon S t a k  

Katana (stashm~l 
E W S l G F l L R W  m 3 
2 . - .  - S1+5 - 

Shogun Assault Rlne (ballishcl 
a : W S R t , R L R W D A  S9 
-1 -1 [r -d I n  See Cna l  

Ronln Samurai Leader 
Grwri squad leader" reqwmd f per squad, morral 

E ! X ! 4 4 l D h Z W 8 W M ! S Z K  
1 1 9  4 1 1 3  1 5  4 1 9 2 2 7  

Equlpment: Katana, Shogun Assault Adle wl Tambu 23. 
Special Abf!Itles: Close Combat Training: 1, Tactical Sense. 
Weapon Stats: 

Katana ( s k h g J  
T C W S W R L R W  m $4 
2 .  . - S T t 5 -  

ShDgun A m u V  Rllk (bdklic) 
E F a S I H R I R W r n  SIl 
-4 -1 0  O 4 - 10 SeeChafi 

Tambu 23 Under B m l  Grenada Lawhen (wrfabk) 
O C W S l h R L R W W  !3 
- o c . . - - -  See Chan 

Ronin Samurai HMG Specialist 
Grunt squad spocrabsl, ophmal up lo 2per squad, rnorlal 

~ ~ W ~ I B ~ w D ~ W ~ ~ ~  
~ B d l O 3 1 5 d 1 8 2 3 0  

Equipment: Dragonf~re Heavy Mach~ne Gun, Katana. 
Speclal Abltiies: Close Combat Training: 1. 
Weapon Stab: 

Dragwllire Heavy Machine Gun (ballistic) 
CC W $R W W L R W W  
-2 3 (x3j 1 (x2j -2 - - I*  - 

Katana (slashing) 
a : w s m L R w  rn !a 
2 . . . .  - STi5 - 

Aonln Samurai GL Specialist 
Grunf squad specialfst, oplronal up la 1 persquad. mortal. 

~ F c W J r n ~ w J ! ? r h W D R ~ ~  
B R 4 1 0 3 1 5 4 1 8 2 3 3  

Eqnlpment: Katana. Tambu 40 'Oni Yan" Grenade 
Launcher. 

Special dbilkles: Gloss Combat Training: 1. 
Weapon Stats: 

Katana (slashhg) 
E W 5 R M I L j l B  m S4 
2 . . . . . ST+ . 

Tambu 40 "On1 Yafi' Grenade Launcher (carrcussrveJ 
E C P B S I N R I R W W  Sb, 
- - -2 - S  - - A See Cliart 

Ronin Samurai Grenadier Speclalist 
Gnmt squad sspecIalis1 ophanal up lo 1 per squad, mrIilt 

~ K ~ r n ~ v b Q s r ~ M S z K  
9 8 4 t O 3 1 5 4 1 B 2 2 9  

Equipment: Katana, Shogun Awult Rifle, AP-Grenades. 
Special Abilities: Close Combat Training: 1. 
Weapon Stats: 

Katana {slashing] 
R : P B s R W L R W  m s4 
2 . .  . g - j .  

GF Spec 

Shogun Assault Rille @IFlslic) 
( X : W W f m L R W r n  S9 
-4 . -4 - 10 SeeCharl f Ranin Samt~rar ~eader  

AP-Grena, L e 2 P 

CC P H W W  SR 
- .  . . 8 See Char1 

3 

Ronin Sarnumi RL Specials! t ,Wr 
"fi 

Grunt squarl specirrl,sl, ophonal up to I per squad mu&/. 
E ~ P # L D ~ ~ ! T W M ~ K  
9 8 4 1 O 3 1 5 . 1 1 0 2 3 9  

'i: 

Equipment: Daimyo Rocket Launcher, Katana. I 

Speclal Abilities: Close Combat Trainng: 1. :-4 3 
Weapon Stats: Ronin Hhku 3 p ~ .  1 

Daimyc Rwket Launcher ( m s s i v e J  
M : r n S I M I I I E R  m FA 
- - -4 4 -5 . 131x2) SeeChan 

Katana (slashfng) 
R : W W h F I L R B (  m $9 





Crimson Devil Chern Specfatist 
Grunr squad spcclalisl, wlronal up 10 1 ger squad, m o m  
CC 6 FZ R: 
9 10 2 4 i  

The Takugswa 
rl Sprayer. V Bushido Samurai 

Within the all-encompassing tit le of 
illy dozens of sub 
i up by philosophical 
gies. Most outsiders 

uu IIUL I I U ~ I G ~ :  IIIW ~UU-~atagar jes unless they 
encounter one of extremism. To most non- 
Mishiman, Samurai are all the same and occupy 
a rank of society replete with power and authoriw. 

The Bushido Samurai are one of those 
extremist categories which has made its 
distinctiveness obvious and quite public. even to 
other corporations. Those warriors within 
Mishirne I who hold true to the purist 
version r I have added that designation 
to their ti' intain that ancient mde in every 
way it can be applied. To Mishimen, the Bushidic 
Code applies to all Samurai, though over the 
millennia how it is observed has changed 
drarnaticallv. 
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Crimson Oevil GL Specialist 
Gwnl sqr~ad specialist, oplrmal up to I p r s q u d ,  morfal 

E R F W l D X 0 6 W a S ! K  
k l O . 1 1 1 3  1 5 3 2 0 2 4 3  

Equlprnenl: Kinkara Gun Grenade Launcher. Walo'zashb. 
Speclal AbllAles: Dire Ratingm 1, Para-depby. 

tn 'society 
5f Bushidc 
tle and ma Weapon Stats.. 

K~nkara Gun Grenade Launcher (wncwshrej 
C C P B F i h W L R W M  A 
. - -2 -4 - - 9 See Charl 

Wakizashl (slaslrlng] 
C C W W L R L R L R  W FA 
j - - . g T + 3 .  

B1 
weapon: 
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lshido Sz 
3, even in t 
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fuse to use ranged 
i arena. Instead, they 
ighting) skills, striving 

to attatn the rank oT "Mastet' with their swords. 
Thfs intensive training, when combined with their 
administrative duties, leaves a Bushido Samurai 
with little time for distractions. In combat, Bushido 
Samurai rely on other units for support until they 
get in close, where they prove lethal opponents 
indeed. 

The only accepted weapon that Fs not a 
close combat btade amongst their ranks is that 
of the Dragonsbreath Flame Thrower. The use of 
this weapon was originally intended for the 
masses of Undead Legionnaires encountered 
during the First Crusade. Since that dark time 
however, the Bushido Samurai have accepted the 
use of this weapon as one which does not violate 
their ri! s of personal combat. The 
distinctif because there is an implied 
contract the Bushido Samurai and their 
opponents. Unuead have no honor and are thus 
not worthy to engage the Samurai. Over the 
millennia this distinction has broadened to 
encompass many other unworthy enemies. 

lT I are highly regarded 
by all o ue forces and have 
become ulishima philosophy: 
Honor, berv~ce, ano vvarrlor Spirlt. 

u (sword-f . . 

Faceless 
Those who commit some grave crime or 

dishonor fall to the level of Faceless. It is the worst 
I shiman to join the Faceless, 
t is Corporation and disowned 
t 3ces are ritually scarred and 
t~ IWI I I ~ I I I ~ ~  ~ I E  I ~ I I I O V ~ C !  from Mishima's records. 
Their farn~ly forgets that the Faceless ever 
exjsted and must bear the never-ending shame 
that the Faceless has brought upon them. If a 
Faceless ~ntered on the street, no 
Mishiman gn to acknowledge their 
existence, celess speaks, no one will 
listen. It is as Ir rne Faceless does not exist. 

However, there is one way to purge the 
dishonor the Faceless brings to their family. If a 
Faceless asks the local Daimyo to be used as a 
weapon of the Mishima Corporation, then that 
Faceless' family is notified and the disgrace is 
lifted from them. In this fatal assignment, strapped 
with explosives, a Faceless may soan be able to 
raclaim his personal honor. 
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Faceless 
Gmnr rrwpet, requrred 4-lZmodds, mortal. 

E ~ F W ~ ~ ~ ~ C R S F C  
8 6 d 8 3  1 4 4 1 6 2 \ 3  

Equipment: Redernptlon Harness. 
Speclal AbiMes: Resolve: 3. 

Speclal Rules: I1 these unlls break or are attacked in CC. they 
w~ll  jmmed~ately set off their redemption 
harness mth their next action. 



Bushido Dragonrlders 
The Hinko Dragon was first discovered and 

domesticated an Mercury some eight centuries 
ago. From that time, it became a staple for riding 
by Mishiman nobility to be used by the Samurai 
to better patrol and defend t h ~  great domains of 
their Keiretsu. Cheaper to maintain than the 
modern conveyances, the role of the Hinko 
evolved beyond that of simple conveyance into 
a part of the vast Mishiman war machine, largely 
employed by the more rigid Bushido Samurai. 

Today, the Bushido Dragonriders have 
become a staple in many a Liege Lords retinue, 
acting as both cavalry and sentry. Each Liege 
Lord supplies therr Dragonrider Brigades with 
Bannermen 10 proclaim their allegiance and let 
the enemy know Just who is defeating them. 

. - - Bushido Samurai 

Equlpment: Katana. 
Special bblliles: Close Corn bat Training: 2, Seoonday Attack 
Weapon Stats: 

Kalana (slashingj 
C C F B S R h R L R W  d 59 

Bushido Samurai Leader 
E11e squadleader, rqwred 1 per squad, M e ! .  

~ S A l D K W S r W t W ~ ~  
12 8 5 13 3 1 6  4 1 9 2 2 6  

Equlpment: Katana. 
Speclal Abilttlas; Close Cmbat Training: 2, Secondary Atlack 
Weapon S t a k  

Katana (slashing) 
M : m S i k R I R w  PM 54 
2 - . . .  STi5 - 

Dragonrlders 
Wfe !moper, ieqweu 1.2 models, morfal. 

~ ~ R 4 l D ~ w m ' ~ m s ? ~  
1 1 0  5 1 2 3  2 5  . N L 4  

Bushida Samurai TT Specialist 
E11le sqmd specralts~ opttonal up so 1 per squad, rnorlal 

E X ! W L O E W 8 W P ! 4 b f f  
I I B  5 1 T 3  [ 6 :  1 9 2 1 6  

Equlpment: Dragonsbreath Flarnefhmwer, Katana. 

Equlpment: Duskdealer Naginata Katana 
Speclal Abllltles: S e m n d a ~  Attack. Su ~ v a l  Trainiq: 1. 
Special Rules: The Naginala I S  used only during a charge. This 

attack uses h e  mounl's STR for determin~ng 
damage, but precludes Ihe use of !he 
Dragomde h smnd3ry attack a b ~ l t y  Once 
engaged in close combat, the Dragonrlder then 
uses Ihe Katana for b3th 111s primary and 
smndary attack. 

Weapon Stafs: 

Speclal bb l lhs :  Close Combat Tralnlng: 2. Secondary Attack, 
Weapon Stats: 

Dragonsbreah namethrower (radiant) 
C C m S l h a V I w m  w 
. . . . -  - 11 See Chart 

Katana (slashing) 
C C w a m L R w  m SR, 
2 - - . - . s T + j .  

Duskdealer Nag~nata (mncussiw) 
C C F B w m w W M  SA 
I . . . -  - ST+?  SF^ Chsrl 

Katana (slashing) 
C C R 3 S A h R L R W  m 59 
2 . . - A  - ST+5 . Bushido Samurai No Daehi Specialist 

Eltle sqlrad spec!abl, apl~arlal up ta r prsouad, modal 
C C ~ F W D E W S T ~ R Z K .  
12 a 5 12 3 1 e A 19 2 32 

Equlpment: No DachT. 

Hinko Dragon Mount 
Mwflr, qumreo' 1 per Dragonridw, Least. 
E F c w m ~ m s r w m ~ r c  
l o - . -  3 - 7 : - 3 -  

Speclal Abllltles: Natural Atlack (lo), Predator Senses: 4. 

Speclal Ablllties: Close Gombat fraldng' 2, Seeanday Attack 
Weapon Sbk: 

No Dach~ (slashmgl 
c c w w k R w m  A 
f l - . . .  - STtB Se8Chrt 

Speclal Rules: Natural attack 4s a head bvli usable only on the 
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Bushido Samurai Swordmaster 
EMe squad specralrsr. opiiwrd up lo Boer squad, m a !  chanoelw. 

f l : R n l l P ~ ~ s r h ~ 6 m g : P C  
8 8 1 3 3 2 6 d 1 3 2 3 2  

lent: Kalana. 
apeclal Abilltles: Channel, Close Combat Tra~ning: 2, 

Secondary Altack. 7d will 
b en 
ways be 
P 

Special Rules: May select up to one Ki power from the 
Yorana School of Enlightenment. 

Weapon Stab 
Kalana (dashhg) 

C C F 8 9 1 h R M W  Ud $4 
2 . . . - - ST+5 . 

?e true fhir 
death! 
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Dragonrider Leader Tiger Pragor I weapons 
it steel or 
7 -- - 

Ehle squadleadet. requtred I persquad, mwlal that are able to pit 
WJ Lfl AC: ST 9 R: Necrorganic. These s p e c i a l l z e a  unlts use their 

1 7 8  5 1 3 3  2 5 - 2 0 - 4 6  heavy armor and tralnrng to qu~ckly advance an 
Equlpment: Duskdealer Nagrnata, Katana. an enemy. AS a unit, rigs. ~ r a g o n s  are re, 
Special Abllltles: Secondary Attad, S u ~ v a l  Training: I ,  Tactical shock troopers, being too 

Sense small to target effectively with ordinance and too I ''''' The Nagmata Is used during a charge.Th1s tough to easl ty take down small arms. f hese 
attach uses the mounYs STA for detem~nrng 

facts, comblned with the availability and low price , damage, but precludes the use ol the J 

Dragonrider's rmndary  attack a b t y  Once of the Surltomo EXQ-Armor has made Tiger - - - -d: - 

engaged In close mmbat, the Dragonoder then Dragons common on the modern Mlshnrnan 
uses Ihe Katana for botl~ his pnmary and battlefield. 
secondary atlack 

> 
"h 

Weapon stab Tiger Dragons x 
E11te h m p r  requ~red 4-8 m&d$, rnotal :t b > ' \  

Duskdealer Naglnata (cmussw~ 
E F 8 S i l M L R m  CM W E 0 N I D ! C W D 8 1 M 9 ~  3 4) > ' \  

I - - ST17 See Chart 1 1  3 4 1 2 3  1 5  3 2 1 2 2 8  ' 9  il 
% *' -y , 

Katana (slashiw) Equipment: Demonfang Rocketgun SMG, Duskdealer - * ,+ 

C ~ : B W W L R W  fM SR Naginata. -'h, 
2 . . . .  - st5 - ,r +, !-. 8 *, , 

Speclal AbllRles: Enhanoed Charge 1. . - 5  =. 

Dmgonrider Bannerman ~ernwdang Rcckelgun SMG (mncm~v~l) 
EIMe squad spemalrs! optfond up la I per s~uad, mwtal. 

OC W SFT h F I t R r n r n  SA 
-2 2 (x2j 1 (x2) 0 - - 9 See Chart 

CC I f  li PN 5 12 AC 3 2 5 - PR 20 SC - PC C.1 DuskdwlerNag~nata (rncus31yeI 
m w m m ~ ~ m m  A 

Equlpmerrl: Duskdealer Naginata, Kabna I . . . .  - STb7 s~ee Charl 

Special Abllltles: Inspiralion: 2, Secondary Atbck, Survival 
Training: 1 

Spe~lal Rules: The Naginata IS used only during a charge. This 
attack uses the mounfs STR for delemining 
damage, bul precludes the use of the 
Dragonridats secondary altack abtlrQ. Once 
engaged in close combat, tha Oragonrtder then 
uses the Kalana tor both k s  pnmay and 
secondary attack. 

Weapon Rats: 
Oirsbdsaler Nadnala lconcwlvej 

Katana (slas 
CC Pa 

hing) 
s m 

Hlnko Dragon Mount 
Mottnf, requ~red 1 per Dragonrider, be& 

E E W i D ~ r n W U R S ~  
1 0 - - - 3 . 7 5 . 3 -  

Spedal Abilities: Natural Attack (lo), Predator Senses: 4. 
S p c l e l  Rules: Nabral atkck Is a head bun usable only on the 

charge. 

Tiger Dragons 
She Tiger Dragons originated in the 

Suritomo Keiretsu an Mercury. After 
overwhelming success in Warzones across the 
Solar System, other Liege Lords began 
purchasing the Exo-armor for their own Vassals, 
which were trained in the best ways to use the 
armor by Suritomo advisors. The result is that 
almost every liege 'Lord now has these lethally 
effective troops in their retinues. 

Tiger Dragon Leader 
Elfle squad leader, rsqutred 1 pw squad. modal 

a ~ ~ L D ~ w s r w M ~ R  
11 10 4 13 3 1 5 3 21 2 32 

Equlpment: Demonfang Rocketgun SMG, Duskdealer 
Naginata. 

Speclal bblies: Enhanced Charge: 1, Tactical Sense. 
Weapon Stat?.: 

Dernmfang Rocketgun SMG (concuss~ve) 
ce Fe SR m m w m  
-2 2 (~2) 1 (x2j 0 - - 9 

Duskdealer Naglnala ~ C ~ U S S I ' W ~  
a : m s ~ m l ~ w m  sn 
! _ _ _ -  - S T r i  See Chart 

War, it brings out many things in a soldier. 
For most, it is the forge by which their measure is 
taken. For some, it crystallizes their purpose with 
a clarity previously unknown. For a select few, 
this clarity brings with it obsession, the desire ta 
excel in every way possible at ones craft. For the 
Tiger Dragons, the Fatter individuals are accorded 
the titie of Yari Gocho or Spear Master 

Tiger Dragons Spear Master 
Ble squadspecrd~st, opfronal up to 2 persquad, rnorlal. 

E ~ w m ~ ~ s r m ~ Q E  
1 2 3  4 1 2 3  1 5  3 2 1 2 2 9  

Equipment: Demonfang Rockelgun SMG, Duskdealer 
Naginata. 

Special Abilltles: Enhanced Charge: t . 
Weapon Stats: 

Demonfang Rocketgun SMG ( m u & )  
m PB m m m w  = 

-2 2 (x2) 1 1x2) 0 - 9 S@@ Child 

Duskdealer Naglnets (cwrcwtvs) 
a : F a w m ! R w m  54 

1 - - - - - ST17 See Chart 



Phoenix Samurai 
The Akirenka Keiretsu on Mars has been 

delving into Cybertronic's successful cybernetic 
processes, particularly the Juggernaut Division. 
While Akirenko's progress has not been as 
spectacular as Cybertronic's, it has managed to 
create a set of powered armor that can sustain a 
crippled warrlor and give back to that so[dier 
some of the mobility sacrificed from a previous 
injury. 

Samurai who have lost too much of their 
body to be repaired by normal means can be 

Tiger Dragons "inserted into a Phoenix Cuirass. This armor is 
hard-wired into the Samurai's brain and nervous 
system, allowing it to be controlled as if it was 
the Samurai's own body. While the resulting 
movement is not as before, it is better than being 
stuck in a wheelchair or a life-support system 
where the fallen warrior would be a burden on 
his Keiretsu and unable to serve his Daimyo. Best 
of all, the armor gives the Samurai a second 
chance to die on the battlefield with honor and .& c p  
g m .  *@f$, ?+ - \=$ ,*- '; 3 $A-. I @$#Jg;- --. - 

";=>. - -d On the battlefield, fire teams of Phoenix 
> .*- -7 d P  

\- 9- 

Samurai follow behind the massed Karnakura 
units, suppressing t h e  enemy with heavy 
machtnegun fire or using their armored bodies 
as shields for the more valuable troops of their 

---=- . --A Daimyo. 

Tiger Dragon 
;,. ~2 Phl~enix Samurai 

Elile trwpsr, requfred 2-3 rnodds, mortal. 

, , E ~ ! W l D ~ W s r r M # ! R ~ ~  
5 1 0 1 0 2  2 7 3 2 2 3 3 3  

Equtprnent: Dragonfire Heavy Machine Gun, Katana. 
Weapon Stats: 

DmgonCte Heavy Mach~ne Gun (bs//islic) 
E w Fd M L R W m M  

3 (x31 1 (~2) -2 - . la - 

2 - - - - - STt5 - 

, , 

~y;-:%?pp?*+ *.;,:1:-7!. - ; ;:,,;2:1 
1. " '. -- - -  --- .. --- Hatamoto 

The Hatamoto are the chosen warriors of 
the Liege Lord's. They represent the best that 
Mishima has to offer In modern warfare soldiery- 
traditional Mishiman close combat training mixed 
with the bast in modern arms and enhanced 
armor. 

Hatarnoto are hand chosen by each Liege 
Lord for their dedication and achievement. 
Afforded superior armor, these warriors are skilled 
at both ranged and close combat, a versatility 
that makes them highly sought after and doubly 
feared. tt would be an honor for every Mishiman, 
both Commoner and Samural, to wear the armor 
of the Hatarnoto. 

Hatarnoto 
E11le Impper, re~1red4-8 m#s.  mdal. 
02 RC M LD E w - T  w m -= FC- 
10 9 5 I t  3 1 6 3 21 2 28 

EquFpmmt: Katana, Shcgun Assa~lt Rifle. 
Special bblliiles: Secondary Attack. 
Weapon Stats: 

Kalana (stash@) 
E - w  9 l'kl Vi' w--Itil 1 
2 .  - S f t 5 -  

Shogun Assaulf AlAe (balhsl~c) 
a : w w M I U T - w - m  a -  
-4 -1 0 0 -4 - tin SeeChart 

Hatamoto leader 
Ehle squad leader, ~equnw' 1 persquad. mrlal. 

m K w m E m m W M S k T  
11 t O  5 11 3 1 G ?. 21 2 32 

Equlpment: Katana. Shogun Assaull Rifle wf Tambu 23. 
Special Ab!l!ties: Seconday Attack, Tactical Sense. 
Weapon h i s :  

Katana (slashing) 
I I : W F I I h R L ! - ! W  m a 
2 - . .  ST-5  . 

Shqun Assault R I I ~  (ballislit) 
CC 19 99 ?R t9 W B.7 a 
4 - 1  e (- -1 . T C  SwChart 

Tambu 23 Wndar Barrel Grenads launcher (variable] 
E P J S I ~ ~ 1 R W W  FA 
L o . . - -  - See Char: 

Hatarnoto HMG Specialist 
B t e  squadsplaaf8st, aolfonal up la 2per squad mortal 

~ r € W ~ ~ ~ ~ ~ M S ~  
I ? 1 1  5 12 3 1 6  2 t  2 3 9  

Equlpment: Dragonfire Heavy Mamine Gun, Katana. 
Special Abllltles: Secondary Attack. 
Weapon Stak 

D r a g o n f ~ ~  Heavy Machlne6un (baIIisIIc) 
CC W 41 m L R w m S 9  
.2 3 (xd) 1 1x21 2 - - 14 - 

Kalana (slashing) 
E W S R M T V t t R  B 9 
? . - , .  - 35-5 - 

Demon Hunter 
The Mishima Corporation has as little to 

do with the Brotherhood as it mssibly can, but 
this does not mean that they are defenseless 
against the Dark Soul and his minions. Mishiman 
society has developed an organization that stands 
firmly against the tide of Darkness and they are 
known as the Order of Demon Hunters. Demon 
Hunters are sworn to root out the servants of the 
Dark Soul by any and all means necessary and 
are just as fanatical, brutal and successful as the 
Brotherhood Inquisition. 

The Order of Demon Hunters began during 
the Neronian Schism. A renegade from the 
Brotherhood's Second Dlreetorate, Inquisitor 
Toranaga, founded the Order fo provlde a rigid 



defense against the Dark Legion that foflowed 
the same traditions and goals as the Mishima 
Corporation. 

Most Demon Hunters are either young 
children who have been orphaned by the wars 
that wrack the Solar System or people who have 
a burning hatred of the Darkness and want to 
devote their Iives to its extinction. These 
candidates all make their way to the Forbidden 
Isle. Very few are fully accepted into the Order 
as a Demon Hunter and those who do must 
survive the training process, which takes years. 
Those who make it through the Order's training 
are transformed info great warriors with extensive 
knowledge of the Dark Legion and the ways to 
destroy it, That person is now a Demon Hunter. 

Some ally themselves with Daimyd and 
become trusted advisors, while others wander the 
worlds of man, hunting down the spawns of the 
Dark Soul and slaying Them. The Order of Demon 
Hunters has many talented weapon and armor 
smiths, who use a combination af science and 
mysticism to outfit the Demon Hunter for their 
sacred task. By nature, most Demon Hunters 
tend to be aloof toners. They see themselves 
above common soldiers and there is little love 
lost between them and Inquisitors, both having 
a wary respect for each other's prowess. 

Demon Hunter 
Inddual  fmoper, 11mt one per sqrrad, mortal channeler. 

E m w L D E w ! i T w M Q ! x  
12 I 1  :U 12 2 6 3 21 2 13 

Equipment: Darks,,,,, ,., Dragdire Heavy 
Mac? line Gun. 

Speclal Abltftles: Chan ~nel. Hale: 3. 
Special Rules: May select up to one N power from the Black 

Temple List. Hates Dark Legion Necrob~olics. 
Weapon St&: 

Dar)cs!apr Katana (s/&shing] 
C C R r n t m L R W I X 1  Sll 
2 - - . - - ST+6 SeeChad 

Oragonilrs Heavy Machin* (ballUic) 
m W 91 r n t F ! W M M  
-2 31x3) 11x21 -2 - 14 - 

Tatsu 
At one time many years ago, Tatsu was a 

promising Samurai in the retinue of the Kojo 
Keiretsu on Mars. He served his Liege Lord well 
while on duty, and lived a life of peace and 
tranquility while off duty, writing poems and 
tending to his stone garden. Tatsu was the picture 
of a content Samurai. That is until the head of 
Kojo attempted a sanctioned Hostile Takeover of 
a Capitol-owned rival business. 

The attack went well, with the Keiretsu's 
forces overpowering the site's defenses. Tatsu's 
unit was left to guard the site, until reinforcements 

from Kojo arrived. Reinforcements never came. 
Capitol forces had crushed the Keiretsu while en- 
route to the site, killing the Liege Lord and all of 
his retainers to a man. Tatsu's calls for assistance 
wwe met with dead air, as Capitol mounted a 
counter-attack to reclaim the site. 

Capito! knew that Mishirna's defenders 
would rather die than surrender, so they decided 
to use Free Marines in the assault. Tatsu's unit 
put up fierce resistance, d y i n ~  well, but as the 
sun set on the third day of fighting, the Free 
Marines breached the office building that housed 
Tatsu's unit. Those Free Marines didn't come back 
out until dawn. 

The Capitol reclamation team found TatsU 
after the battle, beaten, abused and left for dead 
by the Free Marines. Tatsu was returned to 
Mishirna, as per the Cartel rules of business. but 
he was not the same man. The viatations he 
endured had scarred him irrevocably. Adding to 
this mental anguish, he was now considered 
Ronin. 

Tatsu spends his days in the service of 
whoever pays him- either in cash or Sake. He is 
still a good officer with the ability to lead men Fn 
battle, but whatever the Free Marines did to him 
marred him deeply. He now wishes to meet his 
death in battle, a death that the Free Marines 
denied him. Suffice it to say, his hatred of the 
Free Marines is legendary. 

Tatsu 
lndiwdual lmoper, Nmir one per army, mortal. 

~ K F w l . D ~ h Q s r k N m ~ F c  
11 9 5 1 3 3  2 6 4 2 D 2 4 T  

Equlprnent: Katana, Kensai LigW Machine Gun, Wahzashi 
Special AbllMes: First Strike, Hare: 3, Secondary Attack. 
Special Rules: Hales Free Marines. 
Weapon S t a k  

Katsna (slashing) 
c c F B m M 1 y l m  m ?A 
2 - - . - S T + 5 -  

Kensal UgM Machme Gtm (balllslic) 
u: !a 41 m V I w C M 6 9  
-3 3 ( ~ 3 )  2(~21 -2 . - l a  . 

Wakizashi (slashing) 
C C w m M ( L R w  m! SA 
o . . - .  - STc3 - 

. , 

- 
--- . 
i. 
-3. '\ 

, - ,  

p*. , - - p!- 
, ,  , . . 

, ) - .  - ,'. . - 7.; m -5, ' 
I .;' -. 

'I 'L ..: 1 ~--y lr - --.- - .  - - r. 

?., r, -4- , - 

-- 
Hatarnoto Hero 

. - - - 

1 ~ ~ y : - : - - ~ w / ' :  ' 
.a 

- 

I ' 
1' 

'4 I 

I & st 
1 

I 
1 ( ..tarn* 
i: 

:,.;7,-f',.y, 
.-I; , I L  

,r 



diligently, she rose through the ranks in her 
father's Temple, quickly surpassirq other students 
in the art of hand and sword. So proficient was 
she that her father ha in under the 
direction of Master Ken, nuni Tanjo, a 
dear friend of the famil his masterful 
tutorage, her skills with the blade increased 
tenfold. 

As Amaterasu honed her martiaf skills, she 
also continued to immerse herself in the teachings 
07 her Temple, studying " ~d flow of the 
universe as reflected in y. Amaterasu 
soon earned the rank t ss within her 
Temple, a designation thar orougnr with rt the rank 
akin to the Enlightened Masters of the larger 
Temples of the Corporation. 

As old age began to take its toll upon her 
father, she assisted with his lessons, slowly taking 
over many of his duties. The Shirii Temple at 
Gozai always had an honored reputation for Its 
trainina and ahilosoahv. and under Amaterasu's 
lead€ 

ould take over 
the 11 ple upon the 
passing of her father, unfortunately, this was not 
to be as the universe revealed its plans for 
Amaterasu when she received word that her 
father. her former teacher and mentor, and her 
entire Temple h their ancestors repelling 
an atrack by tl rite Karadrus on Mars. 
After returning he final interment of her 
friends and fanlllYl Dl "egan her currant career 
as a wandering Sohei, seeking to remove the 
blight of the Dark Legion wherever she can.. 

She has since spent a cons~derable amount 
of tirr against Karadrus, a 3ast 
five y has been instrurnsr ling 
back Legion from the Kit; ; for 
Lord I IC1ICDP ~~Fariko. WhlTe Arnatera~~ ~GCI I IS  to 
disda j Heiress and hercavored Temple, 
thew Priestess has found the protect~on 
of ht 9 and the need for justice far 
outweighs any issues of politics and personality. 
When Karadrus disappeared, Amaterasu too 
moved on. Her studres and skllls have only 

Liege Lord 
In the corporate boardroom, the Mishiman 

Diamya maintains the lofty position of high placed 
executive. While some of these executives prefer 
to keep to therr offices and Kieretsu, most lead 
their military forces themselves as is their rrght. 
For those in whom physical prowess is less than 
required, a trusted Tenshukaku is elevated to the 
position of Liege Lord. It is the duty and privilege 
of the Lleqe Lard to  lead and orqanize the 

d her tra 
sai Masar 
y. Under 

. . ,  

- 
Kierets~ His authority is one u's rnilitar y forces. 

rite clear 
the ebb a1 
Ki energ 

~f Prieste . . . 
that be 
the fielc 

when Mishima takes comes q~ 
1. 

Tl lc Llr?MG a warrior first and 
diplomat second. While many other corporate 
leaders prefer to direct things from the safety of 
the rear, the Liege Lord leacls by example. Often 
he is found in the forefront of the battle, an 
inspiring sight for The men and women in his 
command. In matters of honor, the Liege Lord is 
the warrior that calls upon his rival for a Zest of 

!;hip that 7 grew. 
~aterasu w 
;hirii Tern 

skill. In many cases, the results of these tests 
prevent the inevitable bloodshed that It was ex1 ~ected Am 

I . of . the . .  5 accompanies war. Sadly, these challenges are 
rare today in a universe thirsty for the blood of 
the foolish. 

Liege Lord 
Ind~wdual force mmaodw, limlt me perarmy, mortal 

c z m n ~ a m m t m n t ~  
11 10 6 16 3 2 6 3 22 3 39 

 ad jorned 
7e Nepha 
to see to 't 
.z:i,r rkn 'C. Equlprnent: Katana, Wakizashl. 

Speclal Abllltles: Forca Commander, Inspiration: 2, 
Mack.  

Special Rules: Vulnerable M elettmcity. 

Secondary 

Weapon Rats: 
le fighting 
ears, she 
the Dark 
u - ; v f i - -  n J  

nd in The I 
ltal in pus1 
sn Wastes .--. , m--- 

in the Lort 
andering l 
3r p e o p l ~  

Amal terasu 
i .  Embodying grace and beauty, Amaterasu 

is a wandering Sohsi who travels throughout the 
I 

P '  
holdings of the Mishima Corporation seeking 

r enlightenment. She owes no specific allegiance 
I ,  1 :  \ 

1 ,-\ to any Lord Heir: Ity is to the 
i Overlord and the whole, and 

she makes this :fear when 
. . confronted with marrers 07 polmcs.. I he intrigues 

' 'r of the Lord Heirs are distasteful to Amaterasu, 
who is more concerned with the ultimate integrlty 

I of her people and the threat of the Dark Legion. 

High Priestess Amaferasu 

her pxofe 
I Corpora' 
position I 

!ssed loya 
tion as a 
serfectly r +... - 

The daughter of a venerated Sage. 
I , . Amaterasu showed great promise in both 

physical and mystical arts as a child. Studying 



improved, and she was awarded the venerable Ashigaru Typhoon Rocket Team Leader 
title of High Priestess only two years ago. Supppe; squad leadx, rqutmd ad pepersqund, murl~l. 

Ir Arnaterasu now wanders the Solar System S T r M U ' I W S R :  
5 t 1 7 2 -  

as a holy woman and a warrior. When battle 
f i  ensues she is an amazing sight. blending the Spcial mu,,,,,=a, 

mystical and the physical into a true martial * balance. Arnaterasu fights to gain the respect of Weapon Stats: 

p) the Mishima Corporation and to promote the Tanto (slashtngl- 
C C W W W L R W  tM SA 

teachings of the Seven Great Sages and the 0 . .  - - s r + 2 .  
C Overlord. She is an implacable foe of the Dark 

Legion and all forms of villainy. 

Arnaterasu 
lndivdual genemf officera l i d  orwpwsrmy. mwlal. 

a r E A D R W s r W # l S x  
13 i !5 15 3 3 5 d 20 2 46 

Equlpment: No Dachr. 

Special Abtlties: Channel, Close Combat Training: 2. Division 
Commander. 

Special Rules: May select up to four Ki powers from the 
Shiril Temple 1st. 

Weapon Stats: 
No Dachi (slashing) 

E W S l t r R I R W  W SA 

SUPPORT 

Ashigaru Typhoon Rocket Team 
Typhoon Rocket Teams fulfill the same 

tactical role as the mortar teams of other 
corporations. However, in the cramped confines 
of the Mercurian undemorld where battlefields 
often have low ceilings, indirect fire weapons 
require specialized solutions. The rockets 
launched from their Typhoon Multiple Rocket 
Launcher can weave to avoid large, solid objects 
along their trajectory, thus avoding the 
embarrassment of t~ring on a dlstant enemy and 
bringing down the roof. In combat, these squads 
usually sit in cover far behind the battle line, 
raining rockets down on approaching enemies. 

The Typhoon is operated by a two-man 
crew coordinated by a Leader. 

Ashlgaru Typhmn Rocket Team 
Swpporl unrt, rqutred l mWel mcrIa1 

~ D ~ L D K R S r ~ # R s ? ~  
- 7 - . . - .  2 2 4 6  

Equlpment: Typhoon MulG-Rocket MorIar, 
Weapon Stab: 

Typhwn MullCRmker Mortar (m l r ss l ve )  
O C F B 9 1 n a L R W  rm s4 
- . . -2 -P - 10 ( ~ 0 )  . 

Ashlgam Crewman 
Suppofl Irwper, requlred 2pw squad, mortal. 

m R C P F I I D P C m S l w P R  
8 i 5 8 3 1 5 4 1 7  

Weapon Stats: 
Tanlo [slashfngJ 

C C w 9 ( m L R w  m ss, 
o . . . .  - STc2 - 

i 
[The Gam think us foolish to hold so rigidly to ', 

tradition. l say the greatest weapon Mishima has 
is 3ts spirit, and this we cultivate from our 
traditions. It is a lesson I fear they will never 
understand. 

L - General Jusake Satomarv ,,P 



Arashi Ryuu Field Artillery 
Of all the varied weapons employed by the Ashigaru, the Arashi Ryuu Field Artitlery is perhaps 

the most powerful support unit. Wheeled into battle by a team of Ashigaru, the Ryuu fires a 50-pound 
shell indirectly at the enemy with devastating impact. The Field Artillery consists cf a crew of three 
Ashigaru operating a Light Gun, overseen by a veteran artillerist. 

In Mercury's cramped honeycomb of tunnels and valleys, Field Artillery units are light enough 
to move without vehicle or pack animal, while delivering enough of a punch to deal effectively with 
heavy armor at range. 

-- - .  I 
Ashigam Arashi Ryuu Field Artillety 
Suppon untr, mqu/red r model, mom 

m ~ w m r n m s w ~ s k  
. 7 . . - . .  s - 2 5 g  

Equipment: Arashi Ryuu 105 mrn Cannon. 
Weapon Stats: 

Arashl Ryuu 105 mm C~nnon (concmtve) 
C C W s ? k ~ L R W [ M  54 

- - -3 4 -5 13 See Charl 

Arashi Ryuu Leader 
Supptsqwad leader, requfred 1 persquad, modal, 

a E m m ~ m s r W M ! B R  
P 8 5 3 3 1 5 4 1 7 2 -  

Equlpment: Tanfo. 
Special Abllltles: Tact~cal Sense. 
Weapon Stats: 

Ashigaru Crewman 
SuppofI souaa spsclaila requtmd 3 per squao, morlal 

E ~ ~ L D ~ N u s r ~ h ! ~ F c  
i 7 5 8 3 1 5 1 1 I ' -  

Equipment: Tanlo. 
Weapon Stats: 
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F Ronin Samurai Dragon Packs Ronin Samurai Dragon Hunter 
Hunt~ngDragonsarels~pedalreptilesabout SUppnvn'r~wlredlmodc'rmrla'  

m R 
p the size of a pony. In the wilds of Mercury these a 

ferocious predators hunt in packs to bring down HI Tambu 23. 
larger prey. Possessing nQ eyesight. the spnia(*y ,,,,,ca, L,,,,a,,bouu,,fl,ym , 
Mercurian Dragons have other extremely sharp 

Weapon Stats: *I senses which more than makes up far their lack 
k l a n a  (s(ashnq1 

of vision. E F S S M t M R  Ud FA 

IF a clutch of young dragons is able to be 2 .  - . ST-5 . 

raised by humans. they have a high probability 
S ~ ~ ~ " H ~  

I _ -  
6 of being successfully domesticated. Wrld dragons -I -I n fi a - 10 SeeChafi 

CannOtbe~~edbyMi~himain;theirh~nt!ngga~h ~~bu23U~erBar~ lGrenad~Launchsr (vanaD/s l  

b and are avoided when poss~ble. C C W S I P R I . F I W M  SLI - 0 0 - - - - 5eeChatl 
6 The domesticated creatures can be trained 

for a variety of tasks, from the hunting of enemy  ti^^ D~~~~~~ 
p troops to stand! ng watch over installations. In suppon hwpert, tew,red4-8 m. 

battle, skilled Samurat handlers use them to root ~ Y : W ~ W P A ! E K :  
out and engage enemy troops in the tangled 3 1 6 4 1 7 1 1 2  

labyrinth of the Mercurian undeworld though in lanced Charge: 1 ,  Nalural Altack (10). 

truth they serve Mishima well on all of their S 
P planetary domains. 

P 
P 

k 

P 

6 

F 

Ronln Oni Light Battlewalker 
I*r The advances in mobile armor made by or in pairs, using the extremely effective 

the other Megacoparaiions would not escape the suppressing capabilities of their twin H MGs to * notice of Mishima and even thelr intractable support the infantry. The pilot does not ride in an 
P 

adherence to tradition could not ignore these enclosure within the vehicle, but rides 
developments 'Or long. The current Ovedordq proudly outside the machine. While the Ronin who 
some years aga the first pilots the Oni is firing a highly mechanized ranged 
Battlewalkers to be designed and built for the w,,p,nl he is issued a Seal of ,f 
Army. ? 

Honor, for he does so by placing himself in full r ; 
F Under secret charter from the Overlord, the of the enemy with I r~ le  to protect him. 

Morirndo Kieretsu was given the design challenge 
1 

P of creating a unit of mobile armor capable of , 
providing Mishima with a stabilizing edge to its Rontn LigM Battlewalker 

I 

army. Atter months of cons~derat~on and debate, swp~d WIT,. requires 7-2 mdeIspersquad, vehicle 
p the Morimoto Kieretsu proposed a walker vehicle oc ~ w :  w m pc WD sr MU WI s Cr: 

to the Overlord, a vehicle that could bring the 8 " -1 5 "'1 58 

firepower the army needed as well as afford its Equipment: Twin Dragonstom Mounted HMG. 
crew a measure of honor in the process. Special Ablltlies: Impenetrability 

"r: ', 
9i;l ' 

n - + .  
, A  

Applying intelligence purloined from both WeaPonStats: - - 
- ,c p Bauhaus and Irnper~al w~th a liberal amount of Tw"mgOn*Om HMG @ansic r e n $ ~ )  w- I a: m s IvR LR w m s a  

Cybertronic components, the Onl Light - a ( ~ 2 )  2(~3) 1 ( ~ 2 )  - 1 ( ~ 2 )  . 1.1 - 
Battlewalker came into being. Unlike either the $ \  
Hurricane or the Vufkans, the Oni is built for speed 
and aliows support weapons to be deployed 

p quickly and efficiently. They are constructed from 
light, durable alloys and the spindly, open design * makesthemveryeasytosteet. 

Light Bamewax~er 
P 



Dragon Bike 
Unlike the Skimmers designed by Bauhaus, 

the Dragon Bike is an all-terrain skimmer that 
uses superior advances in propulsion. In 
particular, the Dragonbike is fitted with a mighty 
Kirin Type 4 Hydrojet Engine, a powerful 
propulsion system that attows the Dragonbike to 
attain speeds in excess of 60 knots. AdditionalTy, 
advances in Hydrojet technology allow the 
Dragonbike to float above whatever surtace it is 
currently moving over. This makes the Dragon 
Bike a v~able piece of mobile armor for all of the 
Solar System's warzones, from the polluted 
waterways of Mercury to the shifting sands of 
Mars. 

To maximize the Dragon Bikes versati l~ty, 
Mishima has outfitted it w ~ t h  Paimyo Rocket 
Launcher racks and a nose-mounted 
Dragonstorm Mounted Machine Gun. These 
weapon systems allow the Dragon Bike ta fulfill 
both anti-infantry and antl-armor r o l e s  on the 
battlefield. 

Draganbike Pilot 
Suppod lrwper, requfred 7 pw brke, modal. 

O R 2 m v m E ' m s r W m S ~  
7 8 5 1 2 3 - 6 - - 2 -  

Equfpment: Demonfang Rocketgun SMG. 
Special Abilities: Tactical Sense. 
Speclal Rules: The driver may fire his SMG in a 180 degree 

arc for one action. He cannof use hls personal 
weapon while driving. 

Weapon Stats: 
Demonfang Rockelgun SMG (comussrve) 
n: m sc m w w m  sa 
-2 2 {a) 1 (x2) 0 - . 9 See Charl 

Divine Wrath Strike Craft 
The Divine W r a t h  Scout Cycle is a product 

of Shinwa Keiretsu on Mars. Having 'bcquirired" 
the designs from Capitol's Pegasus Scout Bike, 
the Divine Wrath is M~shlma's spin on this classic 
design. Using a variation of the Hydrojet 
technology to levitate above a surface, it has been 
refined to fly faster and be more maneuverable 
than its progenitor. While the EM pulses allow 
the vehicle to move in virtual silence, it can cause 
distortion in radio signals and problems with some 
unshielded electronics. 

Despite these concerns, Mishima Keiretsu 
have begun to incorporate 'wings' of Divine Wrath 
into their retinues to provide reconnaissance and 
fast strike capabilities for their armies. 

i I Dragonbike 
i 1 Suppcn vnrf. required 1 rnodetI vehlcle 

I E ! x w L D a m s r w M s ! E  
- 4 6 22 5 93 

11 v - - - 1 Equ!pment: Mounted Dalrnyo Rccket Launcher, 
Wagonstom Mounted HMG 

Special Abilities: hpenehability. 
Weapon Stah 

Mounted Daimyo Rockel buncher (concusswe] 
C C m 1 3 l m m W  IX1 SP, 

- A  -5 13 1x2) See Charl 

Dngt bd HMG (bsllrsbc) 
CC St 7N LR R M A  

(X3\ 3 1x2) .1 ( X 2 )  = 13 

A I Divine Wrath Scout Bike 
Suppon urn!. requires 1-3 models, vehick 

a w n v m a w s r w m ~ k  
. . . . .  2 - 6 2 0 2 4 2  

Equlprnent: Enhanced Sensor Amy. 

Divine Wrath Pilot 
Suppoe lrooper, required 1 per bkp, moral. 

C C B R V D K W D ! T W R S R  
i k 4 1 1 3 - 1 - - 2 -  

Equipment: No Dachi, Ronin Pislol. 
Spcla l  Abilltles: Reconnaissance Training. 

I Special Rules: The pilot may drive Ihs b~ke  aml tlrs hls plsfol 
with a single acllon. Tne pislol has a 360 
degree hnng arc. 

i , Weapon Stats: 
-.! No Oachl (slashing) 

C C P a 9 1 m L R m  m M 
1 I. u . . . .  - STtS SeeCl~art 

I,.+ . Ronin Plstol (ballls*) 

- t Y : w w m L R E R C U I S n  
0 2 0 - . . E -  
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different opinion o ter. 
For the Tensnu~a~u of the Ebon Palace, 

P' victory is the only thing that truly matters. Nozaki 
bflkfl fl&ir m0la i~notthebusinessmanthatMoyais,sohistactics 

PI generally revolve around military operations. This 
aggressive position was often a bone of contention 

Supreme M~~~~~ of Prince between the Lord Heir and the General, but with 

Jh the soil, has his 25 year tenure as his self-imposes seclusion; Nozaki has had a free 

Lord Hew of Mishlrnals uncontested power base, hand in how ih'ngs are On Mercury can 

represented a figure of unsl- uthority, be expected, this position has affected the 

able will Retinues of the Lord Heir as well. I . e 
P honor and power. Known for h I 

and staunch traditionalism, Moya has rnakntained 
Mishirna's utter dominance of Mercury and 
carefully safeguarded many of the modern 
traditions ot his great Corporation. Under his 
leadership, Mercury and its businesses have 
prospered, though to most outsiders he is a 
ruthless and cunning businessman and opponent 

As the Shogun of Mercury, the defense of 
the home world is also his concern, and it is one 
which he is very serious about. It was under his 
direction that the defense grid surrounding the 
above ground installations on Mercury were 
strengthened with Planet Guns, massive rail 
weapons meant to take out hostile ships 
approaching Mercury from space. While his 
contributions to Mercury's defenses are many and 
notable, his contributions to his peoples educatton 
and training is also significant. 

As is traditional among Lord Heirs, their 
favored martial school or Temple is elevated to 
status of lchi Dojin, or First School of the Lord. 
His peoples are educated by the teachings of the 
monks from this school, who enjoy the benefits 
of their Lord's generous patronage. As martial 
training, reading and writing, and philosophy are 
quite important; the !chi Dojfn has a great 
responsibility. Of course, in return for his generous 
patronage, an Ichi Dojin must be ready to answer 
the Lord's call to defand his interests. In nearly 
all cases, the Lord favors the school he himself 
was trained by as a child. 

It was only following the deaths of his 
children that the Pride of Mercuy has retreated 
from the pubtic eye and except ffo the rarest of 
events is he seen outside his private chambers. 
In his stead, his loyal Shadow General Nazaki, 
now governs in his name. While Moya may be a 
stem and strict ruter, Nozaki i! 
in camparison makes Moya st 

Their friendship goes ba 
Moya was elevated to the L O I U ~ I ~ I ~  VI LYICICIUIY 

so i t  was no surprise that Nozaki wouCd be 
elevated himself with his friends advancement. 
This is not 20 imply [dozaki's prarnotion was based 
only on his relations with the Lord, as Nozaki 
would no doubt have achieved his current 
successes without such relations. 

Where Moya is insistent on following 
traditional values and practkces. Nozaki has a very 
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Sohei of the Soshornara Temple 
The Soshomara Temple has existed for over 

SO0 years and was the favored school of the Lord 
Heir whe ; a young boy. Trained in their 
halls fro1 e he was 73 years old. Moya 
has embracea rne teachings and philosophy of 
the Sasl \ every aspect of hjs life. His 
business , his military discipline all reflect 
in some Soshomara teachings. 

Tht: lrlvrlepteries of the Soshomara are 
immediately distinguishabl ir ail male 
students. Women are no1 d into the 
monasteries of the Sosh all; even 
mundan~ is done by the men. 

Th beliefs of this Temple are that 
the univt srently in balance, and it is only 
the will of man that causes imbalance to occur. 
To thes a the Brotherhood does not 
underste rinciple; that there can be no 
light wit1 less, no joy without suffering, 
no love wlthout hate. To the Soshornara, the 
universe is full of polarity and the wise man seeks 
to find balance within himself and assist in the 
achieving of balance without. To the Soshomara, 
the Brotherhood represents imbalance, a position 
shared by the Dark Legion. 

As can be expected, balance is more than 
just a phiTosophical issue, for the students of 
Soshornara are legendary for their inhuman speed 
and striking grace, harnessing their KI to make 
themselves supple, graceful yet strong. As a Sohei 
advances in their ranks, his movements and 
attacks take on an air of casualness that infuriates 
more exuberant opponents. Rather than seeming 
to embrace more ostentatious actions of other 
schools 7ei of this Temple embrace 
CansetVi merit and practiced measured 
respon: hey advance. Making the 
Soshomara more different is the use of a specially 
designed throwing darts which they employ as a 
very effective short range weapon. Balance it 
seems applies to both ranged and close combat. 
As Nazaki was not educated by tha Soshornara, 
his opinions of their usefulness vary based on 
his needs, though even he is unable to deny their 
obvious superiority in close combat. 



Soshomara Sohel (Warrior Monks) 
Grunl trooper, reqarw' 4-8 models. mwtal. 

C X : F W L D ~ N D S r W W I  
I !  i 11 12 3 1 5 5 18 

Equlpment: Katana. Sohomara Throwing Darts 
Speclal AblllBes: Close Combat Training: 4, Climb. 
Weapon Stats: 

Soshomam fhmwlng Darls (ballssllc) 
r r : r n S R h a t R W  M 
- 0 .2 - 6 ( ~ 2 )  - 

Soshomara Rohdan 
Grunr squad leader, reqwred 1 persguad, nmfla! chmdw. 

a : F c m ' m P C W S r - w r m r b A  
12 7 13 13 3 2 5 5 rg 

m st 
. - 

bmara Throwing 
m m 

Equipmerrt: Katana, Soshomam Throwing Dalts. 
Speclsl liblllties: Channel, Close Combat Training: 4. Climb. 
Specla! Rules: May select up to one KI power from the 

Soshomara Temple list. 
Weapon Stats: 

Katana (slashmgJ 
m - - m L R w  m FA 
2 - - - STt5 . 

b h c  Darts ~ f l l 3 t ~ )  
f X r ~ m m l A L R  W $A 
- 0 -2 - - - F (X2) - 

The Nagano Cult 
The use of Shadow Walkers is a necessary 

evil to many in the modern worlds. While therr 
presence may be tolerated on the battlefield, it is 
not one taken lightly. For the Prince of the Soil, 
Shadow Walkers are not a commodity he could 
ignore, nor were they a resource he was entirely 
comfortable exploiting. But, like so many things 
to the Lard Heir, there was a balance to be found, 
a method that would assuage his honor and keep 
his respect. That method was the Nagano Cult. 

The Nagano Shadow Walkers are less 
infamous than most of their counterparts, In that 
they have harnessed their KF to perfect their 
training at long range assassination using a much 
modified version of the Archer Sniper Rifle. By 
extension of the Bushidic Code to include the 
perfections of ones skills with a ranged weapon, 
~t is easy to see why Moya employed them. As 
Bushido, they do not seem as mystical or 
foreboding as other Cultists, but they are feared 

a none-the-less. More often than not, Nagano 
Shadow Walkers are sent out in two man teams, 

occasionally appear, they are far more common 
in pairs. 

When they are seen in hhro man teams, 
one is referred to as the Kirishi and the other the 
Torinishka. The Kirishi is considered the senior 
member of the team, charged with the completion 
of the mission. The Torlnishka is considered the 
"second sword" and functions in a support role 
to the Kirishi. ShouFd the mission fail, the Kirishi 

300 

will sacrifice hls life and his Torinishka will be 
sent out to complete the mission they failed 
together. It is usually the atoning Torinishka that 
is seen alone on the battle field. 

Under General Nozaki, the Nagano Shadow 
Walkers are a much more common sight amongst 
the Lord Heirs Retinues. 

Shadow Walkers- Nagano Walkets 
B ie  trwper, wqurrsd 7-2 models, mwral 

~ ~ ~ m t C ~ s r ~ - W f ~  
9 1 1  i 1 3 3  2 7 4 1 9 2 4 3  

Equlpment: "D~sguisea" Archer Sn~per Fie ,  Katana, 
Mortuary Enzymes. 

Speclal Abllltles: Deadshot. Sn~per. 

"Disguised" Archer Sniper Rifle (balllslic) 
C C W s ? ~ L R W W  SR 

-3 .I 11 '1 1 lr: SeeChad 

Katana (slashing) 
[ I C w w m V I  W nn !?A 
2 . . - . (\l\ S T i s  . 

INDIVIDUALS 

Hachirnan Masadoka 
Masadoko is a trusted and respacted 

Tenshukaku in the retinue of Lord Heir Moya. To 
many Mishimen, he is the perfect warrior. the 
personification of the Samurai Lard, calculating, 
hard and unrelenting. 

Masadoko does however have a darker 
side. He started life as the son of noble Guildsmen 
in the Kirin Ke~retsu on Mercury, which was almost 
completely destroyed by a Commoner rebellion 
in the undercity. Masadoka's family was ordered 
to  remain to salvage some of the Keiretsu's 
interests as the Liege Lord and rnosl of his retinue 
fled to re-establish their busina~s on Mars. 

It was not long before Masadoka and his 
family were pulled from their estate by mobs of 
Commoners. Hachirnan watched as his family 
paid for the crimes af the Keiretsu before they 
turned on him. Death was not for Nlasadoka; the 
blood-craving mob had something much worse 
in mind. They performed the ritual scarring that 
would mark Hachiman as Facaless. Masadoka, 
who had lived the l~ fe  of nobility, was now without 
family, money, or a Face. What would have 
broken a lesser man forged the youngster into 
steel. 

Masadoko spent his teen years fighting in 
the streets d Kirin, renamed the Mutant Zone after 
The fall of Kirin Keiretsu. l-fe eventually fell in with 
the Crimson Lotus Triads. The ruthlessness he 
had developed on the streets was put to good 
use as a Triad Enforcer. It was not long before 
Masadoko's torso was covered in the ranking 
tattoas that marked his success within the 
Crimson Lotus. 



Hachiman's life was again changed after 
the Crimson Lotus received an order bv Lord Heir 
Moya to destroy a newly fo~ 
Company in the Fukido Freer 
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sent with the red facemask of 
and soecific orders that civilibrt bmaualuaa were: 

{ in the mission. The Crimson Lotus 
lob to Masadoko, and Masadoko gave 

~ U K I O O  me worst massacre in its scofflaw history. 
Masadoka met Moya personally, dropping 

the severed heads of the Independent Company's 
bosses on the Lord Heir's desk. The Lord Heir, 
while taken aback, could not deny the young 
man's effectiveness and ordered Hachiman to 
remove his mask. Despite the scarring that 
marked his face, Moya recognized the young 
man's noble ortgins in his stance and his etiquette. 
Following a lengthy discourse, he ordered 
Masadoko to visit the Hanging City of the Akirenko 
Keiretsu to receive a new face and, upon his 
return, the reinstatement of his family name and 
position within the Samurai. Restored to his 
honor, Masadoka washed the blood from his 
hands and rededicated himself to the Bushidic 
principles of the Samurai ruling class. 

Hachiman Masadoko is new a Tenshukaku 
in Lord Heir Moya's personal retinue and Master 
of the Lord Heirs famous Dragon Riders. He is 
sent from Daimyo to Daimyo as the voice of the 
Lard Heir. On the battlefield, Masadoka is the 
perfect example of a Bushida Samurai, ruthless 
and stoic. On the battlefield, he enforces the w~l l  
of Lord Heir Moya, Masadoka will not allow 
himself the luxury of failure, as he, above all 
others, has experienced the fate of the Faceless 
and would not wish it on anyone of his soldiers 
or himseW. 

7b his troops he is  a grim and determined 
taskmaster, who tolerates no show of weakness 
or lack of resolve. He has been known to execute 
his own failing men to bolster their resolve, a trait 
approved of by General Nozaki. 

Hachiman Masadoka 
Irrdwidual force commander. Ifmil one psr evmy, mortal. 

~ F c w f I . D . E ~ s r W ~ ~ ~  
1 2 7  7 1 3 3  4 7 - 2 2 2 7 4  

Equlpment: No Dachi. 
Spedal dbllles: Dire Rafrng: 2, Execution, First Strike. 

Force Commander. 

Weapon Salts: 
No D d l  (slashtng) 

c x : w w m m w  Sh 
r ~ . . - -  - ST-6 Seechart 

Hinko Dragon Mount 
Mount, requfrcd 1 per Dra,wnW, beas! 
E K P N l D # c w s r w m s ? ~  
1 1 - - . 3 - 7 8 - 3 -  

Bpedal Ablllties: Natural Atlack (lo), Predator Senses: 4. 
Speclal Rules: Fsahral attack Is a head butt usable only on 

the charge. 

Soshornara Enlightened Master 
To have attained the rank of Enlightened 

Master is a badge of both great honor and great 
responsibility. Enlightened Masters are always 
found in the company OT their fellow Sohei and 
occupy ~nding p r ~  mngsf their 
ranks. 

F B close nts, many 
consider ~t roolrsh to engage an Enlightened 
Master in personal combat. 

M o m a r a  Enlightened Master 
lndwdual squad l m k d  olhcw, bml 1 per Soher squad, mrld chsnnek 

D R W L D  
17 8 13 I* 5 r 21 2 , .  

, *' - 
1 

Equipment: Ka baru Throwlng DarIs. 
Speelal Abllltles: Channel, uuse Combat Training: 4, Cl~mb, 

Un~t Commander. 
Speclal Rules: May select up to two Ki power fmm the 

Soshomara Temple Irst. 
Weapon Stats: 

Kaatana (sbhing)  
a : W W C l R W  m S9 
2 - S T 4  - 

~ h w n a r u  Thmwmg Darts /Mfistk] 
E I : W S i l R L R  m 54 
- 0 -2 - - - 61K2) - , 

- .  

Kenji Class Meka 
Meka are the ultimate combination of 

traditronal Mishima thinking and modern 
technological warfare. While they resemble great 
humanoid suits of powered armor, they are much 
closer to tanks than anything else. The Meka of 
today's army actually derive from the Meks used 
to carve the Mishiman Unclerealms millennia ago, 
huge heavy machines capable of doing the work 
of a dozen men. 

Lord Heir Moya prefers the use of the Kenji 
Classed Meka in h ~ s  Retinues since they, above 
the other classes, represent a versatile balance 
between close and ranged combat. Powerful in 
the extreme, Lord Moya's Meka are a welcomed 
sight to his men and a fearsome one to his 
enemies. 

Meka- Kenji Class 
Suppm u n ~  requ~red 1-2 models, vehfcle 

E F c d L D # C A f W h R S F c  
7 1 0 3 I 1 3  3 6 3 2 3 3 6 8  

Equlprnent: Maunkd Damyo Rocket Launcher, Kensal 
hght Machlne Gun. 

Speclal Abllltles: Impenetrab!li, Tactical Sense. 
Weapon Stats: 

Anounte el launcher (roocusswe) 
a: ,- ,- 7 tM FA 

13 (fl] See Chart . - - *  
K M S ~  Llyrlr IVIWUIIIII~ I 

CC W Sh n n u I W m 5 4  
-3 31x3 2 1x21 -2 . - 10 - 



The Reblnuee 81F 
were slowly expanded for the first tlme in over 
100 years. 

Maru's next important step was to fortify 
his F ost important 
Kierc mu1  building a 
wate ! it. He realized 
t'lat tne aornlnar~on or lana ~y ~aunaus, who was 
his chief rival, would be a costly a: test. 
The seas of Venus however were a ~tter. 
Building massive warships and destroyers, Maru's 
feet soon became the envy of Venu ~ l led  
his realm with predatory efficl day, 
Mishiman Venus is stronger than ~n in 
Tflo centuries. 

jorts and 
:tsu near t 
r fleet fars 

concentr: 
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uperior to .. 

ate his m 
hen set al 
any beforc .. - . 

Some are born to greatness, other have it 
thrust upon them, The latter defines Lord Heir 
Maw quite well. As the second youngest male of 
the Overlord's children, Maw did not expect he 
would ever need ! burdens of politics or 
corporate high fir ltent that he would be 
serving one of siblings when they 
succeed his father m rne Chairmanship. 

Maru trained under the Sages of Yorama 
during his formative years. Based on the 
teachings of the Venerable Sage Yorarna himself, 
Maru became a consummate perfectionist, 
determined to shape his body into an extension 
of his sword: to make them one in the same. The 
harsh and disciprined training was at the expense 
of his humor, leaving the Prince to appear grim 
to the casual obsenrer. 

When he was called upon by hls father to 
succeed his fallen bmther, Maru shc i e  
burden of command with classic sto; :h 
like the Sages taught him for years, t se 
to the burdens placed before him e ~ ~ d i t  
himself ,lute dedication. Maru would do 
just the Shogun of Venus, Maru had a 
diff iculf ~d assigned to him. Mishiman 
territories on Venus had been enduring constant 
erosion for the better part of 100 years, caught 
as it were amid warring Bauhaus and Imperial 
forces. 

Maru's first act as Shogun was to 
consolidate and fortify the territories he Inherited, 
Garrisons were doubled, commoners were 
conscripted en rnasse and Maru a p ~ n e d  
diplomatic negotiations. In hindsight it seems that 
the negotiations could have merely been a ploy 
to by time, but that is denied by Maru to this day. 

Maru's second action was tc ~e 
Venusian military. The tactics that r 311 
for Mishima on other planets and 9s 
would not serve In the cramped j u n g l e s  of 
Mishirna's Venusian lands. Much like his Yorarna 
masters had taught him, success on Venus would 
depend on finding ways to use the terrain as a 
weapon, not be hampered by it. 

Under Maru's rule, the Retinues on Venus 
embraced Yorama Bush~doisrn and adopted a 
very direct approach to warfare. Troops were 
divested of heavy armor in favor of speed; long 
range weaponry was replaced in favor close 
combat weapons. In the dense Venusian jungles, 
a fast moving, unrelenting Mishiman force using 
guerilla tact~cs was unheard of. This surprlse 
served the corporation well as the Mishiman lands 
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Sohei of the Yorama Temple 
One of the ofdest Schools ot Enlightenment 

dating back to the Great Schism, t he  Yorama 
Temple takes ~ t s  name from the Venerable Sage 
of Battle, who ?If the fitst disciple of the 
First Sage Yur~ rs of schools today have 
t5eir roots bas Yorama teachings. 

Venerate" mn Samurai, devotees 
OF the Yorama Temple are respected as superior 
warriors and tacticians. and their Enlightened 
Masters are often found instructing the young of 
prominent families in the art of war throughout 
the Corporations. 

Yorama Sohei do not discriminate by 
gender though men dominate the organization. 
While ranged weapons are not considered 
dishonorable to the modern Mishiman, the 
Yorarna Temple teaches a stricter form of Bushido 
and disdains their use. This belief explains many 
of Maru's preferences and also seems to function 
quite well in the congested environs of Venus. 
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Yorama Warrior Monks 
Gml trooper, r8qmred.d-8 moU&, moflat. 

E X P # I D ~ D 8 h W M Z X  
11 7 1 1  12 3 1 5 4 13 ? 27 

retool t! 
worked wl 
battlefielr 

fqulpment: Katana. 
Speclal Abllltles: Killing Stmhe. 
Weapon Stats: 

Katana {stashing) 
E F B S h R L A W  tM !3 
2 . . - - - ST4$ - 

Yorama Rokudan 
Gnnrl squad feadar, rrqutrad 1 per sqlwd, mom! thannWer 

C C E P N ~ ~ ~ ~ M V M ~ F C  
12 i 13 13 3 2 5 4 ? I  2 3.: 

Equfpment: Katana. 
Special Ablllties: Channel. Killi 

Speclal Rules: May select up to one Ki power from Ihe 
Yorama Temple list. 

Weapon Stats: 
Katana (slashlngl 

( X : W 9 r n L R W  M S4 
2 . .  . S f & .  



The Tanjuro Cult 
RecatE the dread one feels as a child when 

you peered over the covers of your bed at the 
closet, its door slightfy ajar. This visceral 
apprehension is the very feeling that name 
Tanjuro conjures up. For the last 800 years, the 
Tanjuro Cult has made murder into an art. Their 
unknown base of operations and unreachable 
temples has only enhanced their mystique. 

Incredibly adept in the art of deception and 
stealth, the Tanjuro Cult's trained assassins are 
honored and feared throughout aTl of Mishima 
for their unmatched skill. So skilled are they in 
performing unnoticed that they are often called 
Greymen, because few can recall any details of 
their appearance after their work is completed. 

When deployed in an army, Graymen often 
take the field disguised as part of a Kamakura 
Unit of some type. They have earned the name 
Greymen because so few soldiers can recall any 
detail of their appearance. When they msh, they 
throw off their disguises, attacking their surprised 
enemies ruthlessly. 

Shadow Walkers- Tanjura Greymen 
Ind,!whal rrooper, required anc model, modal 

~ ~ W m t c w s F W m s ! ~  
11 9 5 12 3 3 7 ,r  !? 2 46 

Equipment: Katana, Wakizashi, Morluary Enzymes. 
Special Ablllties: Enhanced Charge: 2 ,  Impersonatm, 

Secondary Attack. 

Weapon Stab 

Mota Yakamochi 
Moto Yakamochi is a Tiger Dragon 

Tenshukaku In [he private army ef Lord Heir Maru. 
He achieved this lofty position by being a reatist 
in matters of modern warfare and a capable 
combatant. 

Originally he was a well-respected Samurai 
retainer of Lord lshiri until the fateful day four 
years ago when his master, his compatriots and 
h ~ s  world came to an end. While hosting the Lord 
Heir, their kieretsu was savagery attacked by t h e  
Dark Legion. The bloodshed was staggering, an$ 
Yakarnochi fought bravely to save his lord and 
master and his guests. Charged by Lord lshiri 
with escorting Lord Heir Maru to safety, 
Yakamochi begrudgingly lefl his master's side. It 
was only Yakamochi's knowledge of the terrain 
and its secret passages that allowed them to 
escape the carnage. Yakamochi was seriously 

wounded in the escape an ~ b l e  to return 
to his master's side once L I ~ I  u ~ d 5  safe, himself 
lett to hold Ihe retreat. 

Following the battle, he  was found still 
breathing by the Lord Heir's retaliatory forces. 
While he would normally have been a Ronin, this 
fate was avolded by the intervention of the Lord 
Heir himself. For his loyalty, bravery and honor, 
Maru restored Yakamochi" status as Samurai and 
charged him with the destruction of his former 
masters killers. While it took over one year and 
led far off-world, Yakamochi was successful. He 
returned to Maru and began his service as one of 
his most promising retainers. 

Moto Yakamochi now serves as Lord Heir 
Maru's Tenshukaku, advising the Daimyos of Lord 
Heir Maru's K~eretsu. He has a part of the Shoa 
Kieretsu to manage, like other Tenshukaku. which 
was bestowed by Lord Heir Maru himself. Moto 
Yakamochi's estate overlooks his new Company, 
Osato TechnologisZics. 

Mota Yakammhi 
Indrvtdual force commander, l i d  one per amry, M a / .  

E l x ! w u J ~ m s r n w m ~ ~  
12 B 10 15 3 3 7 4 20 2 53 

Equlpment: Demonfang Rocketgun SMG, No Dachi. 
Special Abllltles: Force Commander, Strategic Insight. 
Weapon Stab: 

Demonfang R&etgun SMG ( c m u s s h )  
O C P B  9 1 t v R L R W M  Sa. 
-2 2 (a2) 1 1x21 0 - - 9 See Chan 

No Dachl (slaslringl 
L X : w 9 1 M Z L R w m  SP. 
0 . . . - S T 4  See Chart 

Xorama Enlightened Master 3 
Advancing ~n the Yorama Temple means ,.)t I 

that one has learned to master the ways of Force, 
1 

to focus their Ki into ~owerful extensions of their f 

weapons. Capabte of d~tvastat~ng blows, the 
Enhghtened Master of th is  school is a devastating 
force on the battlefield. 

Yorama Enlightened Master 
/i'fd,vrdual squad bn'ced offwr, hmt one p Sohel squad morlal channefar 

E E P t f I D K W T W m Q X  
13 8 13 14 3 2 5 1 21 2 39 

Equipment: Katana. 
Special Abilities: Channel, Close Combat Training: 4. Cl~rnb, 

Un~l  Commander 

Speclal Rules: Way selecl up to one Ki power from the 
Yorama Temple list 

Weapon Stats: 
Katana (sleshmg) 

C X : w 9 1 M ? L F I s  w sn 
2 . - .  - S T t 5  - 
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SUPPORT of Mishima's holdings, she has considerable 
alliances throughout Capitol, the Brotherhood 

Bushi Class Meka and to a lesser extent Bauhaus. 

L leka, it retains considerable Even though her rule has seen the Mishima 
mobili! complex motility system that Holdings become the most intolerant of incursion 

combines elmronics, hydraulicsand pneumatics that it has ever and in spite of her 

in a fashion that i leted by Imperial, This staunch growth of Mishiman lands to the expense 

technology allou ka to almost of her neighbors. she does so quite openly and 
any terrain in the without sacrificing with the backing d the Brotherhood. It is this 

any resiliency or wrtens~ve capabilities. one alliance that has enabled Mariko to thrivs 
during a time c 

In keeping with both the philosophy of Maru 
and the retur 

)orate warfare 

and the confines of the Venusian jungles. the political 
lion. It is her 

Bushi Class Meka is frequently seen in the Lord's thrive. 
ier domain to 

se combat design of the Bushi 
ts autocannon make it highly Of course, the Lord Heiress only shows 

confines. what she wants others to see; what she knows 
will get her what she wants. In reality Mariko is 
a ruthless and cafculs sr, seemingly 
devoid of conscience : rss. She is a 

Supporr unrl. reqdred 1-.?mod&, vehicle master tactician with : ~d a carefully 
a: Rc Rn, Lo = sr AR Sz layered plan to ach~eve Ir Her gifts at l C 7  9 1 1  3 3 - 2 3 3 6 7  

Equlprnent: Dn ion, Edgemsher manipulation afford her unparalteled intelligence 
Pol about her foes and her cunning and diligent 

Speclal AbllRles: impa~ IWII UUIII!~, I UWMI 3t.llX. planning assist in her exploiting them. In the end, 
Weapon Stats: she wishes nothing short of becoming the 

Dragonfang Mwntd Autocannm (balllac, mncusslve, rending) Overlord. 
E p a  91 h r F l L R w m  a 
- 0 ( x 2 )  1 (r2) 0 (x2) - - 11 (x2) See Chart 

It was her machinations that removed her 

Edgec~sher Powerhammer (concussim) brother from power on Venus allowing for Maru 
C C W R ~ W I R  w a to succeed him. It was her carefu! planning that 
n . . - . ST& shattered the indomitabie Moya and reduced hfs 

reign to subordinate functionaries. It is her 
careful planning that her father's 
credibility wlthin the C le  courts the 
Brotherhood on one II barters with 
Cybertronic with the other. In rne end, Mariko 
cares only far Mariko and anything that stands 

personification of hope and tolerance. These 
facets combine to make Mariko the most 

The beautiful Princess of the Skies is a dangerous in the inhabited worlds. 
/*s , i-, 

well-known and popular figure on Luna, where 

c she is frequently found in the Courts of the Cartel 
* .  , and the Brotherhood's Cathedral. Her visits are 

':. j ' . always preceded by pomp and ceremony The Kikigomae Sohei 

d" - A 
1 creating a spectacle for the masses. Her charity 

[ L i  - ' The official School of Enl:ghtenment that 

i. \, lo the  Iden is immense and she is Rnariko endorses is that of the  Kikigomae 
freque be vanguard of Btotherhood Sisterhood. Comprised solely of women, they 
functior ishiman citizens on Luna treat hawe been raised to a place of great prominence 
her as IT sne were the next Overlord. within her court. To many, this was a cornptete 

In these matters alone she differs her surprise as the Sisterhood had an inauspicious 

siblings, and she is the face most Martians and beginning serving the Lords of Mjshjma as 

Lunans see as Mishima. To everyone who Conso's and 

encounters her, Mariko is the sole of tact and Founded by the Enlightened Master 
politeness. Demurs publicly, the Mistress of Mars Kikigomae as a refuge for the education and 
is the consummate tolerant hostess, PoliticaHy enhancement of the female Mishiman, this School 
Mariko has distanced herserf from her brothers evolved into a vital, if not small 0rCler. Privy to 
and to some extent her or She keeps much of the political secrets that come from 
relations with the BrotheR atlows their serving the nobility of Mishima, the School was 
advisors access to  he 1s without able to find sanction and acceptance within 
restriction. While she may 9uvt.1 I ,he smallest Mishiman society. The Overlord's of Mishima 
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have always been appreciative of their advlce and 
wisdom and with the legittmizing of their order 

3verlods 
role has 

hool, they 
rnalntarneo a small our aealcarea rollowing that 
had manq 

For Sohei of Kikigomae 
practice on and stealth and 
are skilled at misleading their opponents in battle, 
a throw back to their humble origins at subterfuge. 
Ironically, the teachings of Kikigornae now 
espouse abstinence; physical relations being 
expressby . The Sohei keep most of their 
appenda! sd and even keep their faces 
shrouded 1 of reverent devotion.. Since 
their bodiap ale personal temples, they must not 
be used for base activities but in holy pursuits 
only. 

MarEko found this school to represent many 
things she could use and ords iisterhood 
to erect a Temple in her car Uhen the 
head of the order died dur istrwctton 
accident, Mariko made sure a new leader was 
appointed quickly so that t h ~  
be able to proceed forward 
Since that time, the Kikigon 
sight throughout her domain and are often seen 
as messengers and diplomats for the Mistress of 
Mars. 

While this initially concerned her 
Brotherhood allies, the Kikigomae Sisterhood 
does not challenge the rule of the Cardinal in its 
teachings. In fact, the Sisterhood maintains that 
the Cardinal is a servant of the light much like 
the Venerable Sages of Mishirna. That said, it is 
the fact that their teachings center on service and 
diplomacy as opposed to K1 mastery that allows 
the Brotherhood to accept them. To the 
Brotherhood, they are a place of education and 
empowerment, and with their current relations 
with Mariko they feel secure in the Sisterhood's 
presence. 

Like nearly everything about Lady Mariko, 
the sekection of Kikigomae was a calculated 
decision and her warrior monks are more 
numerous in the few decades since she assumed 
power than ever before. For Mariko, the 
Kikigomae allow her to do what cannot be done 
under the watchful eyes of her brothers 
Brotherhood. a scrutiny she endl  
surprising acceptance. Using the Si 
Mariko is able lo  treat with Cybertronic In secret 
and make altlances with the newest 
Megacorporation that have vastly strengthened 
her position with no one the wiser. 

their use of invasive Cybertronic implants. It is a 
most dangerous game to be sure for if the 
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F e to proceed down this 
path is e enemies of Mishirna- 
controlled-Mars being too powerful and 
aggresdve to ignore. Kikigomae provides her the 
edge she needs without becoming a puppet of 
the Brotherhood as most assume her to be. It 
would be easy to forgive her transgressions were 
she able to topple Capitol or succeed her father 
to the chairmanship and expand Mishima's power. 
To further protect her secret, the Sisterhood. at 
Mariko's insistence, ingests the same Mortuary 
Enzymes that the Shadow Walkers do insuring 
that even In death they will keep their secrets. To 
the outside world such a practice is merely an 
extension of their belief that their bodies should 
rernafn pure and unsullied and the Overlord 
himself has commended Mariko for her pious 
devotion to the sanctity of the Schools teachings. 
It is just one of many ironies that surround the 
Lord Heiress' fife. 
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Kikigomae Warrior Monks 
Grunt trwper, required 4-8 models, rncvial, 

~ ~ ~ K i # r . W S T W ~ ~ ~  
I1 7 1 1  12 3 1 5 4 18 2 27 

Equipment: Kamas, Steel SWn Enhancement. 
Speclal Abilities: Stealth: 1. 
Weapon Stats: 

Kiklgmae Rokudan 
Grunt rquad leader, requ~reu I mr squad, mortal. 
~ ~ ~ a m ~ n a t w s s ~  
12 7 13 13 3 2 5 4 21 2 3& I . - ,  

Equipment: Katana, Steel Skin Enhancement. 
Stealth: 1. Speclal . 
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Deathbringers Toshiro is very much in love wilh Mariko whom 
be believes returns his feelings. These shadowy individuals are whispered 

to be a Dart of a secret inner circle of the Shadow 
Walker believed that Deathbringers are 
culled 1 ssser cult assassins that show 

Toshiro 'the Deathbringer' ic fawed 
cults. It is 
'ram the 11 
st prornisr 
-- --,"-- 

assassin, ever is peers. 1 ~ r e d  
to be the son r pi Liege L was 
caught sellir rate sec the 
Syndicate" bblacK market. The liege Lord left his 
Keiretsu in the control of his second son and co- 
conspirator when he rettred, i ~s tead  of to his 
eldest son-against Mishirna's tradition. That 
eldest son was Toshiro. 
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37 a corru 
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Ye is rumt 
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the rno ?. Always operating alone, they 
charge ~ I I  asirur lomica! price for their services, 
but those that can afford them are never 
disappointed in their results. 
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Using some of the money earned by his 
father's impropriety, the second son hired a 
Shadow Walker Cult to kill his elder brother in an 
attempt to escape any signs of duplicity. On the 
night of the assassination attempt, the elder son- 
a Bushido Swordrnaster-was beset upon by a 
group of Shadow Walkers and a Deathbr~nger. 

I ,, ,,, burl lull bg technical 
craft with supernatural abilities and many have 
reported that to be in one's presence is to feel 
the icy touch of death itself. 

While the employment of Shadow Walkers 
by the highest leadership of Mishlma is a At night's end, all that remained were the 

bodies of the dead. Among them lay the disgraced 
Liege Lord, his corrupt second son, and their hired 
assassins, the formidable Shadow Walkers and 
the Deathbringer. f t  is said that the elder son 
joined the very Shadow Walkercult that was hired 
to kill him, preferring the life of an assassin to 
the fate of becoming Faceless-the punishment 
for patricide in Mishima's socrety. 

,' Honor 

controversial topic, none actively employ 
Deathbringers, none that is until Heiress Mariko. 
To Mariko, they are just another tool to advance 
her agenda and she has included their services 
in her forces often, but only when she is not 
fieldjng Brotherhood support. Outside of the 
warrones, the Deathbringers are superb problem 
solvers for the Heiress. 

Today, that secret past is known only to him 
and he has chosen not to sham it with even his 
I-leixess. 

Shadow Walker- Deathbringer 
Indmual tmper. required I model, modat channeter, 

E I T W D K W X W M L F C  
13 f l  13 14 3 L 8 5 20 3 66 

Eqvlpment: Katana, Whisper Machine Pistol 
I Reclaimed .- Toshiro 

In31vlduaIgenefai oll~mr, filim me per army, morlsl channekr 
m R 2 w L D E b m ~ w ~ ~ ~  
I d  17 12 I d  ,r 3 6 4 20 2 62 

Equipment: No Dachl, Wlllspel Macbne P~stol. 

Special Abllfties: Blind Fighting, Channel, 
Close Combat Training: 4, Shadow Walk. 

Spaelal Rules: May select up to one Ki power from the Black 
Temple Ilst. May not be included in the same 
army If Brolherhood Consultants are fielded. 

Weapon Stats: 

Speclal AhPMes: Channel, Dire Rating: 4, Dlvls~on Commander, 
Guerilla Train~ng. 

Speclal Rules: May select up to two Ki powers from Ihe Black 
Templs list. 

Weapon St&: 

Kauna (sbshing) 
L Z : P B 5 H m L R w  m SA 
2 . - . . S T - 5 -  

Whisper Machine P~stoE (baflislic) 
Q: W S I h R L R W m  S9 
U l l d l  1 - - - a SeChaR 

NO Dach~ (skshing) 
C C w s c M I L R W '  sA 
0 . .  - ST+E Sea Ctiarl 

st01 (ballisric] 
F t m l R  
I . .  

w m  a 
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Toshiro 
To the courts of the Lord Heiress, Master 

Vbojimbo 

Toshiro is a silent figure who handles his Yojimbo has had a long and successful 
career within the Mishima Corporation as a mistresses more demanding business interests. 
.Taisho, of Lord Heiress Mariko. The position of 

To most he is considered her Major Domo and 
Taisho is one the single haoaE a accorded a great respect. What no one knows is 

may bs a positlal f for that Toshiro is far more than a high level 
those have triumphed in nurr t les functionary. He is in reality the leader of a Shadow 
and whose honor and ond Walker sect of Deathbringers and Mariko's 

1" accordance w,th his &tion, his contact to that cult. When h 
that problem is visited by 

a estate on Maa 
and quietly and well managed and 

removed. While there are r ;ons for his 
h.s loyalty to M8 Mishirna is as strong as 
hcs sense of PE nor and valor. devotion, the real impetus 1s more rnan money. 

I reservec 
rerous bal 
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'lariko has 
Toshiro ; 
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; is large 
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!rsonal ho 



Yojimbo has achieved this level within 
Mishiman society by thinking beyond the 
traditional ways of the Carporation's war tactics. 
He has spent his entire life studying the art of 
war and the various methods used throughout 
history. Unlrke other Samurai, Yojimbo studies 
tho tactics of his opponents in order to better apply 
his knowledge and exploit their weaknesses. As 
a Vassal. Yajirnbo used this knowledge to achieve 
countless victortes for the Lord Heiress through 
his use of varied strategies and non-traditional 
methods of war. 

Life is precious to this warrior however. and 
he does not believe in spilling blood lightly. 
fnstead of sending wave after wave of Kamakura 
to etther achieve victory or meet death, Yolimbo 
uses all the available information to create a 
masterful plan. So well trained are his soldiers 
that he can completely restructure his forces on 
the field to achieve a certain set of objectives that, 
when completed, has given the Mishima 
Corporation a victor), that was not earned solely 
by the blood of its peoples. While this reverence 
for life is sorneth~ng of an oddity in a high-placed 
samurai, rt clearly typifies his leadership. 

Yojimbo is as much a roo! for Mariko as 
anyone at her subiects. For her. Yojimbo is a -,- 

a method 
g herself M 
murai. Hil 

--A - 

poitical maneuver, of gaining significant 
legitimacy by allyin rith such a decarated 
and respected Sa s kieretsu is known 
for its use of superiur ~ I I U  ~ u t f i n g  edge designs. 
a second perk for the Lord Heiress who funnels 
her Cybertronic resources secretly through his 
labs and factories. 

Love has blinded the once proud samurai 
and he seems to not notice the subtle changes in 
his tactics or prinaples. His new and quite famous 
gun was one of her designs after all and a source 
of some controversy among the other c 2 

court on Mars holds that the two will b : 
day, a rumor Mariko herself initiated, a t 
has reached Yojirnbo's ears and further tied him 
to the Princess of the Skies. 

:ouris. TI?( 
e wed one 
rumor tha 

Jojimbo's corruption and manipulation by 
the Heiress is as much a game to her as it is a 
challenge. Older now, this proud samurai longs 
to start a family of his own, a sentiment the 
Heiress finds both amusing and useable. 

Yojimbo 
!nd~vfdual force commander, h ~ f  me per amy, mortal. 

E ~ R V l O ~ W ~ W ~ ~ E  
13 11  E 14 3 3 7 3 22 2 60 

Equipment: Dragonswill Gun,  Katane 
Special Abilities: Force Commander, Strategic Insight, 

Tacbcal Sense. 

Mikigomae 1 sters 
The highr;,, Ial14ing leaders in the 

Kikigomae Temple have undergone extensive 
cybernetic enhancements, doing for them in 
months what would have raken years to achieve. 

Stealthy and dangerous, the Enlightened 
Masters serve as Mariko's highest diplomats and 
ministers. Hand selected from viable candidates, 
the Enlightened Masters axe more elite soldiers 
now than they are true scholars. 

Kikigomae Enlightened Master d ' 
I 

Ind~vrdual squad Imnked ofl,cer, bmd one per Soh& squd mOdal 
a K w D K w 3 r M l h 4 s ? ~  ' 
1 2 7 1 3 1 2 3  2 5 4 2 0 2 %  

Equlprnent: Katana. Steel Skin Enhancement, Torso / 11  .+ 

Enhancement. 
//" 

Spedal AUltlles: Stealth: 2, Unit Commander. 
Weapon Ststs: x' t 

Typhoon Class Meka 
The design for the Typhoon Class Meka 

came about from pirated designs of her brothers 
Meka infused with Cybertronic components. The 
end result is a Meka that requires little training to 
use effectively but provides Mariko's forces with 
the fire~ower she needs to defend herself and her 
interests. Manufactured by the Yusuke 
Conglomerate, a subsidiary of the Yojimbo 
Combine, the Typhoon Meka is surprisingly easy 
to manufacture, which explains the common 
usage. 

Meka- Typhoon Class 
Support uni, required 1-2 models, Vehi.de. 

E ! X W d L D E h Q E T W M Q F C  
9 9 3 1 1 3 3 1 3 2 3 3 M  

Equlpment: Dragonfang Mounted Auwnnon,  Ironhand 
Pneumatic F~st. 

Speclal Abllttles: irnpsnetrab~lity, Tactical Sense. 

P Wmpon Stats: 
Weapon Stats: 

Oragonswlll Gun (radian11 Dragcnlang Mounted Autocannon /hdIIfslrc, ~ O ~ O S S ~ ,  rcnrdngl 

P E r n 9 1 W L F I W c n n  SA E W  w M I I R E R W  s4 
- 1  - . - . 13 SeeChan - 0 1x2) 1 (K2) O(x%) - - 11 1i-2~ See Chart 
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Notable Weapons 

Melee Weapons 
Tanto 

A tanto is a small dagger based weapon 
with a thickened point that is better at piercing 
modern combat armor. They are popular with 
the Malcontent elements of Mercury Fax their 
ease of concealment and use. 

Katana 
Katanas are incredibly weSl crafted, 

single-edged swords used commonly by 
warriors of the Samurai class, certain 
Karnakura and a few Sohei schools. Each 
katana shows artisan-level craftsmanship and 
is cherished by those who wield them, as they 
are often passed down through the 
generations. 

Wakizashi 
The wakizashi is the companion sword 

to the Katana, a ceremonial blade consisting 
of 18 inches of incredibly crafted steel. 

No Dachi 
No Dacbi are long, heavy swords 

capable of cleaving a person in modern 
combat armor in twa. Only the most 
experienced swordsmen carry them, and it is 
a mark of superiority to carry such an 
impressive and expensive weapon. 

Duskdealer Naginata 
Naginata are polearms consisting of a 

composite shaft up to 6' In length with a Fong, 
broad blade attached to the end. The 
Duskdealer canies the same design. but is 
constructed out of very different materials. 
These materials are further linked to a 
charging battery which envelopes the blade 
in a wreath of @leetricity. 

Darkslayer Katana 
The weaponsmiths on the Forbidden 

Isle are a combination of artlsan and 
magician. They use a closely guarded method 
of forging and enchanting that gives their 
weapcns incredible power against the 
Darkness. 

Sidearms 
Ranin Pistol 

Originally praduced under the name 
TKP-9 by Tambu Keiretsu for "domestic 
markets", this pistol quickly became the 
weapon of choice on the streets by masterless 
Samurai, Triad gang-members, and other 
Malcontents. Soon after, it became known by 
its more recognized name, the Ronin Pistol. 

Whisper Machine Pistols 
The Whisper is crafred by Kenjiro 

Munitions, an Independent based in the 
Freeport of Fukido. It has an Integral silencer, 
which allows 9mm-burst fire in near silence. 
The Whisper is a favorite amongst assassins 
and Malcontents throughout Mercury. 

Demonfang Racketgun 
Designed by Tambu Keiretsu as a short- 

range weapon, this unique SMG fires small; 
rocket-assisted fragmenting rounds. 

Riffe 
Shogun Assault Rifle 

The 5.56mm Shogun Assault Rifle is 
standard issue for Mishima forces throughout 
the solar system. It is configured in a 'bullpup' 
design, which means that the 30 round 
magazines is located behind the trigger, 
aTlowing the weapon to be more compact and 
easier to wield In close combat. 

Yari Shogun 
The yari is a weapon designed for the 

Ashigaru forces of Mishima. It Is basically a 
bayonet an a 3-f00t pole attached to the top of 
a Shogun Assault Rifle. The Yari gives the 
relatively untrained warrior an effective close 
combat weapon that can be employed without 
stowing their rifle. 

Archer Sniper Rifle 
The Archer is a departure from Tambu 

Keiretsu's normal production methods. Snstead 
of their usual rushed, assembly line procedures 
of weapon production, Tambu builds each 
Archer for its spccial ordcr clients by hand, one 
at a time. This craftsmanship, combined with 
the compact design, has made the Archer one 
of the most popular assassin weapons in the 
Sofar System. 



Machine Guns 
Kensai Light Machine Gun 

The Kensai LMG IS a belt-fed, upgraded 
Shogun Assault Rifle with an extended barrel 
to absorb both the heat and the muzzle climb 
of sustained auto-fire busts. The weapon suffers 
from the same cheap design and production 
methodology of the Tambu Keiretsu, but its price 
and ease of use, especially in close combat, 
keeps it competitive in the open markets. 

Dragonfire Heavy Machine Gun 
The Dragonfrre is a unique experimental 

design that-unlike Mishima's other products-- 
was innovated by the Mishima Corporation. The 
Tambu Keiretsu designed the Dragonfire to be 
held under the forearm of the user, which 
combined with its compact, non-parallel tri- 
barrels, allows it to be wielded more effectively 
in close combat. This close combat mentality 
of Mishima is reflected in the  weapon*^ 
inaccuracy at longer range. 

Dragonstorm Mtd Machine Gun 
The Dragonstorm is an intimidating 

looking weapon, with I5 barrels, that are 
capable of sending a hail of light machine gun 
rounds at a target. While not as powerful as 
other Mounted Machine Guns on the market, 
the Dragonstorm's price, and its use of smaller, 
cheaper rounds, fits right in with Mishima's 
business profile. 

Dragonfang Autocannon 
Another Tambu creation, the Dragonfang 

f ires 30mm awtocannon rounds that are 
devastatjng against mobile armor at closer 
ranges and just plain excessive against infantry. 

Launchers 
Tambu No. 23 Underbarrel 
Launcher 

The Tarnbu Keiretsu "borrowed" heavily 
from Capitol designs in the production of the 
Na. 23, As a result, It is a fairly reliable and 
accurate weapon that is capable of firing 30mm 
rifle grenades at range with some accuracy. 

Tambu No. 40 Grenade Launcher 
(The Oni Yari) 

The Tambu No. 40 resembles a large 
shotgun and there are many similarities between 
the two weapons. The shetl; fired by the No. 40 
looks conspicuously like a large shotgun 
cartridge, except that the projectile in question 
is actually a 40mm spin-stabilized grenade 

round, which explodes on impact. Because of 
the heavy weight of the round, the No. 40 isn't 
fired directly, but at a high angle to the target. 

Mtd Dalmyo Rocket Launcher 
The Tambu Keiretsu produces the 

Dairnyo for Mishima's forces. It fires a 50mm 
fin-stabilized anti-tank missile, which is fairly 
accurate at range, using pirated Capitol 
designs. The Daimyo is effective againg light 
mobile armor, but the lighter payload of its 
ammunition makes it difficult to efficiently deal Archer 
with heavier armor. 

Flamethrowers 
Dragansbreath Flamethrower 

-/ 
The Qragonsbreath flamethrower design * 

utllizes a butane pilot flame opposed to the 
hot element employed by light flamethrowers. 
The Dragonsbreath model has a larger fuel 
reservoir and more effective delivery system, 

/ 
which allows it to cover a far greater area than / 
other models of rts size. Tambu's 
Dragonsbreath model is a popular choice 

* 

amongst troops who want their enemies to feel 
the "breath of the dragon". Dragon fire 

Thrown 
Demonsbreath Grenades 

The grenades used by the Crimson 
Devils contain a highly lethal and vicious nerve 
gas that destroys a person from the inside out. 
The grenades are a serious infraction of Cartet 
mandates and the proven use of them is 
considered to be a was crime, which is 
punishable by heavy f ines and trade 
embargoes. 

Special 
Dragonswill Gun 

Based on somewhat controversial 
microwave technology, the Dragonswilt is still 
not widely used in combat and is in the final 
phases of its fietd testing, Should this prove 
successful, the Draganswill will no doubt 
become a popular addition to the Mishiman 
military. Generating concentrated pulses of 
microwave energy, the blasts from this weapon 
literally cook its target inside out. 



8(8 Elkmeni~ 
The Ki Elements are drawn from the interaction af universal 

energies and the internal spirit within the Channeler. As the Channeler 
develops his spirit, hls latent powers are harnessed in accordance with 
the methodologies of the School where he studies. 

I I I L 7  8 . 1  1 OIL 1 !2~d//+?/~- K/ 
6oC~homara School of rnhght enmen t 
Bendhg of the Reed 

There is a saying that to be fluld ltke a wed in the wind Is to be a 
superior martla1 artist, By honing their KI to emulate a reed, the monk is 
able to reduce the effectiveness of an opponents attack by shifting their 
centers of gravity with blinding speed and near contortion~sm. 

Cost: 3 Range: Serf 
Nlagnhude: 3 Adions: 1 
Save: N/A 
Effect: When this power is successfully used the monk gains the 

benefit of Cose Combat Training level 3 (see special ability) until his next 
activation. This power may be channeled in close combat. 

Leapard's Leap 
Drawing on the symbolfsm of the Leopard, the monks channel 

their KI inwardly to rnlrnicthe vast leaping power of thlsanctentand quite 
extincf animal. 

Cost: 3 Range: Self 
Magnitude: 2 Actions: 2 
Save: NIA 
Effect: By taking an action, the monk harnesses all its KI Powers to be 

on call at a moments notice. When the monk releases this energy he may 
move hls Movement value in inches upwards and one half horizontally, 
allowing him to land on higher precipices or attack a low flying model. 

A monk with a MV4 for example would be able to leap upwards 
fo a4I1altitude and up to 2" forwards. 

Serpent's Balanoe 
There is a snake that thrives on Mars that leaves no trace of its 

presence in the harsh red sands, There 1s nothing but its prey to mark its 
passing. The monk's use this image to help them channel their KI to 
repl~cate the serpents unseen grace. 
Cost: 2 Range: Self 
Magnitude: 1 Actions: 1 
Save: NIA 
Effect: The monk has complete control over its own body. He can 

redistribute welght to walk over sand without leaving tracks and may even 
walk on water. He may Ignore the effects of rough terrain, which he treats 
as normal. He will be able to cross l~quids as if they w e n  land as well sa 
long as ha can traverss the entire watery expanse withrn one activation. 
Failure to make such a crossing will result in the model sinking at tho end 
of his turn. 

Alaertty of Suisei 
The Alacrity of Suisei refers to the speed of the Messenger 

God. By opening the neural floodgates to the primal energy centers in their 
bodies, monks of this discipline are capable of an amazing turn of speed. 
The whole process takes but a moment as the body tenses, waiting forthe 
release, and then the monk shoots off at amazing velocity. 

Cost: 4 Range: Self 
Magnitude: 2 Actions: 1 
Save: NIA 
Effect: When this power Is suacessfully harnessed, the monk may 

double his MV value for one action. If this adion takes the model into 
contact with an enemy model, consider it a charge. .9 mudel on Walt may 
not react (come ofl wait) to a monk underthe effects of this power. The 
power is too draining to use more than once per activation. 

