CARRYHAWK TILT CARRIER

Pi1zzARO HAZARD WALKER
(MISSILES)

CARRYHAWK COMMAND
BUNKER

HYDRA RELAY
HOVERCRAFT

ALEXANDER HEAVY TANK

ROCKET TECHNICAL

P1zzARD HAZARD WALKER
(CHAINGUN)

AA GUN WAGON




CIRCE ATTACK
HOVERCRAFT

ATTILA TRACKWALKERS
(ANTI-MATERIEL GUNS)

PATTON AFV
(AUTOCANNON)

RESISTANCE FIGHTERS

PATTON AFV (RAILGUN)

RESISTANCE VETERANS

ATILLA TRACKWALKERS
(WELDING CLAMPS)

GuN Bus (FLAkK-G88
CANNON)




GuN Bus (SoNic
DETERRENCE PROJECTOR)

THUNDERSTORM HEAVY
HOVERCRAFT

HANNIBAL TANK
(PUNISHER CANNON)

N7

BERSERKER ASSAULT

TROOPS

HANNIBAL TANK (HAMMER

CANNON)
N
LY

FREERIDERS

NAPOLEON

HEAVY TANK

ATTTACK ATV’S




FLAME WAGON

CONSTANTINE CM TANK

STORM ARTILLERY WAGON
(ROCKET BATTERY)

ZHuUKOV AA TANK

STORM ARTILLERY WAGON
(GOLGOTHA MISSILE)

CYCLONE ATTACK
HELICOPTER (CHAINGUNS)

REMOTE BoMB Bus

CYCLONE ATTACK
HELICOPTER (MISSILES)




BARREL BOMBER

STRIKEHAWK TILT-ROTOR
(TURRETS)

K9 TECHNICAL

SENTINEL DEFENCE
TURRET

K9 ATTACK UNIT

REPAIR TECHNICAL

STRIKEHAWK TILT-ROTOR
(MiIssILES)

SAPPERS




O

EAA COLUMBUS EAA CoLuMBUS

ScouT ATV’s
BATTLEWALKER (AA CANNON) BATTLEWALKER (FLAMER)

BATTLE Bus (ROCKET BATTLE Bus (HEAVY AA

KRAKEN HOVERCRAFT
LAUNCHER BATTERY) MACHINE GUN)

JACKSON




LEVIATHAN HEAVY
HOVERCRAFT (ROCKETS)

SWIFTHAWK TILT-JET

LEVIATHAN HEAVY
HOVERCRAFT (AA CANNON)

LIFTHAWK DROPSHIP

109 SPLITTING DRILL

LIFTHAWK TROOPSHIP

209 BREACHING DRILL

TEMPEST INTERCEPTOR




HELLHOG JUMPJET

AVERNUS MINING ENGINE

HELLHOG JUMPJET (MISSILE
[of=1=)]

CERBERUS MINING
ENGINE

JUGGERNAUT CLASS
EXPLORATOR

CoLossus CLASS
EXPLORATOR




COUNTER
MEASURES

ALEXANDER HEAVY TANK

ARMOUR

DAMAGE
POINTS

TYPE

SPECIAL

SRUAD SIZE:

ARC R(F) R(D) AcCC SPECIAL
e GoLIAIsER F/S/R o 24" 1 2+ 12 DEVASTATOR-3 (ALL)
ERE’T::QEL'TU‘:'N';HER F/S/R 18" | 12" 2 3+ 7 PENETRATIVE
> CHAINGUN (LFE/ET) 36" 18" 1 3+ =) -
‘,/i CHAINGUN (R'I'_é's_”) 36" 18" 1 3+ 9 -
) O
= '
- X \1’\‘;11‘\ : \\\\ » v<>1




COUNTER
MEASURES

Pi1zzaARO HAZARD WALKER

ARMOUR

DAMAGE
POINTS

TYPE

SPECIAL

INFILTRATE 127, RARE

SRUAD SIZE:

1

This unit may replace its Chaingun with Deforestation Missiles for no cost.

Ele

CLAWS

DEFORESTATION
DY MISSILES

OPTIONAL WEAPONS

24"

18"

a

MOVE ARC R(F) R(C) SHOTs Acc E SPECIAL
& FIRE
CHAINGUN - F 36" 18" a 3+ 7 Focus-2
INDUSTRIAL CUTTING B F I I a 2 ey B

B =

DEVASTATOR-4
(FLAMMABLE SCENERY),
DEVASTATOR-2 (SCENERY),
FLAME




HYDRA RELAY HOVERCRAFT

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SKIMMER RESILIENT

R(DC) SHOTS SPECIAL

| DOUBLE MIssILE Pop - F 36" 9" 2 3+ 8 PENETRATIVE

SCANNER ARRAY

At any point during this unit’s activation, pick an enemy unit within line of sight. Until the end of the round,
. friendly units re-roll dice results of 1 when rolling to hit against that unit's squad.

