Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless rransfived.

Command - Can order Group Activation to up to 5 models
within one Long stick and gives +1 to the activation roll of
the group.

Fearless - immune to effect of gruesome deaths and Terror.

Notes and Info
Amatzl Captains
command their sisters
in battle as well as the
savage beastmen that
make up the front-line
troops. They are
Searless during combat,
often langhing with
Pfeamr\e while cutting
through the enemy

forces.

4 Weapons and Attacks

War Blade (CL 0) H2H +1 Armor Break (1)
Obsidian Knife (CL 0) H2H

: Armor

Lr’gg}r Armor (CL 0) H:2 B:2* L:1 W:2

Add +1 to RES rolls unless beaten by Armor Break

Shield (CL @) +1 Body AV * (front only), Bash, +1 CS vs.
e Fl [ or Ch

range. k i 74 attack 3pex'.:'s in
field af view. No RES check bonus.

Bash - No penalty to CS when all weapons damaged.
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Leader - Allies within one Long stick get +1 to activation,
Quality and Morale Checks. Can call for Group Activation
and Attacks. Death requires Morale Check for allies except

Artificial or Animal. Personality model.

Shooter (short) - Shoots using the Short stick. Long or
Medium range weapon only fire with the Short stick.

Fearless - No Morale Check for gruesome deaths and Tervor.

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

Leaders of Amatsl
troops, the Temple
Guardians are fearless
warriors that are
entrusted with
protecting the most
sacred Qfgsfms in the
Empire. They carry
heavy weapons tipped
with electrically
charged ether crsytals.

Weapons and Attacks

Charged Crystal Poleaxe (CL 1) H2H +1, Armor Break (1),
Shock, Fragile

Crystal Edged Maguabuitl (CL 0) H2H +1, Armor Break (1)
Javelin (CL 0) Projectile Med

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

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 1+ success).

Hide Armor (CL 0) H:2 B:2* L:1 W:2
Add +1 to RES rolls

Shield (CL 0) +1 Body AV * nt only), Bash, +1 CS vs.
d attacks e El < ’;?f?" ly" g attack spells in

ﬁ.;k? of view. No RES check bonus.
Bash - Can be used for H2H attack. Cannot be damaged.




Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless rransfived.

Free Disengage - When leaving hand-to-hand combat or
recoiling into an enemy, does not suffer a Free Hack.

Amatzl Warriors act as
guardians for the sor-
cerous witches who
rule the empire and
serve to protect ancient
relics within their
temples. These warriors

are quick and agile,
relying on s ee(f:uer
power, and do not

besitate to diseugage

and find a better

tactical situation

4 Weapons and Attacks

Poleaxe (CL 0) H2H +1 Armor Break (1)
Obsidian Knife (CL 0) H2H

: Armor

Lr’gg}r Armor (CL 0) H:2 B:2* L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break

Shield (CL @) +1 Body AV * (front only), Bash, +1 CS vs.
range ks & El [ or Ch ling attack spells in
field af view. No RES check bonus.

Bash - No penalty to CS when all weapons damaged.

Special Abilities b

Tomb Hunter, Ether Tech (2), Agile, Stealth,
Shooter (medium)

Tomb Hunter - Gain +2 when rolling to open locks and
disarm traps. They also gain +1 on Leap and Climb activities.

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.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks and attack spells vs. model at -1, unless fransfived.

Stealth - Immune to ranged attack/spells if adjacent to
Partial Cover. Benefit lost for that turn if model attacks.

Shooter (medium) - Shoots using the Medium stick. Long
range weapon only fire with the Medium stick.

Notes and Info

Amoxtli is entrusted
with finding ancient
relics, items ofpower
that will belp prepare
the Axibaldn Empire
_ﬁ;r the return of their
gods. She defends her
discoveries with an
ancient bow and alloy
arrows.

