oithelethers (©)

Special Abilities

Scientist (2), Shooter (medium), Marine

Scientist (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate new device or repair damaged device with Quality
Check with with number of succeses = CL. Activate CL 3
devices with -2 to Quality Check - then can use. 3 failures
damages the item. Model is a Personality.

Shooter (medium) - Can shoot up to Medium range. Long
range weapon only fire with the Medium stick.

Marine - Only operates underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points.
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Notes & Info |

These skilled scientists are
apprentices to Matlal,

assisting him in bis
lop a )
constructs. They have

minimal combat training
but are able to design and
repair many ether tech
items and negate the effects
of ether magic zone spells.

Weapons and Attacks
Beam Pistol (CL 2) Energy Med +1, Precise, Refract
Staff (CL 0) H2H
Precise - Artack at +2 when targeting a subsystem
Refract - Ranged attack into Tactical Cover at -2. Murky
water range is Short. No attack in Soupy water.
Armor

Enviro Suit (CL 2) H:1 B:1 L:1 W:2 Reflect
Add +1 to RES rolls unless beaten by Armor Brea

Reflect - Ranged energy attack or El

T
attack spell against wearer gets -1 to CS

Special Items

Propulsion System (CL 1) - Swimming ability. Roll Fast
Dive/ Ascend if change 3+ depth |c\-'rfs. No Cruise allowed.

Flux Dampener CL 2) - Model can pass through Elemental
and Psychic Conjuration zones unharmed. Adjacent models
can share effect with Group Activation. Use 1 action to

§ activate, then item stays on the rest of the battle.

Crystal Imager (CL 2) - see without light per Deep Eyes

Leader, Amphibious, Shooter (long),
Ether Tech (3), Big, Combo Attack (2-hit)

Leader - Allies within one Long stick get +1 to activation,
Quality and Morale Checks. Can call ﬁr Group Activation
and Attacks. Death requires Morale Check for allies except
Artificial or Animal. Personality model.

Amphibious - Can operate on land and underwater

Shooter (Long) - Shoots with the Long stick. Range depends
on weapon used so Long range weapon needed for Long shot.

Ether Tech (3) - Can use all Ether Tech devices. Activate
salvaged device with Quality Check with successes equal to CL

of the item. 3 failures damages the item.
Big - HZH +1 vs. smaller enemy. Ranged attack against model
at +1. Res and Str checks get +1 (in stats above).

Combe Attack (2-hit) - If the model attacks on its turn and
causes a wound, it can use a remaining action to attack again
with a different weapon (up to 2 attacks possible).

The eldest of the force
from the remote kingdom

beneath the seas, Alahdl

leads the remnants of bis
Sollowers into the abyssal

depths. He is the most

experienced warrior i H B
among bis people, beings [§ (!Per"m'_
that .l‘ypimx'xjrﬁnmrpeam Lannon

over violence.

Weapons and Attacks
Hypercavitation Cannon (CL 2) Projectile Long +2,
Armor Break (4), Reload (1 action)
Fusion Blade (CL 3) H2H +2, Armor Break (3),
Breach (+2)
Armored Fist (CL 0) H2H
Breach - Breach walls. Break ac(ivitiwith Breach modifier.

2 successes creates hole in a wall of Long width and height.

Armor

Ancient Armor Suit (CL 3) H:4 B:4 L4 W:2 Reflect, Powered
Add +4 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy pons attack or El
attack spell against wearer gets -1 to roll

Powered - Strength Checks get +1 (already in Str stat on front)
Special Items

Advanced Water Jets (CL 2) - Long Move for one turn, then
recharge for one turn. Model can Cruise while swimming.
Propulsion System (CL 1) - Swimming ability. Roll Fast Dive/
Ascend if change 3+ depth levels. No Cruise allowed.

8 Crystal Imager (CL 2) - see without light per Deep Eyes

Environmental Shield (CL 2) - Energy attacks against at -2. Pass
through boiling water, fire and lava unharmed.




Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Shooter (Long) - Can shoot up to Long range. Range depends
on weapon used so Long range weapon needed for Long shot.

Marine - Only operates underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points

) ]
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Notes & Info

These are the main troops
of the force of Ataldin,
well-trained in the use qf
their bypercavitation
weapons and wearing
armored combat suits. They
are f)_}cimx'xjr weak but
make up for it with precise
atacks against valnerable
targets.