/
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CARRYHAWK TILT CARRIER

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SRUAD SIZzE: 1

This unit may replace its Rotary Cannons with 2 Sentinel Defence Turrets for free. Sentinel Defence Turrets have a
squad size of 1 and cannot fire unless Deployed. Sentinel Defence Turrets carried by a Carryhawk Tilt Carrier may
be Deployed from it as if they were an embarked unit. Once Deployed, Sentinel Defence Turrets cannot be moved
or embarked for any reason.

R(F) R(C) SHOTS SPECIAL
- .. " CoVER (SoOFT, BoDY)
ROTARY CANNONS F/S 36 18 8 3+ 6 Focus-2

ROTARY CANNONS
When using the Focus special rule with this weapon, no individual hit may go above Energy 10.

‘” CARRYHAWK COMMAND BUNKER

This unit comes with a free Command Bunker. The Command Bunker carried by this unit may be deployed from

~ itasifit were an embarked unit. Once deployed, the Command Bunker cannot be moved or embarked for any
~ reason.
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CARRYHAWK COMMAND BUNKER

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

RESILIENT

SUAD SIzZzE: 1

FORWARD COMMAND
Enemy units within line of sight of this unit may be targeted with Command Cards as if they had a range of Global.

BUNKER GUARD
This unit comes with one free squad of two units of Resistance Veterans that are automatically embarked as if this
were a Transport.

2
0




ROCKET TECHNICAL

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

R(F) R(DC) SHOTS SPECIAL

| ROCKET LAUNCHER PENETRATIVE, FOCUS-2

SYNCHRONISED ASSAULT
When shooting, this unit's whole squad may combine its shots with the Focus special rule.

\ O

> > ) \)\\Q\\ s




AA GUN WAGON

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

RESILIENT

R(F) R(C) SPECIAL

| AA CANNON - F/S/R 36" 18" 2 2+ 6 AA-2




COUNTER
MEASURES

CIRCE ATTACK HOVERCRAFT

ARMOUR

DAMAGE
POINTS

TYPE

SKIMMER

SPECIAL

RESILIENT

SUAD SIZzE: 1-2

MOVE ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
180MM VENGEANCE . DEVASTATOR-2
CANNON =" g/ S 2 L 2 it (SKIMMER, TANK)
FLAMETHROWER - F/S 6" 6" 4 3+ a FLAME
HOVERCRAFT

_ Thisunit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.




PATTON AFV

COUNTER DAMAGE
ARMOUR
MEASURES POINTS
6e” A 13 2 TANK =
- -
SRUAD SIZE: 2-4 o Q 3

This unit may replace its Autocannon with a Liberator Railgun for +10 points.

MoVE

ARC R(F) R(C) SHOTS Acc (= SPECIAL
& FIRE

AUTOCANNON CoVER (ALL)

GRENADE LAUNCHER PENETRATIVE




COUNTER
MEASURES

ATILLA TRACKWALKER

ARMOUR

DAMAGE
POINTS

TYPE

SPECIAL

SQUAD SIzE: 2-4

This unit may replace its Welding Clamps with Anti-Materiel Guns for +10 pts.

ANTI-MATERIEL GUNS

X

F/S

24"

12"

2+

6

;EI\';EE ARC R(F) R(C) SHOTS Acc E SPECIAL
MiIssILE PoD 1,27 F 36" 9" 1 3+ a8 ARTICULATED, PENETRATIVE
WELDING CLAMPS - F/S/R 2" 2! 2 2+ 11 ARTICULATED,

DEVASTATOR-2 (ALL)

Y PTIONAL WEAPONS
|

ARTICULATED, CoOVER (ALL),
FLAME, STRAFE-2, TECH
KILLER




RESISTANCE FIGHTERS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 5+

SQUAD SIZE: 2-4 W]
s":“;‘:i: ARC R(F) R(C) SHO Acc
ASSAULT RIFLES - F/S/R 36" 9" 5 3+ 3 ALT-1, REDUCED- 1
HOMEMADE RPGS o" F/S/R 18" &" 5 3+ 6 APL;;IL’T:ECIFII\JIE:ZR’::DNII.:;EI;-: ’
= KNIVES AND PISTOLS - - cQ cR 5 - 3 REDUCED- 1




RESISTANCE VETERANS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 4+

SRUAD SIZE: 2-4 W]