Hltlde Dance 
iikda D n n c ~  ts a 1<1 slr~kP that fncuses an 

lilt 11.dlblr- sn-rpunl 01 wlr rgy  into a single blow, with 
llevnslalinp consequonccs lor the victim, Because of t h ~  
llnrm~~r~tfitrs marr~ageof power and timing, Ih~s attack 
can ouncv~ tl'1mug11 solid armor using co~~vsnt~unal closo 
cornbal wespons. withc~lt rlamaging the weapon In snv 
lvay. 
Cost: 5 Range: Self 
Magnitude: 3 Actions: 1 
Save: MIA 
Eifect: W l ~ e n  successfull!, ci~arir~stsr~ II  IP l~lonk g a m  
the benefits of the Killinq Sl~olr? s~>ccbal ,?billty lor lhe 
rpmalnder of the lLtm 

The f iger's Fury 
With The Tger's Fury the monk taps Info hrs own 

primal f ~ a r  response, turntry 11 arjsins; h ~ s  opponents 2s 

a llurry of lig[ifcn~ng iast blows. Bv exploiltng his owrl 
"Fight or Flighi" reflex HIE ~na~\killlorus i t  In mo~nsntacil$ 
overivhsln~ hls numanrty resulting III an 17sta11t of pr~~nal 
rage 
Cast: 6 1 ell 
Magnitude: 3 1 1 
Save: NIA 
Effect: Use of l l i~s power confe~ ndary Allar 
special abil~ty to the monlcfor the tu rn  

s tlie Seco: 

Pillar of Stone 
Ttie rocks of the earth are as much insplralloh io 

the monks of this school as anything. In emtrla~my! tile 
properties of stone, rhe monk creates a slieatli o l  pow?n 
arou~d h ~ s  presence Illat is hard as granlte. 
Cosl: 5 Range: Self 
Maqiitude: 3 Actions: 1 
Save: hlth 
Effect: A s u c c ~ s s f ~ ~ l  Chennel of this KI bestaws the 
Chann~ling model wrth incr~dible enclurance and 
stabil~ty. Tile Ch~nneler increases his AR valur- bv ,: tlrrill 
h ~ s  nzxt actlvalian. 

lron Will 
Ey channeling his KI Inward, this disc~pline zlll>~uc 11 11-  

rnnnkto harden his skin la Inhuman textllrsarll l l1rA10:~ 

Irrures h~s body to liostile effects around Ihlrn. 
Cast: 3 Range: 3alf 
Rflagnitude: 3 Actions: f 
Save: NIA 
Effect: The monk urider this effect rs neerly rlnn,ll:rln fcs 
all diseases, gases, and polsons until his r levl  r ~ t t n v ~ ! r c > r ,  
Shovlrl the channeler encounter any Env~ronrnt.n:a! 

or Restdual Damage I(< tw Y~JIII 
lenaf~ts o i  Survival Tra j +<\I !!I? 
r of the turn. See lhe s v lul 

complete r!ata!ls. 
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Command of Heaven 
There is one thing that all Mishiman understand, one issue that does 
no1 incur debate, and that is authority. Mishiman from all the worlds 
understand the importance and necessity of a chain af command 
By intoning farces of a higher plane, the monk projects a powerful 
command into the minds of any broken or panicked units. 

Cost: 4 Range: 12" 
Magnitude: 2 Actlons: 1 
Save: NIA 
Effect: This model is so convincing when he speaks, any 

panrckedlbroken friendly models within 12 inches of the monk may 
make an immediate rally attempt rolling under the Monks LD score. . - 
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Mlght of the Ant 
On ancient earfh there was a dirninr~tive creature of incredible 

power, able to lift its own body weight ten times over. The evolution 
of Ihis creature which still inhabits the Mercurian undetworkd,has 
little changed in all these millennia. The monks have learned to 
channel their KI ta simulate its great strength. 

Cost: 6 Range: Self 
Magnltude: 1 Actions: 1 
Save: NIA 
Effect: By taklng an actlon the monk may increase hidher ST by 

+3 until their next activation. This power may be channeled while in 
close combat. 

Spiritual Renewal 
Regenerating KI is a difficult skill for most monks to master. 

Using KI to regenerate the flesh is even more so. 
Cost: 8 Range: Selfflouch 
Magnitude: 3 Actions: 1 
Save: N /A 
Effect: A successful Channel of 'this KI focuses the Channeler' 

inner energy into a healing force. The Channeling model can restc 
f wound to either a Mortal model he is in Base Contact with or to 
hlmself. Models can not gain more Wounds than it originally had by 
using this power. 

Weeplng Blade 
By rnanipillating ones personal KI, it is possible to project 

thoughts and emotions to olhers, This dlsctpline allows the monk to 
intensify the natural feellngs of fear present on the battlefield and 
condense them about his weapon. 

Cost: 4 Range: SelfKo~~ch 
Magnitude: 1 Actions: 1 
Save: NlA 
Effect: A successful Channel of this Kf confers upon the monk a 

Olre Rating of 4 for the remainder of the turn. This KI may be 
channeled while in close combat. 
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Ancestral Aide 
The practice of venerating ones ancestors is as ald as the 

corporation and is considered a cornerstone of Mlshiman 
spiritualism. Harnessing ones KI on this discipline sends conflicting 
spfrits racing through enemy lines like a ghost wind. 

Cost: 5 Range: LOS 
Magnitude: 4 Actions: 1 
Save: NIA 
Effect: A successful. Channel of this Kl allows the monk to 

determine which of his opponents units or individuals will activate 
next. The opposing player must immediately declare which unit he 
plans to actlvate on his next turn. This decision Is binding. 







When 
wing only 

lightning 
destructic 

strikes, it 
In in its \n 

out warnil 
n be said 

1 suddenf! 
became f 
, in terms 

inde 
corn 

/*." . . . ,  

I stunned by the sheer audacity and blindlng speed with whic 
another superpower had been born and together they awed ; 

. . the sawy required to pull off the numerous stock man~puIations 
. . '  that transpired. Unknown at the time, investigat~ons later showed 1 that false notes had been presented for the majority of the 

purcbasw rnad~during thk smck boon, Though i t  would have 
been vrrtually e to recognize and stop the deals even if 
someone w a ~  of the s~tuation. 

rr the beginning of the Cybertronic saga. 
I When the new Megacorporatlon had formed irs boards O F  
1 directors, its management groups, and its marketing agenaes, 

expert sc~entists,  prof^ g off~cers, d~rectors, 
diplomats and adrninistr IT traditions, qu~t their 
jobs and joined Cybertr hort , frenzied years, 
the populace of CybGl L l u l l l c ,  llCIU I I I C . ~ ~ ~ S ~ ~  lo match its 
competitors. Today it outnumbers lmpenal. Suspicions aros 
among the Megacorporat~ons and the Brotherhood, but no on 

I could find an answer to explain the Cybertronic phenomenon. 
I -* ; ,. Many hypotheses have 3de to explarn th 

1 phenomenon that is Cybertroni cellent metaphor t 
describe Cybertroniz would be a t und. a large faceles 

, entity ~nhabited by milirons of workers fulfilling their owr,, 
bpendent agendas. yet almost rn!mculously achlenng the 
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rival. While most of the other Megacorporations wish to obta~n 
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tolerate its existence. In truth, all of the Megacorporatio 
benefit in varying degrees by the presence of Cybertron 
Only Imperial seems the least dependent on their tradf 

The exact nature of Cybertronrc's business ernpile 

is still unknown largely due to its secretive structure. It is 
divided up ~ n t a  "departmentf' much like ImgeriaT but 
without the Clan's instabilities or inefficiencies. A large 
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Cybertronic'a corporate structure and mod are finding it 
would be easier to get an apology from an Inquisitor than 
penetrate Cybertranic's clandestine affairs. In some cases, 
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investigated before finally being able to trace the ownership 
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Cybertronic corporate empire. 
Cybertronic, more than any other Megacorporation, is 

known to employ numerous dummy businesses and false fronts 
to purchase the facilities and raw materials that allow the "Silicon 
rmrporation" to graw virtually unimpeded. By the time a 

gacorporation finds out they have lost a part of their empire to 
3ertronic, instead of some start-up or Independent, Cybertronic 
; already set up shop (in record time) and is more than ready 

to defend what is now theirs. Needless nany of Zlle 
Corporations do no: like having Cybertronic I their assets 
and these sites quickly become the targc s or Hostile 
Takeovers. Unforhlnately, the Bmtherhooes InTluence over the 
Gal questiona 
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Cybertronic rn of its own equipw 
internally, making lrlusr dutonomous of 
Megacorporations. Cybertronic products are extremely advanced 
by the standards of the day and incorporate the newest 
breakthroughs in miniaturization technology, biochemistry and 
bioeiectronics. Remarkably, their designs are more than just 
advanced technologies. Rather than  manufacturing with 
conventional materials, Cybertronic uses ceramics and plastics 
extensively, finding these materials superior to smelted ores. The 
materials they use are infused w~th special "super alloys'' as b 
mater~als, giving them superror performance, resilience and ten 
strength compared to other products wfihln the same field. ' 

coveted technology is expensive to fabricate and thus limik .- 
a f and usage. 

?latively small size of this Megacorporation, combined 
w 1 price of its manufactured goods. makes their designs 
hard to trnd on the open market. Because of the cornp 
technology and sophisticated materials used, Cybertrc 
products have been impossible to duplicate. Thus, Cybertrr 
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entire Corporation, for without It nothing would ever make the 
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val lous areas of Cybernization (the act of readyil ly ariu ~utfifting 
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conjunction w ~ h  those implants, are designed by CRrs scientists. 
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RDM posse finest minds, which Cybertranic can 

hire or lure awal ng to Cybertronic's public relations 
department, the ; have turned their genius to the 
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the hall (ybertronic's activiti~ designs p 
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annual stock hold&, a l,r;,L1, ,g, this leading Cybertronic spokesman 

he time is now! Instead of atZernpting to better 
nature, we are now on the verge of perfecting 

1 technology. By doing so, we achieve a state 
v4 c;nwzrrcr  lbG pl=u'iou~ly undreamed of.- We have bmmegreater- 
than nature; more than the whimsical, capricious bitch that birthed 
us and left us to struggle alone and frail. She will now bow to us?" 

Of the four divisions making up the RDM, the most 
imporla , Adva n c ~  ?velopment. At its 
headqi ?neath th I on Luna, work 
pmgres ~d the clot 3k new ground in 
creating the amazing inventtons for which Lynertronic is known. 

Although it is important, ARD itself is but one of four major 
areas within the RDM, none of which would be able to exlst without 
the input of the others. Execution, Production and Distribution 
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w l l w a r  W I I V ~ F  Q C ~ I S  all of the engineering for Cybertronic falls. 
EDA is also charged with creating the necessaw blueprints for 
the machinew, which goes into the manufacturing of the goods 
Cybertronrc sells, although the ultimate responsibility for creating 
that machinery ties with the EPD. Although there is a good 
measure of rivalry behveen the departments, each is seen as 
vital to the corporate structure. All agree that without ARD, which 
pmvides the raw ideas, none of the other divisions would be viable. 
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volume of administrative work js to be done. 

Second in size to ABC i icial arm of C ybertronic. 
known as Finance and Emn :casting (FEF). Nor 
the employees of Cybertronic m their salaries; no 
the materials, whl~h  the RDh quisitions would be 
for, none of the niedia time woura oe purchased were it n ~ .  
thls division. The FEF is also res~onsible for mlntlng the Credlts 
with which all Cybertronic fin2 sactions are conducted. 
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I he society of Cybertronic is unique among the other 

Megacorporations. There is little to no crime whatsoever within 
their society and the morale of the people is unbelievably high 
regardless of their station. Considering the fact that most of 
C' 's employ[ time or another belonged to other 
G a, this is mazing phenomenon. There are 
nl heories at 2ybertronic has achieved such a 
balanced and content aubrGty U U ~  in the end, they are ~nlytheories. 

,, the interdisciplinary theory created by the 
gr d by then General Jean-Lrwis Offenhauer 
has come to be the prevailing one. In short, it believes that 
Cybertronic has developed bioc lethods for altering the 
body's physlcal functions, and functions of the mind, 
the nervous system and the br anipulated by a secret 
cl lbstsnce, bacterium or genetic pattern. 

By infecting a person with this substance, his brain begins 
work in line with the Cybertronic mentality, with little or no 

notional influence in the decision-making process. The theory's 
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Security, Warfare and Cr ! {SWI), the last pillar of 

Cybertronic, both supports an e resources of the other 
pillars. The SW1 ouite literally su;ppvrts the other two prllars, for 
without it; ~ l d  be no need for the others who would not 
be able to rnselves from the predations of their larger 
and more estanilsned rivals. 

Contrary to the Brotherhood's political spin, Cybertronic 
approaches war reluctantly, largefy since they are the smallest of 
the Megacorporations and cannot match the military might of 
their rivals--yet. As a result of their size, they are focusing '"-:- 
elforts on defense and trade. When they must make war, 
swift, bloody and usualty final. Having mastered defer 
fighting, Cybertronic is able to quickly fortify and hold acquisi 
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According to tmperial, people z 3ded ta become 
agents for Cybertronic in the same n Heretics at the 
Dark Legion. There has never b ~ e n  any proo~ o i  these activities, 
and of course, Cybertronic b I nor denied this ,as neithe 
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extensive medical and psychological care; to the early fol also tts soldiers, are full of electronic systems far more advanced 
these were Issues of enlployee care that could not be ig than these of the other corporations. 
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,d and serves as the Brotherhood's watch post t 
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l- Cybertronic has countless of settlements and hc 
throughout the Solar System, though many are either cons 

PC .topsecret or they are h idd~n  behind layered dummy front 
high degree of secrecy makes Cybertronic a difficult Corporation 
to find, which in turn means that it is near impossible to effectively 
attack, Most of the settlements and facilities they operate openly 
are within the borders af another Megacorporation so attacks- 
against these Sreas are highly risky ventures because collateral 
damage wiil no doubt draw the attention of the other 
Mepacornoration.. The onlv case of a successful assault upon 
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Lying in a tight orbR.&ound Jupiter another of its many' 
moons secretly undergoes colonization. Callisto was originally 
terraformed over a thousand years ago and its former colonies 
were utterly destroyed when the Dark Legion razed the moon. It 
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nasse. The Trojan Cluster is  as 
total as the sun spanning Asteroid 

Belt which is located wetween the orbits of Mars and Jupiter 

upheavats on Jupiter The amount of rlch ore found here was responsible fc 
generate a toxic state least two new metals from the days before the Fall. B e a u s  
on Callisto and mask the vast population of asteroids and their densely s t w c t ~  - _  

spot nature, Cybertronic has been able to conduct and hide its aclivilies 
on its quite well here. With the return of the Dark Legicn, any lmpenal 
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is a time when these ships will be needed and projected timetables 
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Megacorporations may accept the business accumen an 
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came out or nownere! ana rose ro me rams ur Ivlegacorpuldre 
power.-lnitiatiue;innovalFon, and self-imarovement have BI 
been popular themes within Capitol ar h they se 
what Cybertronic has achieved. 

Thus, the average Citizen has no special prejudice or 
preferences concerning Cybertranic. As long as Cybertronic 
doesn't interfere with Capftol, then Capitol doesn" interfere with 
Cybertronic. Adding to this alliance is Capitol's shared enemv, 
Imperial. "The cnemy of my enemy is my fr~end" is an oft4 
phrase regarding Cybertronic and while the Brotherhood fr 
on this premise, Capitol has maintained a 'live and let live' p 
It has been heard that the Brotherhood has accused Capitol of 
forgetting its priorities in lieu of profits and srtes this lack of 
judgment as a sign of the first Megacarporations ultimate 
corruption. Cybertronic currentlv controls large business. 
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between Capitol and Cybertronic, it is the drastic difference 
between the corporationshvjew on the individual. Most Capitolians 
have difficulty coping with the seemingly stoic attitude of the 
Cybertronics, but business remains the more important issue In 

in by poir ited out i~ n the r e l ~  
. ..-* 

the asten 
's own f o ~  -. -~ 

spite of this. ~ciuding mining settlemanta in )ids that had been Clan 
oldings since beyore Imperial rnding. Worse still was 
le simultaneous defection of Llan st. John-Ross, whose clan 

holdings on Luna b le site of nick moc 
corporate headquart ry, it is sti red a serl 
breech of etiquette ta that clan: the cornp 
nf any Imperial C~t izt ,  ,. 
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.esources amongst the Asrero~a ~ e l t  and beyond. The 
Brotherhood's judgrn :t Cybertronic furthe1 i fan 
the Imperial zeal anr ges them to assavl jest 
rival at every opport~ bad blood was madl hen 
fmperial literally stole banymede from Cybertronic. I ne only rning 
that keepsthe hnn3 from each other's thraats is the probability 
that the larger Ccrpc lould crush them both while their 
forces where cornmi' lting each other. 
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the other Corporation s with Cybertronic (both open and 
clandestine). Warzones ue~ween Imperial and Cybertronic are 

 st. mobile and brutal. Both Corporations rely an hlghly mobile 
oops and swift nids to accomplish victory and battles rarely 
1st that long before a victor emerges. 
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curity Council's requesm IUT llilllrary units, serrulrly lar 

rnbers of Cuirassier and Chasseur units into Carter semi( 
~t only does this benefit the Cartel by giving it superior fighte 
t Cybertronic scores Immense public relations benefits -, 

having its troops seen along sidt :ree Marines 
and Venusian  range^. Citing nd 
morale", Cybertronic forces ar nit 
containing Imperial soldiery. 

WFthin the bureaus of the Cartel itself, Cybertronic's 
influence is subtler, though still powerful. The delwations of the 
other Megacorporations, with the moderate exception of the 
Bauhausers, keep the ever-smiling, ever efficient Cybertronic 
delegates at arms length, dealing with them only when necessay, 
Indeed. they are notably absent from the invitation lists of the 
cartel parties during social season. Cybertronic apparently has 
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Independents. They have established regular trade with those 
companies that are not fronts for the Megacorporations or are 
unknowingly part of the Megacorporations through the ownership 
of that Independenr's stock. Mc !~d?nts see Cybertronic 
in a heroic light, having bested t b  i r d  and the Brotherhood 
at their own game and risen at pendent status to carve 
out their own piece of the untversal pie. There are a few 
Independents though in whose eass the words of the Cardinal's 
condemnation ring loudly. To them, Cybertronic is to be avoided 
and their allurlng technology ignored. 
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independently for the e~ests and that of tk as a 
whole. The Cartel Secur~ry Council also cornmanas r n e  elite 
Doomtroopen, a military force that, while dedicated to the fight 
against the Dark legion, provides the muscle to back up ihe 
Cartel's relations with the Megacorporations. 
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lystics ant ~ l k  of mysterious, in' 
wnen using the Art to explore the minds of Cybertronlc. No one 
has ever found even a trace of the Dark Symmetry or other evils 
within Cybertronic employees. Furthermore, there exists no 
tangible proof of any difference among the employees of 
Cybertr in cornpar 
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Outer Planets. In the latter campaign, the Cybertronic base on 
the moon Callisto is conlinvallv besieqed by the forces of the 
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Tne unorrlclal mougnr eagerly supportea ~y a rnajonty or 
the Brotherhood and Ernperial, is that this is the first sign of a new 
pattern in the Dark Symmetry, so far invisible to mankind, but 
slowly expanding and growing like a cancer in human society. 
Once C 's objective to dominate the e 
has bet d, the pattern will transform : 
horrible small minority claim Cybertrc 
manifestallon or the Dark Symmetry but rather tne dub,,,,,,,, 
machinations of the Apostle of Spite. 

The Brotherhood's only contact with Cybertronic is through 
its spies in the other Megacorporations and in its own covert 
activities. Need ,ay, dlpfo latians between 
Cybertronic and t rhood are The Brotb 
and Cybertronic I had a fec of arms, 
the time resulting In orsws or victories ror m e  drotherhoc-. . 
fanaticism of the second Directorate has held Cybertronic at bay: 
even though superior in equipmenk and training, their numbers 
have been too small to deal with the masses of troops the 
Brotherhood can field. Whenever Cybertronic has acted anxinqf 
the Brotherhood, tenfold warrior has rushed in to stop their 
of Cybertronic. Of course this is the very ploy a logical 
may use to lure an opponent Into a false sense of securit 
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units have shown a distinct resilience to the powers of the Dark 
Symmetry, and the advanced technology of Cybertronic's forces 
has given the Corporation a disti 
advantage against the horrors of the Dar 
Soul. Cybertronic sees the infighting of 

person 
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A Matfer of Pride 
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"You know he has to die." 
Grand Master Yvain didn't express even the sFFghfest pity when pronouncing the deatl 1. 

"But Master, Brother Guerrin is just a-" 
"Just a Commoner, that's right! And that just makes it worse, We should never have elected him into the Order from 

the beginning. Honor Kaptain or not, he's just a petty careerist like all the others. He's not one of us, and never will be. 
Remember Jura. remember what that cost us. I cannot forget the shame of it!" 

:trous COT n Jura stil t von buk. The "Commonern, Wptain 
GUE I to close y negotial 'h the Imperial milrtary attaches, but he 
had 

When the Imperials wouldn't agree on the pace of the retreat from the worthless Jura Holding, Guerrin became more 
irate and indignant. Halovids of the meeting, a standard Cartel practice, showed Guerrin becoming more of a liability and 
finally, at the timit of his patience, he had gone berserk and ordered his banner guard to seize the Imperials. Say what one 
will of the Imperials, but no one would expect them to back down from any fight, no matter how ill-advised the action or 
certain their death. 

In the ensuing fight, all the Imperial ambassadors had been killed, cut down in the chaos of the moment. The 
retaliation from the Imperial Blood Berets stationed without was horfifying: 29 dead Bauhausers and one entire Dragoon 
squad captured or kllled, all of which was perfectly kgal under accepted Cartel mandates, the protections it afforded 
removed by Guerrin's actions. 

All this might have been excused, overlooked as ths inept judgment of-a newly appointed officer eager to prove his 
mettle, had it not been for the fact that Guerrin made a new, totally unauthorized deal wlth his captors, trading himself 
against four lrnperiar officers in the Order's captivity. Though reluctant, Master Richthausen was bound by an officer's 
code of honor to fulfill the ill-conceived promise from his Orderly vassal. 

"1 see your point. This must not happen again." General von Luk acquiesced. 
Grand Master Yvain Richthausen took thc gold-plated pen and signed the document wjth a sharp raspfng sound, the 

certainty of his decision nearly cutting through the vellum. 
"Now, General, you have carte blanche with "MisteP Guerrin. Just one bit of advice: use an Imperial Freelancer; 

Johnston or Thomas, both are registered Cleanersn 
Von Luk smiled at the irony, "So be it, Master Richthausen. I shall take care of this immediately." 

go unansr 
A sn 
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:ter Richth 
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As the General stalked from the room, the master of House Rjchthausen slowly rested his chin on his forded and 
upturned hands, a single thought racing through his mind. Deemed a dean incident or not, the Imperial's actions would 
not wered. Honor Boutd be restored. 

iatF monitor flashed on his desk panel and Yvain pressed the glowing green button that opened the secure 
and ~annel. 

"Mas lausen," the shadowed image whispered, W e  have collwted the red caps in question. all but seven 
were killed in 

"EXCI bg, strip them, charge them with vagrancy and sedition and deliver them to Metis." 
"As you command." The shadowed image replied and as the monitor winked off, the image on the other side of 

the monitor wondered exactly what these Imperials had done to have themselves condemned to the Gulags of Metis in the 
Ice Ring of Venus. 

What indeed. 



Organization and Buying Criteria 

@? Cybestronic, the name itself commands images of uniformity and precision. Of all the Megacorporations, the Cybertronic forces 
are by far the most cohesive and unified, having no significant d~visions within their military machine. 

P The Cybertronic Army 
P' Players fielding a Cybertronic army may select freely from the entire list. Normal buying criteria applies. You must have two 

MCR units for each Support unit, and you must have one MCR unit for each IES unit. You must have one squad of either per 
individual. Cybertronic may select freely from the Tribes of Dark Eden as Consultants and Advisors. 

P MCR 1 
Peoples Volunteers 
Chasseurs 
Enhanced Chasseurs 
Machinators - Mark 1 
Machinators - Mark 2 

P 
IES 

Shock Troopers 
Reavers 
Attiia Cuirassiers 
The 19th Silent 
Mirrormen 

Peoples Volunteer Captain 
Chasseur Captain 
Shock Trooper Captain 
Vince Diamond 
Dr. Diana 

Cyril Dent 
iF Operations Overseer 

rn Cancer Mounted Machine Gun 
Surveiler 
Scorpion Launcher 
Chem-lMN 
TA-6500 
Eradicator Deathdroid.AP 
Eradicator DeathdroidAV 



punctuated by brief stints of intense activity and 

military EonRlcC and violence. and they take ~t is their that duty duty to very keep seriously. Cybertronic safe 

$ 
Cybertronicb public relations hounds, tha Reeolutiene [m E R] ,,ucation, Training 8 Publicity (EIP), have turned : 8 

the designation of PV into a moniker that 
engenders pride and sympathy, a tactic that 1 

Peoples Volunteers seems to be working based on their swelling 9 
Cybertronic has developed an organization ranks. 

within its Militarv Conflict and Resolution branch . 5  
to quickly re~nfoke the security of newly acquired 
sites. This organization, Cybercurity, is used both ~ @ ~ ~ ~ ~ ~ m d p i r  m&, 

1 

as frontline troops and as on-site human .: LII FC SF PR FC . 1 1  
components in the protection of Cybertrc 7 J l r : : t j n ? t ! 2 f F  

properties. 
Unlike most of Cybertronlc's person 

which are handpicked by the Corporatron, 
Cybercurity takes applicants from any source, 
even Malcontents. The pay offered by Cybertronic, 
and the chance to gain Corporate Citizenship 
within ro-elite, is vesy attra any 

ng a constant sup lger 
volunl yardless of the stat( d in 
a n o t h ~ ~  bul put Aon,  aW citizens of Cybertronic are 
given a battery of tests to best assess therf skills 
and abilWes. One of these tests, the &-1213R 
assesses the military ability of the applicant. 
Scores in this test determine whether or not an 
applicant can even be considered for military 
sewice within Cybertronic. In this single regard, 
Cybertronic is quite different from the other 
Mega ~ns. 

~ipment: AR-3000 Assaull Rifle. 

Ipon Stats: 
A R - 3 0 0  h a u n  Rale (Mk lc )  

E F 8 9 1 m m m m  a 
-2 -f -1 O -2 . 13 See Chnn 

Peoples Volunteer Sgt 
Ermf squad hder, required ; p r  squad, mrlal. 

~ R F w l B ~ \ t 9 ~ W R S ? ~  
7 6 3 1 2 5  5 4 1 8 2 1 G  

Equlprnant: AR-30a0 Assautl Rifle with GL-2500 UBGL 
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leers. Re[ 
.-.*--A** 
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Special A bll'fHes: Tactical Sense. 
Weawn Stats: 

AASW Amuh Rlfh? {hBt$t~cl 
W r '- '- SD, 

Ses Chart 
H h'H W 

, I  0 -2 
Barrel Grmads 
A nR Y 

Launcher I J ~ K  

I W Lnl 

corporatic 
lplicants a ted to a short 

perio l i ng ,  W ~ E  receive both 
chemrcar and cybernetic enhancements. The 
former applicant emerges from this process a new 
person, completely different in personality and 
drasttcally altered in body. Former friends and 
family fail to recognize the former and 
the applicant no longer feels a neE ~tain 
ties to his or her past. They only fe d to 
protect the assets of Cybertronic YYlll Yladly 
accept any assignment given to them. They are 
now a People's Volunteer or PV for short. 

Soldiers in the People's Volunteers are 
considered a staple in the Megact 
and are seen in all installations and mts 
being the seal of Cybertronic. T sida 
worlds the Peoples Vofunteers are the most 
huma 3ldiery, which says a lot. 
Whit€ uncannily vigilant and 
releni rst order, these warriors 
retain most ot them human appearance. 

Thus ends the similarities however, as 
Pe~ptes Volunteers seem to feel no pain, suffer 
no fatigue and are not driven by the same urges 
that affect the other Megacorporations' soldiery. 
Peoples Volunteers train every day when they are 
not deployed In the field, their careers are a 
seemingly endless stream of exercises 

These ap 
d of trair 
. .  . 
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?re they 

Peoples Volunteer HMG Specialist 
Gwnt squad speclalalrsl. optional up to 3 per sqmd. mrfaf, 

m m n v m K ~ ! T w M s ? K  
7 7  3 7 1 3  1 5 1 a 2 2 . r  

Equlprnent: SSW-4200P Heavy Machine Gun. 

Weapon Stals: 
t avy Mschm Glln (ballm re! 
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Chasseurs 
The most striking thing about Cybertronic 

is its augmented troops, the Chasseurs-a fusion 
of robotics and humanity. So far, none of the 
other Corporations possessEs the technology 
required to copy these amazing infantry troops. 

Shortly after the Founding, the f ~ r s t  
Chasseurs appeared on the battlefields. Thelr 
functions weren't unique, but much of their 
combat equipment was Integrated into their 
bodies and linked to the neural system in such a 
way that they became natural extensions of the 
soldier. This greatly improved the efficiency of the 
Chasseurs, allowrng them to assess and react to 
battlefield conditions with speed and accuracy. 
Cybertronic fields Chasseurs when their survival 
training is most necessary, 
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Chasseurs are chosen from the large f a c t ~ o n  
of creatlve thinking ~ndividuals wrthin the 
Cybertronic Corporation. This gives them more 
ffexibllity on the battlefield, since they possess the 
creative imagination that cold steel and iogical 
microchips will always lack. It is disputed which 
description fits best-a machine with human 
emotions or a human with a machine's cold logic. 
Regardless, they certainly carry out their tasks with 
a simple efficiency without letting anything hinder 
them. 

The CDN uses Chasseurs in a tacticat role, 
backing up the Artificial Intelligence Units and/or 
PVs to give a more creative perspective on a 
conflict and allow far the quick adaptation to a 
situation that only a human mind can achieve. 
When battlefield intet is critical or whon Fire 
Missions wlll be important, these units are 
generally seen with an attached squad specialist 
referred to as an Enhanced Chasseur Vanguard. 

Chasseurs 
Grunt trooper. requlrm 4-12 mod&. A I. 

K E W B K W T W m P E  
7 B ? 1 2 3 1 5 3 l O i I B  

Equipment: AR-3000 Assault R~ile. 
Special AblllUes: Survival Training: I .  

Speclal Rules: Level 1 Al. May select up to 1 enhancement, 
Weapon Stats: 

AR-3DOD AssauC Rifk (ballistic] 
C C m S I M I L R E R m  S4 
-2 -1  .I O -2 - I0 SeeGIban 

Chasseur Sgt 
Grunt squad leader, rwvlred i pw squad. A I. 

C C ! X A U ) d C W a W A R  
7 0  1 3 2  1 ' . 3 1 9  

Equipment: AR-3000 Assaull R~lle. 
Special Abllltles: Survlval Train~ng: 1. 

Speclsl Rwles: Level 1 Al. May select up ta 1 enhancemenl. 
Weapon SZats: 

ARSOM) Assauk Milk (ballisllc] 
C C W W ~ R F I L R m m  !?A 
-2 . I  -1 0 -2 . I n  Seechart 

Chasseur HMG Specialist 
Grunf sqL8aad $specialis! opttuna1 up 10 2 p r  s w d ,  A.1 . 

E l Z P N D E W S W b R S ~  
7 8 3 1 2 3  1 5 3 1 9 2 2 5  

Equlprnent: SSW-4200P Heavy Machine Gun. 
Special A bllllks: Su wival Training: 1. 
Special Rules: Level 1 Al. May select up to 1 enhancement. 

Weapon Stats: 
SSW4XOP Heag Machine Gun (bsllistic, randing) 
CC W SI h R L R w m w  
4 3(xB) 2 ( ~ 2 )  - - IS - 

Chasseur RL Specialist 
G I U ~  squad spectahsI qLM1cna1 up O 1 per quad.  R I.. 

m ~ A L D ~ w s T w b ' m B ! x  
7 8 3 1 2 3  1 5 3 1 9 2 2 3  

Equlpment: SSW-5500MP Rocket Launcher. 

Special bblllties: SUMMI Tra~ning: 1. 

Special Rules: Level 1 Al. May selecl up to 1 enhancement. 

Weapon Stats: 
SSW-5500MP Aocbl launcher (wmxhe) 

E F B S ( t R 1 R W  M 54 - -2 -4 -5 - 13 (x2) See Chart 

Chasseur ! h i p e r  
Gun! squadspecialtsl, optima! up to 7 pwswd, A. I .  

7 10 3 12 3 1 5  3 1 9 2 3 3  

Equlpment: Pin-Point Weapon Enhancement, SR-3500 
Sniper Rifle. I , 

Special Abilities: Form Fireteam, Sniper, Suruival Tratning: 1. 

Speclal Rules: Leva11 Al. May selsct up to 1 enhancement 
SR-%M) Sniper RlIla (hl//sw) 

O C W W 8 L R W M  SA 
-4 -3 O O 2 2 14 See Chart 

Chasseur GL Specialist 
Grunt squad spcmlkt, op!ronal up to 1 per w a d ,  A,/,. 

~ ! x F w r n ~ ~ S T ~ W ~ ~  
7 8 3 1 2 3  1 5 3 1 9 2 2 9  

Equlprnent: SSW-2500 Grenade Launcher. 
Special AHll~es:  SuruivaE Training: 1 .  
Special Rules: Level 7 Al. May select up lo 1 enhancement. 
Weapon Stats: 

SSW-2.500 Grenada Launcher (concussive) 
C C w w m L R w m  9 

- -2 -4 = - 9 Seechart 

Enh. Chassuer Vanguard 
Gruntsquad spectalist, optrortel up to 1 persquad, A.1,. 

E R W f l D L Z A B W I L K  
8 1 0 3  1 7 3  2 G 3 2 0 2 3 9  

Equlpment: AR-3000 Assaull Rifle, P-1000 Mach~ne Pistol 
Special bbllltles: Fo'onvarU Observer. 
Special Rules: Level 2 Al. May selecl up to 1 enhancement. 

Weapon Stats: 
AR3OCQ Assaull R I I ~  (ballktic) 

0 I : w w m m w t M  S9. 
-2 -1 -1 0 -2 - I0 See Chart 

P-1WO Machine Pistol (b~Ihs11cJ 
E F8 S R M 1 1 R m m S 4  
0 1 (22) 0 - - - B - 

Enhanced Chasseurs 
When Chasseurs are upgraded, they 

become Enhanced Chasseurs and their humanity 
further erodes, this time in a more obvious and 
physica! way. Ablative armor is visibly grafted to 
their bod~es and further A l  implants are added to 
the soldier in an effort to improve his reaction 
time and battlefield skills. As befits any upgrade 
deslgned by Cybertronic, the Enhanced 
Chasseurs are quite efficient and specialized 
soldiers, possessing programming that makes 



mainta~ns that as the Machinator's are not 
techn~cally Al's, they are not subject to the 
Brotherhood's ban and thus vidate no edicts. It 
is a fine line to be sure, but one the Brotherhood 
currsntly has begrudgingly permitted. 

them excellent at reconnaissance. Armed to the 
teeth, the Enhanced Chasseurs travel in very 
small precision strike teams and are generally 
used as flanking troops by an insertion force. 

Enhanoed Chasseurs 
G ~ f l f  r w f ,  Requ~rpd 2 4  mw'Bk, A.1 . 

E E W l D 6 M R U M 9 E  
8 1 0 3 1 2 3  2 6 3 2 1 2 3 8  

Machinators Mark 1 
Grunt trooper, rsqulred 4-12 d e b ,  A,/. 

~ ~ ~ D ~ m s T ~ m s ! ! x  
1 0 E 3 " "  2 8 d 2 1 2 2 8  

Equlprnenk ckler, GSA-403 Sword, Enhanced 
aY. 

Special Ahflltles wlf . 

Equipment: CAV-3800 Autocannon, PI-4200 Irxinerator. 1 L  J 

CS-350 BU 
Sensor Arc 

Speclal Abilities: Reconnaissance Traln~ng. 
Speclal Rules: Level 2 Al. May s e l d  up to 1 enhancement. 

: Group Ass. Weapon Stats: 
C AV ion (b~fl6C wncussii,eJ 
a: m t R w  W S9 

cia1 Rules: S P ~  Level 3 Al Vulnerable to radian1 attacks. 
Suffers +I 

(slashngl 
L L m w m L F  !3 
I - -  . . a 1  3 1 . 3  . 

damage. 
:SAJW Sword - - .  

Machinator Mark S WIG Specialist 
Grunt squad spc~ahs?. oplmnd up to  3 pPr squad. A.I. 

m F E w t D i x ' A i 7 ~ ~ ~ m ~ ~  
; g ? 1 1 3 q 5 1 1 : 1 2 3 ~  

Equlpment: SSW4OM) Light Maciine Gun, Machinators MK1 
Cybertronic's main weakness is its lack of 

infantry personnel. Human assets are sparse 
within the Corporation-with the augmentation 
necessary to create a superior soldier limiting 
the number that can be enlisted at any given time. 

Speetal bbllltles: Group Assaul!. 
Speclel Rules; Level 3 A!, Vulnerable to radiant attacks. 

Suffers +I  damage. 
Weapon Stats: 

SSW-4000 UgM MacMns Gm ( $ a l t L ~ ~  
CC W $R m L R w c m s a  
.J 3 (r3F 2 [h?) .1 - 10 - This manpower deficit greatly reduces 

Cybertronic's ability to adequately police their 
rapidly increasing properties as well as restricts 
the type of operations the Corporation has 
reinforcements for. Warzone Resolutions and 
Hostile Takeovers are difficult when there is a 

Machinators MK2 
Bowlng to the pressure of long time 

Br i censure, Cybertronic decided to 
UP e Machinator after its numerous 
su I the warzones of the Solar System. 
Thy yav, ie combat A.I. a more robust chassis, 
better programming, and better fire support with 
the replacement of the lighter SSW-4000 with 
the more devastating SSW-4200P Heavy 
Machine Gun. These improvements have allowed 
the CDN to deploy the Machinators v2.0 in more 
tactical roles, instead of just using the A.1.s as 
an expendable asset. 

What is not commonly knl these 
Machinators is that they are nl sed of 
more Al than their previous vers r2 is In 
fact a human upgrade. Deep wltnln rne CDN, 
veteran soldiers repose in stasis chambers, hard 
linked to these field deployed machines. Through 
this sub real interface, the v2 gains the reactivity 
of a human ind the in mories 
of a lifetlme e. This n v2 the 
devastating that it is. ?ct the 
h11rnar-i linked operator, the CDN employs the 

mega Protocol, which assures that the 
rstruction of the v2 will not likewise destroy the 
ind linked to it. There are lim ts to this interfaced 

technology, which explains why the v2 15 not more 

major concern about having an appropriate 
rT, amount of troops to storm and occupy enemy 

I ,  
I positions. Cybertronic, being the bastlon of 

technology that it is, has come up with a solution 
to this problem-the Machinators. 

Machinators are mass-produced assault 
units that are glven minimal programming and 
basic functions. They are tough, vicious and 

--- 3 expendable. Machinators are deployed en-masse 
,-- to overrun fortified positions or provide a veritable 

wall of protectton for Cybertronic's more valuable 
personnel, The rats and ease that Cybertronic 
can create Machinators makes these shock- 
robots a mainstay at corporate sltes and the tip 
of the spear of Cybertronic assaults. Any 
Machinator casualties wed from the 
batfletield to be recyl either future 
Mach~nators or Cybertn snces, making 
the unit a cost-effective atr114ative to human ' sotdiers. 

The nature and appearance of the 
Machinator v1.0 is a serious bone of contention 
with 1 .  Card~nal Confe 
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common on the  battlefreld. l i  is also th~s human 
Interface, which allows for the v2 to pass for a 
human and avoid the Brotherhood's more wrathful 
anger. 

the structures that Cybertronic wishes to acquire. 
While not particularly honorable, the gas used by 
the Shock Troopers is highly effective, even 
against alien biology, and quickly kills its victims. 
This allows Cybertronic forces to quickly overrun 
a site without causing undue structural harm. In 
spite of Brotherhood bans against chemical 
weapons, Cybertronic has found them quite 
effective against their snemies, especially 
Imperial. 

Machinatws Mark 2 
Gmrtt Iroop~r,  nquirea 4-8 models, A.I. 

~ ~ w D ~ ~ ! r w m ~ ~  
1 1 7 3 1 2 3 2 9 4 2 2 2 3 5  

Equipment: CS-558 Electro Buckler, CSA-403 Sword, 
Enhanced Sensor Array. 

Special Abllltles: Enhanced Charge: 2. 
Special RuTes: Level 2 Al. Vul~rable to radiant attacks. 

Suff ars 41 damage, 
CSA4O3 Svmrd (slashing] 

a : m s F I M ? l R m  rn a 
I . . .  - - 0  STt3 A 

Shock Troopers 
Elm trropsr, mquaed 4-8 models, mortal. 

~ ~ W L D . K ~ S r h W ~ ~ r x  
9 9 2 7 2 3 1 6 3 2 1 2 2 6  

Equlpment: P-1000 Machine Pistol, Smoke Grenades. 
Special AMlltfes: Bradeploy, Survival Training: 2. 
Special Rures: May select up Zn 2 enhancements 
Weapon Stats: 

P-TWO Mach~ne P~stol (ballffilfcJ 
a: w W W R L a R ~ S A  
0 1 (x2) 0 

Smoke Grenades (env 
E W S l h  a 
- 0 0  Chart 

Machinator Mark 2 HMG Specialist 
Gnml squad s p ~ ~ a f ~ s l ,  oplional up lo Zp8r.~glfad, Al. 

E K R v m E ' m s T W R S E  
7 1 > ? 1 2 3 ?  3 i ? Z Z 4 0  

Equlpment: SSW4ZOOP Heavy Machlne Gun. m ! 

0 See Speclal bbllhies: Enhanced Charge: 2. 
Speclel Rufes: Level 2 Al. Vuherable to radiant attacks. 

Suffers t1 damage. 
Weapon Stats: 

SSW4XIOP Heavy Machine Gm (8allrshc. rerdrngj 
CC W W r m L f 7 w m F A  
-4 3 (~3) 2 ( ~ 2 )  D - - :5 - 

Shock Trooper SGT 
EI#e squau leader, requrred 1 per squsd, mnal. 

~ ~ W D K m s r W m ~ R  
9 10 3 1 3 3  1 6  3 2 1  2 2 7  

Equlprnent: AR-3000 Assault Rille w~th GL-2500 UBGL 

Special dbllttles: Para-deploy, Survival Training: 2. 
Speclal Rules: May select up to two enhancements. 

Shock Troopers 
Where Cybertronic cannot preemptively 

end a conflict with a single bullet. it uses guerilla 
tactics and lightning assaults to destroy an enemy 
before it knows that it is being engaged. The 
troops that perform these duties are known as 
Shock Troopers. 

Cybertronic's Shock Troopers are upgraded 
soldiers from the Chasseurs ranks and are given 
specialized training and cybernetic imptants that 
allow them to perform, as a team, surg~cal strikes 
that take enemy personnel by surprise. Their 
paradeploy tralning allows the Shock Troopers 
to seize the element of surprise when they take 
the field and their survival training makes them a 
quite resilient soldier capable of surviving behind 
enemy lines for extended periods. 

Propped from lightning fast Sky Witch 
copters, Shock Trooper paradeployment efforts 
are notorious amid the corporations of the system. 
Adding to the fear these troopers engender is the 
presence within their ranks of Chemtcal Troopers. 
Shock Troopers employ some tactics and 
weaponrythat are decidedly banned by the Cartel, 
specifically in the use of Chemical warfare against 
humans. Since Cybertronic cannot hope to match 
other forces In means of manpower, they must 
find another way to ensure a quick victory, 
especially one that does little or no damage to 

Weapon Stals: 
AR-3WO Assauk Rlfb (baI~sIn:) 
C C w S R m L R w m  S9 
-2 Chart 

GL-25M 
m % 
- Clmd 

i n  see 
ier (verlabls) 

m I 
.- See 

Shmk Tmper LMG Specialist 
Elite squad s ~ ~ r a l t s t ,  optmnal UJ) to ?per squad, mortal. 

a : ~ l w I I 1 P e w s r w m s !  
9 1 2 5  1 6 3 2 1 2  

Equipment: SSW.4000 Light Machine Gun. 
Special Abilities: Form Flmteam, Para-deploy, 

Survival Pra~n~ng: 2. 
Special Rules: May select up lo two enhancements. 
Weapon Stats: 

SSW-40W LgM M&ne Gun (bsllisti~ 
0: W W n a l F I w l M E 4  
-3 31x31 2[&] -1 - - 10 . 



Shock Trooper GL Specialist 
€Me sqrrad specralal, opfmal u p  to I per squad, mwtal 

E A I K 'ho P A S K  
9 F 3 t  21 2 41 

Equipme1 .-3500 Grena P-3000 Mach~ne 
:tol. 

Special Abillties: Para-deploy, Suru'ival Training: 2. 

feels this aspect of their personal~ty is best left 
intact. Armed and heavily armored, the Reavers 
represent the ultimate slap in the face of the 
Brotherhood, a soldier fully integrated with Al and 
cybernetics who suffers no corruption from the 
Dark Symmetty. As can be expected, Reavers 
are hated by the 'Brotherhood whenever they are 
encountered. 

C Pnr ld 
1 3 I2 

nt: GL 
PC 

ST w 
G 3 

de Launcher, 

Specfal Rules: May select up to two enhancements. 
Weapon Stats: 

GL-35W Grenade Launcher Isnwmmenhl) Reavers 
Ellre frwper, requlred 4.8 mdel A,I.  

E K R U C W 8 U R ? 9 l T  
10 10 3 11 3 1 8  4 21 2 3 

Equipment: Ripper Claw, SSW-4100 Lighl Machine Gun, 
Speclal Abllitfes: Blcssed, Cltmb. 
Speclal Rules: Level 2 A!. May select up to 3 enhancements. 

Weapon Stats: 
R~ppsr Claw (a 
E m !  T k4 Dl 

I - - ST1 
ssw-droo ugh, 8.8mb, ,,,,. ~ I I I S ~ I  
a: Fa w F,R lfl m U.. 1. 

-3 3 (x3) Y ( x 2 1  -2 - . lil - 

a : m ~ ~ w i R m m  s4 
- - - 2  -? - g See Chart 

Shock Trooper Chem Spmyer 
Ell!@ squad speoalrst, optional up ro 1 pr squad, modal, 

E F C W L D ~ ~ ~ W M S ~  
3 9 3 1 2 3  1 6 3 2 i 2 3 6  

Equipment; CS-44 C hemical Sprayer, P-1000 Machine 
Pistol. 

Speclal Ablllbles: Para-deploy, Survival Training: 2. 

Sd 
R See Chart 

Special Rules: May select up to 2 enhancements. Reaver Sgt 
Elrte s o a d  loader, @qu!red 1 persqued. A I.. 

a R w m E v D s r W m S E  
10 10 3 12 2 2 R 6 21 : 40 

Equlprnent: Ripper Claw, SSW-4100 Lighf Machine Gun 
~ A t h  GL-2500 UBGL 

Weapon Stats: 
Chemical Spm 
W Sr 

- 

C S 4  yer (environmental) 
0: h a l R W I M  s4 
- 1 . - - 9 BeCharl 

P-1 MI0 Machme Pistol (hifistic) 
OC m 9 1 m L R w m s a ,  
o 1 4x2) u . - - B - Special Ablllties: Blessed, Climb. 

Special R u k :  Lwe l2  A!. May select up to Three 
enhancements 

1 Reavers 

- - - - beset with predators who wish nothing less than 
its complete dissolution. In spite of its vast 
advances in technology and its seemingly limitless 
innovat~ons, t h e  other Megacorporations have not 

them wetcame. The most destructive to 
fond the niggling a! that 
be considered the mod 

t return of the Dark anti- 
Cybertronrc senriment has been on tne upswrng, a 

I dramatic turn from the directFon popular oplnlon 

#- 

- 
The Brotherhood can be held to account for 

well over 40% of Cybertronic's losses in the field 
and is single handedly responsible for near 

. - 
Crusades aga~nst their activities. To help offset 

- -- - the predations of the Brotherhood, Cybertronic 

Weapon Stats: 
Rrpper Clavt (rpndlngl 
C C P 8 3 ? m t R m m  9 

1 - . - - STt6 See Cliafl 

SSW-HOO Ugh! Mlchlne Gun (balhslrc) 
(1: W 9 M I t R w I M s 4  
-3 31Y3) Z ( x 2 )  -2 - - 111 - 

GL-2500 Under Banel Grenade Launcher (vanable) 
E F B R m L R W I M  SR 
- n 1 : - - . . -  Spe %an moyance 

: Brotherk 
; Legion, 
, -  - A  - 

erial must 
Since t h ~  

Attila Cuirassiers 
The Attila units are state of the art in robot 

technology, lmpossibfy strong killing machines, 
completely loyal and unflinching in Il-ne face of 
the enemy, Attila are ~ m e d  tor more 
mission scenarios ths man can grasp. 
The Cuirassier progra sed on one goal, 
to create the ultimate tl IRll ly I I ,&chine in the field 
of war. 

Attila's have thickly armored bodies 
powered by internal batteries and are capable of 
shrugging oft al t but the stronges ~ttacks. 
Their electro-pneumatic arms %ble of 
crushing a man in their grasp a hem to 
fire any weapon without being anectea ny recoil. 
The core of each robot is virtually indestructible 
and can be salvaged from a wrecked chassis to 
be inserted into a new body at a mare convenient 
date. Cybertronic fields Atttla's in Fireteams of 2 

pre-prog r: 
~ r l  any hu 
rn is focum 
.~;nLinrr m r  

I In.. 
devised a troop of soldier who would be ideal to 

- - . -- - ,, combat t h ~ s  most persistent of ener~~ies. The 

I Reavers, as they are referred, are men and woman 
. I who have dedicated their lrves to the protection of 
- .  - 1 1  their corporation atthe expense of the Brotherhood. 

Aside from their anti-Brotherhood zeal, they 
also share the same reasans for that zeal. All 

I 

i l  Reavers have been profiled as individuals who 
have, in their pre-Cybertronic pasts, been the 
survivors of Brotherhood interventions. These 

1 1 experiences are what fuel their rage and the CON 
. - - - 

t ballfstic a 
are caps 

nd a l l o w  ti . . 



to 3, wl~erever they need mobile armor at a squad 
level. The Cu~rassiers are able to go where normal 
mobile amor cannot, including indoors, and this 
gives Cybertronic a decided advantage in difficult 
terrain. With the Attila's humanistic chassis it has 
a greater mobility and flexibility than any other 
walker type vehicle. 

The 19th Silent 
One can say many things about 

Cybertronic, not the least of which is that they 
are adaptable. After years in the field defending 
themselves from the other Megacorporations and 
from the Brotherhood, Cybertronic has taken a 
lesson from its enemies- air power must never L 

be underestimated. 
The 19th Silent is Cybertronick answer to 

Attila Cuirassiers 
Elite Imper. reqwred 2-3 modeis, A.L. 

c c ~ w l . D ~ ~ s r w m s ! ~  
P 11 :1 12 3 3 10 3 22 3 43 

--/- 

Capitols Martian Banshees, Bauhaus's Blitzer's 
and Imperial's Golden Panthers. Encased In 

Equipment: CAV-4000 Autocannon, 
Specfaf Ablllfles: Resolve: 3. 

state of the art polyfiberous armor. the 19th Silent 
are paradeployed by modified Skywitches ~nto 

Special aules: Level 3 bl. Vulnerable lo rad~ant attacks 
SlrIfers +I damage 

hot zones requiring their special, if not heavy- 
handed, attentions. The jet packs used by the 

Weapon Stats: 19th Silent are not reusable once they hit the 
field, having spent all of their fuel slowing and 
controlling the descent of the soldier when he is 
quite Titerally dropped from the Skywitch. 

The 19th Silent are clearly more than 
human- towering over a normal man by severar Scorpion Launcher 

O~le squad spec~al~st, optfond vp lo I persquad, 41.. 
E E P # t D # % W s r f N t n 3 E  
G 11 3 11 3 3 10 4 21 3 61 

Equipment: CS-45I1 Sh~eld, CSA-404 Heatsword, SSW- 
6500 Stinger Rockel Launcher. 

Special Abflltles: Climb, Leap. 
Speclal Rules: Level 4 bl. Vvlnerabie l o  radian1 attacks. 

Suffers t l  damage 

inches. Add to this imposing presence the fact 
that neither the soldiers nor their jet packs make 
a single sound in battle. Even enemy fire bounces 
silently off their thick armor. The cause for this 
phenomenon is unknown, but the effect on the 
enemy is obvious. 

The 19th Silent 
Ell!@ tmopsr, requtred 4-8 Mels ,  mfial 

E F c w d L D ~ N o a W m s E  
9 1 1  3 1 2 3  1 T d 2 2 2 3 1  

Equipment: AR-3000 Assauk Rifle. CSA-200 Power Fist. 
Speclal Abilities: Pera-deploy, Resolve: 3. 

CSA-404 Heatsword (slashing, radiant) 
E F a W W A a L R  W t  F!A 

- . . . - 0  S T 4  See Cham 

SSW-6500 Slinger Rmbet Launcher (conct~ss!vc) 
C L : r T 3 9 ] M I L R W  m m 
. - ? .i .4 ld(,2F S e e C h a ~  

Speclat Rules: May select up to 1 enhancement. 
Weapon S t a b  

7 - 
AR-3000 Assault Rlk (baIlislIc] 

pb /"\ C C W S l h R L R W M  54 
-2 -1 - j  0 -2 10 Seechart 

P CSA-2M Power Fid (concussive) 
C T : W W h ~ L R W l M  s4 

pr 
o - - - . - S T 4  SeeChad 
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I - 
"The Brottrertrood took my 

family from me, but now E have 
a new family. 

I've also got a damn good 
memory and enough fkpower 
to frag an Inqilisitor. 

I suppose there is a God 
afterall." 

-Reaver Jarneson R2111 - =.. -_ ___-- - - - .- -- . 



Jaeger Commando 
Eltle squad speccltsl, cpr~onaf u p  to 7 per mad, mortal. 

C ? X F W D W W 9 W & ~ E  
6 8 4 1 1 3 2  20 3 37 

Equlpmenf: Veslot SMG witb ,GL Filter Mask, 
Vulture Anti-Gra7 

Speclal Abllltles: Reconnaissance I mlnlrlg, I dctical Sense, 

4 5 

I GL-2500 LIE 
~ i t y  Harness. 

Weapon Sfafs: 
Vesbt SYG (Mhstic) 

-1 1 ( ~ 2 )  2 ( ~ 2 )  0 - - 9 - 
GL-25W Under Barrel Grenade Launcher (mkbfe! 

. O c P B W k U L R W W  54 I - 7  -* -.<+ - .. - -. - - SeeCDaO 

Mirrormen 
The Mirrormen are the true elite of 

. !-\ - Cybertronic. They are absolutely amazing warriors 
lr I who have received the best In training and a 

veritable fort-tune in Cybernetics, including the 
revolutionary Quicksilver Reflex Package, an 
armored suit that renders them almost invisible. 
Because of their extreme costs, they are deployed 
sparingly on the battlefield. If the Mirrormen are 
present, you can be certain that Cybertronic finds 
;his battle to be extremely important, as they have 

' 
rent their best soldiers to ensure victory 

', f 

,' - -. Those soldiers who have an exceptional 

- 4, 
operational success rate are upgraded into the 

' 
Mirrorman program usually from the Shock 

I Troopers. At a secret installation in the Asteroid 

- 
, Belt they receive extensive training in the an of 

stealth and undergo a barrage of chemical and 
Cvbernetic enhancements before becoming -, 
operational. 

Like all Cvbertronic citizens, Mirrormen are - .  
I in constant communication with each other and 

the CDN, allowing them to perform frighteningly 

F-5 fast raids against enemy positions where they Use 
- c " - d  I their skills to infiltrate into their midst. Often, enemy 

- - [ troops are unaware what is attacking since the 
Mirromen are tough to see wh~te in motion and 
virtualty undetectable when they are still. The 

I I assaults of the Mlrrormen are up-close, where their 
R1000 Machine Pistols and CSA404 Heat Swords 

I 
I decimate infanty before the Mirrormen disappear 
I back tnto the terrain. 

The Mirrorman's armor, the IA3300, IS a 
revolutionary and closely guarded technology 
developed by Cybertronic. It allows a snldTnr to 
~arlially blend in to any terrain that is reflected upon 
\he armor's surface. This fact has given birth to 
the Mirrorman's name and the saying: "You don't 
see a Mirrorman until your face is reflected in its 
armor." 

Whether a Mirrorman is human or an Al is 
unknown to this day, none have ever been seen 
without their armor on nor has one been recovered 
from the field. 

Mirrormen 
EIrlc [moper. rsqu1red4-B r d e l s ,  tmrlal. 

E ~ ~ L D S W ~ l r n S R  
11 10 3 13 3 2 8 4 20 2 39 

Equipment: CSb-404 Heatsword, IX3300 Chameleon 
Armor, P-1000 Machine P~stol. 

Speclal AMtlUes: Infiltrate, Saconday Attack. 
Special Rules: May select up to 2 enhancements. 
Weapon Stats: 

CSA-404 Heatswrd ( s f~b fg ,  rn&afl) 
a : w s r m m w m n  

7 . - . . . ST+n SeeChart 

P-1000 Machln~ Pistol (ballisl~c) 
ec w S R f m U i w m w  
0 1 ( xZ I  0 - - - 8 -  



PV Captain 
The Peoples Volunteer Captaln are soldiers 

who have a direct uplink with the Cybertronic 
Defense Network (CDN} and receive up-to-the- 
minute battlefield Intel from their superiors. It is their 
charge to follow out all instruction downloaded from 
the CDN and to run the tactical applicatjons that 
have been uploaded into their memory. They have 
live-feed information from all of the Peoples 
Volunteers that have been integrated into their 
command structure and they use this information 
to manage the soldiers of Cybartronfc to peak 
operating efficiency. 

P ~ p l e s  Volunteer Captain 
Indiwfud squad linked olficer, 11mg 1 p r  Voluntosrs squad, &t 

~ F c w l D ~ w s r w m ~ E  
8 9 3 1 3 3  2 5 4 1 8 2 3 0  

Equipment: SG-7000 Shotgun. 
Special AbltMtles: Tactical Sense, Unit Commander. 

Special Rules: May select up ta 1 enhancement. 
Weapon Sta I&: 

S G - 7 N  Shotgun (renohg) 
C C w 3 ? m L R m m  S4 
. . - . .  - 9 SeeChart 

Chasseur Captain 
The Chasseur Captain is in constant, direct 

communication with the Cybernetic Defense 
Network like all officers of the corporation. A 
Chasseur Captain is chosen for their tactical 
creativity, leadership abilities, and their attention to 
detail and the enhancements they gain leave these 
human elements intact. It is the Chasseur Captain's 
drive that sets them apart from the average 
Cybsrtronic soldier. The Chasseur Captain is glven 
immense freedom in their actions and is valued for 
their ability to improvise on the battlefield, sornethir 
a machine alone cannot do. 

Chamur Captain 
lndfwdual squad linked offfcsr, limit 1 per Chasseur squad, mortal. 

E F c ~ L n ~ ~ s f ~ f R s ? l T  
8 1 0 3 1 4 3  2 5 3 1 9 2 3 2  

Equipment: AR-3000 Assault Rifle, CSA-403 Sword, 
Tactical Comptder Enhancement. 

Speclal Abilities: Survival Training: 1, Tactlcal Sense, Unit 
Commander. 

Speclal Rules: May select up to 1 enhancement. 

AR-3000 Assault R~f le  (ballistic) 
a : w s R h a w w m i  S4 
-2 -1 -1 D -2 - I D  See Chart 

CSA-403 Swrd (slash~ng) 
r x : m 3 3 m L R w  rn s 

I _ _ _  - - ST43 - 

Shock Trooper Captain 
Rugged and demanding, the Shock 

Trooper Captain is a dangerous taskmaster. /---I\ 
Armed with a Gehenna Puker, the Captain 47- accompanies his troops and is found in their 

the Shock Trooper captain has received 
countless simulations on battlefield tactics and 
is skilled at leading his forces into very 
hazardous environments. 

midst providing the support only the kiss of a 
Puker can deliver. As a ~aradealoved soldier, 

Shock Trooper Captaln 
Ind~vrduaf squad diked o t f ~ ~ r .  ltdt 1 perShoclt Tmpw squad, mnal 

! x ~ W l D ~ V a s r W ~ 9 R  
3 9 . 3 1 4 2  2 5 3 2 1 2 4 8  

Equipment: C ?r. 
Speclal Allllltfes: F ig: 2, Unlt 

Spectal Rules: k~dy select up lu ~er~r~dricmnenfs. 

Weapon Slats: < * .  -?:Yv - ,  
Gehsnna Pukw Rrnelhrcwet (mdanl] 

~ ~ ~ t m L R W ~  S A -  
. - . - .  - _- -- 

- 11 See Chart 
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Vince Diamond 
Cybertronic Employee ff-VNC012484, 

1s Vince, is part of Cybertronic's 
. Diamonds are chosen from the 
porations and are the crbrne de 

l a  creme In tne soldier class. Yince Diamond, for 
example, was once part of Bauhaus' military, a 
grand trooper with a superior career. That is, until 
a crash in a GT Off-road ended both his career 

; life. After a la\ bral by the 
H1 :rs and hi arnily, his few rem; sent to the 

1, His act( 

ranks of . . 

e known ; 
l Program 
other Cor . .. 

and his 
s Noble f. 
lal body \F 
.. . . L  -. 

,as presumed destt 

tish fun€  
 ins were 
.eyed. 

--A:-. unnemownst to rnosr, ~ybertronfc has the best rr~eulcat facilities in 
the Solar System and commonly recruits its Diamonds in this 
manner.. .postmortem. After extensive restructuring and rehabilitation 
#VNC012484 was born, or more appropriately, reborn. 

Today Vince Diamond is a common face on the batllefield. A giant 
of a man, with bulging muscles and a platinum mohawk, Vince is kind of 
hard to miss. Fofiunately for him, his implanted armor and steel skeleton 
allows him to shrug off all but the most devastating attacks. Despite his 
size and meathead appearance, Yince is rather intelligent and a superior 
tactician and leader. 

The CDN regularly uses Vince to secure new locations or to lead 
MCR forces into battle. Vince has been known to oDerate much like an 
Operations Overseer for the GDN. Unllke other Diamonds who function 
as Operations Overseers though, Vince still likes to get into the thick of it 
during a fight and h ~ s  hands on leadership make him better suited for a 

divisional command. 

1, ' ;,F Me truly is a one-man army, being able to 
mow down enemy infantry with his SSW4200P 

1 )  , before wading into their r, sing people 
around like rag dolls. Vince t J Cybertronic 

for a decade and has de return of his 

I 
memories, tavonng the lire ne nas now to the 

I 

' i ephemeral past he cannot go back to, Vince is 

< a public flgure for the Megacorporation, the 
subject of countless Vid-ads and spokesman 

I for numerous physical improvement machines 

anks, tos 
]as servec 
clined the ... . . 

' sold across the various worlds, 
\> 

%*, 
I .  

, '  WnceDiamond 
tndrvtduaual general otftcer. i7ml l per army. mprfal. 

E W P # D N W S T W A l 2 E  
8 11 :: 1 5 3  5 7 3 S 5 d  

1 
Equlprnent: SSW-4200P I-leavy Mach~ne Gun, Optic 

Enhancement, Cell Lrnk Enhancement. Torso 
- 1  f .  Enhancement. 

2 Special Abilities: Division Commander. Tactical Sense, 
I Natural Anack (lo). 

Special Rufes: Level 3 Al 
Weapon Stats: 

- I , SSW-4200P Heay  Machine Gm (ba1lM1c. rending! 
a: El W ~ I R B D A S n  
- 31x31 21x2) 0 - - 13 - 

led manpc 
not chan 
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1 cybert 
in the nevr 
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Dr. Cynthia Diana 
Cybertronic Employee #DNA998760, 

otherwise known as Diana. is part of the 
cybernetic and bioengineering division of 
Cybertranic. Unlike Diamonds, who are culled 
from the warrior class of the Solar System, 
Cynthia voluntarily left Imp join 
Cybertranic. After rece iv in~  ~et ic  
implantation and extensive training / and 
radical medical procedures and abll!tres avarlable 
to Cybertronic, Cynthia received her new identity 
and title of doctor. 

Dr. Diana is a field technician, capable of 
fixing both man and machine. Like any Diana 
personnel, Cybertronjc has trained Cynthia to 
survive in combat situations so she can act 
autonomously on the battlefield. She is sent out 
by the CDN to reclaim as many af Cybertronic's 
personnel as possible from the battlefield, as 
Cybertronic can ill afford to lose their much- 
neer lwei-. Bearing the de! Iiana 
has ged Cynthia's d e t ~  and 
scie ks i t y  though and quite 
greganous when met off the field or battle. 

jignation I: 
!rmination 
I shs is r . , ... 

7 3 

at Abilities: 
al Rules: 

12 3 

Medic: 6, N: 
Level 3 A4. I 
f . . . . ,. . . . . . 

Dr. Diana 
hdhldual gcneml ollirer, 11md 1 per army. A. I .  

E ~ w m ~ ~ 5 r w m ~ ~  
7 2 4 4 l i 2 3 6  

Spec1 tlural Attack (10). 
Speci Iaiural attack ts a toxic injection 

Irom rler au~ofnjector. 

Cyril Pent 
Cybertronic employee #C-RL976DNT, 

mown as Cyril Dent, began his career with 
zybertronic at munate incident involving 
a Mishiman f smurai ended his career 
ss a Capitol F e. 

ter an unfc 
!ushido Si 
:ree Marin 
. .  . . . h . ,  After belng reraieved by the forces of 

Cybertronic and healed, Cyril willingly joined the 
fifth Msgacorp. His past battlefield expertise and 
combat abilities make Cyril a barn leader and with 
the slate cleaned of his past indrscretions he has 
served Cybertronic well, Surprisingly CyberY~onic 
lets Cyril pick his own soldiers for the missions 
that he Is given and Dent glves those recruits 
additional trainjng to guarantee success on the 
battlefield. 

Cyril is Cybertronic's first and best 
Divisional Commander currently though precious 
Httle is known about his life before the Free 
Marnes and whether he himself knows is still a 
matter of some speculation. A man of Few words 
and much action, Cyri[ is rens S T  his 
aggressive combat style. "Th ay to 
destroy the enemy is to destroy 4," he 
can be heard to say with IittTe to kt IUW ulsemible 

awned fo 
e best w; 
the enern! 

A:--- 



ernot~on. Cyril's battle plans always revolve around 
hitting the enemy in one concentrated spot and 
then retreating to strike again before they regroup.. 
Never flinching or showing pain, Cyril's enemies 
show visible discomfort at his relentless onslaught. 

or h e r  troops in a precise manner to ach~eve 
victory. 

What little is known outside of the upper 
echelons of Cybertronic is that the Diamonds are 
not always veteran Cyberrronic warriors. In fact, 
Diamonds rerepre nost ghat cts 
of Cybertronic, that the ~ o d  
would love to  ex^ :ou rts of p on. 

Standing roughly six feet tall, Cyril is the 
picture of perfection. Cyril carries the same 
mystique that surrounds the parent 
Megacorporation he's given his life to serve. 

sent the r 
an aspecf 
rloit in the ( 

dish aspe 
Brotherhc 
ublic opini 

Diamonds yupl l? 3~Jlerior w a r r i ~ ~  CIUl U W W ~  

during battle with Cyberrronic forces. Should the 
Cyril Dent 
I nd fd~R l  genemf ofhcer, limit I psr army, morlal. 

~ i T ~ I D ~ ~ ~ W N ? ~ ~  
8 1 2 3 1 3 3  3 6 2 2 2 5 2  

Equlpment: P-1000 Machine Pistol, SSW-4100 Light 
Machine Gun, Optic Enhancement. 

CDN determine that an enemy was a superior 
and highly sk~lled warrior, that tallen soldier is 
tagged for extr: hat must be 
implemented wit dy's demise. 
The corpse is pl ansported to 
one of the Megacuruurdi~uris ~esacrrch labs where 
the "magic" reall 

Engrams hd and replicated, the 
physical shell E d and repaired. In a 
process seemingly mystlcal, the soldier is restored 
to life, albeit without the benefit af his personal 
past. In return for their service, their full engrams 
will be restored to them and they may return to 
their fc jtions asked. <- 

! ever returned to his or ' 
* ,  . 

her for re than content to leave - 3 ,,<- I 
6 ' 

their past tlenlna tnem. I nose rare few that learn 4.x 'h +;!. fJ 1 
\!< j/;- 

about their past are mortified by what was lost to . ' .< F, ' 
4; ,, L 

them and what they have done since acquiring : . 7 s k ~ -  7 

;: L 2 ; ; t Y i  -" the mind wipe that restored them to functionality. . . ,4,. . I kT k 
-- ) .- 

Many of these traumatized units end up as . .. 
". -- 

Surveilers. 
Naturally, the knowledge the Diamonds 

afford Cybertronic regarding their now mutual 
enemy makes them highly varuable assets not 

~ction. a 
hin hours 
.@served i --"--"-.'- 

process t 
of the ba 

m i l  it is tr 
- - "  ---- "- 

Speclsl Ablliifs: Division Commander, Tactical Sense. ly begins. 
are c o p i ~  
tugrnente 

Special Rules: Level 2 Al. 
Weapon Stats: 

P-1 WO Mach~na P~stol (bAlMic) 
M: FS S R ~ I R r n D M S 4  
0 1I*PJ 0 - - - E - 

SSW-4100 LrgM Machine Gun (Wkbd 
a: w sr m L R w I X l l S 9  
-3 3 1~31 2 (x2) -2 - 10 - jmer live! 

30 far, no 
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Operations Overseer 
To .he leadership of 

Gybertror Diamond troopers, 
named fc ifaceted nature and 
superior quaurles. ularnonus receive extensive 
Cybernetic implantations that blurthe line between 
man and machina in a different way than is 
normally seen. Unlike so many other soldiers who 
forsake human appearance for superlor 
performance, Diamonds always maintain their 
human appearance, though it often bears little 
resemblance to how they originally looked. This 
allows the Diamond to retain his or her own human 
creafivity and reactions while augmenting his or 
her abilities with the amazing machines of 
Cybertronic. The Diamonds are: mostly deployed 
as Operational Overseers within Cybertronic's 
military. 

Functionally the Operations Overseer is a 
mobile hub for the CDN that has unparalleled 
tactical l t ion and communication 
cybemetil allow them to have a real-time 
situational repon or the batt[efield and gives them 
the ability to make quick and well-informed 
decisrons. When an Operations Overseer is on 
the battlefield, Cybertronic forces are in constant 
communication with each other and work at a 
greater efficiency and speed, While enemy forces 
are still trying to determine their goals and 
opposition, the Operations Overseer has already 
decided a course of action and has positioned his 

a vast 
~ic's rnilit~ 
s the sclc 

,... 

extent, 1 
kry are its 
lier's mult 
,-. 

readily dismissed. 
Another mitigating factor in this secret 

practice is the fact that tht 
and subsequent irnprir to 
complete, years where fall ~ e s  
have moved on and mad& L~IGII ~t;abe. , . 
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Equipment: SSW-4900 Auto-mortar. 
Specjal AblliZies: Force Commander. Strategic Insight, 

Tact~cal Sense. 
Speclal Rules: Level 2 Al. 
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SUPPORT a fjring posrtion and planting its legs into the 
ground to absorb the consrderable recoil that the 
twin MMGs kick out in full automatic mode. The 

Cancer Mounted Machine Gun Cancer is already gaining a fearsome reputation 
Technology often leads to creative on the battlefield for its ability to decimate enemy 

applicat~ons throughout a culture. Cybertronic Is infantry at considerable range. 
no different. The Cancer Class Weapons are a 
successful amalgamation of human and machine, Cancer Mounted Machine Gun 
and represents very creative weapons applications. supvofl Und, f ~ r r e u  1 model A 1. 

Unlike the TA-6500, the Cancer is more of a 2 r;D 7 7 
physical joining where the torso of a soldier is 

Equipment: CSA-500 Power Claws, SSW-4200 Mounted 
grafted to a mu'lti legged chassis In place of his HMG. 
legs. Because of their design, the Cancer MMG specla, Ab,lCtles: Predator Senses: 8, 
has an upgraded armored chassis that gives it a Specla, Level 4 At 
bulky appearance though this belies its true speed. 
Its chassis is fitted with two Power Claws to deal Weapon Stzrts: 

CSA-500 P m r  Claws (rending) with enemy infantry that may close with the unit. ,: , 9, , ,, , w 
Mare frightening though are the SSW-4200 o - -  Sea Charl 

Mounted Heavy Machine Guns that are grafted into ssw-~mo M m  
his chassis and linked to his own arms. M: FB W M S R  

- 0 4x2) - 13 - 
Practically, the Cancer MMG gains a proper 

position on the battlefield by locking its arms into 
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Surveiler 
Cybertronic has made it a point to design their soldiers to fight fast and savage battles, knowing 

that prolonged engagements will work against them. The Surveiler is the first step at changing this 
tactic. Originally outfitted to survive the wild and toxic wastes of Dark Eden, the Surveiler 1s the 
ultimate human killing machine, a synthesis of perfectly balanced Al and humanity, without the 
bothersome emotions or scrupptes. 

Armed with twin DE-233 Machineguns, platec! with KE2000 Body amor capable of sustaining 
its vital functions without the need for food, rest or even oxygen, the Suweiler is tho perfect warrior as 
far as the CDN is concerned. It takes a special personality to accept the blending reqluired to become 
a Surveiler, which is why there are not more ooF them, but in no way does this diminish their severity on 
the battlefteld. 

Surveilers are deployed independently and seem to be able to survive the rigors of space as 
easily as the noxious smog of Dark Eden. 

Suweller 
Sifppwl un~r, required 1 &l A I. 

E E w L D E N D * w m F z R  
8 1 2 3 1 3 3  4 7 3 2 4 3 7 2  

Equipment: Ticker 2304 Twin DE-233 Light Machine Guns. 

Special Ablltlies: Regenerate: 5. 
Speclal Rules: Level 4 Al, 

Twin DE-233 Lghl Machlno Guns (balffite) 
D W 91 M 1 L R W r n ! s 4  
.3 3(x31 2(x2) 1 - 0  13 . 
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The Juggernaut Division The Eradicator Deathdroid.AV 
The Eradicator Oeathdroid, or EDD for The Antt-VehFcle version of the Eradicator 

short, is a cybernetic masterpiece. Deep within Deathdroid prevldes an effective long-range 
the egg shaped combat chassis of the EDD is support platform that can both engage Mobile 
the minimal amount of human brain tissue that Armor at distance and decimate infantry 
is necessary to pilot this walking tank. Wrapped formations. The EDD.AV's primary armament is 
In tayers of a rt systems, and the CAV-72  toc cannon. This is a weapon 
perforated by ircuits, the brain designed tc e heavy armor and fort~f~ed 
of the EDD of its human bunker po! medium range with armor 
characteristics to make decisions and react to piercing htgh callber ammunition. 
battlefield stimuli. This decisron process is h~ghly For extremely resilient targets, the EDD.AV 
augmented by a sophisticated Artificial employs its sSW-4200 Mounted HMG which is 
Intelligence that not only enhances the human incredibly effective against massed infantry 
brain but atso is responsible for translating the formations. The SSW-4200 is cooled by the 
decidedly "human" autonomous functions from EDD,AV'S internal systems giving it an 
the brain to the EDD's I~mbs. The result is a astonishing rate d sustained fire, especially at 
thinking tank. close ranges. Coupled with the fact that it 

chambers a heavrer round than Man-Portable 
Machine guns, it insures that targets hit by the 
gun's burst will not play a further part in the 
conflict. 

The Eradicator Deathdroid.AP 
The bntl-Personnel version of the EOD, the 

EDD.AP. is 2  set within the I truly dei 
les of urt 
! primary ; 

fastating i 
Dan, jung 
armament 

le, and trench 
of the ED5.AP 

zz, 

is the CAV-7000 Phosphor Cannon, a I 
effective autocannon. tts secondary weat: 
the CS6OO Gigadeath Chainripper, which is  

F to gain access to fortified positions and tc, u=ar 

with rntervening obstructions, be it terrain or ,-. ,d opposing forces. 
The EDD.AP has been used with great 

\ 
success in both the clearing of massed opposition 

4 % at the forefront of an assault or to defend a 
i position from the advance of infantry. It is a 

I mainstay in the Cybertronic Warmachine, 

Eradicator Deathdraid.AP 
Suppod vnd, requrre 
OC E RV W C X W M S K  

\ 11 9 3 6'5 11 5 23 5 110 

Equipment: CAW-7OW Phosphor Cannon, CSA-$00 
Gigadealh Chainripper. 

Special Ablllties: Impenslrab~lily. 
i,, Special Rules: Level 3 RI 

Weapon $tats: 
CAV-7WO Phosphor C m n  (bafisfk, mnurssive, rmng] 

Q: W 9 MI L R W B ! 5 a  
- 0 1x21 1 (k21 0 (x21 - - 1.: - 

\+, CSA-BOD G~gadealh CN~nripper (rendhrgJ 

I> 
c C w s r m L R E 4 m  a 
a . . .  ST+? SsCharl 

While relatively new, 'the EDD.AV has 
quickly gained respect from opposing forces far 
its ability to decimate both armored divisions and 
infantry formations at range. 

Eradlcatar Deathdroid,AV 
rrppon n,?rf, requrred I madat. A I. 
r n R W L D A W S r W R h K  
g 01 2 12 3 6:s I 1  5 23 6 113 

Equlpment: CAV-7200 FA€ Autocannon. SSW-4200 
Mounted HMG. 

Speelal Abllilles: Irnpenetrabillty. 
Special Rules: Level 3 141. 
Weapon Stats: 

ChV-72W FAE Aulocannun (canmive) 
C C W 5 R N R L R W  m 54 
- 0 -I .3 = - 12 (x2) See Chart 

SSW-4200 Mounred HMG (ballisiicl 
n :  s hFI L R r n D J W  
- 0 (dl Z (a31 O(x2) -T(uZ) - 1.7 - 

Cemmande J Faye Harlock 
I= Special Operations Branch I 



Optic Enhancement ( 1  pt) 
This occular implant repiaces the human eyes of the 
recipient with improved optic arrays. They are 
indistinguishable from regular eyes. 

Adds one (+?I to spot checks 
Subtracts one (-1) from smoke penalties. 

Cell Link Enhancement (1 pt) 
By inserting subdermal microchips Into the cerebral 
cortex, cel link enhancements allow the bearer to tap into 
the subreal interface and more competently interact 
with other members sharing their link. 

Adds +2 to command distance. 

Steel Skin Enhancement (2 pts) 
A complex precess whereby cellular walls are 

Torso Enhancement (1 pt) 
During a surgical procedure where ones bones are 
shortened and the muscles strengthened, a torso 
enhancement is a common procedure amongst the 
members of Gybertronic. 

Adds + I  to ST statistic of a mode!. 

Leg Enhancement (1 pt) 
By reinforcing the muscles of the legs with micro carbon 
fibres, the possessor ot this en hancament is a superior 
specimen of physical fitness. 

Adds + 1 to ST stafisflc of a model. 

ie steel sl 
skin but a 
jetectable 

pl" strengthened and programmed to react to pressure 
applied against them, tb (in enhancement is 

p. not a true plating of ths  n evoFution in cellular 

F- 
activity. As such it is u n ~  by conventional 
means. 

f- Adds + I  to the AR value of a model. 

t- Pin-Point Weapon Enhancement (2 pis) 

P By coordinating the implantation of an optical Ilnk int 
the cerebel turn, the PPW enhancement alEows the bf 

Pa a more precise control over his reflexes. 
Adds the Deadshot Special Ability. 

* Remember! When a mddel fn a 
squad fakes an enhancemeilt, all 
members of t 
take the samc 

he same s 
? enhancer 

quad mus 
vent, 



Eybertronic Armerg composites, ceramics and plasiics, which make 
~t exceedingly weather-resistant and durable - 
under extreme climes. Charrbered for 9rnm 
caseless ammunition, the P lOOO is capable of , I  

Notabk weapons firing its large capacity magazine with tittle ox no , a 
chance of jamming and the weapon's 
microelectronics will automatically lock the k 3 

/Welee weapon's safety if it senses that the barrel is too 
CSA403 & CSA404 Heatswords hot from prolonged use. , J  

Like much of Cybertronic's equipment, the 3 
Combat Side Arm series of swords are a marvel 
of synthetic materials and precise mass 
production methods. Much of the blade is a rneZal 
composite which is extremely resilient and able 
to hold a fine edge. When the right electronics 
are installed in the plastic hilt, it can emanate 
immense heat, recorded as near 800 degrees 
Fahrenheit. This makes the blade a versatile tool 
in the Cybertronic army. It can be manufactured 
in bulk with considerable speed and with llttle 
expense. The CSA403's rapid production has 
provided considerable revenue by allowing 
Cybertronic to flood third-world markets 
throughout the Solar System with their sales. 

CS350 Buckler/ CS450 Shield 
The Combat Shields of Cybertronic are 

another example of the Corporations rnastey of 
synthetic materials. Using a combination of 
metallic alloys and plastics, the engineers of 
Cybertronic have managed to create extremely 
tight shields able to withstand a great deal of 
kinetic punishment. The 350 seties IS a smaller 
version usable masterfully in close combat while 
the 450 is a larger, full-body protector that is both 
effective against close combat as well as ranged. 

CS600 Gigadeath Chainripper 
The CS600 is a vicious weapon employing 

a massive motorized engine and dfamand-like 
synthetic teeth to tear through most rnateriats 
easily. It is used both in the mininglconstructton 
branch of the Cyberircrnic Megacorporation as 
well as its military divisions to cut through 
buildings and enemy mobile armor. 

The size, weight and energy consumptian 
of the Gigadeath prevents the weapon from being 
used by any unit that does not have its own 
significant power supply. I f  Cybertmnic could 
produce a man-portable version it would sell or1 
the open market with terrific speed. 

Machine- Pistots 
P I  000 Machine Pistol 

As wittr all Cybertronic-designed weapons, 
the PI000 machine pistol is a masterpiece of 
craftsmanship, reliability and user-friendliness. 
The weapon is a combination of metal- 

Shotguns 
SG7000 Shotgun 

The SGJOO I S  an auto-loading semi- 
automatic shotgun rnanutactured by the 
Cybercurity division of Cybertronic. It is a reliable 
weapon that is capable of operating in the worst 
of environments. 

There are no etectronics within the SG7000, 
which is set up in a bullpup design to maximize 
bath the range and accuracy without the need of 
auto-aiming software. The lack of circuity and 
the abundance of metal within the SG7000 make 
the weapon exceedingly reliable and useful in 
close combat situations where a club might be 
necessary. 

SG7500 Auto-Shotgun 
Thts upgraded version of the SG7000 series 

is capable of firing three round bursts that are 
brutal against soft targets. The weapon's bulk and 
considerable recoil limit the number of people who 
can be equipped with the SG7500 though future 
upgrades to the series will deal with such issues. 

Assault Rffles 
An3000 Assault Rifle 

The ARRnnO is a maruet of balance, 
accuracy and reliabiFity within the context of mass- 
production. The rifle is designed with standardized 
weight distribution and an anatomical grip, which 
allows the weapon to be fired wrth 1 hand if 
necessary without undue muzzle-lift. 

Cybetbronic's use of synthetic materials is 
prevalent within the components of the AR3000, 
with much of the rifle a blend of composite- 
plastics and ceramics. The weapon employs 
micro-electronics much like the P I  000, which 
prevents a user from drastically damaging the 
weapon. The same electronics can be upgraded 
to provide plug-and-play capabilities for any 
attachments that the user wishes to add to the 
rifle. 

Sniper Rifles 
SR3500 Sniper Rifle 

Though looking larga and bulky, the 
SR3500 is extremely light-weight and sturdy, 



Aufocannons 
CAV3000 Autocannon 

being construct of Cybertron~c 
manufactured C O ~ ~ ~ ~ ~ ~ , ~ ~  and ceramics. The 

has a fair amount c ics within 
ing, including spe target~ng 
that is designed to rn te fethality 

of placed shots. 

SR3500 
its hous 
software 
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The Anti Vehicle line of Cybertronic firearms 
are a vast improvement aver the Cartel standard 
Deathlockdrum with the 3000 series of AV 
providing a greater accuracy over range. The 
drawback of the weapon is its weight, which IQO~S  ;TwJ 
to be upgraded in next year's modet. 

\ 
Light Machine Guns 

SSW 
Th esign of 

Cybertro tr-mollng 
system tb IvUUCICI ,I baUJDU uY extended 
use. Thc :k of suc !rn is the 
weapon': and the d luction of 
accuracy e that the E ~ses. Still, 
the SSW4000 is a sturdy and reliable weapon 
that can be maintained in the field with little 
trouble. 

Cybertronic has relegated the SSW4DOO 
to its less-important troops as well as selling the 
weapon on the open market. 
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000 is E 

:h emplo! 
hm hnnl r. 

l ine Gun 
rn old d 
#s a w a t ~  
n r  ,2.nrl hu 

CAV5000 Mounted Autocannon 
The 5000 series of Anti Vehicle cannons 

are too large and cumbersome to be man- 
portable, even by the mechanlcal marvels of 
Cybertronic's Cuirassier Division. It is capable of 
firing tri-burst 20mm armor-p~ercing rounds with 
decent accuracy. which i s  enhanced with 
dedicated software housed within the weapon's 
chamber. 
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AV7000 Titan Megablaster AC 
The 7000 series of Cybertronic's Anti 

Vehicle cannons employ a great number of 
electrc rdinate the SSW4100 tight Machine Gun 

In accordance to other Cybertronic- 
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weapa 
triggeri designed weapons, the Squad Support Weapon 

4100 series is a spectacular example of the LMG barrel, rne megawlaster rlres 1 Lumm rouno rrom I 

each of its 3 barrels simultaneously. While this 
effect is devastating, it is hard to produce and 
maintain unless the Titan is mounted upon a // 3 
vehicle with enough computing capabilities to , ./ 
handle the constant calibration. - 1 

' -  //% 
FEamethrowers J&J 

FT199 Magmascorcher Heavy FT . 'fl%' 
The Flame Thrower 199 series of .' 

Cybertronic is specifically designed far the 
Eradicator Deathdroid. Thl uses a pair 
of internal rotating barrels ~onitored by 
the f D's diagnostic computer. Wnen one barret 
reacht temper: i e  
Magrn: ally shifts ler 
while c -st one. T es 
high rellablllty whlle rnalntalning the 199's lethality. 

class of weapons. The long-composite barrel is 
perforated to maximize cooling and the weapon's 
bullpup desiqn allows for a compact and accurate 
weapon i 

- 
at range. 
? SSW41( 
rious Cyb . . 

Thc 
over pre~ 

arked improvement 
MG type weapons, 

having been lnregrarea wltn combat-software and 
diagnostic elecrronics. Such improvements have 
made the LMG a favored weapon among 
Cybercurity personnel as well as the Elite 
Diamonds of Cybertronic's IES. 

weapon 
that are n . . .. Heavy Machine Guns 

SS W leavy Ma un 
Thl :upport !A '00 series 

of Man4 nachine g I par with 
other Cy benron~c-deslgned weapon y. It uses a 
combination of composite-materials, weight- 
stabilization and ergonomic design to produce 
one of the most accurate and user friendly HMGs 
on the market. 

'4200P H 
3 Squad : 
'ortable n 
, .  . 

c r~t ica l  
automatic 
wn the fir . . 

i ture t l  
to the 0th 
his ensur 
. . . . . . . 

Launchers 
GL2500 Grenade Launcher 

The GL2500 is a sl Omm under 
barrel grenade launcher t into the 110 

tandatd 3 
hat clips 
~ertronic a Mounted Machine Guns 

SSW4300 IVlMG 
The 4300 series of Squad Support 

Weapons are water-cooled, electronically 
monitored weapons that fire MMG ammunition 
with great accuracy over range. The weapon's 
software assisted loading mechanism allows it 
to be used by a single operator or staved to a 
vehicle's pilot. 

port-%andard in rnoa Cyl ~ssault rifles. 
It has no flring mechanism of its own, instead the 
weapon that it is attached to can be configured 
to fire the GL2500 with the weapon's main trigger 
after the push of a secondary button. 

SSW5500MP Rocket Launcher 
The Man Portable version of the 5500 

Squad Support Weapon Is a simple design by a, 

m 



Cybertronic standards, wit? o erectronic 
guidance for the weapon's The typical 
ergonomic bullpup design prevalent in 
Cybertronic weapons corn1 for this ar 
the 5500's ability to quick rocket c t l ~  
between standard High Exp ti Personn 
and HEAT makes the rocket Launcher a verv 
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versatile specialist weapon. 

SSW6000 Rocket Launcher 
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The ~ ~ ~ 6 5 0 6  is the next generation of 
Racket Launchers, being able to fire guided 
rockets that are computer-assisted in locking onto 
targets. At this point, the sheer computing power 
necessary to fire the rockets negates its use by 
anything other than an A.I. enhanced unit, which 
still needs to dedicate Itself to gaining a target 
lock and successfully guide the fired rockets 
around intervening terrain. Still, with the next 
generation of Cybertronic weaponry on the 
horizon, it looks like the battlefield just became 
deadlier. 

]us form 
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VG550 Gas Grenades 
Cybertronic does not acknowledge the 

IS highly illegal and will cause 
Aion the destruction of any and 

at1 Cybertron~c fac~lit les even suspected in 
producing the gas. 

The gas itself, slmply titled Agent 44, is 
quick acting and dangerous in both air and 
contact vectors. The result is a quick, quiet death 
as the victim's neurological processes cease. 
There are no traces of tlle new6 agent left within 

. . 

CS44 Chemical Sprayer 
This weapon is employed within facilities 

w dose quarter battles when conditions allow it. 
ributes the Agent 44 nerve toxin in a gaseous 
via the use of a pressurized delivery system 
is extremely lightweight. The weapon is 

especially deadly during Oreadnaught boarding 
actions within deep space or any other sealed 
environment though Cartel law torbids such 
actions in an authorized conflict. 

rtel vialatian, 
causi self-destruct, 
clear he ope rater's 
vitals. I he LS44 w~ll employ this system if those 
signs ever go red; the result of death, or it receives 
a coded signal from the CDN. 
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CAV-7000 Phosphor Cannon 
This weapon employs a chemical detonator 

containing a high concentration of compressed 
phosphorus. The result is an extremely high 
projectile velocity, and a very unique flare-like 
mussel flash that is infamous even within the 
ranks of the Dark Legion. 

CAV-7200 FAE 
This weapon fires a supersonic burst of 

c'lernical liquid. In liquid form this chemical is 
quite harmless, but upon impact it vaporizes 
releasing a highly volatile cloud of aerosol fuel. 
That cloud then detonates creating a horrific fuel 
air explosion. The trernencrous localized 
overpressure and resulting shock wave can crush 
armor plate. 



---- 
Farringham sprinted down the long, winding corridor. His internal computer told him 

that he was moving at precisely 14.7 MPH and that it would take him 5.4 seconds to reach 
the end of the corridor. More informatior across his line of sight. He wasn't really 
sure that he needed to know that the am nperature was 22O Celsius or that the time 
was 2234 and 4 seconds, but you could never tell. He crashed through the door and out into 

I scrolIed 
rbient ten 

the open. 
Another man would have been lost in astonishment at the sight of the huge cavern that confronted him, but 

Farringham had long ago lost his sense of wonder. Here, far below Mercury's scorched surface, a huge cavern had 
been created that exactly duplicated one of the ecosystems of time lost Earth. He gazed out into a snow-covered 
wilderness. For a moment, he wondered why. Had the ancients built this out of nostalgia, as a theme park or as a 
place to train their soldiers in polar warfare? He realized that he would never know. Such information had been lost 
in the Age of Catastrophe, when all the thinking machines had gone mad and all the old records had been lost or 
destroyed. He pushed that thought aside. For a man whose body was filled with bionics and whose brain was 
saturated with integrated computer systems, it was an uncomfortable thought. What if the Catastrophe came again? 
What would happen to him? Would he go mad? 

Maybe that's why the Brotherhood hates us, he thought, maybe since such a thing has already happened once 
and might happen again. He tried not to think about it. It was time to file a report, to claim this long-lost glace for 
Cybertronic and arrange to have a prospecting team check it out. 

The ambient temperature had dropped twenty degrees and was stitl falling. He adjusted his perception of cold 
so that he no Fonger felt the chill, Snow and ice meant nothing to a man with metal bones and skin of ballistic nylon. 

The joys of being a Chasseur, he thought. 
The rest of his squad filed in behind him, and then the rest of the Cybertronicforce; another squad of Chasseurs, 

a fireteam of Attitas, and mighty Eradicator. The Cuirassiers' mechanical smiles were as cold as the surrounding 
snow. That old map had proven correct, The tunnels had led from mine-cavern 4A to this ancient place. He wondered 
what they would find here. 

He wasn't left long to wonder. An Attila pointed towards the horizon. A huge group of Undead Legionnaires 
motfed across the top of a snowdrift. Behind them lumbered a Razide, After that came many, many Necromutants. 

Farringham wondered how they had got here? It didn't matter. All of Mercury 
was riddled with these vast cavern complexes. If they had found a way into the 
under realms, they could find this place through the tunnels, the same as we did. 
They could have been here a long time. Maybe they're using this place as a 
base already. Maybe we triggered an alarm when we entered. It was toe late to 
worry about such things. It was time to fight. 

He sub vocalized an order into the radio network. 
"Fire at will,'"@ ordered, 

355 . > 
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When the worlds of man were faced with the threat of 
destruction at the hands of the Dark Legion and the avarice of 
their own warring superpowers, it was the Brotherhood who 
saved them. I t  was the Brotherhood that had groi small 
movement of the disenfranchised into an orgr more 
powerful than any other before it. Within its sar d the 
righteousness and the hope of a race on the b r i n ~  or exrrnction. 
In that dark and Godless time, salvation was barn on the 
shoulders of one man and the desperate pleas of a race, weary 
of the constant slaughter, received hope. Rallying under the 
banfier of the charismatic Durand, the folloviers of tlie Light 
united humanity as they had never been befare and drove back 
the Darkness. Today, the Brotherhood is represented across 
the solar system, from Mercury to the distant Pluto. Wherever 
the light of the Brotherhood falls, the battle against the Darkness 
continues. At least that is how it's supposed to be. 

Even today, a thousand plus years later, the Brotherhood 
represents an a11 governing, unearthly power that is personified 
by one man. The Cardinal is the spiritual leader of the solar 
system. In fact, he is the single most powerful man alive, 
commanding immense loyalty, military might and mysterious 
power. Aiding the Cardinal in his sacred mission, deep within 
the vast libraries of the Brotherhood's cathedrals, the Mystics 
endlessly search fnto both the past and the ever-changing future 
to find the answers to lead humanity back into the light. 

To do battle against the Dark Legion, the original CardT~at 
created a mighty sword of fotlowers so resolute in their purpose, 

And so Nc'athanid gazed out over f l ~  worlds, and it so dedicated t3 their holy task that they would scour the solar 
'tiered with evdi. The worlds b 3ndwa5tei decay system to insure the Darkness could never return. They would 
restrvction. Civil wars wage Y ~ S S  bafikfields~ drive the forces of evil back and once defeated, they would 
rrother fought brother in tht ve had inherifed. maintain a vigil to protect the very soul of humanity from the 
ad turned the cradle of hurnanrty a charnel pif, an corruption within. This sword was anointed the Inquisition and 

cities anc 0's and for over a thousand years, this institution has sought to cleanse 
~ g h f  refu e dark- our solar system of the festering evil that can be found both in 
~rders of nts and space and within our own souls. The Inquisitors of the 

s rram tne pits of bar~ness  roarnea. Brotherhood, in their magnificent suits of crimson armor, comb 
Then, as the hommfic vfsions threatened to ov the worlds of humanity and stand ready to defend mankind from 

i e  veil was lifted, and friathanfel saw the Light. as far as the cold wastes of Pluto and Uranus to the scorching 
inding road to salvation and he fer't the warmtn a r  m e  deserts of Mars and Mercury. They remain forever vigilant. 

? filth awa It is not enough that the Inquisition guard humanity, for 
?nt, a _are The taint of evil is something that wilt require more than even 
I that he their efforts. Thus, in the shadows of every city. Observers from 

rs 0 7  me W V r  wlm nls wlfl. Once agalfl Wzea our the Bmthehnod are present in all aspects of each organi7atinn 
!he world, and prociaimed: within the Megacorporations and the Cartel. They watch, study, 

"Lef this be the end of Darkness and the beginning and never red, ever; they're efforts tireless. T3 oppose the will 
triomahant Liaht fhaf wiflshine over the human worlds of the Brotherhood is considered nothing less than tantamount 

to allying against humanity itself. This all-pervading philosophy 
backed up with the power of the Inquisition has made the 
Megacorporations accept the presence of the Brotherhood at 

armed to do agarnst the Darkness. pJafhanjeE their board meetings and all their administrative fllnctions. I t  

he firsf of  our sacred Cardinals. has made the leaders of humanity change the very way they 

In his he raised the banners of the govern. For over a miHennium the rule of the Brotherhood has 

,. ,- , ight and lit sacred f j p s  of redempt[on. And their pervaded aspeCt Of human existence. fmm the depths of 

o'id shine over the filling the skies, And the scorched Mercury hurling quickly under the blazing sun, to the 

I did end their wars and looked and Fringe, the outer asteroid ring that separates the inner and outer 

'ered what it would bring. system. 
The edicts of the Brotherhood, holy mandates meant to 

:irst Chronicle: guide an rd mankind from themselves, had a side effect 
~rrjval of rile Darkness and the Caning of the Cardinal wholl :ed by even the Brotherhood's vaunted Seers. 

-Brother Alexander Hcratro It is perh priciousness of mankind that it chafes against 
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any strong rule of law and seeks the illusion of freedom 
how can freedom exist if it brings with it ultimate enslavement. 
Thus the paradox. For a time the Brotherhood's success was 
complete and a glorious era of peace and reconstruction befell 
humanity. The universe needed time to heal, to bury its dead 
and mend its deep and shameful wounds. and i t  was the 
Brotherhood that afforded them this opportunity. 