Weapons and Attacks .
Hypercavitation Rifle (CL 2) Projectile Long +2
Armor Break (2), Reload (1 action)

Micro-edge blade (CL 2) H2H +1, Precise, Fragile

Precise - Attack at +2 when targeting a subsystem

Fragile - If the attack rolls an unmodifed 1, roll again;
on a 1,2 or 3 the weapon is damaged - mark 1 weapon box.
Weapon can be repaired (1 action for QC with 2+ success).

Armor

Combat Suit (CL2) H:2 B:2 L:2 W:2 Reflect
Add +2 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy I attack or El
attack spell against wearer gets -1 to CS
Special Items

Propulsion System (CL 1) - Swimming ability. Roll Fast
Dive/Ascend if change 3+ depth levels. No Cruise allowed.

Crystal Imager (CL 2) - sce without light per Deep Eyes

Vo B8 echlShoal
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Special Abilities

Artificial (Mech Construct), Shoaling,
Marine, Ether Tech (2), Opportunistic, Savage

Artificial (Mech Construct) - Immune to poison, Psychic Magic
spells, morale and Madness. Cannot be gruesomely killed.

Shoaling - An a gate that moves and attacks as a social unit.
If multiple shoﬁzses are in the battle, they must be adjacent.
Ranged attacks and spells have no effect unless they have Blast
or aftect a Zone area. Can only be attacked to the ci{ady.

Concetrated Fire called by a Leader affects a Shoal at -2 even if

the weapons have no Blast effects.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Marine - Only operates underwater. Can become Amphibious

with an Anti-Grav tech device (CL 2) by adding 10 points.

Oﬁpar.rmn'sﬁc— get+ 1 on activation rolls when they have a
fallen or transfixed foe within a Short distance.

Savage - Inflicts +1 wounds when doubling or tripling the
opponent’s CS and winning by more than the opponent’s AV,

_ L s -R—— .'
o IMechlShoal: ot
o.res & Info
These shoals of small

mechanical constructs are
dangerous in the narrow
channels of Blood Reef.
They swarm around
targets, s.ﬁmf)iug with sfmrp
teeth and fins and leave
victims torn to pieces,

dr'{ﬁfng with the tide.

Weapons and Attacks

Mech Shoal Bite & Fin Slash (CL 0) H2H
Unbreakable

Armor

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2
Reflect Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy weapons attack or Elemental attack
spell against wearer gets -1 to roll




BighABEIulUMCch)
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(only fail'onthreell 5)
Special Abilities
Big, Artificial (Mech Construct), Ether Tech (2),
Shooter (medium), Marine

Big- H2H +1 vs. smaller models. Ranged attack against at +1

Artificial (Mech Construct) - Immune to poison, Psychic Magic

spells, morale and Madness. Cannot be gruesomely killed.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Shooter (medium) - Can shoot up to Medium range. Long

range weapon only fire with the Medium stick.

Marine - Only works underwater. Can become Amphibious

with an Anti-Grav tech device (CL 2) by adding 10 points.
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Notes & Info 4
Chariniform mechs - Ls'glitm'ng "
are switnming death '}'3,?,"“]0“
machines, firing “

fmming .rorperfoes

that take out enemies

with a massive

electrical charge upon

impact. Those that

survive are crushed

by powerful

mechanical  jaws.

Lig})ming Torpedo (CL 2) Projectile Med +1,
Armor Break (2) Shock, Homing,

Big Mechanical Jaws (CL 2) H2H +1, Armor Break (1)

Shock - If weapon causes a wound in combat, defender must roll
a Resistance (,[;wck with 2 successes or be Transfixed.

Homing - Ignore Tactical Cover or any other Partial Cover.

Shot may change direction once to g]o around obstacles. May
fire at a target that moved behind full cover on the same turn
that the target hides if it started within shooter field of view.

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2 Reflect
Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy pons attack or El
attack spell against wearer gets -1 to roll

& Special ltems

Propulsion System (CL 1) - Sweimming ability. No Cruise allowed
§ but can change depth levels without penalty by being Artificial,

Crystal Imager (CL 2) - Sees without light per Deep Eyes

Special Abilities o
Conjuror, Dodge, Ether Tech (2), Deep Eyes,

Swimming, Marine
Conjuror - Can cast Comjuration spells from Elemental and
Psychic magic lists but not attack spells. Personality model.
Dodge - Attacker must win in combat by one point to cause a
wound, regardless of the Armor Break of the weapon.
Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.
Deep Eyes - Normal vision in darkness.
Swimming - Can move underwater. If changing 3+ depth levels
must rall%asl Dive/Ascend activity.
Marine - Only operates underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points.