MoVE

o G ARC R(F) R(C) SHOTs Acc E SPECIAL
ASSAULT RIFLES - F/S/R 36" 9" 5 2+ 3 REDUCED- 1
ASSAULT GRENADES - - cR ce 5 - 5 ALT-1, REDUCED- 1
N
X
| PLASMA RIFLES - F/S/R 12" 12" 5 2+ 3 Focus-3, REDUCED- 1
.
MACHINE PISTOLS - - cR ce 15 - 2 ALT-1, REDUCED-3

@
(O]
VETERANS
At the start of the game, before deployment, choose one special rule for all Resistance Veterans squads in your army to have:

. Scourge Occupation: These fighters take to the battle with modified Scourge Plasma Rifles salvaged from their foes. This squad
replaces its Assault Rifles with Plasma Rifles.

e Marine Force Recon: Specially trained UCM allies that fight alongside Resistance forces. This squad gains Machine Pistols and
> . the Dodge 5+ special rule.

Kalium Volunteers: [ron disciplined soldiers who choose to continue serving long after their conscription is up. This squad
éu;omgticallypasses Fortitude tests, gains the Resilient special rule, and increases Assault Grenades Energy to 6.
B\ !

ORE@EA )

1

(0]
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HANNIBAL TANK

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SQUAD SIzE: 2-4 .3

This unit may replace its 120mm Punisher Cannon with a HI-EX Hammer Cannon for +10 points.

MoVE

& FIRE ARC R(F) R(C) SHOTS Acc E SPECIAL
120MM PUNISHER "
TN F/S/R o 18 1 2+ 10
90MM CANNON - F o 18" 1 2+ 9 -
\ MACHINE GUN - F/S/R 24" 12" 3 3+ a -
|
/

(
N HI-EX HAMMER s " " B
© BANNGN F/S/R 12 1 2+ 11 DEVASTATOR-4 (SCENERY)




NAPOLEON HEAVY TANK

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SUAD SIzZzE: 1

':“;\:i ARG R(F) R(C) SHOTS Acc E SPECIAL
BANIzHAiFL\;R'STARY R s a6 18" L 2 o EDVERF(EIE::\:lIJFE'.I'_,1BEIDY),
BANISBHAiI'L‘;R'STARY 3 e ae" 18" b o i EDVERFLE‘::I:‘I-'FS'I'-,1BEIDY),
> CHAINGUN - (LFE/ET) 36" 18" 1 3+ 9 -
/3 CHAINGUN - (R'I'_é's_‘ﬂ 36" 18" 1 3+ 9 -

i
\\(;>BANISHER ROTARY CANNON '
-+ When using the Focus special rule with this weapon, no individual hit may go above Energy 11.




THUNDERSTORM HEAVY HOVERCRAFT

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

SKIMMER COMMAND CENTRE, LARGE

SUAD SIzZzE: 1

s":“;‘:i: ARC R(F) R(C) SHOTs Acc E SPECIAL
LﬂnEi?q:;:EMA 6" F/S/R 1 B|| 1 8|| 1 2+ 12 DEVAETA;SE’:‘ZER“YI;FANTRY,
LUDE}E;:,::;:EMA 6" F/S/R 1 E|| 1 E|| 1 24 12 DEVAETA;SE’:‘ZER“YI;‘FANTRY,
\ LDDEIEA?‘:A_QSMA 6" F/S/R 1 E|I 1 EIl 1 2+ 12 DEVAETA;SE':‘ZER“YY;FANTRY,
‘//i LDDE,EAZE;SEMA &" ES/R 18" g 1 =+ 12 DEVAETA;’EE::’:‘ZE;IYI;IFANTRY,

HOVERCRAFT
When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
unit suffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.

0 Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.

O




GuN Bus

DAMAGE
POINTS

COUNTER

ARMOUR
MEASURES

SRUAD SIZE: 2-4 EJ,?,

This unit may replace its Flak-G88 Cannon for a Sonic Deterrence Projector for free.

MoVE
& FIRE

OPTIONAL WEAPONS

RC R(F) R(C) SHOTS SPECIAL

FLAK-G88 CANNON

SONIC DETERENCE
PROJECTOR

i\ SoNIcC DETERRENCE PROJECTOR
*  Infantry squads hit by this weapon cannot use Scan tokens for the rest of the round and may not fire at units
) outside of their garrison for the rest of the round.

y L O O\ ) 4 ¢
N ERAN p A1)



BERSERKER ASSAULT TROOPS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 2+ BLOODTHIRSTY, RARE

i B

R(F) R(DC) SHOTS SPECIAL

| viclous TooLs - - cR cR 10 7 3 REDUCED-2

SENSELESS CARNAGE
For each point of damage this unit has suffered, increase the Energy of Vicious Tools by 1.