For centuries the Brotherhood's control was unchallenged 
and the Megacorporations, stowly rebuilding their empires, 

d in well-balanced coordination. In spite of the gratitude 

i t  developed into a perver 
deadly game of hide and seek, 

The victory over the 
Darkness, while costly, should 
have been the clarion calr that Nathanit ' 

mankind together, but a tas, I rnrnoned his Lord Scrib 

so much of humanities fic 
nature, it wasn't. In its ques 
safeguard humanity, 
Brotherhood perhaps did its ~d into an immutabl 

all too well. The horrors of the cord of the trulh th: 

Legion and the war stories of those 
frightening times became just that, 

t Catfiedr; 
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Weakened and facing a humanity that was loosing its amongst these laws was tli~s: no man or woman tor times etern; 

would be allowed to duplicate the Chronic t form. Th faith. the Brotherhood held firm to its beliefs and staunchly 
_Sponsibility for preserving Chronicla :d solely t obeyed the will of their inspired leaders. As the Megacorporations 

again began their warring ways, forgetting the lessons of the Alexandtas and his selected scribes. 

Brotherhood, mankind was made to remember the truths of iicles came 

those fargotten "stories". The Dark Legion had again returned i re inscr~ bed 

as prophesied and thanks to all that is haly, the Bratherhood So nmetry and 

was ready for it. ntenaea ro lasr as long as rne rrrornernooa men. 

Today, the number of Chronicles has reached eight, each 
m e  engraved into the walls of a Cathedral. The Chronicles are 
orbidden words to speak or write. and not even the Keeoers of 
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- 1 for miles in many directions and are given to the Scribes for the 
storing of the immense libraries of the Brotherhood. 
Here IS where every document and bit of infomation is 
kept and catalogued. 

The largest Cathedral (often simply referred to, 
1, .' - 

.-- - *  t \  
Nathaniel, the first Cardinal and founder of the 
Brotherhood. The second largest Cathedral, the 

to the Pre-Schismatic times when the 
A Mishima Megacorporation followed the will of the Cardinal. The 

I 
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1 Cathmdnlts 
htened Cardinal. I confess thaf l am not what I ougnr 

tk the Light r' am not what I 
?nts Prayer 

In places where the Brotherhood has es ta~~~snea  a strong 
Ice and is supported by a larg~ rs, it is 
-rary to erect a Cathedral, ti- ;ion of 

determination and faith. 
4 C a l h ~ d ~  Je u1.r or lulty luwers ul lrrir 
tions and i :d with spires, stained-glass wi 
:one garg ches and huge domes cre: 
3here of ~ ~ r a r i l t y  a118 overwhelming piaty. Statues or rloly 
s and sacred warr i~rs stand in the open courts, and in Wfl WR 
~dless hallways the Cardinals gaze down upon their "Mankind always fears that which defles an explanation by 

rollowers. All of these things comblne to create the impression their own eyes." 
and supreme invincibility. -Brother Brian Castiveti, Keeper of the Art, 
:dral acts as a symbol of the Brotherhood Fourth Circle, Directorate of Mystics 
.ewes as a gathering place for their followers, 

a 2UIILLUal IW ~eaffirm tlie~r dedication. All Cathedrals are of The Art is the "merchants' name'yfer the mystical astral 
sacred Places. dedicated to faithful as a place powers that, with the proper training, can be used to manipulate 

Ion and meditation but also serve as a base of reality. The Art was given to Cardinal Nathaniel so that he could 
es for the Brotherhood's hierarchy. These enormous do battle against the Dark Legion. It is a sacred source of power, 

t vast hall i whtch contain the secret a, lance of the Cardinal it is being thoroughly 
the Mystic ? feared dungeons of Ihe sanctified. Despite intense study, the 
jer Cathe( deep catacombs can span B stands only a few aspects of the Art. 
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lowers I The Brotherhood 
divided the known uses o, ,, ,, 
Art into many disciplines. The 

sir hfe to I I 
.erception far beyond the normal hunian s,, ,,,,. , , ,ese Mystic, 
spy into the lg to predicl the flow of time. They search 
the mlnds o probing for even the most meager trace 
of Darkness They pecr into the darkest chambers of 
the Dark Legion, trying to find the way to their undoing, but the 
fu l I their only domain. The My: search the 
Pa g the events that shaped our I le. The task 
is and those wfh t h e  taken! to p~ je functions 
are sadly rare. 

The Crucible, a large sub cell of the Mystics Is dedicated 
to tile search for others who share the ability to wield Art, to 
channel the great powers of the Light, These gifted individuals 
are eagerly sought after and brought to the Cathedral on Lur 
for training. 50 Irercefy does the Ordar of the Crucible go ah01 
its duty, that not Even the Triads would dare stand in their wa 
The ability to wield Art is a rare ability after all and one wliicn 
marks the chosen of the Cardinal. Theso gifted lndivlduals are 
rigorously souglit after because tlie talent to wield Art could be 
turned ta wield Dark Symmetry, something that the Inquisition 
and the Order will ne\ -- -- A 

the Art o: achieved 
nncnc T h  

has thr 
4 t h -  nn 

tion have 

future tryir 
r millions, 
and evil, affect reality by thought rather 

than physical action. With the 
Art of Kinetics, the 
Brotherhood has devised 
numerous uses in war and 
destruction. The Art of 
Premonition allows its 
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gazing out across the void and 
into the swirling clouds that shroud our past and our fu' 
Although the Art of Prernonitlon provides in-valuable fore! 
for the forces of the Brotherhood, it is a fickle Art at best. 
Art of Domination includes wide-ranging capabilities sucl 
mind reading, illusion and exorcism. 

When the Sacred Dornini teach the Art, they often desr 
and visualize the Art as the White Light. By reflecting, focu: 
breaking and dividing the White Light into colors and pattc 
the practitioners of the Art can create effects beyond the no 
laws of nature. Consider the Mystics to be the prism which al 
this power to be stratified. 

Under the guiding light of the Cardinals teachings, 
Brotherhood learned how to tap into these ancient powers 
lost to humanity. When this source of power was reveafe 
Cardinal Nathaniel, the Mystics have since devc 
to trying to understand and ultimately control tt 
the very power that allowed Nathaniel to banis!- 
the Dark Soul. 

These unfathomable abilities seemed to be the magic 
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several dozen li lave 
been spent stud) orce The order of the Brotherhood is striclly hierarchical an 

of life, precious l~rtle nas Deen always has been so. Only through rigid discipline and order ca 

learned. It Is known that it can one banish the light, or so the belief goes. Their leader is The 

be controlled by beings pure of Cardinal and directly under him is the Curia, a council of highly 

thought and soul, and shaped ranked brethren who govern the Four Directorates which the 

- into different forms, both for Brotherhood is divided into. Each of these Directorates takes 
- I. c.are of the different cells under its particular authority. From an 

offensive and protective adrn~nistrative stand point, the Brotherhood must be organized 
this way. In size and scope, it is immense. The bureaucracy 

Mystics have alone is staggering and only by stratifyin( le 
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-dinat hope to impose and 
only thouah this sprawling Directly under The 

11 or raIlKerJ levels mat the Brotherhood can Reld Cardinal is the Curia. This 
my of Llghl qu~ckly and effectively. council is made up of 

highfy esteemed brethren 

Cardinal I% the Cardinal C O ~ ~ @ S S O ~ S  whom The Cardinal 
ual leader, referred to only appoints to govern parts of 

chosen name, has always the Brotherhood's vast 

e rspresents the voice of spheres of influence as 

I I I ~ I  I a1 IU LUJ I lrl la, ~ d s  the devotion of countless well as the other Cardinal 

15 of iollowars throughout every realm of hren 

niiy :uria 
this 

In a l l  things, The Cardinal's power and 
tenrnent are unquestionable. He has been given group for life. 
~thority to rule the Brotherhood until he 1s called 
i e  Light, appointed with the final msh of his The Curia directly 

cessors. HIS "Calling", and illtimate goal, FS to governs the four 

our solar system of all infestattons of evil, be Dtrectorates of the 

he Dark Leg~on, mutants or cesspits of plague Brotherhood and is vested 

egeneratton. This eternal Calling is carrfed on th the power to perform 

:ardinal to Cardinal, and it will be their eternal 
In untd they have finally succeeded. 

purgings when required. 
The powers invested in The Cardinal gives him The Curra only answers to 
tght into a sp~ntual world unequaled by any living 

3 supreme leader. 1 
tion he appoints; even the 

Cardinal Confessors cannot impede its activrties. 
lander of the milltar 
c~rsitor, the wisest a Serving the Curia directly is The Fury, elite guards and 

-tul at Mysrlcs aria me Toremost preacher of the vvora, the Curia's own personal Special Forces, responsible ad all times 

3f his followers he Es a God ar nacle of for their uell-being and protection. No member of the 

rn and power. Curia is t without at least six Fury in his or her company 
and at le hat unseen and observing from the shadows. 

The tlIle he bears differs frorn ine uuwr  ~IIUII-rankrna 
)ers of the Broth~rhoed's Curla who sh; 
rt~tle but not the rank. Each planet or terr 
IS clalrned to Ihe Light of the Brother1 

opointed to ~t a temporal leader who zlca ds 
:ardinal's ayes, ears, and  the Tnterpreter of  A 
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na, while Cardinal Confessor Abernath~ I ' UOlRl l  

on Lu 
Mars 
Brotltt 

ha1 of San Darado commands 
?rhood on Mars. In all, thereare seven Carn~nal Lonressors 
, Curia ar len answers directly to the 
!me Card ; to consider the future of 
ind and j rn the administer~ng of 

--ucracy. It is a slrnple ano enective system that has endured 
the founding of the Brotherhood itself. 

The Cardinal Confessors of the Curia maintain regular 
lunication with The Cardinal, making monthly pilgrimages 
la to sit in on the very important Conclaves that assemble 

I lere, the Cardinal Confessors and other members of the 
sit with their leader and shape the pofcies of the universe. 
lie return of the Dark Legion, the Curia has been finding 

ng and its control of the warring and increasingly 
rporations diminishing as well. 

The Four Directorafes 
h d e r  The Cardinal and the Curia, the four Directorates 

run the Brotherhood. Each member of the brethren fall under 
the purview of one of these four directorates as dictated by his 
or her profession. Although the areas of responsibility for each 
directorate are well-defined, members of different directorates 
often work in concert toward a common god. They are, after all 
1s said and done, members of the same supreme organization 
catled the Brotherhood. 

Political infighting is the exception rather than the rule in 
the Brotherho3d, and so the directorates usually manage to 
cooperate with each ather quite easily. Only at higher levels do 
politics mean anything, and even then, the Brothers would never 
do anything that could bring h a m  to the Brotherhood as a whole. 
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Rre needs of the organization must and always come first, e 
at the expense of one's own life. 

Each Directorate is divided up into cells to administer 
speck  areas within its jurisdiction. This structure provides the 
Brotherhood with a strlct cham of command and a vast network 
unburdened by complicated bureaucracy and graft. While 
seemingly convoluted to an outsider, the Brotherhood finds nt 
has the exact opposite result as what occurs in the Imperial 
Megacorporation, rtself fragmented in sub divisrons.. Under thls 
structure, each member of the Directorates has specific and 
Tirn~ted responsibilities with a clear leader and a defined 
subordinate. This structure further aliows for an unprecedented 
sense of intimacy and family to exist in every level of tlie 
Brotherhood. This unique, close-knit arrangement does not exist 
in other groups of sirnllar size autscde of this body. 

The four Directorates of the Brotherho 

- * *  

The Mystics - - 
. -- I 

The First Directorate of the 
Brotherhood is easily the most powerful ~n they always wear the prom~nent 
that ~t consists entirely of the Mystics, men power stahtltzers on thelr backs. 
and women that have dedicated their fives Thssa strange looking devises 
to the study and use of the myster~ous Art. resemble colored piping reachlng 
Because they alone o command all skyward from a hack harness. 
aspects of the ma: ?rs of the Art, B ~ c a u s e  the Art wielded by the 
Mystics are easil! st personally Keepers is so destructive and 
powerful people in bll  Ilur llanity. dangerous, these sta bilizers actuall., 

Every School in the inhabited worlds help regulate the Row of 1 
administers tests designed to reveal latent 
talent in the Art. Devised by the Order of the Keepers, before these 

hese tests are bken by every child were made, to blow themselves to bit 
the ages of 12-16. Tests are from tlie vast powers that they lo: 

I further by traveltng members of the Order to ar ~ tm l  of To those in the know, the more prplng and colors th: 
too remote for organized schooling. Even rn these rerr ~resent  on a Kee~ers power stabdlzer, the more skilled hl 

settlemen ; are encc allow the Order to 
their child !st cases, - is the first exposul 
fledging b with his f! er. re fnquf~,~, . ,~ ,  

b directorate is  most notably divided into four cells or Whils the First Directorate may be the most powerful af 
chef which honesthe talents of its Channelers towards the  four rn terms of Art mastery, the Second Diractorate is 

understanding of the Art. Thus, Mystics vary definitely the most widely known and unrversally fearerl. Most. 
aepenalng an the cell they belong to- Mystics are either oeople will probably go lhelr entire lwes without actually having 

rs, Exorcists or Keepers of the Art. To aersonally see a Mystic; much less a Keeper of the  Art, but 
! street, most Mystics are indjstinguisha presence of the lnqulsltion is all-pervasrve and often stifling. 
le significant to them, are barely notice; uartors are everywhere, and not just on televtd dramas or 

ro tne unlnlrlateo. It is  onfy the Keepers of the Art and ernatic recreations. 
lngressors whose unique unif~rms set them apart from the " -* 

eir reputation 
of their brothers and sisters. !cedes them. Even 

Distorters, as a group, harness the Artto manipulate re , . nest citizens cross 
sle's perceptions of it. In the armies of the Light. the street to avoid any 
are quite common. lngressors by contrast are devoted thought of 
advantage of the "secrets of the mind. While most complications when 

LUIIIITIUIII~ found serving the Cell of Diplomats, they are also they see an lnqulsitor 
profn~ent and are frequently seen an the battlefields walking toward them, 
amid unik lets. The third order of the Mystics is called 
the Enarc~sis ana they represent the best healers of the 

quently found amongst the Troopers of The specific I '  
I n q u i s i t o r s ,  

ferful users of the Art are made a part of the Intelligencers, Sacred 
., 4' 4 - t! 3' 
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The Order of lnquisit rrn Inquisitor can be applied 
strictly to those who work w~thin this cell or loosely to anyone 
working within the Second Directorate) is the most visible of 
these (our, parttcularly on a daily basis. Most of the people 
working with the Order are either Inquisitors, Inquisitor hlaioris 

disors. Sir DFS work undercover, the Inc 
viously tht bfe part of this force, but the R 
5 at [east ant to the order's efforts, rf R' 

so. Without the set! erlvt. part of their order, the Inquisitor 
know who to suspect or where to find them. 
~rs' job to dig up that kind of dirr and report it 
,r brelhren. 
The Order luisition also handles Ihe Inter 
~a l  Investiq the Brolherliood. The Office of 
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evisors' 
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if that's possible. Those who have felt the wrath of 011 will tell 
you, to their great misfortune, it is a most excruciating 
experience. With the rumors of organized former Brotherhood 
members collecting into a new organization, Internal 
Investigations is becoming a more visibt'e and ruthless cell. 

The Sacred Warriors are so specialized that they have a 
branch of their own. They come under the direct jurisdiction of 
the head of the Inquisition, the Curia and The Cardinal himself. 
As such, they completely bypass the traditional Military chain 
of command, which suits them just fine. As the only troops in 
the system specially trained ta stand up to t?e Dark Legion, 
these people don't need to waste their time with lesser duties, 
preferring to spend every hour honing thefr craft 

The last cell of the Inquisition is that o' the Sword, the 
military masses that serve the truth. These are the members of 
the Brotherhood that charge fearlessly into battle against evil 
any time is raises its head. 

The Mission 
The Third Directorate is easily the largest of the four. Entry 

requirements are low (there are none), and most people can 
find some sort of work within the directorate that they find 
challenging and rewarding without being ovsrwhermed. The 
Mission is split up into three main departments; the Ofice of 
Artifacts, the Holy Mission and the Pri ibes. 

Att things of supernatural or technological 
presence are things which the Office c is designed to 
study and handle. To perform this task, tne urrlce of Artifacts is 
subtly sub-divided into. Locators and Caretakers. The 
Department of Locators concerns itself with the research of 
artifacts, specifically focused with discovering their existence 
and pinpointing their locations. The actual acqu hese 
art~cles is offer* turned over to the Cell of lnquisi 8 Cell 
of lntelligencers in the Second Directorate, bu ?ally. 
the Locators opt to handle the recovefy of an arlifaet themselves. 
Thls happens with more regularity when the Inquisition is 
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A for the good of humanity, but it's a necessity that 
lured to further protect the entire race. 
(ttendants make up all who work In the service 

~naus~rtes of the Brotherhood. This Includes food services, 
messengers, production assistants, janitors and anyone else 
who performs the kind of general labor needed to keep a 
monolithic institution running smoothly. 
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Evangelists may con\ jle to join ~erhood, it 
the Recru~ters that he Ign up. Sc liters $per 
most of their time in ths handthng t ~gly endler 
stream of people that show up at their doorstep. Others recruiters 
venture out into the field and locate people with tlie strengths 
and abilities the Brotherhood needs. Some people are recn~qted 
as young as eight years old, and ~t 's  the Recruiters that spot 
them and bri lemonstra 
an aptitude ' 3rder of tt 
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The Bureau 
Caretakers deals with 
task of identifying ana 
cataloging any artifacts 
acquired by the Brotherhood 
They also determine the 
relat~ve safety I I and 
decEde whet ot a 
particular i t  be 
released into a Brotner's 
Individual care so that the 
artifact may be put to proper 
use. The Casetakers also 
hold and contain evil artifacts 
that are being researched or 
that are simply too powerful 
to destroy. Most Cathedral 

Armories have a special vault especially set aside for such 
artifacts, as it seems that these are the only places with enough 
security to be able to handle the storage of these devices. 

The Priory of Scribes occupies each Cathedral's 
Scriptorurn across the system. Far beneath the public levels of 
the Cathedral's hallowed halls, men and women work away at 
transcribing by hand all the documents the Brotherhood requrres. 
Around half of their work is dedicated to making copies of the 
Book of Law, as no Brother is permitted to go without one (except, 
of course, Revisors doing undercover work). Their job involves 
collecting and cataloging evey bit of written or published rnat-.i-l 
that the t >d can acquire. When copies 
need to b official documents need to be 
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Cardinal's Bank centralized In each Cathedral. The nraln branch 
bank is of course on Luna. but each Cathedral has a 
- version of this prestigious economic institution. These 
control the flow of money throughout much of the system, 
:hikfly re.spnnsihh for regt~lnting t h e  Cardinal's Crnwn 
t the lesser currencies of the Megacorporations. As should 
~ ~ c t e d ,  the Bankers of the Braiherhoad have immense 
nlc Dower. lhouah they wield it carefulty, all for The 

zd the salvation of humanity. 
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'he Fourth Directorate is the least public part of the 
*hood, but it 1s by no means any less important. Amasslve 
:ation like the Brotherhood requires a great deal of oil to 

I U U I I L ~ ~ B  its gigantic cogs and its cell-like structirre comas with 
logistical problems ,drninisiration's job to keep 

running smoothly. 
'here are four Officf le Administration to handle 
*ious responsibilitres' Aaministrators, Observers, 
lats, and Advisors. Each of these has their own distinct 
vithin the D~rectorate, but through thew combined effoes, 

!hs wheels of salvation continue to turn. 
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The Office of Administrators' largest duty is to handle the 
security for the numerous important personages within the 
Brotherhood. They are afse responsible for  any of the 

I 
Brotherhood's official guests. The men and women who work in 
this Office wouM literally take a bullet for one of their charges, 
The rest of their duties include investigating potential threats to 
any of their guarded guests. Because of this, they often work 
closely with many different members of the Second Directorate, 
especially Intelligencers. 

The work of the Office of Observers is fairly 
)to other r ons, 

3tch and rr that the PI f the 
ss IS never Felt. Obsewers often wear cowls in 

nal clothing when on sensitive assignments. 
ound them to treat them as neutral observers, 
j, instead of snooping intertopers. Observers 

The business of the Brotherhood is the 

dge of the human body to s! belong to someone gly, controlling 
; that labor by their side. Sor le of the solar syster organizations 
where they deal with illness tn prestige and frin! 3. 

~mrneuiate nature. ;unrrasr, the most glamorous arorrternood jobs are 
Members ~f the Orrler of Armorers staff each Cathedral's  in the Office of Diplomats. These people are sent to 

Armory. These people stock, care for, distribute and, if necessary, lor organization in the system to act as liaisons for the 
customize all sorts of armaments fnr the rest of the Brotherhood. 
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Brotherhood as pleasant as possible. While I 
this is not always an easy task, the results f 

can be quite rewarding. Many people in the 
Diplomatic Corps show some ability with the 1 
Art, and many Mystics and 
assigned to work with the Di 
abilrties can prove invaluat I 
negotiator. 

'Life is a sfrrdy in contradic 
breeds unrest and uEtimately war. Such is ~ 
the way of the universe. Tha 
far The Cardhat's wise guidance. '" 

-Brother Claudius 

There is a saying in the Brotherhood that the HT tne oottom of the military 
legions of the Faithful are as countless as the stars in I 
the sky. There is some truth to this statement, for 
while the Megacorporations freld standing armies and 
admlnlster to the~r businesses, the Brotherhood's masses of 
business is war. I ,  Third and 

sded When 

les will don the arm 
7d fall immediately 
'ortunately the rig 

the first stage in their rndoctrination is extensive training and l i fe-styl - ~e 
physical training and psychological conditioning. The 
process takes months to complete but in the end, smooth transilion into a fc 3 r. 

I 

I servlce. admired and feared, especially when 
Certainly some are more the ranks of the Faithful was swelltng 1 

@Red at war than others. and they 
are shuffled into areas tha Broth~rhood s forces IS somcthlng they 
apply their talents. Because of the are, to lhls day, not will~ng to confront 
nature of the threat a TliankfuHy they do not have to 
humanity it can be na other way. Unl~ke Mishim; s a mlassive 
The Faithful must be ready at a lower t~er  of basic so 3rotherhood 

the best in 

Dark Leg every man and woman to place thetr livr 
end resu on the 11ne for their faith. WhAe Mishin 
that the and the otlier powers must spirt thf 
standing r ~ ~ y  VI 11111 1 to t h e  t of 
power. arhood's b 3s 

As can be expected, the Brotherhood rn; very a~r 7 war. Ironically, this n the narr 8. 
structured and quite disdprined rnilitaryorganlzatlcl~ b. ILJ u ~ ~ d n l z e  Ma~rng rnese soldters even more rorrnraable 1s the presence of 

jive war machine would be impossible for any other the Mystics within therr ranks, in many cases acting as arcls, 
g body, but the Brotherhood has managed it bv advisors and comrades In arms. It IS not uncommon for Mystic 
g its military might into two distinct arms. On the one Exorcists to be found amongst the warrjors of the Faithful 
forces led by the Inquisition, who occupy positions of f~rnction~ng in the same capacrty as a speclalist might, 

euthoriiy on the b: of the sotar system. On the other The higher up the ladder of authority one goes, the better 
side 1s the forces : the rnlnrstrations Of the Mystrcs* the training and the more s~lperior the equipment. 'Brotherhood 
Going into battle. e 3fthese maytake the combat armor is a marvel of rnicro~rocessors, and bionic 
leadership role dep r the needs and parameters of t 
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~ n t  and the Sacred Warriors are the only other two divisions to 
str, where their hair long. 
th: I V I C  yobur VUI att; The sight of a flight of lcanrs jet fighters soaring over a 
COI battlefield has been the harbinger of disaster for many a member 

of the Dark Legion. More than a few Megacorporate forces have 
mc also felt the sting of the Archangels stem wrath. Nearly every 
equrpment Inat causes rne Brotherhood Fire Mission involves the coordfnation of these 
Brotherhood to take such a consummate pilots. 
rigid stance and harsh pos~tion In space however, where the dangers of gate travel 
against the Cybertronic presents a Herculean demand on 
ME r A ,: fL :., f# /,-& ,-: L.t(,fv i ts pilots, the Brotherhood's 

itY !I-y,, ,,i:.(,,..!., :/ , Defenders are navigated by 
07 1's Archangel's a f  the highest 
f o r ~ e s  are ~ u l ~ s l u e ~ e d  . aptitudes. Refemd to as Archons. 
ground troops, they do these specialized Archangels 
have an air force as well. have mastered the use of thei~  Art 
The Archangels Form the to aid them in navigating the 
Inquisitions ,rt Harrison fety. 
branch a st Brl Defenders are 
membef; are I ~ Y  : the subj nerous televid 
proficient in rne fin of .C . .  d ~ ~ ~ ~ m e f r m l  vr r I I C ~  explain their - 

Mentalism. Successful , deployment in the defense af 
training in this Art is - - 

mankind. They are the Curia's 
profoundly useful the chief method cf es they travel the stars. While no one 
Archangels in that it aitows including the Brotherhood has the luxury of extensive stellar 

intensely into their role as pilot. What confrontations, Defender's are often found serving as 
zarless flyers are immune to fear and Megacorporate esmrts to help dissuade just such an occurrence. 

are able tocoorolnatewith ~ ~ e l ~ ~ r ~ u n d @ d  brethrenthrough Impressively, the Brotherhood still maintains a healthy four 
;e of thei~ thereby not suffer the  limitations of Dreadnaughts in its fleet, one "donated" by each of the 
mntional ct l h n s  equipment; and can navigate Megacorporations during the Brotherhood's founding. 
; difficult t lout relying on computer guidance or The Brotherhood does not field tanks and mobile armor 
,1sua1 cues. uulte rrankly, the are pinnacle in the frequency of its fellow superpowers, but it does field some. 

r. As can be expected of anything the Brotherhood designs, it is 
y know this and humility is not always so exceedingly well made and capable. The Retrib~tion Class Battle 
n e .  On tlie grorrnd, Archangels arE Tanks are perhaps their most commonly fielded armament. 
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resistant polymer. Behind the safety of this shield, 
a Retributor always carries a Keeoer of the Art to 
augment its already formidat I. )le arsena 
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The Megacorporations 
With the return of the Dark Legion, the 

Brotherhood is enjoying a resurgence of controt 
and respect from the Megacarporations, including 
errant Mishima. While some Megacorporations had 
maintained their abeyance of the Cardinal's 
teachings like Imperial, others have stayed farther 
away from their control. Currently the issues that 
have served to divide mankind seem less important 
and the Brotherhood has been making every effort 
to focus the attentions of mankind against the 
greater threat, the one to their souls. Sadly, the 
Megacorporations have not yet focused on the Dark 
E ~ e m y  together and have in some instances been 
working against each other. The Brotherhood's 
highest imperative is to change this politic, and if 
it must do so with a rod of iron, it will. Where 
diplomacy fails, the will of the Cardinal stands 
immovable. 

Cartel 
In as much as the Cartel can aid the 

Brotherhood with the achtevement of the above 
objectives, it enjoys their favor. The Ca 1 
the Curia know however that the Cartel h 3 

a minor power unto itself. As such t h ~  ? 

with the level of duplicity and misdirect~on or tnelr 
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The Cardinals Crown 
The onlv currency in universal use in the worlds of humanity is the Brotherhood's Cardinal's 

Crown. It is used by everyone. and it is always the most favored currency in stows and in slriking 
bus~ness deals. All ti- ~arkets usf vn as a stable econom~c reference, and all trade 
bev~een thc Megacc i is execu s. it's the only crlrrency tl'lal you can be sure is 
legal tender evcryvrrli it rhe Irnr ling and the Caprtol Dollar are also accepted in 
almost all parts of the system. 

Ths "heads" side of a coin carries a stylized picture of the  current Cardinal, with his name 
and nilrnber at the hottom. On the "tails" ssrde is the denomination and tile device of the Brotherhood 
and the rnotta: "The Lrght and Wisdom of the Cardinal". All coins come in 10,000, 1,000, 500, 100, 
20. ?0. 5. 1 and half CC values are made in 72-carat gold, and their only difference is sizt; and thrckness. 

le Cardinal's Crown represents much mow than just simple money to most people: it's a symbol for constancy 
a tency. Some people for example, use them as charms against the Dark Symmetry. It is common pract~ce to 
SVW,,, ,ath while holding a -f CC in hand (this rs called "Swearing bv the Cardinal'") ancl ~verv  soldier carrtes a 10,1700, 
o I 1.000 crown coin around their neck, both to pay for medic ~neral should 
tk ?d. 
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SurvivaE of  the Fittest 

Sergeant Hernandez quickly checked the surrounding jungle, desperately trying to detact any trace of the enemy From a distance, he could 
I hear the sounds of Capitol machineguns as they picked o f the  lasl of the Bauhaus Hussars. The shots were interrupted only by Ihe screams of the 

wounded and flie eiated shouts o f  fhe Capitol hops .  
The ambush had been well planned. Neither Hernandez nor Kaptain Kluger had suspecled enemy acfivity at this stage of the operation. If 

eweryfhing had gone according to plan, the Hussars would have ambushed the li(thy Capitolianq instead of  tile ofher way amund. nay  had embarked 
fmm a hovercraft two days ago end had been makjng good time toward the reported srte of t,9e Capitol convoy. 

Then, suddenly, all hell had broken loose. While crossrng a rushing stream, machine gwr fire had erupted fmm the jungle, krlling many Hussars 
immediately, wounding a dozen others. Hernandez had tried to bring some order to the cwfusioo, but the soldiers had panicked, nmning away 
aimlessly and becom~ng easy prey for !he ambushers. 

A bullet struck the chest-plate of his MK 2 amoc and he was Ihrown info the rushing water; which quickly s w p t  him away That was the lasf 
he had seen h rt tho sound eft litt/e hope as to the outcome of fhe atfack 

He scri le side of th fld entered the protecting jungle, his armyissue HG12 pistol out and ready. Raffled, his senses 
played tricks o se desperatt is combat cootdi~ator was on-line lo give him a close-up of lhe surrounding area. 

He steppea aenrno a tree and enoeo up rooking sfraighf into the eyes of a surprised Capitol !moper: Acting instinctively, Hernandez grabbed 
the muzzle of his enemy's weapon, causrng it fire harmlessly into the air; The Gaprtol soldi~r reacted by throwing all his weighf icto the sergeant, 
forcing him to stumble onfo the edge o f  a small slope. 

Knowing that letting go of his opponent wouid result h his own death. Hernandez grabbed fho man's am, and they both hmbled down the 
slope, onto tlre muddy riverbank. The Hussar felt his pistol fly free of his grrp , and rt landed a few meters away from him. buried in the mud. The 
Marine was no luckrer. 

As the two men struggled to get up, Hernandez slipped, and his opponent made a frantic bid io reach his weapon hi. As Hernandez 
scrambled ta his own gun, he knew he was too late. He heard the chuckle of the Marine as he turned to face him. The soldrer stood fen meters from 
him, hrs refrieved rifle raised, muzzle fixed on Hernandez's head.. With a twisted smile, !he soldier plr/led the Inggsr: 

His smile twisted to fmzwn agony as the mud caused the gun to jam. The sound ofihs misfired round sounded like a blessing Porn the Cardinal 
to Hernandez, who quickly brougM up his own pistol and fired two shots. The bullets brought the desperate Infan tryman down, who sf ill struggled fo 
clear his jammed weapon. 

With a nod of satisfaction, Hernandez saluted his fallen enemy and heard the perfsd voim o f  the Miioistry of Truth's ad slogan inside his heard: 
"When nothing can go wrong, choose Bauhaus." 

L With the admrlisementjingie ringing between his ears, he once again slipped into the jungle. 
4 

The Lasf Charge 
h 

"How many of the clans folk can do baff fe?" 
Lady Moira Mudoch [ooked out across the valley, letting her eyes fall on the mnks upon ranks of  Dark figures !hat blmked their way to 

freedom. She was faller fhan her father, the legendary Fergan Mvrdoch, the hero of the baffle o f  fhe Epping Fords. Moim 's hands rested on her battle 
blade, the sword that had been her father's-and her grandfather's before that-through many baMs and skrrmrshes. Her long hair fluitsred in Ihe 
wind, and the rain stung her eyes. 

"Hard to telE, ma'am Eric and Thomas have both taken heavy wounds I don't think Ibey'll live to sunset. And the others aw fired fmm the 
march and the Rqhtinq. We lost many lasf nighf. ' 

The man who spoke was Moira's second brother. They stood atop a hill, the cold ~r~ind whipping at heir garb. The clans folk wrapped 
themselves tighler in their wolf skins and shiffed Sherr feel on the gmund, unsure what to do. Molra 1 wrned around lo face her bmthe' 

9 asked H they could fighPM 
Her brother turned Zoward a gmup of ten clan's folk. Two clan wanion were seafed on the ground. Their faces were pale, and !heir hair and 

beads were caked with blood. A glance and a nod said !I a/!. 
"Aye, ma 'am. They will fight" 
Moira looked oul over the rolling hills before she turned toward her clan brothers 
'This s our time in history. We will roll over the enemy like a wave of anger and sweep them off their feet, drive them back to ll?e unholy 

dimensions fmm whence they came. Our families wrll he pmud of  us, and we will forever be remembered when they speak of the ancienl heroes ~n 
the Hall of Meefing. " 

She fumed and pointed her heaby sword at the Uark Legionnaires assembled beneath them, 
"Stand proud, look them in the eye, and drive your swords Ihrough their perverted bod,:es. Think o f  our ancestors and your aim wrll be true. 

Give no pardon, clear your minds, and follow me!" 
Moka l i h d  her sword toward tl?e sky She kit elation filf her; and she could almost hear the ancient war songs as they had been sung at fhe 

Epping Fords. The battered and wounded clan warrrors rose from !ha ground and gathered around her. As one, they /iffed their weapons and /el fheir 
war cry echo over the valley. 

- 
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lrq Organization and Buying Criteria 
rcCI 
P, 

When playing a Brotherhood force, a player must decide if they are playing a Dedicated, First Directorate, or Second Directorate 
force. The Brotherhood does not use Dark Eden Tribes to bokter its forces. 

r." The Dedicated 
P Players fielding a force from the ranks of the Dedicated may freely select any squad on Dedicated tist. 

P First Directorate 
P Players fielding a force from the First DireGtorate may select freely from both the Dedicated list and the First Directorate Ifst. 

They may never field forces from the Second Directorate. 
F 

P Second Directorate 
Players fielding a force from the Second Directorate may select freely from both the Dedicated list and the Second Directorate 

E fist. They may never field forces from the First Directorate. 

P 
Normal buying criteria applies to the above choices. You must have two infantry units for each support unit, and you must have 

P one infantry unit for each elite. One squad per individua applies. 

The Dedicated 
Troopers 
Elite Trooper 
Paladins 
Arch Primate 
Sacred Warriors 

Individuals 
Watchman 
Cardinal Confessor Dominic 
Arch Inquisitor Nikodemus 
Redemption Assassin 

Support 
Death Angel 

First Directorate 
Pilgrims 
Resonators 
Sentinels 
Futy Elite 

Endivlduals 
Pilgrim Executioner 
Visionary 
Keeper of the Art 
Keeper Miguel Sandoval 

Second Directorate 
Valkyrie 
Mortificator 
Crucifier 
Vestal 

Individuals 
inquisitor 
Inquisitor Majorts 
Assassin 
Blessed Vestal Laura 
Sebastian Crenshaw 



Brotherhood Trc ; Specialist 
Grunl squadspfabt. ?per squad mrtal. 

( X : F c P N  L D S T W M S F C  
7 7 6 I U ~  1 S 1 8 2 3 1  

Equlpment: AC-41 Heavy Machine Gm, Carrion Enzyme 
Sprayer. 

Special Abllities: Resolve: 1. 
I Troopers 

Thase who wish to join the ranks of the 
I 

Brotherhood's military do so at the Trooper rank. 
Troopers receive a good salary, advanced training 
and great benefits for both themselves and their 
families, The Brotherhood accepts candidates for 
the Dedicated Units from rnr ~rce,  though 
they must pass an inten4 nfnation by 
agents from the Inquisition Those who 
make it into the Dedicated recelve constant 
training and indoctrination to forge them into a 
weapon of purpose and piety. 

At the Trooper level, a Dedicated warrior ts 
introduced to the Believer Armor. The Believ 
Armor is a marvel created by the Brotherhooc 
Blessed Engineers. l t  combines anoint6 
electronics with hydraulics to give the user bo. 
superior protection and mobility, Each set is 

Weapon Stats: 
AC-41 Heavy Machine Gun {belktk) 
E W 5R h M b R W M S 4  
- 3 ( ~ 3 ]  2 [ x 2 ]  -2 - - 13 - 

1st any sot 
sive exan 
to qualify. 

Brotherhood Trooper Medic 
Grunt squad spec@ffsf. oplronal up lo 1 per squad. ma! 

~ R ! w t D E W s t h W . m S R  
7 1 6 1 0 3  1 4 3 1 5 2 3 0  

Equlpment: ACT 9 Volcano Assault Rifle, 

Special AblllWes: Medic: 4, Resolve: 1. 
"' In Stats: 

19 V o l c a n o h  slrc) 
: w w  w m  s3 
L -1 0 . 5 Sec Clierl 

Brotherhood Trooper G l  Specialis1 
Gnrnf squad specfalrsr. opfmal uo lo I per squad, wrttll, 

E E f W L D K W E T W R Z #  
T 7 G 1 0 J  I a 3 1 0 2 ~ 0  

Equlprnent: HGL-50 Wrath Grenade Launcher. 
Saecial Abllllles: Resolve 1. 
Weapon Stats: 

coded to its wearer's neuro-electrical pattern by 
the Blessea Engineers to faci itate its use by that 
Trooper and prevent any other from wearing it. 
The armor also has a self-immolation system in 
it to cremate the wearer and destroy its internal 
systems if the Troopers neuro-electrical patterns 
cease c ne  other tl mper wears 
the Am 3rn the ar coded. This 
prevent per's bod) ~g harvested 
by the UarK Legion as well as protecring the work 
of the Blessed Engineers. This keeps the sacred 
technology from those who would not, or should 
not, have access--such as the Megacorporations. 

rr if somea 
nor to whc 
"s the Troo - . "  . 

?an the Trc 
mar was 1 

t from bein . . 

HGL-54 Wmth Grenade Launchsr (NIKUS~IYB, 
M : W W h R L R W W  5a 
- . -2 .3 - - g SeeCiert 

Brotherhood T moper Grenadier 
Grun: squad spmahsf, apfmnal up lo 1 per squad, norlal. 

I T A I W ~ D & D S W & T S ? ! X  
7 F I 0 3 1 4 3 1 P 2 1 7  

Equlpment: AC-19 Volcano Assault Rlfle. 
Speclal Abllltles: Resolve: 1 

Brotherhood Trooper 
Grunr trooper, reqlmwl4-F? modek, mortal 

E K W D K ~ W O ~ S K  
7 7 6 1 0 3  I d j 1 8 2 1 7  

Equipment: AC.19 Volcano Assault Rtlle. 

Weapon Stats: 
AC-19 Volcano A m u b  Rdls pallfitk) 

C C F S w M I I R w m  S9 
-i - 0 I -2 . 10 See Chan 

Special Abtllties: Resolve: 1 
Brotherhood Trooper RL Specialist 
Gvnl squad spmakt. oplmal up lo 1 per squad, ;norlai 

m ! x F w m K m s r k w M s ? ! x  
7 7 6 1 0 3 1 d 3 1 B 2 3 9  

Weapon Stats: 
AG19 Volcarn Assavh Rilc (Ml t ic )  

[ C m S R I Y A L R w m  SR 
-4 -1 O I -2 - 10 SeeCharl 

Equfprnent: ARL-57 Aetributor Rocket Calmchar. 

SpecIal Abffllles: Resok: 1. 

Weapon Stats: 
ARCS7 Relnbutor Rockel Launcher (comssi~) 

E P a F a s l n r R y r  m S4 
- -3 - -5 - 13 (x2j See C3an 

- ' J  

- ' ! Br~therhwd Trooper Decurion 
Gmnt squad leader, requfred 1 per quad. mnrlBl 

,. I' t 
.A- ~-.i--> - -- 

! -  $)p. 5 - 

nanagun. 
$; - <  Special Abllltles: Resolve: 1, Tactical Sense. 

Weapon Stats: 
.N 
4 i Confluor Cha~nsrom mndlng) 

a : w w m h R m  W 53 
I . - _ .  - ST-5 . 

%L -- I '  
PBO Punimrr Handgun /banMKJ 

I ,  ; Trooper Sniper 3; C C W S I ~ L R W M S R  
fl l l 2 t  9 - - - 

nt: GO . . nfessor Chalr 



D PC W 
1 3 1  

AC-20 Erupto ,. 

ST w 
4 3 

r light Machir ie  Gun, Carri~ 

-- .-. 
Troor 

I 
I 

' I. . 
- - - - - - -. . - - -. - .  - -. . - I 

Brotherhood Trooper Sniper Elite Trooper LMG Specialist I - - ----- - 
P 1 - 

Grcalt sqir,?rJ soecrdltsl, op180nal up Io 7 per squad, mrfal. G m i  squad s;lecfakt oplro~?l up to 2 per squad, m31tal. 4 
k E F C W L D ~ W D S F h U P R S ? P C  y : y ;  FC 

i 3 6 l t 9 1 4 3 I B 2 3 1  58 
p, Equipment: Mephisto Sniper Rifle. Equlprnent: H 3n 

Speclak Ablllties: Form Fireteam, Reolve: 1 ,  Sniper. Enzyme sprayer. * Weapon Stats: Special Ablllties: Resolve: 2. 

@ Meph~sto Sn~per Rlfh (hlrlsft) 
Weapon Stats: 

C C R S R M l W W m 4  SA HAC-20 Eruplor Ljght Mach~ne Gun /ball&) 

C -c -2 O 1 2 -1 15 See C?arl a W 91 W L R R M  sd 
-3 3 (~3) 2 1x2) -1 - - 10 See Chad 

P 
Mystic Exorcist 

F Grunl .quA specmbf, pptmnal up to 1 per sqwd, mortal channelw. 

Elite Troopers E E ! w D E m s r w m s ? ! x  
f i  7 8 13 12 S 1 4 3 19 2 33 

A? the E l i t e  Trooper rank, the soldler has  Equlpment: P-~OPunisherHandgun, 
F proven his devotion to the Cardinal and survived Special Abftilies: Channel, Mdic: 5. 

P it. He or she is allowed to don the battle robes ~f special May select up to one p o w e r b m  the AR of 
the Brotherhood, which are embroidered with Exorcrsm. 

P litanies d faith, piety and righteous fury. The Elite Weapon $tats: 
Troopers wear thess robes over their Believer P-60 pvnlshsr Handsun (barslic) 

&- armor with pride, an advertisement to all those a a MI W 

who are Ignorant of the true guidance offered by O ' - - - ' 
the Cardinal-his wisdom and clarity of vision that 

F the soldier now shares. 
It is difficult for Elite Troopers to maintain 

normal relations with their families after sewing First commissioned by Cardinal Toth over 

P the Brotherhood as they have. Families and a millennium ago, the Order of the Paladins Was 

friends don't for they have not seen the first recognized military poke force within 
F what the Trooper has seen, they do not know what the Brotherhood. Charged with the enforcement I 

the trooper knows. War changes you, and when of the Cardinal's will in the cities of the faithful, " you are forced to look into the darkest places of Paladins have become a ~mnmon sight amongst 

t+ the human sou!, it leaves a scar. The Cardinal the larger cities of ths system- 
knows this, as does the Trooper's felTow squad- An imposing sight in their ancient armor 

F mates, so they become the Elite trooper's new and cobalt robes, Paladins bear the unique 
family. F markings of their office, a stylized Symbol Oedicat 

adorned with a smatl skull in alto relievo. The 
Elite Trooper 

P G ~ W I ~  lrwper, f&y~~red 4-12 models mwlal. 
skull is a source of great pride for the Patadins 

a: RC w{ Ul bC hrm PR PC 
as it represents a glorious achievement f rom their 

F r a s 1 1  > I i s 19 2 19 past. During the years following the defeat af 

P Equipment: AC-19 Volcano Assault Rifle. blgeroth, the new Cardinal had h ~ s  hands full 
Special b bilif es: Resolve: 2. scouring the worlds clean of the dark stains of 

iF Weapon Sbts: the Legion. The Paladins of Luna, the first of the 

AC-19 vobm Assaun Kak bfstic) Order, were instrumental in assisting the Cardinal 
F' E C P B W ~ L R W M  FA in purging the crty of their taint. 

. t  fl 1 -2 . o: See Cnan 

r When the Nepharite Warlord Korabiathus 
emerged from the Luna sewers with thousands 

P 
Elite Trooper Oecurion 
Gmnt squad s p e ~ h s f .  reqUIred 1 persqvad, mort8l. of Necromutants and Heretics in tow, the city was 

P' a: R: LD PC WD dR K: at its most vulnerable. Most of the Cardinal's 
B B 8 12 3 I 5 3 19 2 21 forces had been sent off planet to assist the 

Ps Equfpment: Confessor Charnsword, MP-22 Machlne Pfslol Megawrporations on the other worlds. Luna was 
with GW-170 UBGL, left with a few small divisfons and of course, the 

rr Special AblliUes: Resolve: 2, Tactical Ssnse. Paladins. The Nepharite Warlord had been one 
Weapon Stats: 

P 
of the most fearsome of Algeroth's Generals and 

Confessor Chalnsword (rednq) had been responsible for the deaths of thousands 
C C P B 9 1 m L R m  M S9 

P during the First Crusade. That he was lurking 1 - . . "  - ST+5 . 
MP-22 M lalrNtE) 

under the streets of the Cardinal's own city was 
f i  0: m m w m w  a devious plot which could have dealt s 

0 : - - .  8 
P 

devastating blow to the fragile human survivors. 
GW-I'M Under Barrel G m d e  Launcher (variable) 

E r n S I ? r n R 1 L R W C M  54 
.cC. - o n . . - - -  See CMII 

P 
P' 375 



.. 0 0 .. - - - See C k t  
1) 

376 1 

< 

During the twelve day bloodbath, which was Paladin LnnG Specialist 
fought throughout the streets of the city, the Grufllswdsp-~lfsl Q P ~ ~ ~ J J ~ I  vp mZpwsw4 mrfal. !, 

Paladins provided astaunch resfstanceand a fe Lo #: sr aft K: 
8 9 6 1 2 3 1 5 3 2 0 2 6 0  , \  organized the citizenry to defend their homes and 

streets. On the twelfth day of fighting, the Palad~ns EqUlpmO"': HA'-'' Ervptor Gun' 
Canton Enzyme Sprayer. 

_ 7 
tricked the forces of the Nepharlte which allowed 
them to surge forward and attack the command 

Speclal Ablllties: Resolve: 2 - 1  
post itself. Though the battle with Korabiathus Weapon $tats: 

took the ltves of more than forty Paladins and H ~ 2 0 E ~ t o r U g ~ ~ G u n ~ b a m ~  
S9 

* 

several dozen others, they were able to bring hlrn -3 3 1x31 2 1x2) 1 - 10 See cfwrt _ 3 
3 down in a haze of gunfire and chain swords. 

When their Decurion raised the severed head of 3 

the Nepharite, the forces of the Legion scattered ~~~h Primates b 
into disarray. The Arch Primates are the veteran troops 

The naxi several days were spent hunting of the Brotherhood, all of which are past their 
E 

down the stragglers and cleansing the city- E ~ Y  prime but are none the less proven warriors and 1 
the time the Cardinal and hlS forces returned powerful adversaries. Since membership in the 
Luna, the head Korabiathus adom& the c iq  Brotherhoad is a lifelong affair, it has created the * 
gates. in re~ognition of their stahart defense of Arch Primates to allow older soldiers to contlnue 
the c i ~  and the Herculean feat of slaying the their service and impafi their experiences on new 

9 

Nepharite Warlord, Cardinal Toth ordained that recruits, A large percentage of Brotherhood , % 
the Order's symbol bear the skull relief to Tralnrng Academes are run by Arch Primates who 
commemorate their victory over so fearsome an oversee most new recruit training, - 4  
adversary. Though their numbers are a thousand The Brotherhood deploys Arch Primates in '1 
times their original size and their duties have defensive roles, counting on the a,d veterans 
expanded to include service within the military, and to .epulse enemy 8 
to lhiS day the pa'adins where !Itis assaults while other Brotherhood forces move into 
symbol. a more aggressive position. t 

Many of the Inquisitors have retired from 1 
Paladins 1he Second Directorate's Inquisition and are now 
Gnmt trooper, w t e d  4-12 mdsk mttal. leading Squads of Arch Primates into battle. XI 

) a : F 1 : R v U 1 P b : m s r w m P R F c  
a s s 12 3 I 5 3 20 2 25 Arch Primate 'i 

Equipment: AG19 Volcano Asssult Rifle, MP-22 Machine G w n t l m w @ r e  rqulWd 4-12mode$ 
Pistol E F C W I D ~ N O E T W R S I X  + 

B S  1 "  1 1 3 2 G 2 ? $  
Special AblllHes: Resobe: 2. 

Eqvlpment: AC-19 Volcanu Assaull Rlfle, MP-22 Machlne 3 
Weapon Stats: Pistol 

AC-19 Vokano A m u R  Rdle (bafltsfc) 3 
C C W W h a l R W m  SA Speclal Abilities: Inf~ltrate, Tactical SPnse. 
4 -1 0 1 2 I @  SccChad Weapon Stats: 1 

MP-22 Mach~ne Pistol (balhsbc) AC-19 Volcano Plssaull R IM (baMlsk) 
u: W S M 1 V I E R I M S n  O C W S W L R W M  9 1 
0 21x2) -1 - - - R - 4 ! U 1 - 2  10 See Chad 

MP-Z2 Mach~na Plslol (balMlcJ I 
ce w S r h a l R w m w  

Paladin Decurion n 2 ( ~ 2 1  -1 . . 8 .  b 
Gmf squad speoaftsf requlred I petsquad morlal 

) a LD llmr ArchPrimateDecurion $ ' l3 I 25 Gmlsqmdleader, rreqwred I persquad, mwlalchanneler 
Equipment: ConfessorChainsword,MP-22Mach1neP1stol. CI: #: ny la mp Ivf 3 
Special A'blllHes: Resolve: 2, Tactical Sense. l a  1 1  l o  1'4 3 1 6 3 20 s 34 F 
Speclal Rules: May select up to one power fmm the Art of Equipment: AC-19 Volcano Assault R~lle, MP-22 Machine 

Mentalism. Plstol w~th GW-170 UBGL 4 
Weapon SMs: Speclal Abllltles: Channel, Irdfltrate, Tactcal Sense. 

I 6, . . 
Confessor Chainsword (rending) Speelsl RuTes: May select up lo one pcrwer from the Art of 

Q : W B 1 I R L R W  m '3 .J ,* . - h y j  

, , - --, r-- 

I l/:;/il, 
2 
' I  

* 
Mentabsrn. 

1 . . -  - S T 4  Weapon Stats: 
I 

MP-22 Mach~ns Plsrol fbalhsl~c) 
R: W 9 1 P . R M R W S 4  AC-19 V o b n n  Assaull RHb (baRIslk] 

C C P B S [ ~ ~ R w W m  SP. 
P 

0 2 (fl] 1 - .  P - - -1 0 1 2 - 1g SseChan \ 

" - .k I a: w W F r n L R 1 R W F A  
MP-22 Machlne Plslol (beflsic) 

0 2 1x2) .i > .  3 
3 

GW-170 Under Barrel Grenade Launcher (vatsblej 
C C W W ~ ~ I R W C M  ?A 1 
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Arch Prim 
Grunl squad s, 

ate HMG I 
w~sflsl. optfofl, 

;pecialisl 
sE uo to 3 per st 

Sacred Warrior Decurion 
Gmnf squad leader requ~red 1 model, mmI, 

C C t X W L D C V Q E T h W W 9 R  
t i 8  8 1 2 9  2 i , 4 i a 2 3 7  

Equipment: Avenger Sword. P-60 Pun~sher Handgun, 
CS-450 Shreld. 

Speclal AbllIiies: Enhanced Charge: 1, Hate: 4, Tactical Sense. 
Special Rules: Hates Dark Legion. 
Weapon Strrts: 

Avengar Sword ( W n g ,  &ant) 
[ 1 : w S R m L A w  m4 
1 - - - -  - S T A G S  

PdO Punlsher Handgun (bakffc) 
a : w w f m L R w - m S A  
0 2 1 - - -  3 A 

INDIVlDUA LS 

~uad mrial. 
~ A R V D ~ W S T W R S T K  
P 1 0 8 1 2 3  i 5 3 2 0 2 4 9  

Equlpment: AC-45 Ai~!ocannon, Ught Incinerator. 
Speclal AbllfBes: Infiltrate, Tactical Sense. 
Weapon Stats: 

AC-45 Aulocannnn (cammiwe) 
O C w S I m L R w  W 34 
- 0 -I -3 - - lD (a2 )  SeeCcan 

UgM Inclrterator (rafmntj 
C C W E 4 M T L R W M  SR 

O SeeCharl 

Sacred Warriors 
The Sacred Warriors are fanatical soldiers 

that were originally employed by the Brotherhood 
against the Dark Legion. They were given the task 
of eradicating the forces of the Dark Soul from 

Cardinal Confessor Dominic, 
the Sheriff of Luna 

Cardinal Dominic is the Cardinal Confessor 
of the Cathedral on Luna and therefore the 

cond in command. He is a senior 
Curia and hopes to one day ---A 

our Solar System and were at the forefront 07 the 
cleansing of the dark taint from the worlds of man. 

As can be expected, the demands on the 
Sacred Warriors are heavy, with very few of the 
applicants being given the honor. Those who 
make it through the training processes are highly 
thought of throughout the worlds, gaining 
privileges no other Corporate or Brotherhood 
Citizen enjoy, These privileges often balance the 
reallty that Sacred Warriors usually lead shon 
lives, giving credence to the saying that a candle 
that burns the brightest burns out the fastest. 

Brothel 
mem br 
becorns 

'hood's se 
3r of the 
e the Can jinal himself, 

1 the Sheriff of Luna, Dominic is 
an old e infamous by his penchant for 
torture y. There is nothing he likes better 
than to wnlle away the hours not occupied by the 
duties ce by intt I /Y 
stubbo heretic. \ re 
beneal tron, he r m 
nonetheless, n IS said thar uornlnlc WIII stop at 
nothing to obtain the answers he desires and that 
no form of maiming or mutilation is too grotesque 
forthis m a n j n  fact, the more pain he can cause, 
the better. 

Dominic managed to rise to his current 
position with ruthless efficiency. No matter the '' 
scope of the task, he always completes his job, 

Cartel, but his growllng retorts 
further his perc~ 
his opi Brotherhc afford to t I- - 
nice; tt ly isn't en 3. "Beside 7 _- -  I 

you don r lnlnn me Legions 01 vamness everga. - . 
a human a second chance, do you?'* IS a 
statement he has often uttered in defense of his 
position. 

The past Cardinal appointed him to the 
Cardinalship of Luna and the current Cardinal 

t 

deeply regrets that dec~sion. His predecessor was 
much more concerned with results than I s  I 

' 1  I 
diplorn I 

thinkin! 
fond of . 1 :  
been ildwlass III r;uvarlrly up 1115 uw 
~ndisc, Cardinal Durand toleratt 

1 

Dornini or simply because the man ge I 1, 
results, uomlnlc is the perfect "bad cop" 

- L- - -- - threaten the Corporations with, and untkl he 

m 

;nown as 
man mad 
and cruel! . .. 
of his offi 
rn young 
:h his sta 
,. . .  - 

zrrogating 
While suc 
nakes tin . - .: .. 

some t r ~  
h tasks a 
re for the 

.,, . . . . 
Sacred Warriors are sent to the worst 

infestations of the Darkness throughout the 
universe spearheading assaults on Citadels and 
other major offenses against the Dark Legion. 
Torn by war and contaminated by eviE. these 
battlefields provide the ultimate test of both faith 
and rnartlal ability for the Sacred Warriors. 

Equlpment: Avenger Sword, P-60 Punisher Handgun. 
Specla! Abllltles: Enhanced Charge: 1, Hate: 4. 
SpecIal Rules: Hates Dark legion, 

pursuit of 
nion, the 
iere simp 
,. ., . , .n 

?ived wror 
bod can't ; 

lough timt 
r -  , 

Weapon Stats: 
Avenger S , radianv 

(X: P L R W M  S4 
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, needs t b  
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Can ?ssor Dominic 
I~m~ni ~ n d e r ,  11ml meper army, mml channeler 

~ ~ W l D K m S r ~ m s ~  
10 7 117 17 3 4 5 3 20 2 51 

Equipment: Bringer of Veng~nce Battlesword, Book Of 
FaFaflh. 

* I - - 
I - - .  . . ,  

I 
k-, L-- -- - - - - -Li +- --L. -- .- 

makes a serious m~stake, Durand will not remove 
him from office. Once that mistake is made 

Special Abillttes: Channel, Force Commander, Hate: 3. 

1 .  , A 
1 

IV - I -- 

Special Rules: Hates DL and Cybcrtronic. May select up to 
three powers from (he Ad of Kinetics. 

Weapon Stats: 

though, the Cardinal's shadow will quickly fall 
upon Dominic. 

Dominic's demeanor reflects his true nature 

) and wet1 as his physical-a bitter old man. Cold 
and heartless, the only time a gleam of life leaps 
into his eye is when he's presented with the 
opportunity to inftict cruelties upon others. Since 
the return of the Darkness, Dominic has been 
positively g~ddy with purpose. His life has been 

Bnngsr ol Vengence Benbsword (slashhg) 
C C W S t P M l R W m  sA 
o . . . .  - S T 6  Sea Chart one of perpetual training for this day, believing 

- - that humanity needs to be governed with an iron 
, ,-3: fist. It le control that the Brotherhood 
$a&\ maint: $y do not fall into damnation. His 

&&:&: -; methc raight forward, with fear and the 

f . l m < , ~ - L , f  - .=- --- -= 
Secona wlremorate being his tool of diplomacy. 

: r: . -,-+ 
---+g , . &+$ ..-: Dominic has l ittle patience for the 

I -.-;~q? Megacorporations, seeing them as unruly children 
who must not be spared the rod. He especially 
despises Cybertronic, seeing them in the same 
light as he does the Dark Legion, and it is well 
known that he backed Imperial's seizure of 
Eanyrnede from Cybertronic. He has a shork 
temper, which often snaps quickly and loudly. He 
expects nothing less than total subservience from 
those around him, and he always gets it or he 
will most certainly make an unpleasant example 
of the deviant. 
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ikodemr 
Born tl 

 hau us fan 
-L- . ,-, 

ranks, ch 
early mar 

With h 
--l--..l 1 

Arch Inquisitor Salvatore 
Ni US 

le youngest son of a commoner 
Bar nily, the man who would become 
SaEvarore PdrKodernus showed signs of power in 
Ihe Art as a youngster. Having great faith in the 
Cardinal, his family promptly turned him over to 
the Brotherhood where he rose steadily through 
the ristening himself "N ikodemus" after 
an tY r. 

is eff~ciency and skill In the Art, 
Nikuuarr~us ~ound ways to make himself useful 
and was qu~ck ly  promoted to the Second 
Directorate. After his initial Directorate training, 
he was placed under the direct tutelage of Arch 
Inquisitor Gabriel Victorios who taught him 
everything the young inquisitor could garner. By 
the time he had proven himself on a dozen 
battlefields, lnquisitor Nikodemas was V~ctorios' 
second-in-command. 

Then came the fateful day when the Dark 
Legion attacked the Venusian city of Kanark. 
When Victorios was killed in the initial stages of 
the attack, Nikodemus was left to lead 96 warriors. 
Valkyries. Mortificators, Sacred Warriors, and 
regular troopers under Nikodemus' command 
were pitled against a Dark Legion force consisting 
of over 2000 undead legionnaires, 500 
Necrornutants, several Nepharites, and various 
other creatures from the hellholes of Venus. 
Somehow, he managed to defeat the inhuman 
army, earning himself not only a promotion to 
Arch Inquisitor but the undying loyalty of a certain 
backwater vi 

Today  tors Nlkodemus 
is one of th an in the Solar 
System. His vu,,,,,sion rats is well above 
average, with almost no innocents put ta the 
Question, and his military career is exceptional. 
To his credit, Nikodemus has the lowest record 
of collaterat damage of any Inquisitor of the 
Brotherhood. When offered the position of 
Majoris, Nikodemus refused, stating that he was 
needed more on the battlefre!d. In the fields of 

llage near 
Arch lnqui 
e most f: - Pnnfs- 

. Kanark. 
sitor Salx  
arnous rnl 
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P 
war is where Salvatore excels. The Brotherhood careers on the bloody streets of i h e  systems 
sends him on only the most diffcult of m~ssions, team~ng cities. The Inquis~tion eventually finds 

C and keeps him on a loose rein when he is fightkng these freelance Cleaners and brings them into 
Zhe Darkness. Few know that the secret behind the Brotherhood where they have a choice--kill 

P his success is his own personal force of Sacred for the Cardinal or die for the Cardinal. It is an 
Crusaders. Consisting mainly of the survivors easy choice for many, since they receive better 

b from Kanark, these Crusaders also include many pay and better training than their former life as a 
mystical units, which Nikodemua trains in his own Freelancer. So they choose to seek Redemption b 
estates high in the mountains of the Fire Ring. in the eyes of the Cardinal by becoming his tool. 

F Standing approximately six feat tall, with an Due to their mean, streewise upbringing, 

CI impressive build and the style of a proud Bauhaus many Redemption Assassins have mastered the 
citizen, Nikodemws exudes a sense of purpose, art of the gun, and would make deadly snipers if 

@ strength and command. Fear does not touch circumstances where different, tn the Brotherhood 

rF 
Salvatore's heart and the only emotion besides though, the Redemption Assassin combines this 
determination and resolve that are shown by this skill with the pistol with the natural ab~lity to 

P Inquisitor is fury, and this is only when Nikodemus Channel the energies of the supernatural into their 
is battling the forces of Darkness. He is very bodies. The result is purely wicked. 

C pragmatic in his military endeavors, utiliztng every A Redemption Assassin is usually brought 
bit of avaflable intelligence and battlefield reports in when the Brotherhood wants to send a clear P to weave his strategy together. signal to a Corporation that they are being 

F On the field of battle, Nikodemus is not watched and punished. UnTrke the Mortificators 
afraid to probe enemy positions for weaknesses, and their Assassins, the Redemption Assassin 

@ showing little concern for the casualties that result tends to be "'messy", preferring a high body count 

C from such missions. Those who do not follow his and a brutal kill to more discrete methods. 
instructions implicitly are "guided" by Nikodemus 

CI through either rigid discipfines 07  a Flex from the R&amflon hssassin 
Art of Dominance. Nikodemus knows that Irrdlvidualfm~pw,requrr~Im&/,m~aIChanoeler. 

Ir sacrifices a r ~  necessary to ensure the success rx: FC FW ID LD PC sr SF w PR FC 

F of a conflict and he sees his forces as tools to be l1 l2  ld  21 30 

sacrificed if needed for the greater good. While Equipment: P-60 Punisher Handgun. 

F on the surface it would seem that I\likodemus is Spectal AbIHtles: Channel. Dira Rat~ng: 1, Fagt ShoY 2. 
on good terms with Dominic, this could not be Special Rules: May select up to one power from tho Art of 

t- further from the truth. Nikodemus feels the Mentalism. 
Cardinal Confessor does no! value life enough weapon Stats: 

and finds himself frequently at odds with the P B O P m l ~ h w H ~ 9 m  Wlki 

F Sheriff when his duties take him to Luna. E p e w m m R d - M -  
0 2 1 9 -  

F Arch Inquisitor Nikodemus 
F Indbtdual trce contmnder. 'rty, rVMa tchanne#er. 

CI: IE !w LO s w w * P C  
P 11 I1 11 i d  2 2 2 2 %  Watchmen 

Equipment: AC-40 dustilier L~ght Machins Gun, Ripper 

P' Charn Bayonet, Book of Law. 
A Watchman is not born hut rather made 

Special dbllltfes: Channel, DIE Rating: 3, Force Commander, 
from a lifetime of service to the Brotherhood. Most 

F Strategic Insighl. are drawn from the ranks of the Inquisition, having 

P Speclal Rules: May select up to two powers from the Art of gained an extensive kground military 

Mentalrsm. matters and grown in their abilities to Channel 

C. Weapon ~tats: 
the powers of the Art. Other Watchmen hail from 

~c-10 Jusl~ljsr ~ i g ~  Machine 6wr (bal~tk) the First Directorate's Mystics-having Spent most 
F a: w w R L R E ~ - ~ %  of their lives in combat either battling the forces 

0 3 (a) 2 ~x2)  -2 - - 10 - of the Dark Soul or quelling the rebellious nature 
@' Rlpper Chan Beyonel (fendnp] of the Megacorpomtions. 

D W S 1 1 6 R L R W  m -  S9 

iP 
o - - - . - S T 4  Seechart The experience that the Watchman has 

gained over the years has made him into a natural 
rF leader with the ability to adapt and improve 

almost any battlefiefd situation. They have seen 
F 

Redemption Assassin much, from the chaotic battles of Megacorporate 

CI warfare to the supernatural weaves of Channeled The Redemption Assassins of the 
energies, and have learned to integrate both into 

P Brotherhood are a strange lot. Most are former 
their strategies. This makes them ideal as the underworld hit men and women with the ability to 

Channel, having used that ability to further their head of any large Brotherhood battle force. 
P' 

P 
37s d 
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Watchman 
lndfvrrlual general H I ,  lid one pwsqaud, mortal chamfer 

E F C P # l D E W B W ~ Z R  
8 10 12 13 3 2 4 3 20 2 35 

Equipment: P-60 Punisher Handgun. 
Speclal Abllltles: Channel, Forward Obsewsr. 
Speclal Rules: May select up to two powers from the Arl d 

Dominance, 
Weapon Stats: 

P-60 Punisher Handgm (balhtfcJ 
C C W W h r F I L F 9 R W [ ~ S I  
0 2 1 - g -  

SUPPORT 

The Death Angel Pilgrims 
The Death Angel is a vehicle, odd in Pilgrims are volunteers from the Second 

appearance that is used to both strike fear into Directorate" troops who pass a rigorous mentat, 
the hearts of the enemy and bolster the faith of physical and spiritual test. They act as escorts 
the Brotherhood troops. Used chiefly by the and reconnaissance for any Mystic that travels 
Inquisition, the Death Angel is designed for neither to either an unknown territory or a potentially 
stealth nor subtlety. The tnquisitor behind the dangerous public venue. Pilgrims are very alert, 
wheel, who employs the 30mm Autocannon with rifles always pointed towards possible 
mounted b the front end of the vehicle's chassis, danger. This constant vigilance allows them to 
readily and extensively, lays waste to the enemy react quickly to assaults during a conflict, gunning 
while the statue of the Cardinal that rests on the down potential threats for the well being of the 
Death Angel sends a message to the enemy, as Mystics. 
well as the Brotherhood troops. The Cardinal is While the Pilgrim's appearance is as 
always present-arways watching. mthreatening as their name, their devotion ta the 

grotection of theirward and the combat skills they 
gossess, make tt~ern dangerous adversaries. 
Many a foe that has underestimated the Pilgn'rns 
nas learned to respect these stout warriors the 

cc K: tD #: sr PR hard way-postmortem. 
. . . -  - 4il - 5 23 1 71 

Anointer Mounted Autocannon. Pilgrim 
Elite !rmr, nquked.B-10 mdek, mwlal. 

E X ! W l D K W S T h % ' M @ E  
R l O G 1 1 3  1 5  3 1 9 2 2 4  

Andnlsr Mounted Aulocanmn (ballklk, mmncuh, renfmg) Equipment: AG19 Volcano Assault Rifle. 
E W R MI L R W W s 4  
- O(x2) 2 ( ~ 2 )  l ( x 2 )  - 13 . Speclal dbllltles: Camouflage: 2, Rewke: 1. 

Weepon Slats: 
AC-19 Volcano Assault Rilb (barn i t )  

G c F B S F , R l R W & !  I 

Equipment: P-60 Punisher Handgun. 
Special dbilitles: Resolve: 2. 

P-60 Punisher Handgun pallislicJ 
C C W S l f m L R W m S 9  
0 2 1 . P -  
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P ResonaZors 
Resonator Squads are rarely seen in 

@' conflicts that do not involve the energies of the 
Supernatural. They are often deployed with a 
Mystic or Keeper during conflicts with the Dark 
Legions or the razing of some powerful Dark Cult 
Temple. Other missions involving Resonators are 

@ when the First Directorate is called in to deal with 
some rogue Mafcontent Channeler of some power 
or anv clash aaainst the Channelew of Mishima. 

Volunteers from the Dedicated undergo 
Implantation surgery by the Blessed Engineers 
so that they can access and use the Resonator 
Helmet. This artifact is a highly guarded secret 
ot the Brotherhood only recently developed after 
research into the effect of cybernetics and the 
energies of the supernatural. It seems that the 
two are discordant with technology interfering in 
the weaves that must be Channeled. The Blessed 
Engineers have managed to create a device that 
can create a "fieldn of limited distortion, which 
inhibits the flow of supernatural energy. This field 
is the amalgamation of bia and mechanical 
electricity. (t occurs as a result of cybernetics 
being implanted in the mind of a human being. 
The Blessed Engineers took this theory and 
created a helmet that can broadcasl This field over 
a v e y  short distance with the assistance of 
Internal bio-transmitters. 

Since the thought of this technology falling 
into the hands of the Megacorporations is 
abhorrent to the Brotherhood, Resonators 
Helmets are set to explode once triggered by 
either the Resonators death or t he  edict at the 
Brotherhood. The explosion destroys all evidence 
of the technology as well as the brain-alterations 
dona to the Resonators. 

Resonators 
M e  h o p e r ,  required 4-70 mdels, morlal 

E R R N m K w s r w & * F c  
9 9 6 1 1 3  I d 3 1 9 2 2 3  

Equipment: AC-79 Volcano AssauY Rifle. Resonance Helm. 
Speclal bbllltles: Resolve: 2. 
Weapon Stals: 

AC-19 Volcano Assault R~fb (baRIsl~) 
O E W S R h R L R W M  SA 
4 -1 0 1 -? - 10 SeeChen 

Sentinels 
Selected from the ranks of the Dedicated 

Decurion, only those who have personally 
experienced close combat and performed above 
the call of duty are recruited into the ranks of the 
Sentinels. Combat veterans who are extensively 
trained in the art of ambush, Sentinel squads are 

most often seen tn urban combat environments 
where their Oel~verer Blades and MP-22 rnachlne 
pistols are most effective. They also see service 
in the suppork of more experienced Fury Elite 
squads. Sentinels who survive combat with a Dark 
Legion Nephrite qualify for eventual selection into 
the Fury Elite, but only the most elite will earn 
this tremendous honor. 

Sentinel 
El118 trwpar,  v i e d  4-10 mode$, mWd. 

E E ! W U 3 8 W 3 8 W ~ S ! E  
11 9 8 1 2 3  1 5  3 2 0 2 2 8  

Equlpmmt: Deliverer Blade. IMP-22 Machine Pistol, 
Special Ablllbes: Ambush. 
Weapon Stats: 

Mystic Ingressor 
Elrfe sqtlad specmI&t. ~plkmll up to 1 pwspuad, morlalchmndsr. 

I x K ~ L D ~ ~ s r ~ ~ ~ ! x  
11 10 I D  12 3 t 5 3 20 z 2 i  Ingressor 

Equlpmsnt: Book of Law, Deliverer Blade, P-60 Punlshsr 
Handgun. 

In termgator 
SpecFal Abitllles: Channel, Resolve: 3. 
Special Rules: May select up to one power from the Art of 

Dominance 
Deliverer Blade (slashmy, mdbnl) 

E W W F m l R k P M  S9 
0 - - - - -0 ST+5 SeeChan 

P-GO Punisher Handgun (beIIshc] 
M: P8 9( hR L9 E4 CA1 SA 
0 2 1  - - - 0 9 -  



" r r ?  Fury Elite INDlVlDUALS 
l . . L -  The Furv consists of veteran soldiers with 

t- .' years of servi*ce within the brotherhood and a 7' I . / proven devotion to the well-being of the Mystics. 
This body of soldiers acts only on orders from 
the Cardinal or the Curfa. - In battle, the Fury are a sight to be seen. 
Unlike the other Protector Units, the Fury Elite 
wear advanced yet antique armor that has been 
handed down (after extensive repairs) from Fury 
to Fury throughout the centuries. ~ a k h  set has 
the exploits and prayers of those who Rave fought 
and died for the Cardinar inscribed upon the 

Fury Elite 
Ehle lrmper, reqrated 4-lb mdek, mmwlal. 

a K M ' ~ ~ w s r k w m s ? ~ -  
12 9 9 1 1  3 2 C 1 2 2 7  

Equipment: I le, P-60 Punisher Handgun. 
Special Abilities: broup Assaud. 

. . - STt5 See Chart 

P-60 Punishsr Handgun (b~llistlc) 
) c C w w h r i l L R w m s  

0 2 1 - - -  9 - 

Fury Elite DeGurion 
Ekle squad leader, required 1 per squad, mortal. 

E . E R m E w s r Y m Q - ~  
12 9 9 13 3 1 7 j 20 2 29 

Equipment: Deliverer Blade, P.60 Punisher Handgun. 
Special Ablllties: Group Assaull. Tacthl Senss. 
Weapon Stats: 

Denwrer Blade (slashing, radiant) 
a, w . *  MI LR m- W .a 
o . . . .  - STt5 SesChan 

P-60 Punlsher Handgun (ballistk) 
E r n S l h R L R f i I 3 T %  
0 2 1 - - - 9 .  

tare sq~ 

a2 

Ingressor lnkmgator - gad spwrallst, cptmna/ up lo 1 per squad, morfal chafi~Wet. 
d ~ C O P C W S X W P R S K :  
9 8 1 2 5  I 5 3 2 ? 5  

nent: Book of Law, Delluerer Blade, P-60 Punisher 
Handgun. 

Special A bflif es: Channel, Resolve: 3, 
Spwlal Rules: May select up to wte power from the Art of 

Dominance. 
Oelverer Bhde (slashmg, radiant) 

E W W h A W H  
0 - - - - -0 ST15 

P4U Punisher Handgun (Mdic) 
I r : w * r . n m w d !  
0 2 1 .  - - 0 9  

sA 
See Chad 
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Pilgrim Executio 
Pilgrims who s kt courage and 

unfailing dedication 3ll-being of the 
Mystics are promoted to the rank of Executioner. 
It is the job 5t an Executioner to protect the life of 
his charge at all costs. To this end. the Executioner 
has been given the Protector Powersheild, a 
marvel from the sanctums of the Blessed 
Engineers. 

The Protector Powershield, combined with 
the training and piety of the Executioner, makes 
for a truly deadly combatant who wit! die before 
letting harm come to a member of the 
Brotherhood's Mystics. Today, the Pilgrlm 
Executioner's duties have been expanded to 
include the protection of high ranking diplomats 
and other dignitaries. 

Pilgrim Executioner 
Individual squad Jlnked officer, Ifmil f per PiIgrhn squad, modal 

~ ~ F w K I K ~ s r W ~ S ~  
:1 8 8 I 2 3  2 i 3 2 0 2 3 0  

Equipment: Protector Powstshield. 

JpOll %ts! 
aroteclor Power 
E M !  
0 - 

shield [slashiq 
A kR bF 
. . .  

Speclar Abllitiss: Camouflage: 2, Resobe: 2, Tactical Sense, 
Un~t Commander, 

Ws; 
f 

Visionary 
When the Directorates of the Brotherhood 

were created, the faithful were divided ~nto those 
areas where they would serve best. Within the 
Mystics of the First Directorate, Ihere were dozens 
of sub-divisions representing various 
speciallratlons of the Art and unique dedications 
of spirit. One such branch was the Order of the 
Divine Vision, a devout sorority of female 
Channelers who received theft Articles af Faith 
from Cardinal Martel during the Holy 
Reconstruction. 

With the sstablishmenr c f  a military guard 
within the sacred places of the Brotherhood, 
2eaders would be required to supervise them who 
were beyond corruption. staunch in their faith and 
skilled in combat. 3t was fully expected that the 
role would be accorded the Order 47 Paladins, 
but this was not the case. Cardinal Martel charged 
the Abbey of Divine Visions with the task of 
overseeing the protection of the holy p l a c e s  and 
relics of the Brotherhood. 

Led by Abbess Jan Mondevani, the 
Visionaries. as they became known, further took 
the tole of training an officer corps for the ranks 
of the Brotherhood's growing military. 
Understanding that the power to channel was but 



one weapon to use in defense of the Cardinal's 
dream, the Visionaries also adopted rigorous 
physical training as well. It was important to the 
Abbess that her charges were commanding 
solldiers first and Channelers second. The throngs 
of humanity, though grateful for their rescue, held 
Art with a superst~lious awe, sometimes feat. 
Abbess Mondevani recognized all to well that 

been ernplayed without any inliibrtors or I-' s - r- 
regulators, users have sometimes spontaneousEy 
disintegrated, suffered from debilitating seizures 1 1 - -  
or simply expired from heart failure. Because of 1 ,/ I ,/.) 

this latent danger, the Blessed Engineers of the 
Brothethood developed a machine that can sense 
the flow of power and absorb the excess energy, 
thereby reducing the danger of an overlaad by 

/ 
I 
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,L : . ,.. .>I 

I 
Ingressor 

- -  - 11 
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soldiers must follow their leaders because of 
respect, and that respect would be earned by 

the Channeler. This vital instrument is known as 
the Power Stabilizer. 

virtue of superior training and skill It is not often that Keepers of the Art are 
seen during open warfare with the Corporations As practitioners of the Art of Dominance 

the Visionaries, as they are referred today, are 
found not only in charge of Cathedral Guards but 
atso leading the hosts of the First Directorate's 
military. 

since their main opponents are the foul minions 
of Darkness. When they do make an appearance, 
carnage soon follows. It Is not uncommon for a 
single Keeper of the Art to lay waste to a 
Corporation's battle force without leaving the 
safety of a command module or the defensive Mystic Visionary 

Ind~vrdual gene~l  otticef. limit one pet quad, mwlsl channehr. 
E R W D E W S T W W S Z E  
9 P 1 3 1 4  3 2 1 4  1 8 2 3 5  

Equipment: P-60 Punisher Handgun. 

Specla) bbllltles: Channel, D~vision Commander, Forward 
Obsenrer. 

ring of his Protectors. The sight of a Keeper of 
the Art on the opposing end of a battlefield will: 
cause many Corporations, and almost all of the 
Independents, to immediately enter negotiations 
with the Brotherhood by performing 

I Reconciliation-the immediaie ceasing of actions 
j:: 

that the Brotherhood deems wrong and an 
immediate Tithe paid to the Brotherhood's coffers- <j?->; 
as the damage a Keeper can cause is almost ?)* 'd 

always greater than what the Corpomtio 
give up. 

Keeper of the Art 
I~ividual general off!cw, /id me per spud,  mortal chsnoeler. 

E K W D K M S T W I S Z E  
7 9 1.1 14 3 2 4 3 19 2 31 

Equipmew: P-60 Punisher Handgun, Book of Fa 
Speclal Ablllhs: Channel, Division Commander, Tact 

Special Rules: May selecl up lo three powers from t 
Kinetics. 

Weapon Stab: 
P-W Punkher Handgun (balhlk) 

E W 9 1 W t ! R W t M &  
0 2 1 . 9 -  

Keeper Miguel Sandova! 
Unlike many of Sandoval's fellow 

Speclal Rules: May select up to two powers from the Art ol 
Dominance, 

Weapon Stats: 
P-GO Punisher Handgun (baRil~) 
E F B S l h R l R W M S 4  
0 2 1 -  - 3 .  

Keeper of the Art 
The Keepers of the! Art are the mast 

mysterious, and powerful, members of the 
Brotherhood. They have attained the highest 
insight into the ebb and flow of the supernatural 
energies within our universe, which makes these 
Individuals exceedingly dangerous. Most Keepers 
of the Art have spent their entire lives in pursuit 
of this level of Channeling, foregoing normal 
relationships and social skills. This tends to make 
Keepers of the Art aloof at best, eccentric at worst, 
and odd all around. On the battlefield though, the 
Keeper's abilities are staggering, with few 
individuals being abre to match their power and 
skill at Channelina and even less beins able to 
stand in their way, 

- 
Keepers, he was recrhted into the Brotherhood 
rather late at the age ot 22. Since his teen years 
Miguel had put his latent talents to use in the 
Free Tradrng Company owned by his farnlly. To 
Fringers, as those Independent Companies who 
live on the Asteroid Belt are referred, the 
Brotherhood was an oppressive meddler and the 
Dark Legion they warned about little more than 
myth. That was until the day Bubastus came to 
call. 

The Marid IV Complex an Orestes 
simply stopped transmitting that fateful day, and ( 

The Keeper of the Art's Armor includes 
extensive life support systems that are designed 
to keep the wearer alive, even after suftering 
severe trauma, since the investment put forth by 
the Brotherhood in cultivating the Keeper is so 
high. While this helps the Keeper deal with 
mundane damage, it has no effect in dealing with 
the arcane threat inherent in Channeling. 

The potent Channeling individuals within 
the Brotherhood hold powers that are hard to 
cantrol and master. When these powers have 
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the orbital space station Sandusky could raise no response from its terrestrial sister. It was only hours 
before the transports came docking from Sandusky and the Blight Commandos of Bubastus poured 
into the station. The battle took onty hours, but Miguel saw it all. He saw the terror of the Dark 
Symmetry in all its horrific grandeur. He heard the allure tugging at his soul to join with the Darkness. 
He watched the slau~ghter ef his friends and family and no matter what he did, the dead and infected 
kept coming. Than, when he should have joined his colteges In the afterlife, his life was spared. 
Pinned to a bulkhead by a Curator, Miguel opened his eyes to find himself face to face with the 
Nepharite Bubastus. 

The hulking Nepharite bent down to study Miguel who forced his eyes shut to escape Zhe 
penetrating gaze. Even the darkness offered no relief from the Nepharite's glare. Deep in his soul he 
heard the Nepharites words, words he will never forget. 

"Carry this message to those who will come after." He whispered wordlessly. The Dark Soul 
has returned to welcome its children home. Resistance only pleases us, so do struggle.'' 

At that Miguel collapsed, released from the Curators grasp. When he awoke he was on a 
Brotherhood gurney, the only survivor of either the complex w the station. During the weeks of 
interrogation Miguel relayed all he could remember and was sanctified as free of any touch of the 
Dark Symmetry. Having learned of his innate talents, he was recruited into the MysZics and he has 
advanced in those ranks ever since, a man dedicated with a passion to fight against the darkness. 

Though he has never regained hls sight and has disdained any cybernetic implantation, Keeper 
Sandoval is a relentless opponent of all heretics, especially those of the Apostle Dernnogonis. To 
those who do not know him personally, one would never guess he had lost h ~ s  s~ght, his confident 
strides showing no hesitation or uncertainty. 

Keeper Miguel Sandoval 
lndrvfdwalpneral offcar, 11ml me per a w ,  mortal channelpr 

E ~ W J l . D ~ ~ $ r W ~ ~ ~  
7 9 1 4 1 4 3  3 4 3 1 9 2 5 1  

Equlpment: Gehenna Puker flamelhrower. 
Special AbfIl6es: Channel. D~uision Commander, Hatw 3. 
Special Rules: May select up to one power from the Art ol 

Klnetlcs. Hates Nephantes of Dernnogonis 

Gehmna Puker F lamelhm (fadanfJ 
O C F $ W f m L R W I M  SCL 
. - -  - 11 See Ckrl 



Valkyrie 
The Valkyrie Sisterhood is an all-female 

division of the Inquisition. It is a specialist branch 
of battle hardened women who take their role in 
the defense of humanity and the Light most 
seriously. All of these women have the ability to 
Channel and have trained together in one power 
of the Art, giving them an unparalleled coherency 
in battle. 

On the battlefield, the Valkyrie often hunt 
down the heavily armored portions of the enemies 
troops, be it tanks or foul necrofied creations. 
Valkyrie Squads quickly engage and destroy such 
targets with well-coordinated assaults, grving 
them a fearsome reputation throughout the solar 
system. 

Valkyrie 
Ehle I m ~ c  required 4-8 d e k ,  cbannefer. 

~ E ! 4 v t D K . r n d h W m s k  
10 9 10 12 3 1 5 4 19 2 27 

Equipment: Castigator Power Spear, P-60 Punisher 
Handgun. 

Speclal A bll!%es: Para-deploy . 
Weapon Sbts: 

Castigator Pwrer Spear (slashffigl 
E W 9 1 h a L R W  $4 
Q - . . .  - ST+8 - 

P-6U Punkher Handgun (baflisfic) 
[ 1 C w S I m L R m - m S A  
0 2 1 - - -  B - 

Val kyrie Dmurim 
Nfte squad leader, fequ~md I per perad. dmmelsr. 

E ~ W l D K W S T W & R s ? E  
11 9 12 12 3 1 5 4 19 2 28 

Equipment: Castigalor Power Spear, P-60 Punisher 
Handgun. 

Weapon Stats: 
Castgatw Pawer S p r  (HasMng) 

O C W 9 t M t L R W  Ud SP, 
[ ; . . . -  - ST+B - 

P40 Punisher W g u n  (ballisic) 
C C F 8 9 1 m t R w m S 4  
6 2 1 . -  - 9 -  

Mortif icatars 
Mortlficatots are the Cardinal's assassins 

They are chiefly used to extermmate enemies o 
the Brotherhood who are either too influent1 
publicly punish with the Inquisition or are too 
fortified to send in the Dedicated. To this end, the 
Mortificators are masters of both stealth and silent { ; 
k~lling, being able to slip past security syst 
and safeguards to reach their targets. 

Mortificators are an effective tool of 
Brotherhood. known within the Corporations 
'The Cardinal's Shadowsn. Their work IS either I 
untraceable, with their target's death appearing fr ->, 

to be erther an accident or of natural causes, or ',, r.. 
the Mortifrcator can leave a bloodbath--an '\ 

obvious warning to those who have strayed from ', 
the loving embrace of the Cardinal. 

While the Mortificators are well known 
among the intelligence networks of the 
Megacorporations and the Cartel, to the common 
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man, the Mortificators are merely rumors. To the Crucifier 
' --z -: man on the street, Mortificators are simply elite W e  trwper wrdrw'24 d e b ,  ma!. i 

troopers dedicated to rousting out heretics. The U: rr: sr Q * 
general populace doesn't look kindly on the '' ' " ' 21 

defenders of the! tight using the shadows to Equlpment: MP-22 Machine Pistol, Punisher Short Sword. 
, $  

silence those who know too much, or have gone Speclal Abilities: Secondary Attack Tactical Sense, , I 
too far, but they understand the sewice these statst 

MP-TZ Machlne Platol (bakflc) 
+ h 

shadowy figures provide. 
D W W r n L R r n d S k  
0 2(X2) - 1  - - - 8 - w "  

Mortificator Punisher 5hon sword (sbshing~ 
c r : W s l ~ U I R  [X1 W 

F 
: feqMed2-4 n 

n - W P R s i P e  
0 -  - . S T + 4 -  

: w U) 'r 
e 11 6 3 2~ 2 35 

kqu~prnent: MPaz Macnlne Pistol, Mortk Sword. I 
Spselal Abllitles: Shadow Walk, Enhanced Charge: 1. 1 
Weapon Stats: 

MP-22 Machme Plslol (bafhllc) F 
ce w w m k m m s  
o 2(x2) -I . . . I 

Morlis  word (dashing) Vesta Is 
~ F B W N R ~ W  I hike the Valkyries, Vestals are also 9 
2 .  . . - 

comprised of only female warrors. Unlike the 
Valkyrie, the Vestals are not trained for 3 
deployment from the air. They are in fact superior 

, + 
dose combat specialists wha are infamous for 
their coordinated attacks and devastating 
damage. Both these ilnits begin their training at 
the Monastery at Karkov where, during rigorous 8 

Crucifiers 
The crucifiers are the result of recent exercises, the Women best suited for the Vestals . 4  

advances by the Blessed Engineew. Volunteers are separated from the Valk~rie. considered to 
from tfie Second Directorate undergo extensive be elite warriors, the Vestals receive extensive 'I 

surgery with the impfantation of limited cybernetic wmbat training specializing in urban pacification 
interface controls hardwired into their brains. and heretfc ~urging.7-he~ are a fierce and devoted I 

These interfaces allow the volunteer to access Unit, accorded great honors for their dedication 
s 1 

and control the Cruafpr Exo-Armor as if it were to the Cardinal and for their VOWS of celibacy. 
a natural of thsir body. F~~~ this point the Often referred to as the Cardinal's Handmaidens, 'r 

newly donnd Crucifier receivas extensive training the Vestals consider the purity 01 the spirit linked 
in the use and control of his amor and  extra in tin sic all^ to the purity of the body. 

1 
Mostif caror 

limbs-a difficult task to master. Once the In combat, the Vestals are led by a Blessed '3 
-4 volunteerand the armor actasone,they are ready Vestal, a higher ranking sister w h  has also been 

I ;  for battleand battle k where they excel. trained to harness the Art of Exorcism. The t 
I 

( ! I ,  Crucifiers aw sent to the field in teams of Blessed Vestal forgoes the use of their weapon 
mo to four+ One Crucifer is good for eliminating of office preferring the Deliverer Bade for close 

'1 

a squad of grunt soldiers, while tour can . f  

effectively collapse an enemy flank. Sf the Crucifier 'r 
is able to close within the enemy's position, 
reaching hand to hand combat, the result is wt 3 
ghastly, with the tattered remains of the Crucifier's ES,e,mqoer, 
victims leaving a bloody trail in his wake. They a FI: ~ l r  $r g fe I 

- are, for all Intents and purposes, murdering 11 9 11 12 3 1 5 3 20 2 2& 1 
machines. Equipment: Castigator Power Spear, P-60 Punisher 

The CrbClfielS are a relatively unknown Handgun. 9 
group outside of the Brotherhood. Only those who Abilit'es' GroupAssau't~ 

have had the unfostunate experience of fighting Weapon 4 
against the Crucifiers have any idea of the C ~ i ~ a t ~ P O W B ~ S p e a ~ ~ S l a s ~ ~ ~ m  - m-SR - B 
viciousness and the effectiveness of this unit. O . . . .  - ST+€. - 

However, with their more recent usage, the word p.60 ~ n i s h e r h ' ~ ~ g ~  fba,,/#~]- I 
is spreading fast in rumors and half-truths a m W In R !?d 
amongst the other Corporations and the 0 . 2 1 .  - 9 - I 

Independents. i 



Blessed Vestal 
W e  sqgad tead~r required 7 persquad, mdaf chanwler. 

a R Z Z P d  
Z O  2 3 

: l w m  
1 12 13 

it: Do1 
h t l I H h - .  Phr 

iverer Blade, I 

SpecIal Rules: May select up to one power from the Art of 
Exorcism. 

Weapon Stats: 
Oollwrer Blade (&&.ins, fadhi )  

C C f S W M l A E F I M  S9 
0 - - - . - ST-5 %Chart 

P-GO Punisher Handgm (balkstfc) 
C C m s k R V I E R m S 4  
0 2 1 - - -  B - 

lint of the 
someone 
I in the dl 

Darkness 
! under : 
readed In .. . 

Inquisitor 
Ind~tdual gened  ofker,  hmit one pet mad, m#.?l channelsf, 

11 111 12 52 1 ' 
Equipment: r 1s Gun, Ripper 1 - - 

D S f W  
1 6 3  

,r Light Machi~ 

Special Ablllties: Channel. Dire Ratmg: 2. Division Commander. 
Specla! Rules: May selM up to one power lrom the Arl of 

Mentalism. 
Weapon Stats: 

AC-40 Jusl~Her LgM Machine Gun (ballslsllc) 
m x: FB m - m @ t m w  
0 3 1x51 2 1x2) 2 - - 10 - 

Rlpper Chan Bayonet (renblng) 
u : W S R h F 1 L R W  sA 
n . . . .  - S T 4  SesChan 

OFFICERS 
Inquisitor Majoris 

Those Inquisitors who are extremely adept 

Inquisitors at tracking down individuals, leading 
investigations and acquiring confessions, no 

lnqujsitors are the most visible matter the means, are promoted to the title of 
manjfestation of the Brotherhood, being stationed ~ ~ j ~ e ~ .  ~h~ of a ~ ~ j ~ ~ i ~  is much larger than 
in almost every level of society in most bastions that of the normal Inquisitor, for they are tasked 
of; humanity. Often referred to as the Cardinal's ,fth finding those who have the ability channel, 

they Elre the emklcliment of pursuit but are not members of the Brotherhood. These 
and punishment- The the destrny and+ the individuals are deemed a potentiaf threat to 
essence of an Inquisitor is to root out all traces humanity, which must be either brought under 
of the Darkness, both on and off the battlefield the tutelage of the Cardinal and the Curia, or 
and eradicate them. An Inquisitor's authority is destroyed. The Majo~s travel the 
absolute, their judgment both final and fatal. System searching tor such individuals and may 
lnquisitos have the abiliw to go anywhere without ,-all on the assistance of the Second Directorate 
permission Or sanction. refusal a pa@ or any faithful corporate branch office to carry 
being investigated will immediately bring the out his 
forces of the Second Directorate to "police" the 
slte in question, if it 4sn't simply razed to the On the battlefield, a Majoris will mostly 

gtound. concentrate on finding the enemy's Channeler. 
The Inquisitor will then wade through any 

For the common man, an Inquisitor need opposition, using his machinegun and chain 
only think that a t ; is present bayonet to clear a path, until he is face to face 
before placing and with the Renegade. At this time he will either offer 
questioning therr terrogation the rogue Ghanneler his hand in guidance back 
Cells. Confessions are always arrarned, even if it to the flock of the Brotherhood or a quick death. 
is obtained during the suspect's dying breath. when the M~~~~~~ comes across someone or 

Despite this image, all of an Inquisitor's something ChannelFng the DarkSymmetry, there 
time is not spent tracking down Heretics and Dark is only death. 
Cultists. Often they are called to lead the forces 
of Light, both of the Brotherhood and the Inq~i~itQrMaj~ris 
Corporations, against the tangible forces of the ld'v'dual~nwa' offre< fiMmonrpersrfuad. ~ l ~ ~ .  

Dark Soul, the Dark Legion. It these times that 7 --y -y 7-  f the lnqufsitors live for, with no questions to be 
asked, no lies to be sifted through, no gray areas Equlprnent: A M 1  Heavy Machine Gun, Personal 

Incinerator, Book d Law. 
to investigate' On the there is Only black Specfal Abfl,tls: Channel, Dire Rating: 4, Force Commander, 
and white, good and evil, friend and foe. 

Speetal Rules: May select up to two powers from the Art of 
Due to their intensive training and Mentalism. 

impressive Channeling ability, an Inquisitor is a w,,,~,, %ts: 
fearsome foe who is able to lay waste to common ,,,, ,,, M,h,,, ,,, btMicI 
enemies by the dozen. Combined with an cx: w sl MI W - S i  m--3  
unwavering faith and a fear-inspiring presence, - 3 1 ~ 3 )  ~ ( ~ 2 )  -2 - - 13 - 

Inquisitors make natural leaders on the fields of 
P ~ l ~ n e ~  (FL  - -# - 

war. being able to root a man to his station by - . . . .  - 10 See Chan 
faith, fear. or both. 

387 



- Inquisitor Majoris 1 
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Assassin 
The name assassin is a crude one which 

conjures up images of violence and death, fn 
spite of this reputation it is used with deliberate 
intention. The Brotherhood knows lull well the 
impact this name has on the masses and even 
the corporate governors understand their role. 
While the Mortificators are the Cardinal's 
Shadows, the Assassins are his Daggers, 
working in full view of the populace and with full 
sanction from the Inquisition. Brotherhood 
Assassins are often sent when the Brotherhood 
has no other recourse to pursue. Having 
exhausted all other means at enforcing 
compliance, Assassins are the last resort. 

Assassins are a fearsome opponent, drawn 
from the ranks of Mortfficators far their 
exceptional skills and savagery. On the battlefield 
they are &en sent on ahead of the main force to 
eliminate the enemy command structure and 
leave their army leaderless. 

Assassin 
hd~vrrlval froo~sr, limit m per squad, nwnr 

E S ! m D m m s T Y m I R  
i a a  a 1 1  3 2 6 4 1 9 2 4 1  

Equlpment: HSG Rnal Blessing Throwing Sp~kes, Mortrs 
Sword. 

Specfa! Abllltles: Stalk: 6. 
Weapon Stats: 

HSG Final Blmsmg fhmvirg Spkes (iwH~slicl 
E W W t m U I W M  S9 
- 0 (I - 8 See Chart 

Monis Sword (slashhgj 
i X : W W M 1 U ( W  M FA 
2 .  . . S T t j .  



Blessed Vesta 

spirts Frc 
?rhood en 
?t Laura E 

. .  . 

Laura was a member of a Capitol family, her father in the upper-mfddle management of an inter-planetary shipping company. 
She had a typical upper-middle class life--good sc'nooling, proper friends and all the luxury that a well-to-do Capitol family could 
provide. In high school all the boys wanted to date her and a!! the girls wanted to be her. On top of this, Laura was an amazing athlete, 
having won awards in many rm an early age, and she was poised to go to an elite college in San Dorado on an athletic 
scholarship. When the Brotht terecl her life, Laura's world was irrevocably changed. 

On the fateful day thz ~roduced her greatest athletic efforts, crushing all provincial records, she was visited by the 
Brotherhood. An lnquis~tor Majorts enrered her family's home, interrupting their celebratory dinner and informed Laura that she had 
the gift of channeling. Laura's family had no choice but to let the imposing bloodhound of the Cardinal take their only daughter away. 
Laura had no choice but to follow the Inquisitor Majoris. 

Laura's training was difficult at best: Raving grown up as a spoiled and willful child, her progression within the Brotherhood was 
painful and trying. She was caught many times attempting ta escape the training facilities, aTways brought back by the Inquisitor 
Majoris who originally found her. Laura's attitude completely changed though when she witnessed the capabilities of the Dark Legion 
and became aware of humanity's peril from the Darkness. At that point Laura changed-matured. She joined the Sisterhood of the 
Blessed Vestals and began to fight for mankind In earnest. Unlike others of her rank, she preferred to keep the Order's weapon of 
oRice and uses it to this day. Laura's past as an athletic team leader began to resurface as she motivated, pushed and lead her Squad 
tlme after time in battle. This determination and leadership earned Laura a special place amongst the Vestals and has afforded her the 
honor of the Rose of Valor. 