Notes & Info

There are a few of these
sorceresses still serving
Xieana. They do not possess
the sheer power of
destruction that she does
but they do have a more
rounded magica
capability, 151.:’.:- to conjure
both Elemental and Psychic
Magic spells.

Armor

Bare Skin (CL 0) H:0 B:0 L:0 W:2
* Dodge ability effectively gives +1 AV te B,H,L

Special Items

Cloaking Field (CL 2) - Activate with 1 action. Immunity
to ranged attacks and spells if within one Short stick of
scenic terrain. Negated for that turn if the user attacks or
casts a spell.

Hypnotic Stone (CL 2) Activate with 1 action. Target one
enemy and use 1 or 2 actions to hypnotize target. Range: 1
action = Short Stick, 2 actions = Medium stick. The target
must roll a Will Check with two successes or is Transfixed.
Requires activation for each use. Does not work on
Artificial or Undead models.




Special Abilities
Artificial (Mech Construct), Engineer,
Ether Tech (2), Marine

Artificial (Mech Construct) - Immune to poison, Psychic Magic
spells, morale and Madness. Cannot be gruesomely killed.

Engineer - Can N.‘,F\air Ether Tech devices of Cl 1 and C12 b
alfinga uality Check (+1 to roll) with succeses = item CL. If
roll a 1, roll again. On another 1, item is broken and no more
repair attempts on it. Can repair 1 wound per turn on an
atEaccnt Artificial Mech Construct by using 1 action

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Marine - Only operates underwater. Can become Amphibious

with an Anti-{}mv tech device (CL 2) by adding 10 points.

4

Notes & Info

This mechanical construct
has a much more complex
processing unit than the
others and is able to
cnmpfere mp.ﬁ'is.rim.rm' |
repairs on Ether Tech < 7

devices and other mech A : H
constructs. It is not very - - o @/
useful in heavy combat and \ - \ =7

tends to hang back until C tion _Sp

ilky Bits

Weapons and A rn{'s
Mechanical Claw (CL 1) H2H, grab
Spiky Bits (CL 0) H2H

Grab: If win in combat by 1 or more, victim grabbed. To break
free, 1 action for Force activity with 2 successes. Victim may still
attack in H2H. Grabber gets +1 H2H when attacking victim.

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2
Reflect Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy p attack or El I attack
spell against wearer gets -1 to roll
Special Items
Crystal Imager (CL 2) - see without light per Deep Eyes
Frﬂlﬁ:dsion System (CL 1) - Swims underwater but no
_ruise.
Repulsor Wedge (CL 1) - and when switched on with one

action, creates a powerful ether force field that gives +1
to Force activities.

Special Abilities —
Ether Tech (2), Shooter (Long), Marine,
TronWill, Rapid Shot

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Shooter (Long) - Can shoot up to Long range. Range depends

on weapon used so Long range weapon needed for Long shot.

Marine - Only operates underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points.
Iron Will - Immune to Madness. +1 to any Will Check roll.
Rapid Shot - Can use an action for another ranged attack if the

previous shot wounds an enemy. Can only be used with a
weapon without Relpad.

The elite troops are
ffmd{y warriors trained
in mufnpk weapon
wtems. They are
?;oug.ﬁ'r in to handle
armored enemy units,
targeting weak points
with precise shots and

planting minefields.

Weapons fm’ Attacks ~
Beam Rifle (CL 2) Energy Long +2, Precise, Refract
Beam Pistol (CL 2) Energy Med +1, Precise, Refract
Micro-edge blade (CL 2) H2H +1, Precise, Fragile
Ghost Mine (CL 2) Projectile Attack with CS6 (no roll)
Armor Break (2) Plant with 2 actions. auto-shoots any
model moving within Short radius of planting spot.
Precise - Attack at +2 when targeting a subsystem

Fragile - If the attack rolls an unmodifed 1, roll again;
ona 1,2 or 3 the pon is damaged - mark 1 pon box.
Weapon can be repaired (1 action for QC with 2+ success).

Refract - Ranged attack into Tactical Cover at -2.