Weapons and Attacks

Ancient Bow and Alloy Arrow (CL 0)
Projectile (Med) +1, Armor Break (1), Precise

Obsidian knife (CL 0) H2H

Precise - Artack at +2 when targeting a subsystem

Armor b

Leather and Fur Outfit (CL 0) H:2 B:1 L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break




Special Abilities |

Elder Sorcerer, Fearless, Ether Tech (2), Agile,
Taskmaster

Elder Sorceress - Azcalta casts spells from Elemental, Psychic,
Dimensional and Protection magic. Personality model.

Fearless - immune to effect of Gruesome Deaths and Terror.

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

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks vs. model get -1 CS & ranged ttack spells get -1 SA
unless model is transfixed.

Taskmaster - Can spend laction to give a bonus of +1 to the
Quality Checks of any figure within 1Medium stick. The
bonus is not cumulative with other leadership bonuses. Task-
masters cannot “motivate” models with AJ'H]?(‘!'{IL Undead,
Animals, Warbeasts, Leader or Cmmand.

Aszealta is one of the
remaining queens of
the empire, regal in
bem’iﬂg but rernﬁring
to face. She is a master
of all .r;f the magical
isciplines and is a
:femﬁy opponent in
combat. She is usu:!f{v
accompanied by her
loyal handmaiden, LN
Lunea. comniotion

Weapons and Attacks

Charged Crystal Sword (CL 1) H2H +1 Armor Break (1),
Shock, Fragile

Crystal Bladed Whip (CL 2) H2H +1  Armor Break (2)
Reach, Hazardous, Shock

Shock - 1f pon causes a d, defender must roll a
Resistance Check with 2 successes or be transfixed.

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 1+ success).

Reach - Can do H2H attack without counterattack.If both
models have weapons with Reach the effect is nullified.

Hazardous - If roll a 1, roll in; on another 1, weapon
lodes. Blast attack centered on user with CS 7.

Golden Skin (CL 0) H:2* B:2* L:2* W:2
* includes +2 bonus from Force Shield
Special Items
Force Shield (CL 2) - Acts as @ Magical Shield. +2 AV to all

parts of the model, excluding weapons. Does not add to Res,

Special Abilities

Hero, Tough, Agile, Shooter (medium),
Ether Tech (2)

Hero - Always receive 1 automatic success when making any
Check Rolls or activation rolls. Also, once per game, a Hero
can re-roll one bad die roll. The result of the second die roll
is final. Personality model.

Tough - Extra wounds. Only fallen on a double or triple.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks vs. model get -1 CS & ranged ttack spells get -1 SA

unless model is transfived.

Shooter (medium) - Shoots using the Medium stick. Long
range weapon only fire with the Medium stick.
Ether Tech (2) - Can use CL 1 & CL 2 Ether Tech devices.

Activate salvaged device with Quality Check with successes
equal to CL of the item. 3 failures damages the item.

Notes and Info

Chimalma is a
legendary Amatzl
warrior who wreaks
havelk upon enemies
with an ancient bow
and explosive arrows.
She is practically a
one-woman army on

the battlefield. WM Locomotion®)

Weapons and Attacks

Ancient Bow & Explosive Arrows (CL 1) Projectile (Med) +1
Armor Brealk (2), Blast (-1 Short radius), Unstable

Bow Blades (CL 0) H2H +1 Armor Break (1)
Obsidian Knife (CL 0) H2H

Blast - Target attacked with normal CS. Models within blast
radius of 1 Short stick must defend vs, CS-1.

Unstable - If roll 1, roll again; on another 1, weapon destroyed.

Hide Armor (CL 0) H:2 B:2* L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break
Small Shield (CL 0) +1 Body AV * to front only

Psi Defense Helm (CL 2) - Gain +2 to Will Checks when
defending against Psychic spell, attack or effect.




Gregarions - Gets +1 on Quality rolls for Group Activation.