B l w x d  Vestal Laura 
In~~vrJtral pneml oftcer. hml me per army, morlat cttanneb. 

E K R V t D & W S W M S R  
12 11 13 13 ! 3 6 S 21 2 46 

Equlprnent: Castigator Power Spear, P-60 Punlsher 
Handgun. 

Speclal Abllltiss: Channel, Divis~on Commander, fitst Str~ke. 
Speclal Ruln: May select up totwo powers from the Art of 

Exorcism. 
Weapon Stats: 

Cast~gator Power Spmr (skshlng) 
a : n s r m w s t  nn sr\ 
o - . . - s r t e ; .  

P-GO Punlsher Handgun (ba1Isf1c) 
E W R I I R L R W D A I  
9 2 . - -  9 .  



Mortificator Crenshaw 

The name Crenshaw is  legendary amongst 
assassins everywhere and if death had a name it would 
certainly be Sebastian Crenshaw. No other Mortificator in 
the history of the Brotherhood has racked up more 
confirmad kills against so many important targets. The 
legends say that Crenshaw has never fail&--at least when 
working on his own. The legends are right. 

Like all Mortificators, Crenshaw's history is left 
behind, having been purged from a!! records the day he 
donned the Qufetus Armor of a Mortificator. Now in his 
late fifties, Crenshaw is the picture of a noble gentfeman. 
Originally, he hailed from the Imperial clan of Crenshaw, 
but his family, which regards him as their black sheep, 
has tong since disowned him. His early breeding still 
shows, though. He speaks with a crisp. stilted accent 
harking back to the times of knights and castles, and his 
mannerisms are as sharp and refined as his philosophy 
and his mind. 

He hit at official parties and celebrations. 
Always th r, he can discuss just about any topic 
with anyo ]re often than not come out on top. He 
never lases an argument, as he refuses to be drawn into 
any situation from which he cannot at least force a 
stalemate. 

His mustache and full head of hair are a brilliant 
white, as  shy eyek ch stand out over 

is a great 
le charme 
ne and rnt 
- A - - . - 

are his b~ 
'ing, pale 
instantly p 

. . . .  . 

brows, whi 
. The beg 
A the corn 

. ...- 
his spark1 blue eyes innings of a smile 
almost co lay arounl ers of his lips, and he always ething ready and witty to say, 

In the tlela, of course, he IS a d~nerent man. When Crenshaw uons na Mortificator uniform, he suddenly becomes business-like. 
There is little honor in assassinating a person, he knows, but iPs a job that must be done, and as hs has the stomach and, apparently, 
a fair amount of talent for it, he does it. 

He rarely if ever discusses his work, and when he does, he uses only simple, straightforward words to describe what he has 
accomplished. He considers himself to be a valuable sewant of the CardinaMruly an understatement. He often reports directly to the 
Cardtnal himself. and never to anyone of lower rank than the Curia. 

Due to his position, Crenshaw is occasionally asked to work with younger Mortif~catars to show them the ropes. Nothing frustrates 
him more than thoughtlessne :ornpetence. He is mercilessly frank in his evaluations of those who work under him and wver 
hesitates to express his opin mows that younger Mertificators wHl learn quickly, and they had better, lor a Mortificator who 
learns slowly is often a dead or. 

He is perfectly wilRng to let his students make their own mistakes, up until the point that they're jeopardizing his life, their own or 
the mission. Then he slams on the brakes and wrests control, griping all the while about being forced to work with such rank amateurs. 

Once someone makes a mistake, he is not likely to let him forget it. He is not a complete ogre, however. He respects and admires 
competency and knows the importance of a person struggling ta give 

best. He r lat for his people, refusing to let them be 
pegoats ir 11. Me has offered himself up to shoulder 
! In the p l ~  i y  younger Mortificators when a job has 

been bungled. So tar, no one has ever dared to take him up on it. 
Crenshaw's ability to kill efficiently is without question and there is a 
saying amongst the Curia that there are onfy two sure things in the 
Solar System-Crenshaw and Tithes. 
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S e h  ;haw 
Indmldu, r, h ~ d  one per army, mmortal chameler 
02 U ) P C r n s l r n m r k A S E  
1 I d  $ 1 3 3  3 8 3 2 0 2 6 2  

Equipment: CA-50 Avalanche Handgun, Mortls W~rd. 
Specral Abllltles: Channel, Unseen Assailant. 
Special Rulea: May select up to one power fmm the Ad d 

Menta~lism. 
Weapon Stats: 

CbbD Avabnche Handgun (Wit) 
E W ' S t M R L R W r n  ?A 
0 2 0 . -  - 9 See Chart 

Mon~s Swwd glashg) 
cr: w w m-UI -I# M SA 
2 - . . - - ST+5 - 

L - 



s of thc 
There are rn; 

I physical effects. TI 
any  differ^ 
m e  appr 
;he had rt: 

?nt approaches to Channel~ng the AC-transfo~ming the energies of the supernatural Into powers w ~ t h  
oaches are fundamentally different, based upon the individual personality of the Channebr and  the 1 2 

training that he or : zceived, and as such will have diverse effects when employed. The var~ed divisions within the Art are 
referred to as Aspects and rniglif be described as colored windows that transform the White Light into the varied colors of the 
specirum. These Aspects are called Arts and wllhin each of these Arls are a myriad of M inipulating the power-of rdlec 
focusing and dividing the energles into different weaves and flows. Each way is called 

1 
I 

Tt:~s Aspecl of the Arl focuses on the manipulations of material objects and is often used in combat in both an ofiensive anrl defensive 
manners. The Art of Klnetrcs 1s both the most powerful. and most dangerousof the Aspects to master considering the amount of concsntm21on. focus 
and energy needed to affect the rnaferlal plane. 

3 .  Dissipation 
cost: 2 
Range: Self 
Magnitude: 4 
Actions: 1 
Save. NIA 
Effect: A successful channeling of this power coalesces a field of mw energy that wreathes the Channefer. Should that Channcler bethe 
target of any Channeled power while underthe ~ I f e c t s  of this power, that power IS negated by the Dissipation. Once it negates a power it 
too rs negated. Dissipation lasts until the Channeler's next activation, 

2. Overwhelming Presence 
cost: 4 
Range: Broadcast Sell 
Magnitude. 3 
Actions: 1 
Save: LD 
Effect: A strccessful Channel ot ti71s Aspect unleashes an imposing umbra of power around the Channeier. Enemy units that attempt to 
target tho Channelerwith an atrack w~ l l  be subject to the powerful presence he has conjured. Any enemy models that attempt to charge the 
Channeler under the affect of thds power must make an LD test (less Magnitude) to d e t e m ~  3ually alfernpt the attack. 
Failing the roll mcans t h q  trooper has lost the action though they may try again with a sepal 

Sho~tld e model wrlii an RC weapon targel the Channeler underthe affect of Ihis penalty of -2. 

ine wf~athe! 
ate action. 
; power, he 

-they will ar 

will fire at a 

3. The Cardinal's Cri 
Costm 4 
Range: FocuscO LOSf 
Magnitude. 2 
Actions 1 

Save: AR 
f tfect. A srrccessful Channel of this Aspect c 1du3 between the Ghanncler and the target i r  311 of energy is funnoled. 
Tile Channeler may target any enemy model ]e The DAM of the attack is 9 +'I point of damage ror each Iwo points of Magnitirdc 
added. 

I 4. The Cardinal's Protection 
Cost: 3 
Range: Focused LOS/lP" 
Magnitude: 4 
Actions: 1: 
Save: NIA 

I Effect: A successful Channei of this Aspect will erect a shimmering field around the Channeler or afriendly unll that is Mortal within range 
(vehicles are unaffected). This shield glves the target a + 1 to its AR value for the remainder of the turn it was channeled. 

5. Teieportation 
Cost: 8 
Range: LOW 18" 
Magnitude: 2 
Actions: 2 
Save: NIA 
Effect: A successful Channel of this Aspect allows the Channeler to move h~rnsell from one point on Ihe battlefield to anothe 



r 4 l t :  HII UI uulrllriance is founded upon the use of supernatural energies to augment and impose the will of the Channeler 
upon both others and the environment. It is a demanding Art, and those of weak m~nta l  fortitude cannot handle the complexities of 
both thought and deterrninat~on necessary to Channel the powers of this Aspect. Those who employ the powers of this Aspect do 
so to change tlie hearts and minds of both friend and foe, striving to influence the outcome of the current situation throuah sheer. will 
and determlnntion. 

1. The Will of the Cardinal 
Cost: I 
Range: 12-24"IFocused LOS 
Magnitude: 3 
Actions: 1 
Save. AR 
Effect: By focusing his vast mental powers, the Channeler broadcasts a focused manta) surge that Invades the m~nd of a Mortal target 
wrZhin range. This blast of power is in reality avery convincing form of suggestion which Ihe target must attemp! to disbelieve. Tnis is 
not an easy task and falure to resist this ill~lsion w~ll resttlt in the model suffer~ng a wound as i t  believes the pohv~rft~l attack was very 
real. The attack has a damage rating of 9, 

2. Emerald Shroud 
Cost: 3 
Range: Self 
Magnitude: 3 
Actions. 1 
Save: LD 
Effect: A sr~ccessful Channel of this Art surrounds the Channeler with a convincing glamour. Models that targel Ihe Cl~anneler wlrlle he 
is enshrouded by this power must make an LD test (less Magnitude) or they will believe t h ~  Channalsr to be a member of their army and 
not altaclr Iilrn. Only one test need be made per enemy model largeling him. [allure meaning the enemy model musl target the nexl 
closest moclel or perform some other action. 

This pnwer lasts unt~f the end of the turn.. 

3. Heed the Word 
cost: 5 
Range: Self, Command Distance 
Msgnltude: 2 
Actions: 1 
Save: N l A  
Effect: A successftll Channel of !his Art enables the Channeler to broadcast h ~ s  wrath to enemy models nearby. The Channeler Es 
considered to have a DIRE Rating of 2 until its next actluation. Should an enemy und FllAer a casualty from a Channcler under this 
effect (and within range), then that unit must make a Panlc Test at the end of the trim. 

4. Restoration of Faith 
Cost: 4 
Range: Focused LOS 
Magnitude: 3 
Actions: 1 
Save: N/b 
Effect: A si~ccessful Channel of this power will insfifl courage and a sense of security in a Squad that is currentTy Panizked or Broken. 
The Channelor may target any friendly Unit within range of the power. That unit may now make a Rally check under the effective 
leadership of the Cliannelet. 

5. Confusfrsn 
Cost: 6 
Range: Focused 1 5  
Magnitude: 5 
Actions; 1 
Save: LD 
Effect: A successful Channel of this power will allow the Clianneler to flood the minds of his enemies with conflict~ng Vtsions and 
memories about his role in the squad. Models who fail to save against this power have their Leadership reduced by -4 until the~r next 
act~vation. Additionally, affected models loose any Wait Countca and may not use Tactical Sense. 



- 
H ~ I  OT Exorcism 7' 

Art of Exorcism is based entirely upon the idea of ilsrng the energies of the universe to heal and lo cleanse Exorcists E 
able to Channel these energies into people and places that have been disrupted or corrupted by eilher physical damage Or Z 
presence of ta~nted energies, rsal~gning the snergtes fo either repair or expunge the cause of the problems. 

1. Exorcise Barrier 
Cost 4 
Range: Focuse&Touch 
Magnitude: 5 
Actions: 1 
Save: N/A 
Effect A successful Channel of this Afl allows the Channeler to tauch a physical obsTruction like a wall or rock and create a spatial if: 
tlhrough il. Wh~le In contact with the abject, whose total thickness must  not be greater than 3", the Channeler can move through the 
owning to the other stde. Thls path IS a stra~ght l~ne from one side to the other. Sho~rld a ChanneEer spend his remalnlng aclrons In 

touch with the opming, he may hold it open far hrs fellow squad mates to also use. T!i@ r~ft is not as clrsorienting as a telcporl over 
d~stances sa no penatw rs suffered when emergtng on the otherside. 

2. Exorcise Flesh 
Cost: 8 
Range: LOSJ 2" 
Magnitude: 'speclat- Ghanneler must roll a 5 or under. 
Actions: 1 
Save: NIA 
Effect: b successful Channel of this Art will restore 1 Wound to a friendly Mortal model that has svsta~ncd damage within range of the 
Channeler. A modal cannot gain more wounds then started with in their original profiLe. 

3. Exorcise Darkness 
Cost: 3 
Range: LOSI24" 
Magnitude: 5 I 

Actions: 1 
Save: NIA 
Effect. h successful Channel of this Art causes targeted mortal rnodsllunlts eyes to see more clearly and perceive nuances that would 
normally be overlooked FiC attacks made by models underthis affect are ~mproved by 1 point until the encl of the turn. Non- 
c~rrnulat~ve. 

4. Exorcise Spirit 
Cast. 5 
Range I -OS I?" 
LOagnitude 5 
Actions: 1 
Save. Nth 
Effect A socr=ssf~~l Channei of l h ~ s  Art augments the physical vigor of a friendly model or unii. Morlal models affected by this power 
f~nrl thwr naturrtl meed enhanced and their MV value increased by 1" until the end of the turn. Non-c~imi1lativ-2. I 

5 .  Exorcise Doubt 
cost: 5 
Range LOSl18" 
Magnitude: 4 
Actions: 1 
Save: NIA 
Effect: A successful Channel of this Art makes a targeted friendly unit withfn range immune to the effects of Pan~c and Dire. This 
effect lasts untlf the end of the turn. 

I 
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f Mentalism allows those who Channel its pow€ orm fantastic physical feats 1 superhuman. 
Those nnel this Aspect focus the energies of the supern, ards u ~ o n  themselves, combir 8 energies w~th  
their boa~es to Implove their natural abilities and physical prowe: 

that seem 
ling nl~ose 

1. Litany of Ma1 
Cost: 5 
Range: Self 
Magnjfude: 3 
Actions: 1 
Save: MIA 
Effect. A successful Channel of this Arl will align the Channeler with the chosen target on both the physical and meta-physical plane. 
ensuring thar the Channeler's aim will be true. If the Channeler successfully Channels lhis powerthen the next RC act~on that it 
performs gs~ns a 4 bonus 

2. Litany of Sovereignty 
Cost: 2 
Range: Self 
Magnitude: 2 
Actlons. 1 
Save: NIA 
Effect: A successful Channel of this Art empowers the caster with an additional +I lo movement and allows them to pass over rough 
terrain as if rt were normal, 

3. Litany of Steel 
Cost: 4 
Range: Self 
Magnitude: 3 
Actions: 1 
Save: NIA 
Effect. R successful Channel of this Power bestows the Channelerwilh amazing endurance. allawing ~t to shrug off 311 but the most 
powsrlul attacks. Unlil theendof the turn in which this power was Cllanneled. the model's AR ral~ng is tncreasecl by2. 

4. Litany of Might 
Cost 4 
Range. Sell 
Di f  iculty: 4 
Actions. I 
Save- hIIR 
Effect: A succe~sfwl Channel of this Art imbues the Channeler with incredible strength. Until the end of the turn, the Channeling 
model receives a bonus to ~ ts  ST value of +3. 

5 .  Litany of Justice 
Cost- 8 
Range: Self 
Difficulty: 4 
Actions: 1 
Save: NIA 
Effect: A su~cessful Chsnnel of th~s Art envelops the Channeler wlth an aura of imperceptible power. The effect lastsfram the time it 
is cast until the models next actlvat~on. Model's that spend an action to la~rnch an attack an the protected channeler and score a 
successful hit (though not necessarily a wound) w~ll experience a psychic backlash of pan, doubt, and remorse. Thc attacker's 
effective close combat sk~ll wilt be reduced by -2 for each acllon spent that results in one or more close combat hits being scored on 
the modal. The effect is cumulative, last~ng unt~l the end of The attack~ng model's activatron. 



Konrad could not see as he felt consciousness return. 
He knew only that he was not in a trench on the Ceta Run. 
The air smelt of musk, with a hint of perfume. He was lying 
on something hard, yet covered with soft materials apparently 
for his comfort. In contrast, Konrad found his arms and legs 
bound to the make-shift bed. His eyes were 

>>>System diagnostic in~tiated ... orgar ments 
stable. ..trauma to bff and right legs.. . right organic r lcfional 
due to massive trauma. ../en ocular imp18 ring wilhin normal 
parameters. . .~espiratoryand circuIaIory sys oning.. .indications 
of  foreign chemicals and medical rendel nencing chemical 
analysis.<<< 

"Konstantine?" the voice repeated softly. A soft sensation 
gripped his callused hand. 

'om tee 

The mud was thickly caked on their boots, a mixture of 
blood and rain creating a clinging paste that found its way 
into everything. As they reinforced their position in the trench. 
the Cybertronic soldiers TI'' Scorp 
heedless of the artillery bi itining do 

Wind and rain createa a srark contrasr as rne ttery 
explosions of Bauhaus' near ceaseless mu1 Conrad 
had seen this before, many times. Bauhaus 1 foe to 
retreat from any conflict, no matter how futil xition. 
Regardless, the spaceport would belong to ~y~sn ron i c ;  the 
Taurus Tactical Group had cut their western supply lines for 
the installation. The Bauhaus defense had been logical and 
predictabfe, the algorithms correctly calculating Bauhaus' 
every action and reaction. I t  would only be a matter of time. 
Yet in spite of this, Konrad Diamond felt uncertain, a strange 
feeling that rested just beyond the reach of his logic circuits. 

In previous campaigns agains ~d had 
exceiled, his assessments and cabu tactics 
were unmatched and quickly p some 
prominence amongst th - corpion Units. 
However, something seen me. 

Bauhaus' defensive pc t, as if their core 
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The darkness parted dowlv with the watery quality of a 
distant memory. Cheering c ~d the sounds of cannons 
shattered the near silent di He was standing amid a 
grand Bauhaus aallerv. ~ W I I U I ' ~ ~ ~  06 soldiers were 
assern b e an a vast dais. The 
pageant itely of Bauhaus design. 
How hat ~ d ?  The vision passed. 
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>>z#eurotransrnission suppressed ... chemical agent 
identified.. . hiti t i  mun termeasures<<< 

"Konstantine?" 
tactic had changed. It was suerle, ano tne unrecognizable 
movements wore at his usual confidence. 

The shelling continued in earnest. Suddenly, Bauhaus 
Cobras lurched out of the  hanoars, their cannons tearing into 
the Taurus Group. Two, fc in all. This was 
unforeseen. Intelligence c eve1 of defense 
from such an obscure b h p ~ ,  I IYI  UIU II bet?m appropriate 
somehow for a I ? to be sa well 
defended. The C IS, while behind 
them, emerging f ~e eastern rock 
walls, iurnbered a rnassiv~ seen Romanov 
defend a fortification befo ieir style. The 
enemy was not only vastly ?rs to their own, 
but seemed to almost ~ X G G ~ L  13 lr;r I I. tau I strategic move 
was countered by vas almost as if 
they knew about 

Again that soft voice. 
>>> Couniemasures ineffective, initiafe mmprnmise protocols<<< 
A lancing pain arced through Konrad's body and seemed 

to tear through every muscle and servo. His body lurched 
against the restraints before collapsing into a sweat-laden 
heap. 

The man an the dais, an officer of some rank, raised a 
laurel high into the air where it was greeted by even Touder 
thunderous applause and cheering. An older man looked 
down uoon him, a look of pride in his eyes, pride that seemed 

r to him somehow. Other men, younger than the 
of varying rank looked on with pride. The raven 

arrrulefrI of house Sigielli proudly showing on their lapels. 
He panned to the upper right of his view and gazed upon 

a beautiful middle-aged face, whose eyes beamed with pride 
and something else unreco~nirable to him. Beside her sat 
a younger womar i xed  
with that unknown know 
that look, but coul 

Light flooded into his ocular implant as the bandages 
were removed. 

A face came into focus, that same female face from his 
hallucination. No, he was r hallucinating and the 
face, though the same was w and care worn, tears 
streaming down her cheek: 

"Konstantine?" she saia to nlm while holding his right 
hand in hers. "Can you understand me?" 

He felt vacant; the ever-present hum in his head was 
silent. 
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The walls besrae nlm eruprea rrom rne sheIllng of the 
mammoth Grizzly. Four men were instantly kilIed in the 
atback. The shells were widely fragmentary, sending jagged 
shards of metal into his troops at ferocious speed. 
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Red explosio re his eyes, pain arced 
through his body 'ated his ablative armor, 
damaging some . Around him, Saglielli 
Tunnel Rats beset his force on all sides. 
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B efo LI could call a regroup, his vision went black 
and he ft f falling for what seemed an indeterminably 
long distance. I nen, nothing but silence and the reassuring 
hum of his processors. 

**** **** **** **** **** **** 

"Konstantine?" a soft voice whispered. 





'We have found the truth." His slim brother stated. 'They **t+ f * X t  ***+ **** **** **** **** 

have made a mockery of our House and of our blood. They 
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have tur r." 
'Thl lther shadowed brother 

whisper1 
>>>hemor mrr/ated.<cc 
The hum was returning, yet Kanstantine no longer found 

it comforting. 
"Do not worry my son. The pain is over. You wit1 be 

avenged." His father said, His youngest brother helped him 
to his feet as the rest, six in all moved to the back of the 
TOOM. 

"Father? Alex? Antonio?" 
"Be still Konstantine, your family has suffered greatly 

during this past year." The lngressor whispered as he 
approached. "You cannot understand the pain and suffering 
your corruption has caused them." 

"But 1 did nothing." 
His father took a step back. 
"Oh, yes you did, though it was a version of you created 

by those bastards in Cybertronic's Body Shops. It was you 
who forthe last three years has surgically attacked your own 
House and its subsidiaries. It was y w  who stands there before 
me, an affront to everything holy we profess to support. It 
was you who was responsible for vour own Brother Andre's 
death. Vet, it wasn't really you was it? You do not remember." 

"No, I don't believe.. ." 
"Of course you do nor, the Ingressor coldly whispered, 

"I have restored you so that your family may at last have 
closure." 

"Closure?" 
"lngressor Miliani, please step away from my son." came 

his father" voice from across the room. 
blindfold and began to fasten it The 

over KOI 
,,. . .. 

lngressc 
Wantine' 

. .  ... , 
)r drew a 
s eyes. ... . , . -vvnar IS tnrs-c" ~onsrantine shouted. "Father, why?" 

"Son, we have lost you once. We will not Rave our pain 
made into a mockery. You deserve to rest. We will avenge 
you" 

"But I am back now!" Konstantine shouted. 
>>>>System reboot in three minutesccc~ 

"No son, you are not back. You died a hero at Tesla and 
your memory will not be further tarnished. No one knows of 
your suffering nor will they learn of it." 

"Ready!" came the voice of his youngest brother Alex. 
"Aim!" 
'The Cardinal will watch over you, my son, and guide 

your soul to its just rewards safe from the Dark Symmetry." 
"Fathert" 
"Fire!" came his father's voice, 

As the smoke cleared, Konstantine De Mediciani hung 
lifelessly against the binding post, twenty-six bullet holes 
smoking from his corpse. 

"Is he dead?" Antonio asked the lngressor who moved in 
to examine the body. 

"Yes, he is at peace." The Ingressor removed the 
blindfoid and studied the face of the once vibrant man. 'Your 
nightmare has ended, Gregor" he said to Konstantine's father. 
"Yet, he has provided us a great gift; his body is the proof we 
need to convince the Cartel and the other Houses to force 
action against those Cybettronic fiends, Rumors of grave 
robbing will now become fact in the light of this truth, for all 
the System to see. In this way, Konstantine will, even in death, 
strike a blow for Bauhaus." 

A single shot rang out through the room as Gregor De 
Mediciani fired once into the back of the Ifigressor's head. 

"No, Avi, we will not parade this body before the Cartel 
nor anyone else. My son is dead and our honor is now 
restored. You never understood that." 

Gregor knelt down over the fallen Ingressor. 'Perhaps 
my son can explain it to you now.'' 



NotabJe Weapons 

Melee 
Confessor Chainsword 

The Confessor is an upgraded model of the 
industry standard Chainsword-the ASH-88. f i e  
Blessed Engineers miniaturized many of the 
components within the engine to greatly improve 
the balance of the weapon. This allows the user 

' I. to eviscerate, decapitate and disembowel with the 
greatest of ease. 

Punisher Short Sword &- Deliverer Blade 

.A? -5, 
This amazing piece of weaponry was 

- 3.- 
- ,-.T~~ created in limited number during the founding of 

c k 
1 p- the Brotherhood. Each blade was crafted with a 

series of circuit-runes that connect to a series of 
electromagnetic colls and a power source that is 
located in the hilt and handle of the sword. When 
powered, the circuit-runes create an electro- 
magnetic field that surrounds the blade. When 
this field touches a surface, it causes the materials 
in the blade to vibrate at amazing speeds, causing 
grievous wounds on both organic and inorganic ( Bringer of Light ) 

W 
This technology Is hard to produce, and 

even harder to rnainta~ n as the circuit-nmes must 
be adjusted after every battle. Therefore, many 
blades are passed down through the generations 
of Brotherhood warriors, each adding a bit of hrs 
or her own glory to the weapon In stories and 
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exploits that are etched onto the weapon's 
surface. 

Blade of Enlightenment 
These marvels are the result of the 

collaboration between the Blessed Engineers and 
the Myst~cs of the First Directorate. The circuit- 

<pd . h.-:r'i runes that are imbedded in the blade of this 
Y I $'I" 

1 1 : S: ! weapon help to focus supernatural energies into 
--hi,:: the body of the Channeler, almost like a lightning 

rod, allowing them to fine tune the weaves of their 1 9 Art before casting it. 
$ 1  : 

Avenger Sword 
MP-22 Nemesis ', This wea~on is a badae of honer and a work 

of art. Each ~ v & e r  sword is hand-made by the 
Blessed Engineers. The edge of the blade is 
imbued with a monomolecular filament and 
imbedded with circuit-runes that are similar to 
the Deliverer Bfade. 

Castigator Power Spear 
The Blessed Engineers created this weapon 

using the same technology employed 'by the 

Deliverer Blade, but with additional 
electromagnetic coils and a greater power source 
that could be housed in the tonger haft of this 
potearm. It is a vicious weapon in the hands of a 
skilled user, able to cut through flesh, bone and 
steel with equal ease. 

Mortis Sword 
Like the Mortificafors that use them the 

Mortis Sword is appropriately named for the death 
that it usually inflicts on anyone unfortunate 
enough to encounter one. These, light, qu~ck, 
double-edged weapons are the exclusive property 
of the Mortiflcators who find the matte black color 
of the carbon steel blade and leather-covered grip 
particularly well suited for their line of work. 
Almost more than the Mortificator's uniform, the 
Quietus Armor, this weapon is a sign of the user's 
profession. Quite basically, the Mortis Sword is 
the razor edge of the Cardinal's Shadow. 

Bringer of Light Battlesword 
Th~s legendary, monstrous, electro-charged 

battlesword Is current1 y Cardinal Confessor 
Dominic's own personal melee weapon. When 
drawn from its scabbard, the sword shsds a 
brilliant white light from the numerous and 
intricate circuit-runes that cover the surface of 
the massive blade. The sword has a plethora of 
abilities, each being added by previous Cardinal's 
who have owned the battlesword, and many are 
not commonly known. 

Sidearms 
MP-22 Machine Plstol "Mmesls " 

Bauhaus received the contract to produce 
many of the basic Brotherhood firearms, having 
the Blessed Engineers present to oversee the 
aperatlan and provide the design specs-whrch 
were promptly taken back by armed members of 
the Second Directorate at the end of the job. The 
Nemesis series of machine pistols were the first 
fruit of this combination of Brotherhood 
technology and Bauhaus craftsmanship. 

The Nemesis' design allows i t  to be 
modified and fitted with a multitude of additional 
equipment. In its basic form, the Nemesis is 
czpable of both tri-bursts and limited ? 0 round 
automatic bursts, giving the user ample spraying 
ability that is truly devastating In close quarters 
while minimizing muzzle climb or recoil. 

P60 Punisher Handgun 
The P60 is a devastatingly powerful 

handgun developed for the Brotherhood's 2nd 
Directorate by Cartel Arms. It"s reputation and 
brutal recoil from the weapons .45 ACP 
ammunition has garnered it the nickname 
"Punlsher". It is a favorite weapon amongst close 





!f is a widely held beljedarnongst the bnquisiHon that the Plepharite Golgotha has a 
'kpecialJ're1atjonship with hesLordAlgeroth. This: is based on hercontjnuedandevil , 
presence despite being slain on two separate confirmed occasions. 
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- diplomatic level withor~t havinq To resort bigger th~ngs in the future. 
It was a clever and xlculated ploy 

and one that has worked exceedingly well. 
In the post war rec n, an outside 
agency dedicated t stance of the 
Megacorporations I sing and they 
took full advantage of the Cartel's presence 
to handle mundane issues, mediate 
smaller contracts, set blnding arbitration, 
and many other duties. In the end, the 
Cartel had legitimized itself as a competent 
regulatory body and though it dtd not 
maintain standing arrnles of any 
effectiveness, it trafficked in something 
sometimt powerful, information. 

Th of assistance and 
mediatic,,, .,,, not come without 
opportunity, specifically to observe and 
gather more classified infsrmation. With 
humanity rebuilding itself nicely and the 
Megacorporations at peace, the Cartel had 
cemented its po! society with 
ruthless ease. they avoid 
Megacorporate intr ~ c s ,  they are, 
nonetheless skllltul at making their 
positions known. In cases where a 
corporation or subsidiary is acting againsi 
Cartel wishes, a well placed comment or 
two exposing some secret will often rectify 
the disagreement. This is, as can be 
expected, a most dangerous game, one 
best played by only skillful tacticians and 
not abused with excessive use. This use 
of inuendo ancl back-room politics is 
affectionately referred to as the LunarTwcr- 

1 1 1  
to t~ostile activities, the Cartel was created. 

1 It was a daunting task and one that 

] would consume vast resources and onstructio 
a the assi 
 as a bles 

absorb several smaller carp~rations to I affect its success. 
Made up of five delegations from 

each of the major Megacorporations, the 
Cartel has become one of the major 
powers in the system. Each delegaticn 
consists of thousands of diplomats, 
administrators and corporate officials, aH 
functioning together ~lnder the Cartel. As 
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As time passed and the presence of 
the Darkness descended upon mankind, 
the Carter also did battle against the Dark 
Legions. Originally created to facilitate 
cooperation between the 
Me~acorporations, the Cartel has, with the - .  
appearance of the beaions of Darkness, 
been ~ l e  ard 
exter sw evil. 
This the 
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resources together to stand against the 
Darkness. While they did not possess the I military strength of the Megacorporations, 
they did contribute much to civil defense 
and asset management. In the field, their 
largest contribution which is still a fixture 
of their roster to this day is the 
Door sated a . The Car 

Force, the 
rack sold 

tel has cn 
! Doomtrr 
iers and 
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mpers, 
military 

strategists, I ne prlrnaty runctlon of this 
force rs to do battle with the Legion 
wherever they can be found. This is all 
coordinated and managed by the Cartel. 
Eventually ssues of civll disobedience on 
Luna were turned over to the Cartel while 
the forces of humanlty waged war on the 
darkness assailing it. It was the beginning 
of a very slow and methodical power splral. 

When the First Corporate Wars 
ended and the Dark Legion was bested, it 
fell upon the Cartel to help rebuild the 
ravaged worlds of humanity. Their position, 
whle started in an impotent and limited 
capacity, slowly grew as the Cartel 
Litigators instituted methods of 
reconstruction that took some burden from 
the Megacorporations. Taking a page from 

"'Take fhe matter before the Litigafors? 
Why not just shoof me now?" 

-Davis Jones, Malcontent 
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r centuries of  escalating 
I .he Megacorporations realized 
I g differences by military might 
WWUIU suun lead to their own collective 
destruction. In order to have a neutral 
forum where the Megacorporations could 
dtscuss their differences on a purely 
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the Imperial Megacorporate Handbook, the 
Cartel insinuated its influence in the most 
benign and helpful ways it could, takirg 
awav burdens and ~ositionina itself for 
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Step. By playing the varrous businesses 
and offices against each other, the Cartel 
was able to both reinforce its position and 
insure its necessity. 

The power of the Cartel had been 
severely limited by the lack of a true police 
force though during the First Crusade of 

k Legion they proved competent 
:rs and able officers of the peace. 
ential weakness was an important 
r the leading potiticlans within the 
ation and after years of skillful 
lation, they finally managed to 
~c Megacorporations Into allowing 
el to keep an autonomous security 
l is force would be financed by tlie 
rained by the Cartel and equipped 
:artel. It was onlv to b~ used as a 

security ~ i n g  
the defe 

Tt Ily a 
paramilitary force The Cariel refers to 
many problems as a security matter, which 
gives it authority to use its own forces. The 
seci~ritv forces of the Cartel are used for a 

f different s They are in 
I F  pratectir ~stallatlons but 

range o' 
charge c 
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can also have been encountered as death- 
squads or even conventional troops. The 
recruits for the Cartel security forces are 
mainly picked from the freelance 
corporations, and are independent enough 
to be deployed even against the 
Megacorporations. 

While the Cartel did promote greater 
cooperation between the 
Megacorporations and provided a valuable 
service to mankind, it too has eroded with 
the fears, its noble purpl 
a t  o persona! rnachinz 
att political elevation. I 
a breeding place for its own petty 
squabbles and human greed; a cesspool 
of degeneration and cnrelty. Some oficials 
stopped at nothing to achieve their own 
goals and the Cartel evolved into a series 
of secret societies, existing only for the 
sake of its own. Sadly the proliferation of 
Cartel Litigators is drrectly proportional with 
the inherent decline of their morale 
decency. 

In this complex web of secret 
OP there have evolve 
wrl artel who are opera1 

! passing 1 
lackseat t 
empts at 

nse taking 
ttions and 
it became 

erations 
.hin Ihe C; 

,d groups 
:ing totally 

without direction ot interference from 
higher officials and towards their own 
obscure ends. They use their powers and 
connections to promote illegal operations 
such as drugs and weapons smuggling, 
assassinations and supplying secret 
information. Some of these have gone so 
far as to make contact with the Legions of 
Darkness and the heretic cults, for reasons 
no one knows. 
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The Doomtroopers most 
formidable of warriors; m, omen 
culled from the r a 1 1 ~ 3  the 
Megat on's fin iiers. 
lmpres #ugh, it isu ested 
that D ers could 3t the 
Brothtl l lvvu InquisI10~ a ,,,nbat, 
making them both fearsome allies but also 
frightening enemiss. 

Assigned from their 
Megac rs to a six year b u r  of duty, 
the sol sen for admittance to the 
Doom h r p s  (DTC) represent 
superior athletes and tacticians, the best 

r respecti eight 
s d their 2 are 
n rigorau: s that 

bu~ld upon the Uoornlroopers previous 
trainrng and improve upon them. Once they 
successfulfy graduate, they are paired up 
in permanent two person teams and 
assigned to the most important 
bastions. With .n of the Dark 
Legion, this plac t the frontline or 
civil defense initiatives and serving as 
special forces for joint Megacorporate 
mlssions. On Cartel assignment they are 
always in pairs. 

1 lcorparations send their 
best to for two key reasons. First, 
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they have 
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t ,re effective weapon 
! rf service is over and 

' :  competent eyes and 
ears rralnea against their rival 
Megacorporations. Of course, the 
Doomtrooper charter prohibits any 
deployment of these teams against any 
Megacorporatlon's forces. In the last thisty 
years, single Doomtroopers are now 
assigned to larger expeditionary forces for 
their own Megacorporatron. 
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Once their ter lice is over, 
assuming they sun, y are given 
the option of re-uppi #econd term 
or returning to their Iv~egacorporation. Not 
surprisingly, the camaraderie and close 
bonds they develop from their experiences 
see a full forty percent reenlistment rate. 
Those that return to their Megacorporation 

are usually assigned positions of 
leadership and aulhority either in the 
boardroom or in the freld. The only constant 
that applies to a11 Doomtroopers is their 
somewhat sullen natures, no doubt a by 
product of their experiences serving in the 
DTC. 

The Cartel is  organized into five 
delegations, one from each of tPe 
Megacorporations. Every delegation b in 
itself an enormous organization. 
Thousands of polkticians, diplomats. 
experts, advisors and administrators are 
supplied by the Megacorporalions to fun 
the delegation and promote different issues 
withi leading officials n the Ca 

gather in 
which hi 
matters E 

diplomat 
2urity Cou: 
Doomtroo 

what is known as rhe hlyh ~ouncil 
ss the htghasl aulharrty in all 
:xcept security. That is handled In 

the Security Coirncil by a select number 
of delegates and s from each 
delegation. The Sel ncit has direct 
authority over the I per force. 

There are two additiol les 
of the High Council. Tht the 
investigation committee { C  the 
cooperation committee (ccc). Th= 
purposes of these are to look at issues 
requiring full cooperative efforts, such as 
investigation of the powers of the Darkness 
and the coordination ~f joint  pera at ions 
between Megacorporations. 

A separate division which split off 
from the High Council because of 
~rnrnensity is the Mag~strorum. Th~s  body 
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Cartel [itig 
,y Council 
represent( ?d by 

a 3cpalaLc UCI=LJ~UUI t I I  I Lhe Cartel. This 
tion is made up of administrators 
rservers and is given insight Into 
of the committees within the 

organization. The Brotherhood is aware of 
Ihe existence of secret organizations within 
the Cartel and is actively trying to infiltrate 
these to aain more control over the Cartel, 
and t h ~  the Megacorpomtions. To 
date, tt lot  been successful at it, 
the con ~f their waning power and 
the forn~t.rs yr uwmg savvy preventing what 
once would have been quite srrnple. Some 
amongst the Brotherhood are concerned 
over the skill with which the Cartel seems 

ble to maintain secrets and fear the 
:rnent or a certain Dark Apostle 
for his predilection for liars and 

lawyers. A missive to :he Brotherhood's 
Administrative te by Brother 
Lucretii Marcclli~ rts that "...and 
while the Carte ornote greater 
cooperation ~ e ~ w e e n  the 
Megacarporations it is also a breeding 
place for !ts own petty squabbles and 
human need, I t  is a cesspool of 
d~generation and cruelty. Some officials 
stopped at nothing to ach~eve thew own 
goals and the Cartel is pregnant with secret 
societjes, existing only for the sake of its 
own agenda." 

While the Cartel was created to find 
a neutral ground where the 
Megacorporations could cooperate and 

I the turbul 
le never 
etween t .. . , 

Orrginally small groups of highly educated 
corporate officials. the delegations soon 
grew into the monstrous behemoths of 
today. 

As the delegations grew, the number 
of operations sanctioned by the Cartel also 
grew. The communications within the 
departments and between the delegations 
were poor, at best, and this soon resulted 
in ence that exists today. In reality 
tt -ending wars and conflicts 
b he Megacorporations have 
resultea in the breakdown of the 
cooperation and negotiations have time 
after time resulted in bloody battles and 
endless accusations. 

Instead, of promoting cooperation 
between the Megacorporations the 
delegations are once again looking after 
their own interests. One OF the few projects 
that have st ts is the Doomtrooper 
force, partly ! fact that the Security 
Council is rr extremely competent 
officers anu IS Lrre only part of the 
organization that is working according t 
the original plans. 

Several smaller groups have als 
been given the task of investigating and 
controlling the freelancers, the smaller 
enterprises not connected to the 
Megacorporations. Secret operations are 
carried out in the name of the Cartel to 
rimit competing businesses or to gain 
control over these smaller companies. But 
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Taday the FLIC is  replete with 
Litigators infamous for their judicious 
application of law and their flexible moral 
scruples. The increase in the number, 
powers and scope of the FLlC can be 
directly attributed to the machinations OF 
the Megacorporations who, tor centuries 
have been to one extent or the other. 
undermining the Brolherhood's dominance 
in their societies. 

The Cartel carries out a considerat 
amount of internat investigations to st1 
infiltrators from the Legions of Darkne 

I 
tne Lanel. 

In this complex web of secr 
operations there have e v ~ l v e d  groul 
within the Cartel operating totally withc 
direction o r  interference from high '4 
officials; all scheming towards their ot  
obscure ends. They use their powers a! Id* 
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Cartel Security 
The security forces of the Cartel are 

used for a range of different operations. 
They are in charge of protecting Cartel 
installations but can also have been 
encountered as death-squads or even 
conventional troops. The recruits for the 
Cartel security forces are mainly picked 
from the freelance corporatbns, and are 
Independent enough to he deployed even 
AGAINST the Msgacorporations. 
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The FLIC 
The "Freelancing Independent 

Corporations' Committee" or FLlC is a 
small, yet important part of the Cartel, 
handllng legal matters in areas less rigfdEy 
control ld by the Megacorporations. If not 
for the FLIC, the Cartel wouldn't have any 
jurisdiction over the freelancers. 

Physrcally, the Ft lC consists of a 
couple of hirndred negotiators officially 
appointed by various freeTancing 
corporations and Fringe interests, but in 
reality they are more or less marionettes 
of the Megac~rporatians. The FLlC is 
advised before any major system-wide 
restrictions are imposed, but they rarely 
turn anything down or come up with 
suggestions, The fact that they exist and 
have a right to speak prescribed by law 
means that the Cartel's decisions are valid 
for all citizens of the solar system and that 
Cartel oKicials !-lave authority everywhere. 

Capitol .* 

The original ~nstigators of the Cartel, - 
Capitol is still its primary benefactor and 
sttpporter, the one that is   no st interested w 

in its existence and success. It tries to abide 
by the regulations of the High Council, and *L 

actively enforces these regulat~ons even 
.o 

within the other corporatrens' areas of 
jurisdiction. + 

The exact work of the delegations is 
often rt from 
their the 
Megal ess to 
huge amounts of money, without really 
having to specify what it is used for. 

It is  only natural that parts of the 
organization have fallen into criminal+ and 
corruption. Corporate politicians and 
advisors use thew positions of power to 
promote illegal operations, thereby gaining 
even more influence and wealth. This 701 
has spread within the Cartel and many of 
the higher ranking advisors and m i l i t a~ i  
diplomats are involved in shady deals of 
different kinds. 
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,C 
before any decisions are made. Along with 

i Bailhaus, lmpsrial provides a sort of 
countemeight against Capitol. 

Sauhaus 
The Bauhaus management is not 

particularly impressed wlth the work of the 
Cartel today, and they don't try to do very 
much about it. Instead, they use the Cartel 
administratlon as a "bureaucrat-kennel", 
where advisors, diplomats and ex~cwtrves 
are trained in diplomacy. They have the 
same problem as Imperial when it comes 
to decision-making as the Duke Electors 
and Viscounts of the Central Council rarely 
focus on the same agenda.. 

- Mishr 
P work in the Cartel is a sad 

clrapte by the Overlord Mishima 
and consrsttng ot representatives of his son 
and competitor, Lord Heir Moya, the  
Mishima delegation is toially drsrupted. 
Moya has a strong position in the Security 
" 

il now administered by his shadow 
and the Overlord has Irtile influence 

In the High Council their hands are 

ima 
ulishirna's 
r. Headed . . .  - 

I 
brornernootx within the C anization, just 

The Brotherhood have supervising, nc reporting. These 
representatives and observers, everywhere men are ~ f t e  and respected 

administrators, ana even though they don't 
any legisli r, most people do 
they sa ;t publicly. The 

jtrorum h le quite adept at 
verting Brornarnood mandates and 
intaining its chosen course of action in 
.e of the orders powerful presence. 

The Eurasian Tribes 
of Dark Eden 
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to indicate the imminent ret i rem~ 
Overlord Mishima, i t  seems 
speculation may have been premarure. 
Behind the scenes at Cartel meetings, 
particularly in the Magistrorurn, the 
Princess Sakura has been responsible for 
dozens of surreptitious manipulations 
made in her fathers name without actually 
involving the old man, Whether this is a 
clever orchestration on the part of the 

Overlord or a clandestine power gr 
his spok~sperson remains to be seE 
investigators have been unable to 
the camplete trail to discern the trutn or 
the matter, sufrice thal the throne of 
Overlord Mishima is  not so feeble as it 
appears. 
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The Cartel 
Organization and Buying Criteria 

Maintaining peace in a universe that seems to breath war and sweat blood is no easy task. While originally founded to serve as 
a place of mediation and reason, it became clear that such goals wouTd not be achieved without a way to force others to listen. The 
Cartel Security Force has evolved into the means to back up the mediation the Cartel provides. Though small and independently 
inferior to the Megacorporations armies, the Cartel off today has mustered an impressive para-military presence. 

When playing a Cartel force, the player may select freely from the CFS list and the Doomtrooper Support list. Normal buying 
criteria applies. You must have two grunt units for each support unit. You must have one squad per individual. 

! 
Carfel Security Force (CFS) Cartel DoornZrooper Support 

! 
Field Agents Capitol Doomtrooper Team 
Enforcers Bauhaus Doomtrooper Team I 
Special Agents Imperial Doomtrooper Team 
Peace Keepers Mishima Doomtrooper Team 
Security Police Gybertronic Doomtrooper Team 

I 

Darkslayer Mercenaries 

I Field Surgeon 
I Sharpshooter 
I Special Agent Nick Michaels 

LC 



Cartel Field Agents E a m~ 1 8 e c Fg rce 8 Gw.t ... -.ST. mo.ls, m..i 
Q 2 R w m # e v m W h ? i m S R  

While founded largeiy by Capitol, the Cartel 
has enjoyed the patronage of the Overlord of 
Mishima for the last twenty years. Aside from vast 
donations in money, he has sent his most trusted 
Hatarnoto to act as teachers to the growing Castel 
militia, training their men in all manner at martial, 
unarmed fighting techniques. Being somewhat 
limited in munTtions largely by their own 
mandates, the conditioning the Security Forces 
undergo does not violate any corporate 
restrictions placed on the Cartel during its 
founding. 

While his outward power seems to have 
eroded, the Overlord now has many friends within 
the Cartel. The Cartel in return has some very 
competent close combat soldiers. 

Equlpmenl: Pfmnha Handgun. 
Speclal AbllRIw: Combat Raflews, Natural AMck (10). 
Special Rules: Nalural attack is rnarlial arts. 
Weapon Stab: 

Piranha Handgun @ll~sfrc) 
O C P e S I m 1 R w m S h  
- 7 1 0 . -  - 4 - 

Cartel Enforcer 
Gruntsquadleader, requ~red 1 pwsquad, modal, 

c c ~ w l D t c m s r w M 7 E 2 ! x  
8 8  4 1 1 3  1 4 4 1 8 2 2 2  

Equlpment: PC-606 Hellstom SMG. 
Speclal AblllHes: Combat Reflexes, Natural Attack (1 I ) ,  
Special Rules: Natural attack IS rnalt~al arts 
Weapon Slats: 

PCM1G Hellstom SMG (Mtktk] 
cc w w I v A L A W M s a  
. I  2 ( x E I  O(x2 )  - 1  - - 9 - 

Cartel Field Agents 
The Cartel requires its members to be 

vigilant, alert to any number of potential troubles Ca*e'Swcia' Agent 
Grunl spad specialist, optional up lo 2 per squed, mmTa!. 

kd enough h them. Fleld Agents ,: mr U, AC Sr CW. 
~ l l y  sent restigate claims of ,, ., 

and skille 
are usui 
wrongda 

to deal wit 
out to in! 
Corporati . ~ 

ing by a on or Independent 
company. These wrangdolngs can range f rom the 
use of illegal prc es in the 
acquisition of propf ssets from 
a rival Corporation a Censure 
where one Corporat~on's ~ r m y  nas tree-range to 
attack the Holdings of a ~ v a l  due to some gross 
in fracture committed by said rival. 

Field Agent squads are led by an Enforcer, 
usually a meld Age1 ~romotion 

Equlpment: CA-50 Avalanche Handgun. 
Speclal Abllftles: Combat Rellexes, Form Fireteam, Natural 

A W C ~  (r 2). 
Speclal Rules: Natural atlack is mama1 arts 

substanc 
inel and a 
seeing of . . to the ovef .. . . Weapon Stab: 

GAS0 Avafanche Handgun mNrslicI 
C C w S I M I L R B I m  SR 
0 2 0 - 9 SeeCharl 
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success. 
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for his cunning : 
f nforcers c a ~ r y  I 

underneath their tong jacKers ra proviae armor 
piercing capabilities i f  the need arises. 

The Special Agent is a squad specialist 
frequently assigned to a unit of Field Agents. 
Charged with lirnit~ cia! Agent 
can form a fire tea 1 the main 
force of Freld Ag multiple- 
pronged attacks, a ~dcl~c; uldr serves them well 
as most do not expect it. This specialist eften 
senre5 as the main liaison between Cartel and 
Corporate Army on the field of battle. They are 

. corporate officers, especially 
tgy with the information given 
odiment of the expression ''on 

a neeo ro Know ~asi.r: " 

~ n d  prior 
a PC-60 

. . 
Cartel Peace Keepers 

Charged with the enforcement of the peace 
on all joint ventures of the Megacorporations, 
the Cartel Peace Keepers are a common sight 
on nearly all the worlds of man. Well armored 
and trained in the use of the M-50 Assault Rifle, 
Cartel Peace Keepers are known for their no- 
nonsense approach te maintaining order and 
crowd control. Under the mandates drafted 
during the 103rd Accord, the Peace Keepers are 
now allowed to carry their firearms at all times 
when they are on duty. 

With training overseen by the Inquisition 
of the Brotherhood, Peace Keeper units have 
developed a somewhat ominous reputation from 
their mere association wlth the Second 
Directorate. Bearing seals of purity, Peace 
Keeper units must submit to Brotherhood 
examination every six months during thew duty 
rotation. While many may see this as intrusive 
and almost barbaric, the Peace Keepers do not 
mind. In the end, their mandates by the Cartel 
and their certification by the Inquisition make the 
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FrP- inconvenience worth it. No Cartel Security Force 
has as much latitude and discretion to act as the 
Peace Keepers. 

The Brotherhood finds the Peace Keeper 
units a natural extension of their eyes and ears, 
and a way to maintain its position in a Carkel 

- whose temporal powers have begun to make 
them unmanageable. Ironically, the Cartel's 
Directors feel exactly the same way about the 
Peace Keepers and uses them to manage t h e  
Brotherhood's interference in their activities. 

Cartel Peace Keepers 
Grunt rrwper, required 4.12 modes 

E ! x F U I l o A C  
, mwlal, 
m s T w A R S 1 R :  

8 10 4 1 1  3 1 3  3 2 0 2 2 1  

Equipment: M-50 Assault R~fle. 
Special Abilities: Fast Shot. 1. 
Weapon Stats: 

M-50 Assault R~fle (bekttcj 
O C m S l h a V I B 1 m S 4  
4 - 1  o a - 2  - l o .  

Peace Keeper S g t  
Grunt squad leader, r q f ~ ~ r e d  t pwsquad, mortal 

~ E ! = # l n E m s T m # R s z ~  
8 1 1 4 1 2 3  1 d 3 2 0 2 2 6  

Equlpmerrt: M-50 Assault Rifle 
Special Abllltles: Fast Shot: f ,  Tactical Sense. 
Weapon Stak: 

M-50 Assault RIB (balfilc) 
a : W S l h W u ? W r n S a .  
-4 -1 0 0 -2 - 10 - 

Cartel Security Police (CSP) 
Unlike the Peace Keepers, the CSP were 

assigned la facilities run expressly by the Cartel 
and are trained by its veteran soldiers. Formed 
during the 23rd Reformation, the CSP now 
handles all matters of security and surveillance 
lor the Cartel Courts and business affairs. They 
escort prisoners, protect traveling Magistrates 
and Litigators, and even serve as guards during 
Council meetings and official functions. In many 
cases CSP officers can make arrests and hand 
out c~tations for violations of the Cartel's Law. 

The CSP is governed by a triurnvrrate of 
Judges who assign them their duties and are 
responsible for their funding and training. Only 
the CSP is so well versed in the Cartel Law. Much 
of their initial training 11es in the study of the law, 
its current interpretations and enforcement policy. 
The Peace Keepers by contrast study the Taw in 
relation to civil obedience and inter-corporate 
decorum. CSP officers are assigned a Division 
Magistrate they report ta and whan required, Zhls 
Nlaglstrate acts as the voice of the Triumvirate. 
All cases and incidents are reparted to the 
Magistrate weekly during a holo-vid conference. 

Additionally, CSP forces are frequently 
requisitioned by the Peace Keepers when they 
need a unit capable of infiltrating suspect 
installations or hostile encampments and 
gathering intelligence for them or for forming a 
breach in enemy Fines that the Peace keepers 
may exploit. I 



Cartel Security Police 
Grunt Imper, requ~rw' d 8 models, mortal 

~ m m L D m v m s r h w m s z ~  
9 9 4 1 2 ? i 5 3 2 1 2 W  

Equlpment: CAR-24 SMG. 
Spclal Abllttles: Infiltrate. 
Weapan Stak: 

CAR .24 SMG (balllsllc) 
cr: w w m m w m  S9 
-1 2 ( ~ 2 )  0 1x2) -1 - - n See Chart 

Police Sgt. 
G m t  squad leader, requrred 1 persquad, mum1 

~ R w L D ~ m s r U m B ~  
9 1 0 4  1 3 3  1 5  3 2 1 2 2 7  

Equlpment : CAR 
ltitles: lnfiltr 
-4". 

-24 SMG. 
ate, Tactlcal Sense, Special Ab 

Weapon Sfau. 
CAR-24 SMG (baI/I&) 

.cc W 91 h a w w a n  S4 
-1 21x21 O(x2J -1 - - 2 SeeChan 
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F Darkslayer Mercenaries Darklayers Mercenaries 
Gtunr fmpcr, reqotred 4-12 models, momit 

P 
The Brotherhood is vast and far reaching x: u, pr: sr hw aR 

but even an organization of its staggedng size 7 8 4 1 2  3 I 4 4 19 2 20 
has its limits. There are simply too many places 
in the Solar System for the Inquisition to 
effectively search for the Minions of the Dark Soul 
and in the recent climate of doubt that preceded 
the Dark Legions return, they found themselves 
needing more eyes. To alleviate some of the 
pressure on the Inquisition, Ihe Brotherhood has 
offered to license private individuals and 
Independent Firms so that they can hunt down 
the legions of Darkness, for pay. These 
sanctioned organizations are referred to as the 
Darkslayers. 

Darkslayer Firms are either founded b 
Malcontent or Independent groups who haw 
some expertise in the hunting and destroying of 
Heretics and other infestations of the Darkness. 
They are paid a bounty by the lnquisition that is 
dependent upon the number of 'confirmed" 
Necrorganic and Necrobiotic kills and are 
handsomely rewarded if able to bring in live 
Heretics for the Inquisition. A dead Heretic, with 
proof of their heresy, will garner a smaller reward. 
so of course Darkslayers prefer to take live 
prisoners. 

The Megacorporations hire out Darkslayer 
Firms when they suspect Dark Leg ton activity 
within their territory bul do not want  the 
Brotherhood involved for a plethora of reasons. 
Independents and Mabontents can almost never 
get Brotherhood support as there is a waiZing list 
for such services. Darkslayers are contacted in 
their stead. It is a lucrative business albeit a very 

Equlpment: M-516 Shotgun. 
Speclal Abilities: Combat Reflexes, Resolve: 2, 
Specfa1 Rules: These models impose a DtRE:2 eteet on any 

culest within 1 T m5e. 
Weapon Slats: 

M-516 Shotgun (rending) 
c c r n s r m V l d r n  a 
. . . . .  - O SeeChan 

Darkslayer FT Specialist 
Grunt squad specialist, optimal up tu Zpersqusd, modal. 

PC 
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lent: C 
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Speeiaf Rules: These models impose a DIRE:2 e m  on any 
cultisl wtlhin lY range, 

W B ~  pon Stats. 
Gehenna Fuker 'Flarnelhrow~ (radiant) 

C C w S A m U 1 m m  S4 
- - . . - - I I See Chad 

Cartel Field Surgeon 
The Cartel ts ~nterested in enforcing 

civilized resaIutions between the 
Megacorporations and is quick to tally and 
medtate the exchange of Assets (prisoners 8 
equipment) post-conflict. The Litigators are also 
concerned about human life, and will offer the 
services of a highly-trained medical professional 

- 

dangerous one. With the recent increase in Dark I-. - I 

Leg~on activity and the growing fear caused by 
the populace's limited information about them, 
Darkslayer Firms are making a very successful I 

living.. 
As can be expected, Darkslayer Firms are 

carefu ?Ty 

sensit e r. 
When nd , 
kept Heretics cn thelr own c e l l s  to extract 
intelligence from them, a I: mned by t 
Inquisition and a vblatio charter, t 
Second Directorate oblit~ F i n  to t 
last man. Mo one was left atwe and any missing 
members were ruthlessly hunted down. It is a 
camrnon story and one used to make a very 
serious point. No impropriety will ever be 
tolerated. Paperwork and regular 
communlcations are demanded and strictly 
enforced. This "Sword of Damacles" presence 
by the Inquisition has made Darkslayer Firms 
both very ruthless and incredibly efficient at 
crossing their ' Tsn  and dotting their "l's". 



to the forces of the Corporations and 
Independents for a nominal price. 

Cartel Field Surgeons are hard, battle- 
tested individuals who dash about the battlefield 
helping the wounded. Since the Cartel has offered 
the Field Surgeon's serwices as a tool for healing, 
they are outfitted with only a Piranha Handgun 
as it is expected therr employers will provide them 
the protection they require. 

discuss it. What has been uncovered pertaining 
to his past is simply that Nick was cast out from 
his clan and his heritage. None h o w  exactly why 
and it is considered a dangerous topic to bring 
up in his company. 

Nick joined the Cartel as a Field Agent ten 
years ago, after spending his early twenties in 
the sprawls of Luna's less reputable districts. An 
angry youth, he senred as a smuggler, spy and 
bodyguard during those chaotic years. It was in 
the sprawls that Nick came to the attention of the 
Cartel, who were quietly monitoring his progress 
moving contraband through the sewers and into 
the Mercantile Districts of Luna City. Once 
rounded up, itse[f an Tnteresting story, Nick found 
himself even more alone. By all accounts Nick 
should have been executed for heresy or at the 
v e y  least sentenced to hard labor in one of the 
Bauhaus Gulags located in the Ring of W~nter. 
What transpired that prevented this fate is 
uncertain, suffice it to say that after extensive 
meetings with various high level functionaries, 
Nick was given a reprieve. It was following this 
event that Nick was "invited" to join the Field 
Agents. 

CSF Field Surgeon 
Ind~vIdvel lmopsr, Irmd 1 persquad, mwtal 

c ~ w ~ n ~ s r w ~ ~ x  
6 7 4 1 1 3  1 4 4 1 8 2 2 9  

Equipment: Piranha Handgun, Atropine Auto-inisctor. 
Special Abllltlm: Medic: 3. 
Weapon Stats: 

Piranha Handgun (ballistic) 
C E W W m L R E R C M s h  
- 1 1 0 . - - 9 -  

CFS Sharpshooter 
The Cartel carefully screens Its soldiery, 

paying particular attention to those Field Agents 
or Peace Keepers who have demonstrated a 
superior aim. These marksmen are pulled from 
their previous units and assigned to Sharpshooter 
Training Facilities to hone these skills. When they 
conclude their training, they are superior Snipers 
who are assigned to Cartel forces as an optional 
specialist. 

He was sewing as a Field Agent when the 
Dark Legion returned to the worlds of man and 
distinguished himself in the ice fields of Priurn 
against hordes of Necromutants. For bravery and 
valor above and beyond the call of duty, Nick was 
awarded the Platinum Cross and promoted to the 
Special Agency. As a Special Agent for the Cartel, 
Nick's present job is that of heading investigations 
against Corporations and their involvement with 
Malcontent organizations. His extensive 
knowledge of the Solar System's less reputable 
places and their back-alleys allow hlm to find out 
an amazing amount of information for hrs 
employe~s. He has been instrumental in 
uncovering over a dozen Heretic cells festering 
in Luna City herself. While this is not public 
knowfedge, the Second Directorate has accorded 
him honorary membership in the Order of the 
Vigilant Knights of the Cardinal. The award has 

CSF Sharpshmtea 
Indiv~dual tmopw, /mil 1 persquad mwlal. 

E B W I L D E O T W M S K  
9 1 0 A  1 2 1  2 A d 1 9 2 3 6  

Equipment: SA-50 Manstalker Sniper Rill8 
Speclal AbllBIes: Deadshd, Camouflage: 2, Snlper, 
Weapon Stats: 

SR-50 Manstalker Snipw R ' i  (trallrsllc) 
C C m s I . h ~ m W m  !?A 
-3 -1 3 2 -1 3 I.? Seechart 

not tempered hls edge and he remains 
unconcerned tor social proprieties. 

Special Agent Nlck Mbhaels 
Ind~vldual fmooer, llmrl 1 per army, mwtal. 

~ a n m n w a w ~ s ~  
10 I !  -: IC 3 2 4 4 21 2 55 

Equipment: P-1OMI Machine Pistol. 
Special bbllities: Combat Reflexes, Natuql Attack (121, Strategic 

Insrgfit. 
Weapon S t a b  

P-1000 Machine Pssld (beMsNcj 
a: w S l m i R w m S d  
0 IN21 0 - - . 8 .  

Special Agent Nick Michaels 
Armies are inspired by heroes. In that 

respect, the CSF is no different from any other 
army. One of their most talked about "heroes" is 
Special Agent Nick Michaels. Born a citizen of 
Imperial by way of Clan Michaels. Nick is both a 
hero and a curiosity. Little is known of his exact 
origins, as neither he nor his family is inclined to 



Doomtrooper t 
The Doorntro the ultimate warriors in the Solar System. The Cartel culls the finest 

soldiers from all the Megacorporations to create the two man teams of a Doomtrooper Squad. They 
are both trained in all aspects of combat but to varying degrees. One of the Doomtroopers is a close 
combat expert, known as a Warrior, while the other, known as a Marksman, specializes in giving 
support fire. The Doomtroopers are given superior equipment and armor that has been developed 
by the GI  vision). The CAD'S weaponv is created by the best scientists and 
engineea ?gacorporat!ons and the designs are state of the art, some models 
existing o 

The uoomrroopers are assigned varying missions by the Cartel from backing up normal 
Megacorporate troops and/or Cartel Agents in a Cartel investigation, to supporting Cartel forces in 
a hostire action.. These investigat~ons usually involve one Megacorporation not filing the proper 
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T ~ E  nrnon mission for the Doomtroopers, the reason they were created, is to combat 
the Dark I ie reconstituted Doomtroopers provide the ultimate in small-scale combat, being 
able to d irnes their number in enemies. The CarteE uses this as leverage against the 
Corporatiuq 1s KJ wvrk together agaEnst the forces of Darkness. 

Each Corporation has their own Doamtrooper Squads with differing abilities and equipment. 
Doomtrooper Pairings: Doomtroopers are trained to work as partners as well as tndividuals. 

On the battlefield, the members of a Doomtrooper team are treated as an independent squad. 

Capitol Doomtroopers 
The soldiers sent to be Doontroopers by Capitol have a huge legacy to measure up to. As the 

founding Megacorporatian of the Cartel, Capitol Doomtroopers have been a part of the Doomtrooper 
Carps since its inception. They have served with distinction for generations and though their numbers 
have lessened since the Dark Legions first defeat, they ha i e  less be 3f the most 
visible and noteworthy members of the Corps. With the E eturn, the the Capitol 
Doomtroopers are again swelling. Capitol media conglorne~ : made he1 !se soldiers 
throughout the system and it is largely because of this propdydl IUQ that many a yuul tg soldier has 
been inspired to se :ernent to the Doorntroopers. 
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Capitol Doomtrooper vvarrlur Capitol hmtroomr Marksman 
Su,pport {moper, required 1 per squad, mortal Support Ira I persquad, mc 

E K W L D K V m S r W M S R  C C R  PC nQ & S ! P C  
1 2 8 5 3 3 F 4 1 9 2 -  9 1: 3 3 19 2 - 1 

Equipment: M-89 Heavy Macl l ~ r r e :  UUI 1, 1-40 Punisher 
Handgun. 

Specfal AbllMes: Combat Reflexes, Resolve: 2, Tactical Sense. 
Weapon Stas: 

M-89 Hsay Machine Gun (ballfdlc, ref in@ 
cc w 9 r n L R W r n A  
-4 3 1x3) 1 ( ~ 2 )  -1 - - 14 - 

P-60 Punisher Handgun (baN~slic) 
E W s R A R L R B I r n S 4  
0 2 1 - - -  9 - 

Equipment: ASH58 Cliainswnrrl, M-11 Machine Pistol. 
Special Abllltles: Combat Reflexes, femdty, Secondary Attack 
Weapon Stats: 

ASH-b Chalnswmd (rending] 
C C : w w m m w  m FA 
0 - ST-4 - 

M-1 1 Machine Pistol (ball1 
CC W g l l  rn su 
0 2 ( x 2 )  -1 8 SeeChad 

Bau haus Doomtroopers 
Where the Capitol Doomtroopers are noted for their flamboyance and overt bravado, the 

Doomtroopers collected from Bauhaus are the exact apposite. They are grim warriors who specialize 
in ambushing tactics, preferring to move quietly through a wanone to take out their objective with 

and relative ease. It has been said that 3oomtrool h 
I feared sight on the field of battle. The) return of 7 d 
i d  implicitly that they must eradicate tl for the hc I. 

vvnw rney do not mingle as much as other Doornrroopers, none dou~ r  rnelr cornrnlrmenr or ~ ~ 1 1 1 .  

As representatives of Bauhaus, these men and women are trained and conditioned to be 
morally beyond reproach. They represent the honor of Bauhaus and the full weight of that responsibility 
is drummed into them every six months when they are granted leave. Capitofs media domination 
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does not prevent Bauhaus from creating heroes of its own people, though Capitol has aften found 
ways of highlighting events Bauhaus would rather not have shared. Ff it weren't for Capitol. Max 
Steiner would not be half as famous as he is today, though the Homebuilders would rather not have 
the attentions Max draws. 
T 

Bauhaus Doomtrooper Warrior 
Suppnri lrooper, wutred I prsquad, rnorlal 

m ~ ~ w r n ~ ~ ~ a m ~ a ~  
1 2 1 0  6 1 2 3  3 7 3 2 0 2  - 

Equlpment: PC-606 Hellslom SMG, Punisher Short Sword. 
Special bbilmes: Ambush, Seconday Attack, Camouflage: 2. 
Weapon Stats: 

PC-6C6 Hellstprrn SMG (ballfslrc) 
CC W ER m L R m m S 9  
- I  2(x2) 01x2) -1 - - g - 

Punisher Short Sword (slashing) 
C C P B S t W L R W  rn sn 
0 . .  . S T d .  

Bauhaus Doomtrooper Marksman 
9upvpporl Imper, requrred I per squad, mortal 

E R t ~ L D # c m s r U A R 9 R  
l a 1 2  6 12 3 3 5 3 2 0 2  - 

Equlpment: Mephista Sniper Rille, P-60 Punisher Handgun 
Special Abtlities: Sn~par, Deadshol, Camouflage: 2. 
Weapon Stats: 

Msph~sfo Sn~per Fliflm (balllshc) 
C F W g t W L R W M  Y4 
-d -2 0 1 2 -1 15 See Cliart 

P-60 Pun~sher Handgun (ball~sfic) 
E F B W k F 1 L A  W W S A  
0 ? 1 . . . ( X l )  9 - 

Imperial Doomtroopers 
When the collective worlds of mankind blames you for the presence 07 the Dark Legion, their 

return after over a thousand years also becomes a stain to your good name, a curmsion on your 
honor. The fact that your corporation had nothing to do wlth it this time does not lessen the secret 
shame every Imperial citizen bears for the events of the past. It is no doubt for this very reason that 
Imperial sends more Doomtroopers to the cartel than any other Megacorporation. 

Whife Bauhaus fights for honor, the imperial Doomtrooper fights to restore his honor, to atone 
for an ancient mistake that lingers like a cloud over the honor of the Megacorporation. Imperial 
Doomtroopers are trained at the arts of infiltration and that, combined with the~r innate sunrival 
training makes for a superior weapon against the Enemy. Imperial Doomtroopers are often sent in 
advance of a Cartel Expeditionary force to strike debilitating blows to the enemy and cause confusi~n 
in their ranks. 

Imperial Doomtrooper Warrlor Imperial Doarnhooper Marksman 
Supporf fmper, requlred 1 per squxi morlal. Supparr lmper, tequfred I per squad modal 

a : R e ~ m ~ p C : * S i m p R I  ~ c T : R c W v r o ! m S r s r m e R K  
1 2 9  4 1 3 2 ,  3 6 3 2 0 2 -  9 1 2 4 1 7 3 3 5 3 ? 0 2 -  

1 Equlpmenl: ASH-88 Chainsword, Interceptor SMG. EqulpmenZ: Nlrnrod Autocannon, P-60 Punisher Handgun. I 
Special ALllMes: Inhitrate, Secondary Attack, Survival Training: 

2. 
Weapn Stats: 

ASH-b Chalnsword (rending) 
O C P B S t m m U 1  W ?#I 

0 - - - - - ST+4 - 

Special Abllmes: Infiltrate, Tactical Sens2, Survival Training: 2. 
Weapon Stats: 

Nlmmd 4 v t m ~ o n  (baUfsfic, cwrcusswe, wdr lg )  
O : W W h a L R W  IM I 
-5 2 -1 -3 - - 11 1x2) See Gharl 

P-60 Punisher Handgun (balllshc] 
a : m w A R L R g t m r %  
0 2 1 - , -  9 .  

lnlerceptw SMG (concussive) 
a: P3 W M l R t R r n S 9  
-2 2(~.21 I ($2) 0 - . 9 See Chart 

1 ,t! Mishirna Doomtroopers 
While the Mishima Megacorporation may be at odds with the Brotherhood, i t  has not separated 

from the Cartel. In fact, though its contribution to the Doomtroopers has been meager over the past 
five hundred ysars, it has worked in the Cartel in 6ther ways. When the Dark Enemy returned, the 

I I Overlord himself took up the cause of reconstituting the Doomtrooper Corps. At present nearly 65% 

a: : of all Mishiman Doomtroopers are drawn from the Overlor&a Court on Luna. The Lord heirs are 
much more reluctant to commit superior forces to outsiders. 

In spite of that polltical problem, Mishima Doomtroopers are a far more common sight in the 
Corps. Known for their unrelenting assaults and tireless vigilance, Mishima Doomtroopers are quite 
respected in the Mishiman society. 

i 
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'la, Wakizashi. Windrider SMG. Equipment Dragonstrike Hmq Machine Gun. 
Speclal Abilities: Resolve: 1. Speclal Ab :ity, Secondav Attack 

Weapon Stmla. 
Katana {sfashlog) 

a : B s 3 M I L R W  M SA 
? . . . .  - S i t 5  = 

Weapon Stats: 
Dragonstnke Heavy Machlne Em (ball~slic, rrenohgj 
CC FB 9( M 7 U ( W B ! M  
-3 3 ( ~ 3 )  2 ( ~ 2 )  0 - - 14 . 

Wakizashi (slashing) 
C C W S R h F l  rn Sa, 
d - - -  Sf+3 . 

Wlndflder SMG (baIIisllc, 
E m  W w m S 4  
. I  2 1x7) 1 (r2) u - - 9 - 

Cybertronic Doomtroopers 
The newest ~e~aco r~o ra t i on  has bean one of the Cartel's most ardent supporters. It has 

invested currency, manpower, and equipment in building up the Cartel as a self-sustaining body not 
at the whimsy of the Megac~rporations. Though it has not achieved this lofty goal, it has made 
significant strides toward this goal. One of its more pronounced contributions has been the assignment 
of their own soldiers to the Doomtrooper Corps, tn the past, these soldiers tended to stick to their 
own kind, not often interacting with other Doomtroopers outside of active duty. This seems to have 
been fine with most of the other Doomtroopers. 

I'. . 
' .  

Over h e  years however, Cybertronic Doomtroopers have proven themselves to their colleagu 
and are now a more integrated and accepted member of the Corps as well as a recognizable sic 
on the battlefield. 

I Cybertronic Doomtrooper Warrior 
SuppDn Irooper, requtred I persquad, A I 

Cybertronic Doomtrooper M 
Supprt trwpw, reqomd I per squad, A 

Equipment: 86-7000 Shotgun. CSA-404 Heatsword, Equlpment: CAV-4003 Autocannon, Tactical Computer 
Torso Enhancement, Lag Enhancement. Enhancement, Torso f nhancernent. 

SpecFsI Abltltles: Blind Fighl~ng, Secondav Abck. Speclab Abllittes: Blind Fighting, Taclical Sense. 
Special Rules: Level 2 Al. Special Rules: Lewt 2 Al. 
Weapon Stats: Weapon Stab: 

SG-7DIW Shotgun (rerw'Engj CAVdOW Aut~camm (ballisl~c, mcussiveJ 
O C W S R N R l R W t M  E W S W i L R W  IM 
. - . . .  - B See Char! .5 O - 1  -3 - - 10 {xZI See Char1 

CSA-404 Heabwwd (slashing, radfant) 
E W s m P R m  rn A 
I - . . .  



piercing, explosive rounds. CalZel Arms developed 
it for the Doomtrooper program. where that kind 
of f~repower is necessary. The rate of fire is 
considerably lower than other weapons of its class 
but the Hellstorms stopping power can equal a 
light autocannon at short ranges. The one 
problem that the PC-806 faces is the 
ammunition's tendency to violently react to jams 
in the feeder, though this does little to deter those 
who use the Hellstorm. 

Notable Weapons 

MeEee 
ASH-88 Chainsword 

The ASH-88 is an old design from the now- 
bankrupt Campbell Superior Holdings Inc which 
was acquired cheaply by Cartel Arms. It combines 
a gyro-stabilized weight with a chainsaw blade 
and motor into a one-handed melee weapon. It 
is a vicious weapon that tears into its victims, 
cutting through both armor and flesh with equal 
ease. In recent times, the ASH-88 has proven to 
be, alongside a sawn-off shotgun, the best way 
to deal w~th the armies of Darkness, 

Autocannons 
CA-138 Death lockdrum 

The Deathlackdrum Is considered a light, 
man-portable autocannon. It was developed by 
Cartel Arms and disseminated amongst the 
Corporations for use against the Dark 4:. ' Legion ... and other enemy mobile armor. It - . - I  

chambers a 20mm autocannon round and can 
be fired by a dedicated user with decent accuracy. 
Unfortunately, the man-portable autocannons 
have dreadful range (relatively), since the barrel 
of the gun cannot be produced at proper length 
and remain man-portable. 

Punisher Sword 
The Punisher Sword was one of the first 

weapons created by Cartel Arms. It b incredibly 
sturdy and nearly impossible to break. Made 
popular by the Brotherhood and combined with 
the excellent weight and armor piercing ability af 
this weapon has made it an almost universal close 
combat weapon. 

Flamethrowers 
CA-451 Gehenna Puker IFT 

The CA-451 is Cartel Arm's most infamous 
weapon. It was developed by the Cartel to deal 
with some of the more resilient species of Dark ,, , 
Legion. as well as ensuring that the Corporation's 
inevitable use against human personnel was 
humane. The Gehenna Puker is capable of 
showering a wide area in sticky, burning fluid. c B  
Using a mixture of Naplasma and ignited by a 
butane pilot, the CA-451 1s capable of incinerating 
lightly armored targets. On a battlefield that has 
seen the return of the Dark Legion, the Gehenna 
Puker will be a common sight, for even in retreat, 
these weapons will insure the fallen do not rise 
to attack the living. 

Sidearms 
Punisher Handgun 

One of the first weapons developed by 
Cartel Arms originally for the Bratherhoad's 
Second Directorate, the Punisher Handgun is a 
common weapon used throughout the system. 
Its manufacture funds numerous Cartel Black 
Ops. 

CA-50 Avalanche Handgun 
This weapon was designed by Cartel Arms 

for the clandestine assignments that are usually 
given to its Special Agents. It fires .50 ACP 
ammunition, giving the pistol wonderful stopping 
power, and the integral silencer built into the barrel 
of the gun is a necessary tool for the work that 
Catiet Agents do. 

Machine Guns 
( Punisher sword ) PC-606 Hellstorm SMG 

The PC-606 is a large and robust Sub 
Machine Gun that is capable of firing 1 Omm armor 
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!ntity has 
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no name : 
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and no known physical maniff has 
t. Darkness, That Which Shall I ned 

ano me uam >our. Even locked in a dimension beyono ours, its 
emanations are able to seep into our reality and subtly permeate 
our ex~stence. Luring mankind to journey into the unknown, it 
hasguided him to an unknown planet orbiting the sun. Unwitt~ngly, 
mankind would destroy the lock and throw open the door that 
holds the Dark Soul and its vast forces at bay. Some fatalists 
rnarnta~n that the human race was created scllelyfor this "sacred" 
task, to return the Great Darkness to the worlds of flesh and 

While the ~ock has been removed, the door is not yet fully 
open, so the Dark Soul schemes with the patience of one to 

: has no meaning, planning toward its final goal, ft is 
that its greatest ally is time and its best resource, the 
rs of man. 

rlur 12 but the Apostles and a few privileged Nepharites have 

lPower, It is r,ltirnafe aphrodisiac and final goal ever directly experienced its soul shattering presence. Should 

mast men. represents the hopes and the door be fully opened, this woutd change as the universe and 

desires of the human ,,.o,leefive. It the all in it would be consumed in its awesome power. 

path where happiness and fulfiihent are to be found. 
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If is the allure, which ushers the innocent through 
the doors of conventionaIity fnfo the halls of the Dark m~ ibml @ f..~ e]1flflflt@fl 
Soul. It is our righr as human beings. " 

-5rotherAposfafe Ambrosias It is impossible to plot the myriad ways that the Dark Soul 
has manipulated mankind or for how long. It was the Imperial 
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Conquistadors that discovered and disturbed the lock called the 
Such is the nature of the Dark Soul that it makes Steer Tablet; thus, releasing the power oT the Dsrk Soul catled 

itself Irresistible to the longings of mar in its the Dark Symmetry into the universe of mankind. It cannot be 
way offers the suckling teat that the mas nanib seen as an accident; it was certainly not a chance-discovery. 
secretly long for in their heart of hearts. of the Beside the natural curiosity of man there nas something 
Dark Soul are liberation from h e  false restraints imposed else at wol ?n force acting upon the Conquistadors like 
upan the masses by the the lure of a first love. It was 
Megacorporations or the Brotherhood- irresistible. When the doomed 
organizations that think only of their awn Conquistadors touched the Steel 
well-being. The Dark Legion is ultimate Tablet it was like the tolling of a mighty 
freedom, both in mind, body and spirit bell, a resonance that ululated 
and membership in its ranks is the only throughout the void, shattering the 
true path to enlightenment. At least, this bonds that protected ocr universe from 
is what the followers of the Dark Soul are the Dark Soul. It was a sign, an omen 
led to believe. declaring that the fruit of man's soul 

Since man was first able to form was ripe at last. Swollen by greed, 
coherent thought, there have heen Gods arnbitiol I arld betrayal. the human race 
to give meaning to the universe and had finally proved itself worthy of the 
mankind's place in it; a celestial foil has Dark Soul. As a result, the Dark 
always coincided with the idea of divfnity. Symmetry spread throughout reality 
It is a great evil that compels mankind to warping it with dark purpose and 
serve the forces of light and seek succor rendering a large portion of human 
in its teachings. Given countless names, technology so maliciously unreliable 
this universal evil is far more than simple that to use it was to court certain 
myth. The collective consciousness of mankind has disaster. 
always sensed its unseen presence. It exists as a subtle The Dark Symmetry was only the vanguard to the arrival 
tug somewhere from deep within man's that calfs of the Dark Legic~n itself. In much the same w&y as mankind 
for it to fight+ It is an insidious whisper that altered entire worlds to accommodate his presence, so the Dark 
throws off the conventions of society begs 'Or Symmetry worked upon the reality of mankind to accommodate 
release. the presence of the Dark Saul. 

Some fifty years after the emergence of the Dark Symmetry, 
the planet Nero was discovered though its significance was not 
immediately recognized. Many were filled with a sense of 
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The Dark Soul is that er 
foreboding by its sudden appearance and disturbing presence. 

:al--a 
pwirer beyond imaging. It is th 

The first recorded awareness of the Dark Soul's existence came 
lehind from the speeches of a young political and religious activist by Dark Legion, an entity so 1 r "evil 

ings" are mere reflections or rts awesome rnlgnt. This 
the name of Nathaniel Durand. He was the first person to bring 
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against humanity, the first of the Black Crusades. 
Exposure to the influences of the Dark 

Symmetry caused the weak-minded and those 
of dour thought to be lured by the temptations of 

corrupted thoughts of humanity, and it d ~ d  not 
hunger. The power of the human mind gave the 
Dark Sou4 the energy it craved, and it soon gave 

assaulted the worlds of hurnanlt-y and laid the 
foundation for the horrible Darkness that was to 
descend upon them. 

As the despair and confusion grew, more 
and more humans cried out rn anguish and fear. 
Nurtured by despair and anxiety, Muawijhe, the 

find peace in the I 
Humanity t~ but coull 

corrupt the leaders of humanity and to saw the seeds of Darkness in the minds of humanity. 
1 was set fc 

the Brol ind the fo~ 
the fore kness. Frc 
Darkness grew ~lgeroth, the uemon Lora or tne uarK lecnnology ana me Lora or uestrucrron. ne 
took the forces of the Dark, transformed them into the Dark Legion and gave evil a brutally physical 
might with which to devastate worlds. 

Led by this mighty conqueror. the hordes of Darkness marched into battle. Relentlessly, 
they threw themselves against the defenses of mankind's forces, and mighty battles raged across 
the Solar System. On every world, the fires of war blazed and bodies littered the battlefields. 
Demnogonis, the FiPth Apostle, gazed across the void. Filth and plague, famine and mutations 
followed him as he slithered from world to world. from battlefield to battlefield. His caress 
infested cities with the Heretic mutants who helped spread the rot of Darkness among the 
people. It was only the Cardinal's vision and strength of faith that saved mankind from compl 

Algeroth's Nepharite Overlord Saladin on Mars j humanity that the Dark Legion was not 
completely vanquished but had simply retreatel 7eir time for the next and final assault on 
the soul of mankind. 

Now, after almost twelve hundred years of physical absence, they have returned. The Dark 
Legion is back to finish the task they began so long ago. As the forces of mankind struggle in the 
grip of the Second Corporate Wac there seems little hope that humanity will survive this ultimate 
attempt on their worlds, their lives, and their very souls. 
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While many have altowed time to soften the horror 
of these memories, they cannot escape the inevitability 
ofthe Dark Legion's return. The Second Coming is upon 
them. Like before, the influences of the Dark Symmetry 
I uated themselves around our worlds, like ivy lave insin 
wound a tr 
h roughou 

,ee. Plagues and mutations spread unchecked 
t the Solar System, causing hospitals and 

sromernood Sanitariums to flll to capacity with hapless 
~Fctirns. The Dark Apostles and the corrupters of the 
Jark Symmetry agitate and infiltrate, aiming to bring 
the downfall of humanity from within. In this undertaking, 
the Heretics aid them. The Heretics, humans that have 
been lured by the promises of the Dark Soul, destroy 
the very foundations of society and seduce the weak to 
serve the powers of Darkness. Humanity thought them 
destroyed over a thousand years ago, but they were 
wrong. 

On the battlefields, the Oark Apostles, the supreme 
generals of the Dark Legion, drive their twisted 
Legionnaires and Necromutants to attack the desperate 
forces of humanity again and again, without mercy or 
parlay. Accompanied by the terrible Nepharites and 
Razides, the Bast souls of the Dark Legion battle on with 
mad frenzy and energy. This is surely the age of the 
Dark Symmetry and the O a k  Soul means to set it ablaze. 

This power called the Dark Symmetry can be 
described as the force that infects our machines and 
our hearts. The Dark Symmetry is the Dark Legion's 
greatest weapon, the resonance of the Oark Soul itself, 
a pattern of such unholy beauty that worlds have wept 
as they bowed down to worship its immortal disharmony. 
Remember sadly the betrayal of the world of Calliope 
and the horrific global suicide they performed in some 
twisted show of faith, This is the terrible power of the 
Dark Symmetv. 

Each of the Dark Apostles represents a unique 
pattern within the Dark Symmetry and every wul that is 

by the O - 

:mi- 
fore 

?sign of entropy. The Dark Symmetry acts upon all 
ings and the closer they stray from the median of 

neuvallry me greater the effect. Man's capacity for deep evil and 
great goodness makes him desirable to the Dark Soul; thus, 
man's computers and thinking machines were undone. St 
sentient machines, artificial intelligences, have spirit and there 
some defense against the corruption of the Dark Symmetry. 
Assuredly they provided amusement for the Dark Soul as it turned 
them against the human" that had so nearly given them life. 

Today the Dark Symmetry permeates the solar system like 
poisoned ether. There is no escape fmm it; there is only resistance 
in the light of faith. 

Of aFI the tangible aspects of the Dark Symmetry, the 
military might of the Dark Legion is vast and tersible. Their armies 
swarm out of the Dark Citadels in seemingly inexhaustible 
numbers. The human forms of the corporations find themselves 
faced with demonic visions born from the very bosom of hell. 
Worse yet, they 'ace their own fallen comrades in the perverted 
form of the mindless Undead Legionnaires, the cruel and stupid 
Necromutants and the despicable Centurions who have been 
warped and made evil. They are the pitiful progeny of the Dark 
Legion's distortion chambers and the kindest thing their former 
human companions can do is blow them apart and cleave their 
bodies into bloody ruin. 

Among the massed Forces of the Dark Legion are further 
divisions formed around the nature of the Dark Apostles, each of 
whom favors particular abominations to fight in the ranks of their 
armies. 

From the Oark Symmetry, the breath of the Dark Soul, the 
five Apostles were spawned. Feeding on the confusion and fear 
that grips the human worlds, these Dark Generals march proudly 
before the hordes of evil with plans to engulf the Solar System. 

Though certainly different, all the Apostles have emerged 
from the same raw power, the Dark Symmetry. Thelr ultimate 
master is the Dark Soul. but they answer to no other. The structure 
of the Dark Soul is ultimately entropy. the celebration of disorder 
and the supreme freedom it brings. The structure of the Oark 
Legion, however, follows a more conventional form. 

Born of the Dark Soul and bound together hy t h ~  inf~rngl 
pattern of the Dark Symmetry are the five Dark Apostles: 

Ilian, First Mistress of the Dark Soul, the Weaver of the 
DarkSymmelry, the Seducer and Dark Misftess 

Algeroth, Apostle of  War and Master of  fha Dark 
technology, Lard of Destruction 

Muawijhe, Lord of Insanify, Master of Madness, the 
Demented Prince, the Dancing Lord 

Semai, fhe Betrayer, fhe Speaker of Lies, the Great 
Srevancator and the Nurturer of Revenge 

Demnogonjs, Prince of Pesfllence and Lord of the Flies, 
the Withering M: lsfer 

les are ur 
:ontroT t h ~  

The five Apost iique. They each have their own 
black missions and ( ?ir own Legions. These missions 
are all part of the complex web of power that the Dark Soul is 
weaving, in which the final victory is the extinction of humanity. 

The Dark Apost[es are the five most powerful servants of 
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the Dark Soul, and they command its woddly and mysterious armies. They have been given the 
power to seduce and entrap the souls of the weak, to create and lead the terrible Legio 
d~stort and cormpt reality, time and spac 
Dark Legion and to the forever-cursed H 

3 conflict the Dark There is evic whose appetite for 
destruction knows ~ g h  they rbine thei n attacking human 
strongholds, their r mown to 1 h other wi 

Serving each of the Apostles as the lieutenants - 
and commanders of their armies are the F\1 
the mightiest of which are knewn as Nepharite 
They mirror the nature of the Apostle they serve but 
whichever that may be; they remain a most terrifying of 
adversaries. They are powerful demons, both physically 
strung and well versed in the ways of the Dark Symmetry. 

possess the !denti@ of self in the way members of a 
human corporation might. They are simply vessels of 
the Dark Soul's spite. While some are possessed of a 
cold and alien intellect, most of them serve 
unquestioningly, the thought of disobed~ene long since 
crushed and tom from their blighted minds. 

I 

the fin 

plots her. Se 
Dernnt d Muawijk 
and ~ ~ J L F I  1VU3 plans. They ,, , ,,, ,,,, ,,,port either 
one of their rnightrer brethren, hoping the two will clash 
in a mighty duel, leaving the scene open 
Apostles. 

llian is welT aware o 
kin and the plots against h 
hand, as she still has to I the Dark Soul a 
account for their failures. 

Since the final goal of all the Apostles is the same 
{the quenching of the last light in our Solar 
they have a certain degree of cooperation. 
powers not available to one Apostle may be gi 

have emerged. 

The Legions 
The armies of the Dark Legion are made up of an untold number of lost souls imprisoned by 

the technology of the Dark Symmetry and infused with the cursed spirit of the Dark Soul. 
Beings from other dimensions make up the hierarchy under the Apostles. Each Apostle has 

the eternal service of the Nepharites, beings compted by the nature of their masters. The Nepharites 
act as lieutenants In the Legions and lead the hordes of Darkness into battle. 

Under the Nepharites can be found other beings-some even human. Razides, Ezoghouls 
and Curators can all be found in the ranks of Darkness. They have been created by the Apostles 
or recruited on distant worlds to join the crusade against humanity. Additionally, each Apostle has 
their own unfque beings following them, 

By the millions, the Legionnaires gather around the banners of the Apostles. The bulk of the 
Dark Les de up of these doomed souls, prisoners once dead, taken from the battlefields 
and give 7ed new life under the thrall of the Dark Symmetry. These hordes of zombie 
warriors r charge across the battlefields, overrunning the defenses of humanity through 
sheer forbe "I r ~ u ~ r ~ b e r ~ .  

-- - 



The Dark Legion is sursaunded by an aura, both dire and 
powerful. This Is known as the Dark Symmetry, and it is the 
Legion's source of power, the gate to the Soul o' Darkness. From 
this complex field of power, the Apostles, the Nepharites and the 
mystics of the Dark Soul channel their evil powers. Heretics are 
initiated in the use of the Dark Symmetry by the higher beings 
and cultists wlthin the hierarchy of the Legions. 

Each Apostle represents a unique pattern in the Dark 
Symmetry, intimately linked to thefr mission. This pattern gives 
the followers of the Apostles dtfferent powers depending on which 
master they serve. 

The Nepharites 
Serving under the Apostles are the Nepharites, the 

eternal enernles of humanity. The Nepharites are the 
most powerful creatures in the ranks of the Dark Legion 
and act as the officers In the armies of Darkness. These 
evll lieutenants are ranked in a strict hierarchy with the 
Nephan'te Overl~rds as the supreme rulers. They answer 
only to thetr Apostle. 

Every Nepharite has powers and abilities that 
make it unique. Thelr nature varies and their Apostle 
ultimately controls them. Some Nepharites have a great 
understanding of the Dark Symmetry and wield its 
powers skillfully in the battle against humanity. Others 
are juggernauts of unbridled power. 

The Nepharites are the most competitive of the 
warriors in the Dark Legions. They are experienced 
soldiers and possess the ability to make decisions 
independent[y-their loyalty is unquestionable. They 
exercise complete control over their subordinates, and 

:\ J\ - 1 (&  I the slightest mistakes are rewarded with a fate far worse 
than death. While Nepharites are unswervingly loyal to l!dm 2 -9- 
their Apostle Masters, they feel little such affection for . .: >-* 

- _-4 

their brethren and routinely scheme for their demise. 
The physical appearance of the Nepharites varies Ilian was t9e first ofthe Apostles, the Harbinger of Darkness 

greatl~de~endingonwhichA~ostlethe~~~fow.However. andtheMistressoftheVoid.ShewasthefirstbomoftheDatk 
they all strike a dark and powerful pose1 radiating Pure Soul, the first to enter the minds of hurnanfty. She is the Guardian 
evil. Sharp spikes or other metallic implements cover of the Gate, the Keeper of the Dark Symmetry, and she welds 
their bodies. Their strength 1s reflected In  the^ faces. rnagnifjcent powers, Ilia" is the most powerful of the Apostles, 
which areagrotesquemocke~of humanity-Their blank. and she keeps close watch over her lesser brethren. As they 
staring eyes lack pupils, and the deformed shapes of gain in power, her control over them diminishes, and a rebellion 
their faces are macabre, nlghtrnarish masks. against her draws ever closer as the Dark Soul's grip on the 

Nepharite Overlords do not conform strictly to human worlds grows tighter and victory seems at hand. 
these standards. As they grow in power, they become But llian grows in power as the Darkness claims more and 
more twisted and corrupted and are offen reborn in other- more lives. She drinks in the essence of death and revels in the 
unique shapes more true to their horrible nature. desuair and desolation that follows in the wake of war and 

destruction. AS the Dark Legion marches over the- shattered forces 



of humanity, llian casts an ever-growing shadow over the worlds ot man. 
Like her fellow Apostles, Ilian has manifested herself on occasion when her presence will 

serve one of her many schemes. Her appearance radiates a precise and coId beauty, enhancing 
her true evil. Lithe and seductive, her long, black hair hangs dawn to her waist, contrasting with 
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her pale skin. She is clothed in the Da space, an ~bes. 
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h The combat troops of llian are few and concentrated to her Citadels. Many of her lieutenants 
act as observers and take active pasts in the battles fought by the other Apostles. They lend their 

F powers to aid the Darkness and further the cause of their harsh 
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C. our worlds. HIS worshippers are skilled in distorting minds and 
P senses and ~nducing terrible nightmares. These Doomspeakers also 

possess the secret of walking across the dimensions, switching 
F between realities at will. Muawijhe invades the dreams of humanity 

and nurtures the insanity latent in our minds. Spinning his webs of 
confusion and terror, he rules the insane and weak rntnded. Walking 

F between the dimensions of reality and insanity, he is an intangible 
shadow shutting out the light of the Brotherhood. 

P' Muawijhe is  the Lord of Insanity and no one who h 
P his legions in battle doubts the validity of his naming. EVE 

min-ions reach out with rending claws his demented p4c,,q~b, 
P' to snag hooks of madness in the minds of hur 

domaln of the mlnd and the Screaming Legionni 
F ~y to the depth of torment at his command. T h  

F Fh131a ~e Zenifhian Soulslayers whose very appearance is enough 
to drive a man insane. These towering diabolic creatures wield the 

p Dark Symmetry as deftly as they wield their vicious ripping claws. 

but also by manipulation of the Dark Sy 
F 

F 
P the vlslons to stop. 

F 

F 
As the Darkness spreads across our Solar 

6 

P Eternal Liar and the Great Perverter. His mission is 

C 

n toward its own destruction. 

n 
P' ' I  9 I : ,  grows. His ranks are made up of the Heretic 

Legionnaires who have given their sauls to the 
P' Darkness and been rewarded with ultimate svffering. 

P Atthough Semai is not among the most 

F 
P the very core of our system, and many have given 

their soul to his service. 

p Semai surrounds h~mself with creatures that dwell in the shadows. His Legions are not as 

P 
F 
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numerous as those ; t ~ r  or brothers, but they cau h damage to humanity. They infiltrate and corrupt, spy 
and steal. The secl !ep are Semai"~ alone to retre .ord of Spite exploits our weaknesses and turns sibling 
against sibling in the battle for humanity. 

His forces are scattered over the Solar System and conduct guerrilla warfare from hidden bases. They fight in 
closely-knit units led by a Corruptor (a Heretic) or a Nepharite. These units are well trained and proficient at taking command- 
over their own situation when they have no one else to turn to. 

mai uses the Dark Symmetryto spy upon the worlds of humanity and to twist the realities around us. His Prevaricators 
inocent victims, finding endless ways of spreading the heresy uf their Lard. They observe the flow of L~ght and 
;, predict~ng the movements of the Brotherhood and directing the forces of the Dark Soul against them. 

I he Heret~cs of Semai are possessed of the most depraved minds imaginable. AFI that is left to them is the need to 
cause human suffering, this is all that they are worthy of, and this is all that they deserve. At least that is what their master 
has told them and who cannot help but believe the Master of LFes. the  insidious mind of Semai is a paw-srful force for evil. 
He preys on the fears of the weak-willed, seeding their minds, with false promises of safety. He is known as the Betrayer. 
For thost victim to his powe s, they are compelled to turn against their friends and comrades, giving 
themselv b the Dark Legion a: low of treachery claims them. 

Thj :es of Semai follow t 3r's lead in terns of deception. and they often resembte humans, using this 
likeness ro 111111rmrt: human ranks and KdrV uur their task to turn people against their own and to slay them it they refuse 
convert. 
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[n the Dark Symmetry, Algerofh walks the path of 
fire and destruction. The war masters of Atgeroth open 
gates and portals to other, darker planes of existence 
and dimensions. Through these gates, they lure deadly 
beings of unknown origin, creatures which they let loose 
on their enemies. 

Algeroth is called the Apostle of War for good 
reasan. He rains chaos and destruction upon any field 
of battle that feels his pres-ence. Within his ranks you 
wil[ find many of the violent apparitions that the Dark 
Leglon has to offer. The steel-fleshed Razides and the 
unearthly Ezoghouls that rush into battle knowing no 
fear; the lust of destruction fills them. Algeroth delights 
in causing ruin: he thinks nothing of the casualties he 
takes, for they only serve to feed his burning desire to 
render death. 

Algeroth possesses some of the most infamous 
Nepharites ever to have blighted human history. The 
fearful Nepharite ~verlord~lakhai, who was the first such 
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creature to be seen by human eyes. And Saladin, who contested 
Mars and branded the planet with the symbol of his master and 
the planet's two moons with the symbols of Semai and Muawijhe 
that no one, should ever doubt the power of the Dark Legion 
during its long absence. 