Armor

Combat Suit (CL2) H:2 B:2 L:2 W:2 Reflect
Add +2 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy weapons attack or Elemental
attack spell against wearer gets -1 to CS

8 Special Items
Propulsion System (CL 1) - Swimming ability. Roll Fast

8 Dive/Ascend if changing 3+ depth levels. No Cruise allowed.

Crystal Imager (CL 2) - see without light per Deep Eyes




Special Abilities
Artificial (Mech Co::srwm), Ether Tech (2),
Shooter (Long), Marine

Artificial (Mech Construet) - Immune to poison, Psychic Magic

spells, morale and Madness. Cannot be gruesomely killed.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Shooter (Long) - Can shoot up to Long range. Range depends

on weapon used so Long range weapon needed for Long shot.

Marine - Only operates underwater. Can become Amphibious

with an Anti-Grav tech device (CL 2) by adding 10 points.

small enough to operate in

wrecks but carry superior
armaments. They are

designed to disable enemies F 1
quickly with their || 9
electrified tentacles, but are {
also effective at range,

firing a built-in beam rifle.
Weapons and A .rmcks

Beam Rifle (CL 2) Energy Long +2, Precise, Rqﬁar:t

Lightning Tentacles (CL 2) H2H +2, Shock, Entangle,
Armor Break (1), Unbreakable

Precise - Attack at +2 when targeting a subsystem

Refract - Ranged attack into Tactical Cover at -2, Murky water
range is Short. No attack in Soupy water.

Unbreakable - Cannot be damaged or destroyed

Shock - If weapon causes a wound in combat defender must
roll a Rc-:iuam:c Check with 2 successes or be Transfived.

E - If win in bat by 1 or more, normal damage and
victim must roll Strength Cheéck with 2 successes or be
entangled and lose turn. Subsequent turns, victim must use

1 action to roll a §tr:n§!|1 Check with 2 successes to go free.
Weapon cannot be used again while entangling

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2 Reflect
Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy p attack or El
attack spell against wearer gets -1 to CS

L Special ltems

Propulsion System (CL 1) - Sweimming ability. No Cruise allowed
| but can change depth levels without penalty by being Artificial.

Crystal Imager (CL 2) - Sees without light per Deep Eyes

n \’ zmm 011
Mefb

Tmrgzﬁ, Arr{ficm! (Mech Construct), Ampbrbwm, Big
Ether Tech (2), Shooter (Long), Rapid Shot

Tough - Extra wounds. Only fallen or dazed on double / triple.

Artificial (Mech Construct) - Immune to poison, Psychic Magic
spells, morale and Madness. Cannot be gruesomely killed.

Amphibions - Can of on land and underwater

Big - HZH +1 vs. smaller models. Ranged attack against at +1

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL :»% the item. 3 failures damages the item.

Shooter (Long) - Can shoot up to Long range. Range depends

on weapon used so Long range weapon needed for Long shot.

Rapid Shot - Can shoot again if the previous shot hits and

causes a wound, up to three shots.

This ray-shaped mech
is a floating fortress,
bristling with wea

It is to be avoide b_y
all other forces unless
they manage to bring
out explosive charges
or heavy weapons to
knock it out.

Weapons and Attacks

Hypercavitation Cannon (x2)(CL 2) Projectile Lang +2,
Armor Break (4), Reload

Beam Cannon (CL 2) Energy Long +3, Armor Break (1),
Precise, Refract

Mechanical Tentacles H2H +1, Entangle, Unbreakable

Precise - Attack at +2 when targeting a subsystem

Refract - Ranged attack into Tactical Cover at -2. Murky
water range is Short. No attack in Soupy water.
Unbreakable - Cannot be damaged or destroyed

Entangle - If win in mmhxl h 1 or more, normal damage and
victim must use 1 acno Jinblmngtﬁ Check with

2 successes or be entang e ose turn. Subsequent turns,
victim must use 1 anmn for Strength Check with 2 successes
to go free. Weapon cannot be used again while entangling

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2 Reflect
Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy pons attack or El | attack
spell against wearer gets -1 to CS

Special Items

Propulsion System (CL 1) - Sweimming ability. No Cruise allowed
§ but can change depth levels without penalty by being Artificial.

Crystal Imager (CL 2) - Sees without light per Deep Eyes.