/ O
VO e \ 0 O 7 %
O\ -0 ‘K\\)\ B o~ /.

? ) O\ 0 / ”
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FREERIDERS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 3+ INFILTRATE 3”7, RESILIENT

SQUAD SIZE: 2-4

MOVE ARC R(F) R(C) SHOTs Acc E SPECIAL

& FIRE
MACHINE GUNS 9" F/S/R 24" 12" 3 3+ a REDUCED- 1
KNIVES AND PisTOLS . R cR cQ 3 Y 3 REDUCED-1

BIKES

. This unit loses its Evasion Countermeasures when in a Garrison. In addition, this unit may choose to retain its full
Move distance when exiting a Garrison, although cannot embark into a Transport if it does so.

. STICKY MINES t
)] < : { 0 4 . n oy s .
= ' After completing a Moving action, you may target an enemy unit within 1" or enemy unit in the same garrison,
following the rules for shooting. That unit suffers an E9 Automatic hit.
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¢
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COUNTER
MEASURES

ATTACK ATVS

ARMOUR

DAMAGE
POINTS

INFANTRY 3+

SPECIAL

RESILIENT

SRUAD SIZE: 3-6

MovE
ARC R(F) R(C) SHOTs Acc SPECIAL
& FIRE
ASSAULT GRENADE " f i ALT-1, Focus-2,
LAUNCHERS = bt S 3 24 REDUCED- 1
IEEE:?B‘\ER; 6" 6" 6" 6 3+ ALT-1, FLAME, REDUCED- 1
CHEM GRENADES 6" 6" 6" 3 2+ ALT-1, REDUCED- 1
WHEELS

This unit may not enter Garrisons.

'CHEM GRENADES

When you hit a Garrison with this weapon, it deals no damage to that Garrison. Instead, place a Chem token on

that Garrison. When rolling for Collateral Damage, remove all Chem tokens from that Garrison. For each removed

' Chem token, increase the E of any Collateral Damage dealt to occupying Infantry by 1 to a maximum of E7.




FLAME WAG

COUNTER DAMAGE
ARMOUR TYPE SPECIAL
MEASURES POINTS

RESILIENT

R(F) R(C)

SPECIAL




STORM ARTILLERY WAGON

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

RESILIENT

SRUAD SIZE: 3-6
This unit may replace its Rocket Battery with a Golgotha Missile for free.

MoOVE
& FIRE

AREA, INDIRECT,

OPTIONAL WEAPONS

RC R(F) R(C) SHOTS SPECIAL

AREA, DEVASTATOR-2
(BEHEMOTH, SCENERY),
INDIRECT, LIMITED 1

\‘\()REIEKET BATTERY ¢
" This weapon has Accuracy 3+ when targeting Scenery pieces.
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REMOTE BoMB Bus

COUNTER
MEASURES

DAMAGE
POINTS

ARMOUR TYPE

R(F) R(C) SHOTS Acc

SPECIAL
" " AREA, LIMITED-1,
| RIGGED EXPLOSIVES 47 F/S/R 2 2 1 o+ 12 DEVASTATOR-3 (ALL)
VOLATILE

~ When this unitis destroyed as a result of damage, roll a dice. On a 1-4 immediately make an attack with Rigged
. Explosives before removing the unit.

- RIGGED EXPLOSIVES

~ When firing this weapon, all other units (friendly and enemy) under the template are hit as normal. Once resolving
- ashot with this weapon, this unit is destroyed.
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CONSTANTINE CM TANK

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

SRUAD SIizE: 1-2 3

MoVE

ARC R(F) R(C) SHOTS Acc = SPECIAL
& FIRE
90MM CANNON - F o 18" 1 2+ 9 -
MACHINE GUN - F/S/R 24" 12" 3 3+ a -

N COUNTERMEASURES PROJECTOR
| All friendly non-Behemoth Vehicles with 6" of the Constantine gain Active Countermeasures.

‘ COUNTERMEASURES BOOSTER

\‘\ o All friendly non-behemoth vehicles with Armour 13 or more within 6” of the Constantine reduce the Countered
Range of enemy attacks against them by 6" to a minimum of 6” and reduce the Countered Range of any weapons
with Countered Range Infinite to 24.

e} “v()]




COUNTER
MEASURES

ZHuKkov AA TANK

SQUAD SIZE: 2-4

32MM RAIL CANNON

ARC R(F)

F/S/R

Acc

2+

90MM CANNON

F

2+

MACHINE GUN

F/S/R

3+

AA-2, DEVASTATOR-2




CYCLONE ATTACK COPTER

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SUAD SIZE: 1-4
This unit may replace its Wing Chainguns with Tornado Missiles and 2 Beowulf Missiles for free.