Demnogonis' minions use filth and disease to fulfill his dire 
mission. His plague lords corrupt and inflict decay upon our Solar 
System, forever searching for new diseases and zarriers to spread 
their putrefaction. 

For an entity that feeds on death, corruption and the 
spreading of disease, the savage wars of the solar system are 
fast-becoming a paradise for the Prince of Pestilence. 
Demnogonis looks upon the wounds in human Resh as fertile 
ground in which to plant his wast-ing seeds of rot. Within his 
ranks you will find the Blessed Legion-naires. corpses from the 
stinking earth, raised up and animated by the power of his Dark 
Symmetry. They shamble foward, their blackened skin falling 
away like rotten fruit to reveal their oozing flesh. The legions of 
Demnogonis wield weapons that cause disease and the dreaded 
Curators dress the wounds of the injured with para-sitic balms 
and devices designed by the withered hand of Necrotechnology. 

The Nepharites of Demnogonis are the welFspring of 
disease; they corrupt by touch, mutating what is healthy into 
that which is sick beyond redemption. They ars preceded onto 
the battlefield by a foul stench as the oozing izhoss seep from 
rents and gashes in their translucent yellow skin, dripping to the 
earth like the tears of plague. 

As the Solar System is plunged into war, countless batt!es 
are being fought In the plains, in the jungles, in the mountains 
and in the streets. Thousands upon thousands of lives are tosf 
every day, and the dead car1 unly be counted in rnllllons. 

The Legions of Dernnogonis march under tattered banners, 
carrying with them the unforgettable stench of decay and 
corruption. 

Dernnogonis himself appears as a thin, bony man whose 
tall body shows signs of various diseases and sicknesses. All 
his hair has fallen out, and his eyes are misty white. The Befoufer 
is dressed in tat€ered robes made of dark cloih and pieces of 
leather. Under the rotting clothing, his body is held together by 





to implant Bio-technological Gifts, and finally 7 and most horrifyingly, it is the Bio-technology 
that is used to turn humans into 

I 
Necrornutants, Centurians or things much 

1 woneiekmn Bio-technicians offen work with 
h ernbwos that have been removed fsom their 
;natural environ-ment and placed in an 
artificial womb. This is a part of a larger 

-.', organism, often a gigantic Bio-technologi-cal 
-'{ des~gn. This organlsm is only a tool for the 

Tekrons, a mindless machine whose sole 
reate new life and to twist the 

shapes into new, grotesque forms. Endless 
I numbers of chambers, a[! varying ~n srze, 
1 can be part of this gigan:ic Eio-organism 
The most common deslgn is a regular Necro- 
chamber construction found within most 

with~n them; souls that have a dectdedly demonlc nature The 5 j f l l l  of a Bio-Tech Devise 
and will slowly corrupt their owners. They have their own Inside the separate chambers, the embryo is attached to 
minds and draw the energy they need from the Oark the host being through a complex system of organic tubes and 
Symmetry itself. This same terrible psychic force is also neural connections. The DNA code of the embryo is erased and 
responsible for the strange aura that of Ihese manipulated, creating a new being ready to shape. The Tekmns 
weapons Pos-sess, which turns those then reprogram the code according to the wishes of their masters. 
carry them too long to the way of *lgeroth. This is why Nutrients and proteins are added, and the new Ilfe rapidly goes 
the Brotherhood has Ordered all Dark Legion weapons through several stages of development. In the end, the new being 
to be des-troyed as soon as they are captured- is born. offen fully grown and developed and ready to do battle 
who defy this instruction do so at their soul's peril. against the enemies of Algeroth. The creature's lack of true 

Bio- Technology experience is to a certain extent compensated through artificial 

The basis of Bio-technology is the living organism. 
Using embryos and living creatures, new shapes and 
forms are bred. From simple genetic material, 
Bio-technology can create hideous and extremely 
complr-cated beings, such as the Bio-giants, It is used 

lul da not 
nt horde. 
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It is difficult to talk of the Dark Legion in terms of society, 
for the minions ~f the Dark S( so much live toqether as 
exist together as a rnaligna There are rumors of a 
hierarchy that governs the in$ f the horde at the summit 
of wh~ch stand :he Five Dark Apostles. The Nepharites are said 
to hold courts over which they reside as Lords. The Citadels are 
said to house libraries. dwellings and places of learning in which 
the beauty of the Dark Symmetry is taught. Many believe these 
rumors but most, espe-cially those in the Brotherhood, see them 
for what they are. They are an attempt, by frightened people, to 
impress human qualities upon them as an entity so alien that its 
very nature is a source of fear. 
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grow-ing i ~own as Heresy. I -9' 
Heretics i ~y choice or the 
pain of gr i nselves over to 1 1 
the Darkness tor succor. Heretlcs are those who perform any act ' - * -  I' 
that might betray humankind to the Dark Soul. Such Individuals 1 I 
are embraced by the Darkness and slowly corrupted until their f 
own race is transmogrified into the image of the enemy; until i they look upon the faces of their children with nothing but hate. . 
Only when they are utterly lost do they hear the Dark Soul laughing \ 
at their weakness. i 

As such individuals become Increasingly commonplace they I 
- 

form together into groups to guard against discovery. In these ( 
clandestine circles, the Dark Symmetry is studied and the goals I 
of the Dark Soul are advanced. It could be argued that these 
poor wretches form a par! of the Dark Legion society but the 1 

1 
notion that such human practices persist beyond the portals of 
the Dark Citadels is dearly absurd. 1 

We have only a vague notion ot the world beyond the 
Citadels, terrifying glimpses like images from a half-remembered 
nrghtmare. We see pain, pain and everlasting pain. We see 
despair, boundless and eternal. We see vast halls of worship and 
smother-ing closets of torture. We see the distortion chambers, 
where the last vestiges of goodness and hope. the very essence 
of humanity IS drained from men and slopped into buckets llke 
offal. And then, their empty, howling shells are fllled up with squalid mire that flows through their 
veins, pumped through their bodies by a heart that wants to die but is kept alive and beating by the 
power of the Dark Symmetry. These are the nightmares that spawn the Legionnaires and the vile 
Necromutants. These are the nightmares that are but a small part of the dreadful truth. 

This is the society of the Dark Legion. It is a community of agony, a culture of despair, a 
fellowship of hate? 
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6 Since the Dark Legion's return to 

6 worlds of man, there is no place in the solar 
system, which is n I by their corrupting 

F 1  presence. Whet 
i Mercury, Mars. \ 
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Still, the supreme stronghold of the Legion 
resides on the ~nfemal planet of Nero, the black 

t, which a1 
housand 
ark Soul's 

or a11 me Citadels is to ae rouno an IES 

nd scorched surface, a monument of 
na-cles, possessed of a disturbing 

architectural quality, which inspires one to vomit. 
The Qark Legion continues to raise similar 

. Citadels on all the ~nhabited worlds. The first to 
be discovered, In this therr Second Coming, was 
found on Mars, on the exact spot that the Citadel 
of the Nepharite Overlord Saladin had ex~sted 

I over a thousand years ago. 
This Citadel is located on precisely the 

I) 
opposite side of the planet to the Brotherhood ------- ----- ---- - Cathedral in San Dorada. Countless other 

P 



the Sacr, 
load ha\ 
of the D: 
-. ., .. .w . 

ations. I 
! true ex 
:e from 

- ,  

rrs of the 
ted, the 
I expands . -, 

Citadels exist on :orposate Importantto the strategy d the  
worlds and the corl attempt to Dark Legions are the Citadels. 
cordon them ofr wltn extensive Mirroring the Dark Citadel on Nero, 
defenses and fortific, 

- 
:ven now their very appearance strikes fear 

they hope to keep t17~ tent of the deep into the hearts of humanity. 
Dark Legion advanc the main Dark, twisted and wreathed in 
body of their populations: tor they know shadow, these magnificent 
the fear that wot~ld follow could destroy structures serve to further the cause 
their mighty empires in a tidaT wave of of ultimate evil. 
panic. Swarms of Algeroth's Tekrons 

As ed Warn'c and their slave laborers invade a 
Brother1 ~e repor newly conquered land, and in the 
presence ark Legion span of one night the Citadel's 
unchallengeo In rne outer planers. I ney foundation is raid. After a few days 
have all but claimed Pluto for their own and nights of workers scurrying 
and they have established a massive presence on the across its ever-expanding surface like vicious ants, the corrupted 
giant moon of Titan, which orbits Saturn. This is of great Cathedral stands finished-covered with secret symbols of the 
concern to the Imperial Corporation who now find the Dark Symmetry. 
remoteness of their home altogether too isolated and The Citadels have several functions. They act as outposts 
exposed for comfort. on the borders of evil, clearly marking the Apostles' domains. 

As was the case with the first appearance of the They also provide fort7fications against humanity and act as bases 
Dark Legion, Venus once again finds itself the focus of and training camps, prisons and torture chambers, Tibraries and 
the growing conflict. Huge tracts of jungle have been mystic temples. 
laid to waste by the violence of battles between the Dark The lord of each Citadel is a Nepharite Overlord that 
Legion and all the cor~orations that struggle 10 keep commands the military force of the Citadel. These armies are 
their place on the stricken world. made up of hwrendous warriors that can defend the Citadel 

Of all the inhabited worids in the sola 
only Luna remains largely free of the 
Legion. This is further testament to t 

the lord of the Citadel so that the ranks of the 
Legions may swell. 

All Citadels are placed according to a 
of Heretics unmasked by the Inquisition. 
Evidence that despite the Brotherhood's 

The Citadels of Hian are huge monasteries with 
m e  corridors. Here the disciples of 
x ies of the Dark Symmetry. Like 

nume rrom lecture to lecture, ever growing 

These Citadels are erected in places where the Darkness 
has a permanent inftuence, where the prying eyes of the 
Brotherhood cannot reach. Nero and Pluto are her major 
strongholds, but her presence is strong on Venus as well. 

Muawijhe secretly erects his Citadels where his foTlowers 
insanity abounds. The number of his 

Citadels is relatively few, and therefore secrecy s stressed when 
Id. It is often only by observing the 

The majority of the Citadels of Sernal are built within the 
structures of humanity: in the jungles of Venus, on the plains of 

ndless, st1 
the myst1 . +.. - 



Mars and deep in our metropolises. They vary greatly In 
but have one feature 
?rough which the Her 
contact with Sernai and spy on the weak- 

mlnded. 
The smaller Citadels function as places of worship 

for cults as well as hiding places for the agents of the 
Liar. Only a Nepharite governs the largest and strongest - .  
C~tadels, slnce in the more secret places his presence 
would surely attract the attention of the Brotherhood. 

Algeroth 
Atgeroth has a great nt ses from which he 

can launch and replenish his : therefore tries to 
build his Citadels in well-pr reas h~dden from 
the prying eyes of the Brotherhood. 

The Citadels are also I 
facilities. Algerath's need for new weapons and more 
Legionnaires and creatures for his Dark Legions is 1 

Therefore, large parts of Algeroth's Citadels 
f mechanical and biotechnological plants where 
3ns and therr slaves constantly tor1 with new 

aesrgns. 

Demnogonis 
The twisted towers of Dernnogonis can be seen wherever major battles Iiave ravaged the . . 

soil and scars in the surroundings. 
To ~ldels, Demnogonis brings victims captured from the battlefields to use as raw 

material rping new and wasting plagues. Huge halls are devoted to research and the 
stench OT oeatn and rot nses from each comer In the buAd~ngs. Deep pits contain those not yet 
blessed with the corruption or those too diseased to be of any use, even for the great Befouler. 

ErnIBkFl I F  rnF IAFllnnaR 
Wanones are not the only place where the Apostles 

busy at work in Luna City itself, under t h e  very watch of the Brotherhood.. Hyper-vim-lent diseases 
sweep the poorest parts of the Perimeters, serving the min-ions of Demnogonis. Roving gangs 
are whipped in to murderous riots by servants of Age 
wealth as they backstab their way to the top in the name of Semai. And so "That Which Is Not 
To Be Named" IS born Into our world. 

The Old Circle 
Tbe top floors of one of 

home to this very ancient, very 
and uses its Dark Gifts to place its members lnto powerft 
The Old Circle Isn't corporation-specific: they'll take memb ~nywhere. and ~n fact seek out 
members from the corporations when their percentages 
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requires somebody in deep cover. 
The cult's charter is to "dine on the flesh of virgins and drink the 

blood of martyrs" and the group does in fact indulge in ritual cannibalism. 
Whenever they do a Nepharite of Semai grants each member present 
with a new Dark Gift. Needless to say once someone enter the folds of 
the Old Circle, they never leave, unTess it is on a plate. 

Brothers in Arms 
The public knows the Brothers in Arms as an extremely well 

equipped and well trained gang of murderers known to set btock upon 
block of The Perimeters into chaos with their "hunt." The gang's "hunt"' 
consists of sefectin hero from of freelancers 
and setting him lo( ight. N o n ~  far. 

Most corpori efuse to c ?e Brothers in 
Arms directly, b e c ~ ~ s p  r,lt;y rc; UZ.U=WY better equlpp=" ~han the cops. 
The reason this gang is so well-heeled is because its leader is a Nepharite 
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of Algeroth, ApostC 
War. The gang 
operates out of a citadel 
deep in the bowels of 
the old mine shafts 
deep under Luna City 
and can pop out of 
subway tunnels or 
sewer grates at any 
time. Tekrons create 
new weapons of mass 
desiruction far the gang 
to  " t ry  out" on the 
streets of Luna City. 
Successful new 
designs eventually 
show up in the 
Warzones. 

The Ola 
In a 

. . 

I Tunnels 
city of 1.2 billion people, there will be a c illion 

people wno get disenfranchised and end up on the streets. Think 
about that: a city with literally millions of homeless. Where do 
they stay? Underground, in the miles and mfles of old subways, 
mine shafts, even entfre layers of ancient city that have since 

. . been sealed off and built over. Nobody knows how big the 
unregistered population living in the ofd tunnels might be, but 
rest assured those armies of disenfranchised have found new 
leaders where the Light of the Cardinal has failed them. All of the 
Apostles have active cults among the homeless, and the 
Brotherhood's p~ l i cy  of using flamethrowers on them has made 
the homeless more unified than ever. 

Dernnogonis is powerful in the old tunnels because of the 
terrible conditions most people live in there. Algeroth empowers 
two-bit thugs and turns them inZo super-killers. ItIan provides a 
dark light to replace the empty words of the Brotherhoad. 
Muawijhe has many followers among those we might regard as 

Tranquility Mentat Health Facility and "hamkss nuts". Semai keeps the flame of vengeance bright in 
the hearts of many who live under the city, particularly among 

Rehab center the Mutants of Lvna. 

s seem ta 
In recen 
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Ceiebrities, executives and franchisers are all alike The old tunnels, mine shafts and forgotten city blocks all 
when it comes to their health- They're in eventually reach the surface of the city. Entrances can appear 
desperate need of attention. The Tranquiliv Center is a anywhere: in dark cor-n,ars of active subway lines, behind o[d 
llnle known medical center, but their apparent ~uccess boxes in basements, in sewers wide as boulevards that caw the 
rate is extremely high. What nobody knows is that waste of Luna into their world. It is m-rnored thet llian has taken 
Tranquility is a citadel for Muawijhe, the Apostle Qf overthe ruins ofthe "true" F/E~ Cathedral that lies in ruins beneath 
Madness. Patients who come in for detoxification or just building most regard as the cathedral, all but the 
a little bed rest are subjected to powerful Dark Symmetry ~~~~~~~~d have forgotten. 
energies and transformed into really dangerous maniacs, 
not just the self-indulgent depression cases that usually SOcialab/es 
come through the door. The patients come out seeming Rarely openly talked about in polite society, The Socialables 

adjusted and ready for the world. Then* days Or are a string of sivTvinger clubs, both in the Ancierrt Quarter and In 
weeks Or years later* theyfind a a sniper rifle The Perimeters, where singles and couples can awnge group 
a of kids and go Others s f a w l ~  get-to-gethe~. There's also a lot of prostitution within the 
withdraw* dragging those around them into their paranoid Socialable$ and thus a srgnificant amount of germ-swapping. 
fantasies. Tranquility patients. however, are less suicidal Some of the epidemics sweep through the ranks of 
than Of the people in Luna because they have a executives can he traced back to Socialables, w e r e  servants of 
mission now. Demnogonis Introduce new, allen strains into Lana's biosphere 

Park Chapels 
for quick redistribution. Despite the extremely higP risk of infection, 
Socialables remains an extremely popular underground club. 

Luna 15 so enormous that even the 

Child Eating Carnivals 
On almost any day of the week, 

while looking out across the Luna skyfine, 
you'll be able to see the faint glitter-ing 
Tights ~f a ferris wheel or the spinning 
motion of a merry-go-round. What you 
won't be able to see are the children who 
wander into these evil carnivals and are 

their parishes Dark Chapels. They continue 
' I  

never seen again. Depraved cultists of to preach to their flock, but now their ' 
Semai pose as friendly neighborhood 

message promotes the path of Darkness to ' . 
carnivals that appear in parks one night, 

its listeners. Entire neighborhoods have t set up their rides and contests, and wait 
purged by the Brotherhood once they fi for unwitting families to arrive. The 
out a Dark Chapel is among them. Dark carnivals bast only a few days, and then 
Chapels are scat-tered throughout vanish as quickly as they appeared after 
Luna, and new one 

,.. . *. somebody notices that the up every few days. t years - -. +*; neighborhood" children have vanished. 
these disparate cel ecorne .. b Some of these children appear in their 

.<<> galvanized by one leaner rererred to ' ."r . 
... . )' homes weeks or years later and claim to have forgotten what 

as the Black Cardinal. -' : happened during the intervening time. Most of these children are - 
now servants of Sernai. 

I Brotherhood can't keep tabs on all its 
servants. Many missionaries, and even a few 
Mystics, are seduced by the Darkness during 
their months or years spent miles into the 
worst parts of the city. Ilian, the Mistress of 
the Void, is most often the Apostle to draw 
ex-Brothers into the fold of the Dark Soul. 
These damned Mystics be-come apostates, 

, , dq 
b :-. $'..> 

I rmt->b ;; ": 

, - ' -.. :I. 1. 1 
I ; , d , ;  <:,-?-<- , -. 
' - -. 



- 
he Outr 
corporatic 
colonies 

Throughout the solar system, mankind is now learning the true 
scope of the war it is enbmled in. Fmm far off Pluto to Mercury, the 

&%Y\ : - forces of the Dark Soul have made a most impressive beachhead into 

G< :' ' la$ our unsusaectina backyards. 
T :r Planets have been c , to the 

rns since the end of the first CI le planets 
beyond the belt suffered t h ~  the Dark 

Legrons predations and were all but anninjlated over a 
thousand years ago. Today, it is a painful lesson to the 

Brotherhood that these once luminous bodies must be 
avoided for fear of returning the darkness to the worlds of 

: \ - man, li was a source of bitter contention amongst the 
r < ,  Megacorporations that these resources must be ignored. Onty 

foot (officially) on a sphere 

Only the Brotherhod's Sacred Warriors have been secretly 
stationed throughout the Outer Planets, remaining ever vigilant 

against the return of the Dark Soul, While the Second Crusade 
it did not go unnoticed by the 
d, a silent alarm resounded. 

stics felt the dark power swelling like a frightening tide. 
To date. Pluto, Neptune, Uranus and Saturn are 

banned worlds. According to Brotherhood notification, 
these worlds are bastions for the Dark Legion. 
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Jup~ter is  a massive sphere surrounded bv 
Ganymede only IT coming a listening 
terrafoming, this rr t fully populated or s 
have engaged the Jepharite Maledract 
at least not on Gab ly rlFuC ILsetf. 8rotherhood MyJLlbu rGar r c  y l ~ a ~ n ~ e  of a vast Citadel on the 
near moon Thebes however 

In reality, Maledrach has established a hidden 
10. Here, amid the safety and obscurity of massive o 

that dwar 's of the Megacorp 
her mastery of the a, Maledr 

loan to al: ihabited to anyone 1 

suriversely Metis, t ~ ~ e  uuepllarrle buleraus 
has established one of the systems largest Necra- 
tech plague labs deep within the iron surface of this 
obscure moon. The screams of captured humans 

sard as a nearly ~ m p  whisper that 
oss the surface of MI by !ts ger 

Within the Astemid btlr, rllc;lc is a state 
"open season'3n the Megacarporations. Bases, 
satellites and operations have seen attacks of 
devastat~ng force and finality. Only Imperial has 
managed to have almost no appreciable attacks 
against its holdings. While the defenses of man 
should have provided some protection against the 
Black Shi~s. the fact that thev disaorae their warriors 

of 
ve 

appeared Citadels of the Dark Legion. Some, like 
the ones on Mars are erected over the ruins of older 
bastions of evil long abandoned. Others, like the 
ones on Mercury, came to exist as great ships hurled 
themselves from orbit only to bury themselves deep 
into the planets crust. Regardless of the manner rn 

expected. 
j ,  on all 
there ha - 



which they were created, f k e  a cancer these architectural ect  the realms of man and provide support to the black 
forces that serve the ultimately evil purpose of the Dark S 

Dark Eden 
The Dark Soul does not win victories by physical means alone. Indeed, its most important successes on Dark Eden 

have so far gone unnoticed by the mass populace. Even the Brotherhood's ever vfgilant Watchmen have no conception just 
how deeply they have managed to infiltrate the new tribes. The Dark Soul has agents in most of the Eurasian tribes. If 
present events continue, the entire Preussian court could be under the Dark One's control within one generation. When the 
Death Cry is heard and the Dark Soul summons his forces, new dark legions will be filled with heretics from all tribes as 
they turn on their kin and attempt to claim the world for their true lord. 

The Mutant King of Luna 
The catacombs that run deep beneath the surface of Luna City are the home to countless mutants who are driven 

from the world above by their deformity. The sad reality is that nearly all these mutants were once good people who, other 
than their physical distortions, were in every way capable of serving the Light. Forced underground by !he Brotherhood, 
these disenfranchised should have found community and relief in the shadows of the very organization which sought their 
deaths. Thus it is the Brotherhood who should be thanks for providing the Apostles with a growing legion of willing followers 
who seek vengeance for their pain and torments. 

Lead by the Mutant King, himself a fottower of Semai, these masses are boiling with a growing rage that the Cord of 
Spite will soon unleash upon Luna City. While the masses grow, the Lord of Disease also works his powers on the teaming 
masses with the full cooperation of Sernal. 

The Black Apostasy 
Perhaps the most spectacular success of the Dark Apostles is the formation of the Black Apostasy, the organization 

founded by members of the Brotherhood who have themselves been turned from the Light and lured carefully to the Dark 
Saul. Reviled and denied to exist, the Apostasy has cells in various cities throughout the system but has hidden their 
leadership an Dark Eden, where no one would think to find them. They are the great recruiters of heretlcs to the Dark Soul 
and work in secret towards the fall of the Cardinal. 

tn blasphemaus slander to the Brotherhood, the leader of the Apostasy is referred to as the Black Cardinal. The 
identity of this charismatic leader is a closely guarded 
secret, though he was once a member of the 

' Brothsrhaodk own Curia. Aiding in this person's 
longevity is the clandestine protection afforded him by 

', I the Dark Apostles. 







F Organization and Buying Criterja 
F 

When playing a Dark Legion force, a player must first decide If they are playing a force from one of the Dark Apostles, the Cults, 
or the Horde. The Dark Legion does not use Consultants or Advisors. 

P Dark Apostle Forces 
F Players fielding a Farce from one of the Dark Apostles may select troops from their Apostles list and the 

Common Support list. They may also select from elther the Cult list or the Horde list, but not both. They may never 
rF fietd units from another Apostle. 

P Cult Force 

rp" 
Players wishing to field Cult force may select freely from the Cult l i d  and the Templar Partisan list. They may 

never field unlts from an Apost[e, Horde, or Common Support list. 
P 

C Horde Force 
Players wishing to field a Horde force may select freely from the Horde list and the Common Support list. 

t- They may also pick from the Rasputin Bolshevik list. They may never field units from an Apostle, or the Cults. 

@ Normal buying criteria applies to the above chdces. You must have two grunt units for each suppart unit, and you must have 
one grunt unit for each elite. You must have one squad per individual. 

Reaper of Souls 

Stahler 
Technomancer 
Necromagus 

Support 
Supreme Necromagus 
Trooper Partisans 
Eestal Partisans 
Gendarme Partisans 

J 

'I 

Common Support 
Neronion Ratide 
Praetorian Behemoth 
Reaver Necrotransport 
Unholy Carronade 
Defiler Pods 

J 

Undead Legionnaires 
Necromutants 
Cursed Legionnaires 
Praetorian Stalkers 

Individuals 
Centurion Preceptor 
Gomorrian Emasculator 
Vallpurgius 

support 
Zurion Razide 
Horde Defiler Pods 
Soldat Trooper BolsheviF 
Shock Soldat Bolsheviks 

Screamin! 
Karnopha 

If Demnogonis 
Blessed Legionnaires 
Kadaver 
Last Ritesmen 
Blight Commando 
Cairath 

Individuals 
Centurion Preceptor 
Voice of Demnogonfs 
Shekral the Pustulatus 
Mortis the Vlrulent 
Demnogonis Nepharite 

Support 
Contagion Catossus 
Defi'ler Pods 

61geroth \ 
Neronion Legions 
Necrotyrants 
Enternal Corroders 
Carnal Harvester 

lndividuals 
Centurion Preceptor 
Tekron Warmaster 
Ragathol 
Nepharite of Atgeroth 
Golgotha 
Alakhai 

I 

I- f 

support 
Rlasca Razide 
Bio-Giant 
Defiler Pods 

J 

r~ 

6 

F 

F 

6 

6 

6 

k 

P 

\ 
lernai 

Heretic Legionnaires 
Dissidents 
Dark Huntsmen 
Callistonion Intruders 
Soul Reavers 

Individuals 
Callistonian Sundancer 
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Muawijhe 
3 Legtonnaires 

ge 
lrnrnaculate Fury 
Zenethian Soulslayers 

Individual 
Slaughtermaster 
Angel of Mercy 
Doomsday Proclaimer 
Bhalaeron 
Nepharite of Muawijhe 
Ezoghoul 

Eonian Justifier I 
Metropolitan Prophet 
Gatlistonion Conquerors 
Kraysf the Litigator 
Nepharite of Sernai 

Gian 

, 

Children of llian 
Templars 
Wheeled Templars 

Individuals 
Brass Apocalypts 
Vahl'Dredd 
Sarandria 
Karak the Keeper 
Nepharite of llian 
Mercurian Maculator 
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'T~E Werk Cr?Ke lnittates have proven !heir royalty and , 

initiated youths to powerful Necrornagi and the deadly Reaper of Souls. Unlike fruits Of theirefforts- Initiates are found 
, I  

some of the Legionnaires that fill the ranks of the Apostles' Armies, the Dark leading groups of in units under 
Cults live and operate within human society, holding jobs and having families; 'Ornrnand Of a They are trusted 1 
completely undetected by the rest of humanity. They live a secret, double life, their chosen *POstte who aspire to 

&/el 
SR 

See Chart 

caught between maintaining secrecy for themselves and their fellow Dark Cultists 
and fulfilling the wishes and plans of their true dark masters. 

On the battlefield, either in the service of their master Apostle's forces or in 
clandestine missions against humanity carried out solely by the Dark Cult, the 
Cultists fight from secrecy. striking from the shadows and wearing cowls and 

Pun~skr Short Sword (g&hfng) Gehema Puker !%methrower frabianll 
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yet greater thingsv In everyday life* Ihey may be = ! 
laborers, executives or soldiers, but in reality, they 
are the chosen warriors of the Dark Apostles. 

- 1 

Inxak 'r 
Gwn"r~~regu1red4-'2m*k~ma1~ tl 

I Sacristans 
Acolyte HMG Specialist 
Grunt squad spesral~st, wtmnal up 10 3 per s ~ u a d ,  md81. 

These poor unfortunates have begun the 

zc re PN PC Mbr ST IVN IW R: process of degeneration. where their 
6 7 e 3 17 2 22 Necrobionics and time in the presence of such 

masks to cover their identities when they are forced to be overt. E R h v L D ~ ~ s r W J R 9 A  
7 B ? 1 0 3 1 5 3 1 5 2 1 F :  

3 
Equlpment: Invader Assault Rile. Wnisher Short Sword. 

A c Q ~ ~ ~ @ s  Speclal Abllltles: Combal Reflexes. % 

These are the lowest ranking members of Special Rules: May select up to 1 Necrobion~c Enhancement. 
the Cult of the Dark Legion, having joined the * 1 
fold only recently. They are devoid of Necrobiotic InvadarAssaun FHlle rb,lU,C, 
enhancements and are obliged to obey any of cc w sr rm LR ~a rn FA , \ 
the other Cult members superior to them. D (I .s 1' See Chan 

P d Sword (slashmgl 
? 

In battie, the Acolytes make up the largest s f m t c t m  rn a 
portion of Cultist forces and have the highest . - . . ST-II  . 1 
mortality rate since they are often the keenest to 
prove themselves in the eyes of their Dark Master. Leader 

Gnrnr squad leader, mquvCd 1 model, fmi!z!l chhanwlw. 
E m B t D E W s r W R t R  

I 

A c o r n  7 9 1 1 1 2 3  1 4  3 1 9 2 2 2  
I 

Grunr trooper, requrred a- 12 mobek, ml. Equipment: Invader Assault Flfle with Carcass UBGL. 

E R P N m A w s r w m S ! ! x  P-GO Punisher Handgun. 9 

6 7 2 a 3 1 4 2 17 2 16 SpeclalAbfHtles: Channel,CombatAeflexes,Resolve,t. 
Equipment: Invader Assault Rile, P-60 Punisher Handgun. Special Rules: May select up to one General Symmety 7 

Weapo power and up to 1 Necmbionic Enhancement 

Inva( I (bsuistk) Weapon Stats: 
OC W L R W t M  S9 Invader Assauh Rifla (balMz~ 
-4 9 2 - 10 See Chart C C W $ I ! r n L R E R M  !?A 

1 

P-6U Purlisher Handgun (balh'sIe] 4 -I  n 0 -3 - T O  
O C P B 9 ( W i L R W E M W  Carcass Under Bawl Grenade Launcher (vm \ 
0 2 1 - - -  9 - E F B W P m L R W M  

-. 0 - .. - - r, 

P-W Pm~sher Handgun [halfisk) 
lnltiak Leader O C W ~ W L R W [ A I S P ,  k 

Grunt squad leader, nqdmd 1 model, mofid u ; 1 . - . g .  
I 

E F C F W L D M W T W B ? S ! E  
7 8 3 1(1 3 5 3 18 2 18 Initiate FT Specielist 

Equlpment: Invader Assaull Rile, Pun~sher Short Sward GmnrSq~dspecm'lst wflona'vp lo *PrsqMd, I 

Speclal Abilities: Combat Reflexes. ~ ~ R v L D ~ W S T W # w ~ R  
7 7 3 1 n 3 1 5 3 1 s 3 1  I 

Weapon Stats: Equipment: Gehenna Puker Flamethrower 
Invader Awut Rirk (ballisllcl 

E P s W S u r W ~  FA 
SpecFal Abilities: Combat Reflexes. 

- 1  .I u o -3 - 1 0  SeeGhan Weapon Stats: 1 

Equipment: Charger Heavy Machine Gun. alien evil has begun to deform their flesh, 
Weapon Stats: transmogrifying them into hideous mutants who 

Charger Heavy Machine Gun (bafffilk, mdkrg) cannot be seen outside of their secret Temples, 
cc w SR m m w m s 4  for their Stigmata mark them as the enemy of 
-#I 4 1 ~ 3 \  21x2, -1 - - IA -  anki kind and thralls of the Dark Soul. 

. - 7.. .'.* * - k* '. - % '  
.j m .  
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r" In battle. Sacr~stans ar i e  most maich the 
desperate to prove their devoti chosen troops. 
Apostle in the hopes of either urll iy bedored to uesm,yer 
normal human standards or Transfigured into ~/ , te trmper, requtred3-4dds.  m a 1  

either Praetorian Stalkers, Praetorian Behemoths a: FC FW to PE W ST PN P 
or the hope of every Dark Cultist-to become a 'O 

~ ~ ~ h ~ ~ i t ~  of their ~ ~ ~ ~ t , ~ .  E~~~ in the Equipment: Belzamch Assault Rille, Dispatcher Blade, 

P Dark Legion, hope springs eternal. Special Abllltles: Close Combat Training: 3, 
Enhanced Charge: I ,  Combat Reflexes. 

P sacristan Weapon Stats: 
p Eltle trooper, rqulred 48 rmdeIs4 morlal Bskarad (hI1fsl1c) 

CC I L R W ' C M S A  C c ~ w m ~ ~ s r W M ~ F c  
P 7 3 1 t : ! J 1 4 Z 1 9 2 2 2  0 4 1 1 -  

Equlpment: Invader &saull Rlle, P-60 Pun~cher Handgun. rnpalchar B l a e  ( w i n g 1  
E F B W W L R W m  W P Special Abllitles: Resolve: 1, Combat Reflexes. o - . . - . S7.s SeeChan 

e often If 
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soldiers. 
absolute 
m .  

r na r ta l  or 
dedicatio 

otiicrwis~ 
n of these 

#, ihai can 
! amazing 

p Special Rules: May releci up to 1 Necmblonic Enhancemenl. 
Weapon ~ t a t s :  Destroyer Sgt 1- 

. . .  wn Aitle (balktk) e t e  sguad IE&I. requfrea I per squad, m ~ .  initiates 
1 

F - .- L R m m  R C C R ; P H L D I I C W S T W I  
(a 3 - 10 SeeCbari 1 1 1 1  5 I 4 3  2 7 3 ;  !- 
I 

3Mt~) Equipment: Dtspalcher Blade, Soulshearer 
P L R W O M S A  wtlh Carcass UBGL 

0 2 1 - - - 0  

P Special Abltltiss: Close Combat Tra~ning: 3, 
Enhanced Chargs- 1, Combat Retloxes 

p Destroyer Leader Weapon ~tats: 
Eltte souad leader, requ~ed 1 per squad, mrtal D~spatchsr Blade (skhng) 

P P N l . Q P C H O S T I # I S R :  O C P B S W V I W M  FA 
5 1 3 3  2 6 3 2 0 2 3 7  0 .  - - - ST-5 See Chad 

p I Dlspalcher Blade, Soulshearer Autocannon Soulshearer Autocanrmn (blkshc) I 

Speclal Ablllties: Close Combat Tralnmg 3, Enhanced Charge: La . 
F 3hr l  

1, Combat Reflexes 
Carcas 

1* Weapon SUs: cc i9 

sr Handgun 1$1 
91 hR 

Autocannon 

OF F&: 
10 10 

Equlpment: 
. . . . . . . , -  -. - 

-1 1 [ 

Under Barrel G 
W g l N  
0 41 - 

r 
Daspalcher Blade (slashing) - - er. Chart 

M W  W SR F E r n  
o - sT-5 See Chart JNDIVID WALS 

F %ukkarer 
M 02 PB 

- 1  I ( I  10 FaeCnarl Reaper of SOWIS P 
Ponder thts, the rmm you sit quretly in at 

Sacristan HMG Specialist repose with your thoughts may hide something 
EI+$ s q ~ d  s p e o a ~ ~ s ~  upllona/ up to 3 per s q ~ d ,  morn1 far more terrible than the dark, it may hide one of 

i rm #I a #: the Cults mmt grimly and efficient assassins. All 
P r3 27 sane people rightly fear the Reapers of Souls, for 

hlne Gun. they live only to kill and usually perform their task 
fa o p c r a l  nuuluu=a. I ,cirubuG ,, vv,, ,va, Reflexes garbed in the distinctive garments of their 

P Weapon Stats: profession. The a Reaper includes a 
Charger Heavy Mach~ne Gun (batl~stic, rsndlng) skintight body sl *otic fibers, gathered 

re EC F8 W M I I R B I M S 4  from the flesh of rns and immersed in 
4 41U31 ZIx2) -1 . - 1-1 - the Distortion Chnlllucla "f the Tekrons. Their 

+- cloak, fomed of a diaphanous material bends the 

(F Destroyers light and renders them nearly invisrble to the 

Destroyets are the ultimate human warriors naked 
P of the Cult and unli cristans: they have The Reaper is a shade, an apparition of fear 
11* maintained more hl zarances. They are and death. Its presence is unsettling to sane 

battle-hardened sol4 spend every waking mortals and even Acolytes of the Cults tremble at 
moment deep withi,, ~ ~ F I I  s~cre t  lairs practrcing their ptessnce. When a Reaper of Souls stalks 6 
to improve their weapon skills. the battlefield, it is a harbinger of death, and all 

6 on the field of battle, Destroyers are those who share the field can feel their own 

normally found leading groups of Sacristans or m ~ ~ ~ l ~ ~ ~ +  

working in small squads themselves, always sent 
l- towards the most difficult and important of goals. 

What makes the Destroyers worthy of mention 
is their competency and dedication; there are few 

t 
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Reaper of Souls 
'? d-- xia:8cfit$ If lopa l~otr one per squad. mrtal 

L x s - f *  C E ! W D A C W T W M S ? R  - 12  6 4 11 3 2 i 3 2 0 2 3 5  

Billy, the Dark Prophet 'I 

Bllly was born on the mean streets of , I  
Lunak forgotten Sprawls. Homeless and 
hopeless, this child d Malcontenl parents, people . 3  
who belong to no Corporation, was destlned for 
a hard life. His life on the streets. avoiding i 

Brotherhood Purges and Corporate Security led 
him into the Syndicate, as many children of his 

' $ 

ilk so often do. - ?  

Equipment: Soulscythe. 
Special Abllltles: Stalk: 6. 

Weapon Stats: 

It was here, amongst the Solar System- 
wide criminal organization that Billy flourished, 

, $ 

acting as hired muscle for Venus' flourishing drug + 
manufacturing operations. That is until Bauhaus 
sent in troops to erad~cate the drug plantations ? 
t3 the last. After a fierce battle, Bauhaus managed t 
t3 break the defending lines, d~spite numerous 
Syndicate Death Squads and a small Free Army 1 
contingent, sending the criminal survivors Into 
the hellish jungles to evade capture and % 

execution. Billy was one of those survivors. \ 

0 Tec hnomancer 
Technemancers are dlgeroth's foremost 

human technicians, standrng on the verge of 
P 

I . becoming Tekroms. They are blessed with 
knowledge of the vast secrets of the Dark 

':.- < 
.f ' 

\---=.z 
Technology and are a fearsome sight on the 
battlefields. 

When Technomancers take the field, they 
are always equipped with the best defenses and 
weapons that Dark Technology can provide. One month later. Billy emerged from the 

dense jungle. completely changed. He stopped ,. 
conferring with his fellow Syndicate members and 
sought out his new family, the Dark Cults. i 

Technomancer 
/ndfvrrlual general orrcer, limit orre per squad, ma/ channeler. 

E F c w ' ~ K m s r w m ~ F c  
7 9 6 1 2 3  3 4 3 2 0 2 6 3  Inexplicably, Billy knew exactly where every Dark 1 

Temple resided, no rnaffer how well hidden it was. Equtpment: Nazprolh Heavy Machine Gun. 
Special Abllltles: Technomancy, D'iviSion Commander 
Speclal Rules: May select up to 1 Necrob~onrc Enhancement 

He further found he could recognize every Dark 1 

Cult member. even out of his or her mask and 
had manifested this power because he gleaned 

I 

an aspect of the Dark Soul that even the Supreme 4 

Weapon Stats: 
Nazgamth Heeq Machlne Gun pablc rendtry) 

a: w w m m w  m s9 
- 3 (x3) 1  (x2] -2 - - 11 1x2) See Chart 

Necromagi didn't possess and he showed the 
ability to Channel many pawerfut Dark Gifts. 2 

Necromagus 
When Sacristans demonstrate a command 

Rilly is now referred to as the Dark Prophet I 
and b welcome in every Dark Temple for he bears 
news from the Dark Soul itself that he shares to 8 

fne faithful. In battle, Billy carries and uses a 
Skalak Blade, an extremely unique honor 1 of the Dark Symmetry and are able to resist its 

consuming effects, they are oRen promoted to 
amongst humans and a symbol of authority I 
amongst the minions of the Dark Legion. .* 2 

I the rank of Necromagus. Within a cult cell, the 
<:,tj% - . - 

, . , (';- : Necromagus is the second highest ranking officer, 
A' 'l,f\;\. 

" f'. . - I a fearsome presence who represents the wicked 
11 --. .k -. <L.-\.J'. might of the Dark Symmetry to the cultists in his 

When not interacting with cells of cultists I 
or teading assaults, Billy is frequently found \ 
looking for the vulnerable or disenfranchised 
executives that appear everyday in the world of a 

business. To them he brings a wonderful gift and 
the promise of better things to come. 'I 

BIlly Me Dark Phophet 'I 

lndwduaf general o f f i r ,  bml one per amy, mdd channeler 
E ~ ~ l D ~ m s r ~ W m ~ ! x  t 
10 10 11 12 3 ? 6 4 14 2 2: I 

Equtpment: Skalak Blade. Voriche Pistol. 

. , -.- 
<.' . ",+ - .- r. 

. I 1 cell. 

1 Equipmenl: Necmtff h Ciaiv, Soulshearer Autocannon with 
-. - 

'r - Carcass UBGL 

"1:;. -, -: -- " , .  - 1  

- ! ! 

-, Speclal Abllllles: Channel, Dlvisiun Commander. 

1 S~PCIRI  Rules: May select up to 1 General S y m r n e t ~  power. 
and UD to 2 Necroblonic Enhancemenls. 

Necmmagus 

Special Abllltfes: Channel, Inspiration: 2, Division Commander, I I 

,: 1 , .-,, I IndIvidue/ dwis~on commsnder. llmlr one persqund. modal channekr. 

p.': '-, .: 10 11 13 10 B ? R 27 2 37 

Speclal Rules: May select up to F Genfral Svrnrnetry power. 
lnsp~ration for Culllst onty. I- l 

Weapon Stats: 
Skalak Bhde (slashg) 

~ J 

E W W F m I R W m  Sa. 
O - - - - - STt7 SeeCharl \ 

Voriche Pistol (ballstic) 
C C W 9 f ~ R L R W C M ~  I 

O l C l - - -  8 - 
'I 

I.. 

- n (ballistic) - ,,. - 

Weapon Stats: 
Necrotech Claw (mdir 

E W g r U  m s4 
I . . .  S7+5 SeeCharf 

Swlshearer Avto-anm~ 
O C W S P t k u r n i A  S4 
- -1 ' 0 . t  - kc SeeCharl 

/* 
Carcass Under Barrel G r e d e  lamchet (variable) - Biljy- Dark Prophet 1 -. (I +I  -- -- - -- seechart 





f! SUPPORT The Supreme Necromagus 1s a skilled 
wielder of the Dark Symmetry a ~ d  is capable of 
harnessing that power to create a unique Golern 
to serve him in battle. As varied as they are 
dangerous, Necromagi Golems seem to function 
as the bodyguards of their master. 

Supreme Necromagus 
upreme ~ecro&a~us is the head and 
icer of a Dark Temple, its highest cult 
d most competent human leader. 

mand of the entire Dark Cult to further the 
s of their chosen Apostle. 

the deadliest foes anyone can face. 
1 , /the Supreme Necromagus has fully committed 
' ' his soul to the Darkness of the legion in the hopes 

,' to be transfigured into a Nepharrte. 

Equipment: Nwrotm Claw, Soulshearer Alrtocannon. 

Golem d Dlmrd 
Sumsquad sptrmhst, ophbnal2pr mods/, supwwlural, 

E F E ~ m f c w s r w b R ~ ~  
1 2 7 5 8 2 3 7 3 2 3 3 4 1  

Equipment: kcghar.  
Specla1 AblilHes: Channeling Mdium. 
Special Rules: These golems are bondd medium for the 

Nscmmagus. See the Channelar Medium skill 
tor details. Golems may not activate unless 
they are In the command radius of a friendly 
model. 

Azoahar l m )  
C C R 1 W m m w ~  a 
o . . . .  - ST-7 See Charl 

Special Ab1116es: Channel, Insplration: 2. 

Speclal Rules: May select up to 2 General Symmety powers, 
and up to 2 Necrob~onic Enhancements. 
lnsp~ratian for Cultlsl only. The Supreme 
Necromagus must select 1 (and only one) of 
the opt~onal specrallsts as his summoned 
selvants. 

Weapon Slats: 
Necrolech Claw (rendkrgj 
a c w s r w i R w m -  ss 
I . . . -  - ST+S ~ s e ~ h a n  

Golem of the Vold 
Slrppon squadspwaifsl, apl1wral2pr &I, supwnafural. 

c c m n v ~ t c w s w n ~ k  
1 2 7  5 8 : >  3 7 3 2 3 3 4 1  

Equlpment: Azoghar. 

Special A blliies: Void Gate. 

SpeciaF Rules: These golerns are counlerparls of a Void Gats. 
See Vo~d Gate skill lor detalls. Golems may not 
activate unless they are i? command mdius of a 
fnendly model, 

Weapon Stats: 

b z a g k  (dl') 
c c P B 9 1 I I R L R - m m  !?A 
o - . . - ST+7 Seq Chen 

1 

Summoned Specialists 
Golem of Rame 
Suppod squad speclalrsl, optional 1 per mdd, svpemaflrml. 

The Esisian Razide was first encountered a: , , , - lu' PR 
goduring the attack on the moon of 12 T 5 8 3 3 7 a 23 3 47 

ault leveled one quarter of the Capitol Equipment: koghar, lncendlary Bellows. 
before it was repulsed and this new Weapon Stats: 

Azoghar (fendkg) 
r x : w w m ~ ~ b  R -  sh 

Erisian Razide 
1 per &I, summoned necmbiok 

EC !3r ST m W E 
7 3 2 5 3 8 4  

iprnent: Nazi Machine Gun. 

slural AUack (13), 
z Prmaror senses: 5, Secondary ABach. 

Spwlal Rirles: Natural atlack is lists. Raidas are not subject 
, , to issues of moral. For one adion, the 

'I Necromagus can release him to act on his own. 

+ 
/' 

Upon berng treed, he musl uss all his remaining 
actlons before the Necromagus can conflnue 
his turn, 

Weapon ~tats:  

lmendlary Bellows (radknt) 
C C P B % n a L R r n r n  SI 

- . . -  9 See Cl~arl 

jarnth Heavy 

Rating: 2, Na G~lem of lee 
Sqnporl squad spci8Iffif, ~ p h t  I per model, supmar~ral. 

c c ~ w m ~ w s r ~ m b k  
12 1 5  U 3 3 7 r . 2 3 3 3 7  

Eqqulpment: Azoghar. 

Special AbllltIes: Void Taint (81, 
Speclal Rules: Golems may not acthate unless they are In 

command radius of a friendly model. 
Weapon Stats: 

Azoghar (rendmgj 
a P B S A k m L R w m '  d 
n . - . .  - STt7 See Chart 

- 7 Nazgaroth Heavy Mschine Gun (&/&tic, rend@ 
CC R Si PRLFIBI  iM A 
- 3 1x31 1 (x2) -2 - - 11 1x2) Sse C'rrrR 



Gernplar Padisans 
The T e m p l a r  Tribes found on Dark Eden 

have long been a source of desire for the Dark 
Soul. Necromagi and Technomancars have 
infested the ruins of earth for decades, slowly 
building alliances and influencing the peoples 
where they can. One of their most brilliant 
successes occurred in the Templar Courts. Using 
flattery and manipulating their vast egos, the Dark 
Cults had made significant progress in corrupting 
many Templar Holds, turning them into Heretics 
from their own people. The Ternplar Partisans 
now sewe wirlingly the Dark Saul and have come 
to hate their former comrades who they see as 
mere puppets to their past. By contrast, the 
Templars loath the Dark Legion and wilt slaughter 
Partisans on sight. 

Controll~ng the wlrld Purger Beasts, the 
Templar Gendarme have trained their pets to hunt 
Brotherhood soldiers and other beings devoid of 
the taint of Dark Symmetry. Like all Partisans. 
these Bestals have dedicated themselves to the 
will of the Dark Soul. 

Gendarme Bestal Partisans 
Gruni Iraop~r, qotmal up la 1 per Horde squad, Mat, 

E K R Q k D X V D S ~ h 7 ~ K  
7 7 4 1 1 3  1 2 5 2 1 5  

Equlpment: Marker Darl Pistol. 
Special Abllltles: Surv~mf Training: 3 
Weapon Stats: 

Marker Dan Pistol (environmenialJ 
C e w s r h a l F l w t M  SA 
o o . . - -  

Purger Beast 

9 See Charl 

~run*east, requ~red 2-4 mo&ls per Bestal, Beast. 
E ~ W I D E W ~ W M B K  
10 - 2 12 3 1 4  3 18 I 2 1  

Special Ablllties: Group Assault, Natural Attack (10). 
Predator Sanses: 6. 

Horde Trooper Partisans 
Gmnl trooper. rqu~red 4-8 models, mwlal. 

~ ~ W L U K ~ s r W b R Q ~  
i U 4 1 0 3  1 9 . 1 1 7 2 1 9  

Equipment: lmpaler Dart Rile, Marker Dart Pistol. 
Special Ablllties: Surv~val Training: 3. Speclal Rules: Natural attack is a bite, Being native to toxic \ 

airnosphere of Dark Eden, these animals have + 2 

an effective resistance lo  environmental 
hazards equwalent to Survival Training: 2. 

Special Rules: May select up to 1 Necrobionic Enhancement. 
Weapon Stats: 

Irnpler Dart RifB (bslIisliC) 
E m ~ m t r i r n m n s n  
- 4 0 1 0 - 3 - 9 -  

Maker Dart Pistol (envlrmmenlal) 
( 3 : m m m L R f 3 1 m  w 
a o . . s See C M  

i, j 
The Gendarme Partisans have come to 

understand that the teachings they revered as 
Temptars were nothing but shackles that have kept 

Soul did not send down his power so they cou ld  

I 
them from reaching their full potential, The Dark ~ ~ , - c ~ e  PaHisan 

merely eak out a meager existence, they should Cemr ParHsan 
Grwrt sqmd leader. rreqWred I per sqrrad, mortal. 

E E F W D E v n B W b R B ~  
1 0 8  4 1 2 3  1 .i 4 1 8 2 2 0  

Equlpment: Horde Machete, Marker Dart P~stol, 
Special Abilltles: Survival Tra~ning, 3, Ferocdy. 

be lords of the land. 

Gendarme Partisans 
E/11e trooper, requ~red 4-8 models, d a L  

E ! x ! w l D ~ m 5 r w ~ s ? ~  ' 
J 8 U 10 3 7 4 3 20 2 2 2 ; '  

Equlpment: Horde Sword, lmpaler Darl Rifle. 
Special Ablllties: SuMva Training: 3 Femcily & 

Special Rules: May select up to 1 Necrobionic Enhancement. 
Weapon Stab: 

Horde Ma~hefe (slash$ 
a : w w m m w  m sn 
o . . . .  ST.5 - 

Marker Dart PISMI (wr!monmsni%l) 
O : W S ( r n L R W M  S9 
0 0 - . - .  B See Chart 

Weapon Stats: 
Horde Swrd (slashmg) 

E W W r n 1 R W  m $ 9  
p . . . .  - ST-7 A 

Irnpater Dad R1k (ballklk) 
E m a ~ i d w m s s  

Horde Partisan Standard Bearer 
Gmr squad specmltsl, optanal up lo I per squad, mrfal 

c c ! x ~ m E w s r h w ~ ~ l T  
9 7 4 1 2 3  1 4 4 1 7 ? 2 0  

Equipment: lmpaler Dad Rifle, Marker Darl Pistol. 
Special Abllltres: Survival Trsin~ng: 3. 
Speclal Rules: May select up to 1 Necrobionic Enhancement, 
Weapan Stats: 

Impaler Dart Rille (balhstic) 
c c F s S r r m v r w m s s  
- d O l O - 3 - 9 -  

Markar Dad Plstd (snv~mmentalj 
E W W m I I I W m  S9 
r ) ~ . . . .  9 SeeChart 

Gendarme Partisan LMG Specianst & a k <  ,, 

~ h t e  squad spechhsf. ~ p t ~ m a l  up to 2 per squad, mortal Erisian Razide 
~ ~ ~ ~ m w w s r w r n s ~ ~  
7 8 4 1 0 3  r n ; 2 0 ? 2 R  

Equlpment: Horde Sword, Tainter Darl Rifle. 
Speelal Abllltles: Sulvival Training: 3, Ferocity 
Weapon Stats: 

Horde Sword (slsshing) 
C C F e w h m L A W  m ss 
o . . . -  - ST+7 - 

Tainler Osd Rilla (batIMic1 
ce w w m l R a m a  
-2 2tx3) 1tx21 0 - - 10 - 



The Hordes are the largest and most plentiful of all forces that sewe the 
Darkness. Led by the mighty Nepharites and armed with the power of the Dark 
Technology, they are rightfully feared by all who must fight against them. Beneath 
their fluttering blood-red banners, they make war on all who oppose the will of 
the Apost les ,  fortified by the certainty of their inevitable victory. Most are the 
creation of Atgeroth, who trades their services to his sibl~ngs for dark favors and 
unknown promises. His forces are mostly comprised of the Horde, since his 
interest lies in frontal assaults and carnage. 

The tactics used on the battlefield vary greatly from Nephan'te to Nepharite- 
some are superb leaders that easily anticipate any opponent's moves and direct 
thew forces accordingly. Others are solely interested in shedding blood personally, 
without paying any regard to what the rest of their forces are doing. 

Golem of Darltness 
Gvrrr souad spx16nsr requ~red I per Leqonnarre sqw. s ~ e ~ n a t u r a l .  

C T K R V D E V D 5 T N M S R  - 1  
1 2 7 5 B 3 3 7 3 2 3 3 3 5  

Equipment: Azoghar. 
I 

Special Abilities: Aura of Darkness 
Weapon Stats: 

koghar (mmllng] 
C C w 9 ( m l R m t n n  Sq 
(1 . . . .  - ST J Seeman 

Curator 
Grunt lrrmper, pptwnal up lo 1 p r  Leglomaim sqvcd, necmbrotic 1 

E F C W ~ ~ K M S T L W M S Z F C  
5; i -I I l l  R 2 6 3 1P 2 36 h 

Equipment: Curator Sword, Playue Gun. b 

Special bblllffes: Necrorna~lcy: 4. Zombie Masbr, 
r- / ;,,.-*- - Undead Legionnaires 

Weapan Stats: 

'- Curator Sword (slash~og) 
The Legionnaires are the backbone of the pg 9 rcs A( 9 

- Dark Legion's forces, silently marching ever I . . . .  ST-d Sce r,han 

t, forward to attack The light of humanity.  he bodies Prague Gun (errvrronmnta:) 

are stolen from the uncountable mass graves that f 7 '" tS 
,, See Chart 

litter the battlefields of the Solar Svstern, as well 
as from ancient burial grounds on'the colonized 
worlds. In unspeakable rituals, the bodies are 
re-animated through the dark use of - Nectotechnology and enslaved to serve their new 
master. This fact alone gives the legionnaires a 

'1 frightening appearance. Their equipment is a mix 
. m -I of modern and ancient technology, and their state 

I ,  of decay varies greatly. 
. - 9 As a result of their creation, they are 

f 
, . mindless husks, contr~lled by the higher officers 

within the Dark Legion and have no powers to 
I 

- -  . act on their awn. A Legionnaire that has lost its 
i \\commander will stand in place, blankly staring 

forward. It will not move again until a living being 
comes too close, in which it will surge forward 
and attack it in close combat, or another Dark 
Legion commander comes to rcgain control. 

Necromutant Leader 
G m l  sqcfad fsadar, requrred I model necrobiolz. 

C Z F C W L Q K  L W T h W f R g K  
3 3 . I1 3 1 5  3 1 8 2 i  

Equlpment: blzarach Assault Rille. 
Special AbiHtles: 2uwrval Trainmg: 2, Zombie Master 
Weapon ! 

Belzaral (ballrsl~c) 
E 77 m W B,! 3 
o - ,  .., I - - r i  . 

Undead Legionnaires 
Grunt trooper. requ1red4.12 m d k ,  necroyank 

Mecromutants 
Living human captives are brought into the 

~.echanized Distortion Chambers deep within a 
Citadel and through Necrotechnolagy, the 
structure af the victim's body 4s changed and the 
basic genetrc code reprogrammd. The result is 
a soldier with near perfect combat abilities. 

hlecrornutants retain some activity in their 
brains however and are capable of taking initiative 
on their own. Necromutants also retain a part of 
their original personality, though twisted like their 
bodies. The small remains of human creativity 
in the Necromutants make them versatile on the 
battlefield, being deproyed as either a commander 
for groups of Undead Legionnaire or in small 
leaderless squads that wreck havoc on the 
battlefield. 

1 .  Equlpment: Belzaracll Assault Rifle. 
Special Abllitlea: S u ~ ~ v a l  Training: 2 

E E W L D K V D F W ~ T E  
G i 2 E 5  1 4 ? l i ? 1 5  

Equipment: Kratach Assault Rifle. 

Weapon Sbts: 
Beb.;ach Assauk Riflo (hallis8c) 

C C P 3 R P A 7 A r L R W t M S D .  
0 ' r. - 1  : - 1 1  . 

Special Ablllties: Necrorgan~c Resistance. 
I ,  

Weapon Stats: 
Kralach Assaull R ~ l l s  fiabfstic} 

C ; : m S I ' , u L R W m  54 . ..I 2 11 0 -? - i O  Ses Uiarl 

Necromutant Tormentor 
Gtunl muad specralrsl oQlrnnaJ uplo 7 persquaO, n%mbiu!c, 

E R ! W L O E W S T W & 7 9 R  
C R P F A  i 5 : i a 2 3 1  

Equipment: Tormentor Flamethrower. 
Special Abilities: SuwivalTfain~ng: 2. 
Weapon Stats: 

Torrnenrnt Flamelhtmer {mdfdn!) 
L C F S ~ F t R L R W D ( I  S9 

- .  . .  - 11 See Chan 



Curaror 
G n ~ r :  rrmper, ou!m/ up lo I per squad, necmbattc. 

E i T ! w I D K . N D s r i W D R ~ F c  
8 T . ? 1 0 3 2 6 3 1 9 7 3 8  

Golem ni Darkness 
Grur:l qua0  q N ~ a l l s t  reqtofred I per squad, svpem~lUra1. 

a F c F w L D ~ w s r ~ w ~ ~ i T  
1 2 7 5 2 3 2 7 3 2 3 3 3 5  

-1.1, 

1 

1 3 ?-% 
. j.. 

. ? 

* - 

1. 

. . ... 

- 
~- . . .- - --I 

- -  - -  -1 ;-- ,;-, ,- ,-* ...Ii 
1 >F =\ 

h/ecrorn~Dnf Tormentor 

Equipment: Curator Sword, Plague Gun. Equlpment: Azughar. 
Speela'f Abllltres: Necmmancy: 4, Zombie Master. Speclal Abiltties: Aura ol Darkness. 
Weapon Stals: 

Curator Svrord (skshing) 
E F s 4 1 r n y r W  m4 W 

I _ _ _ _  - ST b 4  See C!lan 

Weapon Stats: 

Plague Gun (mvlronmenlal) 
C C W S I t m U R F R M  9 
O O C , - - -  s Seechart 

Praetorian Stalkers 
The Stalker is a formidable war machine 

without equal in the forces of the Dark Symmetry. 
It was created by Algeroth's Tekrons and shaped 
after the Apostle d War's visions of the ultimate 
front-line soldier. 

The Praetorian Stalker's body is a 
t~chnological marvel propelled by motonzed 
Necrorganic iirnbs and supported by servo- 
controlled artificial organs. The Stalker is a 
foremost machine, the only organic part of which 
is the brain and flayed nervous system of a Heretic 
or a Dark Cultist who have undergone the 
Transfiguration into a Stalker. 

Upon completion of the ritual that creates 
a Praetorian Stalker, it is introduced to its Twin. 
Both Praetorian Stalkers are liked through 
Necrotechnology so one always sees and lcnows 
what the other knows and sees. This makes the 
pairing incredibly formidable on the battlefield, 
where communication is instantaneous, even wer 
great distances. The Symbiotic link does have Its 
drawbacks though. The trauma of losing a Twin 
can cause physiological damage to the other. 

The purpose of the Stalker on the battlefield 
is simple ... mass destruction. 

Cursed Legionnaires 
Named from the cursed Earth where they 

were born, these undead abominations are the 
spawn of yet another horrible experiment on 
humanity by Valpurgius. Upon discovering the 
rather unnatural ability of captives from the 
Templar tribes to survive in the near toxic 
atmosphere without the aid of a filter mask. it 
occurred lo the dark mage that these humans 
might be uniquely qualified to survive a process 
he previously thought far too destructive for use 
on humans. He was correct, and the Cursed 
Legionnaires were born. 

These new undead troopers are very 
distinctive In appearance. As a by-product of 
their transformation, all that remains of therr head 
is a bleached bare skull. Their body appears 
normal, but the powerful chemicals used in their 
processing have l~ardened their flesh to the 
consistency of cured leather, leaving them with 
little need for conventional armor. But their most 
distinctive trait is the way they act. 

Cursed Legionnaires are mentally aware 
07 their surroundings and totally self-directing. 
They fight as leaderless squads, and are even 
capable of the logfc required in redirecting their 
fire to more pressing targets. This makes the 
Cursed Legionnaires a necrobiotic being, despite 
the fact that they are undead. 

Making this fearsome unit more frightening 
Is the presence of a Golem of Darkness in their 
midst, for Valpurgius has made sure that his new 
creations have this added strength to support 
their numbers. Such a symbiosis appeals to the 
dark alchem~st's humor. 

Praetorian Stalker 
Wte /moper, mqufrd2 mpdek, necrohi&. 

D F C ! 4 V L D F C U D % I R S K  
8 1 1 4 t l S 3 5 3 2 2 3 5 ~  

Equfpment: Scythe of Semai Heavy Mschins Gun. 
Special Abillfies: Para-deploy, Syrnb~otic Link, 

Predator Senses: 5. 

"I= " Praeforian Stalker I Weapon Stats: 
Scythe oi  Sema Heavy Mamichins Gun (baIIffihcl 
a: FB 91 I R I 1 R W r n s s  
0 3(<3) 1 (x2) -2 - - 13 . 

Praetorian Enforcer 
Elrle squad specialrsf, opfronal up to 1 per squad, necrobiotic. 

C c ~ ~ l D K ~ s T W ~ s Z I x  
8 1 2 4 1 2 3  3 5 3 2 3 3 %  

Q"F Cursed Legionnaires 
B t e  trooper, rsqwred 4 8  models. necmbiok 

P c c c ~ ~ t ~ t c w w r m n s ~ ~  
7 9 2 1 0 3  1 4 3 I B Z 2 0  

P Equipment: Kratach Assault Rifle. 

I' 
Special Abilifies: Necmrganrc Resistance, Tactical Sense. 
Weapon Stats: 

P Kntach AssauR R~tle ( ~ / / L S / E )  

O : W S ( ~ R l R W I E n  SD. 

P 4 .2 (1 0 -2 - 10 See Chad 

Equlprnent: Scythe o l  Semai Haavy Machlne Gun. 
Speclal Abilities: Para-deploy, Symbiotic Link, Necromancy: 3, 
Weapon Stats: 

Scythe 01 Somar Heavy Math~na Gun (baflrslc) 
CG PB 91 ? R L R r n D A S R  
0 3 H 3 )  1 ( ~ 2 )  -2 - 13 - 



Centurion Preceptors 
One of the most frightening examples of 

what can be achieved through the use of the Dark 
Technology is the Centurion Preceptors, the 

, L Captains of the Dark Legion" forces. They are 
.- culled from Cultists, capt~ves and corporate 

deserters, brought to the Distortion Chambers of 
b . . -  , the Tekrons and utterly reshaped into beings of 

pure evil. 
Centurion Preceptors are fearsome 

humanoids, standing over two meters tall with 
bulgrng muscles and strong builds. Their feathey 
sk~n is grayish green and their voices are loud, 
harsh and grating. They are often placed in direct 
command over groups of Necrorganics acting as 
the~r sole bran and direction. As Preceptors are 
beings fused with Necrobi~nics, they are capable 
of channeling Dark Symmetry powers to a limrted 

I Ind~mdual frwper, I r r n ~ t  on< pernecrorganrc sqwd, rmmbmhc 
D ~ P N t i 3 K W ~ W R 9 E  
9 G 5 1 3 3  2 5 3 1 9 2 2 7  

i Equipment: Voricha Pistol, Skalak Blade. 
I '  1 Special Abllllies: Zombie Master, Channel 

' , 'I, Special Rules: May select up to 1 General Syrnrnefty power 
Weapan Stab: 

Vor~che Plstol (balkt~) 
C C w S I M ( m w O A S R  
U O - - - R -  

. - J SkaW Blade (s/ashhgJ 
a : w s t m L R 1 R  W a 
o . . . .  STt7 See Cnad 

-ian Em, 
- 

Gommorian Emasculator $ 

The Emasculator is another bizarre , '4 creation of the Archmagus Valpurgius. This 
powerful entity combines the DNA of a human -. 3 
embryo with that of some native beast of Dark 
Eden. At a certain point in its development, it is , I  
r:pped from its artificial womb and implanted with . & various pieces of Dark Technology, notably the 
Agethz Mlnigun. , ? 

The end product is a walking piece of 
artillery that has the potential to devastate infantry 

. 9  

formations with bursts from the Agethz and , ?  
obliterate hard targets with its Brainbuster Power 
Hammer. The Emasculator is a favored minion B 
of Valpurgius and is frequently requested by 
Nepharites of llian for support. 

1 

! 

Gomom'an Emasculator 
Indtvrhrslsquad Ifnked of~~cer, lrml one psr Necrabnlic squad. necr&iolic 

, $  

E ~ w D ~ w s r m ' m ~ ~  
1 0 7  c i  11 A ?  7 2 7 3 3 4 5  , a  

Equipment: 8r~tlnbusler Power Hsmner, Necrokth I 
"Oppressor' MPL 

Speelal Abllltles: Dire Aat~ng: 2, Unit Corrrnander. \ 

Special Rules: May command Necramutants and Cursed 
Legtonna~res. 

5 

Weapon Stats: 3 
Brainbustor Pwer Hammer (concussrve~ 

E W w m L F I W M  !3 
o . . . .  

"I 
- STt6 See Chsn 

1 

Archmagus Valpurgius > 
During the First Crusade of the Dark 

Legion, Valpurgius was the Nepharite Magus of I 

Alakhai. His legend slowly grew as his various 
atrocities mounted. With the advent of the -7 

Second Crusade. Valpurgius has been given 'Z 
command of the Dark LegronJs forces on le ark 
Eden, an appointment from Algeroth himself. In -1. 

an event that has never before happened, the 
Dark Soul has further offered Valpurgius the 

3 

greatest of rewards if he can conquer Dark Eden 
and accomplish a very special mission secretly 

1 

mmrnunicatsd to him ... that reward, to become 1 
the new favored Apostle of the Dark Soul. 

'I 

As can be expected, this has lead to a 
whole new series of intrigues witkin the Court of 'I 
Nero, where the other Apostles both aid 
Valpurgius and plot his demise. Valpurgius is well 3 

aware of this, and hc has playcd off of it vcty -7 
keenly, learning a bit of each Apostle's Dark 
Patterns. Now Valpurgius is  considered ta be an .I 

Archmagus, the highest of all masters in the Dark 
Symmetry save far llian and her brothers, and 7 
he uses these powers in his attempt to win the 
planet that spawned humanity for the Dark Soul. ?I 

Valpurgius stands almost 8 feet tall, his 1 

height emphasized by the ancient Crown of 
Rituals that rest upon his head. He wears light - ' \  
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u n  the battlerlelo, va~purgius uses his 
extensive abilities in the Dark Symmetry to lay 
waste to his enemies. Few can withstand his 
power, even amongst the Nepharites of Ilian, and 
t 1 countTess successes on former Earth, 
i other warrones. He is a force to be 
I with, something that Algeroth 
understands and uses to his advantage, knowing 
that Valpurgius will eventually betray him in an 
attempt to become one of the Apostles. The new 
and twisted minions that the mind of Valpurgius 
has spawned have bec~me welcome additions 
to the armies of the Dark Legion. 

Zurion Razide 

if ; There are very few events that can, in a 
blanket manner, cause a Rasputin to grimace. 
Ment~oning the Siege of Zurich is just such an 
event. The horrific events ar 
city and the near endless sie e 
made the city a place ot ink 

Of the various intelligerl~t: rapul IS yd11 
from those battles by the Rasputin's Brotherhood 
Advisors, there is an incident worthy d special 
note. The Brotherhood records have been very - 
specific to note at1 the minions of the D a r k  Legion 
where they are encountered. 

The fall of Zurich was the first recorded 
sightings of a different Razide, a monster of black 
sinew and dire temperament created by the 
malevolence of Valpurgius. Unlike the Neronion 
Razide designed by blgeroth himself, this wicked 
creation does not share tb n skin and ] 
unstoppable power of its c 3ugh taller, I 
this ebon skinned beast is ,ter and far 'I 

more vicious. It possesses a tieerr awareness that 1 - -=.- -.-. 
prevents it from being surprised and all attack 
upon it are met with an eager frenzy of poundin! 
stone-like fists. 

Emerging from the Germanic Wastes at the 
vanguard af Arch Mecromagus' army, this 
wretched monster was named afterthe city it was 
instrumental in destroying and though common , 
on Dark Eden, it is now seen on other worlds as I 
well. i 
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P lndrvdutll form commander, llmt m per army, necmblotic channeler. 
E E W W & W S r W M K E  

l- i 7 1 6 1 6 4  4 3 2 2 2 2 5 2  
I 

Equlprnent: Obsid~ous Sc~mitar, Crown of Rduals. 

I- Special AblMes: Channel, Dire Rating: 4, Force Cnmrnandsr. 
Tactical Sense 

Special Rules: M a y  select up to four Algeroth powers. 

Ir Weapon Stab: 

beion Razide 
I 

Siippon W M E .  tequtred 1 model, m b r o t c  
E F C W L D E ! W V U B R S ! X  1 
11 10 10 12 3 d 8 d 23 3 85 

Equlpment: Hellblaster Autocannon. 
Special Ablllties: Dire Ral~ng: 2, Natural Attack (141, 

,I 
Predator Senses. 8, Secondary Attack 

Specjal Rub: Natural attack Is flsts. Razides are not subject 
to issues of moral 

Weapon Stat% i 

Hellblaster Autocanrwn (baNlsi%, mussrve)  
E W S h W t R W  OM W I 

n - I  -? - 10(%2) SeeCharl 

Defiler Pods 
Defiter Pods resemble huge, circular eggs 

with leathery surfaces threaded with networks of 
pulsing veins. Inside. these husks are filled with 
a thick, mucous-like gel which can absorb 
tremendous impact. This is critical because these 
pods are usually dropped from orbiting vessels 
after which they streak through the atmosphere 
in a blazing trail until they impact their target with 
a thunderous sonic boom. 

rpreme i 

The Tyrant of Dart Eden 1s served by the renegade 
General Robert Johnson. Followtng his defeat at K~llkaran Rjft 
and the loss of the highly decorated Target Company, Johnson 
had fled to Dark Eden where he has foundsuccor in lhecourts 
of VaEpurgius. Since hisdefect~on Johmon has used his inside 
knowledge of the Capitol mrlitay to hamper their off world 
efforts. There is a substanffal bounty on his head posfed by 
both the Capitol Megacorporation, the Brotherhood and the 
Cartel. 
'L 



Even c l o s e d ,  the pods glow and rlpple wtth 
the power of the Dark Symmetry. Once the pods 

. -  -- - - - - 

They are lured away by the grandlose 
promises of Valpurgius who advocates a 
Rasputin Crusade To claim the whole of Eurasia. 
It is a vision filled with Rasputin ascendancy and 
power, a dream of being able to dictate terms to 
the off world meddlers that infest Rasputin lands. 

It is the lure of power and ambition that 
has seen hundreds of Rasputin soldiers defect 
to hk  banner. Sadly for them 2nd over time the 
Bolsheviks, as they are referred to by their 
brothers, succumb ta the power of the Dark 
Symmetry and show little reverence for the 
important matters of their past. They are thralls 
of the Dark Soul, willing warriors trapped in a 
dream of ethnic ascendancy from which they will 
never wake up. 

Suffice to say, Rasputin Loyalists will attack 
Bolsheviks on sight, their betrayal of the Tsar and 
the Obersts too much for tlieir honor to bear. In 
this the Brotherhood offers its full support though 
the Tsar considers it an internal matter and has 
made it abundantly clear their assrstance is not 
necessary. 

Bolsheviks bear the twisted symbol of 
Valpurgius upon their armor and banners. 

come to rest, they burst open and the Dark Legion 
troops they contain emerge from their slimy 
innards, glistening with albumen and ready for 
war. Defiler Pods are often used for fast assaults 
and each Apostle seems to prefer to stuff them 
with their own particular troops and monstrosities. 

An additional point of note according to eye 
witness accounts is the discovery that the pods 
themselves seem capable d imparting some of 
their nascent Dark Symmetry to the area around 
them, often to the benefit of the warriors inside. 
Again these incidents vary based on their Apostles 
of origin. 

Horde Defiler Pod 
SuppoG un~t, rpqwed 1 -1, asmraledarmament. 

C c ~ ~ ~ ~ W S r ~ ~ ~ F c  
. . . -  4 - - 28 5 141 

Special AbllltJes: Blood Barbs of Valpurgis. 
Special Rules: Drop Pod must seled landing zone exactly as 

Para-deployed troops do. The pod lands 
deployed. Next act~vation hoops may exd. II 
destroyed before lhey exil, roll lor suw~vors 
same as ~f In a wrecked transport. 

Necromutants 
Grunt !moper. requfreu 4 models. nscrobbt~. 

O C F E P r V L D ~ W 3 S T W ~  
7 0 2 1 1 3 1 5 3 i i r  

Equlpment: Belzarach Assault Rille. 

Soldat Trooper Eolshevi ks 
S2 R: Gmnl Impper, reqwred 4. l models, mHaL 
2 - D F c W L i Y E ~ % W b R S ! f c  

6 F A ? P l d J 2 : 2 ? !  

Equlpment: Fritz S-89 Pistol, Machinenkrieger Assault Rifle, Special AblliSes: Survival Training: 2 
Weapon Stats: 

Betraracb Assad ffdk (ballrslic) 
C C W l l V A L R W W W  
O - I  0 - 1  -4 - 11 - 

Filler Mask. 
Hate: I. Special bbilltfes: 

Speclal Rules: Bolshev~ks hate Raspitin loyalists. May seleci 
up to 1 Necrobion~c Enhancement. 

Weapon Stats: 
Frlk S.B9 Plsrol (tralllslic) 

C C W R ! r n L R W m I b  
1 Bolshevik Standard 1 Curator 

Grunr trooper, requirsd 1 model. MI-&& 

C C ! T F U I U I E C M O S r ~ ~  
8 7 d 1 0 3  2 6 3 1 9  

Equipment: Curator Sword, Plague Gun. 
Special Abllfes: Necromancy: 4, Zombie Master. 
Weapon Stats: 

Cumlor Sword (slashing) 
C C W W I M E R L R  

I - _ . .  
m a n  FA 

S T 4  See Chad 

Soldat Sgt Bolshevik 
smt squed leader, required 1 persqv~d, morfal 

l X K W L D K W ! T M J M B R  
E ? S I C  1 4 3 ? 1 7 ? G  

Equipment: Fritz $89 Pistol, Routs 12 Shotgun wlth 
Carcass UBGS Filter Mask. 

Speclal Abllltles: Mate: I, Tactical Sense. 
Speclal Rules: Bolsheviks hate Rasputin loyalists. May select 

up to 1 Necrobiontc Enhancement. 
Weapon Stats: 

Fritz S-E1S Ptstol (b8Nrslk) 
C C P 3 ~ h ' R L R W W S I  
: n o  - - 8 -  

R m  12 Shotgun ( m d m g )  
E R S I I r n L R B I r n !  Sll 
- - - . . .  3 See Chart 

Carcass Under Barrel Grenade Launcher tvzriablel 
G R 3 W h r R I R W r n ~  Sl 
. . o  . , . .  -- See Ctiall 

P!ague Gun (envirwmntaD 
C F w S l r m m  
ri 0 0 

w m  S9 
- & See Chad 

Rasputin Bokheviks 
It is no secret that the Dark Soul has found 

purchase in the Courts of the Sons of Rasputln, 
~ t s  insidious presence lurking behind shadows and 
beneath sewer grates. The exact extent of the 
corruption is unknown though there have been 
reports of mass defections of Rasputin soldiers 
who have fled into the Germanic Wastes. 



Solclal HMG Bolshevik 
G ruar aound scenallsr op!~$nal up lo 2 p e r  squad, mpnal. 

E m m D # c w s r f , v m s ! E  
6 8 6 9 3 1 4 t 3 2 1 2 2 8  

Equlpment: Blazer 3100 Heavy Machrne Gun, Dagger, 
F~tler Mask. 

Speclal AblllHes: Hate: 1. 

Special 'Rules: Bolsheviks hate Raspulin loyalists, May select 
up to 1 Necrobionic Enhancement. 

Weapon Stats: 
Blazer 3100 Heavy Machine Gun (MistiCJ 

3 91 m L R 1  I 
'3) ? (x2J 
lslitng) 
9 FIIYR 

I .  . . ' 31 -C  - 

CC R 
.3 3 0  

Dagger (ski 
CC F9 

Equipment: 

Soldat Ramman Bolshevik 
Grunl squad special($, opt1w3l up to 1 persquad, mwlal. 

P n , L D h  IE R: 
4 9 :  2 3 

I Vulcan 
Special Abllltles: Hate: 1. 
Speclal Rules: Bolshev~ks hats Rasputin loyalists. May select 

up to 1 Nmrob~onic Enhancemsnl. 

nmr pR 
3 21 

: Filter Mask. 

Weapon Stats: 
Vulmn Flamethrower {radtant) 

a : W % m m w l 3 1  !3 
. - - . -  - t 2  Scs Cnaz 

Soldat Bannerman Bolshevik 
Gmnl squad speotahsr. opeonal up lo I per squed, mrtaI 

D R m l D ~ ~ s ! h w ~ S R  
6 8 .I I n  5 1 * 3 21 2 26 

Equlpment: Battle Standard, Veslot SMG, Filter Mask. 
Special AblllBes: Hate: 1, Inspiration- 3. 
Special Rules: Bolsheviks hate Rasputin loyal~sts. May select 

up to 1 Nectob~onic Enhancement 
Veslol SMG (batlklfcl 
02 FB 91 I m L R W m T R  
.I 1 021 2 1uZi I' - - e - 

Shock Soldat Bolsheviks 
Elite trooper. requ~red 3-6 morl~ls. wflal 

D E W l L D K t ' O R + W M l 9 K  
7 h 1 1 3  1 3 2 1 2 3 ?  

Equipment: GSSIOO Chsm~cal Sprayer. Smoke Grenades. 
Filler Mask. 

Speclal Abilities: Ambush, Hate: 2. 

Special Rules: Bolsheviks hate Rasputin loyalists. 
Weapan Stats: 

CSS-100 Chemlcal Sprayer (enVlmmenI~1) 
E m S I k U L A E R I M  FA 
- - - . - . B SeeCnan 

The Dark Legion, though fragmented and prone to infighting, shares in 
support options furnished by the Apostle of War for use by his brothers and sister 
against humanity. 

As with all the designs from the Master of Destruction, the support options 
used by the Dark Legion as a whole are staggering in their potency. Additionally 
they are not simple constructs, but rather liv~ng beings of monstrous size and 
power. 

Meronion Razide 
The Neronion Razides are gigantic creatures, over three meters tall with 

bodies comprised of metal and crimson iron, glass and tissue, muscle and blood. 
Their eyes glow with a sick, yellow light conveying a sense of predatory cunning. 
Between the eyes, two holes give the monster the ability to breathe and the 
Razide's cheeks are made completefy out of unearthfy alloys, which are furnished 
with sharp fangs. 

The bodily fluid of a Razide flow through tubes and metal pipes, and the 
creature is held together by a metallic, partial exoskeleton covered with tissue 
and muscle. Named for its first appearance on Nero, this Razide is the most 
commonly seen and recognized, fashioned by the hands of Algeroth himself. 
Like all creations of the Apostle of War, the Neronion Razicfe is pure war, an 
unstoppable killing machine, In evey way this monster is a walking juggernaut 
fashioned soEely for slaughter. 

Neronion Razides are devoted to the mission of the Dark Soul and act as 
the enforcers of the Nepharites, accompanying Legionnaires and the 
Necromutants into battle. They often carry heavy support weapons captured 
from their enemies or Dark Tech supplied by their Tekrons. 

. -- 
Nemian Razide j 
Support u i t .  required 1 mode/, necrobratlc, 

E m w m G w W W m S K  
12 9 1 0  13 3 4 e 3 24 3 as 

Equlpment: Nazgamth Heavy Machine Gun. 
Special Abllltles: Dire Rating: 2, Nalural Attack (14). Predator 

Senses: 6, Secondary Altack. 
Speclal Rules: Natural attack Is f~sts. Rat~des are not subject 

Lo issues of moral. 
Weapon SZats: 

Nazgarolh Heavy Machine Gun (bslffsfic, d i n g )  
E FB SR h R W W  m 
- 3 1x3) l 1v2) -2 . - 11 tx2) See Chan 





Unholy Carronade 
These huge guns are used as artillery pieces by the Legions. They 

resemble a massive; symbiotic-encrusted cannon. Carronades are 
laboriously moved around by Undead Legionnaires who are linked to 
them by dripping umbilical cords and operated by a Necromutant Spotter. 
Each Legionnaire also carries a suppty of reload charges on their back 
which is cornprtsed of pieces of metal, bone, fluids and raw Dark 
Symmetry, all packed into a foul shell. 

These weapons focus the Dark Symmetry into enormous blasts 
of pure power, which flickers out like a snake's tongue, destroying 
everything in its path. Fortunately for the forces of humanity, thrs vile 
creation IS not fielded in abundance and it also requires time to recharge 
between firings. 

L" 

Praetorian Behemoth 

Unholy Carronade 
Suppr: unrl wqurred I fnodel. necrobluM 

c c ~ W D ~ v m S T ~ M s ! K  
- - - - 3  4 - 2 2 2 5 7 %  

Speclat Abllltles: Irnpenetrabilily, 

Special Rules: The Carronade fires as a unlt, w~th the Mo 
crewmen and leader each spending an action 
lo fire Ihe cannon once using the RC of the 
Carronade. Due to the nature of the vreapon, 
command md~us is determined from the 
Carronade. Models not in command d~slance 
of !he cannon are considered out 01 command, 
and may not assist In the f~nng pmcess until 
lhey move back into command. Attacks on the 
team strike the closest model. The ROF of the 
mortar IS reduced by one for each team 
member unable lo lake part in Ihe firing 
process, bul since the cannon 1s a living bib 
construct it w~ll always be aMe to lire at least 
once. The Canona~de IS not subject to Issues ot 
morale. If engaged in CC, il IS autornat!cally h ~ l  
regardless of the attackeh CC skill. 

Necromutant Spotter 
Srrpporl trooper, requ~red 1 per model, nec robm 

E ~ ~ I D ~ ~ ~ S T W M S F G  
8 8 1 9 3 1 6 3 1 5 2 -  

Equipment: Belzarach Assault Rifle 
Special Ablrdes: Tactrcal Sense. 

Special R U M :  The Spotter must remain in comrnartd radius; of 
the mortar, He can assume a crew posil~on by 
moving Into base contact with the rear arc ol 
the mortar, but while doing so they may not use 
thelr Tactical Sense spec~al abihty. 

Weapon Stats: 

Undead Crewmen 
Suppod lrmper, required 2 per model, necrorganlc. 

E F c w J m N m s r w m ~ i T  
6 6 0 8 3 1 4 3 1 6 P -  

Equipment: Kratach Assault Rile. 
Special AbtFHles: Necrorganic Resistance. 

Special Rules: Crewmen rnusl stay In base contact with the 
rear arc of the Cannon. The crewmen and 
Cannon move as a und, wtth each using an 
action to move the group the modatah MV stat in 
inches. If the Cannon has a crew less than IWo, 
it cannot be mwed at all. 

Weapon Stat$: 



j Bjack Lungs (-8) t 

I This lnsid~ous piece of necrobionics has replaced the Cultists lungs with necro-mech:!~llcnl ; 1 
I breathers, comprisecl of symmetric nanites anc' vile flutds Cult~sts wit11 t h ~ s  enhancemncl I rnL,-, 

a resistance to environmental hararcls equal to tlis spectal ability of Survival Tra~ning 1 
\ 
I ; 3 

I 

. 'v 
I Mark of Algerofh (1 )  

This Necrohionic process infuses the sinew sf the Cultist v d h  a minure pnr!roli f:i rl-,,: 
, ?  

Apostle of War's datti pattern, carrred t l~rougl~ hts body through a network of velr'lshzcd ' u h w  3 
that spread through Ihis sinew A model with this enhzncement gairrs a cl bonus :n ? T  

1 , 9  

Bone Calcifica f ion (2) 
This Necrabion~c proems greatly s t r ~ n g t h n n s  the Cultists body and bone.<, rnakjny: the 

Cultist much tougher and more resistant to damage. A model with this pnhancemcn: galns zl 

bonus af + I  to their An ualuo. 

Dark Premonition (1 )  
This N~crobionic enhancement greatly amplifies the primitive i n ? u ~ t i v ~  areas Of il7c brain, 

enablrng them to "sense" threats that are about to occu:, allowing the recipient io  better ava~d 
Ihem. A m o d 4  with this enhancement rs treated as if it had the Combat Reflexes Special Ability. 

Necro-Rfuscles ( I )  
This Nscrob~onic process qreatly augments a Cultists musculan~re, atlowing it to h ~ t  harder 

and carry rnors. A model with this enhancewent gains a bonus of +I t:, ih?if ST vallrt-. 

Necro-Re flexes (7) 
This Necrob~onic process has auomented the inrormation nrocesstnq areas cr l  a Cell 

brain, enabling 1: to act faster and conftaure mom quickly Than noimwt mortals. A lnoclel with 
piecq of Necrnbion~cs galns the  Close Cornh?,:- 1. Specwl Abil~t!r. 

Dark Sight (I) 

i T l ~ c  Cultist's eyes are replaced with necro-mechanics that allow it tc! SnF: in multir 
specrrurns and greatly irnprwe the hrzin's visunl processing k modr?l wtih 1i1il: rjlece .., 
Nec~rrl~lonrcs mav ark1 +2 lo its Spat C l ~ e  

.-I - - 
I , I . . .  

, 



Neronion Legionnaires 
If there is any doubt the Apostle of War is 

a sadist, consider the Neronian LegionnaTres. 
those wretched souls who have succumbed body 
and soul to his dark power. The first of these 
nightmares were the unfortunate remains of the 
fmperial Conquistadors who awakened the Dark 
Power on Nera and released it into our reality. 
During the First and Second Crusades, tliese 
wicked sotdiers have always been at the forefront 
of Algeroth's army. 

Dropped from Algeroth's War Zeppelins, 
these paradeployed demons can be seen filling 
the skies above the Apostles targets, their 
Belzarach Assault Rifles disgorging cruel bullets 
into the enemy. There are even reports of entire 
campaigns where the Apostle of War depbyed 
his forces completely by air. 

Once the squad has landed, one of the 
Legionnaires will withdraw an artifact known as 
the Lesser Eye of Maledrach. Named after the 
Nepharite Magus who designed it, the Lesser Eye 
is little mere than a confined spatial anomaly in 
which the Nepharite Magus has stored one of 
his other creations. Activating the relic will cause 
a portal to open through which a Golern of 
Darkness w ~ l l  emerge to provide additional 
support to the squad. It is an unnerving sight and 
the source of many a battlefield trauma. 

M n i a n  Lqlonnalres 
Grunt trooper, rqillr&d 4-12 models, necroblollc, 

~ ~ ~ l D ~ r n S T W R S ~  
7 8  4 1 1 3  1 4 3 1 7 2 2 3  

Equipment: Belrarach Assauli Rifle, L ~ s e r  Eye of 
Maldrach. 

Special dbllltles: Necmrganlc Resislance, Paradeploy. 
Weapon S t a k  

Bekmch Assaun Rille (baflklkj 
C C W S l r n L F t W M S 9  
rl -1 O -1 - A  " I 1  - 

R" q ana mi; igsrnlh: 

Algemth is the Master of Dark Technology, the Conquer of Worlds. His armies 
are far more numerous than those of the other Apostles for war is his chosen 
sphere. Although not personally as powerful as Ilian, Argeroth's war machines, 
both of steel and Necrorganic tissue, make him the biggest overt threat to mankind. 

The Dark Apostle of War is the architect of all the Dark Legions weaponry 
and it is his malevolent intellect which spurs mankind to slay his brother and torture 
his neighbor. Evev incident of murder, warfare and cruelty 1s a tribute to the Lord of 
Destruction and throughout human history; his handiwork is all too evident. 

Golem d Darkness 
Gn~nt  sguedspecia/~sf reqdmd I per squad, supemsrufal 

K ~ w m F c v , Q s r w m = ! x  > 

12 7 5 8 3 3 i 3 23 3 35 '\. 
Equipment: Azoghar. T <? 
Special Ablllties: Aura of Darkness. 
Weapon Stats: f 

Azoghar pndrng) 
I 

E W W M 1 t R W  eR A 
o - . . .  - S i ~ 7  See Chad + 

I 

Necrotyrants 
I '1 A creation of AlgerotWs twisted science. the _ 

Necrotyrant is what remains from a human who 
goes through the Distortion Chamber's ;. 

transformation process and emerges somewhat - 
fIawed, without any memory of his past or any 
human emotion whatsoever. Part of the reason 
for this alien detachment is the fact that the 
transformation has disintegrated the nervous 
system of their bodies. As a result they do not 
feel pain, ever. Bauhaus tank commander's report 
seeing Necrotyrants crushed under their treads 
still clawing at the vehicle in an effort to pill1 
themselves free. 

As befits a slave of Algeroth, they are killers ' 
pure and simple, able to storm enemy outposts 
In endless waves of malice and personal 
disregard. Numerous battle reports reveal the 
Necrotyrant is possessed of a rudimantary .. -. , 
Intelligence though they lack any scruples or 
conscience. It is not uncommon for a Necrotyrant 
to destroy his fellow soldiers who may be in the 
way while attempting to slay his enemy. a 
Necmrants 
Grunt Irwer.  rwulred Mmdels. ftecrobFotic. 

g m m g  * p C I : t ,  , , ,  , E C C C W U  
7 8 4 8 n 5 i s  2 18 

Equipment: Bt ~ult Rille. 
Special Abllitle~: Uhsr;rupu~vwa. 

Weapon Stats: . 
Betarach Assauk Rilb bIFktic) 

G C W g l h F e L A s l C l i l l S a  
0 - f  0 -1 -4 - f 1  - 
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Carnal Harvester Carnal Harvester 
Grwnr squzrl spec~alsl optmnal2 persquad, nnecrobtP1~c EO'e lrooper r ~ y u ~ r ~ d  3-6 mode/$, necrdmttc 

a : ~ ~ w m # : ~ m s w a ~ s p c  ~ ~ F C P N L D ~ ~ \ ~ , ~ ~ ~ W P R S P C  
a e s i 1 3 n 6 3 2 1 3 E  7 2 5 1 0 3  7 3 2 0 3 3 7  

f '  1. * - L ' - &  
Equlprnent: Valcheck Lighl Machine Gun. Equipment: Valcheck Light Mach~ne Gun , 

J, - ~ . - - L * t . - f l  Special Abilities: Feast Special Abllltles: Feast. 
I 1  -,lo>, a ; ! 7 - c  
e. - c+, A Weapon Stats: Weapon Stats: 

J' - Vakkck C ! g M  Machine Gun (balkfic, nndtng) Vahheck LJgM Mach~ne Gun (baIIrsP rend@) 
FC W S1 m L R F R m 5 4  02 W s3 h a l R W I M s 4  

4 

' -3 Z ( X 3 1  2(@l 1 - - 11 -3 2(x3) 21x2) - 1  - - I t  - I* $ 

F 
4 

lnfernal Corroder - Carnal Harvester INDIVIDUALS I 
lnfernal Corroders are the insidious 

creations of the Archmagus Valpurgius. Captives b 
on Dark Eden are taken to the Distortion Preceptors 

One of the most tnghtening examples d h 
Chambers and those that survive the process are 
mutated into somethjng despicable.. .the what can be achieved through the use 0 t h  Dark % 
infernal Carroder. Technology is the Centurion Preceptors, the 

&om with the insttncts to hunt, the talent to 
Captains of the Dark Legion's forces. Xhey are . I 

kill and the power to do both, they are given a culled from Cultists, captives and corporate 

Meatgrinder Chainsaw and sent into the 
deserters. brought to the Distortion Chambers . I  
of the Tekrons and utterly reshaped into beings battlefields, rife with hatred and purpose. Once pure evil, 

% 
released, the Infernal Corroder lurks quietly until 
the enemy comes within range. When the enemy Centurion Preceptors are fearsome 1 

I is unaware, the Infernal Corroder springs into hurnanords, standing over h a  meters tall with 

action and lays waste to both infantry and mobtle bulging muscles and strong builds. Their leathery , +  

using the Meatgrinderis diamond-tooth skin IS grayish green and their voices are loud, 3 
chamsaw. harsh and grating. They are often placed in direct 

command over groups of Necrorganics acting as . 
Squads Of Infernal Corroders their sole bra," and direction. As Preceptors are sights on the battlefields of Dark Eden. 

beings fused with Necrobionics, they are capable 1 

Infernal C o d e r  of channeling Dark Symrnety pcwers to a lirnrted 
r Nfle rrwper, q u ~ f e d  2-4 d d s ,  ~ecmb~l tk .  degree. 

, 
E F P N L D E W S T W R S E  3 

S -- 
rife Rag 

I 1 O h 5 1 1 3  2 6 4 2 0 3 3 9  
r I  

Equlpmertt: Meatgnnder Chainsaw. Centurion P m p t o t  
~ndnh'uaal rroopcr, lfmrt one pr n m g a n k :  squ& neaobmtk 

3 
- i Speclal Ablllties: Ambush. t x ~ w ~ ~ m a w s s ~ ~  
~afhol 1, weapon Stats: 3 9 5 : 3 j 2 5 3 1 9 2 2 7  % 7 

11 Mealgnnder Ctwlalnsaw (rending, enVimmenl8!) Equlprnent: Von'che Prstol, Skalak BFade. 
m W 9 m t R W I T n  SA Speetal Abllitles: Zombie Master, Channel. 

b 7 
- - -%. 0 1  - - - - - I n  Seechaff 

Special RuFes: May select hp !b  on^ General Synirnelry power. * j 
Weapon St&: 1 

' I. >e ;2, Vorkhs Plslol (ballisticJ - 7 
-3- ;/ - * b r - +  

, < - / Carnal Harvesters C C W W W L A W ~ S ~  
I T  D I D - .  - 8 - 

,A z-,! qj, Proof that the Archmagus of Dark Eden 
,,,,,o (s185hingl 

- 1 
1'- .., believes in the importance ot psychological Fa 9 LR w 

/'., O - .  - - STt7 Seechart 
I 

' 4  1 r""\ ,,Warfare as much as that of physical daughter, 
r - Carnal Harvesters are foul beings created from " 1 

the mutants that roam the scorched surCace of 
Dark Eden. Created to sow the seeds of fear 

b 1 - 
amongst the failow dregs of humanity, the Carnal 
Harvester feeds upon the remains of the dead 
and dying. For the Harvester, this feeding is a 
way to regain his lost humanrty. In reality, the 
process of consuming flesh hastens its 
devolution. A necravore of the highest order, 
these wretched beings have been seen all 
throughout Algeroth's armies as he finds their 
ghoulish tendencies an excellent morale weapon 
for his forces. Though they hunt in packs, their 
favorite prey is certa~nly humanity. 

Tekron Warmasters 
Tekrons are among the most powerful of 

all Atgeroth's servitors. They are brilliant 
creatures. masters d the Dark Techndogy and 
the designers of all the fearful weapons that the 
Legions of Algeroth use. Each also has an 
unnatural ability to understand technology just 
by looking at it and can operate any weapon that 
has ever been created by instinct alone. When a 
Tekron is required to leave their Dark Citadels 
and take the held of battle, they do so In the most 
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ctacular r Souls. What Ragathol lacks in cunnlng, he make 

P 8 treade is that up In bloodshed, which serves AFgeroth's will ju: 
trao~r~onally Dears rneir presence wnen at work as well. ,-,;I , 

I 
, ,.. ';a "" 

F in their unholy bases, the Tekl ; himself ~ ~ ~ ~ h ~ l  ; ,J;'. . y  
into the Warmaster harnes: -legged /nd,~du=l general offix< hm? one per amry. mmbbtic channeler * -  
construct which albws the Tek veabout a: nc RV ID K Y: ST ST m T TC 

4P,, 
.A> <$:?:;a&. : ,?.,,,, - 

the battlefield rapidly anrr wirn greal power. I t  15 14 3 3 7 3 22 3 55 . . 
Writhing bout the circumference of the hamess Equipment: Blade ot Lost Souls. , . < ,,,c??, & d . ,  

p are several necrobiotic tendrils that hunger to Specl~l Abitifies: Channel, Regenerate: 5, Zombie Maqter L, ;:r -- 

I - 2: I '  I 

attach themselves to a human host. A human Specbel Rules: May select up to one Algeroth power. 8 .  ,. *; ,., 
LC struck by these tentacles will find the end sprouts Weapon stats: . , 

a long barb which injects a potent n i x  of BladeofhtsDub ( s l ~ d d ~ )  
I 

Necrobiotic fluids and anesthetic. Once in the O : W ~ ( ~ I S W ~ J I  ?A I 

(s circulatory system, the human victim becomes 0 - - - - - ST-7 SeeCnan I 
I than a meat puppet moving at the , J 

+ t  
>._'I 

of the Tekron. Often these poor souls Golgotha, The Mistress of Pain - - 

P t  mian shlelds against incoming attacks. Golgotha is a Nepharite Warlord in the seruice of Algeroth. She rules over a 
A Tekron Warmaster thrives on battle and small C~tadel hiddr iote area I ; her unde nand 

P carnage, for the results will provide him endless of the Overtord A1 iething st all. Extren .ious, 
materials to bring back to the Necrochambers of Golgotha is consti ng to acq and powe wing 
his Citadel. Algeroth. All the whlle, she is simulfaneously plonlng and scheming aga~nst her 

F- fellow Nephantes, especially Alakhai. 
T e h n  Warmaster Standing almost 9feet tall, Golgotha is an impressive sight. She has a brutish, P ,ndwduaf genera, nf f~er ,  lrmil one per$@. mm&ric. yet feminine, body that has an eerie paleness that suggests both Bauhaus Noble 

F a: la sr PA PC birth and diseased death. Little is known about her true origin although many 
i 0 7  i 1 3 3  3 T 5 2 2 3 5 3  

Eqdpment: Necrotech Claw, Necrobiotic Tendrils. 
suggest that she was once human, which would explain her pervasive attraction to 
human men. 