AR CcchnologistoffAtalin

Special Abilities Al 2 et
Animist, Shooter (medium), Greedy,
Corrupted, Marine

Animist - Gives +1 activation for Artificial Mech Constructs
within Long stick. If killed, mechs continue to operate. Casts
Elemental Conjuration spells. Can use CL 1 and CL 2 Ether
Tech devices. Activate salvaged device with Quality Check,
successes equal to CL of item. 3 failures damages. Personality.
Shooter (medium) - Can shoot up to Medium range. Long
range weapon only fire with the Medium stick.

Greedy - If treasure in field of view, must move to and pick up
each turn unless part of Group Activation - resist with (Vill
Check with 2 successes. Also roll Will Check if an enemy is
killed in H2ZH combat or spend next turn “looting”.
Corrupted - Physical Activities, Resistance Checks and Will
Checks at -1, except Morale. No effect when using technology.
Marine - Only operates underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points

i * ) RN TN T e
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Notes & Info

The oldest and wisest of the
Ancients, Matlal is the
keeper of technology for the
force. His main role is in
(fes{gu ing mechanical
constructs but be is always
on a quest to find new
artifacts. He has a
wealness for shiny things.

Weapons and Attacks
Beam Pistol (CL 2) Energy Med +1, Precise, Refract
Arm Blade (CL 0) H2H

Precise - Attack at +2 when targeting a subsystem

Refract - Ranged attack into Tactical Cover at -2, Murky

water range is Short. No attack in Soupy water.
o

Enviro Suit (CL2) H:1 B:l L:1 W:2 Reflect
Add +1 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy pons attack or El | attack
spell against wearer gets -1 to CS

Spen‘f Ttems

Propulsion System (CL 1) - Swimming ability. Roll Fast
Dive/Ascend if changing 3+ depth levels. No Cruise allowed.

Crystal Imager (CL 2) - Sees without light per Deep Eyes
Ghost Device (CL 2) - Gives Dimension Shift ability for 1 move

using 2 actions, Can move through obstacles while shifting and
immune to attack but cannot attack.

N Refractive Field (CL 2) - If hiding (no action for one turn),
immune to ranged attacks or spells and H2H artackers at -2.
Ambush bonus after hiding. Echolocation negates.

Healer, Steadfast, Marine, Free Disengage,
Ether Tech (2)

Healer - Once per turn, can heal 1 wound from an adjacent
non-Artificial model by using 1 action. Can revive a dead (but
not gruesomely killed) model by spending 1 action to roll a
Quality Check and get 3 successes (remove 1 wound), On 3

ilures, patient is fully dead and healer loses ability for
remainder of combat.” Can use 1 action to help an ally resist

oison if in base-to-base contact, giving a bonus of +2 to the
ﬁesislauce Check. Gives the warband +2 on the Survival Table
at the end of a battle if healer survives. Personality model.

Steadfast - Gets +1 to Moral Check rolls

Marine - Only operates underwater. Can walk on land with a
Sea-Breather tech device (CL 1) by adding 5 points.

Free Disengage - Does not receive a Free Hack if leaving H2ZH
combat or recoiling or flecing into an enemy model.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Medics are brave warriors
that serve the force by
quickly moving in to a:;pf
an ether field to woun m'y
troops using advanced
medical tools, causing
rapid recovery from injury.
Medics are not strong in
combat and will retreat to

safety if attacked.

Weapons and A m'!c
Micro-edge blade (CL 2) H2H + 1, Precise, Fragile

Precise - Attack at +2 when targeting a subsystem

Fragile - If the attack rolls an unmodifed 1, roll again;
onal,2 or 3 the pon is d ged - mark 1 pon box.
Weapon can be repaired (1 action for QC with 2+ success).

Anmer ] -
Enviro Suit (CL 2) H:1 B:1 L:1 W:2 Reflect
Add +1 to RES rolls unless beaten by Armor Brea

Reflect - Ranged energy weapons attack or Elemental
attack spell against wearer gets -1 to CS

Special Items
Propulsion System (CL 1) - Swimming ability. Roll Fast
Dive/ Ascend if change 3+ depth |c\-'rfs. No Cruise allowed.
Medical Tools CL 2) - Healer can revive a dead model using

2 successes. Gives +1 to survival roll at the end of the battle.