MOVE

ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
WING CHAINGUNS - F 36" 18" 2 3+ 9 STRAFE-2
HEAVY MACHINE GUN a" F 36" 12" 2 3+ 5 -

B PTIONAL WEAP

AREA, INDIRECT,

u u u
TORNADO MISSILES 8 F 36 24 1 3+ 7 PENETRATIVE
1 F/S " "
BEOWULF MISSILE 8 (RIGHT) 36 18 1 3+ 10
1 F/S " "
BEOWULF MISSILE 8 (LEFT) 36 18 1 3+ 10




VOIDHAWK BARREL BOMBER

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SRUAD SIZzE: 1
This unit may take an AA Cannon for +15 points.

DUENT= ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
FRAG BARREL 8" F/S/R 6" 6" 1 3+ 10 ALT-1, AREA, LIMITED 2
ALT-1, AREA, LIMITED 1,
f i i DEVASTATOR-2 (BEHEMOTH,
GOLIATH BoMB 8 F/S/R 6 6 1 5+ 13 VEHICLE), DEVASTATOR-8
N (SCENERY)
* MissIiLE Pob g" F 36" 9" 1 3+ 8 PENETRATIVE
HEAVY MACHINE GUN 8" F 36" 12" 2 3+ 5 - (

AA CANNON

GOLIATH BoMB )

Ifyou target a Destructible scenery piece with this weapon and the roll to hitis a 1, instead of the weapon missing, I
“th tscenery piece suffers D3 E9 hits with the Devastator-4 (Scenery) rule. ‘

e 2 \</~1
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STRIKEHAWK TILT-ROTOR

COUNTER
MEASURES

DAMAGE

ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SQUAD SIZE: 1 AW e : . 4
This unit may replace its Ground Attack Missiles with 2 Sentinel Defence Turrets for +15 points.

Sentinel Defence Turrets have a squad size of 1 and cannot fire unless Deployed. Sentinel Defence
Turrets carried by a Strikehawk Tilt Rotor may be Deployed from it as if they were an embarked unit.
Once Deployed, Sentinel Defence Turrets cannot be moved or embarked for any reason.

DUENTS ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
GROUND ATTACK " " "
- NuSSICES 9 F 36 9 2 3+ 9 PENETRATIVE, STRAFE 3
X
| MISSILE BATTERY 8" F 36" 9" 1 3+ 8 PENETRATIVE
/

~ HoVER MoODE

) z : i : g . a ( p .
< " Ifthis unit moves 10" or less, a squad disembarking out of it gains Rapid Insertion until the end of the round.




SENTINEL DEFENCE TURRET

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

RAPID INSERTION 107

SUAD SIzZzE: 1

R(F) R(C) SHOTS SPECIAL

- F 18" 128 a 3+ 4 AA-1, PENETRATIVE

HORNETS NEST
MISSILES

DEPLOYED TURRET

This unit cannot be included in your army list and must be purchased as an upgrade for the Strikehawk Tilt-Rotor
or Carryhawk Tilt Carrier .

AUTOMATIC TRACKING
This unit may Reaction Fire against non-Aircraft squads, following the same rules.

O
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REPAIR TECHNICAL

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE

SPECIAL
POINTS

SRUAD SIZE: 3-6

P 1
REPAIR CLAMPS

For each unit in this squad, once per activation, pick one friendly damaged non-Behemoth Vehicle or landed
Aircraft within 3" of it. That Vehicle or landed Aircraft replenishes one Damage point. Repair clamps can be used
on separate squads and split up throughout this squad’s activation.




K9S TECHNICAL

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SRUAD SIZE: 3-6 '|
K9 KENNEL

During this squad’s activation, each unit may send a K9 Attack Unit into a Garrison within 6”. Roll 1 dice for each
unit sending a K9 Attack Unit. Rolls of 1 have is no effect. For every roll of a 2+, place 1 unit of K9 Attack Unit in
that Garrison. All K9 Attack Unit units sent into a Garrison at the same time from the same squad count as being a
single squad. That squad is the same Battlegroup as the launching squad and may activate in the same round they
are spawned, although do not have to re-roll Damage if Shooting a unit in that Garrison this round.