Special bbllities: Dlvlsion Commander, Natural ABack (81, 
Q" Secondary Attack Golgotha's method of war is one of brute strength. Her battle plans revolve 

Speclal Rules: Vulnsrable to radiant energy attacks. around punching holes in defending lines or counter assaulting enemy troops with 
f- Suffers t2 Damage. Natural allack is such brutality that they fold and retreat. She tends to personally lead assaults and 

embedded tentacle blades. is known to take human prisoners, male of course, that she has bested in close 
Q* weapon ~ t a t s :  combat. These prisoners become her personal playthings, which h; d her 

P ~scrotech Ctaw (rendhg] the nickname 'The Mistress of Pain." 
a : w w w i w w  m FA 
I - - - - - ST-5 Seechart It is standard issued orders among Bauhaus's Etienne Line t rs be P 

Necmtriotic Tsndrik (rendmq) administered cyanide pills in the event of their capture by the forces of Golgotha. 

F cc w m 1.q ~9 m m SA The Bauhaus Ministry of War has declared her an enemy of the first order and 
o . . . .  - Sc?rlal See Chan rnandat~d the use of these pills to all soldiery. 

P 
F. 

Ragathol 
Ragathol is a Nepharite of Alaeroth. 

F meaning that he is low in the  stan 
Algeroth's commanders, and he is w 

BL Citadel of his own-something that he 

p rectify immediately, His ambitions to b e ~ u r ~ ~ e  d 

Nepharite Warlord and usurp Golgotha have lead 
f Ragathol to secretly deal with Muawijhe, the 

Apostle of Insanity. These dealings have 
P i  Ragatholk power, both in victories and 

of the Dark Symmetry, but have put P 
jeopardy as Algeroth's displeasure is 

P seloom survived. 
Ragathol stands a good 9 feet tail with a * dense, muscular body that he does not cover with 

p amor, since he has gained the ability to repair 
himself almost instantly from wounds. In battle, 
Ragathol tends to rush forward, charging into the 
enemy lines where he causes havoc with his Dark 
Gifts and his mystical weapon, the Blade of Lost 
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-. ):+ r x w m ~ m s r w m s z ~  

hai 
- - 

. -. 

urp- 

Nepharite of Adgeroth 
The Nepharites of Aigeroth represent the 

dominant leadership of Algeroth's Legions. They 
L are commanded by the Nepharite Warlords, who 

are In turn commanded by the Nepharite 
. I *  _ Overtords. 

Nepharite of Algeroth 
lnd~vdutlJ 01vrwn mmmandur. 1rmi1 om perannv, necroblotfc 

m m w m t c W s r W ~ s ? R  
i l  7 1: 121 3 3 7 3 22 3 41 

Eqwipment: Azoghar. 

12 G it. 14 3 4 G 3 22 3 61 

Equipment: Necrotech Claw, Carcass Clam. 
Special Abllltles: Channel, D~re Rattng: 2. DRs~on Commander, 

1 :  - -  

r I 

Specla! Abllltlea: Channel. Dire Rating: 1, Divis~on Commander, 
Enhanced Charge. 1. 

Special Rules: May select up lo two Algaroth powers. 
Weapon Stats: 

A Nepharite of Algeroth is no man's fool. 
He is clever and far thinking, planning battles like ] a chess master Unlike a chess master however, 

Azoghar (rending] 
O C P B 9 m L R w m 7  -3 
0 . . . .  - ST+? See Charl 

I 

this battlefield General cannot escape the allure 
Mepnarlte Overlord of btoodshed and will always lead his forces 

Y A Ia k~ personally, never backing down from a fight and 
- - - 1  showing no hint ot fear. To assume they are 

-4 merely powerful hulking beasts is a grave injustice 
and usually the last mistake a human commander 
will ever make. 

J 1, Nepharites are incredibly ambitious and 
filled with a terrible lust for giory and approval in 
the eyes of their masters. This makes them / particularly dangerous as enemies, as they have 
everything to prove and little to feat that is more 

i d dreadful than failure. 

Nephaiites in the Apostle of War's Legions, 
Alakhai is the mightiest. From his Citadel deep 

' , 
' within the Senusjan jungle he weaves military 

strategies thal affect the entire Solar System. 
Alakhrirs plans, lilitd with abundant deceptions 

.- . . and distractions, are so perfectly timed and - 

Killtng Stroke. 
Spacial Rules: May select up to two Algemth powers. 

-- -- - d  -- 

executed !hat both the human cornmanclers and 
his own rninrons fear his nama, since neither 
know the reasons, methods OF outcomes of his 
schemes. 

Alakhai is ambition beyond 
comprehension- Like his master, he seeks to 
Dvercome everything that lives, and this includes 
Algeroth himself. He schemeE to displace his 
master primarily by manipulating him into a war 
with other Apostles. It is rumxed the he has 
more than once been an honored guest at the 
courts of Semai. The advancement of Valpurgius 
over Alakhai has become the needling sore that 
Semai has found to be the perfect bone of 
contention to exploit. 

Alakhai is well over seven feet in height. 
His armor is forged from petrifled human souls, 
Its surface etched witti runes telling of the 
atrocities he committed to acquire his present 
position. His piercing eyes cast a fiery glow 
across his thin lips and sharp teeth, which are 
always visible Through his maniacal smile. Always 
accompanying Alakhai onto the battlefield is the 
Meat Wolfer, his huge battle sword, and the Mask 
of Semai. 

F' - , Weapon Slats: 

Nepharife of Algeroth 1 Nwrotech cLaw imnrAngI 
i E r n s c t m L R W r n  S4 

n I - - . -  - 5T+5 SceChari 

Aiakhai the Cunning 
Indwdurrl genoral offer ,  timt me perarmy, n.xr&~olic drannd~. 

E F E P p V l B P G W S T U M 4 S R  
12 7 !5 15 3 4 7 3 23 3 5? 

Equlpment: Meat Wolfer Greatsvlord. 
5peclaZ Abilltles: Channel, Dire Rating 3, Force Commander, 

Slrategrc lnsrght 

Special Rules: May select up lo three Algerolh powers. 
Weapon Stab  

Meat Woler Oreatsword (shhrffg) 
c c R 3 , s ( m L R m m  sa, 
o . . . .  - j S + i  See Chad 



BioBiant 
S u ~ p u r :  II~I!, requrred f m 

~ F C W ~ ~ W J ~ ~ ~ ~ R  
10 10 A 8 3 8 11 .1 25 5 1 %  

Equipment: Oblilerator Cannon. 
Nasca Razide 

The Nasca Razides are a smaller, quicker 
version of the well-known masters of carnage 
spawned by Algeroth's Tekrons an Nero. Created 
by Archmagus Valpurgis from the mutated 
remnants of Dark Eden, the Nas~a R a z l d e  has 
sacrificed some of its vaunted t0ugh~eSs for speed 
and agility. It was intended to be an ~mprovement 

Speclal Ablllttes: Dire Rating: 5, Impenetrablli, Natural Attack 
(16). Secondary Mack. Thunderous Roar. 

Special Rules: Vulnsrabls to radiant energy attacks. Suffers t2 
Damage. Natural aftack IS a splked fist and 
boo!. Due10 h~s enormous slze, he may launch 
lhese attacks agarnst targets up to three Inches 
away. Bla-G~ants ate no! subject to Issues ot 

over tile originat design, but in spite of the moral, and may not go pmne or assume 

Archmagus* cunning, the Nasca has only served minimal presence You may have one sits slx 
rncdel in your army fat every 500 polnts of 

to augment the former version, not replace it. That froow. 
said, it seems that the Apostle of War favors the Wmpon stab: 
creations of his Archmagus for Nasca Razides are ob!~leratot cannon (mmwer 

t, ' <  found In most warzones where the Lord of W 91 LA m 9 
. . - -4 -5 F 1.1 See Clttlrl - 

Destruction turns his evil gaze. d 
? 

Nam Razide 
supoort untt, wutrw' r wt, w / o ~ .  

r n R R K + K W $ r W b R ~ K  
1 1  3 10 12 3 4 7 4 27 2 57 The Defiler Pods of Algeroth - 

These pulsing red pods are the favored % 
method of troop deployment for the Apostle of ''* 
War. Once they land, the area surrounding the ' 

pods erupts with an expanding lattice of very 1 
sharp thorns that make passage very difficult. 

Equipment: kshnagaroth Heavy Machine Gun. 
Special Abilities: Dire Rating: 2 ,  Natural Attack (133, Predator 

Senses: 8, Sscondary Attack, 
Special Rules: Natural attack rs flsts. Razides are nd subject 

to Issues ol moral. 

Weapon Stats: 
Ashnagaroth Heavy Machine Gtm (ballkfic. ending) 
OC I% 9 mLRERIE.1 $4 
- 3 ( ~ 3 )  1 1x21 -2 - - I4  Sw Chan 

Algeroth Defilw Pod 
Suqwfl unit, rqmred  1 madel, assoeraled armmsnt 

a ~ ~ m m w s r w m s ~  
. . . . . 4 . 2 E j 1  dE 

Speclal Abilities: Barbs of Algeroth. 
Speclal Rules: Drop Pod must select landing zone exactly as 

Para-deployed trwps do. The pod lands 
deployed. Next xtivatlon Imops may exit If 
destroyed before they exd, roll lor SUN~VOE 

same as If In a wrecked transport 

Bia-Giant 
Towering creatures of death and destruction, 

Bio-Giants are hideous amalgamations of flesh and 
sinew. Standing up to 30 feet h~gh, these huge 
monsters are produced in the vats of the Citadels, 
molded and stitched together by Tekrons. They 
often lead wave assaults against enemy 
fortrfications, as their presence Is both a terror to 
mortals and a source of cover for advancing troops. 

The earth shakes beneath their thunderous 
tread, and their booming roars are so deep that 
they resonate on sub-audible frequencies. Although 
slow seeming and clumsy, the very sight of these 
towering monstrosities can strike fear Into the 
hearts of even the boldest soldier, Bio-Grants 
resemble gigantic, war-scarred humanoids, their 
flesh covered in a patchwork of stitches and sutures 
with great spikes protruding frarn their body. They 
are Immensely strong and incredibly tough. 

Necrotyrants 
GmnY tmoper. requIM 4 Mels, necmbioltc 

m E A m C m W w m ! z m  
7 8 4 @ 3 i 4 3 : g 2 -  

Equipment: Belzarach Assaul! Rite 
Spectal bbllitlea: Unscnlpulous. 
Weapon Stats: 

Belzamch Assaul Rifle (bdI6tc) 
D P B S M I L R W r n S R  
I1 -1 0 -1 4: 11 - 

Carnal Harvester 
Grunt squad soeaaltsl. fewred Irrwdel. nemb~otr. 

~ ~ R V m ~ w ~ F A ' r n ~ ~  
R B 5 1 1 3 2 6 3 2 1 3 .  

Equipment: Vdcheck LigM Machine Gun. 

Speclal Abltitlw: Feast, 
Weapon Stats: 

Vakheck hghl Machine Gun (belfisric, rendmg] 
oc w si m w m m ~ p .  
-3 2(n3) 2 ( ~ 2 l  - - . r l  - 



As the Solar System is plunged into another hellish Crusade, countless 
battles have already been fought and the dead can only be counted in the millions. 
The hordes of The Befouler are devoted to spreading the curse of the Black Rot 
throughout the Solar System. His legions march under tattered banners, shuffling 
and pushing; carrying with them the stench of decay and corruption as they 
swarm over the defenses of human@. 

The Diseased are like a virus, multiplying as they infect and if not cleansed 
by ffre, can easily overwhelm an enemy turning their own numbers againsl them. 
Among the Megacorporations it is a common sentiment that it is better to take 
your own life than suffer the pain of service to Demnogonis. 

Spawn 
kemnog~ 

and scre: 
Ise of etet: 
i th their fn 

Blessed Legionnaires 
The hordes of Demnogonis are made up of the Blessed Legionnaires, barely human beings 

riddled mth disease and plague. Like enorinous swarms of flies these wretched creatures march to 
the mad commands of their Apostle and master. They never stop and can only be defeated by the 
total destruction of their contaminated farms. In sheer numbers they wash over thsir enemies like a 
tidal wave of rotting corpses bringing filth and plague in their wake. Most sane humans find their 
presence revolting if not terrifying. 

? -  I I 
The Blessed are humans that have been coll3eted from the countless battlefields in the solar 

system. The wounded have been brought to the pRs in the citadels of Demnogonis and there been 
- TY given the corrosive gift of the Dark Apostle. With twisted minds ming souls the Blessed 

3d Legit emerge to find their eternal peace on the battlefield. It is the prom nal sleep and freedom of 
the crawling diseases ravaging their bodies that fills the Blessed ~r\l 2nzy and lust for combat. 
For in death, there is peacehopefully. 

The greatest danger of the Blessed is the diseases they carry. Even with the host body dead, 
the plagues they carry live on and the infection can spread long after the body has died. It is for this 
reason that flame throwers are te preferred weapon against Demongonis' legions. The BIessed are 
led inta battle, their pain focused into a murderous glare, by the Spawn of Demnognnis. The Plague 
Lord frequently mixes Golems of Darkness and Curator Preceptors into his Blessed Legions for 
additional support. 

.- I 

I, 
I B l w d  Lqlonnaires Golem of Darkness 

Grunt trooper, fequrred 4-72 modek, rrecrorganrc. Gmnl squad specfabs!, reqursd 1 psi quadd supemalutal. 
~ ~ ~ w m ~ ~ s r ~ w ~ ~ F c  ~ ~ w ~ ~ r n w s w m s ~  
6 7 2 7 3  1 4 3 1 6 2 1 6  I Z 7 5 B 3  3 7 3 2 3 3 3 5  

BSesse Innaired Equipment: Kniach ~ I ~ U I I  Equlprnent: bzoghar. - S ~ e d a l  Abllllles: Necmraanic Resistance, Rsvoltim Presence, Special AbilWes: Aura of Darkness. 
Horde. 

Speclal Rules: Vulnerable to radiant attacks. Suffars +2 
Damage. 

Weapon Stats: 
Kratach Assault Rlla (be!lklic) 

E W W N R L R I W M  S4 
.2 O U -2 - 10 SeeChad 

Spawn of Demnogonis 
Grunt sguadlaader. requ~red 1 per sqvad, necmbdlc. 

E F c w l D K m s r w t R s ! E  
i r  7 4 12 3 7 3 10 3 32 

EquFprnent: Necrotwh Claw. 

Speclal Abllfffes: Foul Wnd, Revolting Presence, Zornb~e Master. 
Special Rules: Vulnerable to radlant attacks. Suffers+:! 

Damage. 

I Necrotech Claw (rending) 
I 4 E C W 9 1 r n r n W M  S9 

I . . . -  - ST+5 SeeCharl 

Weepon Stats: 

Curator 
Gnml /rooper, cptlooal up lo 1 pw quad, necmmic. 

~ ~ w d L D K W C ~ m s r c  
8 7 4 2 6 3 1 9 2 3 8  

Equlprnent: ~ r d ,  P[ay~l: Gull, 

Speclal Abllltles: y: 4, Zornbe Master. 
'Weapon Stats: 

Curator Sworcl (slashing) 
a : F e w m ! J ? w w  sa 
I . .  _ _  - S T 4  SeeChsri 

Plague Gun (eMmnmentalJ 
n : w w m L R m t l r l  S9 
0 0 0 - - -  B See Charl 



Kadavers 
Kadavers are mindless, lumbering 

monsters-the uttirnate product of the terrible 
process of degeneration that so many 
Demnogonrs Dark Cultists suffer. Their brains are 
so rotted that they can only obey the simplest of 
commands and seem to react as i f  responding 
to some unheard voice. Like the Blessed, they 
are led by Spawn of Demnogonis and often have 
Curator Preceptors attached to their units. 

Every Kadaver looks different dependant 
upon the stage and type of Stigmata that warp 
their appearance. The only thing that they have 
in common is the hideous look of terminal 
disintegration and the awful reek of corruption 
that surrounds them. Flies cake the open sores 
on their bodies and green pus emerges from their 
cracked skin. They attack in living waves, 
spreading the Blessings of the Lord of Disease. 

Kadaver 
Grunt frwper, rquM2-4 M s .  m g a n f c .  

E F C W ~ D D W J ~ W ~ L F C  
8 7  2 7 3  2 4 4 1 6 2 2 1  

Equipmenz: P-60 Punisher Handgun, Punisher Short Sworrl, 
Special Abilities: Necmrganic Resistanca, Revolting Presence, 

Shambling Horde, 
Speclal Rules: Vulnerable lo radiant attacks. Suffers +2 

Damage. 
Weepon Wts: 

P-GO Punlshar Handgun (Wlsl~) 
Cr: w sc ha LR m - m  SP 
0 2 1 - G .  

Pmsher Shod Sword (SlashIngl 
C C W S R M I L R W  rM Sb. 
o . . .  - ST. I - 

S p m  of Ownnogonis 
Gfunt swad /ewer, requ~red 1 prsqvsd, necmMoUc. 

~ ~ w t o c w ~ w r n a ~  
11 i' 01 12 3 ? 7 ,7 18 3 32 

Equlprnent: Necrotech Claw. 
Special Abllitles: Foul Wind, Revottlng Presence, Zombie Master. 
Spsclal Rules: Vulnerable lo radiant attacks. Suffers +2 

Damage, 
Weapon Stat?.: 

Necrotech Claw (rending) 
a : m s , m m m m  !?A 
1 - - - - - ST+5 See Chart 

Curator 
Grunt apliml up lo i persgvso: m b i o h c .  

c a w t o K ! m ! T t m M U A  
8 7 4 1 0 3  2 B 3 1 9 2 X  

Equipment: Curator Sword, Plague Gun. 

Speclal Ablll%es: Mwromancy: 4, Zombie Master. 
Weapon ~tals: 

Cumfot Sword (slashhg) 
P W 5 R I ! m L R i f f r n n  sa 
I . . . .  - S T 4  See Cnarl 

Plague Gun (envimnmenfel) 
cr: R3 ?a tm LR-W'W- w 
0 0 0 . - -  B SeeChan 

of the Be 
war-craft 
their Cor - .  

avers 
- - 

Last Ritesman Jw$ N-.: 
Fallen wld~ers, stitched together from the 

" "n roning remains left on the battlefield and stinking &%g- - 
of Dark Technology, the Last Ritesmen is a horror $" -LT 

of unnerving potency. As if becoming a -5 I 
parody of humanity weren't enough, these pitiable , 
creatures are ravaged by a flesh eating disease 
which leaves them debiEitated if they have not 
removed the largest infected areas and replaced 

\\ ft with fresh, ster~le flesh and sinew. This then is 
their primary rnotrvation, to ease the suffering of 
their bodies by replacing rotten portions with the 
choicest parts of their victims, 

What makes these soldiers so terrifying in 
battle is the combination of their swarming 
attacks, for they never travel alone, and the 
powerful virus that they carry in their claws which 
passes their flesh-sating bacteria to their victims. 
It rs a common sight on the bartlef~eld to sea Cast 
Ritesrnan squads getting larger the longer they 
remain In combat, their numbers becoming 
greater with each kill. 

lLast Ritesmen 
Grunt Irwper, required 4-8 mdeh necmbioltc 

~ F E F W L D ~ C ~ S T W ~ ~ ~ F C  
8 6 2 8 3  1 4 4 1 7 2 2 3  

Special Abllltles: Gmup Assault, Natural Attack (81, Raise 
Undead 

Special Rules: Vulnerable to radiant attacks. Suffers +2 
Damage, Natural attack IS claws, Mortal 
models sulfer Res~dual Damage, and those 
k~fled wl!l nse as a Wessed Lq~onna~re nexi 
turn. 

Blight Commando Squads 
Blight Commandos are soldiers who 

have deserted their Corporations and their 
humanity to spread the contagion of Demnogonis. 
More often than not, these pox-ridden troopers 
were struck by the Black Bullets of Dernnogonis; 
missiles forged from Symmetry, blackened ore 
coated with the bodily fluids of Demnogonis' 
Nepharifes. If left untreated, wounds from such 
foul rounds will infect the mFnd of their victim as 
well as their body, turning them into the servants 

fouler. The Blight Commandos retain the 
that they have learned tn the service of 

porations, which is used by Demnogonis 
to turther disperse his Blessing. 

The Blight Commandos are used as 
Last F 4 - 

shock troops within the armies of Demnogonis, 
rushing through the defenses of mankind and 
infecting their trenches with his filth. Unlike the 
majority of the Great Defiler's forces, Blight 
Commandos employ strategy and tactics, a sad 
remlnder of thew past as humanity's warriors. Now 
they are humanity's enemy, seeking lo  
contaminate all of mankind with the Blessing of 
their lord. -.' - 



. - - - .- 

Bligl~t Commando 
Elrfi lrcoper. 1Eqwrecr4.8 ndek. necrobr~ffc. 

€ c R 2 f w m K ' m s r W m s ! R  
6 ~ 1 0 3 2 4 4 1 9 2 3 ?  

Equlpment: Belzarach Assault Rltle. 
Special Abilities: Aura of Corruption, Mecrorganic Resistance. 
Weapon Stats: 

Belzarach Aswuii Rlta (ball~fk) 
E W S I m m m I M S 9  
Q -1 G -1 -4 - 11 - 

- -- - -  ---- - - 

Cairath 
Ette trcouer, wqwed 24 nwdels, nnecrobkiic 

C c ~ ~ ~ ~ V n s T ~ r n ~ ~  
1 1 7 4 8 4  3 7 2 1 8 3 4 6  

Special Abllltles: Necmrganic Resistants, Feast. Natural Attack 
(1 31, Necroplasm!~ En ption: 8. 

Special Rules: Vulnerable !o radlanl &tacks. Sullers t 2  
Damage. Natural attack a pseudopod. 

Blight Commando Sqt 
INDWiDUA LS 

f i l e  souad leader, re~tI!r@d 1 persquad, necrobiohc. 
E E F k u m x w m w m s ~  
a lo 3 11 3 2 .I 19 2 35 

Equlpment: Belzarach Assault Rillew~th Carcass UBGL 
Special Abilitias: Aura of Corruptron, Necmrganrc Resrstance, 

Taclbcal Sense 
Weapon Stats: 

Bemrach Asssull Rile ($aNrslnr) 
O C w S l m t R m m S 9  
0 -1 O -1 -4 - ri - 

Carcass Under Bsml Grenade Launcher (variable) 
E W s I b R L S W C h n  54 
.. 0 , 1 .. - .. - See Chad 

- I 1 Blight Commando Talnter 
Hrfe squad specra1M ppemal up lo 2 pw squad, necrobmtrc 

S- E R W l D K W S r h W M 9 R  
B B . 1 1 0 3 2 1 d 1 8 2 4 f i  

Equlpment: Breath of Oernnogonis Gas Sprayer. 
Specla! Abllltles: Aura of Corwpt~on, Necrorganrc Res~slance. 

h Weapon Stats: 

; rl.:<J 
\ C C F B w I I A L R w m  a '\qbB . . .  - . 1 1  See Chart 

1 - 1  

This blind creature is a Gift of the Befouler 

" 

to both his forces and his favored servants. It is 
\ constructed on a frame of living metal and rotling 

h. To this frame. the Gairath adds other 
r-+ material, both organic and inorganic, by 

I -'absorbing victims in a slow and painful manner. 
Each victim adds to the size of this hideous fiend, 
causing ct to grow quickly and become tougher 
to kill. It lacks all senses except touch, which it 
uses for navigation and locating its pray, and has 
absolutely no bone structure in spite of its metallic 
components. 

It is a living blob of decaying flesh that feeds 
on anything in its path. Unrestricted to issues of 
gravity, Cairaths can move inexorably up versatile 
surtaces and across ceilings wilh no impediment. 
In addition, Cairaths are also able to squeeze their 
forms under the slimmest of openings. Many a 
corporate soldier has found itse[f trapped in a 
sealed room, a Cairath slowly oozing under the 
door jam. 

Centurion Preceptors 
One of the most frrghtening exarnpfes of 

what can be achieved through the use of the Dark 
Technology is the Centurion Preceptors, the 
Captains of the Dark Legion's forces. They are 
culled from Cultists, captjves and corporate 
deserters, brought: to the Distortion Chambers 
of the Tekrons and utterly reshaped into beings 
of pure evil. 

Centurion Preceptors are fearsome 
humanoids, standing over two meters tall with 
bulging muscles and strong builds. Their leathery 
skin is grayish green and thai- voices are loud, 
harsh and ~rati.ting. They are often placed in direct 
command over groups of Necrorganics ading as 
their sole brain and d~rection. As Preceptors are 
beings fused with Necrobionics, they are capable 
of channeling Dark Symrnetr), powers to a limited 
degree. 

Centurion Preceptor 
(ndrvfdual mmpr, bmrl one per nworganrc qwd, necrobol~c 

( r . # : l ? W L D # : W S T I M n R S L K  
9 B  5 1 3 3  2 5 3 + 3 ? 2 i  

Equipment: Voriche Pistol, Skaiat Blade. 
Special A blllties: Zombie Masler, Channel 
Speclal Rules: May select up to one General Symmetry power. 
Weppon S t a k  

VuriEhe Plsfol (balt7stic) 
( T : W 9 7 M T L R R r n ! S a .  
9 1 n - -  - 6 - 

Skabk Bbdo (s&hiogl 
a : R 3 9 r F R L R W r n  
0 . - - - - ST+? S ~ C h a f i  

Voice of Oemnoganis 
A Voice of Demnogonls is a powerful being 

that takcs the form d a small, unassuming child. 
The form is symbolic to the Befouler; since we 
begin to die the day that we are born, slowly 
rotting away with age until the inevitability of 
death claims us. A child is thought to be a 
universal symbol of innocence, pure and 
unblemished. The Voice seeks b reveal the dark 
truth of Demnogonis to humanity. That truth; 'Yhat 
nothing is pure, nothing is untainted; and ~t IS the 
very thing that we beheve to be clean and pure 



Shekral the Pestilatus 
Shekral is the Nepharite Overlord of 

Dernnogonis' legions. For a minion of the Great 
Befouler, Shekral is actually quite sly and cunning. 
He prefers to probe an enemy forweakness before 

4 I 

committing his troops, and to try and use actual ' 
tactics in a battle other than attempting to v ovenwhelm his enemies with sheer numbers. This 

isl has put Rim in favor with his master, who has 4 
granted Shekral unequaled access and training 
in the use of his Dark Pattern. 0 3  

Shekral's sprawling Citadel festers deep ~ 

'4'. , 
within the ruins of Neo Jersey on Mars. It has4 
been rebuilt after Capitol forces razed it a m i l l e n d  

--. 
.- 

k 
ago and is placed further within the old decrep~l .-- .. ~. . 

city's toxic zones, away from the prying eyes of -- -\ 
A= -:. -2 ------ 

others. From this pestilent perch, Shekral sets en 

illat will cause us to see ihe fllth withln us, feeling 
how small we are in the face of certain rnortallty." 

The Voice retains its youthful appearance 
by drarning the life out of others, leeching the 
youth and vitality out ol its victims and replacing 
it with the Voice's Inherent decay. They are truly 
the dastardliest of Demnogonis' minions, for they 
tell us what we already know and don't want to 
acknowledge, that we are human and we will rot 
in the ground one day and there is nothing that 
can be done about it. 

Voice of Rrnnagonis 
Indlbflual rmper !1nl11 oncpef w a d ,  necmbmtc. 

E R P # l D K W R W W Q f C  
9 8 : T I 3 3  4 5 2 2 3 1  55 

Special Abillities: Feast, Natural Attack (121, Whispered 
Revelations 

motion schemes to further the diseased wishes 
of his master. 

Speelal Rules: May select up to Iwo Demnogonis poweB 
Naturar attack Is a frfe drain~ng touch (hat only 
works on mortal and beast models 

Nepharite of Demnogonis 
Leading the forces of the Befouler are these 

wretched Nepharites, the Eternal Enemies of 
mankind. who posses tremendous knowledge of 
sickness and plague and the art of administering 
malady to other beings. They lead Demnogonis' 
hordes into combat to infect and spread 
pestilence within our society. 

Standing 9 feet tall, and weighing over half 
a ton, Shakral is grotesquely obese His pasty 
white skin oozes pus and maggots from oddly 

All Mephariles of Demnogonis are tainted 
and show signs of sickness and rot. Their pale, 
yellow skin is stitched and stapled together and 
their limbs are frequently replaced wrth Dark 
Technology. Open, weeping sores ooze with pus 
and tubes connecting their tailing organs which 
pulsate visibly under the skin. Throughout the 
Nepharite's body, worms and maggots have 
made their home-repairing damage to the 
Nepharite's decaylng flesh. The terrible stench 
of death permeates the air around a Nepharite 
of Demnogonis. 

- .  ".", j 
' I 

Pike of Pbgua (slashing) 
E W S ~ L R W ~  ss 
o . . . .  - STt7 SceChart I 

stitched wounds and he IS decorated with arcane I I 
I F  1 

sig~ls tattooed haphazardly across his bulk. He is - ,---. -- I 

always sweating, which emits a rank odor, and ) ,  , _ . r: 
any action that he takes seems to be laborious. 
This display of fatigue IS an ~llusian. Those bollsh I 
enough to close on him with the thoughts of 
scoring an easy kill, quickly learn the error of their 
assumption. Despite his bulk, Shekral is a 
formidable opponent, especially with his Pike of 
Plague. He has 'turned many ef humanity's 
warriors into one of the Blessed. I - - 
Shekml the Pustulant 
Indmdual Icfce commander, Ifmil one per army. nmbrollc Channelw. 

Voice of Dernnogonis - 
~ K w ! m ~ m s T w m s ? l x  
10 7 15 15 3 3 5 3 20 5 56 

Equlpment: P~ke of Plague. 
Special Abllilies: Channel, Force Commander. Regenerate, 5 
Special Rules: May select up to two Demncgon~s powers. 

Vulnerable to radrant attacks. Suffers +2 
Damage. 

Weapon Slats: 

Nepharite of Demnogonis 
Innmdual general olhcer, limrl one per army. m b i o f i c  Channeter 

m R 2 A m s M s r w m S ! x  
5 7 1 3 1 3 3  3 5 3 2 G 3 5 3  

L- ; 7 
I 

I * 4 
I 

I 

Shekral the I - - 

Equipment: Plagusbringercannon. 
Special Abllitles: Channel, Divklon Commander. 

Nalural Attack (11). Regenerate: 4. 
Martis the Virulent 

Mortis is a merciless taskmaster and a 
vicious warrior in ths service of Demnogonis on 
Venus. Ha is a product of the sweltering jungles, 
the perfect environment for decay and disease. 
Where Shekral prefers finesse and maneuvering, 
Mortis' method of war is brutat and singular in 
purpose ... rush and crush. His forces surge 
towards the enemy, taking horrendous casualties, 
and when the remnants reach the enemies ranks 

Special Rules: May select up to three Demnogonis powers. 
Vulnerable to red~ant attacks. Suffers t 2  
Damage. Natural attack a acid~c vom~t. 

Weapon Stats: 
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they crush all resistance. Ir rs obscenely effectrvs. 
especially with the Black Rot infect~ng enemies 
and his Infectors creating more troops from the 

C0l lossus 
S~JWI I n*~del .  Supernatural 

C ~ ~ t n ~ m s T W m F z ~  
6 8 2 9 3 8 3 5 2 4 6 1 5 9  

Equlprnent: Decimator Handcannon G~ant Azoghar. 
I I 
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, Nepharite Warlord ., 

dead and dying. 
Mortis is a sight that cannot be forgotten, 

even with extensive therapy. He stands nearly 10 
feet tall and his head-which appears to have rotted 
off of his neck, hangs from great, pulsing tubes 
which move it around in a disturbing manner. His 
lower jaw has fallen off, to be replaced with a 
jutting, putrescent spike that drips slime, and his 
skin is in various stages of decay ... overall not a 
pretty picture. The only other physical deformity 
of note is Mortis' left arm, which has been replaced 
by a foul, wormlike appendage that twists and 
turns like a snake. This "arm" acts like a giant 
whip, with its tip like an armor-piercing 
hypodermic. Mortis can snap the appendage 
forward and plunge it into the body of an 
unfortunate victim; from there he pumps whatever 
foul fluids are contained in the appendage into 
the victim, which turns the poor soul into a v  
Blessed Legionnaire. 

Speclal Rbllities: Aura of Comrplion, Dire Rating: 5, 
Irnpenetrabillly, Natural 4lIack (Id), Secondary 
Attack . 

Speclal Rules: Natural attacks are flsb Due to his enormous 
s ~ s ,  he may launch these attacks against 
largets up lo three inches away, and !he Aura 
of Corruption around a Colosus extends 3'& 
has an ATS of 12. The Colosus is not subject 
l o  Issues of moral, and may not go prone or 
assume mlnlrnal presence. You mRy have 
one slre six model in ymr army for every 
5M1 points of troops. 

Weapon S t a k  
Demator Handcannon (WlislM 

C C W 9 1 A I R B 7  IM S4 
0 1 0 - -  - l ?  1r21 See Ct\arl 

9 
4 See Cliad 

Mortis the Virulent. 
Indrwdual larc0 commander, llmll one per army, mcf5bloin: Channekr. 

E R F w l D E m s w m s ? E  
l i  7 1 3 1 5 3  3 7 3 2 2 3 5 9  

Equ lpment: Azoghar. 
Special Abllltlas: Channel. Farce Commander, Raise Undaad, 

Regenerate: 6. 
Special Rulee: May select up to one Dsrnnogonis powers. 

Vulnerable to radiant attacks. Suffers +2 
Damage. May rase Blessed Legionaires. 

Weapon Sfas: 
Atoghar (rending) 
G C w S i w i . n B i m  FA 
o . . . -  - ST-i S ~ C h a r l  

Contagion Colossus 
Contagion Colossi are both the ultimate 

manifestation of the Befouler's power as well as 
a resounding affront to the forces of Algeroth for 
the Colossi are actually Praetorian Behemoths 
who have succumbed to the Black Rot of 
Dernnoganis. As their minds erode, so to does 
their flesh, consuming itself in sores and pustules. 
Once infected, a Behemoth will completely 
transform into a Contagion Colossus in only 48 
hours. 

The aura of corruption surrounding this 
monstrosity is highly toxw to living beings and 
p!anz life immediately dies in its presence. There 
is no recoltection of its former life, its mind all but 
consumed by the diseases of the Befouler. A 
Cofossus will always serve as the vanguard lor a 
force of the Diseased and is an even more 
frightening sight in death than in life. 

Defiler Pods of the Befouler 
The Lord of Malady has impregnated his 

Defiler Pods with a minute sliver of his diseased 
essence. These pulsing yellow pods emit a 
nauseating odor even when c osed and the area 
surrounding it is filled with highly virulent bacteria. 
A Defiler landing will always kill any native 
vegetation around it for yards and the sickeningly 
sweet odor wlll mark its presence for hundreds 
of yards. 

Like a nsptured blister, when one of these 
revolting husks opens to disgorge its troops, the 
true horror begins. Dernnogonis prefers to infest 
the poas with Cairaths who will always wreak 
havoc behind enemy lines. He does not send his 
other minions, for the Cairaths are certainly his 
favored. 
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Curator 
These insane butchers stalk the battlefields giving "last aid" to the wounded found on the warzones of  the 

universe. Dressed like a nightmarish surgeon, they are equipped with many medics! devices, some of which 
are corrupted with necrotechnotugy. As a group, the Curators are devoted to flte secrets of pain and disease 
and are used by the Great Befouler to coltecf and cure the wounded from the baftfes in thek own special way. 

The Curators are shaped like humans but are taller than the average man Their bodies are muscular and 
their limbs are sfrong and wiry, often replaced by bizarre cybernetics. Their skin is stitched togefher, sometimes 
replaced by leather or plastic sheets. 

Their heads are bare, without skin, showing a grinning skull offen linked to various devices by pulsating 
tubes and electrical cables. Their eyes glow with a sickly yellow fight. These creatures often giggle quietly to 
themselves as they carry cut their hideous operations. 

Curafors are dressed in tamred white clothes, adorned wifh the red runes of Demnogonis. The clothing 
covers the spiked armor, which protects their vltal organs. Their medlcal equipment is always crude and 
infected with bacteria. The Curators are also hosts to several parasites carrying plague and disease, which 
they inadvertently share with their wounded patients. 

These macabre doctors are mostly armed wifh sharp swords, infected with disease and large caliber handguns, 
which they use to reject unsuitable pafients. In spite of their nature Curators are skilled in the ad of  reviving 
beings and making them abb to fight again. They often use neh:rutechnoiogy and replace [irnbs and organs 
to once again make use of a fallen soldier. They are thus always found among the soldiers of the Befouler So 
make sure they continue to fight. 

f 
Spawn of Demnogonis 

Born from the foulest pits of decay, the Spawn is the 
favored children of Demnogonis, acting as his eyes and 
ears on the battlefield and where the Spawn looks, 
Dernnogonis sees and understands. It is the Spawn's duty 
to spread the Black Rot to the whole of humanity, and It 
uses the Foul Wind to achieve this end. Huge gouts of 
black and gray diseased smoke and flies spew forth from 
the mouths of these foul creatures, leaving disease and 
suffering in their wake. 

Spawn are usually given command of the Befouler's 
lesser minions. 

Demnogonis Mlet Fud 
Supporl wr, req~nrsd I model, assocraMarmamsnf 

m F c w m N m s T h % ' m ~  K 
. . . . .  d - - 28 5 173 

Special AbltWes: Aura d Corruption. fi 

Special Rules: Drop Pod must select landing zone exactly as 'A 
Para-deployed Iroops do. l i e  pod lands 
deployed Nexl act~vation troops may exd. If - 

\ J  

destroyed M o r e  they exit, roll tor survivors ' 4  

same as If In a wrecked transpod. Due to the 
sue of the model, the aura of corruption 
extends out lo SIX inches. 

Cairath 
Blfe trooper, w ' M 9  modak. necrobrolrc 
~ ~ ~ ~ m ~ ~ ~ a v n ~ ~  
1 1 7 4 8 d 1 7 2 1 8 3 4 6  

Special Abllfties: Necmrganic Resistance, Feast. Naivral Attack 
(13), Necmplasrn~c Eruptton. 8. 

Special Rules: Vulnerable to radiant attacks. Sulfefs 4-2 - 
4 

Damage. Natural atlack 1s a pseudwod 
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llian Is the Herald of the Great Darkness, Guardian of the Dark Gate, 
Keeper of the Dark Symmetry, and the Black Mother. Hian was the firstborn of 
the Dark Soul and she was the first fo enter the realm of humanity over a 
millennium ago. It is through her that the Dark Legion is able to exist in our 
plane of existence. lfian might not be as overt a threat to mankind as Algeroth, 
but her power and that of her minions is far greater than anything that can be 
created by Dark Technology alone. 

The troops of llian are fewer in number and concentrated to her Citadels 
which are secreted away In the desolate and shadowy regions of humanity. 
When llian does go to war, either to defend one of these Citadels or to fullill the 
wishes of the Dark Soul, she sends her Nepharites to obliterate the opposing 
force using Ifian's Pattern of Symmetry. 

ITian's Ternplars fulfill rr ! mundane roles on the battlefield while 
the Nepharites channel the pt,~,,, v, ,,,a Void, weaving the energies of the Dark 
Syrnmetr ,erful and destructive weapons to assault the enemy forces. 

the Dark 
lost of thc 
- b a o n r  thl 

)I into paw 

Children of Elian 
many titles accorded Ilian, one 
gly accurate is that of Black 

as the Children of Ilian. 
ings with twisted and 

deformed bodiws Y I V m I 1  the name "children" 
ir miniature size and child-like 

The Children have long arms and short legs 
and their large head is connected to pulsating 
tubes that link their brain to their nervous system. 
Their skin is pale, almost translucent and their 
faces glow with demented mirth as they speak in 
their high squeaking v o i c e ~ n d l e s s l y  gibbering 
meaningless phrases. 

As if possessed of some kind of hive-mind, 
the Children wo !ly in concert with each 

'hat may seem like 
humans is actually a 

sophisticated mean of mrnmunicating complex 
ideas and thoughts quickly. They dc ally 

a blood curdling frenzy led by Sc~ons. I neir 
preferred role is that of a maintenance worker, 
dedicated to keeping up IIian's edWices and 

While llian generally shuns the Dark 
Technology of Algeroth, she has found It useful 
for her Children to understand and maintain its 
operation; a task she allows them to study and 
master. These tasks, too banal for any other 
minion of llian to perform, are left to the Children. 

is that they are not otherworldly monsters like 
the Maculator, but rather are the result of what 

d 
G 

happens when numan Chllarerl ,,.r: ~niecred with 
the power of the Dark Symmetry. Bent and 
twisted by immense forces, human chitdren are 
transformed into these wretched creatures. 
servants forever committed to the Dark Mistress. 
Culled from orphanages and other places where 
human cruelty has abandoned its own, Ilian's 
Matrons gather this flotsam and give them a 
home in the service to their Dark Goddess. 

Scions of ltian 
Imagine a world that has given itself 

completely to the worship of Illan and you will: 
begin to understand the awesome nature of her 
power. Now consider the unrivaled zeal a world 
at these fanatics would offer to the regions of 
Ilian. And the reward for this dedication would 
be a perversion of what passes for Ilian's humor, 
their transformation into Scions. 

from an e 
sferred to 
nutive be 
A n  mi...... 

rk strange 
imes. W 
hatter to Chlldren of llian 

Grunt trouper, rqurred &I6 m d k ,  necnrblof~. 
E W W W P R S I R :  
6 1 3 5 1,; 1 1 . 1  

Equl le. 

I not norm 
re presen 
?r enemie! 

-2  Spe~le l  mullltr=.. urrorlll n,,ault. 
Weapon Stats: 

Chlld's Ranb (mutsslve~ 
O C m 9 ? h a L R m  OA A 
o . . . -  - STt3 - 

Scion d llCan 
Gmnl trooper, requ~red 7 persquad, necrobiollc. 
0: E wd W S T W M s ? t T  
7 7 2  1 1  5 1 9 i 1 8  

Equipment: le, 
SpeciaE bbllltlss: swalrrl nbsaul!. 

m Pr: 
9 3 

Hand Scytk 

Weapon Shts. 
Hand S q h e  (sfashlngj 

t X A 3 9 3 h l 3 L R W  W S4 
2 .  $ - 4 .  
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r ernpiars 

Is Templars are the foot soldiers of Ilian's ?d 1 persquad. smmd. 
: P F I L O A G w s T M ~ P R X F c  forces. She 'has no regular Legionnaires to call ,, 2fl ,, 

P upon-the cannon fodder that fill the Equipment: Uratach Assault Rgle, Templar 9vord. 
her brothers' armies. Instead she re1 
small, mobile and extremely efficif 

Speclsl AbtlTf es: Deadshot. 
Weapon Slats: comprised of her Templars. The Templars spena 

Kratach Rifb (belllslkl most of their time guarding the temples and a: , 9, M1 v, txr a 
e Citadels of Ilian, btd on rare occasion, they are -4 2 o o -2 . In SeeChad 

called upon to take part in some offensive action Tsmplarsword (slashing) 

In that their mistress deems prudent. C C P ~ % M ? L R B ~  1x1 w 0 . .  . . . S T A B .  

F The Templars are commanded by a High 
Ternplar. These creatures are s~rnply more 
powerful versions of Templars that have risen Ternplat Voidbhngw 
through Flian's ranks until she has appointed them GrU"'SqUadspecLB''St~ wt'analup fo2pwwEd. 

~ ~ ~ D ~ w s r h w m s ? E  to look over the others of their ilk. This is the ,, , ,, ,, 
F hrghest honor available to a Templar and the Void Cannon. 

competition for the few open positions is fierce. Special b,liSe s: Reflexes, F Ternplars wear great, spiked helmets, the W,p,, 
F spikes of which work as some sort of foci for I"'iant, 

their Dark powers. UnHke most members of the C C W S R ~ R L R W ~  w 
Dark Legion, the Jempfars seem to be willing 
members of the Dark Soul's annies. They actually 
live to wreak havoc on people; the more innocent 
they axe, the better1 Templars also have no fear 
on the field of battle. They never take cover, 
preferring to rely on the strength of their armor 
and arms. They simply march relentlessly toward 
their foes. overrunning them until they are all 
dead. 

Ternplars stand about seven feet tall and 
mass around 350 pounds inciuding all their 
armor. No Temp'lar has ever been seen without 
its armor, so it's anyone's guess as to what they 
actually look llke underneath their heavy gear. 
They appear to be at least partially mechanical, 
and they rely on the Ch~ldren OF llian for the 
upkeep of their non-organic parts. Their armor, 
helmets and clothing are generally black and 
covered with stars, remintscent of the void which 
their mistress calls hame. Their minds are 
perfectly attuned to combat and they can sense 
waves of pain and violence from far away, making 
the Ternplars excellent for both guarding Ilian's 
Citadels and finding enemy troops on a 
batttefiefd. 

Templars 
Grunt lmper ,  reqW 4-8 mW, zurnrrmnd. 

~ ~ W r n ~ ~ s r W ~ S ! F c  
7 9  4 1 0 3  1 5 3 1 9 2 1 4  

Equipment: Kratach Assault R71e. 
Specral Abilities: Deadshot, 
Weapon Stats: 

Kratach AssauR RlIle (hHkUc) 
E R S I r n I R B I r n  
4 -2 0 0 -2 - 10 SeeCharl 

High Te 
Gw~lr squ;il 

CC. # 

mplar 
9 /~scer, w i n  

Wheeled Templars 
The Wheeled Ternplars are the remnants 

of the original Temple Guards brought into our 
plane of existence so tong ago. These Templars, 
after enough time spent in our plane of existence 
began to mutate and become even more warlike. 
They fought savagely in an uncontrolled manner 
and would eventually turn on each other when 
there were no other foes left to fight. This condition 
became known as The Curse" and llian had to do 
something about it or risk losing her guards to an 
orgy of carnage and bloodshed. 

The Mistress of the Void created a huge 
construct, known as the Triangled Wheel from 
the Void to house these berserker Ternplars, 
putting them into an eternal sleeplike stasis. The 
Triangled Wheel resembles a massive and 
ancient spoke wheel with the symbol of llian as 
its hub. The Wheeled Templars, as the troops 
housed within the construct's outer ring are 
referred, are kept suspended in their rage until 
needed by lliian or any of her chosen Nepharites. 

Wheeled Ternplars 
Elfre fmaper, required 2-4 modefs, summoned 

~ ~ R v l 5 ~ ' m ~ ~ M 5 2 F c  
8 1 n 5 1 1 3 1  5 3 2 1 2 2 2  

Equipment: Kratach Assaull Rifla. 
Speclal Abltllles: Deadshot. 
Weapon Stats: 

Kratach Assauk Rik (ba~isrk) 
E W W M I l R ~ C M  S9 
4 -2 0 0 -2 - 1.0 See Chart 

Void Can r 



Wheeied Templar Knighk 
El118 Imcper, requad 2.4 mudel.?, sumnwned. 

~ I C I R V I D I C W ~ ~ W ~ ~  
p 9 5 1 1 3  1 5 3 2 1 2  

Equlpment: Kmtech Assault Rlfle, Templar Mace. 
Speclal Abil'fFes: Berserk, Deadshot. 
Weapon S W  

Kralach AssauR RiIb ~a1IMEcj 
C C . F B 5 R k R L u w m  SR 
-1 -2 0 0 -2 - 10 See Chart 

Brass Apocalypts 
Ebte !rooper requ~red 2-4 models, necmbmtb. I 

PC ~ ! z ~ ~ K ~ s r k W r n ~ ! x  '. 
23 1 1 8 3 B 3 2 6 3 2 3 3 3 2  $ 1  

Equlpmant: Rhagriin Shredder Shotgun. 
Spwia! Ablllfies: Dire Rating: 2, Natura! Attack (1 1). - ? 

Special Rules: Natural attack is a punch. 
Weapon St*. I ' 

Rhagn~n Shreddar Shotgun (&g) 1- 1 
~ W S l h a l R W d  S4 

. . .  . 10 See Chart 1 

W k l e d  High Templar 
Elfk qued  leader, muired 1 per squad, summed. 

E E W i D C W 8 W R L R  
9 9 1 3 3  1 6 3 2 1 2 3 0  

Equlpment: Kratach Assauk Rile with Carcass UBGL, 
TempEar Sword. 

Specla1 Ablllties: Berserk. Deadshot. 
Weapon Stats: 

Kratach dssaul Rifle (beltkj 
O C m w M l l R w m  Fa 
4 .2 9 U -2 - 10 SseChafl 

Carcas Under Barrel Grenade Launcher (vadable) 
c c m s ! m L R L R R l m  
- o +I - -- -- - SaeChan 

Tmplar Sword (shsMng) 
C C ~ s r ~ ~ l R L F T  a4 a 
0 -  - - S T t G .  

Wheeled Twnplar P e p t a r  

Karak the Keeper 
Over a thousand years ago, the alluring 

call of llian found its way to a troubled spirit, a 
man of purity whose soul was weary of the 
carnage and depredations of the! Dark Legion. 
This dedaated servant of the L~ght, a Keeper of 
the Art named Karak, became seduced by the 
promises of the Dark Mistress who visited the 
pawerful man in his dreams, aid& by her brother 
Muawijhe. After years of careful seduction and 
manipulation, Karak crossed over and slew his 'r 

own attendants. -. - . . - - - - - 
Elrle squad spm/fsf, optmat up la 1 prs@!ad, S N m m e d .  4 

E ! X A L U K V Q ~ W ~ - P E  Following a killing spree of epic scale, the 
8 9 5 1 1  3 2 6 3 21 2 42 de~trucfionoftwomajorchurchesandbeing , ? 

Equipment: Kratach Assault Rifle, Tempiar Sword 
Special Abllmes: Deadshot, Necromancy: 4. 

Weapon Stats: 
Kmtach dmun Rile (Pallklk) 

C C W S A r n L R d m l i  A 
-4 -2 0 0 -2 - 10 SseCharl 

Templar Sword (slash~ng) 
E W S r n M B I  m sa 
0 . - -  STtB - 

Wheeled Templar Voidbringer 
e f e  styuadsp~falrsl, opfionel up ta 1 per squad. s u m m e d .  
OC L D P C m s r w P R L F c  
8 11 3 2 5  3 2 1 2 4 2  

Equipn 3aok of Faith, Vold Cannon. 
Speclal Abllltles: Combat Reflexes, Void Travel. 

Vo~d Cannon (rsdrant] 
~ W W A ~ P i P R W r n  !a 
. . . - . -  7 Sec Gharl 

Brass Apocalypts 
Brass Apocalypts are beings of 

rnalevotence and metal, formed by the Nepharites 
of llian for use as bodyguards and enforcers. They 
are resilient opponents that are as strong as a 
battlesuit and able to smash the opponents that 
suwtve their shotgun blasts into pleces. Seen irl 
gangs of 2-4, the Brass Apocalypts act as the 
anvil against which the Templars drive their 
enemies into. 

wounded critically, Karak was finally cornered in 
the Tower of Commerce on Luna. There in a 
sealed room, Karak fled into the Void. Believing 
him dead, the Brotherhood erased all records of 
his existence and sealed the embarrassing 
matter. His name is now all but forgotten. 

In the loving embrace of Ilian, Karak was 
restored and for decades his body was 
transformed to be a more suitable vessel for the 
power of his new mistress. Once transfigured 
Karak began serving llian on various planes of 
existence, honing his death-dealing skills and 
reveling in the destruction his powers caused. 
Being e Channeler in his former Hfe, Karak had a 
clear perspective on the Dark Symmetry and 
adapted Ilian's Pattern in many unique ways. His 
weaponry reflect this clarity and though he can 
no longer channel himself, his residual 
understanding of such matters makes him a 
caiculattng foe. 

Standing almost 10 feet talt, Karak still 
wears the power stabilizer he wore as a Keeper, 
a source of great consternation to  the 
Brotherhood. Additionally he has altered his 
raiments to be a parody of his former uniform. 
To Ilian. this monstrosity is a thing of beauty. 
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Karak the Keeper 
Im'v,r~u8l uiiil comiirdnr!flt, lirml me per army, necrobfutrc channelat. 

E ~ F W D ~ C M D ~ ~ W ~ Z F C  
1 2 3  1 i 3 2 4 3 9 0  

Equfpment: Chlhonic Transluser, T~landra Mounted 
Autocannon, Void Harness. 

SpecEel AbllltIes: Ectoplasmic Feast, Natural All& (121, 
Unrl Commander, Unscrupulous. 

Nepharite of Hian 
Nepliarites ot llian make up the higher 

echelons of Ilian's court and are powerful 
Channelers with unequaled abilities in the 
manipulation of the Dark Symmetry, They have \ f 
the power of the Void at their beck and call and 

4 \ 

act as Ilian's observers ~n the human worlds. 1 
On the battlefield, these Nepharites usually 'I 

keep a good distance from the conflict, preferring i \ 
to use the Dark Symmetry against the enemy from 
afar as their Servants and Guardjans throw - 
themselves into the fray, individuals brave enough d 

to ctose with a Nepharite of Ilia0 in melee will not 
1 

find one an easy target. These Nepharites are \ 
quite adept at martial matters and can easily Bra: 
defend themselves with both mundane and 

? / Y P ~  \ /! 
I J mystical means. Most infamous of their weapons r5 I :,..yzt, , 

are the living chains that adorn their flesh. &F 
I 

-% ' 

Hepharfte of lllan 
Indtvrdual general orl~cer, Hmii me per army, rrwxobfof channeler. ' X  / 

{ > ~ ~ r w r n ~ w r n w m s z ~ ~  
12 d 16 14 4 d 5 3 22 3 59 

Equipment: Void Slayer Battlesword, Voriche Pistol. 
Chains of Illian, 

Speclal Abllltles: Chanrrel, Division Commander. 

Special Rules: May selecl up ot three lllian powers. 
Weapon Stsix * 

Vod y 0 (slilshg] r - 

h.2 *\ 
C C P ~ $ R ~ U ~ W  m SR i 

Special Rules: May commend Temptars For hs Natural 
Altack, Karak grabs his opponents with 
h ~ s  claw l~ke hand and crushes [heir skull. 

o . . - .  - ST-7 SeeChan 
Vonche P~stol (baIIlsficJ 

C C W S l f J w L R W m 5 4  

Weapon Stats: 

I 

Fhthonic Transfussr (mdianEl mcrasivel 
C C P B ~ h a L S I W r n  % 

- n - - 1; seechafl 

Tiandm Mounted Aulocamn (GaflidIc, C ~ U S S I Y B ,  rendflg) 
C C P 3  gl M R L R W M W  
- 0 11x2) O(x2) - - ( ~ l )  13 A 

Sinstress Salandria 

r 

As could be expected for a Nepharite of 
Ilian, this sultry Nepharite js cruel taskmaster and 
the secret leader behind a Syndicate run, inter- 
planetary escort service known as the 
Magdalena. which she took over from her fellow 
Mepllarite Kurzada upon her destruction. She 
uses these "professional ladies" as an 
intelligence-gathering network, learning what she 
can about all of the Corporate Armies. Her 
Magdalena provide their clients with whatever 
they could possibly want or need and in the 
process extricate the skeletons from their ciosets. 

n i n - . - o -  
In an effort to better plan her militay actions, 
Salandria culls these skeletons and learns all she I 

. .? - I .- , can of the enemy. 

Vahl'dredd The Hunter 
Vahl'dredd is the supreme commander of I 

' 

Ilian's forces. Before attaining this lofty past, he 
spent an eon as a Wifd Hunter in the Void chasinn K ~ ~ r a k  ihe Keeper 
down the souls of the banished. He was super 
in this role and was rewarded f ~ r  his efficiency b 
being brought into our plane of existence as a 

Nepharite Warlard. He is very astute at tactical 
matters which Ts the main reason llian has put , 
him in command. It is rumored that he shares a 
bed with one of Ilian's many incarnations, which , . I  

.A I 

explains his incredible influence with his Mistress. I 

Salandria stands a good 7 feet taH, with 
the proportions of a voluptuous woman, and has 
extremely pale skin that is untouched by the 
mystical rune tattoos that her brethren adorn 
themselves with. Her horns are swept back, 
hidden by her long, jet-black hair which radiates 
an aura of Dark Symmetry that almost shimmers 
around her 

When Salandria takes the field of baztfe, 
she does so with intimate knowledge of the force 
which she faces, for her MagdaEena have already 
done all of Salandria's recon for her. 

Sinstress 5 
bddua l  gener 

CC RC 
h f, 

I hiandria! 
d affcer, kmt an& per army. neuobmlic channdw. 
w 1 D E \ I C ) S l w m ~ P C  

Y Y i 5 l d  3 3 5 4 2 1  3 6 3  

Equipment: Void Slayer Baftlesword, Voriche P~sZol, 
Cha~ns of Illian, 

There are no il[usions or misconceptions about 
who is in charge. Oddly enough, Vahl'dredci is 
perhaps the only Nepharite who does not long to -. - 

- - 
replace his master someday, strangely content 7 - - -  I 
with his role as the "Hammer of Ilian"'. 

The Hunter stands nearly 9 feet tall with a 
broad, muscular physique. He has an exceedingly 
commanding presence, even though his mastery 
of the Dark Symmetry is only average. Vahl'dredcl 
has replaced his left arm with that of a Vasa Heavy 
Machine Gun to improve his ability to take down 
psey and make himself a more perfect kiIling 
machine. 

Spwlal AbflMes: Chaflnel, Division Commander, Espionage, 
S~nstress Gaze. 

Special Rules: May select up ot two lllian powers. 
Weapon Stats: 

Void Slayer B a l t ~ i o r d  (slzshhq) 
E P B S I P . R l R W  
Q . . . - - ?  hari 

Voncho Plstal ~ I f s t i c j  
E W S I R R 1 R W I  
0 t p . - -  v -  



F o l l a w l n g  VahE'drsdd I n t o  conibat I S  h ~ s  
lackey sword bearer, So'bledd, a Child of Ilian 

'. 
ir 

slave whose duty it is to carry Vahl'drsdd's mighty 
Vold Slayer battle sword. 

Ilian's Defiler Pod 
These pulsing black Defiler pods contain 

an unpleasant surprise when deployed. Unlike 
the pods dropped by the other Apostles, the Pods 
fielded by Tlian's Void Ships land in utter silence, 
an eerie occurrence to those who happen upon 
them. Adding to their mystique is the fact that 
they radiate a freld of darkness which obscures 
visibility in a radius around the pod. When used 
during night deployment the Defiler Pads of llian 
are nearly undetectable, that is until they disgorge 
their contents and a horde of frenzied Children 
surge forth. 

Vahl'Dredd the Hunter 
Indrvduar force mmmandw, lbrnd one per a n y ,  necmbiutk dannder. 

7 

E ! X W D K ! M T W & ! S ? ! X  
TO 13 12 15 2 3 7 3 23 3 72 

Equlprnent: Vasa Heavy Machine Gun. Void Bringer 
BallleSword, Chains a l  Ill~an, Lackey. 

Spacial Abilities: Channel, Force Commander, 
Predator Senses: 8. 

Special Rules: May select up to one Illian power 

. Weapon Stats: 
llian M l e r  Pod 
Supaft unrl, reqvlred 1 model. aswcrafed amaenl 

E l E P ! J l B K \ W G ' f W M 2 E  
. . -  u - - 28 i 17.1 

- . Vasa Hsay Machiw Gun IbaNst~c) 
[X: F8 3 h R W W a ! N  

4 - I  2{X31 11x2) U - - 13 - 
Vold B h g e r  BaflleSword (slash~ngl 

C I : W W h * L R E R I M  w 
o . . .  - ST47 SeeChan 

Speclal AbllltIes: Aura of Darkness. 
Special Rules: Drop Pod musl selecl land~ng zone exactly as 

Para-deployed lroops &I. The pod lands 
deployed. Next activatbn troops may sxlt. If 
d~stroved before they bXk, tDlI for S l l ~ t v Q r S  
same as  ~f In a wrwkeo transporl. 

SUPPORT 

Mercurian Maculator 
The M a c u l a t o r s  are alien beings that have 

been brought from another dimension by llian to 
fight the forces of humanity. As a race they are 
amphibious. given to watery environments and 
dank climes. 

Because of this pelagic proclivity, 
MacuEators are Ilian's favored underwater 
assassins. First encountered throughout 
Mercury's vast underground caverns, the 
Maculator has found itself with the planets 
sobriquet for a title. With the ability to quickly 
repair damage to their body on a molecular scale, 
the Maculator seems an unstoppable juggernaut, 
able to absorb a seemingly infinite amount of 
firepower. 

Children of llian 
Grurrf !moper, Fequbred 10 mdels. mroMotk. 

0 2 P ~ l D ~ w s r w ~ S P 2  
6 5 2 t 9 1 3 5 ' 6 1 -  

Equipment: Ch~id's Rattle. 

Special bbllltres: Swarm Assault. 
Weapon Stats: 

Cliilrl's Raltla ( m u s s w e )  
C C W 9 1 P , R L R W  m 54 
Q . . . .  - ST-3 - 

Equlprnent: Gorgaroth Mounted HMG. 
Special Ablities: Dire Rating: 4. Impenetrability, Natural Attack 

(14)- Regenerate: 5, Secondary Attack. 
Special Rules: Natural Attack 1s a punch. The Maculator is 

not su@ecl to Issues of moral, and may not 

:em-i, P-+$ go prone or assume m~nirnal presence. You 
+ < may have Ode slzeslx model In your ant&' 
' t k  for every 5W polnls of troops 

d 

,/ - - -Weapon Slats: 

I I ' I -  kGorgamth Mourned HMG (IMl'rsf~, rending) 
l l - 5  

C C F 8  SR I,R L B W M S 9  
,A 9-., j - 0 1x21 3 1x3) 3 (x2) 0 (Y2) - 1 , i  . 

r" v 
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Muaw~jhe, the Lord of Visions, the Demon of Dementia are names attributed 
to the Apostle who invades the dreams of humanity and nurtures the insanity 
latent in our minds. Spinning his webs of confusion, madness and terror, Muawijhe 
rules the insane and weak minded. 

The Legions of Muawijhe aw made up of the worst creatures that haunt our 
nightmares and those twisted beings that h a v e  been drrven over the edge by the 
Master of Madness. He has gathered his hosts around him and his ranksconstantly 
swell with new victims driven insane by the madness of our times. 

On the battlefield there is no rhyme or reason for the actions of Muawijhe's 
troops. It is a cacophony of chaos-with Lunatics on the left and Nightmares on 
the right. Any army that takes the field against Muawijhe that isn't driven mad by 
the Dark Gifts of his Nepharites may later embrace insanity from the total 
randomness of the battle. 

Screaming Legionnaires 
Ths Screaming Legionnaires are humans 

who have been drawn into the insanity of 
Muawijhe. Their bodies are twisted with spasms 
and uncontrollable fits; their minds left withered 
and broken. Only the screams of their master fill 
their tives now. 

The hegionnafres are dressed in whatever 
clothing and armor that they can sa[vage from 
the battlefield, giving them a co lodu l  and bizarre 
appearance. In addition to the Legionnaire's 
weapons, they constantly give voice to their 
torment and their excruciating ululations can be 
heard over the hail of munitions. So mournful 
and disturbing is this sound that it fills most 
beings with a profound sense of suicidal sadness 
and maddening pain. 

When Screaming Legionnaires take the 
field, they do so led by a Soulslayer Tyrant. 

Screaming Legionnaire FT Specialist 
Gnnt squad spcialfst, qotional up lo 1 per squad, ~ ~ ~ w g a n ~  

m m m m ~ a r n r n ~ s ~  
5 7 2 8 3  1 4 3 1 7 2 #  

Equipment: Tzotelh Flamethrower. 
Specla1 Abllitln: Necrorganic Resistance. Wall d the Damned. 

Weapon Stats: 
Tzotelh Fbmelhrower (radmf) 

C C F B S R m L R m m  B 
- - - - - - t i  SeeChad 

Golen of Darkness 
Gmnr sgvadspecralrsl mired 1 per squad, supemafural, 

Equipment: Azoghar. 
Specfal Abllltres: Aura of Darkness. 
Weapon S t a k  

Screaming Legionnaires 
Gwnr lrwper, requ~red 8-12 mwlsls, necmyank 

m ~ A l D ~ ~ s T I # A S ~  
F T ? B 2 1 ~ 1 3 1 7 2 1 5  

Equlprnent: Kratach Assaa Rifle. 
Special Abllfties: Mmrorgana Resistance, Wail of the Damned. 
Weapon Stats: 

Kratach Asgauk Rile (baLtfcJ 
Q W S I h R I s ? E R M  Sd 
-4 -2 0 O -2 10 SeeChan 

Karnophages 
Karnophages are the unfortunate end 

product of many Heretics that worship at the altar 
of the Apostle of Insanity. Once human, the 
Stigmata of the Black Hunger drives their bodies 
down a path of devolution, becoming more 
anirnalisti~ and feral with time, The jaws on these 
creatures have become distended to allow room 
for the new, larger fangs that replac0 the Heretic's 
teeth. Thew nails grew large and become 
hardened lrke steel, turning into horrific claws. 

Their Black Hunger feeds upon the 
madness withtn them, pushing the Karnophage 
to feed, constantly, on freshly killed meat. As a 
group they are fearless hunters with cunning 
senses and It is in that capacity that they are most 
dangerous. For while their claws and teeth are 
danaerous in the extreme. their swarming attack 

Soulslayer Tyrant 
Grunt squad leader. required 1 per squad, supernatural. 

€ c ~ w D K w ~ w / w ~ F c  
i r 5  2 1 0 3  2 6 4 2 1 3 3 5  

Special Abllltles: Leap, Natural Attack (131, Predator Senses: 8. 
Zombie Master. 

Spe~lal Ruler: Natural attack is acornblnation of claws, 
fangs, and tail. Can attack up to 1"away. 



Zenithian Soulslayers 
When you experience nightmares, the 

common perception is that you wake up and the 
dream goes away, fading back into the obscurity 
it came from. This belief helps us all breath a 
sigh of relief and go back to sleep in peace. In 
reality, the truth wauld keep most of us awake 
Forever. 

When a mortal dreams, he impacts a 
higher plane of existence with his somnambular 
energies. Nightmares, like dreams give off a 
distinctive emanation, a frequency if you will that 
attracts the attentions of the Master of Dreams. 
When the sleeper awakens from a nightmare, 
those energies are released into this etheric plane 
and are ulttmately collected by Muawijhe. From 
this dream essence he creates the Saulslayers 
to stall< the battlefields in his service. They are 
living nightmares intent on forcing mankind to 
relive their banished dr~ams and punish them 
for their dismissal. Given substance, they are 
terrible creatures that now live for carnage and 
bloodshed, reveling in bar  and feeding on both 
the terror they inspire and the flesh of their 
enemies. 

The Zenithian's are vaguely humanoid in 
shape-wfth a torso, two arms and legs and a 
head. There the similarity ends. The creature's 
head is long, with the lower part taken up by an 
enormous jaw that is fit!ed with razor-sharp fangs 
visible through a twtsted grin. The eyes of a 
Soutslayer burn with the fire of hate and their 
arms are long and end in terrible claws. The 
Zanithians possess a tail that is whip-like with a 
steel-hard blade at its tip. The creature's body is 
covered in a chitinous exo-skeleton that is as hard 
as modern combat armor and as black as night. 

In battle, the Soulslayers bound forward 
on their powerful legs and scythe into the ranks 
of the enemy. In melee is where the Soulslayer 
wrecks true havoc, tearing into the enemy in an 
orgy of blood and gore as if searching for the 
one person who helped in their creation. 

w ~ l l  qu~ckly overrun opponenis and bring Rem 
down in a flurry of tooth and nail. It is [or thts 
reason that Karnophage packs are avoided by 
most close combat specialists. 

Karnophage 
Gwnl /moper, required4-T.2 m&/s, necm+iolrc. 

E K ~ D A C W ~ M V ~ ~ R  
7 5 2 7 3  1 f l 5 1 7 2 2 2  

Speclal Abllltles: Natural Attack ( lo) ,  Predalor Senses: 5 .  
R Swarm Assault. 

,J Q c i a l  Rules: Nalural Attack is a claw and b~te. 
- J '  

- Immaculate Fury 
S ~ n c e  their first appearance on the 

t . - battlefield, the Immaculate Furies have been 
numbered among the most fearsome of all 
humanity's foes. Warriors from all of the 
Corporations have learned to tremble upon 
hearing their weird ululating cries and to flinch at \ the siqht of their inhuman faces. - 

1 Although based upon a DNA-manipulated 
human embryo, Immaculate Furies are created 
using Dark Technology. They bare little 
resemblance to humankind any longer. Standing 
roughly 7* tall and weighing in excess of 400 
pounds, Furies are hairless and their skin k tough 
and leathery over a thick, muscular body. The 

- oddest aspect about the immaculate Furies is 
certainly their face. Where a nme, mouth and 
jaw would normally exist, they have been replaced 

-. 
-I- 1 .  I with a vertical stretch of metal strips. This marks 

I the complex filtration system, which makes the 
- , Furies rmmune to all gases and noxious .-. ; I  atmospheres. 

I The Furies now serve Muawijhe, given to 
the Lord of Visions by Algeroth tor some dark I nefarious purpose, the knowledge of which only 

' 

the Conqueror of Worlds possesses. 
1' 
6 .  ' ? Immaculate ~ u r y  ' 

E11te Imopsr, requ1red2-3 models, svrnmaoed. 
~ ~ W J L D ~ W ~ ~ t R ~ ~  
7 f i 4 1 1 3 2 5 3 2 2 3 m  

Equlpment: Qesovach Automat~c Shotgun. 

f 
?, Special Abilities: Thunderous Roar. 

Zenethlan Soulslayers 
Ellfe Iwper, rerlu~red '1-8 models, supernatural 

E K W J I B K D S T W M S R  
1 1 7  d 1 0 3  2 7 A 2 1 3 2 4  

' , Weapon Statsb 

Speclal Abilities: Leap, Natural Attack (13), Predator Sensesv 6. 
Special Rules: Natural attack is a combination of claws, 

fangs, and tail. Can ahack up to I "  away. 

Immaculate Fury Leader 
EIIP squadleader, reqvfred I per squad. s u m m e d  

E K P N L B & r n 5 T F N r n s Z F c  
7 a 4 1 2 2  2 , 5 3 2 2 3 3 3  

-=&& Equipment: Nazgatoth Hsavy Machine Gun 
- - - - . - --, Speclal AblllHes: Thunderous Roar, 

WrsponSCatr: 
t . I Nmgarolh Hsavy Machine Gun (balkfc, rsndlnflJ 
$ I  I CC R3 3 W L R W  W1 Sa. 

- 3 (x3) 1 (x2) -2 - . 11 (x2j See Cherl 
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Immaculate lmperceptor 
Llke his brothers, Muawijhe recognizes 

accomplishment and initiative, though he does 
this in his own special way for his deranged 

he rank c ne of his 
onors. t t  t in infamy 
ong the I ne, for it 

means that being has earned the attentions of 
. This attention brings with it many gifts, 
mast d which is physical power and an 
ation. 

Immaculate Irnperceptors arE 
brutes promoted from the ranks of Fury 
They have earned their promotion bec: 
are responsible for driving many of the airnu (as 
anythlng not of Muawijhe is referred) to the 
enlightenment of their demented lord and master. 
Broken units, panicked squads, tormented 
v~ctims, terrified ranks; these are the credentials 
by which the Lord of Insanity measures his troop's 
worth. Tl-nese are the proud badges of the  
Imperceptor, a being who has shared In a portion 
of their master's dark design. 

Should a Slai~ghtermasrer become 
engaged in close combat, a moment of 
recognition passes between them. In that brief 
instant the Slaughtermaster peers into their minds 
and searches for that spark of creativity that 
spawned their creation. It is an unnerving glare, 
one wh~ch can cripple lesser warriors. 

troops. T 
highest h 
even am 

~f lrnperct 
,ears with 
egions of the lnsa . , 

their Lord 
not the le 
evil reput 

Zenethtan Slaughtermaster 
Ind~vidual squad bnkm olftcer, 1 1 m  oneperSoufslayersqued. suuernalvral 

C K W D K W S T W M ~ R  
12  7 6 1 2 :  3 7 4 2 ' 3 5 %  

Special Ablilfes: Leap, Natural Attack (151, Predator Senses. 8, 
U n ~ l  Commander, Predalor Glare. 

! vicious 
Leaders. 
luse they . .> . , 

Special Rules: Nalural attack Is a combrnalion of claw, fangs, 
and lail. Can attack up to 1" away. Can 
command Soulslayers. 

-. T 1 
Angel of Mercy -. 

Like the SouEslayers, the Angel of Mercy is I - 

an abomination summoned into existence by the 
Lord of Visions to spread his spec~al "wisdom" - - .  

throughout the Solar System. I t  was designed 
from the nightmares of man and given form by 
the Lord of Vision to ac [ t r ier to  his 1 "  -_ 

-. 

enemies. To this end, Mua granted the 
Angel special abilities to rr Ian helpless - 
against his attacks. When struck, the Angel will 
seemingly vanish, only ro reappear later in search r 
of more carnage. I 

I " Named by the Cathedral Guards at 
:r.\\L,, C Montal h marked the f~ rs t  recorded ,,- , . .i I 

appear is creature, the designation was 
meant ~ic yet telling at the same time. 
Of all the rnlnlons of the Master of Madness, the -- 
Angel is the only one which seems content to 'I 

simply slaughter its adversaries, as opposed to 1 

lrnrnacu late lmperceptor 
lndim'utll sqrraol hke d otf~cer Itmil one p?f Fury squad, summoned 

t as a h2 

wijhe has 
?nder a rr Equipment: .mth Heavy M achine Gun M tith Carcass 

V H h L  

Special AbfIiHes: Tliundemus Roar, Unit Commander. 
Tact~cal Sense. 

Special Rules: Commands Immaculate furies. 
Weapon Stats: fior, whic 

ance of th Heavy Madline 
=T3 % 
1x3) 1 I ? ? !  

Gun (ba8tic, 
m tF1 
.s , 

rending) 
m m 54 
- l l ix2) See Chan to be iron . . 

C a m  UrlU~t u~~~~~ u l a ~ l a u ~  u u 3 a . 1 1 ~ 1  (variable) 
[ X : R W ~ I R M W O A  R 
.. a +: .. -. -. .- See Chan 

dtivrng them insane like so many others. By [i Immacul~~rer ~ ~ d e r  comparison it could be considered merciful - 
considering the alternative for the forces OF 
humanity. The name had stuck since that day, Zenithian Slaughtermaster 

While the So~~lslayer's seen  to be the 
hunter/warriors of the Zenithians, there is no 
doubt that the Slaughtermaster is the alpha- 
being. It radiates a sense of power and control, 
which is enhanced by its innate power. The 
Zenithian Slaughtermaster acts as Muawijhe's 
enforcer on the batttefield, keeping some 
semblance of order through sheer intimidation 
amongsr the lesser Soulslayers. 

While they may look like a larger version 
of the Soulslayer, the Slaughtermaster has a 
distinct, but allen. cunning and intelligence. While 
packs of its lesser brethren rush forward into the 
guns of the enemy, the Slaughtermaster moves 
into a favorable position, using its Dark Gifts to 

Angel of Mercy 
Indtvrdual trooper. 11mH one per squad, s ~ a t u m l .  

Equipment: Blz ide of Mercy. 
**ll.:*-lll, Special Abilities: Returl~~ataxarl~d Training, lurk. 

Weapon Stats: 
Blade of Mercy (slashhrgj 

C C W W ~ I R L R  m S4 
o . . - -  - STLO - 

Angel of Mercy I 



I Insinuative Vlsions, Nati ml Attack (1 3). 
1 Doomsday Pmlaimer aeciat Rules: May selecl up ot three Huawijhe powers. 1 

11 lndrvfdual trapper, bmll ma persqrrad, supem~lwml Natural attackis Itsls. 
E E R K I K W s r W r n P E  ,'I 
7 A 4 1 3 3 2 G 5 2 3 3 3 1  

Equlpment: Doom~day Shotgun. 'I 
I 

! I  Speclat AbllltIes: Litany of Madness, ? 

- 
ICf' 

4 

- -- -- - - - -  '4 

Weapon Stats: 
D m s d a y  Shotgun (xndlng] 

C C F B W r m F I L R W M  s% 
- . . . -  - 9 See Chart 

Bhaiaeron 1 

1 
I -.y. 

- - -  -- --  - 
. L  I 

'. I 
- \ 

- 1 
1 
I 

I 

.,$--;a, 

I , .  ?- k, /* ,I 1 
Bhalaeron the Sandman 

. . * + ; * -  , > ' -  Bhalaeron is the Nepharite Overlord, first 
* .- m a  * '  V - among all of Muawijhe's minions and his powers 

.'r , . of madness are staggering. Bhalaeron's chief 
weapons are the dreams of mankind-a fertile 

of hopes where he can sow the seeds 
f insanity. These seeds come to fruition on the 

\battlefield and even after the battles are over, 
where Bhalaeron nurtures them to cause mass 
confusion and fits of irrationality. 

I~oomsday Proclaimer gunned down 11he a rabid dog by tlielr peers. It rs 

The Doomsday Proclaimer is a true oddity for this reason alone that Bhalaeron is so feared. 

even amongst Muawijhehs forces. It represents a Making this worse, as if it could be SO, is the fact . 3  

madness given tangible form. Ultimately it is a that this Nepharite does not seem to stay dead 3 
being of pure madness, defying both gravity and though he has been in 

i 

logic. The Proclai mer has absolutely no three separate engagements. The reputation Of - 
discernable pattern 07 plan of action on the Bha'aeron has spread fastet than almost any 

battlefield. Instead it floats around like an old Nepharite. bS  

cartoon, gibbering away In a nonsensical I .  f 

combination of tongues and blasting enemtes that Bhalaemn fie Sandman 

Bhalaeron is the thief of dreams, searing 
the sanity from humanity in fits of demented glee. 

'' ,QF a[l the Mepharites, Bhalaeron is perhaps the 
most tearsome, not because he is a physical 
powerhouse, for A l~eroth and Ilian's minions 

- 1 come within range with both their Doomsday lf~fi~~rd~ralgensral ~ ~ m , t  one par army, nectob~dic channder 
? 

Doomsda :laimer 1 Shotguns and an insane tirade referred lo as the E #: pn, D E u: w w nm, PR R 4 
Litany of Madness. 12 8 11 1: 3 4 7 4 22 3 55 

Special AbltfAes: Channel, Division Commander, i 

- 

supplant him here. He is not the cleverest or 
strategically minded either. His horrific power lies * 

i in the insiclibus way he wields the Dark Syrnrnety, 
- , ,  a particular pattern that no mortal can completely 

. > ,  , - 1 escape. When his forces are engaged, the battles 
,, -:: ,-'.A ' 
, k.' ".. -;.A<, I are always bloody, replete with terrifying 

' , I _ '_- - ,+., . !  
phantasms and horrific insinuations. The worst 

' 7 '  ,.%;:, : - ~ > e  a 
of it IS the number of after battle casualties that 

. ,  .I - are recorded when confronting this Nepharrte. 
b '-0 74- > -, ' V  

-: * .::: 9 .  . *t For even if a force were to overcome his legions, 
! , . ,,*, - . , 

1 I<y b8t 
and a few have, the battle leaves an etheric polson 

4 ' 4 4 )  
IL 

r , ,4, I , . l  .,,by:l"'& 
that spreads through the soldiers and testa their 

- , t - k  resolve well after the battle is won. 
' , < k ;  . .- < . . , I Confronted with the~r inner demons; with 

== :- -*L-- - thoughts too dark to ever be given light, a 
phasffe siaggering number of soldiers snap and either 

commit suicide or become psychotics who will 'uawiiht I either end up in a Brotherhood sannariurn or get 

Nepharite of Muawijhe 
me Nepharites of Muawijhe resemble their 

master in physical appearance, though they do 
not have the same calm rnasrery of insanity the 
Lord of Visions possesses. They act as generals 
of Muawijhe's forces, thelr sole purpose being to 
spread madness and terror throughout humanity, 
collecting those who have been smitten by the 
Demon of Dementia's presence 

Chains hang about the Nepharite's person, 
rusted links of metal that end in vicious, barbed 
hooks, which can easily tear and rip into the 
toughest material. These chains twirl about the 
Nepharite as i f  possessed of their own 
intelligence, whirling in deadly dance  before 
snapping them at an enemy, ensnaring them for 
the final kiss of everlastrng madness. 

Nepharite of Muswijhe 
lodrvidu21 lorn commmder. 11mv one per army, m b l o l k  channeler. 

E R P F ! L D E W S T W M S Z R  
11 E 16 13 3 3 7 1 2 3  3 50 

Equlpmant: Chalns of Muawijhe. 

S peclal Ablllties: Channel, Force Commander, Execut~on 
Gpeclal Rules: May select up ot Iwo M~awijhe powers. 
Weapon Stats: 

Chalns of Muawlihs (mnrkng) 
C C W W h R L R W ~ ~  Sn 
2 1 1 1 . -  - 12 See Cliarl 



DePiAer Pods l- 
As coi~ld be expected of the Lord of Insanity, 

his Defiler pods are a mishmash of colw and -$ 

pulsating lights. When his pods touch down, t h ~ y  '. 
emit a mind shattering sound, a litany which 
serves to announce the beginning of the carnage 
about to come. 

Ezoghoul 
The gigantic Ezoghoul is a being whose 

sole purpose is to do battle. They can be found 
wherever a skirmish is being fought, and are 
akways ready to wreak havoc with their Blutarch 
Hand Cannons and the disturbing Ashreketh 
Howf~ng Blade. An koghoul is devoted to the 
destruction ot other beings and b achieve glory 
upon the battlefield. 

The Ezoghoul's body is carried into combat 
on four powerful legs and its two powerful arms 
are more than capable of great devastation. Its 
body is merged with an external metal 
exoskeleton and half of the Ezoghoul Ts made of 
artificial material. It can reach a height of four 
meters and a l eng th  of thwe. The Doghoul  can 
breathe normal atmosphere only through an 
itlitachk, a bio-tech design covering the face of 
the beast. 

On the battlefield, Ezoghouls tend to 
charge forward into close combat, where they 
are truly deadly. This charge often causes 
defensive lines to crumble as the sight and sound 
of an Ezoghoul coming toward a position can 
make most soldiers squeal like young children 
filled with terror. 

Designed by Algeroth for his brother's 
exacting demands, the Ezoghoul Is a 
consummate ktlling machine. Exactly why this 
"gift" was given to Muawijhe IS unknown, though 
it 1s rumored that there was a dark wager 
involved. What ever the reason, the forces of 
Muawilhe are always seen in the company of 
these monstrous beasts, 

Once the pod ruptures, it disgorges in a 
vomitus burst a half dozen ravenous 
Karnophages. These beasts, dropped within 
smelling distance of their prey. surge forward to .) 

s l a k e  their hunger. 51 
- 

laughter - - 

Muawijhe Defiler Pod - d l  
Suppod unrf, reqwrred I mdel, assodated armament. 

C E F C W L D K W g W M S K  
. . - - . .. - . 28 5 16'1 

Special Ablllties: Lilany of Madness. I 

Special Rules: Drop Pod must select landing zone exactly as I 

Para-deployed troops do. The pod lands 
deployed. Next act~vation troops may extl. It 

I 
destroyed before they exit, roll for sunlvors I ' - - 

. ,  . . , same as i f  in a wrecked transporl. 

I ,  

, ..*/ I Kamophage 
Grunt rrooper required 6 mode$ necmblok 1 1 ,-:- + :  

C C l T m l D P C l h O  PR SI PC 
7 5 2 7 3 1  17 2 . i ;<< " h L  

9 w mr. 

4 5 

ti), Predator E Special Ablllties: Natural Attack (I1 :enses: 5,  
Swarm Assault. 

Speclal Rules: Natural Attack is a claw and blte .- -. 

Emghoul 
Suppri uml, ~ q i f r r e d  I nu&!, n&srob.;olk. 

E E W L D A i W S f N R B K  
10 1 10 13 3 5 I n  6 Ys t: 1OO 

Equlpment: Ashrekoth Howl~ng Blade, Blutarch Hand 
Cannon with Carcass UBGC. 

Special Abtlltles: Dire Rating: 3, lmpenetrabil'i, Secondary 
Altacl me% 8. :, predator SE 

izogbour Is no 
, and may no! 
,,.I n.nmnm 

Special Rules: The E I subject to ~ssus at 
moral go pmne or assume 
rn~nirr,., ploool,bo. 

Weapon Stats: 
Ashreketh Hwrliw Blade (sbshing) 

a : w s r ~ . m w u l  w w 
1 . - . .  . S T + 5 -  

Blularch Hand Cannon (ballf$tic) 
OC W S I M I U R l 3 m S 4  
0 2 (X2) 1 - 11 - 

D m  Under Barrel Grenade Lamher (varieblel 
C C P B S I f m L F I m m !  A 
+ @ + I  -- - -- - SeeChart 

- -  

When facing larger opponents in CC, 11 1s aln~ays bes 
to alfack en mass and from mu\tipfe directions. 

- .  
- -- 



lama%: Thk E%ermal! Liar 
Semai is the Lord of Spite, the Eternal Liar and the Great Debaucher. His 

insidious mission is to ensnare the human soul, to corrupt and tempt us into 
joining the Darkness willingly- inexorably marching us to our own destruction. 

Of all the Apostles, Sernai is the most omnipresent. While Muawijhe claims 
the realms of madness and dreams, Sernai stays in constant surveillance of 
mankind during their waking hours. 

Shrouded in a veil of lies and obfuscations, Semai surrounds himself with 
creatures that dwell in the shadows. While his legions are not as numerous or 
intimidating as those of his siblings, his forces do cause just as much damage 
to humanity in the end, if not more so. Unobtrusively they infiltrate and corrupt, 
spy, steal and cheat. The secrets we keep and the lies that we speak ars Semai's 
to revel in. The Lord of Spite w e a v e s  a complex web of deceit that casts doubt 
o n  the truth of anything and everything. 

The forces of Semai are scattered throughout the Solar System, conducting 
guerllla warfare from well-hidden bases. They fight in closely-knit groups. led 
by a Corruptor or a Nepharite. In battle, the forces of Semai use extensive 
tnckery and deceifful tactics in an attempt to thoroughly confuse and confound 
their enemies. They make use of assassins to eliminate key opposlng officials 
and infiltrators to attack from within the enemy" ranks. 

The Betrayed are the massed hordes of Heretics who have traveled past 
the point of redemption and now willingly serve the Great Prevaricator. In the 
rare times that Semai is forced to resort to open warfare. these Heretics receive 
the Final Lie, whispers so intimate that they are different far each Heretic who 
hears them. Lust, glory, power, revenge, love, whatever the motivation, all is 
used to spur mankind Into the folds of the Dark Soul and trap them eternally in 
his service. The Army of Spite is thus a very dedicated force of soldiers. 

Heretic Legionnaires 
Grunt frogper. rcqu~red 8-i2 m&k, murial. 

~ ~ F W ~ K W ~ W ~ ~ F t  
1 i . > 8 2 1 4 : 1 ; 2 2 1  

Equlpment: Dagger, Kratach dssaul- Rile, Voriche Pistol. 
Speclat A bllitles: Intiltrate 
Special Rules: May select up lo one Nxmbionic 

Enhancement. 
Weapon Stats: 

Dagger (slashing) 
G C W 9 1 h a i L A W  W !?A 

Heretic Legionnaires 3 . = . - - ST+2 - 
Ktatacb As~aun Rlls (bsllrstrc) 

In smaH units, the Heretics slip across the C C F B W ~ R I R B M  w 
solar system; their ranks filled with the misled, -.I .2 o 1: -2 - ra SeeChan 
the corrupted, and the betrayed. Most disturbFng VonchePldol (ha/'lsflcJ 

is that the Heretic Legionnaires have maintained C C w w m L R m C M S 4  
' I I I I . . . R .  

a semblance ot their humanity, though they have 
given their souls to Semai. I- 7 

Willingly serving the Lord of Lies. the 
Hetetic Legions are just as infamous off the 
battlefield as they are on it. They m o v e  about us 
in the streets and offices of the system, gathering 1 information and sawing the seeds of dissent. On 

' 

the batttefield, they are Sound in small, quick 
moving groups attacking enemies from secret 

, 

I 
positions and hidden passages. While humanity 

-- as a whole fears or is revol ted by the Legionnaires 
,-?' of the other Apostles, the Legions of Heretics are 1 1  b-. + I  me1 with nothing but contempt and scorn. They 

are betrayers who have sold humanity to the Dark 
Soul. 

Led by a Dissident Corruptor, the Heretic 
Legions surprisingly number in the hundreds of 
thousands. The Cardinal help us R they were to 

1 .' I 

DissiorE 
i 

- k - I- 



Dissident Leader 
Gruml s w d  bhVelp, r ~ y u ~ ~ d  I pr squad, nwnal 

E E W D K W 3 W M Z K  
A d $ ? :  1 4 4 1 9 2 2 5  

Equlpmenl: Dagger, Kratach Assaull Rifle with Carcass 
UBGL Von'chs Pislol 

Special AblllBes: Intiltrate. 
Weapon Stats: 

Dagger (slashing) 
K . P 8 s I h R I F I R  rn 9 
s . - - -  . ST,t2 - 

K ratactl As! 
C ( : W  
-1 .? 

Carcass Ur 
m- m 

lder Banel G r e ~ d e  Launcher iwariablel 
, , , S N R L R W I M  54 
- 0 +I .- - - -- Se~Chan 

Dissidents 
If Heretics are wllling servants of the Great 

Lie, Dissidents are their teachers. Heterodoxies 
of the highest order, these beings have dedicated 
themselves to the cause of nothing less than 
complete ecclesiastical usurpation. The absolute 
destruction of the Brotherhood and the collapse 
of the establishment from within a their first aim 
and as such, ts what they spend mast of their 
non-engaged tlme doing. From pamphlets, to 
ralTies, to strikes and seditions, the Dissidents of 
Sernai are practiced at inciting their fellow 
humans. No lie is too bold, no act too depraved 
for Dissidents. 

Dissidents are not discrimtnatlng in their 
corruptton and most Heretic cults were in one 
way or another started by a Dissident of Semai. 
These cults will dltirnately find their way into the 
ranks d one of the Apostles, and it matters not 
to Semai which dark path they take. 

While stiTl human themselves, their souls 
have been nearly consumed by the Great 
Deceiver's Dark Pattern of Symmetry in 
preparation for the final summons to his realm. 
Capable infiltrators. Dissident units cover the 
battlefields of Semar in stealthy tormatlons, 
striklng swiftly from the shadows without mercy. 

Dissidents 
I IOW~.  r e q ~ i ~ d  mdels, mom/ 

E S A l D K w W W ~ S m  
8 8  4 9  3 1 4 4 1 9 2 2 3  

Eqvlpment: Kratach Assault Rlle, Voriche Pistol. 
Speclal bblllb'es: Infiltrate. 
Speclal Rules: May select up to one Necrobionic 

Enhancement 
Weapon Stats: 

Kralech Assauk R i  (baLtk) 
E W S I r n L R W r n  A 
4 -2 0 u -2 . 10 Ses Char1 

Vonche Plslol (k?lklfcl 
~ m S R ~ . m m W m ! S 4  
n i o - - -  B - 

Dark Huntsmen 
Dark Huntsmen are the ultimate product of 

Semai's use of Necrotechnology-inhuman killing 
machines that know no remorse, pity, or fear. They 
are created from wounded humans found on the 
battlefield that are dragged away: subjected to 
many secret and unmentronabk processes that 
turn them to the ways of Sernai. 

If their minds snap during this process, they 
are sent to the Heretic Legions, which explains 
why those troops exist In such staggering 
numbers. If they survive the indoctrination 
sessions, they are placed in massive distortion 
chambers and bombarded with raw Dark 
Symmetry where they are further tortured until 
nearly mindless with pain. Tekaons on loan from 
Algeroth and Eonian Justif~ers work on them 
relentlessly unt~l the full imprinting of Semai takes 
hold, Their former human knowledge is preserved 
during this transformation, but the process 
ultimately warps their minds to operate in ways 
most humans cannot. 

Transformed mentally and physically, they 
are then sent back out onto the battlefield to hunt 
down and slay their former comrades. Since they 
still have knowledge of passwords and details of 
their former units and retain their human 
appearance devoid of any stigmata. they can often 
get close te their prey to slay them unseen, 

Another favorite trick of Dark Huntsmen is 
to lurk out in no man's land and pretend to be 
injured. Their cries for aid serve to lure the unwary 
into arnbush.This, in and of itself, can demoratire 
their enemies and prevent them from coming to 
collect their own wounded, a serious bone of 
contention among Megacorporate offafers. Dark 
Huntsmen sow distrust and fear among Semai's 
enemies. 

As a rule, Dark Huntsmen look like normal 
people. Most often, they ara huge, burly men, but 
they do not need to be. They carry standard 
weaponry and hunt in packs of 4-8. On the 
battlefield, they are garbed in unassuming 
uniforms, and when they are shot, great chunks 
of flesh are blown away to reveal their Necrotech 
innards. 

I Stars: 
h Assaull Rilk 

W S! 
-2 U 

1 Dark 
-R 

i 

Dark Huntsman 9 

Dark Huntsmen 
i -- 1. I Ellle !moper, fequlred 4-8 rrodels, mt?al 

a ~ R ' t L D ~ ~ ~ W M ~ ~  
8 3  A 1 1 3  1 5 3 2 0 2 4  

7, >. 
Equipment: Kralach Assault Rdle. 
Special AbIlHes: Ambush 

Weapon 
Kralat (bdlt~sk) 

CI: m m w m  3% 
-4 F 2 - 11, See Chart 4 
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Zonian Justifier 
I 

1 - ,*. To sabotage important facilities and 
- assassinate powerful enemies, Semai uses the 

'7 

6 Callistonran Intruders. These are a race of hunters 
and assassins devoted to the art of secrecy and 
war, their world having long since fallen into the 

I I .- hands of the Lord of Spite and brought into his 
realm of darkness. They carry out operations 

-A 1 behind enemy lines and ultimately make up the 
Fonian Intruder ' strike forces of Sernai. 

To Sema~,  knowledge is power. the 
gathering and nurturing of information is the 
highest goal. The Eonian Justifi~rs are masters 
of acquiring information and are the torturers and 
intelligence gatherers of Semai's forces. In the 
corrupt circles of the Dark Legion, the Justifiers 
are the equivalent of the Brotherhood's 
Inquisition. No cult cell wishes to be visited by a 
Justifier, for that visit will most certainly conclude 
with ciating vivisection of an errant 
mem' 

The Intruders are humanoid with a slender 
build. In spite at their small body mass, these 

the excru 
ber. 
Justifiers 

, . - -  . , , .  

-. . . ~ J..  . . I 
.--: -.:--, , , - .  

, . -. - -. 1- 

rian S~lndancer 1 
I- 1 - 

warriors possess considerable strength and 
constitution. Their ability to heal non-fatal wounds 

are not themselves a servitor race 
like so many minions of the Dark Soul's Apostles, 
rather they are created using Dsrk Technology 
to twist a combination of both human DNA and a 
mixture of DNA from numerous alien races, 
notably spiders and other strange demonic 
creatures from some extra dimerlsinnal hell. As 
they emerge from the Necrochamber's artrficial 
mombs, still dripping slime and necrotic fluids. 
the Justifiersare garbed in theirceremonial robes 
and brought immediately into the vivisection halls 
to learn their grizzly arts, most of which is already 
genetically encoded in their makeup. Starting 
their study with small specimens, usuatly a small 
mammal or human infant, the Justifier works its 
way up the full spectrum of mammalian 
development until it is intimately familiar with its 
enemy. Their intellects have been sa warped that 
cruelty IS considered normal and devising more 
fiendish tortures is their greatest delight. To a 

gives them a considerable advantage when 
carrying out covert operations. The Callistonian 
Intruder's blackskin is leathery and provides good 
natural protection from most conventional 
ballistics. Their eyes glow softly in the dark so to 
obscure this effect Intruders often wear a helmet 
fashioned to resemble a grotesque death mask. 

Callis tor 
_I_ 

Callistonian lntm&rs 
E11fe trooper. required 24 models. mHef 

E R W L D E W S T M J R L R  
1 0 8 4 1 2 3  P 5 i 2 5  

%-- mulpnent: Jaa t  m g  k c .  Mssn sword, 
Special Ablllties: Infiltrate, Secondary Attack. 
Weapon Stats: 

Jakht Throw~ng Disc (rending) 
E C C W W M ( t R W r n E A  
. @ . 2  - 1 0 .  