Crystal Imager (CL 2) - see without light per Deep Eyes

N Ether C}J::ﬁm (CL 2) - Model can navigate when it cannot

see the seafloor or any PiECE of terrain.
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Special Abilities
Artificial (Mech Construct), Ether Tech (2),
Marine, Swimming, Electric Skin, Stealth

Artificial (Mech Construct) - Immune to poison, Psychic Magic
spells, morale and Madness. Cannot be gruesomely killed.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Marine - Only operates underwater. Can become Amphibious
with an Ami-&ra\f tech device (CL 2) by adding 10 points.

Swr'mmiF - Can move underwater and change depth levels
with no danger since Artificial.

Electric Skin - If causes or suffers a wound in H2H combat.
opponent must roll a Resistance Check with 2 success or be
transfixed. An attacker that grabs this model must also roll.
Stealth - Immune to ranged attack/spells if adjacent to Partial
Cover. Negated for that cover if attacks or casts a spell.

These mechs ave designed
to ﬁr in .l‘.!'}mug.ﬁ' rig/f
spaces and bunt down
enemies in darkness.
Their bodies are rrackx'iug
with elemental lightming,
mnbiug their attacks
deadly. Grabbing them is

a poor tactical decision.

Weapons and Attacks
Metal Jaws (CL 0) H2H
Tail Smack (CL 0) H2H

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2
Reflect Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy p attack or El I attack

spell against wearer gets -1 to roll

Special Items
Crystal Imager (CL 2) - sce without light per Deep Eyes

Special Abilities 1
Mounted, Shooter (medium), Ether Tech (2),
Marine, Maneuverable, Long Move

Mounted - H2H +1 vs. non-mounted figure same size or smaller.
Mount killed first from filling Body wounds - model does not die
but gets Short movement ancF-] (,g Rider Body wounds filled next
to result in model death. Locomotion wounds for rider - can only
target after mount is dead. Only rider can suffer a gruesome kill.

Shooter (merﬁumf - Can shoot uRdto Medium range. Long

range weapon only fire with the Medium stick.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Marine - QOperates underwater. Can move on land with Anti-

Grav (CL 2) and Sea-Breather device (CL 2) for 15 points.

M. ble - No penalty for difficult terrain. Ranged
attacks against at -1 (cancels Big penalty). Turn corner with
one move.

Long Move - Moves using the Long stick

= L . 3

Rider Head -1
Notes & Info | :

These troops are tasked u&‘ﬁo‘o-fdge'j}
with exploration far -
from the main
submersibles of.rbe
Sforce. Riding advanced
underwater vebicles,
they are able to move
into and out of combat f§

zones rapin'xjr,

(£

L

Weapons fn’ Attacks
Beam Pistol (CL 2) Energy Med +1, Precise, Refract
Micro-edge blade (CL 2) H2H +1, Precise, Fragile

Precise - Attack at +2 when targeting a subsystem

Refract - Ranged attack into Tactical Cover at -2. Murky

water range is Short. No attack in Soupy water.

Fragile - If the attack rolls an unmodifed 1, roll again;
onal,2 or 3 the pon is damaged - mark 1 pon box.
Weapon can be repaired (1 action for QC with 2+ success).

Armor

Combat Suit (CL2) H:2 B:2 L:2 W:2 Reflect
Add +2 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy weapons attack or Elemental
attack spell against wearer gets -1 to roll
Special Items

Propulsion System (CL 1) - Swimming ability. Roll Fast
Dive/Ascend if changing 3+ depth levels. No Cruise allowed.

Crystal Imager (CL 2) - Sees without light per Deep Eyes




Special Abilities

Salvager, Artificial (Mech Construct), Big
Ether Tech (2), Amphibious, Powerful

Salvager - Gain +1 bonus to roll on treasure tables

Artificial (Mech Construct) - Inmune to poison, Psychic
Magic spells, morale and Madness. Cannot be gruesomely
killed.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Amphibious - Can op on land and underwater.
Powerful - Gain +1 to Strength Checks. Already in Str stat.

Big- H2H +1 vs. smaller models. Ranged attack against at
+1. Strength Checks bonus of +1 (already in Str stat)
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Salvage mechs are

designed to crawl into

wrecks and pull out

artifacts. They are not

made for combat but

are heavily armored 3

and have deadly :

weapons for close & ¢

e Micro-Edge
-

Weapons and Attacks
Mechanical Claw (CL 2) H2H, Grab
Micro-edge blade (CL 2) H2H +1, Precise, fragile

Grab: If win in combat by 1+, victim cannot move away.
To break free, 1 action for Strength Check (at -1) with

2 successes. Victim may still attack in H2H. The grabber
gets +1 CS when attacking the grabbed victim again.