N

@
0
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K9 ATTACK UNIT

COUNTER DAMAGE
ARMOUR SPECIAL
MEASURES POINTS

INFANTRY 5+ BLOODTHIRSTY

R(F) R(DC) SHOTS SPECIAL

| K9 AssAauLT = : cR cQ 5 b 2 e

ATTACK DOG

Squads of K9 Attack Units cannot be bought with points, instead only being used as part of a K9 Technical, and are
. worth o Kill Points. This unit cannot make Signal actions, search for or claim Objectives, and cannot embark in
| transports during battle. K9 Attack Units always have the Troop Category, regardless of the Category of the vehicle
- that they originate from.

o
0
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SAPPERS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 5+ INFILTRATE 187, RARE

T SRUAD SIZzE: 2 W]

MOVE ARG R(F) R(C) SHOTS Acc E SPECIAL

& FIRE
TRIGGER DEMO IED a" F/S/R o 00 1 a+ 11 DEVASTATOR-4 (SCENERY)
KNIVES AND PISTOLS - - ce cQ 3 - 3 REDUCED- 1

. CLUSTER IED

 When an enemy squad enters a Garrison this squad is in, roll 2D6. The enemy squad takes that much damage,
| distributed in the same way as Close Quarters weapons. Passive and Dodge saves may be used against this damage.
S . Ifadouble isrolled, the explosion was a bit too powerful! Damage is dealt as normal, but one unit from this squad
- © isthenremoved as a casualty (controlling player's choice).

)\ O




ScouT ATVsS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 3+ RESILIENT

SQUAD SIZE: 2-4 SP =

WHEELS
This unit may not enter Garrisons.
ENHANCED TARGETING ARRAY
Any friendly Indirect weapon targeting a unit within line of sight of one or more units with this special rule
receives a -1 bonus to its Accuracy.
DISRUPTOR ARRAY
\ Once per activation, pick an enemy non-Behemoth Vehicle squad or Infantry squad with at least one unit in line
~ of sight within 18" of this unit. That squad suffers a +2 penalty to its Accuracy until the end of the round. Multiple
i\ ()lrmli;so 1nnC zhis squad may affect multiple enemy squads, but each enemy squad may only be affected by this special (
& u S




AA GUN TECHNICAL

COUNTER DAMAGE
ARMOUR
MEASURES POINTS

TYPE

SPECIAL

HEAVY AA MACHINE
GuN

R(F) R(C) SHOTS

SPECIAL




RESISTANCE COLUMBUS BATTLEWALKER

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SRUAD SIizE: 1-3
This unit may replace its AA Cannon with a Heavy Flamethrower for no cost.

MOVE

& FIRE ARC R(F) R(DC) SHOTS Acc = SPECIAL
B EEUNISRER 3" F/S/R o 18" 2 2+ 10 -
MissILE Pobp - F 36" 9" 1 3+ 8 PENETRATIVE
\ AA CANNON - F/S/R 36" 18" 2 3+ 6 AA-2
)

@ HEAVY " " .
o FLAMETHROWER F/S/R 6 6 6 3+ 4 FLAME

RETRO THRUSTERS

' When deploying this squad, you may declare that it will deploy via Retro Thrusters. It is placed in Reserve and is
ignored for the purposes of Aerial Advantage. An Infantry unit may use one action during their activation to call
in this squad from In Readiness. Place 1 unit from this squad within 6" of one of the Infantry units. Then place any

‘\pther units from the squad within coherency. All of these units must be placed on Passable terrain, and cannot
beplaced within 3" of enemy units. The squad is free to activate during their Battlegroup’s activation, but any
Shootmgattacks made by them suffer a +2 penalty to their Accuracy

) o o
1) 2 y \K ‘1 - N
Ny ‘\K\)\ >
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JACKSON APC

COUNTER DAMAGE
ARMOUR
MEASURES POINTS

R(F) R(C) SPECIAL

PENETRATIVE




BATTLE Bus

COUNTER
MEASURES

SRUAD SIZE: 1 4 EJB

This unit may take a Rocket Launcher Battery for +10 pts or a Heavy AA Machine Gun
Battery for +15 points.

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

R(F) R(C) SHOTS y-\={=] SPECIAL

OPTIONAL WEAPONS

ROCKET LAUNCHER " "
\ BAVIERY F/S 18 6 3 2+ 7 PENETRATIVE, FOCus-2
| HEAVY AA MACHINE " u u 4
) SuN BATTERY 6 F/S 36 12 6 2+ 5 AA-O

- FIRING PORTS
C
. Infantry units embarked in this unit may make a Shooting action when this unit activates, regardless of how far it
moved. If they do so they suffer a +1 penalty to their Accuracy. Measure line of sight from the centre of this unit as

normal. The Infantry unit embarked may not make another Shooting action this round.

Q ) o 20N o
5] a & @ Q
: , Ao X )\

Ny NN S




COUNTER
MEASURES

ARMOUR

KRAKEN HOVERCRAFT

DAMAGE
POINTS

| 90MM CANNON S F

R(F)

ag"

R(C) SHOTS

18"

SPECIAL

HOVERCRAFT

When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
. unit suffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.

|
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Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.