I Vassht Swonl (~hshing) 
c c W m h F l L ' R R 1  tnn s4 

? , I  . . .  - - ST.6 Seo Chart 

Justifler there is music in the screams of pain, 
and artistry of the highest order in slowly flaying 
a person alive. To a Justifier, an euto-excruciator 
is an instrument of high art. 

' I  

< 
L I -, 

IMDIVIDUALS 

Rs" : :& '--; 
Callistonian Sundancer 

The Callistonian Sundancer is another 
I weapon in the Lord of Spite's devious arsenal. 

i While the lntruders move in close to deliver 
, crippling wounds, the Sundancer prefers to find 

f a suitable position above the cityscape or 
C ?dattlefield. From here, the Callistonian Sundancer 

searches for their prey with the powerful Zracth 
Sniper Rifte to whisper Semab's terrible truth via 
a high caliber messenger. 

Eonian Justjfiers are tall and slender, with 
lcng heads that are obscenely insect-l~ke. Their 
hands end in long, curved claws thai drip with 
caustic venom. On tl~eir surcclal tl~ey wear the 
symbol of balance, a reference to the way in 
which they wergh a person's life   gain st the truth 
of their words. 

Eonian Sustifier 
Ind~v~tual irauper, ltrnff me per squad, necrobmk. 

~ I E P A ' l D ~ V n s r ~ ~ ~ ~ ~  
I T  6 4 12 3 2 5 3 2 26 

Special Abilities: Dire Rattng: 2, Natural Atack (12j, Fiendish 
Torture. 

Special Rules: Natural Attack Is claws that dues Residual 
Damage to mortal be~ngs. -%. 1 Callistonian Sundancer 

Indm~du~l l m r ,  Itmrl one persuuad, mnal, 1 1  :: K m [ ) S T I . W P R F % P C  
1 5  > 2 1 ? 2 6  

Equlprnen :th Sniper RiHe. 

Speclal dbllltles: Infiltrate, Sniper 
Weapon Stab: 

tracih Sniper RIIC (bfkf~J 
C C R I ~ k R L R W m s h  
-3 -1 C' f. 1 -1 14 - 

, . 
- >. - I . .  



I 
I p ?'14etror 

Thl let is one of the most 
insidious rnaonlnarlons ot me Lord of Spite. A 

F human may be implanted with the Seed of the 
Prophet and never realize it. This seed is a subtke 
un-truth, a decett with the power to weave itself 
within the poor host's body. 
genetic code. As they per7 

P Semai, the seed becomes r 
strong. It 1s 'believed that ha11 or numanlry IS 

P suitable breeding ground for lhe Seeds of the 
p Prophet. 

Once his seeds have completed their 
f gestation, Semai can call upon the Prophet to 

emerge. At t h ~ s  point, the corruption of the 
hapless host is complete and its body sunders 

P itseff, swelling and being consumed in the infernal 
birth of the gore-covered Prophet. Much like most 

F 07 the Legions of Sernai, even the Prophet prefers 
to emerge away from prying eyes far at its 
emergence it is mast vulnerable. 

rs" The Metropolitan Prophet represents the 
greatest threat of the Dark Legion, the threat from 
within. 

F 
P 

Metropotitan PRophet 
/ n d ~ d ~ d  fmpr, 11md orje per squad, suprnalitral 

P E ~ ~ t ~ ~ M o S h h ' f R 9 ~  
$ I n  11 3 3 " ; "203@ 

F, Equipment: Voriche Hand Cannon. 
Special hbillfies: Dire Rating: 2, Gunsltnger, Carnivotous Birth 

rC Weapon Slats: 

F 
Vonche l-larrtl Cannon (tnllfslicl 
C3 Pa S t l N R L R W M S P ,  
2 11/21 11 - - - '1 - 

P 

Ircer. 11rn;l one per Heretic squad mrlat 
w ~ n r d C W 5 T k ? l M B K  . - 

g 8 ; l '  

Equipment: F: 
Speclal Abilities: In 1 ,  

1 3 2  

~lsetire Axe, 1 
fittrate, Unit C 

5 6 

foriche Pis!ol, 
ornrnander. 

. . 
SpeeTal Rules: May command tieretlc Legionnaires and 

Dissidents. May select up to Iwo Necrobionic 
Enhancements. 

Weapon St&% 

down to 
letrate tht 
nore nour 
, , e  , 

his or her 
? vices of 
ished and 

- .. .- 
Fakefire Axe (mneusslveJ 

C C R ~ S R R L R W  a! n 
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Callistonian Conqueror v 

There Is a time for subtlety and subterfuge, 
4% 

a need for stealth and deception. When this time ,' . 
passes, the enforcer of Semai's legions is brought 

'I 
in. The Callistonian Conqueror has been further 
transformed in the Distortion Chambers af Semai UL 
until its frame lias been strengthened beyc Heretic Corruptor I 
normal scope. Cruel and painful, not all lntrud ---- ---- 
selected far this honor survive the process. Thr - I .. - - -- - -- T' 
who do not are added to the nutrient pools tnal I I 

Sema~ !ed and sustain his forces. Those / 

that dc ire dubbed Conquerors. L / 
7 

Lnargea with leading Semai's elite minions, 7 
a Conqueror is a powerful warrior, possessed of I 

both superior physicality and intellect. Physically 
they are larger versions of their former selves, (>! j  
muscles rippling with power and purpose.p,=;: 
Mentally, a Car ior tactician. 
having made u: 112 informants ' 

spread through0 corporations. 
It passes this inrorrnar~on along ro nis forces via ', 
a telepathic link formed from the Dark Symmetry. 

uses to f€ 
1 survive E 

iqueror I: 
;e of the 
~ u t  the hun 
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; a super 
web of cu 
nan Megal 
.,- - -  1- t Heretic Corruptor 

Ar e ranks of the heretics and 
dissiden iai, there is one voice which 
guides ions and galvanizes their 
attentions. I I !ere IS one source for the recruitment 
of the Liars of Semai and he is referred to as the 
Corruptor. 

This honored title is conferred upon a 
Heretic who is responsible for the conversion and 
leadership of several cells of followers. As the 
masses of worshippers that flock to the altars of 
Semai will attest, the Corruptor is the human face 
that speaks for their revered is his voice 
that directs their very lives. E tal himself, 
the Corruptor is undstecta servant of 
Semai. Only his natural longev~ty betrays his 
alignment with the Dark Symmetry so Corruptors 
are quite adept al  taking on multiple personas 
over the decades so they may continue their 
works uninterrupted. 

nongst th 
ts of Sen 
their acl 
- TL.--- :. Callistonian Conqueror 

mdiwdtfal squad Dked oflrcsr. lrml om p r  Cal/!&nEan squad, mrlal 
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Equipment: Jakht Throw~ng Disc, VassM Sword, , 

Special AblllHes: Infiltrate, Secondary Attack Unit Commander, 
Telepathic Command. 1 

Speclal Rules: May command Callislonian Intruders and 
Sundancers. May select up l o  two 
Necrobionic f nhancements. master. It i 

3eing mori 
ble as a 

Weapon Stats: 
Jakhl Thmwng DISC (redng) 
I C w s m V I w I M s  
- 0 . 2 . .  - 10 - 

Yassht Sword (sMing l  
a : W s R N R L R W  m 54 
1 . .  . = - ST+6 See Clmn 
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Nepharite of Semai 
The Nepharites of Semai are creatures of 

the darkness that perfectly resemble humans. 
They are tall and allurfng, lacking the tell-tale 
spikes on their heads and bod~es. Instead, their 

~ e c a i t  skin Is 

covered with symbols infused wlth Semai's dark 
power, hidden beneath the appearance of supple 
flesh. The dark patterns of Sernai are invoked 
through a complex series of runic tattoos which 
represent the first lies of creation. As can be 
expected they hold considerable power. The 
Nepharites of Semai have these runic patterns 
applied sub dermally in a complex ritual that 
occurs painstakingly over years of advancement. 
H is a painful process to be certain and one that 
the aspiring Nepharites of Semai pride 
themselves on enduring. As these tattoos are sub 
dermal, none eversuspects the true power hidden 
beneath the banal facade of their humanity. 

Nepharites often take the form of the very 
attractive representations of their sexes. Of 
wurse this beauty is, as with a l things Semai, 
merely part of the great lie that even the 
Nepharjtes will fall victim to, assuming they live 
long enough. They move about a battlefield with 
a supreme confidence born of the secrets they 
keep and the lles they spread. Nepharites of 
Sernai frequently arm lhernselves with little more 
than the powers of their dread master. though 
they have been known to also take a Swl Eclipsor 
Symmet y Accelerator. 

Master prevaricators, Nepharites of Semai 
deeply enjoy sowlng the seeds of discord 
amongst enemy ranks. 

Krayst the Dark Litigator 
Krayst began his human life in one of the 

most hated professions in the Solar System, a 
L~tigator. These men and women slave amongst 
the Legal Departments of the Cartel, searching 
through countless documents and looking for 
errors and loopholes un the intended wordage of 
the Corporations in an effort to keep them in 
check. Cartel Litigators are infamous for costing 
countless men and women their jobs, futures and 
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Nep harite of Sernai 
loPvldu3l force mmmn der, /hi me pw am, nmrohdb chaaneler. 
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Equipment: Soul Ecllpsor. 
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Spmlal Abilities: Channel. Force Commander, Dominating 
Whrspers. 

I 
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Special Rules: May select up to three Serna~ powers. 

I lives as they nit-pick every ward wntten and twist 

M a p o n  Stats: 
Soul Echpso~ (mdianl, concussive) 

C r : R 3 S I R I R W l N  S4 
2 D - . U S*Charl 

Krayst- The Dark Lltigalor the intentions to fit the needs of the Cartel. 
Krayst was one of these hateful beings 

before being lulled, quite easily, to the Darkness. 
Upon working his way through a Dark Cult that 
swore allagiance to Semai, Mrayst was chiefly 
responsible for the MartinlSoderman rnin~ng wars 
en Mars, and the conversion of a known 13 
businesses to the Dark Soul. In recognition for 
'hls skillful cunning, Krayst was offered the 

-- r -  ultimate reward. transfiguration into a Nepharite 
of the master of all prevaricators. -- 

.> Mm-. _ I 
As a Nepharite, Krayst has had countless 

.( - 
t $ '  

-' successes in turning Corporations against each 
other and corrupting the masses of humanity. 
While he has no apparent regard for life, he would 
rather a sway a converZ than make than a corpse. 

f He delights in the mental doubt and anxiety of 
others and carefully manipulates the emotions 
of mankind. He is exceptionally proficient in 
sowing the seeds of confusion and doubt in the 
command structure of his enemies by planting 

1- 9 obtuse and conflicting interpretations to therr 
r orders. Most notable b Krayst's ability to present 

0 an idea as completely reasonable, no matter what 
A' I , the subject. Countless soldiers fiave fallen prey 

to his twisted logic and defected to the cause. 
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1 I In vidian Rea vers 

A 2Olh century writer once said of 
government that "the death of democracy Is not 
likely to be an assassination from ambush but 
rather a slow extinction from apathy, indifference, 
and undernourishment". Much as this fate IS slow 
and inevitabte, it is a fate sharsd also by the 
Nepharites of Sernai. 

After centuries of scaling the pinnacles of 
power and amassing wealth insalculabte, the 

Krayst the LHlgator 
Ind~ndualpnwsl officer. Immi! one pw army necmhinlic c h ~ n n ~ ~ ~ t ~ r  

E K w m E w 5 f k w m s ! ~  
7 B 1 3 1 3 ;  4 3 2 1  3 6 5  

Equlprnent: Jakht Thmwlng Disc. Vasshl Sword. 
Special Abilities: Dlvision Commander, Espionage, 

Itre~stable Parley, Channel 
Special Rules: May select up to two Semai powers. 
Weapon Stats: 

Sakhi Throwlng Disc ( m n d i )  
D P B S t k R L R r n r n F A  
- 0 . 2 .  . l o -  

Vasshl Sword (slashmy) 
O C F R g l I v A L R W a n  54 
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~ i t ~ t i i  or Serna~, lhe or~ly truth the Great L~ar tras 
ever shared, 1s revealed. The runic panerns of 
his nower hidden under the Nepharites skin, long 

atural might, begln 
oos of Semai have 
ibllities, they have 

~ I S J  UUSUI W ~ U  11 IIZ LVI I u~~~~~ and degeneration 
that their lies, villainy and betrayals havc 
upon their souls. Unlike other Nepharit 
of the Lords of Semai's armies began a 
and generally maintain that form throughout their 
lives. The human form does not bear the power 
of the Dark Symmetry well. 

Much like the painting of Dorian Grey from 
the classic story, at some point these symbols 
begin to allow the evil power to seep into their 
being. The transformation is slow at first, a 
physical growth and weight gain seeming to be 
the first signs. As time progresses the lies of 
Sernai overwhelm even his human Nepharites 
and their bodies begin to disintegrate as the dark 
power is no longer absorbed by the symbols at 
all. In the end, there is only pain and anger. 

At the concFusion of their dissotution the 
Nepharjts will be [eft as a monstrous hulk of a 
be~ng, no longer capable of channeling the 
powers of Sernai or even of rational thought. They 
are referred to as lnvidian Reavers, consumed 
only with slaughter 
Ironically, the In\ 
physical transform; 
jaws rot away and thelr tongues wrtner tne rlrsr 
casualties of a lffe of lies and deceit. 

~f pride ar 
?ir toll. Wh 
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Darlc Soul Thts cursed w: 
by the Reapers of Souls 
slaughter, not only cla~ms the vrctim's soul but a 
bit of the Reaper's soul as WGII. Iro 
time the Soul Scythe takes a llfe a 
is also incurred The unnaturally effectrve skill 
that the Reaper vainly attributed 
personal prowess was In fact a gift fr 
There must be a reckoning for a lifeti1 
such power, and Semai is not one to 
out of a debt. 

Eventually the Scythe will co 
the Reaper's own soul. It is then that Semai 
exacts payment for the awesome gifts granted 
to the assassin during life. A preternatural hunger 

\ ' 
over takes the Reaper - a hunger they are 

' /  , 
powerless to slake in their current state. With / /i 

,d supemi 
ile the tatt 
rs great : .-......- a:.... 

no interest in food or water, eventually the 
Reaper's physical body will perish, though this 
death only frees them to tirelessly seek out the 

a source i 
to take the 
allowed t l  
-I-- -L** 

l, 
',. I 

? inflicted 
es, most 
s liurnan 

only thing that will alleviate their hunger- human ' 

souls. At this pornt their transformation 1s ' ' 
I 

compfete, and they have become a Soul Reaver. 
Soul Reavers are stalkers, but not rn the 

conventronal sense. The Reaver's incorporeal 
state allows them to rn e virtually 
undetectable, but they at when they 
attack, appearing as slightly ernerlc shadows of 1 
the~r fo Only when they are using their "; , 
feast sl: ty to feed do they appear ~n their 1 - - - 

true fa I emaciated ethereal corpse 
hungrily aevourlng the screeching soul of their 
victim. 

Soul Reavers are armed w~th a Scythe of 
Serna~. It is a vile weapon capable of draining 
the souls of those fatally wounded by ~ t ,  and thf 
redirecting that energy into an Ebon Bo 
Horrifyingly, those fatally wounded by this weapc 
cannot be saved by conventional medical mean 
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lnvidian Reavers 
S U ~ O F :  unit, requred 1-2 models, /mmboPC, 

~ m ~ l . D ~ m S T h w b R Q ~  
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Equipment: Deceiver Povrer Axe. 
Speclal dbllltlss: Dire Rofing: 3, Feroc~ty, Symbiotic Link, Feast. 

Weapon Stats: 
Deceiver Pnwer Axe (shshin~) 
03 W 9 t 9 Q L R W  m W 

I (??) - - - - - STr7 SeeChilrf 

Soul Reavers 
Suppod ~rnlt, rqwred 2-3 d e b  supemrrlural 

E C k P # i D K V ~ S f W M ? Z  
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Equipment: Greater Soulscythe. 
Special Ablllties: Stallc: 8. 
Weapon Wts: 

Grsater Soubq4he (slashing) 
E P B 9 1 b R L A W  m sn 
0 - - - - - ST+8 Ses ~harf  

Defiler pods of Sernai 1 
Soul Heavers 

A wise man once said when a person dies 
before therr time, a little bit of the world dies with 
them. That ironic truth is visited in a vengeful 
way upon those who have spent a lifetime 
wielding the Soul Scythe in the service of the 

Wreathed in mists that seem to dance 
about the pod, the Defilers of Semai like his 
sisters, land with a deafening silence in areas 
where Semai needs fast insertion. Contained in , 
its umbilical slime, a pack of Dark Huntsman 1 ' ~  Nepharjte of ,5Fmai a E JI, stand ready to ravage. - 



Ashreketh , h 

Semai Defiler Pod 
Supp~rt um. requ~fed I &el, aS~oc iaI8d~mmeM 

Special Abilities: Mist of Semai 
Speclal Rules: Drop Pod must select landing zone exaclty as 

Para-deployed troops do. The pod lands 
deployed. Next activation troops may exit. If 
destroyed before Zhey exll, roll lor survivors 
same as if in a wrecked transport. 

Dark Huntsmen 
Ebte Ircvper, required 5 mdels, mnal. 

~ ~ I W ~ ~ M D S T W ~ ~ F C  
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Equipment: Kratach Assault Rille. 
Special Abilities: Ambush 
Weapon Stat% 

Kmtach AssauR Rile (bakrslic) 
E W S I k R i R 5 1 W  
-1 -2 U 0 -2 - 10 

w 
See Chad 

Notable Weapons 

Melee 
Ashreketh Howling Blade 

Abominable weapons and products of Dark 
Technology, these weapons are usually carved 
from long pieces d bone hardened and blackened 
in the Symmetric Furnaces of a Citadel before 
being inscribed with terrible runes. 

Each blade holds an imprisoned soul whose 
shrieks and moans can be heard when the 
weapon Is swung. The runes that are Inscribed 
in the Ashreketh give the blade the power to pierce 
most hardened armor and do terrible harm to the 
bodies of its victims. 

Azoghar 
This weapon resembles a great b u n  saw 

at the end of a pike. It shudders unconZroElably 
as it moves and can only be wielded by the 
strongest of beings such as Nepharites. 

Blade at Last Souls 
Forged from the bones of the dead mixed 

with oth~morldly alloys, this imposing weapon 
cuts down a foe in a sick display of cruelty, the 
blade trapping the soul and binding the fallen foe's 
body to the rvill of the Blade" wielder. 

Blade of Phercy 
These heavy blades resernbTe massive 

cleavars that are covered in wriggling, glowing 
writing that can push a sane person wer the edge 
If read. The weapon gets its rarne because it 
ends the torment victims of Muawijhe's madness 
endure. 

Blade of the Void 
This weapon is a forged piece of Void Ice. 

diamond sharp and so cold that most wounds 
inflicted by it continue to numb the body and soul 
of its victims. Only Ilian's chosen can create one 
of these blades, as they are maintained by the 
use af the Dark Symmetry. 

Brainbuster Bower Hammer 
The Brainbuster is a product of Valpurgius' 

Tekrona on Dark Eden. It stores up vast amount 
at kinetic energy that can be unleashad in a 
destructive explosion when the Brainbuster 
strikes. Much Ilke most of Valpurgius' creations, 
it is a brutal weapon with absolutely no subtlety. 

Child's Rattle 
This strange device is used as a weapon 

by the Children of Ilian. It resembles nothing more 
than a necrofied baby's rattle, from which it 
earned its name. 

Curator Sword 
This weapon has earned respect among 

the forces of humanity as a weapon to be feared. 
It has a long handle made of metal and a long, 
thin blade that is relatively broad and has one 
extremely sharp edge. The blade is covered in 
The grooves, which contain infectious materials 
that are transferred to a victim when hit. The 
terrible wounds inflicted by a Curator Sword 
swiftly become infected, and will never truly heal, 
even if the victim survives the fever and the pain. 

Dagger 
This weapon is designed t~ plunge into the 

back of a Heretic's vict~m. If thar victim happens 
to be a former friend of the Heretic, then it pleases 
Semai even more. 

Dispatcher Btade 
These great blades are forged from pieces 

of weaponry ancl armor taken from fallen foes 
on the battlefield. They are smelted together with 
the blood of a Destroyer before being cast and 
etched with the damning history of the Dark Ci~lt's 
warriors. If a D~stroyer has a choice, it will always 
use their blade to end the life of a foe. 



e feared 
Scimitar 
Irn pure Dark Syr; 
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Thl uge version of th F nrnwtry, the ' Azoghar. It can only be used by Necrorganlc Obsidious Seirn~tar was a glit from t e  Dark Soul 

r*( constructs, as its power and weight would crush itself te Valpurg~us. It bestows obscene powers 

P a smaller being. in the use of the Dark Symmetry to the Archmagus 
as well as being a potent weapon. 

10. Hand Scythe 
The Hand Scythe is a necrofied piece d Plke of Plague - - - - 

,r -- P metal that is curved into a wicked hook that is This ancient and terrible weapon was forged 

p mostly used during ritual sacrifices in the Citadets on one of Demnogonis' plague worlds and 
of Ilian. quenched In foul, infectious fluids, hefore being 

F etched with the rnvsf~cal runes of the Befolrter. 

Kathora Blade 
The Kathora Wade is another tool used 

during certain Dark Symmetry rituals in an flian 
Citadel. Its grooved blade is perfectly capable of 
fine precision cutting, such as flaying a screaming 
victim, or sturdy chopping, such as hacking off 
limbs. 

Skalak Blade 
Skalak Blades are huge, killing swords that 

are presented to a Centurion upon its 
Transfiguration in a grand ceremony before the 
statue of Algeroth in a Citadel. 

The Centurion must cut itsetf with the blade, 
letting some of its blood tun down the- Skalak's 
central channel, before running it thro~lgh a 
screaming sacrificial victim. The Skalak is 
~ndiv~dually crafted so that it can cut through steel 

?=' and never lose it harp edge. It is a 
Centurion's greate: ;ion and to lose it is 

p seen as a dlsgracl only be atoned by 
P either the reclamatlor! or tne Skalak or death. 

s razor-s 
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F Meat Wolfer Greatsword 

+- The Meat Wolfer was created in the Black 
Forges, whose flames where stoked with the 
souls of 1000 human sacrifices. The result is a 
weapon of pure evrt with the ability to cleave steel 
p[ate as easily as skin and bone. The Greatsward 
also acts as a powerful focus of the Dark 
Symmetry, with the Blood of Algeroth gem 

P' imbedded in its hilt. 

P' 
Necrotech Claw 

@ This weapon resembles a huge gauntlet of 
bone, metal and muscle that Is grafted upon the 
wearer's hand. It greatly enhances the recipient's 

Ilff strength with Dark Technology, allowing the 
wearer to tear through both flesh and steel with 
equal ease. The claw is more than just a vicious 
weapan however, for it is a sentient lifeform which 
takes the form of the most suitable weapon the 

Ir wielder will need. 

The runes allow the Pike lo cut through armor 
like it was thin paper, letting the bacteria and filth 
of the blade to pass through to a person's body. 
Those slain by this foul weapon will raise as 
Blessed Legionnarres, continuing the spread of 
the Befourer's plagues. 

Soulscythe 
This dreaded weapon is forged by the 

Technomancers in Cult Dark Temples. Each 
Soulscythe is made using a bit of blood kom its 
intended Reaper combined with the powers of the 
Dark Symmetry to imbue the Soulscythe with its 
terrible power. 

1 .' 
Templar 'Mace 

A Templar Mace is a weapon of fierce i 

? -1 
destruction, which is covered in unknown runes 

1 that shine when the weapon is inflicting pain. The 
thick, armor-piercing barbs that cover the Mace's ;\ 
head can hook and tear into both flesh and steel >& 
wdh equal ease. 9 

'h 

Templax Sword 
A Ternplar Sword is a jagged length of steel / 

J' ' 
attuned to its owner's body. The length of this 1 

I' - 

two-handed sword is covered with mystical sigits 
that glow hotly when drenched in blood. 1 

Vassht Sword ' . .,.*-% . j . 3  

NaIive to the Callistonian plane of existence, ,, ,- 

the Vassht is a long blade that flares out at the tip 
and has a diamond-hard, otherworldly serrated Giant Azoghar 1 
edge. --- 

Void Slayer Battlesword 
The Void Slayer is a two-handed version of 

the Void Blade. It was created for Vahl'dredd by 
llian as reward for "services rendered." 



Claw 1 

Sidearms 
Slutarch Hand Cannon 

The Blutarch is a weapon from the 
Ezoghoul's native plane of existence. It Is grafted 
upon the fiend's arm and is capable of sending 
bursts of black bullets into the bodies of the 
Ezogoul"~ foes. 

Deeimator Hand Cannon 
The Oecirnator is a specially made 

weapon, being only used by the Necrorganic 
battle-chassis of the Pretorian Behemoth. It fires 
ZOrnm autocannon rounds Zhat can chew through 
enemy mobile amor and splatter infantry. 

Plague Gun 
The Plague Gun has been fashioned to 

spread infectious disease among enemy forces, 
It is designed after normar ballistic principles with 
some added Dark Technology datalls. The 
magazine that is inserted into the handle of the 
gun is loaded with semi-organic, slug-llke bullets 
Zhat can absorb liquids. Those bullets are 
drenched in a liquid infectant, which is stored in 
a transparent glass tube that is in front of the 
trigger guard. When the slug-like bullets hit a 
target, they will transmit the infection, which 
quickly incapacitates the victim. 

Rif!es 
Belzarach Assault Rifles 

The Belzarach is a very large and bulky 
weapon that has such a brutal recoil that an 
additional top handle had to be included to keep 
the weapon under control. It fires large caliber 
ammunition that can punch through modern 
combat a n o r  with relative ease. 

Kratach Assault Rifle 
The Kratach is a bulky weapon with a 

wtved, under-slung magazine. it is what might 
be considered the standard weapon of Dark 
Legion infantry, being used In the forces of all 
the Apostles. They are designed for exceeding 
simplicity, so even the dead can operate the rifle 
with little problem. 

Zracth Sniper Rifle 
The Zractll is a native weapon from the 

Callrstonian's plane of existence. It is the perfect 
weapon for assassination. cornptetely silent-the 
weapon doesn't make any sound at all when fired- 
with no muzzle flash and extremely accurate out 
to range. 

Machine Guns 
Ashnagaroth Heavy Machine Gun 

I The Ashnagaroth is a "l ig~tet' version of 1 
Temptar Weapons I Voriche Pistol --- r- the Nazgaroth. It fires smaller caliber Necrofied 

The Voriche Pistol j s  a huge pistot that bullets at a high rate of fire that are very adept at * 
Rq 

chambers assault rifle ammunition. Its report is down ranks of infantry, 
very distinctive sounding, Ilk@ an angry growl, , '7 

which can be heard ever the regular din of war. 
This, combined with the red muzzle flash, makes 
the Voriche v e y  recognizable, especially if it is 
being fired at you. 

I n  

*, Shotguns . '., 
\ Desovach Autc4.Shotgun 

The Desovach 1s a weapon designed by Sword i theTekmns to be used by the lrnmacuiate Furies. :< 9 
+:T It fires 12 gauge black shells fflled with pieces of 

necrofisd metal and bits of bones that can tear 
into and shred lightly armored infantry targets. 

&:%lh L..' 

Doomsday Shotgun 
These weapons flre 14 gauge shells that 

frll the a!r with deadly shot. 

Rhagriin Shredder Shotgun 
The Rhagriin rs a massive bored shotgun 

that can only be handled and fired by the Dark 
Technology I~mbs of the Brass ApacaFypt. The 
weapon is almost like a cannon firing grapeshot 
and is capable of completely shredding even 
modern combat armor. 

Gorgareth Mounted Machine Gun 
The Gorgaroth is a larger version of the 

dreaded Nazgaroth. It chambers extreme1 y hea y, 
rune-encrusted bullets that can tear through both 
steel plate and combat armor with ease. The 
Gorgaroth is too heavy to be used by creatures 
of nonwgiant proportions or must be mounted on 
a vehicle. The giant HMG's rotating barrels are 
housed within a drum. This drum is notched at 
odd intervals and causes a very distinct 
screaming sound when the gun is firing. All 
human forces know this sound a7d quickliseek 
cover when they hear it. 

Hellbfaster Autocannon 
The I-tellblaster is a Dark Technological 

weapon used for anti-tank purposes. It fires 
3Dmm autocannon rounds that are etched with 
b~aspliemous runes from its 2 foot dlameter 
barrel. The weapon suffers from range problems 
due to its short barrel, which extends from a 
Necrorganic, sculpted demon's visage. The 
Hellblaster is a vicious weapon Zhat is excessively 
gory when used on any target not sheathed in 
sreel armored piate. 





Meatgrinder Chainsa w 
The Meatgrinder is a twisted weapon used 

to chew through armor plating by the use of a 
combination of highly caustic acid and diamond- 
toothed chainsaw blades. It is highly effective 
when used in close range against mobile armor 
and ghastly when employed against soft, infantry 
targets. as it both melts and chews apart the 
screaming victim in a mist of steaming, boiling 
bbod and gore. 

sap into a burnt out husk. The spirits of those 
thus divorced from their bodies hover around their 
earthly remains for long moments as a gaseous, 
gibbering cloud of ectoplasm whose spectral 
screams can be heard and feared by all Tiving 
creatures. 

I -_ 

void Cannon 1 

Plaguebringer Cannon 
Plaguebringers fire the rotting liquefying 

remains of human body parts. These can be bits 
of arms, legs, heads and the innards of those 
too badly mutilated to turn into Blessed 
Legionnaires. The decomposing parts let off a 
shower of dreadful germs, which swiftly infect 
all those within its path. The weapon is truly 
devastating and disgusTing, which makes it 
perfect for the servants of Demnogonis. 

Soulshearer Cannon 
The Soulshearer is a device of pure evil. 

Instead of firing bullets, it emits a concentrated 
bolt of Dark Symmetry, which shears the very 
spirit from a victim's body and turns the poor 

Void Cannon 
On the base of each of these huge guns is 

a glass sphere, within which is an unborn fetus 
of an extra-dimensional fiend that was ripped 
from its mother by the Dark Symwetry and placed 
in a loathsome broth of nutrient slime. This fetus 
is the weapon's "ammo" as the Void Cannon 
painfully draws pure Dark Symmetry through the 
unborn child to be focused and fired at the enemy 
in waves of Darkness. The cannon assaults a 
target's very essence,the thing that binds us to 
this univers8,and can kill a man without leaving 
a mark. 
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I Etheric Lance 
COST 8 
RANGE: 18" 
MAGNITUDE: 3 

1 ACTIOMS: 2 
SAVE: Armor 
EFFECT: The Channeler fires a 
concentrated stream of evil at a target within 

I range. Mortal tarpet fpels a suclden 
overwhelming hrtrst of psvchic pain, while 

4 vehicles arld Al models sulter extremely 
11armful electrical disruptrons. Damage from 
this attack is equal to the PW value of the 
caster. Vehicles struck and wouncled by t h ~ s  
attack autamat~cally roll on Ihe additional 

I damage c h a ~ t  regardless d safe wounds 
rerna~ning. Al models wounded by this 

I 
attack must cliech to see i f  they run  AMnK 

Black Karma 
COST: E 
RANGE: 24" 
MAGNITUDE: ti 
ACTIONS: 2 
SP,VE: LD 
EFFECT: The Channeler causes a ltarm~c 
singularitv to envelop a unit or individual. 
If the target falls la save agatnst this 
power. it 1s lnfused with s~~btle feel~ngs of 
doom. In game terms, !he affected lrnitl 
individual wilt suffer a fumble result on any 
to hit roll result of 15 or greater for the 
rerna~nder d the turn. 

Tcrnporal Compression 
COST 7 
RANGE: self or 6" 
MAGNITUDE: 5 
ACTIONS: 1 I Azrra 06 Darkness 

COST: 3 
RANGE: sell 
finAGr\IITUOE: 3 
ACTIONS: 1 
SAVE.: LrJ 

I EFFECT: I h e  Channeler is 
surrou~~derl by an aura of darkness 

-2. P , 
I and fear. Any enemy WRO wishes ' 7 . , * to target the ilser must resist tlle ,&-\ ., l 1  - 
I {  -. ;.-.I , eilect of this aura or be unable - - , !  . '  

-'. t ,!,- , to attaclc !he user If the 
- 3 r ,  : I ., aitacker fails the test. its 

-#;\ - p;:y:' ac!inn is wasted. The effect d 
* 

, of lhe Dark Aura lasts un l~ l  
- 3 '  ' the Channelere is next 

: actlvat-rl 
> 

7 

SAVE: N/A 
EFFECT: 8y  compressing time, tne 
channeler can effectively increase Ihc MV 
stat of the target by one for the rerna~~der  
of the turn. This power may be cast upon 
the channeler. or any fricndly unit witf-)in 6" 
of the Ghanneler. 

Exchange Essence 
COST: 4 
RANGE: torrch 
MAGNITUDE: 2 
ACTIONS: 1 
SAVE: MIA 
EFFECT The Channekr of th~s power 
may transfer an injury Ile or she has 
suffered to a friendly model by touchinu r t  
In effect the channeler will absorb a 
model's life force, whilr! the touched rnorlel 
will lose if  ancl sustaln a ivaund. This 
power will n>i work On M\ldcrorqanics 
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Apocalypse 
Costm 9 
Range 2d"JLQS 
Magnitude- 3 
Actions. 1-3 
Save: AR 
Effcct The Apostle of War is Ihe ernbodirn~nt of 
clestruction The Channalsr may talger any point on the 
bn!tlsf~eld thai is within Range. If successfublv 
ct~arinelecl, center the Large Explosion Template on thp 
chosen poinl. TIE area is barnbardoc! with nulnerous 
powerfr~l explosions. The actual Damage of !he Gift is 
dependent upon the n~rrnber oi Actlons cxpendad by Ihe 
Channekr 

I Action= DAM 7 
2 Act~ons= DAM 9 
3 Actions= DAM 11 

Thc Damage is conslclered lo be Fire-based but is no1 

The Devouring Darkness 
Cast. 8 
Range: 1 WlLOS 
Magnitude, 3 
Acttons. 1-3 
Save LD 
Elfect: The user of this gill opens up small portals wltliin 
ihe t~ocly of a victim, tilraugh w h ~ c l ~  seep corrosive flows 
of Dark Syrnrnmtry. Unless the target model resists. it will 
be devourecl Ily Ilb~s internal d a ~  kness. Tfie Crranneler 
rnllst dntcmine rlow many actlons he will spend 
rnalnta~ning tflts power The target must rnakea 
resistance roll for cach action lhis power IS chann~lecl. 
Eac!l l a l l ~~ re  means the farget has taken s wound A 
success means the target lhas managecl to resist !he 
effects of the Dower 

Flow of Acid 
cost 10 
Range Diroct Small FlarncthrnworTcmplal= 
Magnitude 3 
Act~ons. 1 
Save. AR 
Effect. The user of Ihls g~ l t  causes ,. slrc:~ll+ ol ?I ,rl In 

~loiu toward tlie vlchrn from riso~~t:.tr~rcher~ hc:t ttl. T tm  
acls rn ~xact ly  the same way ar 3 DAM I ?  flarnc- 
thrower wltb a Cluzkr Effscl 5 L ln l~ss ihF v:cltm m i ~ k ~ :  
an Armor roll. ~t will be corlorled bv lkqr ?cad. The ePocl 
rs execlty the same as oelng set avlarrr~ alv l ls 
cons~dered Residual 

Invoke Frenzy 
Cost: 6 
Range: 12"ILOS 
Magnitude: 3 
Actions: 1 

Save: N/A 
Effectm The Cliann3lel ~riluses alriendly srlilad with a 
fraction ol the powers of thcisdark rnas:cr, a deeply 
altering experience. For tbetr next acliva[ron, thie 
alfected unit receives E! bonus o i  Eniianced Charge' I 
(per specral ablll!y of tiis sarnc name) ana 2 +I to their 
STstat. 

Mecrcrvisual Symbiosis 
Cost 8 
Range: 18"l LOS 
Megnitude* 2 
Act~ons:  1 
Save. N/A 
Effect: Bvcreat~nc a flaw in t h ~  fabric of soace-time. 
7111s gift forces the psycI11r essencp nr the Channslgr to 
Rssall tlie GsscncE o:the target and share Ills body tc d 

l~rnlted degree. The Ctrxr~rieler Iriay vlerv 1 1 1 ~ ~  work! 
:hrougti tlio eyes ol Hic large: and sne cverylhlng he 
sees. Th~s enql7les Ih? lr~voker to r n?l:c spot checl(q 
,nd can alsu prow usrt~rl !or ~nrhrr~c! f~r- izsvea l - ~ r  
m g s  l~ke  mortals arvl zurh 
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Void Phase 
Cost, 4 
Range: Self 
Magnitude: 3 
Actions: 1 
Save: NtA 
Effect: A successf~~l Charmel of lhis Dark G ~ f l  will 
slicath the Chnnnsler in the  Vo~d makinp il not 
~ l i t i re ly  of this d~rnens~on. Upon a successful 
Channel, t l ? ~  Channel~ng rncrlel IS ~ b l e  io "phase" 
through physlcal ot~st~uctions 2nd Irearl uoon a 
dual-rsality. The ~nodr-l can Move as nomial. 
treating I176 entir? battle:~eldzs ~f ~t W4rG Nclrmal - 
~errain. TFv? r n o d ~ '  m;?v even Move :iirough !errah 
pIecT;s,TI~e nrcclnl cannot end I!? Turn 'inside a 
pleca of lmpassnhis Terr-lln :bough, nor cen it move 
Into D a s ~  Contnc; w~th anutlrel model-as trie 
bsrnp's essence lhlnrkq CI:e Voicl's energies 

The model's A R  valuc IS increased by 3 
polnls t!urin? the prruvers dvration. The power lasl 
tor t ? ~  r l  hrrl o: unt~ l  Ihe Ghanneler stops rnovlng to 
perform some ntlicr .?cl~on 

Do(nr~r Void 
Coct '; 
Ranoe 7:"' l.W 
Magn!lt~cle ? 
.4ctlor?s 1 
Save WJ 
Effect A :lrccessful Ckanncl o: thrs Dark Grft 
surrounds an r l icmv Chann~lCr with the i l i lraoflhc 
Void ( 1 1 9  large exnto~ton templat~) T h ~ s  aura 
blocks the Channderfrom t h c  rnystrcal energies of 
the unrvarse for a shorl llme Tlie Chalinellncj 
model mav targel any rnocFcl w~thin range and LOS. 
A bled Save w ~ l i  apply a nenarly to the targeted 
model's PW of -4. 

Th~s  Gil: can d~srupt the power of a 
S~irnrnonecl or Supernatir~al Model, and should one 
ol Iheso types ot berngs 'be withln the template 
eifecl, the model must make an LD test for each 
artlnn it wrshes to perform. FaiF~~re rndicates tllc 
acl.on rn q~ les t~on was wasted. Even ~f 1% model 
moves out of the template, the dlsruptron contrnues 
furlhe turn as the vo~d energles writhe about IIle 
bcings form attempting to dr~vc. it from fhrs plane of 
GxlTtoncc 

Dark Li~htning 
Cost P, 

Range. LOSi 1 6  
Magnif urie. 3 
Actions. 1 
Save: AR 
Effect A successful Channel of ?his Dark Gift open.; 
a small op~ning to Ihe Vo~d tn rvh1c1-t a tsl;.ck l~<~t!~nl~,a 
bolt coursos bhrouqh lo electrocute ~~~iir lr luttstc, v i c t ~ w  
anrl disable rnachl~~es The Chan n ~ l ~ n g  model may 
target ariy model within i!s range and LOS. TI115 i;: an 
Elactrical attack that has a DAM of 12. 

I1 lhe targded model falls lo Tave and I t l e r ~  19 

anothcr mncfel witfibn 4'' 01 the targel, tlw Ifgfiln~no will 
arc from the target to the next nlodel, decrrasing In 
damape eac!i tme. Reduce I11e damage i l y  1 pornt fnr 
each ~ n c h  tr;~veIcd. 1 f  I t1~re is no model w ~ t l i ~ n  4 "  4 1 )  ii 
the contactecl model saves against the attack, the 
hglitning dissipates Nnte. The Dzrk Llatitr!rng dogs 
not dist~ngu~sli between friend and foe. 



Dimensional Storm portal closes. Ihotlgh the edifrae rclnalns rn place. Shoulcl 

Cost' 6 the Invoker give orders !o ario2her sqt~ad. that squad mav 

Range em'/ LOS move IhrougEi !lie pnrtal while thr! Invoker holcls Ihe portal 

I Magnitude. 2 operl. Rtl strbseq~~cnl actions ct the Involmr are 

Actions t cons~cler~d lo be i~sacl holding the porlnlsopsn for the 

Save' eivironmental rerna~nderof the trrrtt. Followrng thal i1r11:s cornptete move. 

Effect Th? invoker opens a rift in lhe fabric of lhe  lnvoke~ will emetqe befirnd them. 

I 
real~ty a! any point wrlhin range and line of sight Traveling tl:rcugh :hrs qzte is oftan n dir-orientinq 

'Ptzc~ n Small Explosion Ternplats on that exp~rience Mortat models moving throu[rh ilw: g?Q 1131 rst 

locatlon Any model under the template milst make an LD test or rose nneof the~r rcrnFln~riq ~rlrrsns. 

makc a s a w  verses an environmental attack 01 The ga!e may be activated anvlime t f l ?  In~wker 

ATS: 12 [Tcnialars and Nepharites of llian are moves into base contact with ~t for tlre COT! ni m ?c!~on 
constdered to have a natural survlval training of These gates are made from an alicn ma:rrrql, i l ~ l r  

I +3 against this storm) If the model(s) fail this resistan? !o most corventional weaconw 4 w v  hm. an A 9  

test, I I  ley have taken a po~nt of dama~e from the of 25 (though radiant attaclcs retlljce rhts A E  :a ?,I I arlrl 
four rvouncls. ti one IS destroyecl. holh itfill i;ri~nil~lP. 'n:Ir 

I 
~end~ng wincls and speciacular radint~ons Tfie 
tamplale blocks all LOS. umbilical link severed I 

Each turn, the Channeler mus! spend an 
actiur~ to maintall1 the dimensional storm, though SOU! Wither 

f l ~ e  cannot master Its movements. If the ac!ron IS Cost: 8 I 
not lilkcn, the stomi wlll collapse ~rnmed~ately. It Rangc t ?"/ LOS 

I the acl~on IS laken to rna~ntain llie power, loll tor Magnitude: 2 
devrat~on and move the storm a n~rrnber oi  ~nches Actions 1 
equal to the varirc! of the die roll (assuming a Savem LD 
range oi  1-10), The storm wit! alwavs move al Effect The fallowers of llian have leamcrl to reach ~nto n 
least three inches on a turn, so i l  the nu~nber person ancl rend their very souls, Iurnlng them slov~ly 
~~ol led is 3 or less, the storm moves 3 inches only. toward the Darkness. Wirer) lhe ilivoker wccessf~~l ly 
Only one storm per channeler may ever be channels this powerat an enemy umt or ~nclrvidual, [hey 11 

hrougl~t into play at any one t~me. musf attempt a save against the~r hig!iesr Isaclersh!p 
Un less f l i~  wctim(s) are able to res~st, t l ~ y  w~ l l  find 

I 

Cbnstruct Void Gate themselves phys~call!,iv~ak and quite drained. 

Cost: 9 Any exertion wilt ov~rwtlelrn !hem and forthe rema~ndor 31 

Range: see below the turn as their CC. RC, ST are all halved (round up) *1 
Magriitur2e. 3 
Actbons. 2 
Save I~IlA 
Effect: A successful Channel of this Dark Gift 
opens a True Gale cantrolled by the invoker who 
created it The Invoker creates a Ireestandlng 
ridtllcs whtch wetps tlrne and space allowing for 
those that PASS t h r o ~ ~ g l ~  it to erneqe instantlv at 
analher point on the batllef~eld. 

TIE Channetlng moclsl must snand one 
action to create a portal or master gate in base 
contact wit11 itself ori the hatlfcf~eld. He then targets 
a seconrl posltlon for the manlf~station ot a seconc: 
portal Thespcnnd por'al m u d  be within 1'4 inches 
of the first mzster gate. Tnc emerging ga:e must not I 
be w~thln an enclosed builrling, orwithln F tnchr-s of 
arl encmv model 

I 

The Invoke1 may step through thi? galeway 
ancl traverse the distance on a subsequenl ~ci ion. 1 
Once the lnvolter moves sway from the u z t ~ ,  tile 

'1 
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Spray of Putridity 
Cost: 6 
Range: Direcl, Small Flamethrowel Template 
Magnitude: 3 
Actions. 2 
Saveh AR 
Effect A successful Channel of lhls Dal k Glft allclws the 
Channelario prolectile vorni: a nauseating concaction of 
acidrc bile, ~lhennl~l ' ld iv bac:crrrl and iiighly corrosive slime 
at targcts. Ally mo~3el hi! t7v  Iho Template must save 
agninsl Residual Damage altack Illat I S  conside~ed AV3, 
Cltrsoer Ef!'c-'ci 3 

Th? Darnagc of the attack is 8. 

Cloud of Flies 
Cost. 4 
Rnnge: 12"1 LOS 
Magnitude: 6 
Actions: 1 
Save: NIA 
Effect. A succcssful Channel of this Dark Gift u t m s  
small rift in reality to one nf Dernnogonls' plague 
worlds From tliis rlfl comes an enormous sivarnl 01 
flies, which can engulf a taryel In a cloud so rlnnsc! thcl 
one woilld think ~t was smoke. The Channelrng model 
may targel any polnl of the battlefield v~ i th~n  it? iange 
and LOS 

Upon a s~lccessful Channel, center the Larp* 
Explosion Tempfate on the target po~n!. The T:arnplelc is 
treated exactly as I! wzs a Smoke weapon of Level C 
The cloud of fhes lasts for the lilm. 

"ountain of Filth 
Cost 7 
Range. I ld /LOS 
Maanleude 3 
dct;ons. _ 
Save. cr?v~mrtrnental 
Effect: A successful Cl~annel of [his Dark Glft allows the 
Cl~annelpr tnopeo a small rift in reality avera target. from 
wh~cta Irnrncnw, ystm-itrtsslinal sounds bellow forth 
Iollowsrl hy a awplul reok~ng mess of highly corrosive 
laulnwss that quiicl<ly covers the area In a burning, stinking 
Mth. 

Upon a successful Channel, center thr? Small 
Explosion Template overthe target. Any model h ~ t  by tile 
Tcmpl~te must save against an environmcnlal hazard ot 
ATS:Il. T h ~ s  power does not affect vehicles 

The Stench of Corruption 
Cost: 5 
Range: 16"l LOS 
Magnitude: 2 
Actions. 1 
Save: environmenta. 
Effect- A successtr~l Channel of this Llatk Gift causes ;! 
trr~ly putrid stink, reminiscent of 1000 fstici carcasses 
baklng in thesun. to fill an area Ths Cliaiinetlng modd 
may target any polnt on the batttef~eld WI thin lange anrl 
LOS. Upon a successful Channel, center lhe Small 
Explosion T~mplate on t l i ~  targ~t  polnl, 

Any model underneath the Ternnlat~! must m i s t  
an envilonmental hazardof A T 3 8  fi fallurn twi l l  cnusn 
the model to fall over, retching anrl :isgglng. The ~nncl.~I 
1s placed Proneirnrnedlatoly. TI:c slench ~ I S S I ~ J ~ P S  ?I 
Ihe end of It>- !Ilrn 



The \Masting 
Cost. 7 
Range 12"l COS 
Magnitude: d 
Actrons- 2 
Save+ 1-13 
Effect Th~s t-rrible oift ~ntects the target a single model with a dreadful wasting disease. Unlrss i 3 r  v1ct:nTs 
resrsl. I~ol ls Frirpt on thetr skln, and thew lungs begin toflll w~ tn  terrtbte, chok~rg pus. [ f  the model T~II.: 1 ' ~  

save. 11 1s cons~dereci rnfected. Marlr 11 w ~ t h  an affects counter. 
I: !here areanv models witl~ln 3 Inches of an Infected model, or ~t f h e r ~  are any models ttlal twyln fir 

end therr turn wllhrn 3" ot an ~nfected model, they too must make a save or berorna ,nfect~d I l ierns~lvc~ 
Once an Infected model activates. ~t must make anotl~er test ur sustaln 1 wound 1 1  must ~?v l<c 1111 -  

checkeach ilme it activates ~rntll t l  eilher d ~ e s  or successfully reslsis ~ t .  Walls ancl other obs!rilc'lonc i-an 
block the sf:oc!s of Ihe ~Nastrngfrorn passing on toanother model 

Plague of Flies 
Cost. 7 
Range: 6 1  LOS, small explosion ternplale 
Magnitude: A 

Actions: 1 
Save: environmental 
Eftccl: A successf~~l Channelof tlxs Da~lc Gift opens a rlftfrnm our reality lntoone of Derrin~pon~s' manv 
plague worlds. Ernerglng from this rEft arc an enormous sbvarrn of flies and 0th3r ! l n r ~ c ~ g r i i ? a h l ~  ilylng 
crpaturos. Place the templale on Zhs tal~le within range and LOS of tlie ,. . 
Invoker This vile swarm is under the control o: I~E? Invoker -. - 
thereafter Ihe rift staying open while the swarm is nceded 

/ 
1- 

. 
Once it IS on Ihe battleflsld, the s w a m  templale may 

move 5 inches uer ~ a c h  action the Invoker spends dlroctin$ it. -. 
The Invoker milst spend at least one actlon controlling the - 
swarm (though not necessarrlv rnovrng I!), or i f  will rmmecliately 
retnl n tlirougli \he rift. Tile plague of flies w ~ l l  only move into 
arcas that ale within LO5 of Ihe Invoker. The Plague is 
treated as blockrng LOS and rs 5 inches In height. 

The swarm carries exotic contagions from the plague 
worlds oi  Dernnogon~s and represents a serious 
cnvlrnnmantal hazard to any mortal moving Into it. Consider 
tl;e Plague of Fllcs an P.TS: 10. If t'ne Invoker IS slaln, the 
Plague ~mnied~alely returns through the rill. 

Only one P l a g u ~  mey bc summoned and 
controllad at arlv nns time. 
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Wind of Insanity 
Cost: 7 
Range: 76"I LC 
Magnitude: 2 
Actions: 2 
Save: LD 
Effect: A successful mvocation of this Dark Gift 
conjures upa whirlwind of pure lnsanilv alound Ihe 
target All those caught witliln the cftec? are beset by 
hordos of ~nsaneiy g~bbering spirlts and mentally 
assailed by Ihe screarns ot Ihc cornb~ned Insam In our 
tlnlvcrse. The Chnnnel~ng ~llodel can taract anv model 
rv~th~n range anr? LO(;. Center !he Srna[l Explasion 
Tcniplats nrr the terqat tf successfutly channeled. Any 
Bsasl or Mortal 11mdel underneath the Ternolata must 
eilher Save or sr~ffsr a wound A!s over 5 are Immune. 

targetanv squad within range nnd LOS. If  that Squad 
lails its save. it loses any Wait acr~ons it may have. 

The Mad Marionette 
Cost E 
Range: 12 ' I  LOS 
Magnilude: 2 
Rctiotis: 2 
Save LD 
Effect A s~rccessful invocation of this Gift allows tFie 
Ckanneler!~ take Irnnlediale cornn??ncl of a !riendly, 
~naclivatsdsquad. That squad must now itctlvafa nprl 
o b ~ y  the orchestrairons oi the ~nvoksr. A6 l h ~ p a r ?  LIT' 

In Contrul of i l l ~ ~ r  own ackions, tlu: arc resaondino to 
desn subconsciouscomrnnnd~, their CC 2nd PC s?atc 
RTF!  educed 'by 2 points for !he dur?llori o: th r  turn. 

FAodels controlled In !his rnalmer tnay not no nn 
wait or make spotoralm act~ons. AI; invoki~(:, model 
may not asstrme command of any mudel ur squsc 
17as a higher LD value than the inuokcr. 

Baffling Cal! 
Cost ,i 
Flange 1 R"I LC 
Magn~tude 3 
Actions 2 
Save LO 
Effect. :I s:~ocy.r;i!~l lnvocatlon of this Dark Gift will fill 
10r rr~nc! nt 3 crlr,sen 'srget with a confus~ng vision, be it 
stlmeor?r Ille :;lrgc: knoivs or the so~~rids nf the laughrng 
lnszns T ~ P  Chal't~~oler may tzrgel anv FAorl~l ~nodei(s) 
~iti l ir, 11s r;rrice and LOS Place z small explosion 
Istnpbie uvcr :hc fa rg~tnd morlel A rnotlel or !models 
unclrr 1he IP~>~IJ;~~B !hat feil lo seve will be raqu~red to 
make an 1-D lcst for each aclior~ il takes when ne:.+ 
act~vated. 

Ultimate Nightmare 
Cost: 5 
Range 12"ILOS 
Magnitude. 3 
Actions 2 
Save: LD 
Effect: A successful rnvncation of tfvs Dark Gift f~lls 
the target's mind with truly terr~ble vlslons thal czn 
i lnh in~e even the heart~ssl 1ndivrr11 ~ n l  TIIF? rnvokrr>g 
model may target any unrr w~lttln Ranqr: and 1-05. Tbnt 
unit must makc a Morale Chrck agairis: a D I ~ P  ral~nq 
that IS equal to 5. Confusion of Conformity 

Cost: G 
Range. l6"1 LC 
Magnitr~cle: 2 
Actions: 1 
Savc LD 
Effect A successful invocation o; Ihis Dark G~ft can 
caLrse mass coniusron, [ts vici~nis be~ng ovemlielmcd 
llly a cascade of conllic?rna ernntmns. Tine lnvnker may 
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Dark Promises 
Cast: d 
Range: 18"1 LOS 
Magnitude: 2 
Actions. 1 
Save: N1.4 
Effect. Filled w~ th  visions of the great glories their Lord w ~ l l  
bcslaw upon them, morlals in the servlce ot Semai are 
whlpped Into a near ~nebr~ated frenzy. Thls powar COrlVEyS a 
~2 to CG and a + I  DAM on the Charge for models c~nder 
thrs effecl. Their reckress abandon however does not come 
winho~it cost as tho~r  AR value 1s r e d u c ~ d  by -2. 
This ~nvocntion mav be cast upon any friendly, Inac!ivared 
unr! or ~nd~virlual wi!h~n range and LOS. 

Shroud of the Deceiver 
Cost: 2 
Range: 18"1 LOS 
Magnitude. 2 
Actions: 1 
Save: NM 
E f f ~ c t :  lnvoking powcrf~rl patterns nt synlmetry, Itie invt 
of llirs power cloWs a raryeted. ~naclivated f r~~n r l l v  1.rn11 
individual w~ th  s!virlinp shadcws 2nd W I ? I S P P I C ~  S U L I ~ ~ S  

The shroud will convey the Camou:laga saecial :!blii:v F 

level 2 for Ihe remarnder of ths !urn 

Misdirection 
Cost: 6 
Range 1 &"I LOS 
Magnitude: 3 
Actions: 1 
Save. NIA 
Effect' Uslnuthls invocation, the Invoker rngy cloak a 
f r l~nd ly  ~ l n i t  01 lnilivlrlual ir l  a shrrnnier~nq umbra nf tllc 
Decalvar's powrr. Modcls pmirctecl by lh~s power seem 1 ,  

be In one place, when IIicy arp actilaliy in another: slighll) 
asksw lrom whwa tiley SQRm to be. In affmt, when ihs 
rnodel(s) under !?is pattern are attacr\ed, the first atlack 
actton milde by each aitackel isat a -2. Once !he ilnt 
affack actloll ts made, rogardleas of 11s success e~ttrer lo hit 
01 wound, the r n o d ~ l s  are SeErl un [hell actual p0sitr0n5 arlCl 
the penalty IS goie. The power l ~ s t s  fqr  t t ~  turn ~t was 
rnvohed, 

False Orders 
CQSt: 7 
Range: NIA 
Magnitude: 6 
Actions: 2 
Save MIA 
Effect: The Great Deceiver Iias the abilityto ptlll the strings 
in n commoncl rtrt~cturc, causlng a snowball effect will1 a 
little Ile up Il-rc command chaln that grows untrl lhc. enemy 
acts upon Ihe ~n- t r  ulh. A successful Channel of thrs Dark 
GIR w~l l  lmposo a penalty of 4 upon the nexl lnltiat~vc roll of 
1 oppasrng army 

Veil of Darkness 
cost 6 
Range. 18") LOS 
Fflagnitude. 3 
Actions. 2 
Save. LD 
Effect: Thp Lord crl Lies 14 a powo:.c~l prevmlcator The 
master of hypochondriacs ' i s  car1 cause thost? w ~ f l l  a weak 
spirlf to hrcoma ~nlilcted wlrn hvster~cal bllnchess. T l ~ e  
Ghanncl~r ran tarqpt an$# Un~twrthln Rang? ancl LOC, 
l ~ ~ h ~ r t i  V I I : ~ !  Sava or have the~r COS rocluced tn 5 ' irrilll th- 
end o l  thr? c~lrrent t irrn Models so ilfFl1c1.d mav newego 
Wait. 

Phantom Terrain 
Cast: 2 
Range: I a " /  LUS 
Magnitude: 2 
flclions. 1 
Snve: LD 
Effect: Using this invocation. the invoker may targcl any 
inactiva!ed enemy model or unit wiihin range and LOS. 
Sho~tldthi?t unit fail to r~srs t  lh? powers of lhis ir~voc,~! i~ 
tie or l l ~ e y  ~vll l  belieus rho: ttis [r rrsrn : h ~ y  are on is VRT\ 
difficull tl? move ovel 2nd 1";11I h t a l  ii 3% r o ~ ~ g h  Ie:,r;ilr, :o 
rernaintle: o: i l l ?  luirr. 



this larg' 
!tennine 
,. ---- .. 

e tome, 4 

their pror - - 1 h  :be -: 

ve are CE 
iunciatiol 
mi-. Pa-.-.+I-. 

!stain ma 
n on the 

I.,- k m r  

niverse. I 
th them. 

t I 
Pmmuflclation in t h ~ :  mudnut tllnsonlcle~ LInlwerew nr 

PROMOUNClNG THE APOSTLES NAMES SO AS NOT TO HAVE THEM SHOW UP TO CORRECT YOU! 
Reading through ny of the terms were glossed over because they were I 

simply too complex to d~ first pass. We sympathize. So in an effort to help our 
stalwart players enjoy the ydlllf: 115 lL1 UutJltl, YWC I assembled the first, definitive phonetic pronunciation 1 1  
guide to the Mutant Chronicles UI -isted below are some of the more exotic terms found in Warzone so take 
a moment to acquaint yourself wi 

A 61 
Acolytes A k-o-life Hachiman Wah-chee-mahn Sack- wrist-an 
Agethz Ag-ez Hatarnoto Ha-fa-moe-toe Schwerwaffe Sl~h-vair-vah-fah 
Alakhai Al-ak-high 
Algeroth Al-grs-ahth I SI~eck-rahl 
Amaterasu Ahm-ah-tair-atsw lflvidian In-vid-e-an 

1 Ashigaru Ash-e-gar-oo 
Ashnagaroth Ash-nah-gar-awth J Soshomaru So-show-mar-oo 
Ashreketh Ash-ree-keth 
Azoghar Az-o-gar 

Tat-su-oh 
B K 
Belzarach Bell-zahr-ack Karnophage Car-know-fayj 
Bhalaeron Bail-air- on Kathora Cath-or-a h 
Blutarch Blue-tark Ki kigomae Kee-kee-go-may 
Bolshevik 80 wl-she-vik Kratach Cra-tatch 

C 
Cairath Kair- wrath L-M 

I 
Callistonian me-ian 
Chasseur -e Yakamochi Yah-kah-moe-chee 
Chthonic ck Yore-ah-ma h 
Crescentian Kres-scent-eean Masado ko Mass-ah-doh-koh Zen-ee-thee-an 

Q Zor-ee-on 
Decurion Dee-cure-ion 
Demnogonis Dem-no-gone-is 

M 

Desovach Dez-oh-watch Nargaroth Naz-gar-awfh 

E Necrorganic Neck-roar-gan-ick SAY MY NAME MAGGOT! 
Erisian Er-is-san Mepharite Ne f-ar-ite SA Y-IWY-NAME! ' Ethetic Ee-thee-rick Neronion Knee-row-ee-an 
Etoiles E-twah I 

Q-P 
F Panzerknacker Pan-zer-nack-er 
Flarnrnen Fla h-men Partisan Paar-tee-zahn 
Fusilier Fyoo-zeh-leer Praetorian Pray-for-ee-an 

PUS~U latus PUSS-tyu-lah-US 
G 
Gendarme Zhan-dam Q-R 
Galem Go-lem 
Gommorian Gohm-moor-ean 

1 Gorgamth Gore-gaar-awth 

I 

f 





Such is the callousness of mankind that ~i is blind io !he 
consequences of thew actions, and, I ~ k e  Earth itself, sought to 1 discard its own detritus and cansign it to a world it no longer 
desired. 

Life is a difficult thing to destroy completely, 
its persistence, though fragile, is nigh eternal. It 
adapts, changes, evolves; it clings to its existence 
jealously. 

Even on Earth, where the chemicals unleashed 
by centuries of pollution and war have poisoned the 
soil and strangled the v e y  air itself, new life struggles 
to gain purchase in this most toxic environment. 
Such is the great irony of life that it persists and 
though man has made a Hell out of Paradise, they 
could not cease life. 

Things were not alwaysthis way. Mankind was 
born of Earth, the children of Gaia and custodians 
of the only sphere in the Solar System to boast a 
Utopian abundance. I t  was a sacred charge that 
man, in its youthful folly, did not recognize. Like a 
child rebelling against its parent, they were heedless 
consequenceand danger. 

Surely the signs were there, the symptoms of 
the pain inflicted on Mother Earth, for it took humanity 
millennia ta slowly torture and leave its crippling mark 
upon its once-blessed surface. And all the while, 
these were signs- geological upheavals, weakened 
ozone, new plagues, erratic weather, and other 
maladies. I-lowever, in their hubris, mankind did not 
heed these warnings and proceeded, unconcerned 
for the damage we were caudng. And when man's 
indiscriminant nonchalance had gone too far, Mother 
Earth could handle no more. Greed and indifference 
had dealt her a killing blow. 

And so man looked ta the stars. 

- I "Like flotsam to be ignored and forgotten, those who 
consider themselves our betters have sought to stad a new 
Iife and deny us our place in the stars. For our tireless eforts 
and constant support, we have been bequeathed this dying, 

1 poEIufed shellof a world, I say no! Either we join our brothers 
in the vaults of Heaven, ar we drag them 
back to the Hell they have made for us." - Chancellor Arnold Vaslieu, 

First Speaker of the European 
Union. 

Over the course of a decade, highly 
skilled covert agents concealed a vast 
nuclear arsenal beneath various parts of 
the surface of the Moon, hidden away from 
the prying eyes of the Megacorporations. 
It was an arduous project, one born of 
desperation; the kind of desperate 
maneuver a gambling man takes when his 
losses are too great to endure. It was a 
plan devised only when the only recourse 
is all or nothing at all. And so the Megabody 
Project was born. 

Lunak  belly now held enough 
nuclear explosives to obliterate the orb a 
thousand t~mes over. If the Corporations 
of mankind sought to abandon its brethren 
to this dying orb, they would only gain the 
independence of the grave. Negotiations 
and clesperate petitions continued, though 
the answerswere always the same. While 
the Megacorporations were happy to take 
what resources remained on Earth, they 
would not return to it nor help those left 
behind. 

When the four remaining leaders of 
Earth's Great Council of Unions could see 
na resolution, they prepared to play the last 
hand dealt to them. They would destroy 
Luna outright and cripple the efforts of therr 
s ~ a c e w a r d  brethren. The cache of 

How ironic, that Earth became like any other weapons was given a 2,000-digit 
commodity that had lost its sheen, discarded and detonation code. and each of the leaders 
forgotten. The people of Earth made plans to move put forward part of the code and remained 
on, to shape otherworlds and make a new home for themselves. abTivious to the rest. tn this manner, secrecy and negotiating 
For in the end, it was believed that it was more profitable to power could be maintained. Since the arsenal was smuggled 
shape dead worlds and give them life, than take onto Luna in secret, even the faur leaders themselves did 
responsibility for a millennia of pollution, corruption, and not even know their locations. To further ensure the 
filth and resuscitate the dying home of their birth. secrecy of the codes, no record of them would be made, 
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t?rd each of the irve mlcroscop raved Ihe punishment they had end vfred 
~nto each of their ntrsts whc d the only fragmented them furtht 1 old 
numbers were silenced permanently. Only together, would the grievances rose to the surface. New wars swept across the 
four be able to destroy the new world of man, the aborninatron already devastated planet as the remnants of humanity fought 
called Luna. like animals amcngst themselves. Fn time, the skulks were lost 
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"We have endured their embargoes, we have suffered 
through their indifference and we have progressed in spite 
of them. Now is , rurseEves heard and tell 
our brothers in ft I not be ignomd; we will 
not be cast aK understand we mean 
business. " 

-Chairman Jean-Batiste Renauld, 
CEO of Mechadraulie industries at 64th Annual 

Shareholders Meeting 

and became little more than legend. It seemed those remnants 
of humanity who had survived the plagues and the wars and 
the famines could stand no more. Perhaps they were touched 
by the chaos already coursing its way through the Cosmos. 

The Dark Soul was free and an epic war was taking place 
in distant corners of the galaxy. On Earth, this insanity was  
echoed as madness claimed all things that st111 lived. South 
America was laid waste under an onslaught of Megacorporate 
missiles. Parts of Great Britain were lost to the ocean, while 
land rose from :he depths to connect the blighted isle with 
Europe. A united and proud Africa was once aga n tom apart by 
old hatreds. Part of Japan was lost forever beneath one of the 
greatest tidal waves ever seen. The conflict was only ended 
when the planet itself seemed to scream out in pain. 

I a war of 
tolcanoes 
a lands L . .  . 

' its own 2 

rose out 
knder mol. . . 

)se who t 
-e to dest~ 
EarthquaC .. .., 

Twisted and scarred by millennia of pollution and war. 
the world now ragec ~gainsl thc lad 
damaged its shell. L of new he^ 
cities and bury entir ten lava. :es 
sent thousands to a inracKeneo aoom as the eann s p ~ t  open 
and were claimed by the Rres below. Hurricanes hotter than the 
sun appeared out of nowhere and lefi a blazing trail of death 
and terror wherever they passed. The sky became fire and the 
soil a poisonous grey. 

By the time the chaos started to abate, life was. for all 
intents and purposes, extinct. Those very few poor fools left on 
the surface found the rain could burn skin from their body and 
the air would scrape life from th i their blackened lunqs. le inside o. 

era1 shrou 
scythe, br 
--- - -1 

For three centuries, a great fun d of stygian, poisono~s The Union Leaders had played their hand expertly, and ash hung over the world like a 
revealed a bold position that would have cowed the most stoic 

*inging death wherever 
it passed. The old world, the hurrie ui rriankind, the birth-place 

player. However. in the endgame. the threat of the nuclear 
civilization was dying and no one in the cared. 

obliteration was stillborn. 
Anyone foolish eiough to venture to the planet was never heard 

The leaders d dying Earth had underestimated the power fro,,, again. 
of Luna, whose spies had informed their corporate masters of Those looking back at the blackened slab from Luna and 
the Earthen Union's aggressive plans. While the exact nature 

hyond it by a new name, Dark Eden, planet Earth 
of Earth's plans was unknown, it was surmised that its Ieadefs 
had planned on attacking Luna with nuclear missiles. The 

was no more: a charred memory on the pallet of the new 

thought was rnconce~vable, yet it was a threatthey tookseriously. 
Universe man was painting for himself. 

On March I I th, thermonuclear missiles rained from the 
heavens, obliterating the four capitals of the Earth Union, 
claiming their lives and all who followed them. The barrage of 
nuclear payloads and radioactive particle weapons went on 
incessantly for days. Orbital defense satellites, long placed above 
earth for its protection now turned their deadly power earthward. 
Megacorporate Dreadnaughts unleashed untold saTvos onto a 
suffering people and the earlh lrerribled i r ~  ils cl~att~  tlrroes. The 
cities of man ignited on the fourth day of bombardment and the 
planet darkened in the wake of this combined effort. On the fifth 
day, Luna ceased fighting and declared independence from Earth 
with the Megacorporations backing the~r cla~m. Earth was 
defeated. 

Deep within the kiln of the Earth, life continued. While 
mankind had been utterly defeated by their proud brothe 
it still remained, at least tor a time. Those who knew of 
the Megabody Project kept their leader's skulls safe, 
fortunate that they were retrievable at all, In spite of 
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humans who belleve themselves to be the next step in genetic 
el are the Ct as of the angry Earth Goddess 
ha :y alone h ed to survive on the tainted fruits 

"Like a Phoenix, l ife reemerged from the bligh fed lands of ed air of I 1. 

Dark Eden; life twisted In its poltuted jmage. " The Sons of Rasputin, distant relatives of the Old Russlan 
-Vicemy Sean McFadden, and Eastern European kingdoms, are the most advanced of the 
Cfan McFadden and CFO of McFadden Industr;es. new humans. They see themselves as the last bastion of 

civilization in a world gone mad. 

As the dark shroud of rage and nuclear winter lifted from The harsh triad called the Inheritors of Job, who believe 

old ~ ~ ~ t , ,  descendants from the of humanity their God is testing their devotion, have grown to dominate parts 

slowly crawled fram their protective bunkers and deep warrens of and made their appearance something less 

like corpses from a grave. Like her children, Earth had spawned than human to survive. 

new life as well. In the former Middle East roam the Crescentia. An 

C J ~ ~ ~ ~  and with great trepidation, they began to explore essentially peaceful and nomadic tribe, their vast townships are 

their changed world, to see full well the measure their pride had Scattered On the backs Of great they have 

cost them. N~~~~~~ deep in the pmtectjve womb of the Eart.h, named after the sacred words of their First Prophet- the Honored 

centuries upon centuries had passed and truth became legend, 
the stories of their abandonment evolving with their bitterness These civilizations have grown from the ashes of ancient 
and despair. E, with their birth have established new hatreds and 

The tales told of the world above bore little resemblance 9' How ironic and sad, that humanity, having endured 

to the chaotic and tormented lands they emerged to find. It was ~d evolved so keenly, lacks the! wisdom to avoid the 
a world  tally alien from the one their ancestors had refused, piralls OT 1neir youth, destining them to belive the very mistakes 

or had been unable, to leave. In what remained of SouthAmerica, that forged the i n  they now struggle to survive. 

the mutated descendants of the plague-carriers walked the During the Ternplar's First Crusade to conquer the ravaged 
surface of the new land in small tribal groups. Cut off from their world in the name of their Goddess, they came into bloody 
past wit1 #ledge of what their ancestors had once conflict with the Inher ~b and the Sons of 
possesst )nly surviving memory was a hatred of the Unlike smalle these two powerl 3s 

Megacor who had left them te rot. It was the same presented a formidab 1ce to the Templar 1 or 
story across me globe; the one consistency amongst nearly all a while, these two mighty tribes united in a deadly clrllar r c * c  to 
the scattered survi~ Earth, the Megacorporations were successfully protect themselves from the Ternplars. 
the hated enemy tl ~nsigned them to this fate. Rumors of a secret meeting between the Rasputin's Tsar 

From Asia tc lorth America to Europe, strange and the Jobian Archbishop appear to be more than mere 
new life forms began a fresh struggle for survival. Some. as speculation, but the truth can only be surmised. Indeed, for a 
they sought purchase in the new world above, came across the while, it seemed peace might be achieved as the-templars were 
fallen remnants of the old cities and settled in their haunted pushed back by the two disparate powers and forced to 
alley-ways, slowly starting to build new civilizatians from the begrwdgingly accept a truce. In their unity, the two tribes joined 
ashes of the old. Helped b? 1 histories of the before fo Id a new city for their combined peoples, a metropolis 
times and the old ways of PI veaponry and food, , the Inheritors and Rasputins could thrive together. 
some even tried to ~ontinue vhat they thought ; vast undertaking was to be a symbol of hope for 
had gone on before them, cretlrjlly ~w~sted and corrupt 

9 fL ~ e i r  respective peopTes and they called the city New 
regimes doomed to repeat the forgotten mistakes of 'eace. Perhaps the cursed past woutd not repeat itself; 
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from those who sheltered underground, many naa evolved Into 
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ed Tem~lars, evolved 

to mankind's ancient !d back onto 
the surface, many mure riave rerrialneu In me world below, 
clinging precariousfy to life. 

In Europe, the survivors wandered in small groups, some 
trying to clutch at the old ways, others trying to build new 

Rasputin. 

ngdoms. Tribes fought for dominion. Survivors not in groups 
ere v~ctims or food for the terrible beasts now roaming the 
orld. Only the toughest creatures had been able to survive 

above ground in the Dying Years and the beasts that had thrived 
did so because they changed and evolved to the ravaged 
conditions prevalent on the surface. Skins hardened to become 
as tough as steel, some grew in size so large that they even 
rivaled the {ramids tk 

The e tho pulled 3ventually became the 

'ul peopl~ 
lordes. F 
r nll:.r,.,m 
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perhaps a costly lesson has been learned. TIE Cardinal's forces tirelessly chart the pr 3f the 

The city was never completed. Darkness and a' the new peoples of the Black Eal wary '8 

While the Tsar wanted reconciliation and was sincere in of world to the Dark S~mmetv. hey ensure 

his to maintain a truce with the Jobian Corporate forces don't move too quickly, claiming too much 
* 1 

Archbishop, the five Obersts with their military might djd not. here amid th€ poisoned lands.   he ~ e ~ a c o r ~ o r a t i o n s  - 
They saw the opportunity to not only defeat one enemy, buttwo themselves have sent their bravest to chart and explore the 

at the same time, One fatefull night, they betrayed their Tsar changed continents: some with greater success than others. I, I 

and their allies, allowing the Jernplars into the city to massacre However, life still evofves there, and both the Dark Legion 
the Jobian settlers, Countless Inheritors died as t h e  half- and Brotherhood have yet to gain a fRrl f00th0ld in a world that I b  

completed city was raised bloodily to the ground. In time, the was off limits only a mere 200 Yeam ago. Now, in the thrall of 1 

Tsar himself was assassinated and replaced with a ruler more another Corporate War, and again facing the ream of the Dark 
sympathetic to the schemes of the dominant Obersk. TO the Legion, humanity turn5 its gaze 10 its ravaged birthplace knowing \ 

Inheritom of Job, who had placed their trust and well being into that its Salvation will Come From this long abandoned world. 1 

this grand city, it was a betrayal they would never forgive nor 
forget. Victims from this obscene betrayal still hang from crosses 
on Martyr's Hill; their skeletal remains an ever-present reminder 
that no one but their kin and their Lord can be trusted. 

If there is one true victim fn thls sad drama, it is the 
betrayers themselves, the Sons of Rasputin. The painful truth 
is that even the treacherous Obersts, who manipulate people 
and events, have themselves been victims of the machinations 
of others. For emissaries of the Dark Soul have returned to 
Dark Eden and have begun to seek ways to gain influence and 
control over the new peoptes of Earth. Like a maggot, the have 
wormed their way into the flesh of Rasputin society and play on 
that people's natural inclination to make war to serve their needs. 

While Oark Eden had escaped the ravages of the Dark 
Legion during the first Crusade, they were not so fortunate the 
second time. Dark Neolithic citadels have been sighted across 
the world, as the first deadly tendrils of the Dark Symmetry 
stretch out to corrupt the new inheritors of man's infertile cradle. 
And where the Dark Symmetry works its power, the corrupt~on 
of mankind follows. Fortunately, this corruption does not go 
unnoticed, even here in the fetid soil of Dark Eden; the Cardinal 
does not miss a corruption so close to his own home. Operating 
from a base hidden in what was once the old city of Jerusalem, 
the Brotherhood has prepared for the stmggle to come, having 
foreseen that the final battle between light and darkness 
will take place not on the new worlds but on the old. 
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lands, where the  sun rgli gaping hokes HI  tlie 
ozone layer. The i n d i g ~ ~ l ~ u s  pCuplt;, ~ d h o  l~ve there amid the 
harsh radiation more by accident of birth than choice, are slowly 
evolving darker, tougher skins than their cousins, enabling them 
to besurviving the cancerous light of the sun. Dubbed "Clrnbrals". 
these mutated humans are avoided whenever possible due to 
their fierce nature and almost feral aspect. The same 
evolutionary' protection cannot be seen for the poor souls of the 
Sanatoriums. who usuallv die within a few years of their arrival. 
M; to the Sanatoriums is a death 
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five centorjes, our a n c e s t o ~  Itved in the Rasputinqs c&al city of New pi-ague waWs created, its monolithic 
Greaf Sh wfeefed from the ravages caused by the factories belching out smoke and steam as ancient machinery 

t- Sasf Days, tney Kept the oEd ways alive. Waiting far the day ground In to life. Inevitably, as the Rasputin power base 
when the world above would be ready for their return. exaanded, thev came into conflict with manv other tribes, 

P Protected by their faith, comrade after comrade toiled under e s p  eci a I the hated 

P 
the earth. Templars, who soon 

Now that we have risen above. it is oursworn dufy hecame their sworn enemy. 

F fo teach flie lesser races our ways, to educate them fn our Huge fortified cities were 
dviliration and to destroy those who wou/d threaten us. We constructed an the cliffs and 

F will not be driven back into the Underworld again. We are mountains bard ering 
me3onsofRasputinandthisisourland." Temptar territory to help 

-Tsar Alexander Musevn y protect them from attack. 
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Of all the new Eurasian tribes, the Sons of Rasputin are 
by far the moat advanced. Living En the vast gothic cities in a Fin&!~Rl 
kingdom called Preussia, they are the descendants of those I 

Proud of their links to 
who sought shelter underground in deep catacombs that once the past, Rasputin society 
served as military fortifications. AS the wars of the Last Days believes itself to be far 
signaled the end of the Old World, the First Tsar took his chosen superior to that of the other 
peoples down into these mammoth shelters. During those dark tribes emerging onto the 
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centuries, generation after generation lived and breathed the ,u~,,,+ wt -- - -  

sterile air of the world below as the world above changed and a feudal sy5 Tar srrccsssfully a c ! ~  io 
corrupted. frt easily wit lily funct~onal indusl Y. 

A whole society living underground meant a strict code The Tsar rules rrom 171s resplendent and heavily forllr~eu uulriler 
had to be developed to maintain order and while the society Palace, his five Obersts and chosen Dukes carry his will to the 
occasionally broke down into violence, the Tsar's teachings people. The Dukes are granted dominion lover vast tracts of 
slowly came to dominate many of the lesser belief-systems. Rasputin territory by the Obersts and enjoy almost royal rights 
Thus. when the day came to rise from over their own subjects. They are, for the 
the depths, they would not be weak most part, teft to rule untouched by the 
beggars and undisciplined dregs: they court, providing the court's demands for 
would resurface with the proud society tax, loyalty, and militay numbers are 
of the Sons of Rasputin firmly in place. constantly met. The position of Duke is one 

Ancient maps kept safe during reserved for the descendants ~e 
the dark time revealed the locations Sons of  Rasputin who !d 
of many old cities and the new people themselves beneath the eartn millennia 

quickly started to rebuild them, when ago. 
there was anything to find at all. So Beneath them are the Barons, given 
Impressive was the solidarity of the charges of smaller fortifications often 
Rasputins, that many of the scattered 

- 
bordering dangerous territory. The Barons 

tribes also joined their cause as serfs, provide an important link between military 
or in some cases, slaves. Those who -= - - - and social life, most coming from the lower 
refused to join the Rasputin League were s~mply moved on to ranks or the mrlitary and lacking the lineage required to become 
other, rnc s befitting their mutated natu' Duke. 

Thr ht were often housed in huge The air in Rasputin cities Is exceptionally toxic; a 
Sanatorik ch now hold mainly political dangerous mixture of the polluted atmosphere and the 
prisoners from within their own courts. These chemicals spewed forth by the Preussian factories. 
Sanatoriums were constructed in the harsh northern \ Many of the lesser serfs live miserably short lives of 
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For generations, the Tsar has been the absolute ruler of / Rasputin societi. It has been this leadership and structure which 
has made the Rasputin Court into one of the most disciplined 
and strongest cn Dark Eden. The Tsar rnaintaiqs his power by 
the judicious use of both fear and reward. Directly beneath him 
in power are his five chosen Obersts, who are loyal to him to 
the point of death. However, this has recently changed. The 
Tsar has been assassinated, quietly and without the knowledge 

1 of anyone other than the assassins themselves - the Obersts. 

- - .  I During the ps,,, .,~,ess with the Jobian Triad, two of 
the Obersts were converted by the Dark Symmetry. They are - 

constant toll and suffering, content owledgo 
least they are safe from the predators In rne Wild Lanas. I ne 
military and those of a more noble ext~ oy greater luxury 
and always venture forth into the outs ~eavi l  y protected 
from the elements in armor and gas n ?se flamboyantly 
dressed noblemen and soldiers are neroes ro the serfs, who 
are constantly told that if they are strong and fortunate enough, 
they may well one day gain such status. However. such things 
rarely occur. To this day, each family provides at least one of 
their offspring. usually the strongest, for conscription into the 
military, in the hopes of attaining that favored status. 

heretics working in the courl, trying to manipulate the otherthree 
rulers for their own ends. While the assassinetion of the Tsar 
allowed them to abandon the peace process and revert to war - 
thus increasing the Obersts' power and influence, it afso 
destabilized the continent aiding the Dark Symmetry's long term 
plans. The Obersts replaced the dead Tsar with an imposter 
whose descendants now rule the land for them. He obeys their 
will under threat of death and, in return, enjoys the decadent 
fruits of his office. 
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The success of Rasputin society has not only attracted ! 
the attentions of their warlike neighbors, but it has afso garnered 

'I 
the favors of the Dark Symmetry, whose presence is  ever 
increasing within the lower echelons of the Raaput~n Court. Dark 
Legion agents are constantly at work corrupting those they can 
against their masters and offering them altoU~er, darker way of I I I 
life, one filled with guaranteed power and status. 

Their proximity to the Dark Soul's Citadel lying deep within 
I 

the Germanic wastes makes them a prime target for its attention. 
,, 

Indeed, the Sons of Rasputin have been the prtmary focus for a I 

few of the Apostles. As the terrible fall of Zurich revealed, the ; --- - .- -- .. - 
powers of the Dark Soill are not to be cavalierly dismissed, nor 
can they be defended agz ns alone. When 

1 
one of Preussiaks proudesi over-ntn by the T ~ R  l!MllYnfl 
Dark Legion, all its inhabita .1 or corrupted to Rasputin soc~ety IS one of the most militaristic of the new 
the Dark Symmetry. There IILLIu V~~~ sts could do, for kingdoms with the possible exception of theTemplars. The five 
the majority of th@ attack occurred from within their own ranks. pnw~rftr l  Ohersts rvle over every aspect of Rasputin life, 

For the last few centuries, the Tsars have been sought maintaining an iron grip on power, as the military has become 
out by those who oppose the Darkness. Brotherhood operatives the most important aspect of Rasputin culture. Having replaced 
now have a permanent place in the Tsar's court and previous t he  Tsar with their own Puppet nrler, they now enjoy the luxuries 
leaders have long been interested in the Brotherhpod's of the Winter Palace and grant dukedoms to a favored few, 
knowledge, not only of the Ereat Darkness, but of those who sending those who oppose them to the front-line or worse, to a 
havegone before, of the Megacorporations dnd the world before Sanatorium. The military itself is split into five branches; each 
the Dying Time. headed by on= of the Obersk. The Rasputins also enjoy the 

While the Tsar has emissaries of the Brotherhood most advanced technology of any tribe at their disposal. 

at his Winter Palace, the Obersts are quite 
matter. Some have allied with the Dark Legion in one 
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"Cities burn, corpses lie ten high In the streets. Foul 
creatures from the deepest pits of Hell  will be spewed forIh 
by dark forces and seek dominion aver all things. My 
children's children will be the Forgotten Ones, They will roam 
the plains and forests of a ruined land, taking what they 
can to survive, They will be vigilant and on guard against all 
those who seek to destroy them, friend and foe alike. They 
will be called the Crescentia, and their nobility will shine for 
ten thousand yea rs..." 

-Taken from the wrifings of the First Prophet. 

The Crescentic are true nomads in every sense of the /I 
ward. Their entire society. replete with diversity and vibrant I!"". .- - - __--= I I  
culture, consists of vast townships trekking the blasted lands of y i o ~ U y h i  arlt places oi s;inc~unry ior !i,ass whc woud 

Eden On the backs Of enormous beasts of burden, mighty follow him. Places were h ~ s  people could hide and live unt~l the 
Ecbpse Mammoths, whose rock hard backs can cam sections dark scythe moved from the land, As his people 1 ived below 
of an entire village across the chaos plains of the Middle East. they to construct the of tunnels and homes 
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Their domain, although they pay little heed to such thai would one day be Pale Womb. 
concepts, stretches from the worn Pyramids of anc~ent Egypt This wise and gi vas referred to only as the First 
to the shadow-haunted catacombs of old Babylon and on to Prophet, and dLlring th the womb", he was granted the 
their capital ominously named The Pale Womb. It. unlike all title of Khan,  is on ly  sul I ,,Ln=J the Prophet's gift of sight, and 
their cities, does not migrate across their lands and serves as while he became Khan, Prophet was passed on to 
the only permanent home they claim, a sacred lair that all their others who did possess the gilt. 
Caravans make pilgrimages to No one could answer the question 
yearly. of why some are born with the 

CrescentIan origins go back "nether sight", but i t  was 
to before the Abandonment to the maintained by the First Prophet 
vrsions of The First Prophet. As the that the Crescentia should be led 
Megacorporations were by )y a single voice. One 
abandoning f arth, one voice was le; tend to the spiritual 
heard to cry out a warning about WE  is people, while the 
our ascent to the heavens. This o t l ~ ~  r l lus~  defend the physical. 
man, whose name is lost to the As the Crescantia emerged 
ages, was plagued by visions of from the labyrinths, the Prophets 
what would be called "the Last directed the Crescentia to fertile 
Days". As flames started to lands where their impressive and 
consume the world and the horrific evolving mental powers tamed 
prophecies came to  pass, and bred the wild beasts they 
thousands flocked to this seer, found in the lands above them. 
whose grim predications were becoming reality. For thirty years, Edipse Mammoths and the Two-Tusk Mastodons soon 
this singular voice warned of the growing toxicity of earth. of became a common element of Crescentian society, rhey 
the betrayal of our star bound brethren, of the of the mnstantly moved to avoid the Black stoms and Blood lightning 
planet in the last days and of the conflagration which would end ravaging the lands of Dark Eden. In time, their nomadic lifestyle 
it all. would become their way of life. 

His visions however, were not only confined to Unlike all the other tribes that seek purchase an 
scenes of destruction, His sight foresaw the rise of the the upper lands of Dark Eden, the Crescentia have no 
Crescentia and in those dreams witnessed his own role real territorial issue. The Pale Womb 1s the nearest 
in their creation. Taking many of "'The Chosen" below 
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of others in their realm, for they do not hold to boundaries. Each village is presided over by a Maraij who organizes 
conflict only occurs when others impose their beliefs On the both the militan, and social aspects of village life. Seven of the 

crescen tia, which rouses them to a most bloody fewor, Maraij from the argest villages form a council, which runs overall 
Additionally, the severe weather and the impossibly powerful Crescentian affairs. The council is ruled by the ~ h a n ,  but his 
native beasts that pervade the old Middle-Eastern area of Dark Power has diminished over the Years to such an extent that he 
~d~~ have contributed more to the ~~~~~~~~i~~~ retative is now merely the voice of the council. Despite this, he remains 

than their own competency and skill, Mest tribes consider the 0"" of the most honored and respected members of Cresc~ntian 

lands of the Crescentia to be cursed and prefer to avoid them society- Indeed+ respect and honor nost important 

attogether. The Crescentla simply site this as values of Crescenti: any disrespect 

proof of their status as Chosen. 19 almost certainly enos in aeafh. 
I ,  -. While each village normally 
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1 possesses a Praphet to serve their 
spiritual needs and maintain their oral 

. - traditions, even the Prophets have a 
Crescentian society is ultimately held ! 

together by their belief in their Prophets and , 
the Canon the First 
Prophet left behind. 
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water and food 
in times of conflict, 
their prayers and 
blessing can inspire 
and aid Crescentian warriors. The mental 
toll of a Prophet' heavy burden 
and leaving man? r catatonic at 
the end of the1 4s such, i 
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Crescentia for their sacrifice and ,. J- > 

offered the greatest comforts and 
: 4 

respect. 

Strangely enough, it is these visions that help 
to give the Crescentia the fulfest knowledge of l fe  

'I 
before the fall of any tribe now present on Dark Eden. " ,  
Their accounts of the past are also the most accurate ', 
of the retellings found, unbiased by g~ 
or ulterior motives. The Crescentia I Dark bias / 
Soul, as well as the Megacorpor~ - .-, - ~ t  are f 
somewhat neutral towards the Brotherhood, as their 
Prophets have foretold of a time when they will be forced 
to fight with them against the Dark SouI. 
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Canon and overseeing ihe lives of his 1 charges. 
Their nomadic nature and the dry 
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barren wastes they an rced 
to travel has made wa able 
asset. They have de! uge 
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Unlike so many other tribes on Dark Eden, 

. ; fie Crescentia have a fairly open door policy 
t .  

when it comes to relations with other tribes, be 
refugees or part of an organized clan. 

ntian villages will greet any who has not 
v )ern in the past (or resembles one who has 

%- they 
Cresce 

wrongeo ~nern) and they are more than willing to tmde 
with anyone. Only the Megacorporations and Dark Legion 
are treated with open hostility. 
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The Crescentia are among the most mlorfully dressed of 
the new tribes, Traces of their Arabian beginnings are still 
apparent in the style of their homes and clothing designs. The 
lower half of their face is always covered by a breathing mask 
when in the open skies of Dark Ed ?laborate cloaks 
covering most of the body protecting n the ravages of 

I 

/ i 
wind and rain. Large shoulder pads a Hy added to their I 

regalla before battle, with blessings tram the Prophets carved i' ' , - I 
_* *:' into the tough hide. I I  .I- *I, - : . :....- -. - I 
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P "The world is plagued by heathens and heretics. 

F The Darkness has almost destroyed the world In fire and 
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F strong, fc !mi@s of mankind are W o n .  For Inen Accorci~ng to scilpture, man must prepare himself for the 
we art. ihe s~ldiera  w x  YUJ and we will survive the fires to holy battle to come, and to accomplish this sacred lask, he 

F spread his Holy Word in the war t~ come." must make himself into an instrument of the righteous, one 
- Inheritor A#mation capable of overcoming the plague-ravaged environment of the 

le surface world. Thus began the Cleansing. 
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When a Jobian child was born, a baptism took place within 
the Church. This baptism involved not only the blessing of the 
child, but severe physical alterations which eventually gave the 

Three tribes, three histones, one religion, one hope. Jobian child the smooth, ~iatureless face for which the lnheritors are 
belief dictates that the wor!d was born in the fires of the renowned. In the years following the operation, the child was 
Armageddon, when the Dark One sent his agents to destroy all trained to fight and pray as an Inheritor, while the scars were 
things. Only the just opposed the Darkness, though they were painfully ground away. When all scars were gone, a second 
not up to the charge placed before them, at least not then. The baphsm took place- the Cleansing- after which the child was 
fires of Armageddon separated the wheat from the chafe. deemed an adult and a full member of the Triad. 

The Inheritors of Job see fife as constant testing, constant The entire process of these Cleansings took years. and 
war. Only by defending their faith can they hope to survive the during this time, genetic manipulations were also performed to 
future requirements of God. The old refigions that exlsted before further augment the faithfut. In the course of only eighteen 
the Fall were recreated for this new generatians, the Inheritor's physical 
world, with disparate doctrines from the transformation was permanently 
past woven into a new code of rules encoded into their genetic makeup and 
and doctrines. Centuries of the Cleansing became more of a 
subterranean existence have skewed symbolic ritual rather than the scarring 
these religions significantly into the physical transformation they originally 
system of beliefs that bind thf 
into the society they a1 There is still the need for 
Separated geographical augmented assistance when an Inheritor 
significant distance, the three la1 y ~ 3 t  is born, for once freed from the womb 
groups or tribes of Inheritors shared this m its umbilical lifeline; the 
new bible and took comfort from the d will need assistance to 
traveling holy men who made the sustain its own life. This assistance takes 
arduous journeys from tribe to tribe the form of a Jeh . This small 
bring news and share the good wo device is strappe back of the 
with their fellow brethren. Inheritor's lower n :onnected to 

lnheritm 
re today 
ly by z 
n* Inr.-.m'. 

ovah Box 
!d to the 
eck and c 
. . 
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Triad Isl ndependa traveling who mechanisms before it reaches the lungs. Aing the box 
reformed and developed the new Joblan religion were Tar more to the beating of their hearts, the JehovaSr Box now has a 
than simple preachers, they were scientists and medical men. permanent and self-sustaining power source. 
and though they found solace and purpose in the hol For those members of other tribes who come to 
book they helped create. One of their most enduring the Inheritors for succor, their mad is difficult. Jobians 
contributions to the modern Inheritor Triad is the genetic 3re particular about who they accept into their faith 
manipulation imposed upon these people by their holy 
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humanity. We are the Templars." was, in real~ty, a Cartel scrence vessel farced to ( ~n 

-Warrior Cavaur the ruins of Paris. Unable to make contact with the tes 
due to the fierce electromagnetic storms and a cr red 
beyond repair, the survivors attempted to create a corpurate 

The Templa=, also known as the Sons of the Temple of outpost in the ruined world. Their teachings were twisted by the 
the Mother Earth, are unrque. Out of all the twisted forms of First Ones, who worshipped them as Gods. The Cartel survivors 
humanity on Dark Eden, alone can survive the corrupted used their technology to alter their own genetic structure and 
world unaided by artificial means. They have not only managed that of their fallowers so they could survive In the increasingly 
to survive in Ihe Hell that is Dark Eden, they flourish in it. The polluted world of Dark Eden, time and generations passed, 
tainted air, the poisoned food; none of it affects the Templars. their descendants thrived and expanded, quickly growing to 
Though the Brotherhood has many theories about this believe that the world was theirs for the taking. It rs a belief that 
invulnerability, the Templars believe themselves to be the is a cornemtone of their Empire, known as the  em Nostm, 
"chosen ones", the result of Supreme and intentional evotUti0n. which, ironically, was the name of the ship that started their 
They staunchly maintain that as Gaia, the Earth Goddess, was mce. 
ravaged and forced to grow harsh to survive, so too did she 
transform the Ternplars to act as here protectors. In fact, one of 
the deepest held truths of the Ternpiars is the belief that the 
atrocit~es inflicted on the planet were finite, and that the planet mfl !!A!u !~mfl!l!m 
has chosen this dark aspect to serve ving gmrrnd for Whrle Templars call themselves the New Humanity, to 
the faithful and as a deterrent for the Ier Betrayers= many they appear to be something less than human. Body hair 

As they've adapted physically t L- - - - was shed generations ago while their 
in this new world, they've taken to calling 

I -. 

hands have developed long, thin razor 
themselves the New Humanity as a sign like-nails and their lungs have grown 
that they are better than the other tribes accustomed to the polluted air of the new 
and those cowards who abandoned the world. 
lands of their birth. Their history tells of a Their apparent inhumanity is 
birth by fire known as The Great Culling, emphasized by eyes that, at Rrst glance, 
when millions died as the Goddess herself appear cofd and dispassionate, almost 
selected the strongest to follow her, ghast-like. due to a thin layer of white 
destroying the weak and treacherous. The skin covering pale rupils. To the 
secret truth unknown to even the Templars outsider, Templ ty itself is 
is that they are descended from those who mystifying. The sed in their 
had nowhere to hide. culture are based on the many old texts touna m the Parisian 

While the forefathers of the other tribes buried themselves ruins and collected in the Notre Dame fortress. 
in vast underground shelters, the First Ones, as Ternplars call Since their evolutionary push, they have continued an 
their ancestors, Were forced to remain On the Surface. Millions accelerated evolution; their senses am acute and 
did die and even those who survived would have eventually tf ack their kin for miles by scent alone, even in the 
perished, if not for outside help. climate of Dark Eden. 

Templar Creation belief tells how the Goddess sent 

f"? 
The Templar belief in their own supremacy has 

angels to bless them. As with all the myths of Dark led them to become one of the most violent of the new 
Eden, the reality is somewhat different. The blazing light . , ;<- --I tribes. They see themselves as the righfful heirs to the 

I 5oa ) \..u-. , . 



nd constantly seek to expand the bounclar~es of Terra 
truaua. The~r crusades have been a brutal success and many 
of the lesser tribes bordering Ternplar land have started to act 
as their vassals. Others try and flee. For the lesser tribes join 
the Ternplar Legions, they do so with the hope of finding a quick 
and honorable death. No servitor tribe believes they cwu td ever 
hope for anything more than the scraps which fall from their 
masters tables, for Templar doctrine is very specific about the 
uses and roles of the Forsaken, a term they use to describe any 
non-Temglar. 

from the 
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d power. 
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These leaders have no titles but are similar to the Dukes used 

A Ternplai farniiy is one d the closest of any to be found 
the Sons Rap puti n. in Dark Eden, their violence only directed at the "lesser" races. 