Precise - Attack at +2 when targeting a subsystem
Fragile - If the attack rolls an unmodifed 1, roll again;

on a 1,2 or 3 the weapon is damaged - mark 1 weapon box.
Weapon can be repaired (1 action for QC with 2+ success).

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:2 Reflect
Add +3 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy attack or El 1 attack]

L

spell against wearer gets -1 to CS

1 Special Items

Propulsion System (CL 1) - Sweimming ability. No Cruise allowed
| but can change depth levels without penalty by being Artificial.

Crystal Imager (CL 2) - Sees without light per Deep Eyes

Special Abilities
Marine, Vehicle (mech), Shallow Draft, Ti
Huge, Tough, Shooter (long), Ether Tech (2)

Marine - Only operates underwater.

Vehicle (mech) - Must carry a non-Artificial pilot and gunner with Ether
Tech = Sub. The gunner also needs Shooter. \]J?ub is immune to poison,
Psychic spells, morale and Madness and cannot be gruesomely killed.
Need 1 action to board or exit. Activate for vehicle actions to change
speed, attack, turn, change d:[]nh, or come to a full stop (1 each). Move
ata sct'ﬂ:ceddpcr turn (Speed 1, 2 or 3) using the Med stick, even if not
activated, and start at Speed 1. Changing speed takes 1 vehicle action

er speed. No ic turns when ked. Wounds can be repaired
ﬁy an Engineer. If destroyed, models inside must roll a Res Check with
two successes or suffer 1 wound. Three failures = 2 wounds. Models
inside a dead or destroyed sub can exit using two actions.

Shallow Draft - Passes over shallow reef instead of treating as obstacle
Transport (6) - Carries up to 6 models with it as it moves.

Huge - H2H +1 vs. smaller models. Ranged attack against at +1

Tongh - Extra wounds and only fallen on a double or triple.

Shooter (long) - Shoots using the Long range stick. Requires a Gunner.
Ether Tech (2) - Can use CL 1 or Cl 2 Ether Tech devices.

y & =
Weapons and Attacks (Vebicle Weapons have 2X range and 2X wounds)

Huvy Beam Cannon (CL 2) Energy Long +4, Armor Break (2),
Precise, Refract

Thunder Torpedo (CL 2) Projectile Med +2, Armor Break (3),
Shock, Homing

Ram - Bow Blades (CL 0) H2H +2 Armor Break (2)

Precise - Artack at +2 when targeting a subsystem
Refract - Ranged attack into Tactical Cover at -2.

Shock - If weapon causes a wound in combat, defender must roll
a Resistance Check with 2 successes or be Transfixed.

Homing - Ignore Tactical Cover or any other Partial Cover. Shot
may change direction once to go around obstacles. May firc at a
target that moved behind full cover on the same turn that the
target hides if it started within shooter field of view.

S:.tbjlnnor?ﬂf}) H:2 B:3 L3 W2

Special Items

Crystal Imager (CL 2) - Normal vision in darkness
Propulsion System (CL 1) - Swims underwater.




Leader, Shooter
Marine

Leader - Allies within one Long stick get +1 to activation,
Quality and Morale Checks. Can call ﬁr Group Activation
and Artacks. Death requires Morale Check for allies except

Artificial or Animal. Personality model.

Shooter (medium) - Can shoot up to Medium range. Long
range weapon only fire with the k‘[cdium stick.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices.
Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Marine - Only works underwater. Can walk on land with a

Sea-Breather tech device (CL 1) by adding 5 points

Tecehuili leads the
troops of Ataldn inte
battle, resplendent in an
ornate combat dive suit.
Tecehuili carvies a short
spear with a micm—edge

lade that can pierce

r:fmx'pniuts, as well as a
‘;prpermvimrion pfsrox'

o

r ranged combat.

Weapons and Attacks
Hypercavitation Pistol (CL 2) Projectile (Long) +1
Armor Break (1), Reload (1 action)
Micro-edge blade (CL 2) H2H +1, Precise, Fragile
Precise - Attack at +2 when targeting a subsystem

Fragile - If the attack rolls an unmodifed 1, roll again;
on a 1,2 or 3 the weapon is damaged - mark 1 weapon box.
Weapon can be repaired (1 action for QC with 2+ success).