LEVIATHAN HEAVY HOVERCRAFT

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

SKIMMER

SRUAD SIZzE: 1
This unit may replace its Multiple Rocket Battery with 4 AA Cannons for +30 points.

MOVE
& FIRE

AREA, INDIRECT,
“ {75/R Hﬂ_-ﬂ PENETRATIVE, STRAFE-2

OPTIONAL WEAPONS

RC R(F) R(C) SHOTS SPECIAL

MULTIPLE ROCKET
BATTERY

Y AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
A AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
) O
HOVERCRAFT

When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
- unit suffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.
Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.
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109 SPLITTING DRILL

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

ACCESS, RARE

SRUAD SIzE: 1 6

SUBTERRANEAN

This unit always begins the game in Reserve but is ignored for the purposes of Aerial Advantage. When this unit
enters play from In Readiness, place it anywhere on the board on Passable terrain. Any units embarking in this
Transport count as leaving the board for the purposes of scoring Objectives.
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209 BREACHING DRILL

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

ACCESS, LARGE, RARE

SRUAD Size: 1 . 138

SUBTERRANEAN

This unit always begins the game in Reserve but is ignored for the purposes of Aerial Advantage. When this unit
enters play from In Readiness, place it anywhere on the board on Passable terrain. Any units embarking in this
Transport count as leaving the board for the purposes of scoring Objectives.

LARGE TRANSPORT

When a unit disembarks from this unit or embarks into this unit, measure from any point on this unit's edge rather
. than the centre.




SWIFTHAWK TILT-JET

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

V SUAD SIzZzE: 1

s":“;‘":i: ARC R(F) R(C) SHOTs Acc E SPECIAL
MissILE Pobp 12" F 36" 9" 1 3+ a8 PENETRATIVE
MACHINE GUN - F/S/R 24" 12" 3 3+ a -

HoOVER MODE
. Ifthis unit moves 12" or less, a squad disembarking out of it gains Rapid Insertion until the end of the round.
t: :
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LIFTHAWK DROPSHIP

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

7 SRUAD SIZzE: 1
This unit may take an AA Cannon for +25 points.

SHOTS SPECIAL

MissILE PoD PENETRATIVE

HEAVY MACHINE GUN

OPTIONAL WEAPONS

AA CANNON




LIFTHAWK TROOPSHIP

COUNTER
MEASURES

DAMAGE

ARMOUR
POINTS

AIRCRAFT

| "SQUAD Si1ze: 1 6

This unit may take a Flamethrower for +10 points.

SPECIAL

DouBLE MiIssILE PoD PENETRATIVE

SKULLTAKER HEAVY
MACHINEGUN

FLAMETHROWER




TEMPEST INTERCEPTOR

COUNTER

ARMOUR
MEASURES

247-367

DAMAGE
POINTS

AIRCRAFT

SPECIAL

FAST, RARE

SQUAD SizE: 1-2

g';‘:’i: ARc  R(F) R(C) SHo SPECIAL
HAILSTORM CANNON - F o 24" 3 a+ AA-4
HAILSTORM CANNON - F © 24" 3 a4+ AA-4




HELLHOG JUMPJET

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

67-30”

AIRCRAFT FAST, RARE

 SEUAD SIzE: 1-2
This unit may take a Double Missile Pod for +5 points.

R(F) R(DC) SPECIAL

SATAN CHAINGUN Focus-2, STRAFE 2

COBRA MISSILE AA-3, LIMITED 2

PENETRATIVE

s
 TILT-JETS
~ Ifthisunit moves at least 18", it gains Evasion+3 until the beginning of its next activation.
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JUGGERNAUT CLASS EXPLORATOR

COUNTER MEASURES ARMOUR SPECIAL

BEHEMOTH SPREAD-47

This unit reduces its Armour by 3.

Reduce this unit's Move by 2", and Shots on Logging Claws by 1.

WEAFPONS 8oomm Naval Defence Gun cannot be used for the rest of the game.

ARC R(F) R(C) SHO SPECIAL
AREA, DESTROYER (5+),
800MM NAVAL " DEVASTATOR-4
DEFENCE GUN ) K ? 2 L agk L= (BEHEMOTH, SCENERY),
DEVASTATOR-2 (ALL)
N CHAINGUN - F 36" 18" a 3+ 6 Focus-2
CHAINGUN - F 36" 18" a 3+ 6 Focus-2
{\Lg) LOGGING CLAWS - F a" 8" 2 2+ 15 DEVASTATOR-3 (ALL) '

SUPPLEMENTARY TRANSPORT
» At the start of the game, before deployment, you may pick one squad from another Battlegroup for
this unit to transport. For all purposes that squad is treated as part of the Juggernaut's Battlegroup.
~8‘D|:|MM NAVAL DEFENCE GUN
: Instead of the Blast template, this weapon's Area rule uses a diameter of 8” centred on the target. Behemoths and
Scenery pieces not targeted but still within this range are also affected by this weapon, reducing its Devastator
value against these targets to 2
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COUNTER MEASURES

CoLossus CLASS EXPLORATOR

ARMOUR

BEHEMOTH

SPECIAL

SPREAD-47

WEAPONS

This unit reduces its Armour by 3.