Their cities are beautiful and vast. white staccato buildings As mentioned previously, the Ternplars hold nothing but 

construt ,ss the pl contempt for the other tribes and even mare hostility to the 
energy I v and win Megacorporations. Only the Brotherhood has had any luck 

Ci lf two huge 
negotiating with them at all, though this is not a success they I 
wouki Consider a striking success. In most cases, it simply 

! ferocious Great Beasts favored by Templars that carry I 1 
means Brotherhood Advisors and Agents were hot butchered ~iprnent irilu bartle. The emblem of the crossed tusks is 
on sight, 

I on to the young when they have made their first kill , 1 
I source of great pride ta all Templar Warriors. 1 - - 
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ids once E 
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TI 3 sfarts frc Jostra, t h ~  uilt on 
the ruin! and stretc gh the Ian mown 
as Spai~ land, and central Eu s vast 
megalopolls also hides a darK secret, for buried deep beneath 
the rubble of the Pere La Chaise Cemetery, is a farbidden place 
of superstition among Templars. Here lies the crashed ship of 
the Cartel, which gave birth to the Ternplar race and inside, the 
prize they were tryrng to take to the Card~nal-a skull of one of 
the four leaders of the old world A skull with 500 digits of thc 
detonation code engraved on to its forehead. 

The Ternplar society is governed by nine Ascended 
Templars. the descendants of the most successful and powerful 
of the First Ones. They act in unison from a remnst-ructed I _--. -__- ._ 

Notre Dame cathedral, rebuilt completely by the 
Ternplars. The Ascended Templars appoint leaders from 

c3-- ------ 
all areas of society and grant them drstricts to govern. -i . 
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Organization and Buying Criteria 

I+= When playfng a Tribes force, a player must decide which specific tribe they wish to play. . H. 

@ 
Tribes Armv 

t- Players fielding a tribe army may only select units from the Tribe they have chosen to play. You may never field forces from 

F more than one tribe, they simply do not get along. 

ff- Normal buying criteria applies to the above choices. Armies must have two grunt units for each support unit, and they must 
have one grunt unit for each elite. As usual, an army may have one individual per squad selected. 

6 

Sons of Rasputin 
Grunt Units 

Soldat Troopers 
Northern Sons 

Elite Units 
Shock Soldats 
Cossack Storm Soldats 

Individuals 
Jaeger Commando 
Cassack Scout 

Cossack Heavy 
Soldat Kommandant 
Cossack Kommandant 
Vicar 

Support 
Schwerwaffer MMG 

Crescen tia 
Gmnt 'Units 

Brotherbound 
Jihad Infantry 

EHte Units 
Khan's Guard 
Lamented 

fndividuals 
Prophet 

supporz 
Mahout Dervish 

Inheritors of Job 
Grunt Units 

Disciples 
Euthanasi 
Fusiliers 

Elite Units 
Corsairs 
Cavaliers 

Individuals 
Cavalier Scout 
Heavy Cavalier 
Patriarch 

support 
Greymourn Mortar 

Ternplar 
Grunt Units 

Horde Troopers 
Gendame Bestal 

Elite Units 
Gendarmes 
Panthera Cavalry 

Individuals 
Sabrebeast Harpooner 
Gendarme Hunter 

Support 
Verounist Stingray 
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SoFdats 
The Soldats make up the bulk of RasputFn 

Military strength. Comprised of former serfs who 
have joined the military to break the chain of 
poverty and strife that is their fate, Soldats receive 
excellent training in the aspects of war and are 
granted superior equipment and resources. In 
return, the Soldat is expected to obey-to fight 
and to die w~thout question. Those Soldats who 
do survive their te rn  of service-a 10-year 
standard--may retire to one of the many factories 

) in one of the larger cities. As merciless as their 
lands, Soldats are a fearsome sight on any 
landscape they appear upon. 

Soldat Trooper 
Grunr Ifwper. r ~ q u ~ f s d  4.12 models moffal 

C c C F w m A C ' m s T U A R ~ ~  
~ R : Y J  1 4 2 1 4 2 2 5  

Equlpment: Fr~tz  S-89 Plslol, Machinenkr~eger Assault 
Rille, Flllsr M a s k  

Spaclal Abilities: Hate: 1 
Special Rulcl: Hates Bolshev~ks. 
Weapon Stare: 

FtHz S.59 Plslol (ballisltcl 
C C P B S R M R L R E B m S 4  
1 3 3  - - a  

Soldat Sgt. 
Gfunf squad leader, requrred I per squad modal 

E ~ ~ v m ~ c v m ~ ~ w A R 5 ? ~  
7 l i 3  1 1 3 1 8 i 2 4  

Equlpmenl: Frilz S-89 Pislot, Rou!s 12 Sholgua wilh 
GL.221 UBGL. Frlter Mask 

Special Ablliifes: Hale: 1, Tactical Sense 
Speclal Rules: Hates Bolshev~ks. 
Weapon Ma 

Ftlil S-89 1 
M: PB 
1 0  

L A W M l S A  
- - B  

Rouls 12 Sholgun (r tm~trrgl  
C C P B S R M R L R E R O M  s4 

. . * See Char! 

GL-221 Under Barrel Grnnade Launchsr (vanable) 
C C P B S I M A L R E f l m  sd 
.. 6 .. . .. SBF. rharl 

HMG Spec 
tau speciahsr o 
m I ,  

:ialist .+ 
plrrqal up to Pper squad, ma/. 

E w n r d K W B M t M S C R  
I 

2 

5 8 4 9 3  i 4 3 1 9 2 2 5  

Equlprnent: Blazer 3700 Heavy Machine Gun. Rlter Mask. 
I 

Special AblltHes: Hate: 1. 1 
Weapon Stats: 

Blaser3100 Heaq Machlne Gun /lraI~I~c] 
IX: FB W r m L R w m s R  
-3 81x3) 21x2) -1 - - 13 - 

Soldat nammen 
Grunt squad spec~al~sl o p l i ~ a l  up lo 1 persquad mmd. 

E E F w ~ K W S T W ~ s ? I T  
fi 4 .I 9 3  1 . 1  3 1 9 2 2 3  

EquIpmenr: Yulean Flamethrower, Filter Mask. 
Spmial AbillHes: Hate: 1 
Weapon Stats: 

Soldat n 
Grunt squad spenalM optimal up to I per squad, moflal 

Q E RV LQ K VL@ 9 ?*W !Fi g E 
6 R . ! T G S I  I l B : 2 5  

Eqvlpment: Veslot SMG, F~ker Mask. Battle Standard. 

Special AblllZles: Hate: 1. Inspiration: 3. 

Wealon Stats: 
Vssbt SMG (ballistic) 
oc w s ~ I R E R B I s 4  
-1 1 1x2) 2 1xaj !h - - 9 - 

Northern Sons 
Life on Dark Eden is harsh, without 

question. Most Megacorporate troopers would be 
hart pressed to last a even few days there. Even 
among the technologjcally advanced Rasputin 
Court, there are daily trials and dangers. This is 
the realify of Ede on Dark Eden. 

Unllke the rest of the Rasputir army, which 
is drawn from every fabric of their society, the 
Northern Sons are actively recruited from the 
numerous Brigand Clans of the Northern Wastes. 
Or, they are comprised of individuals, whose skill 
at killing borders on pleasure, earning them a 
bloody reputation. Those bandits caught raiding 
Rasputin lands are brought before the Oberst, 
and given a choice. Either the bandit can suffer a 
slow, torturous death for the amusement of the 
Catrrt, or they can be put through thc Trial of 
Blood. Successfully surviving this arduous trial 
gives the bandit the right to join the ranks of the 
Northern Sons and serve the Rasputin people in 
their needs. 

As a Northern Son, he receives extensive 
training in the arts or war, further honing their 
natural abilities and knowledge From their former 
time as desperados. To keep the farmer brigand 
loyal and content, they are treated with respect 



by the military, are well paid and given Ihe option ate devised by the~r clever sc~ent~sts, tills rs not 
the case. The chemicals actually are gathered 
from pools found in their southern territory in deep 
aquifers as well as the refined wastes produced 
by Rasputrn Industry. 

Like an unavoidable hurricane. Shock 
SoZdats move across the battlefield with surprising 
maneuverability. This adds to their dreadful 
reputation for they show no mercy to their targets 
or in their tactics. 

to earn whatever they may des l re  at the moment, 
from women to wine and everything in between, 
at the successful 
Additionally, the Nl 

completic 
xthern So 
31 explosi\ 
----A -4- 

In of their missions. 
ns are implanted with 

a small sub-dem; re chip which can be 
detonated by conlrrldllu srro~ld a soldier fail to 
perform his duties. 

While the Northern Sons seem to have a 
bet€er life then they did in their larcenous past, 
the facts are quite transitory. After a member of 
the Northern Sons has served his term, during 
which time he has amassed both luxuries and 
wealth, he is retired to one of the Oberst's capitals. 
This retirement, generally a great celebration sees 

Shock Soldat 
Eh?e rmoper. requ~red 3-6 mod&. rmlal 

OC UI K !N 
8 11 3 1 

Equipn :SS-100 Chel 

PR 9. 
20 2 

, Filter Mask. the successful survivors quite intoxicated and 
happy, Under cover of night the inebriated 
Northern Sons are whisked off to share a dire 
fate, their possessions re-circulated into the courts 
of the Oberst. 

mica1 Sprayer 
Special MWIIVCS. Ambush. 
Weapon Sfats: 

CSS-100 Chemical Sprayer (wvimnmwlalJ 
C C W S 1 h U L R W C P A  SP, 
. . . . -  . 8 SoeChan In combat Northern Sons are canny 

opponents, using guile ar 31 

measure. They excel at srn~ ~3 
the stealthy- tools of their fc .s 
cunning infiltrators, Northern Sons tavor close 

~d brutalH 
!ak attack: 

:y in equ; 
; and usin 

lrmer profr 

range combat, where their skills as gunf~ghters 
and thugs can easily overcome less experienced 
adversaries. 

Cossacks 
If there was a unit d Rasputin soldiers more 

feared than their Cossacks, it has yet to be seen. 
The Cossack makes up the butk of Rasputin 
Cavalry, and charge powerfully rnto battle on the 
backs of ferocious Rivetbulls. The Eastern Shard 
Fields of the Rasputin domain is the natural 
breeding grwnd for these evolved creatures that 
are both even-tempered and fearless. For 
generations, the Rasputins have tried to 
domesticate thl rres, and only in the last 
few hundred we they managed to 
accomplish this. 

ts thunder into battle, sabers 
blaz11 ieir Heisspurger's unleashing a 
telen 3f bullets into their enemies. Their 
rnourlls pttabn as well, with their infamous ram 
attacks. 

39. Bear 

Nomern Sons 
Gmnr imper, rquirm 412 models, morfel 
E K W L P C  
i 9 0 2 Z 

Equlpmer ols, Filter Mask. 

m w ,  
1 3 : 

Machine Pisl 11 Heisspurger 

Special A ~ J I I I ~ G ~ .  , , ,~ ,~trato,  

Waapon Statr: 
Dual Hsespurger Mach~ne Pisro9 (h~llrstkl 
a: w w tm ~9 m m 9 
1 1 lI2! :I - 12 [xO) - 

Ise creatc 
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tless hail I 
.+- n + + n n t r  

Shock Soldats 
The Shock Sotdats are a true weapon of 

terror in the Rasputin Courts. Strong, powerful 
and seemingly relentless, these staunch warriors 
are largely drawn from Oberst Ivanko's industrial 
kingdom. This is a domain choking with 
pollutants, being that lvanko has one of the largest 
stretches of factories in the Rasputin territories, 
and his forces heavily use these 'toxins in their 
arsenals. 

Shock Soldats are used to both decimate 
and demoralize the enemy at the front line. Using 
the CSS 100 Chemical Sprayer, the Shock 
Soldats unleash a poisonous mixture of chemicals 
and pollutants over their enemies, choking and 
searing, burning and killing as the toxic materials 
spew forth. While it is a commonly held belief 
that the chemicals released by the Shock Soldats 

Cossacks 
EMe /moper, r~qvired2S mod&, mrlal 

C C F C R L D K W S U M S R  
R 8 '1 1 1 3  3 5 2 1 - 5 0  

Equipment: Heisspurger Machine Pistol, Saber of the Sons, 
Filter Mask. 

Spectal bbilitios: Ferocity, Deadshot. 
Speclal Rules: May use the ST of the mounl lor determining 

damage dunng charges 
Weapon Slats: 

Hempurger Machtm Pistol lbaf11slrcl 
Q: w = h a L R w T U  SP. 
1 2 (a 0 4 - - 3 SeeChad 

Saber of the Sons ( & $ h ' i  
E W W L R L R L R  ER % 
2 . .  . . g - 5 -  



Cossack i 
ed 1 per Ccssz 
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Rivet Bull 3east 
Mount. requrr ck. beast. 

~ ~ ~ ~ r n ~ n w r n ~ ~ m a ~  
5 - - - 3 - 8 4 - 5 .  

Speclel Abllltles: Nalural Attack (12), Predator Senses: 4. 
t. Malural attack Is a ram. Being native to Dark -- Eden, these beasts have a natural eflective 

survival training of level 1. 

I Jaeger Commandos 
The Jaeger Commandos are assembled 

from Oberst Stryker's domain and utilizes some 
*r> 
!- of the pre-Fall technology that Stryker's ancestors 

__I - brought with them from their Vault. Their Vulture 
I Anti-Gravity Harnesses use advanced electro- 

) I  1 magnetic technoloav to k e e ~  its wearer aloft. 
allowing it to hover over the battlefield with yea; 
precision.. The: harness gives these fearless 

, soldiers amazing tactical flexibiiity as they can 
perform lighting assaults over any terrain and 
relocate before the enemy has a chance to 
properly retaliate. 

Jaeger Commandos often circle above the 
battlefield, looking like great vultures. until they 

-- 1 select their prey, 

Jaegar Commando 

-- C c F E R V m ~ W B w m B R  

F Slrork Snlrlnr Irlhi~*irr F 9 -* 11 3 2 4 5 2 0 5 3 7  I Equlpment: Yedof SMG wlh  GL-221 UBGL. F!er Mash. 

7 Vulture Anti-Grav~ty Harness. 
Special Abllltles: Reconnaissance Tra~ning, Tadical Sense. 
Weapon Sbts: 

Vesbt SMG (baltlstic) 
0; !a si h A V I W I M %  
-1 I ( ~ 2 )  2 (~2) a . . 9 . 

GL-221 Under Barrel Gmade Launcher I v a W e )  
~ : w s I P , R ~ R ~ ~ ~  3 
- 0 0  - . . . . .  - See Chari 

I I Cossack Scouts 

Q 
The fastest and most docile of the 

<. i Rivetbulls are reserved for the Scout whose main 
' purpose is to locate enemy forces and report their 

positions back to their commanders. Scouts also 
servp annther role in the Tsar's army, that of 
assassin. By moving swiftly ahead of their main 
force and uslng the feared SIG 21 Sniper Rifle, 
these mobile terminators are adroit a1 killing their 
opponents from a distance, often causing chaos 
in the enemy's ranks in advance of their own 
forces arrival.. 

Cossack Scout 
lmci~dual trooper. Irrn11 we per Cossmk sqrmd, mofla!. 

c c ~ ~ m t c R 5 s T R ~ r n ~ E  
9 4 1 1 3 3 5 2 C - 5 7  

Eqtllpment: Saber of the Sons, S1g2l Sniper R~fle, Fllter 
Mask. 

Speetal bbillties: Reconnaissance Training. 
Specla1 Rules: May use the ST of the mount for determining 

damage during charges 
Weapon !3ak 

of lhe Sons (sl, 

W 5R 
Saber 3shiry) 
[r: I V R L R W  m $9 
2 - - - ST45 . 

Srg21 ~ I I L ~ O ~  ~ I I W  ~ud/l*iShC) 
E W 9 7 W r n W M  34 
.fi 4 .2 1 7 : : 4  See CCad 

Rivet Bull Smut Beast 
Mwnt, required 1 per Scaul, bgaast. 

~ R 2 P A ' l a ! c ~ w T w m ~ ~  
: . . .  ; . 7 i . 3 .  

Special kbllltles: Natr~ral Attaclr (la), Predator Senses: 6. 
Specfal Rules: Natural attack is a tam. Be ng natlve lo Dark 

Eden, lhese beasts have a natural effect~ve 
survival t ~ i n ~ n g  of level 1, 

Cossack Storm Soldats 
Mounted on heavy Cossack Beasts which 

carry the heavy Max~m twin machine guns on its 
back, the Cossack Storm Soldats are the pride of 
the Cossack Brigades. Highly trained Soldat 
Troopers, Storm Soldats produce a deadly and 
frightening barrage of fire, frequeqtly providing 
covering fire for their fellow soldiers to storm the 
battlefield. 

The Storm Suldat represevs the [deal 
warrior in Rasputin society. both strong and 
capable, as well as quite feared. They have 
earned their position by promotion from success 
in the Cossack Brigades and they are quite proud 
and effective fighters. While all Cossacks are 
lavished with honors, the Storm Soldat is perhaps 
the most lauded. 

In Rasputin circles there is a saying, "the 
Storm Saldat is touched by the Black Wind, and 
where he rides death and pain inevitably follows. 
Do not try and run, you would have h~!tter l uck  
outrunning the wind." This comes from an 
atmospheric event common to the steppes of the 
Tsar. The Black Wind arrives wit7 only a low 
rumbling to herard its arrival and when it passes; 
its gale force winds scatter acidic desris into razor 
fine cutting tools. Should you be caught outside 
when it arrives, one's survival rate is law, even 
for the thick hides of the Rasputin people. 



Cossack Kommandan! 
Indiv,dual squad krW oflsccr an!/ me per Cmwck squad, rnnrlal. 

E K W l D E N U S T W F R S R  
1 0 2  , 7 2 3  3 a ? O 2 3  

Equipment: Heisspurger Machine Pistol. Saber of the Sons. 
Filter Mask 

Cassaclc Storm Sold& 
Indil,,dua! I ~ P P :  ltm11 MP pel CCPSSaCk squad, morfal 

E f E P , V D K M Q g t W f i R S ? K  
B ~ I I ~ ~ - Z : - S {  

EquIprnent: Twin Maxim Lght Machine Guns. Filter Mask. 
Speclal AblllBes: Tactical Sense. 

Speclal Ablllties: Ferocily, Tact~cal Sense, Unit Commander Speclal Rules: May use the ST of the mount fordetem~nlng 
damage durtng charges Special Rules: May command Cmsacl~. May use the ST of 

Ihe mount tor determining damage dur~ng 
charges. 

W e a p ~ n  Stats: 
Twin Maxrm bghl Machine Fun$ (8allktk) 
cc e ~ L F I E R ~ S  
-i l ( y 3 )  14x2) 0 - - 13 - 

Weapon Stals: 

Rivet Bull Cossack Beast 
hlol~nt, recjv~red I per Heavy Sddaf, h s l .  

E F C F W L O K W ! T W # ! 7 5 ! ! X  
6 . - - 3 . 8 4 - 3 -  

Specla! AblFibes: Natural Attack (12), Predator Senses: 4. 

Saber of the Sons {slashing) 
C C w w m L R W  ml a 
2 . -  - - STtS - 

Speclaf Rules: Natural attack is a ram. Being native to Dafi 
Eden, these beasts have a nalural eflecllve 
survival training of level 1. 

Two Headed Cossack Beast 
Mount, reqwrred 1 per K~mmand~n!. beast 
c c ~ w ~ ~ w r n w m s z ~  
p . . . 3 . i j . 3 .  

Special Abilities: Natural Attack (lo), Predator Senses: 6 
Spectal Rules: Watural altack is a ram. Being native to Dark 

Eden, lhese bessts have a natural eiledjva 
survival tratning of level 1. 

Soldat Kommandant 
Those born of minor nobility are granted 

the right to wear the plume of a Kommandant 
and given the task of leadership over a battle 
group. They take to this with great pride and, in 
most cases, great competency. Like most leaders 
from Dark Eden, Komrnandants are in the thick 
of the fighting, executing the orders of the Vicar 
and maintaining the discipline of the Soldats. 

Vicar 
Leading the ground forces of the Tsar's 

Armies are the Vicars, combat veterans of noble 
birth who have proven themselves time and again 
on the field of battle. The highest asp~ration for a 
Vicar is that he may earn an appointment to the 
Oberests. To this end, the Vrcars are quite careful 
to nurture the goodwill and loyalty of the men 
under their command, for ultimately, the Obersts 
power is derived from the men they lead. 

Upon reaching proper age, the sons of 
noble blood are enrolled Into the officer corps ef 
the Rasputin culture, known as the Order of the 
Sabre. There they learn the skills of war, 
leadership and society so that they can lead on 
the battlefield and in the Court. Many Vicars 
eventually withdraw from society, choosing the 
company of the fight~ng men who have shared 
the same horrors-for the blood in a Vicar's veins 
may be blue, but the blood on their saber is red. 

Soldat Kommandant 
Indfwdualsqum' Imked oftier, Vmtt non per Sol&! squad, morlal. 

~ F G F w L ! 3 K ~ l ~ S r L ! / ~ S ~  
A 12 , i  a ,  3 2 3 0  

Equipment: H~~sspurger Machine Pistol, Fllter Mask. 
Spectal Abllliies: Taclical Sense, Unil Commander. 

Speclal Rules: May command Soldat Troopers and Shock 
Soldats 

Weepon Stats: 

Viwr 
Ind~vrdual general officer, Rmtf orre per a n y ,  mwfal. 

E E P N L D k C W S T ? u W R B K  
10 8 4 15 3 3 5 3 21 2 45 

Equipment: Fna S-09 Pistol, Saber ol the Sons. 
Filter Mask. 

Special hbillties: Di i~s~on Commander, Flrst Strike, 
Secondary Attack. 

Weapon Stats: 

Cossack Komrnandants 
Highly decorated and experienced 

combatants, the Kommandant are career soldiers. 
Leadrng Cossack Brigades for their Obersts, the 
Kornrnandant is a frequent visage in all Oberst 
Courts, called upon not just for their combat 
ability, but also for their simple wisdom, a clanty 
of purpose drawn from the daily rendezvous they 
have with death and pain. 

Saber 01 lhe Sons (s&MngJ 
E W s r M I L R R  m S9 
2 - - . - S T t 5 -  



SUPPORT 

Soldat Schwerwaffe 
The Scwerwaffe is a one-man artillery piece, capable of downing infantry formations in record 

time. Trained in the use of heavy mounted weapons, the Schwemaffe is the heaviest caliber weapon 
designed by the Rasputin Court. It is usually positioned just behind the front fine of a Rasputin 
assault to chew into the ranks of the enemy. 

While not as large as some of the beast-laden weaponry available to the Sons of Rasputin, the 
Schwerwaffe is ultimately more portable and easily reIocated upon the battkfield, enabling it to 
properly and effectively provide both cover fire and heavy weapon support for the forces of the Tsar. 

Schwewaffer MMG 
Support unil requfrsd I d l ,  assmtedammeot. 

E ~ P N L D ~ ~ 5 r W # t ? Z F c  
. . . - 3 - - 2 - 2 3 8  

Equipment: Schwerwaffe Mounted HMG. 
Weapon Stats: 

Schwerwafte Mounted HMG {baflkiic) 
CC W 91 R LR m m s s  

0 ( ~ 2 )  3 1x3) 0 1x21 -1 (~2) 13 - 

S c h w e m r  Gunner 
Supporl trooper, required I psr squad mortal. 

E R F w r n f  W T W R S W  
7 9 4 1 0 3 2 4 2 1 - -  

Equipment: Frih S-89 Pistol. Filter Mask. 
Speclal Abilities: Tactical Sense. 

,do 'q  Weapon Sbts: 

Shock Seldats operate best in groups of three to five, moving 
through a battle-field in a deadly V-shape with one leading at point 
and the others behind. Their favored weapon is their large CSS-100 
chemical weapons which they spray over the enemy, killing them the 
moment the deadly toxins touch their skin. 



Brotherbound 
The Brotherbound are warriors trained to 

fight together since their birth. Paired with the 
other children in their groups, each warrior is the 
battle brother ofthe other, having spent their entire 
lives away from their birth parents in the company 
of the Crescentic isters, the military 
instructors of their 

In battle, t with zeal and a 
cooperation born f ~ u r ~ ~  rrlls practice, with scores 
of Brotherbound assaulting larger t t 
infantry farces or mobile armor/caval~ 
Brotherbound Squads are like the sanosrorrns 
prevalent in the south western regions of Eurasia, 
smaller forces whose combined efforts tear away 
at whatever they come across and leave only 
destructron in their wake. 

In Warm; 
Caravan. 
hey fighl 

.LC- - 
oes, be il 
y targets 

, . , 

e Brothehund 
Gnrnt trooper. requfred 4-12 models, mortal 

P C C R C P # l D P C W S T h W P R S ? # :  Martyr ' i' '' ' l a  G r ~ ~ l f s q ~ t l d s p c i a l f s f ,  lrpifonal up 10 Ipwsqvad, morlal 

P Equrpment: HolyCamagerPo[earm,HolylnfurlatorAssault AC #: sr g 
Rifle, k m a t  Sull. 7 i d 1 0 3  1 5 4 1 7 2 1 7  

t- V ats: Equlpment: Crescent Detonator Pack, Hazmat Suit. Y eapan St 
Holy Cam 

[X: P 
0 - 

agsr Poteann (slashing, rack: 
B S ( r m t R € R  

4 
CEA 

2 T ~ 7  See Chan 
Holy tnlurrator Assaub RHh (hntsficl 

c m 4 l m L R w a M w  
4 -2 0 1 -3 - 10 - 

Jihad Infantry 
The Jihad Infantry brutally Ted assaults on 

enemy encampments and formations. seeing 
their foes as Infidels that need to be destroyed 
utterly. When riled into bat€tttle frenzy, the Jihad 
Infant y is a dizzying sight to behold, relentless, 
fearless, and seemingly immune to pain. 

Brotherbound Sergeant 
Gmnl squad leader, roquiFed 1 per squad, morfal. 

Equfpment: Eclipsian Marrowpiercer Sword, Spirlt Caster 
SMG with GL-221 UBGL, Hazmat Suit. 

Special Abilitles: Tact~cal Sense 
Weapon Stats: 

I re aggressive warriors 
of the I ed by a religious fervor 
that rr ?ly hard to break. the 
Jihad Intantry makes a good spearhead for any 
War Party offensive. 

m the mo 
nd bolster 
n incredit 

Ecllpshn Marrowp~emr Sword fsfashrogj 
C C W I A P , ~ , ' F [ E R  fR !# 
0 . .  . .  . g d j .  

Splnt Caster SMG (baflrsk) 
CC W W I G R W  S4 
-1 2 

GL-221 UI 
OC F - "  3 t u  LC-- 

Jihad Infantry 
Gmnt Imoper, required 4- 12 models, mMa1. 

/q 1 1x21 
idsr Barrel Grel 
8 9 1 W  
> ,, 

Equlpment: Alabaster Glassgun, Eclips~an Mamwiercer 
Sword, H m a t  Suit. 

Speclal Abilities: Resolve: 1. 

Weapon Ststs: 

Brotherbound HMG Specialist 
Gnml squad spectaltst, opfmal up ro 2 prsguad, mwtal. 

~ ~ ! w D K w s T w ~ s ! ~  
8 7 1 9 3 1 d 3 1 8 2 2 3  

Equlpment: Leaden Flarer Heavy Machine Gun, Hazmat 
Suit. 

Aiabaster Glassgun (rending) 
C C w S I m I A Q E R w  S9 
. . . . .  - R SeeChan 

Eflpslan Marmwpiercer Sword (skhhg) 
a: w w m m w  m a  

O (x2) . - - - STtfj - Lmden Flarer Hwxq Machine Gun (balktic) 
m W s I b R L R w m $ 9  
-3 3 ( ~ 3 )  1lQ)  -2 - - 13 - 



Martyr 
Grt~rr: squad 
CC PC 
7 7 

I 
Khan's Guard 

The Khan's Guard is the elite sordiery of 
the Crescentian peoples. Trained from birth in all 
forms of combat and ways of warfare. the Khan's 

- -. Guard is a truly deadTy foe. They are sent by the 

through their superior martial prowess. Most of 
the warrior training that occurs in a Caravan is 
conducted by the Khan's Guard, who are as much 
teacher as warrior. 

I 9p;?- ) r -- - \ 
--, -- , -  

- 

I 
Khan's Guard 
Eftl,le lrwpe' requ1red4-8 d e k ,  modal. 

m ~ w L D f c m ! T ~ # s T ~  
1 0 7  .? 1 2 3  1 5  2 2 3 2 2 3  

P N m l l C ~ S l h W P A S s C :  
4 10 3 t 5 4 17 2 17 

Equipment: Crescent Detonator Pack, Hazmat Sull. 

Equipment: Ecl~pslan Martowpiercer Sword. Veracltor 
Prstol, Harmat Suit. 

-'I Special Abilities: Secmdary Attack. 

men fed 

- I Weapon StaZs: 

1 Ed~pslan Marrowpisrcsr Sword {slashlngj 
dm T * , - ~ - ~ ; R ,  ?P" a w w m v r w  m n 

.4 , . O(X2)  - - - - STt6 - 
F--,p"- Varaaror Plslol (Mlslicj I c C W S l h F f t R W @ J S s  

I] 1 1 7 J 1 3 3  1 5 3 2 0 2 2 6  

Equlpment: Holy Carnsner Polearm, Veracitor Plstol. 

- - - - 
I --I 

1 /-- 1 Speclal Abllltles: Secondary Attack. Tacfical Sertse. 

C 1 2 0 . - - 8 -  

Khan's Guard Sergeant 
Elrle squad leader, rqurred 1 per squad. mortal 

C C F 1 : w L D P C w s r w M ~ m  

Holy Camager Poleam (slashing, radrarrl) 
C C m 9 1 m L R w m  sr\ 
0 - . . - ST-: See Chan 

Veractfor Pistol (ballrstkcj 
l a : w w m L R w t M s 4  
0 2 r 3 - . -  e .  

Khan's Guard HIVFG Specialist 
Eh!e squad speoalkf, oplionaf rtp lo 3 per s ~ d ,  modal 

9 F i 12 3 i 5 S 2 ? 2 3 0  

Equfpment; Creator Blade, Leaden Rarer Hsawy Machine 
Gun, Hazmat Suit. 

Weapon Stata: 

O C P B S R ~ ~ L R W  M A 
2 . . . .  - S T 4  - 

Leaden flarer Hea y Mach~na Gun (balfHlcJ 
E !a 9 t m l R m - I X 1 S 4  
-1 3 ( ~ 3 )  1 t xa )  .2 - - i s  . 

The Lamented 
The Crescentian people's exposure b the 

mysterious Pyramids has endowed many of them 
with a bit of paranormal abilities, specifically 
ckirvoyance. The Lamented are j ~ s t  one aspect 
of this phenomenon in the fact that they have all 
wilnessed their own deaths. Once one of these 
visions occurs, the Crescentian goes to the 
Caravan's Prophets and undergoes the ceremony 
that pronounces them as being Lamented. From 
there, the newly baptized Lamenred leaves the 
Caravan to seek out his death, free from family, 
rasponsibility, and fear. 

Often, bands of Lamented j ~ i n  together in I 

the Wastelands, bound by the same vision and 
becoming brothers in death. When one of these '1 

bands jo~ns the field of battte, it is with certain 
knowledge that they will be meeting the end that 
day. The certaln knowledge of the Lamented's fate 
has left them with an internal peg.ce that allows 
little fear to touch the warrior's heart. 

The Lamented warriors fight with I 
unparalleled coolness, rarely turning from their 
destiny by running or retreating. They act with 
certain knowledge of the outcomc which makes 
them incredibly dangerous enemies --ones far t 

whom death holds no more terror. 

The Lamented 
Ell!? Imwer, reqwrerl4-8 W e b .  m O b l .  

E E F W L D K V D B W A Q S R  
7 9 5 1 2 3 1 5 2 2 0 2 2 5  

Equipment: Carcass Light Machine Gun, Hatmat Suit. 
Spsclal dbllllis: Resolve: 1 .  1 

Spsdal Rules: Lamented are not subjectto issues 07 moral. 
Weapon Stats: , 

Carcass Ught MachlneEun ( ~ a I l I s I ~ J  
CT: W SR P R I B ! B M S A  
-3 3 (x3j 1 1r2) 0 - - T O  - 

Martyr , 
E l k  sguadsp&/ist, cplimalup lo Zpersqusd, mula /  

E E ! % L D K V 0 3 M i M S ! R  ! 

7 7 C 1 0 3  1 5 d 1 7 ? l i  

Equlprnent: Crescent Detonator Pack. Hazrnat Suil. 
I 

~ a r f y r s  71 
Martyrs are individuals who have been found girilty of 

some crime by the Caravan's Prophets. Usually thecr~ms 
is something that affects the Caravan as a whole: therefom, 
the only way tor the criminal to atone IS to sacnfrce his life 
for Ihe betterment of the Caravan. After a 3-day rltual of 

veh~mence in his path of righteous self-destruction. 



For how l o n g  this lasted 13 unrecorded, only that 
the beast brought the Prophet to an oasis, with 
drinkable water and edible mushrooms. 

Prophet 
Crescentian society is held together by their 

belief in the Prophets. Their highly attuned and 
accurate gift of Sight is the lynchpin to the 
Crescentian survival on Dark Eden, and in times 
of conflict, the visions that the Prophets receive 
gives the War Party an immense edge in tactical 
planning and reaction. 

Each Caravan has a small council of 
Prophets who specialize in certain aspects of 
Crescentian society. Some Prophets focus on the 
finding of water while others act as judges and 
truth-f~nders. The largest group of the council is 
the Prophets that deal with the forming and 
leading of the Caravan's War Party. These 
individuals focus their Sight on the enemy and 
their plans, giving the War Party an accurate 
barometer of the danger that they will face. on the 
field of battle to come. 

During a conflict, the Prophet uses the Sight 
to gauge the enemy, finding potential weaknesses 
and exploit the possible futures to benefit the War 
Party. They are cagey fighters in their own right, 
but the Prophet's greatest assets are the Sight 
and the morale that they instill in the War Party's 
fighters. 

After regaining his strengt!~, the Prophet 
regarded the animal, a beast he had not seen 
before in the long travels of his caravan. As he 
approached the beast, hs was bombarded with 
images of Crescentian w; reat 
beasts into battle again The 
visions shook him to his k~ ead 
cleared, he was staring into the eyes ot thls calm 

~rriors ridir 
1st their E 

Tees and i 

ig  these g 
knernies. 
vhen his h . .~ 

behemoth. Naming him "Urox", the Prophet rode 1, - 
him back to the rest of his caravan. Since that 
time, Urox are consrdered to be sacred animals, 
capabie of functioning as beasts of burden or r 
ferocious battle mounts. 11 

U ~ O X  are not as common as other beasts [ - - 
in the blighted Middle East, but they travel in small 
herds, herds sought after and prized by the 

I 

Crescentia. While the Crescentia treats all beasts I 

with respect, the Urnx is regarded wtth an almost - . . . . 
mystical awe. In the vernacular of the 1 L Grescentian, Urox translates as "Blessed by God", 

" 

and they are afforded to warriors who have proven 
tliemselves in countless Rattles and who have 
passed the Ritual of Choosing with these noble 
beasts. 

Mahout Deruish 
S~glporl unrl, requ~red One mode!, ~nortal. 

E K ! W l . D E W ~ W M S T E  
7 1 0 6 1 2 2 3 - 2 2 - 5 9  

Equlpment: Leaden Flarer Heavy Machine Gun, Hazmat 
Suit, 

Speclal Abllfties: Resolve: 2. 
Weapon Stats: 

Leaden FLarer Heavy Mach~ns Gun (bal l~ tk~ 
Cr: m 9 A a L R B 1 W s a  
3 3fx3) 11x2) -2 - - 13 - 

Prophet 
Indiwdualgeneral dfloer, lrmil orre per squad, mortal channeter. 

E E R ' i l D K W S T ? 8 r i R ~ ~  
6 8 1 3 1 4  3 3 5 2 0 2 5 3  

Equlpment: Stafl ot the Prophet, Veracitor P~slol. 
Hazmat Sulr. 

Spedal Ablllties: Channel, Resolve: 3, Secondary Attack. 
Speclal Rules: May select two powers of Prophesy. 

Weapon Stats: 
Stafi of ths Propttel /mnu^usslve) 

a : W W t , w L S W  m .?A 
u . . .  - ST+; See Chart 

Veractor P~to l (ballislic) 
E W 9 2 I K t t R W r n S 4  
u ? n - - -  a .  

Umx Steed 
Mount, rqared me per O e ~ k h ,  beat 

m ~ w l D K v D s t w m ~ ! x  
1 o . - . . . g 6 - 3 -  

Speclal Abilities: Mduml Attack {12), Predator Senses: 6. 
Speclal Rules: Natural attack is tusk and horns. Being native 

to Dark Eden, these beasts have a nalural 
effective survival trarning of level 2. 

Mahout Dervish 
Centuries ago, a lone Prophet, the survivor 

of a brutal attack by Ternplars wandered feverishly 
into the scorched earth. Weary and near death, 
the Prophet whispered his final prayers and 
collapsed into the jagged ground. In his 
subsequent delirium, the Prophet found himself 
dragged by a great horned beast, which in spite 
of its obvious power and size, dragged him gently. 

--.\. f -- I . ,  ! 



4 .. a 7 - 7 - -  
''A ,. .. : . ,< .,k '. -J 

, - 
- , 

, , : . ,-- 

kr Sgt. 

b 

I 
\ 

8 8 

t 

-* 
'ilb -- - 

I ' , .  \ 

: b ~ a ' . .  . - - -  . * .: I 
I > q i r  : 

I 1 :  , , .+ I  
I 

4 - 
-0  I *' *> I 

Fusiliers 

I ; ,  C ' 
, "-' 
I 

i .-T r; I .  

. I 

When we thlnk about war, we picture 
explosions and screams, the enraged charge of 
an offensive and the disheartened wails of the 
broken. As terrifying as these images are, they 
are nothing compared to the juxtaposition of death 
and arlence that is the Fusiliers. There is 

Ing disturbingly wror enemy that 
no sound in battle ,e weapons 
ally as silent. The m les with the 

p,JGl I IUZSS of it all. Fusiliers un~uecsldnd this and 
they use it to deadly advantage, especially on off 

I 

somethi 
makes 
are equ 
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- -  * I  

The Disciples of a Jobian Crusade are the 
civilian members of each Clan. When the call of 
arms goes out, each able bodied man and woman 
puts down the tools of his everyday trade and 
picks up his tools of devotion, a pair of 
Geminilasher Shot Pistols, 

As a group, the Disciples are an eerie sight, 
moving across the battlefields in complete 
sllence, only the cries of the~r enemies mark their 

. * .  .: 

S T W R R S P C  
1 r 17 2 16 

Equlpment: Gemlnllasher Shot Pistol, Jehovah Box. 
Spe~iaT Abllltles: Keen Eyes. 

Gmin~tashor Shot P6tol (mdng) 
C C w w h F f t R w m  Sp, 

" .  - 8 See Cbarl 

lw mqwred I persquad mortal. 
W L D K H D B W r n L R  
4 + l Q  1 1  4 1 7 2 2 1  -- Equurnnc~n. Gem~nilasher Shot Plstol wdh GL-221 UBGL, 

S~ckle of S o w ,  Jehovah Box. 
S es: Keen kyes, Tactical Sense. 

8 fi 
I 

,Ll,lllll-EF., Shd. Plst0l (ding) 
m w S ( h m L A w m  FA 

! - - - - - - 8 SeeCllart 
I GL-221 Under BarrelGrs~de Launcher [vanable) 

E ! a ! a k F I L R W ! T J  S4 
- o ~ . - - + . .  See Chn  

Sdle 01 Smrcw (slahng) 

1 C C P a 9 1 m t R w  
it G - ST+5 See Cllan 
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Trained veterans of past Crusades the 
Fusiliers receive instruct~on in the arts of stealth 
and infiltration, becoming the professional 
solaiers of tha Jobian I(ins. As dedicated as they 
are to their faith, they are equally as committed 
to their craft. Training constantly, their skills at 
hunting and battle are important to the Kin's 
survival. Fusiliers use both their potent faith and 
their valuable war experience in battle, making 
them a force to be reckoned with. 

Fusiliers 
Grunt t m r .  mqu1redd-8 models, mrlnl 

W C D P C W  
5 1: 3 1 

t: Infernal Breath M 
SpecFal AblliUes: Inliltrate. 

Jehovah Box 

Weapon Stats: 
Infmal Breath Mach~ne hstol Cllslic) 

(X: !% 9 1 h a L A w m S A  
0 2 (~2) : - - - 10 - 

Fusiliw Sgt I 

Ermr squad Cadef, reqmred I per squad, mnal 
i 

P P P # I D K D B W M S R  
9 9 5 1 7 3  1 5 4 1 8 2 5  

Equlpment: Flst of Judah, Marlyl's Nail Pistol with 
GL-221 UBGL, Jehovah Box. 

Spectat Ablllties: Infiltrate, Tactical Sense. 
Weapon Si&: 

Flm of JwlaR (slashing, wdlng)  
a : P A 9 1 h R L R W  S9 
3 - . . - ST-6 See Chan 

GL-221 Under Barrel Grenade Launcher (vahhleJ 
a : W 4 1 1 U A L R W W  FA 
- 0 0 - -. .. -- &Chart 

Eufhanasi .' 
The weak and the sick that have suffered 

long and can no longer contribute to the Kin often 
prefer to make the ultimate sacrifice for their 

4 "  
people. It is as much a show of fa th as it is a 
contribution to an Inheritor's war party. Before 

I 

I I 
battle, these enfeebled individuals subject 
tlhemselves to a private and exhausting ritual, the 
end result leaving the Kin weakened and short I 
abou! a pint of blood. The precious life's fluids .. 
are collected in special ampoufes and taken I 



before the Patriarch. The blood IS placed before 
a shrine and the Patriarch prays over them, ltself 
a draining process referred to as extreme unction. 
Following his prayers, the vials are collected and 
treated with additional compounds known only 
to the Kin Patriatchs. Once the elixir has been 
treated and processed, it is considered to be ready 
for use. 

It is the Corsairs who take the battle into 
the midst of their enemies, often surging forward 
in overt waves of shotgun firing frenzy. Fast and 
resourceful, Carsair units are well respected sights 
on the fields of Dark Eden, one which even the 
Rasputin's have pause to evaluate. 

Comirs 
R~te trooper, mqu1fa3lGB nmdels, mortal. 

f x m ~ ~ ~ \ ~ S r m ' m ~ ~  
1 0 7  5 1 2 3 2 5 4 1 9 2 3 0  

Equipment: Geminilasher Shot Pistol, Scythe ol Maim~ng, 
Jehovah Box. 

Spelat bblllfes: Close Combat Training: 3. 

When Kain Kin prepare for war, many elect 
to bear the sacred symbols of their faith. This is 
quite common, Some opt to honor their fellow 
kin by accepting the Mark of the Cross, a special 
and powerful tattoo. During a ceremony referred 
to as the Communion, the Euthanasc and the Kain 
Kin meditate together, while the Patriarch uses 
the blood from the ampoules ta inscribe the cross 
tattoos into the Kain Kins flesh. Once completed, 
the Kin and the Euthanasi are linked in both body 
and faith, the f uthanasi accepting the burden of 
his brothers death so that they may live on to 

Gemlntlasher Shot Pistol (rending) 
C C ; W W k R , F I L R & I r n  Sa, 
. . . . .  - 6 SeeChad 

S q h e  ol Malming (slasbingJ 
a : w w ~ m m m  w w 
0 .  . - . . S T * i .  

serve the Kin further. 
When the Inheritors take the field of battle, 

the Euthanasi assemble in small bands, a large 
barbed cruciform carried over their shoulders to 
symbolize their devotion. When one of the Kin 
suffers a mortal wound, the Euthanasi accept thrs 
terrible pain into themselves and die, their lives 
fulfilled. 

Cavaliers 
The bravery and brutality of the Inheritor 

Cavalry is well known and equally well 
documented, now that they have bc pand 
their lands. Riding a hearty a what 
mutated steed. the Cavaliers ar ; the 
loudest force in the Inheritor's arsenal, their 
mounts thunderous charge being the only thing 
one hears. Ironically, the vocal cords of these 
animals are severed so that they too mimic the 
vows taken by the res' hese 
powerful horses are tht ?d to 
suffer the pains of the lelng 
dressed with barbed wire harnesses an0 f~tted 
with cruel and biting bits. 

In battle they fly swiftly into the enemy, 
cutting a wide path of devastation for the Corsair 
units to folrow behind them. Most of the Cavaliers 
are themselves drawn from the ranks of the 
Corsairs. 

:gun to ex 
nd somem 
e perhap: 

Euthanasi do not fear death, they welcome 
it. Burdening their people is anathema to them 
so having the opportunity to demonstrate their 
devotion and serve a great purpose is a prospect 
that fills them with great joy and hope. Dark Eden 
is a harsh mistress, and there is no shortage of 
the iT1 and infirmed. Becoming a Euthanasi is, tor 
many, the crowning moment of their lives. 

t of the J 
?rnselves 

lnheritor 

obians. T 
conditianr 
's faith, t 

Euthanasi 
Grunt Irwper. require 1-3 mdels, tnoFtal 

CC 1 h o S r W P R B P C  
6 1 4 1 1 5 2 7  

hovsh Box 

Cavaliers 
Bte trooper, requird2-5 rod&, morlaf. 

E ~ ! A ' f D ~ W S r ~ ~ ~ ~  
7 1 2 3 2 2 Q - 3 0  

mull Jehovah Box. Corsairs 
When Disciples achieve renown in battle, 

they are often offered a position in the Corsairs, 
the elite soldiery of the Inheritors charged with 
the raiding of heathen ouZposts and caravans. A 
Corsair has much experience in the ways of 
modern combat, being themselves veterans of 
numerous conflicts. 

The Inheritors are quite staunch 1n their 
religious beliefs and thus prefer to limit their 
interactions with the non-believers. Meetings are 
always conducted with the Kin Patriarch, who is 
always attended by several Corsair units. 

Gemlnilashc 
Guerilla Trai 

!r Shot Pistol, 

ning. Gunslln Spec ger. 
weapv,, am-. 

Gerninilasher Shol Ptstol (M'y) 
E F B W m L R m - m  s4 
. - . . -  - 80 SeeChn 

Equine Mount 
Mount, requ~rsd 1 per Cavalier. beast 

E E m ' m k w s w m a K  
. . . . -  - 6 5 - 3 -  

Special AWlMes: Leap 



Cavalier FT Specialist 
Bte s0kqd sp~18lfsf o?l101)2/ up to 1 per squad, mmal. 

C C F C P A f l . ! 3 K V J J S T h W t R ~ ! X  
P 7 2 1 2 3 2 - 2 0 4 6  

Heavy CavaIies 
/nri,,,~i~dr,al sqtrad Isnkd offeer, /ifnit one per Caval~er ?quad mrta!. 

E ~ l w l D ~ w s r M v 6 w ~ ~  
8 9 4 1 3 3 3 4 - B - 5 6  

Equlpment: Apocalyptic Gusher Flamethrower, Jehwah 
Box. 

Speclal Abllities: Guerilla Train~ng, Gunslingsr. 
Weapon Stats: 

Eqdprnent: Faith lmplicator Mounted HMG, Helmore 
Battlesivouard. Jehovah BOX. 

Special AblIlHes: Guer~lla Training, War Cry, Unit Commander. 
Speslal Rules: May command Cavaliers. 

Apocalypli Gusher Flarnehrpwer (&ant) 
a : F 8 9 1 m L R w m  54 
. - - - .  - ' 1  SeeChart 

Weapon Stats: 
Rllh lmpfcaior MWnted tfMG (balIIslicI 
02 W W m LR m m S R  
- 0 ( ~ 2 )  2 143) 1 ( ~ 2 )  D (k2)  - 13 - 

khnoe Ba!tksword [slashmgl 
C r : w S A r I R L R w  B! S4 
n . . . .  . ST-6 - 

Equine Mount 
Mcunl reql~rrerl l per Cavalier, beast 

~ ~ W u 3 K ! ' m S r W M s ? ~  
. . - - 3 - 6 5 - 3 -  

Special Abilifies: Leap Heavy Equine Mount 
h4aviI mqufreu I per H e a w  Cavallef, beast 
E F C w L D K i ' m ~ ~ N m ~ ~  
- - . - .  i . 1 . 3 -  

Speclal Abllities: Leap. 

Cavalier Scout 
Riding the fastest and hardiest of the Jobian 

steeds, Cavalier Scouts operate behind enemy 
lines on deadly reconnaissance missions. They 
locate the enemy's weak points, relaying thFs 
information Z c l  the Heavy Cavaliers. 

Jobian Pafriarch 
A Patriarch, who acts as both a mrlitary and 

a spiritual leader and is a powerful Channeler In 
his own right, lleads each Jobian Crusade. A focus 
for the faith of the Inheritors. a Patriarch inspires 
his Kin to great acts of heroism and self-saclitice, 
Identifiable on the battlef~eld for 7is imposing 
presence. the Patriarchs of the Jobians are also 
fod for the directed energy of their followers. As 
a source of focus, the Patriarchs can turn the 
fatent supernatural energy in each of the Jobian 
peoples into a potent weapon of war, a physical 
manifestation of their faith and spiritual energy. 

At the inception of a Crusade, the Clan 
leaders gather to anoint a Patriarch, who is 
chosen from the members of the Devoted. This 
individual is taken to the center of Stonehenge, 
where the Ritual of Purification is performed. If 
the Devotee's mind and faith is strong, then he 
will survive the ordeal, gaining t i e  ability to 
Channel and the right to wear the Crown of Thorns 
upon his head. The Crown is placed by the GIan 
leaders at the end of the ritual, biting into the flesh 
of the newly appointed Patriarch, to remind him 
that re now carries the responsibilities of the Clan 
upon his brow as he leads the Crusade. The 
wounds that the Cmwn creates never heal and 
constantly seep blood until either ths Crusade is 
fmished, or the Patriarch falls in battle. 

Cavalier Smut 
Indwi9wal lmap8:sr Itmil me per squad, mnaI. 

C F C W I D E W S W R S I I T  
7 8 . 1 1 2 3  2 .  - 2 D - 3 5  

Equlprnent: Dual Infernal Breath Machina Prstols, Jehovah 
Box. 

Speclal Abilities: Reconnaissance Training, 

Weapon Stats: 

- -- 

Heavy Cavalfer 
'- 

Dual Infernal Breath Machlne Pistols [DaHktkJ 
CC R3 w m L R w m S 4  
1 1 tx21 0 . - - 12 - 

Equine Mount 
h4otml. requted I per Scauf, beesf. 
C c F c w t D ~ m S T w m ~ R  
. . . . . - F 5 - 3 .  

Speclal AbitI?Itles: Leap. 

Heavy Ca valier 
The prides of the Jobian army, the Heavy 

Cavaliers ride the largest and taughest battle- 
steeds available to the Kin. Draped in long sheets 
of armar and fitted with the infamous Faith 
Implicator HMG, The Heavy Cavalier is a bottled 
storm on the battlefield, a true bringec of death. 



Inrl~v~d~taIgeneraI offiir, llml one per army, mrld channeler. 
E E ~ l D ~ W S T W M 5 ! l T  
6 a 1 2 1 4 3 3 1 9 Z C 2 + l  

Eqvlprnent: Crown of Thorns, Gemin~lasher Shot P~stol, 1 
Jshovah Box, Staff of Anc~enl KIDS. I 

Speclal Abilities: Channel. Inspiration: 2, I 
Division Commander. I I 

SpecTal Rules: May select up to two Rituals 1 - 

Gern~n~lasher Shot PUot (rending) 
K W S 1 r m m W m  s3 
. . . .  - - O 8 SeeChan 

Slalf of Anc~eni ffim (-&I I 
C C P 3 9 1 m L 9 W  W SP. 
1 - - - - n ST+'\ 1x11 See Chart 

L - I 

Support 

Greymourns 
The Greymourns are two-rnan teams that have been chosen from the Fusiliers to operate the hand-held Greymourn 

Mortar during battle. They move quickly about the battlefield, not 'having to set-up their artillery piece before firing, and can 
cause untold havoc amidst enemy positions. 

Acting in silent concert, the Greymourn Loader and Gunner can quickly send volleys of deadly shrapnel mortars into the 
ranks of the enemy. Even if one is killed, the other member of the team has the training to operate the mortar singularly. Thrs 
makes the Greymourns a valuable asset to any Crusade. 1 I .  -.: ?. 

Greymourn Mortar 
Support unt. requtd 1 &el, mortal. 

E m R v l D x w s r m ' m ~ F G  
. f i . . . . . 3 . - 4 5  

Equlpment: Greymourn Mortar. 
Weapon St&: 

Grcymourn Morlar (concussive) 
E A 3 9 l h a l R E L l I X 4  FA 
. . - - 1  -: . 10 SeeChad 

Greymourn Gunner 
Suppod trouper ~qv t red  I mdsl  modal 

m R w l D E W s r w m S R  
6 6 7 1 1 1  1 1 4 1 9 2 -  

Equlpment: Martyts Na~l  Pislol, Jehovah Box. 
Specfal Ablllties: Tactrcal Sense 
Special Rules: Crewmen must stay in base contact wdh each 

other !o f~re the weapon The crewmen move 
as a und, w ~ t h  each using an actlon to move the 
group the rnortah MV stat In inches 

- .r-- =-s 

Weapon Stats: 
Maws Nall P~stol ~~llistfc) 

C C m W ? M L R W m s 4  
0 1 0 - -  - 9 - 

Greymourn Loader 
Supp~rt trooper requrred 1 model, mwlal 

E F C b W D K V d 3 F r W M 4 ~ E  
6 7 1 1 3 1 4 A 1 3 2 -  

Equipment: Martyts #all P~stol Jehovah Box. 
Weapon Stats: 

Malyts Na~l  Plstol (balllsficJ 
O C w S I I V R L R w m S 4  
O I L ) - -  - 9 -  
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r! Grurr! squadleadet, required 1 pet squad, m a l .  
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, Equipment: Horde Macheta, Marker Cart Pistol. 

Iinrde Machete [slashmg) 
C C W W h R L R W  rn SA 
o - - - -  STt5 - 

Marker Dan Pisld (envhnrnentall 
I I ,  , - O C W W m R L A W m  SP, o , " , . - . .  Fr See Charl 

- 1 

,- , Horder Standard Bearer 
Grunt sauadspscialisl, opoonal up to 1 per squad, nurtal. 

, , 
- ,  c c ~ ~ m r n ~ ~ ~ s r r n r n ~ ~  ---.;,; +$+ 9 7 4 1 2 ;  ' A a t 7 2 2 0  

, j U i  ; b -  - Equlprnent: lmpaler Dart Rifle. Marker Dart Pistol. 
. 

' 
. .  : . A  - - - , ! 

' Special RbflHles: Survival Training: 3. -.I 
Weapon Stats: 

lmpaler Darl Rile (ballisl~) 
~ P S S R m C R m L M S 4  

The Horde 
Every member of Ternplar society is 

dedicated to the fulfillment of the First OnesYast 
decree-to "Protect the Earthn-and is thus 
completely willing to die ta accomplish it. When 
the call of the Hunt goes out, each family gives 
up its strongest member to join the Gendarme 
Munter. These members are grouped together 
into Hordes, which is led by a Centur-a veteran 
of several past Hunts. Rallied together under a 
unit designation, each Horde has a symbol and 
a standard which is proudly carried amongst their 
ranks. 

In battle. Horde Hunting Parties act like a 
raging storm that surges toward an enemy. The 
Centur calls out from behind, reminding the 
Tempbars ahn~rt their superiority and the 
weakness of the enemy, goading the Horde into 
a blood-rage from which only the death of their 
enemies will satisfy, 

When a Horde member makes their first 
kill, the emblem of the Templar-two crossed 
t u s k k s  tattooed into their forehead, letting the 
rest of Templar society know that the blood of 
the weak is on the hands of the strong. 

I T R W D K W W W ~ B R  
7 0  a 1 0 3  1 4 4 1 7 2 j a  

Equlpment: lrnpaler Dad Aifle. Marker Dart Pistol. 
Speclal Ablllties: Surv~val Training: 3. 

11 Weapon ~ t a t s :  
lmpaler Dart RlfA (haIHsIk) 

C C B S ( r n L R W M S 9  
- d D l O - 3 . 5 -  

Marker Darl Pistol (enwronrnnIal) 
C C W S l h a L R W W  54 
0 0 - - - - 9 SeeChart 

Marker Dad Plslol (envrmnmnfall 
O C W S l h R L a W Q 1  I 
O G .  - .  See Ccsd 

Gendarme Bestals 
The Bestals of the Gendarme control the 

Sacred Purger Beast, a creature bred for its 
ferocity and tracking ability. They are used 
efensiveEy to track down runaway slaves and 
to patrol the boarders of Templar territory! 

During battle, the Bestal takes his pack tn 
search of prey, looking for survivors and enemies 
that may be hiding-or tracking cown the non- 
combatants who make an attempt to flee. Once 
the Purger has the scent of prey, there is no 
escape, as the beast can track through any 
environ, pulling the unfortunare down to the 
ground to either be savaged or enslaved. Most 
believe the former the more merciful fate than 
the latter. Crescentia will take their own lives 
ratqer than be captured by the Templar Hordes. 

Gmdame Bestal 
Grunt l m p e r ,  required 1 model, mortal, 

c ~ ~ m # m a u m s ~  
i 7 3 1 1 3 1 5 d 2 0 2 1 5  

Equlprnent: Market Dart Pistol. 
Speclal AbllltIes: Survival Tra~nlng: 3. 
Weapon Stat% 

Marker Dad Astol (enkYrmmnta/J 
C E F B S 1 h R L R W r n  A 
0 0 .  . .  - 9 SeeChad 



I 

I" Purger Beast 
Cr'ru~l:. requ:red 2-4 models beast 

~ ~ ~ ~ x w * w r n s ~  
1 0 -  2 1 2 3  I :  n i 8 1 2 1  

Special Abllities: Group Assault, Natural Attack (10). Predator 
Senses: 6. 

Speclal Rules: Natural attack ts a b~te. 

The Gendarme 
These members of Templar society are 

given the responsibility of protecting the Temples 
of Mother Earth against all who would befoul it. 

Using the keen senses bestowed upon 
them by nature and the martial abilities earned 
through constant training and countless conflicts, 
the Gendarme's act as commandos and scouts 
during a Hunt. They go ahead of the Horde, pin- 
pointing enemy positions and maneuvering into 
a tactical advantage. When battle is joined, the! 
Gendarmes surge forward at enemy fortifications 
shouting out a challenge to their enemy. 

As a group, they are well organized, 
methodical and vicious in their warrrng, which 
makes them elite amongst Ternplar society. 

Gendarme 
E111e trcuper, reqwred 4 3  rode$, mrlal. 

E S W U t c W S r l b R ~ *  
7 B 1 1 0  5 I 1  2 PC/ 2 22 

Equlpment: Horde Sword. Impaler Dad Rifle 

Special Abilities: Survival Traln~ng 3, Ferocib. 
Weapon Stats: 

Horde Sword (slashrog) 
E W 9 F S L R W  m SR 
O - . . = ST+7 - 

Impabr Dart RII$ (hlA?Elic) 

O : w S I m L R w m S 4  
d U  1 I I ,  i) - 

Gendarme LMG Specialist 
W e  suuad specraksl pptlarral up ro Pper swd. mMal, 

c c ~ w m ~ w s r r ~ m s z ~  
7 8 4 1 0 3  1 d ? 2 0 ? 2 8  

Equipment: Horde Sword, Tainter Dart Rille. 

Special AbItItIes: Survival Training: 3, Ferocity. 
Weapon Stats: 

Horde Sword (slashing)- 
C C W % m l . l ? R  W 9 
Q . . . .  - ST-7 - 

Tainter Dart R~fle (bafllsh) 
CC F8 W t m t R m I X 1 S 9  
-2 2(X3) l(K2) 0 = - 10 A 

Panthera Cavalty 
Ternplar Cavalry are a dreaded sight on 

the plains of Dark Eden, for the ferocity of the 
Ternplar himself almost pales before the 
temperament of the Panthera Beast he rides as 
a mount. Cruel survivors of the new earth, 
Panthera Beasts resemble overlarge tiger-like 
creatures with an exaggerated maw and 
fearsome bite. Corded with heavy muscle, the 
Panthera is a powerful mount and rrnpressive 
killing machine, a suitable companion for the 
saturnine Ternplar. 

Despite this innate aggression, Panthera 
beasts recognize their riders, since they are 
raised by the Ternplars expressly for use in 
Cavalry. Generations or selective breeding 
combined with careful nurturing practices have 
inured the Panthera to their Ternplar masters who 
have little to fear from these mounts. It is a fact 
that Ternplar Dens train these monstrous beasts 
to respond violently towards all non-Templar 
beings that come into their territory. 

Because of their ferocity and speed, 
Panthera Cavalry are used as shock troops, 
spearheading charges and leading flanking 
maneuvers. 

Panhra  Cavalry 
Eh'to trooper. q i ~ ~ r e d  2-4 modek, mwtal 

~ ~ w m t c w s r w m = ~  
9 3 5 1 1 3 3 5 2 3 4 E I  

Equlpment: Horde Sword, lrnpaier Dart Rifle 

Special Abllltles: SunrlvaL f raining: 3. 
SpeeIal Rules: May use the ST of the mounl for delemining 

damage during charges 
Weapon Stats: 

Horde Sword I skh iq j  
a: F R L R W  M $9 
0 . - - ST+? . 

Panthera Mount 
M m f ,  ~ u I r e d  1 pr Cavalry, h s f ,  
E k ! w u l K A s r l M 7 ~ ! x  
9 . - .  3 - 7 5 - 3 -  

Speclal ALIIIBes: Natural Attack (lo), Predator Senses: 4. 
Speclal Rules: Natuml allack is a bite. Be~ng native fa Dark 

Eden, thesa beasts have a natural effective 
sunlval lralnrng d level 3. 



INDIVIDUALS 

Sabrebeast Cavalry Harpooner 
Larger and more powerfu/ly muscled than 

the Panthera, Sabrebeasts are none the less 
related to these creatures, the biggest difference 
be~ng in their innate bulk and power. Because of 
this notable difference, Sabrebeasts make 
superior mounts for the heavier Harpoon Guns 
favored by the Tempfars. Where a Panthera 
wocrld tire quickly supporting both the rider and 
heavy weapon, the Sabrebeast does not. 

Sabrebeasts are fearless and every bit as 
fast as their smaller cousins. It is the role of the 
Sabrebeast Cavaly to engage larger threats to 
the Ternplar Horde. Firing a Ternplar Heavy 
Harpoon Gun, the Sabrebeast Harpooner 
impales his targets and drags them down where 
the rest of his Hunting Pack may make short 
work of them. 

Sabrebeast Calvary Harpoon 
Ind~v~dual souad knked fleer, Itmil one per  Panthard quad,  m a / ,  

~ A w m ~ w m ~ m S R  
Y " l l 3 3 5 - 2 1 %  

Equipment: Temptsr Heavy Harpoon Gun, Horde Sword. 
Special AbllHlm: Sunriual Graining: 3, Unit Commander. 
Special Rules: May Command Panthera Calvary. May 

use the ST of the mount for determining 
damage during charges 

Weapon Stats: 
Templar Heavy H a r m  Gun (hktk,  rendlng) 

C C w w M I L R w m  S4 
- 1 O -1  - - i 3  See Chart 

Horde Sworc (slashlngj 
E F B m t m L R W  m 9 
0 - - - .  STt7 - 

Sabrebeast Mount 
Mount, required 1 per Cavalry, beast 
a F c R v D E m s r t N m R K  
1 1 . . - 2 . 0 5 - 3 .  

Spmlelal Ablllties: irlalural Attack (12). Predator Sensss: 6. 
Speclal Rules: Nalural attack is a bite. Being native to Dark 

Eden, these beasts have a natural efIective 
survival trainhg of level 3, 

Gendarme Hunter 
The Hunter is a most honored figure in 

Ternplar society. A veteran with a proven record 
for victories, the Gendarme Hunter is called to 
battle when the Ascended feel the need for a 
Hunt. 

Once bestowed with the honor of leading 
the Hunt, the Hunter handcrafts his own party, 
placing Templars in the Hordes and Hunting 

Packs that he feels will work best; aequlsitioning 
the use of several Gendarme Units from each 
city. The Gendarme Hunter then acquires each 
of his party's scents, so he wlll know them 
wherever they may be, even if he cannot see 
them. By the time the Hunt is underway, the 
Gendarme Hunter knows what each of his units 
can do and how best to employ them during the 
upcoming battles. He is the Hunter, and the world 
is his prey. 

Gendarme Hunter 
lodwidual geneml ofhcer, bmlt one per army, mOH81, 

~ R 2 m l D ~ w S r ~ b R ~ F c  
10 12 '0 11 '; :: 7 ,1 22 2 51 

Equlprnent: Skewer Harpoon Gun, Horde Sword. 
Speclai Ablllties: Suwwal Tra~ning: 3. Division Commander, 

Tactical Sense. 
Weapon Slats: 

3kwrer Harpoon Gun (blli4tic. rending) 
C C W S R m L ~ . s  W ?A 
. 2 0 -2 - k l l (~00) - 

Horde Sword (slashmg) 
C C W W F n ? L 9 B 1  M !3 
c . . . .  STt.7 - 

SUPPORT 

Verounist Stingray 
The Sons of Rasputin are not the only tribe 

on Dark Eden to possess some kinds of 
technology. While they certainly 7ave the most 
advanced and most plentiful technology, the 
Templars are nearly as we71 versed and equipped, 
preferring Instead to limit technological uses to 
very specific ways. In this regulated manner, the 
Templars feel they are maintaming a balance with 
their Mother Earth. 

The most prominent o f  these techno 
marvels is the Verounist Stingray. Jetting over 
the battlefield, this jet propelled assault ship is a 
marvel of engineering, for its design and 
construction are singularly unique both for the 
materials used and the sturdiness of the craft. 
The "province ot the skies" is one sacred to 
M c t h ~ r  Earth and the Templars first designed 
these crafts to serve as scouting vessels and 
reconnaissance vehicles to survey the lands of 
their Godd~ss and secure the safety of her 
people. 

Shortly thereafter, The Order of Vetoun was 
created to serve as the defenders of the skies. 
Asthe Ternplar Empire expanded and they found 
themselves confronted with more divergent 



peopFes and beasts, the ships were again 
redesigned to function in a mare combat-related 
manner. Today, Stingrays race ahead of t h e  main 
host, gathering intelligence and heralding the 
advance of their army behind them. 

Verounist Sttngray 
Supp~d tm!. requlrso' 1 model, vekkle. 

E K M L D a m s r w b R s ? E  
. - .  . . d / 2 .  a p ? E f l  

Machine Gun! 
issance Train 

Equlpment: Tw~n Maxim Ljghl j 

Special Abilities: Infiltrate, Reconna ing, 
Weapon Stats: 

Twn Maxim Ught MacMna Gum /badMrc) 
CC W W F r n L R W M S R  
-3 t [x3\  14x2) O - 13 

Stingray Pilot 
S w r t  lrwper, q u i d  1 pw squad, mortal. 

m ~ w L D x W s r M m ~ F t  
7 ! 0 6 1 3 3  5 + .  - - 
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the Crescenfia give them vast insight into booth fhe Emmedhfe . +:-= . i-1 ' I 1  Ir 
and far futures. The Prophets lesm fo acc~rra rely interpret the , -J 1, .-- / ,  
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caco,nhon y of impressions rhts thaf make up ail of Lt 
the possible fufcrres. This i 7Ie toll on the mind of - j I, 
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I , . I' 
Cost: 6 , ! t .  
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Range: Seli 
" c. 

,/ Magnitude: d 
I 

f- 

3 - 
'A 
king the Sight, the Prophet gains an 

-+%~,-rsrclriu~llc~ of Ihe enemy's irnmi17enZ tactics A 
m ,  - ,  :essi.ul Chennel of this PropI7esy wtll allow the 

! I ,  

scerliinn player to know what enernv Unit will be l a  - + ! 

i~r:iwatecl next In the opposing Army. The opposing 
$ I 

(: 
{er must declzre what unit they intend t l~ ,  actidate 

Foreshado~uiing ?, and that rlecislon Is bir-tding. Th~s power may 
w be atternptcd once per furn regardless of its Cost: 5 
4 4  
m :ess or failure. Range: 16" 

Magnitude: 3 I 

'etfaought Actions: 1 
Cost: 4 Save: NIA 
Range: LOS Effect: Using the Sight, the Prophet can see I 

Magnitude: 3 the near ~ L I ~ L I ~ P  2nd Irnnarl il?@se images to a 1 

Astions: 'I friendly squad withrn saqe.  Squad so zff~clecl will 
Save: N/A gain the  Fzst S1:ot 2 spacral ability for the cluratron ! 

Effect: Uslng7he Sight. the Prophet is abls tn of the turn. 
1 

w 

,,,,ie his kll&ghi~ wit17 the rest of the Trihe. This will 
nd his a;billty to rally and give orders to ~rnrts T~mpora8 Dm,-, lssonance 
ar his cnrrirnancl out to LOS. Cost: 5 

Range: I fi"/ LOS 
*esig hb Magnitcrde: 4 

tt Cast: 5 Actions: 2 
Range: t 6" Save: LC, 
Magnitucie: 4 Effect: Using !he Sight, the P i - ~ p l i ~ t  se:lo> a 
Actions: 2 cascadir~g wave of visions drawn from the \ i ~ t ~ n ~  1 

., Save: NIA past, present and future. This disorient8ng aficf 
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Sight, thr $ 3  oftsn frightening spectacle assails thert senses artd w 

f r  ieri IJ t~eiyl~!t renders the v~ctjrns very ciisoriented and 

t irna! nt future 1 tile distressed. Place the small explosion ternplntt 
1' 

Combat Reflenes apecia! ability IVI  l t  re clur -I!IU!I of over the closest model. A f ~ v  model under the 
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4, 
I the turn. template r~ t rs t  make an irnrncdiate moral checl:. 4 
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Jobian pr 

The InIle~*!tors of Job are ;: d~r ro~ r t  p e n p l ~ .  
strictly acthering to the teachi~igs of their relicrjon, w h ~ h  
is one steeped in unit\/ and sacrihcc. So stl-ong IS the  

and devotion of thc Patriarch of 21 Crusade thet he ' 1  
draw an t l ie Fa~th @ f  111s p7?opIe to 't?oth prot~c; ~ n d  

rA~s?rov. Thp . xple  are willing to lend their Fatti, tl-rei~ pain and ' w' 
- T 

\hell i v y  lives to the PatrarCh ii il is to serve t h  greatrr good ni  :he kin. 
, 

to! that rs the power and strenqtli nF the~r b e l i ~ f .  1 -  s - dl 
As mentioned hefore, Rituals ?re drawn from ilie k i t h  of the J~bian people. For ear*..Ihree friendly 

,JoSian rnoclcls within 8 I'alrfarchs Cornrnand Distance, !he Patriarcli may adcl -t'l to hrs . ( I  .r-dcre when he takes 
;In actlor) to Concen!r'a:e. 

5!7!139d Q? Faith 
C o ~ t :  6 
Range: 1 ri"/LOS 
Magnitude: 6 
Acilons: 2 
Save: N/A 
Effect: If this R~tual is :!lccewi~rlly pcrlormed, aclcl 2 

lo Ill;? armor value of any \nlro?rgh: Krn U n ~ l  in range that 
1s size Iwo o! less for 11he r,esi oi t k t ~  T ~ r r r ~  

Stain 06 the Non-Eellever 
Coqt: 4 
Range: 21"ILOS 
bJllla_onftudc: 6 
Aci~ons: 3 

. .  - 
Sacrifice 

Cost: 2 
 rang^: LOS/ 16" 
Magnitude: 6 
Actions: I 
Save: LD-Wounds of the Sacrif~c;d. 
Effect: To perfoi rn this Ritual, t h ~ :  Inheritor player must ,: 

select a friendly inactivated Jobian mode[ that is within - -  
Command Dqstanc;: of the Palriarch. Ttwt model dies 

a 

immediately, rsgardless of remaining wounds and cannot 
Ile revived by any means The Patriarcll Channsls the 
energy of Hlat FaltMul model towards anv enemy model 
Ihat is withFn Hangs. The targal model must Save for each 
wound the sacrificed madel had tha~rclh it will onlv ever 
sustain one wound. A 

Save: F W  
Etfect: To perforla 111is Rirual Ihe Patrizrch must inflict &lan~! of God 

c$ne 1.ntound 17n i ts~t l .  I i  may tRsn cause two wo~lnds 
(wh~ch rnq h r  ili\/!d?d 11p) lo ? n  .InAmy rnodel(s) witllln - 
range I Iir- if8fnl~ndr; :i ib~st bs assjgl~ed lo a !argc?I at once 
befo:e r?,;lstlrlr: rhc8a1 comn7enccs. Even ii the target of 
the pn~rr-l  ~ l ' s ~ c t ~ -  tl I F  Flit1 la], Ilie Patriarch still sustains ~ t s  
wnilnr!. 

Wor~l OC -i he F,nrcr 
c3st: 3 
Range: 2.4") L W  
Flagni?ucle: G 
Rctions; 1 
Save: NIP. 
Effect: A succcssfwl Channel of t h ~ s  Rrt~ral will 

augment the commander's ab~lity to give orders to the 
broops under his command. It wrll extend his effective 
range out 10 24" and LOS, 

faith Fleafing 
Cost: 8 
Range: Touch 
Magnitude: 6 
Actions: 2 
Save: NIA 
Effect: A successful Channel of t h ~ s  Ritiral will restore 

1 Wound to any one friendly Beast or Mortal model. This 
power cannot add more Wounds then the model's 
original WD value. This healing cannot be used on t he  
channeler. 

Cost: 5 
Range: LOS 
Magnitude: 6 
Actions: 2 
Save: AR 
Effect: 'To perform thts iilrual, the Innenro? player must  

select a Friendly ~nactivated Joblan model that is w~ t l~ l t i  
Command Distance of the Patr~arcli That model (part of a 
squad) is struck by a fiery bolt of lightninp called down 
from the shres. That model sur-!a~ns one wouncl 
automat~cally. Any member of his sqttad present ~ L I I I ~ + ,  

thrs ritual become infused wltli the power of tlieir fallen-.- 
comrade and increase therr LU. CC and I?C bv 2 for :he - 
remainder of llle tLlm. 

Armor of God 
Cast: 4 
Range: 16"/ LOS 
Magnitude: 2 
Actions: 7 
Save: NJA 
Effect: The Lutheran Patriarch channels th 

wh~ch creates a powerful aura of ta~th around 
Patriarch sustains a wound clurlng tlie duration of this 
power, ~t may transfer the wound it sristained 
friendly model within range and LQS. The ril 
transfers one wound before diss~pating, and c 
unt~l the end of the tu rn  in which r l  was cast. 

1s powcr 
him. E f  th 

to any 
l.ral only 
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relative[y small adlustmoflts-mainly tc  
pressure settings and the thickening of the ca 
to resist battlef~eld hazards. 

The weapon's fuel Is a flammable mixture 
of waste fluids that are in great abundance in 
hankek factories. This fuel is pressurized and 
ignited by a small flame at the base of the 
weapon's gauntlet, producing great gouts of 
flame. Since both of the Vulcan's gaunllets fire 
s~multaneously, the fireball emanating from the 
weapon is fea~ d devastating to almost 
all targets. It i: lared as it can instantly 
char infantry a 17t targets, timing them 
to ashes where rney srand. 

I its 
sing 

Saber of the Sons 
This saber is granted to those who have 

been promoted to Vicar. It is a symbol of authorib, 
nobility and achievement, all of which are at the 
core of the Rasputin military. 'some, an 

; rightly f t  
IT other sc 

,,-L . - I - .  Fritz S89 Pistol 
The Frltr is a produd t's Styker's 

industrbal kingdom. It is a h 9mm semi- 
automatic with a robust 32 igazine and 
superb resilience to the harsn UarK tden environs. 

t of Obers 
ard hitting CSS 100 Chemical Siphoning System 

The best word to describe this weapon is 
heinous. It uses a high-p elivery system 
to spray concentrated t toxic waste 
chemicals over a small : effects of this 
chemical stew are devasrartng to both infantry 
and mobile armor, effectively melting down both 
in a ghastly, painful manner. 

Some say that the CSS is the pride of 
Oberst Ivanko, since it i !meby effective 
weapon that enemies learn to fear. 
Additionally, i t  allows ; factories to 
"dispose" of harmful waste marerials in a cost 
effective manner. 

round rn: . - . - .  
lressure d 
bursts o 

area. The . ., . 
Heisspurger Machine Pistol 

This weapon is an upgraded Fritz with a 
larger amma capacity, full auto capabilities and 
the proper balancing and mountings to attach 
under-barrel equipment. 

s an extrE 
quickly I 
Ivanko's 
-L- ---A- 

Veslot Sub Machine Gun 
The Vestot is a small caliber firearm 

balanced for one hand use. It Is an extremely light 
weapon with little or no recoil due to the advanced 
gas-venting system in the barrel of the weapon. 

Rours I Z  ahotgun 
The Routs is a brutal weapon used for 

close-quarter battles and rrot quelling in the 
industrial kingdoms of the Rasputin aristocracy. 
It fires standard 00 shot shells from an under- 
slung magazine that are quite effective aga~nst 
the lightly armored citizens of Dark Eden. 

Creatorblade 
This blade is lovingly crafted by the 

Caravan's smithies from scavenged metals and 
given to the Prophets, who meticu~ously calve 
the history of the Crescentian peoples in the 
weapon" surface. Machinenkrieger Assault Rifle 

This weapon's design predates the Exodus 
and was the first mass-produced gun from Oberst 
Stryker'a domain. E l  has become the standard 
issue rifle for the Regiment forces for its accuracy 
and hardiness, despite extreme use. 

Eclipsian Marrowpiercer Sword 
This huge steel scimitar is designed to cut 

through flesh and bone with ease. It is afearsome 
weapon that is truly deadly in the hands of a skilled 
user. 

Blazer 3100 Heavy Machine Gun 
The Blazer hails from Oberst Strykers 

production plants and can be traced to the 
beginning of the Sons of Rasputin's rise to power. 
It fires standard issue man-portabre machinegun 
rounds and is a fairly reliable, manageable gun. 

Holy Carnager Polearm 
The Crescentians extensively use solar- 

power to run their rnach~ )logy 
has crossed over to t h ~  f the 
Caravan. The Holy Carn sries 
to store vast amounts ot energy tnat IS released 
whenever the weapon strikes a target.The energy 
infuses the weapon's blade, which is a composite 
of both scavenged metal and Wasteland 
hardened ceramics, with an immense field of heat 
that allows it to slice through steel plate ljke a hot 
knife through butter. 

( CSS 100 Siphon ) 
ines and t 
3 weapon 
sger uses 

his technc 
-smiths o 
solar-battl . .  , 

Vulcan Flamethrower 
This hellacious weapon comes from the 

smelting foundries of Oberst Ivanko's industrial 
kingdom. Originally used to melt down slag, or 
incinerate organic refuse, by factory workers, the 
Vulcan has made its way into the military with 

Creatorblade 1 



Staff of the Prophet 
The staff is a technoloqical marvel that 

I - stores the scorching power of the sun, allowing 

the prophet to raise it above his head and start a 
swirling, searing heatstorm that is projected 
outward to bum the Infidels. 

Veracitor Pistol 
This large caliber automatic pistol is the 

preferred sidearm of the Crescentian Warbands. 
Each weapon is hand made by the Caravan's 
Gunsmithy, with the pistol grip being carved from 
the bleached bones of enemies that were foolish 
enough to attack the Crescentia. 

Spirit Caster Sub Machine Gun 
The Spirit Caster fires rapid volleys of pistol 

caliber ammunition over a small area. It is quite 
deadly at close range, easily chewing apart lightly 
armored infantry. 

Alabastor Glassgun 
This insidious weapon is rightly feared. It 

fires bits of the Wasteland's polluted sand that 
has been hardened into razor-sharp glass shards. 
These shards, are loaded into the shotgun's shells, 
making for truly vicious wounds that quickly 
become infected, poisoning the victim as the 

- -  pollutants fill the body. The Wasteland glass is 
so polute"hat it can even "wn the "me" 
Ternplars, who are usually very resistant to this 

a type of attack. 
./ 

P 

Holy Infuriator AssauA Rifle 
Spirit Caster SMG A The lnfurjator Is a hand-made assault rifle 

ued to thl 
3ld enouc 

iravan at 
3und's I 
s, the clatt. 

.e, .. 

B Brother1 
~h to fire . . .. .. 

that is iss bound as soon as 
they are ( one. Each rifle is 
swathed in a ptece or crotn tnat 'bears the colors 
of the Ci ~d tho designation of the 
Brotherbl battle-brother. As time 
progressel 1 is also marked with the lives 
taken by the nne. Ar dawn and dusk, the cloth is 
removed from the rifle's barrel and placed on the 
ground. The Brotherbound kneels before it and 
offers a prayer for the protection of the Caravan, 
the camaraderie of his battle-brother, and the 

Hdy Infurjatar AR courage of his enemy before wrapping the cloth 
''- ,hack around the lnfuriafor's barrel. 

Carcass Light Machine Gun 
The Carcass is capable of firing long-bursts 

at short range, making it very adept at pinning 
down andlor wiping out advanc~ng enemy 
troopers. The cloth that sheathes the Carcass' 
barrel bears the tale and vision of the Lamented 
and acts as both a history of the Lamented's life 
and a foretelling of his death. It is not permitted 
for a Crescentian to read the Carcass' cloth unt~l 
after the Lamented has fuYfilled his destiny. At 

this point the Light Machine Gun is taken from 
the Lamented's body and made raady for a new 
lamented. 

The cloth is added to the Caravan's history 
tapestries-huge things that are the 
conglomeration of the Caravan's entire written 
history, sewn together to create a unified quilt, 

Leaden Flarer Heavy Machine Gun 
The Flarer gets its name from the ground 

bits of i d  minerals that n ts 
bullet's ?r. When the HMG le th 
an autc st, great gouts of fEt ut 
from the oarre1 I I K ~  a serpents tongue. tacn ktarer 
is marked with the Warband's symbol and is 
capable of cutting down ranks of enemy infantry. 

Wastelar 
gunpowdc 
matic bur 
, .,., 

lake up i 
ts loose wi 
lme lick o - . -. 

Stratagem Harpoon Gun 
The Stratagem is a winch-based harpoon 

gun that buries itself in the armor os hide of the 
Martyr" chosen target. Once impaled, the Martyr 
will draw himself to the opoonent and detonate 
his explosive harness. 

Inhasitas Armory r= 

Scythe of Maiming 
This brutal weapon IS the loving creation of 

the Wrought Kin Smythes, who abhor the 
supernatural but revel in technology. The blade 
of the scythe is diamond hard and razor sharp, 
which allows it to pierce even the thickest steel. 
When the scythe digs in, a quick switch on the 
weapon's haft employs a pneumatic tank that 
snaps that blade towards the haft in a pincer 
moiion, literally tearing the target apart. The 
Scythe is primarily used against heavily armored 
foe, though its employment against soft targets- 
like humanehas leant the Scythe its name. 

Fist of Juda h 
The Fist is another creation of the Wrought 

Kin Smythes. It is a thick glove with a set of 3 
pierzlng blades hooked up to pistons on the back 
of the glove. The Rst uses pneumatics to fuel the 
pistons. allowing the wearer to "punch" the blades 
through the thickest of steel. 

Sickle of Sorrow 
The sickle uses siectro-magnetic energy to 

charge the biade. Upon striking a target, the 
electric charge releases, causing untold damage 
to both hard and soft targets. It is one of the 
Wrought Kin Smythes' latest and best designs 
far small, light melee weapons. 



Staff of Ancient Kins 
These staves are made from the wood of 

crosses that bear the Kin's crucified Martyrs upon 
Martyr Hill. It imbues the wielder with a connection 
to his ancestors and his Kin. 

When a Patriarch receives his Crown of 
Tborns. he must travel to Martyr Hill to choose 
the wood for his Staff. Upon reaching the cruc~fied 
remains of his ancestors, the Patriarch places 
his hands on his face and "feels" the torment of 
the Martyrs. He then grasps the cross with hands 
that are covered with both the blood from his ever- 
weeping Grown wounds and the tears from the 
Patriarch's eyes. When he pulls his hands away, 
a piece of the cross comes with it. This is his 
Staff of Ancient Kins. 

Martyr's Nail Pistol 
Tliese pistols are crafted from every Clan's 

Srnythss, Instead of normal bullets, these 
revolvers carry sharp, flat head nails that cause 
gruesome damage to flesh. The Martyr's Nail 
Pistol is sometimes used to crucify the Inheritors' 
enemies, firing a nail into outstretched hands and 
feet and leaving the still living foe to contemplate 
his heresy. 

Infernal Breath Machine Pistol 
These are the most mundane of the Jobian 

Triad's arsenals. Chambered for 9mm and firing 
tri-bursts, the Infernal Breath is a nasty weapon 
at close ranges. The weapon was developed by 
the Smythes of the Wrought Kin and distributed 
throughout the Blighted Isles. 

Geminitasher Sawn-Off Shotgun 
The Geminilasher is the standard weapon 

of the Jobian peoples. Upon an Inheritor's 
Confination-the day he reaches manhood and 
is part of the Faithful-he must go to his Clan's 
Smythe and craft his own pair of Qeminilashers, 
carving a prayer and an oath into the ~ntricate 
designs that decorate the weapons' grip. These 
inscriptions are felt by the Faithful whenever the 
Sawn-Offs are in hand, reminding the Inheritor 
of his belief and his conviction. Being that the 
weapon is a Sawn-Off Shotgun, its effect on soft 
targets at close range is gruesome. 

Greymourn Mortar 
This weapon is an ingenious design crafted 

by the talented Smythe's of the Wrought Kin. They 
employ a combination of pneumatic technofogy 
with conventional gun-craft to significantly lighten 
the weapon, allowing it to be fired like a rifle. 

Horde Sword 
This large, imposing implement of death Is 

hand-crafted for members of the Gendarme as a 
sign of their rank and a tool d their enforcement. 

Horde Machete 
This crude weapon is effective in hackjng 

through armor, flesh and bone. It is simple and 
brutal, just like the Templam who use them. 

Marker Dart Pistols 
Ternplar firearm technology revolves 

around the use of pneumatic based propulsion, 
with nail-like darts replacing bullets. This is to 
prevent the byproducts of gunfire from polluting 
the air as well as impaling enemies to structures 
to be later collected as slaves. Since the dart 
causes less damage then a typical military round, 
many victims of this weaponry survive the wound 
and can recover quickly. The Marker is a small 
version of this technology, though it's darts can 
easily pierce through a person. 

lmpaler Dart Rifle 
The lmpaler has a larger dart capacity, 

which feeds into the weapon through bio- 
degradable belts. The rifle also sports a larger 
air-canister, which can propel the darts farther 
and increase their penetration into. or through, a 
target. 

Talnter Dart Gun 
The Tainter is a larger version of the Irnpaler 

which uses a staged compression mechanism, 
allowing the user to fire off a rapid succession of 
darts. The effect is deadly and can quickly saturate 
an area with darts, pin-cushioning unfortunate 
targets. 

Skewerer Heavy Harpoon Gun 
This massive weapon uses a combination 

of compressed air and spring-loaded rnechan~cs 
to hurl large, armor-piercing harpoons towards 
its target. The harpoons have tendency to 
completeky skewer opponents, hence the name, 
and travel into any unfortunate that is behind the 
target. The Skewer is large enough, and powerful 
enough to pierce the hides of the larger, and 
tougher creatures of Dark Eden as well as 
structures and vehicles. It is a very deadly 
weapon, especially in the hands of a skilled user. 

Geminilasher j3 m 
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We hope you have enjoyed yoor first foray into the worlds of the Mutant Chronicles. 

Keep your eyes out for these excitln! ses coming soon to a store near you! 

Mar$ look its name from the Roman God 
of War because to those who first observed the 

Mercury, closest planet to the sun and the 
only world to resist The terraforming skllls of 
humanity's golden age, is a stoic symbol of 
Mishiman Megacorporate might. It is a harsh 
master whose people have taken to living 
underground in massive caverns, their homes and 
cities carved into the rock itsell. Massive 
complexes Ile inteflwined on the titanic stalactites 
that loom ominously over the ground basec lands 
below. From these fo@ peaks, the lords of Memy 
look down on their empire and plot their vast 
campaigns and intrigues, 

Life is a difficult th~ng to destroy completely, 
its pers~stence, though fragile is nigh eternal. II 
adapts, changes, evulves. it cllngs to ~ ts  existence 
jealously Even on Earth, as the chemicals and 
polsons unleashed by cenlclries of pdlut~on and 
war sank deep into the sol1 and strangled the very 
air itself, new life strugglad to galn purchase in 
this most toxlcenvimnment Such Is thegreat imny 
of Me that rt persists tn spite of our selves and 
though we have rnadea hell of parad~se, wemuld 
not stop the cycle of life. 

Things were not always this way. Mankind 
was born of Earth, the children of Gaia and the 
custodians of The only sphere in the solar system 
to boast a Utopian abundance It was a sacred 
charge that we, in our youthful (oily did not 
recognize. We who were born of thrs verdant 
sphere were so much likeachifb mbellina aaalnst 

planet in the night sky af Earth, it glinted with the 
ruddy shade of blood. But the narnins seems to 
have been touched by the hand of pro&esyfor on 
Mars, war atiH relgns supreme. 

Colonized originally by tha Capitol 
Megacorporation, Mars and his satellites have 
seen the brrors ofthe Dark Legion intimately when 
the First Crusade of Algeroth made the Martian 
sands run red and i t  has endured countless 
skirmishes amongst pew businesses in one form 
or another since. Mercury was the only planet in the Solar 

System so completely dominated by one 
Megacorporation from Its very founding and 
Mishima has maintained a near absolute control 
over this isolated world ever since. W~th the 
increasing absence of their ruling Cord Heir, 
Mercury has become ruled by the iron w~ll d the 
Lord Heir's Supreme General, Master Nazoki, 
Under his dowager reign, Mercury has become 
expansionistrc in rts terntorial growth and internal 
excavations. With the return of the Dark Legion, 
the once inviolate Mercury IS now finding itsell 
suffering fmm far more than simple Megacorparate 
espionage; ~t is also being ravaged by tilo 
predations of the Dark Aposttes. 

Wlth the onset of the Second Crusade led 
by the Nephantes Saladln and Golgotha, Mars, 
Capitol andall its other ~nhabitants findfhemselves 
embroiled in an all out battle for their very lives. 
Add to th~s the loss of two of their three satellites 
to the Dark Legion and you wlll find Capit01 at the 
brink of all out chaos. Capitol had always been fhe 
Masters of Mars, since the humans l ~ rs t  set foot 
on his ruddy 5011. Now, the might of the Capitolian 
Juggernaut is shaking off its lethargy and preparing 
to reclaim its title as the most powerful 
Megacorporation In the universe and prepares to 
go lri any length to prove it. 

its parent and seeking todothings in our&nway: 
heedless of the consequences ant1 dangers. 

Surely the signs wera there the symptoms 
of the pain we had rnflicted on our own Mother 
Earth, its had taken us ove~ a thousand years to 
do this damage. There were geological upheavals, 
weakened ozone, new plagues and maladies, and 
even errattc weather. In our hubris however, we 
ignored these warnings a n d  proceeded 
unconcernec for the damage we were causing. 
How typical of man that it be deemed more 
profitable to shape dead wor ds into habitable ones 
than to accept what we had done and save our 
brrth world. 

Mars, World at War rs the ffrst in a planetary 
senes ol supplements lor the Warzone: Universe 
under S~ege game. In this captivatingsourcebook 
you will find ammplete histay of the taming and 
shapingof Mars, astudy af its climate wrth optional 
new environmental rules. a nolitical breakdown of 

Mercury, World at War is the second in a 
planetaw series of supplements farfhe Wanone: 
Universe under Siege game. In thfs rlvellng 
sourcebook you will find a compTefe histo y of the 
taming and shaping of Mercury, a study at its 
cllmate with optronal new environmental ru es, a 
polttical breakdown of MegamrpOrate activity hoth 
above end beneath Mercury, as well as new units 
and equipment for each army in the Wamone 
Universe. Additionally we have included special 
scenarios and campaign keys for your enjoyment 

. . 
Megacorporate activjty as well as new un~ts and 
equipment for each armv in the Warzone Universe. 

This dynamic supplsmant for Mutant 
Chronicles Warzone: Un~verse under Siege 
features new Tribes from North America and 
Canada as well as new tmaps for the Eurasian 
Tribes. Additionally the forces of the 
Megacorporations are revasled and thaschemes 
of Walpurgiusaw uncovered, 

Additionally we have included an extensive section 
on funning campaigns in the Mutant Chronicles 
Universe, expanding on the basics outlined In flie 
cofe book. 

Mars: Worlds at War, Mercury: Worlds af War, Dark Eden: Worlds at War, 
The McCralg Line The Iron f ist of the Ebon Paface Sins of the Father 

UPC: EXE- 401 02 
ISBN: 0-9722202-5-9 
MSRP: $24.99 

UPC: EXE- 401 01 
ISBN 0-9722202-4-0 
MSRP: $24.99 

UPC: EXE- 401 03 
ISBN: 0-9722202-6-7 
MSRP: 824.99 

you enjoyed Mutant ChronicEes Wsrzone: Universe under Siege, then try ouf our dark fantasy wargam 
Chronopia: War in fhe Eternal Realm on sale now! 





Before you begin you will need to get a few things together. First, set up 
yourwork area somewhere you will get nafural sunlight. You would be surprised 
at how natural light wilt make someming look after you painted undera light bulb. 
Additionally, you will want to lay some newspaper down In case you splll your paint 
or water. You will need some of the materials pictured at the lefl aswell as a cup of 
water, some paper towets, and of course a plate to mix your paints on. 

Yaur Brushtrs I 
Before we gel into the actual pintinQ,. IetFs~cus 

on one 6f yarr mbst Imporknt palntlng taois- your 
brushes. is cehinly £he mmt withal b l  you 
must pay aftention €o. 

Pictured at the Iefl you will note same of the, 
fins preelsion brushes you should have In your 
matetfab. These will allow you to get those fim'C)e&iiIs 
in your models. We recommend e sable bmsh for 
uperiar tools, To the right you will &e .some brushes 
shape. The& are s81 t usabk tools however so dori't 
t9 use the ldng b W  brusk$,for washes, the short 
flayed brushes for terrain. So how does a brush go from #e left picturesto those on 

Well, ttre most common mason thjs happens is leaving the brush in the water too tong. A brush that re& on ,Its 
bristles ih a eup for a while will begin to amept a cum tlke the brush on the lower right For this mason, you should not 
riast your Ismsties in the cup, r a h r  swUh €hem h the wtar briskly and wipe thm dbwn with paper towelk immidiatefy. 
Another thing to 40 to pmserve,,pyour brushers, is' to dip them W dean' water, briefly blot wim tawel and then begin 
painting. This technique will help the paint flow smmthly from brush to model and help prevent it from creepjng up the 
bristles and in& the handle grip. 

vnne IS me common color ror pnrntng your 
well ventilated are 

,Id box is perfect inherently dark, use black primer. Colors put onto black 
will often require rnuttiple mats of a color to bring it - I 



- And now the Painting - 

Some Important Tips 
1- When you have selected the models you want to paint, start painting the inside areas W, working your way out I f  you are 

painting the m d d  above, you would start Mmking in the flesh, then the cloths, followed by the cape and armor. You will need to 
use a darker shade of the calors you have selected so your highlights allow for natural shading. 

2- Block in the colors as neatly as you can, waiting for one color to dry More you paint another along side of it. 
3- In addition ta helping preserve your brush, a wet brush helps to smooth the paint and thin it for mom even coverage. You will 

want to Rave two cups of water when painting, one for wetting fhe brush before applying paint, the other for removing the color 
once you are ready to switch to another. 

4- Make sure you have deaned your brush thoroughly before applying a new dor. 

it. Before painting, make sure to shake offany excess materials. 



' ltilng a mhrte color, pa ln l  lulth~rl the black 
o m r n g  3 ~ p ~ 1 1  ~rnnl tnf  nF +no lhlsrr c h n ~ ~ l r  

- Paint over the mh~te  U H I ~  the color you 
final deslun trl be The, lilhlte uitl m a ~ e  

I This battle scarred gaming set up is made 
up of two sections, each 2' X 4' for a total 
table size of 4' X 4'. The center is split with 
a deep trench and is perfect for warzone 
battles on Mars and Mercury. I 



simulate Ihe water. The waterfalls are also 
made of resin and clear silicone ,caulk. A 
table like this is perfect for your Venusian 
campaigns. '"I- --' thiis one Ludwig's Folly. 

So often, heroic confli~ts wlll occur 
between various soldiers and, the more 

In many:-% it will 

Gaming on a table is always morg 
enjoyable when the baffldeld is littered with 
various obstructions and elevations; If 
doesn't matter if your table is set up for 
battleneld skirmishes w urban conflicts, a 
likra14amount of terrain shouid be wd. . 



pito1 Megacotporntion has bee 
. the aggressions ofthe other A 

rdpinging on their dominion, C 
begun mobilizing ifs considerable 
in time to fend 08 the Dark Legi 
dominantly on Mars, Capitol, 
tenacity and inf us a' 

Megacorporafion is a clever blending of 
ancient Asian feudal traditions within a 

Mishima is a ma2 
' 

corporation, known 
unmnfested rule of Mer 
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Medium Flame Thrower 
Template 

m y  Large Flame thrower Template 



Excelsior Entertainment 
Clifton Heights PA 19018 
61 0.622.3161 
www.excelsiorentertainment. corn 

. t ' 

Mutant Chronictes Warzone Un~verse Ufider Stege is 
. . - . . - - - -. - -. - - - - - - Wht 

. <  < - I , .  

I .  

nt All r~gclls 
- -  - 
7- 

- - - - -  - 