Armor

Combat Suit (CL2) H:2 B:2 L:2 W:2 Reflect
Add +2 to RES rolls unless beaten by Armor Break

Reflect - Ranged energy I attack or El
attack spell against wearer gets -1 to roll
Special Items

Propulsion System (CL 1) - Swimming ability. Roll Fast
Di\-'c.l’)\sccnd)gfchanging 3+ depth levels. No Cruise allowed.

Crystal Imager (CL 2) - see without light per Deep Eyes

Special Abilities
Elementalist, Dodge, Energy Resistance,
Energy Shield, Swimming, Marine, Deep Eyes

Elementalist - Only casts Elemental spells but gains +1 to
Spellcasting Roll. Elemental attack vs. her at -1. Personality.
Dodge - Attacker must win in combat by one point to cause
injury, regardless of the Armor Break of the weapon.

Energy Resistance - Energy attacks and attack spells at -2. No
effect from boiling water and lava. Stacks with Energy Shield.
Energy Shield - All ranged attacks and attack spells at -2
Swimming - Can move underwater. If change 3+ depth levels
must roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.

Marine - Only operates underwater. Can walk on land with a
Sea-Breather tech device (CL 1) by adding 5 points.

B e
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Xicana is one of the last
remaining elemental
witches from the deep sea
race of Atalin, wielding
powers over the ene
Sields ;f the earth. She has
little desire to use any o
the advanced ether tech
narmally carrvied by her
ree, preﬁrrfug to
harness the fury of the

elements instead.

Weapons and Attacks

Staff (CL 0) H2H
Withering Glance (CL 0) H2H

Armor

Bare Skin (CL 0) H:0 B:0 L:0




Special Abilities

Elementalist (P), Swimming, Marine, Deep Eyes,
Ether Tech 2

Weapans & Armor
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Weapans & Armor

Hypercavitation RNG TYPF: ARBY. AT
g e
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Ancients Warband - Spm'al Abilities

Artificial Immune to poison, Psychic Magic spells,
morale and Madness. Cannot be gruesomely killed.

Big H2H +1 vs. smaller models. Ranged attack against Big
models are at +1.

Deep Eyes Normal vision in darkness.

Elementalist (P) Casts Elemental spells and gains +1 to
Spellcasting Roll. Elemental attack against model get -1 CS.

Ether Tech  Use Ether Tech devices with complexity
equal to or less than the value of this ability (1 to 3).

Leader (P) Allies within one Lon(g stick get +1 to acriva-
tion, Quality and Morale Checks. Can call for Group Acti-
vation. Death requires Morale Check for allies in LOS
except Artificial or Animal. Personality model.

Long Move Moves with the Long ruler.

Marine Only operates underwarer.

Sharphooter Gets +1 to any ranged attack, including spells
used as ranged attacks, but gets -1 CS in H2H combat.

Shaoter Shoots weapon with range (Short, Med or Long).

Swimming Can move normally underwater.

Andients Warband Wenpon/ Armor E ffects

Blast Roll attack vs. main target. Other models in blast
radius must defend against CS - 1 unless behind full cover.

Breach Gives a bonus for Strength Check rolls to Break

Fragile If the attack rolls an unmeodifed 1, roll again; on a
1,2 or 3 the weapon is damaged - mark 1 weapon box.

Homing Ignores Tactical Cover or Partial Cover. The shot
may change direction once to go around obstacles. May
fire at a target that moved behind full cover on the same
turn it hides if the target started within the shooter’s view.

Precise Gets +2 CS when targeting a subsystem, the
Head, Controls, Locomotion or Weapons.

Reflect Any ranged energy attacks or Elemental attack
spells get -1 CS against this model.

Refract Shots on tariets in Tactical Cover are at -2. If the
water visibility is Murky or Soupy the weapon range is
reduced to Short due to scattering of the beam’s energy.

Reload weapon takes a number of turns shown to reload.

Ancients Warband Item Effects

Crystal Imager (CL 2) Normal vision in darkness.

Control Device (Mech Construct) (CL 2) Gives +1 to the
activation roll of one allied Artificial mech construct per
wurn within a Long distance. For Animists, it extends range
to two Long increments but does not increase the bonus.

Propulsion System (CL I) Swims underwater - no Cruise.