Reduce this unit's Move by 2", and Shots on Logging Claws by 1.

A Gilgamesh Missile has its Limited value reduced by 1. Roll a dice. On
a 4+, reduce the Limited value by 1 again. If this happens, keep rolling
until either rolling a 1-3 or there are no more Gilgamesh Missiles left.

ARC R(F) R(B) HO SPECIAL
" AREA, DEVASTATOR-2 (ALL),
GILGAMESH MISSILE F/S/R © 24 1 35t 12 INDIRECT, LIMITED=%
" AREA, DEVASTATOR-2 (ALL),
\\ GILGAMESH MISSILE F/S/R © 24 1 3+ 12 INDIREET, LIMITED-5
) BEOWULF-AAV PoOD F/S/R 36" 12" 2 3+ 8 AA-O
| BEOWULF-AAV PoOD F/S/R | 36" | 12" 2 3+ 8 AA-O
Q\L;) BEOWULF-AAV Pobp F/S/R 36" 2 2 3+ a8 AA-O
o BEOWULF-AAV Pob F/S/R 36" 12" 2 3+ 8 AA-O
CHAINGUN F 36" 18" 4 37+ 6 Focus-2
CHAINGUN F 36" 18" 4 3+ 6 Focus-2
LOGGING CLAWS F = = 2 2+ 15 DEVASTATOR-3 (ALL)

N

f
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This unit reduces its Armour by 3.

Reduce this unit’s Move by 2", and Shots on
Logging Claws by 1.

WEAPONS

16
8oomm Naval Defence Gun cannot be used
for the rest of the game.
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F:
This unit reduces its Armour by 3.
8

Reduce this unit'’s Move by 2", and Shots on
Logging Claws by 1

WEAPONS

.

\\\;@ ()'/ O [ - O \\'\ \ ° / //
8

A Gilgamesh Missile has its Limited value
reduced by 1. Roll a dice. On a 4+, reduce the
Limited value by 1 again. If this happens, keep
rolling until either rolling a 1-3 or there are no
more Gilgamesh Missiles left.
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AVERNUS MINING ENGINE
ARMOUR

COUNTER MEASURES

BEHEMOTH

SPECIAL

SPREAD-27

WEAFPONS

ARC R(F)

This unit reduces its Armour by 4.

Reduce this unit’s Move by 3".

Mining Laser cannot be used for the rest of the game.

R(C) HOT

SPECIAL

DEVASTATOR-2 (ALL)

MINING LASER 4" F o 0 1 2+ 12
AUTOCANNON - F/S(L) 36" 18" 2 3+ E] COVER (ALL)
N
X AUTOCANNON - F/S(R) 36" 18" 2 3+ 9 CoVER (ALL)

N

MINING LASER
& When firing this weapon, do not target a unit. Instead, roll to hit. If successful, draw a 1/2 inch wide straight line
directly out horizontally from the Mining Laser. All non-Aircraft, non-Garrisoned units and scenery under the
line(either fully or partially and both friendly and enemy) are hit with the attack and are damaged as normal.
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CERBERUS MINING ENGINE

COUNTER MEASURES ARMOUR SPECIAL

BEHEMOTH SPREAD-27

This unit reduces its Armour by 4.

Reduce this unit’s Move by 3".

WEAPONS Vent Repeater (both Alts) cannot be used for the rest of the game.

ARC R(F) R(C) HOT SPECIAL

VENT REPEATER

f "
(STANDARD) F 36 36 2 2+ 12 ALT-1, DEVASTATOR-2 (ALL)
VENT REPEATER " "
(OVERCHARGE) 2 F 36 36 4 3+ 13 ALT-1, DEVASTATOR-2 (ALL)
X
~ AUTOCANNON - F/S(L) 36" 18" 2 3+ 9 COVER (ALL)

AUTOCANNON - F/S(R) 36" 18" 2 3+ 9 COVER (ALL)




WEAPONS

Mining Laser cannot be used for the rest of

the game.
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This unit reduces its Armour by 4.

10 |
|

Vent Repeater (both Alts) cannot be used for
the rest of the game
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