Scent Tracker - Can move and attack normally in complete
darkness. Field of “view” is two Long sticks in darkness in
order to detect a target and attack. Ranged attacks can be
used but get -1 to hit. Can also ignore grtrmm.:ﬂage.

Command - Can order Group Activation and Group
Channeling and gives +1 to the activation roll of the group.

Notes and Info

Coyotl Commanders
are the elite soldiers of
their kind, ferocious
warriors that have
cunning and guile
enonugh to command
troops in bartle. They
are armed with i}emg'
clubs and shields like
the coyorl warriors but
are adorned with
skulls and other
n'opf)fes.

4 Weapons and Attacks

Heavy War Club (CL 0) H2H +1 Armor Break (1)
Sharp Teeth (CL 0) H2H

Armor

Hide & Leather Armor (CL 0) H:2 B:2* L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break

Shield (CL @) +1 Body AV * (front only), Bash, +1 CS vs.
e Fl [ or Ch

range. k i 74 attack 3pex'.:'s in

field af view. No RES check bonus.
Bash - No penalty to CS when all weapons damaged.

Gregarions - Gets +1 on Quality rolls for Group Activation.

Scent Tracker - Can move and attack normally in complete
darkness. Field of “view” is two Long sticks in darkness in
order to detect a target and attack. Ranged attacks can be
used but get -1 to hit. Can also ignore (%;mm.ﬂlge.

Coyotl are beastmen
that possess a size and
tenacity that comes
ﬁ‘am a mixture ofa
species of long extinct
hyena and savage
buman. Their warriors
are excellent trackers,
able to bunt out cam-
ouflaged enemies, and

can attack in coordi-

H’ﬂfﬂd g.mups,

4 Weapons and Attacks

Heavy War Club (CL 0) H2H +1 Armor Break (1)
Sharp Teeth (CL 0) H2H

Armor

Hide & Leather Armor (CL 0) H:2 B:2* L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break

Shield (CL @) +1 Body AV * (front only), Bash, +1 CS vs.
range ks & El [ or Ch ling attack spells in
field af view. No RES check bonus.

Bash - No penalty to CS when all weapons damaged.




Big - H2ZH +1 vs. smaller models. Ranged attack against at +1

Savage - Inflicts 3 wounds by doubling the opponent’s
Combat Score and beating its armor (winning by the
opponent’s Armor Value or more) in hand-to-hand combat.
Powerful - Gain +1 to Strength Checks (in stat above). Gain
+1 CS when doing a Mighty Attack.

Thick Skull - Head Armor +1. Can attack without weapons
with no penalty (head smash).

Notes and Info
Of all of the beastmen

creations of the
Axibalin Sorcerers, the
Hlotl are the largest
and most powerful.
They are used as shock
troops, smashing down
walls with massive
stone hammers and
goring any foolish
enough to take them
head-on.

4 Weapons and Attacks

Big War Hammer (CL 0) H2H +1, Armor Break (3),
Knockback, Great Weapon
Big Horns (CL 0) H2H +1, Armor Break (1)

Knockback - If the weapon causes a wound, the enemy is

knocked directly backwards one Short stick andﬁrﬂe}f. Can §

only knock back models the same size of the user or smaller.

Grear Weapon - Requires 2 hands. In a Mighty Artack it
gives an extra -1 to the opponent’s Combat Score.

Armor

Bone & Leather Armor (CL 0) H:3* B:1 L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break
+1 Thick Skull bonus®

Special Abilities

Big, Savage, Thick Skull, Combo Attack (2-hit),
Tough

Big - HZH +1 vs. smaller models. Ranged attack against at +1
Samﬁe - Inflicts 3 wounds by doubling the opponent’s
at

Combat Score and beating its armor (winning by the
opponent’s Armor Value or more) in hand-to-hand combat.

Thick Skull - Gain +1 to head armor. Can use head as basic
H2H weapon so cannot be fully disarmed.

Combo Attack (2-hit) - Can make one more attack using its
remaining actions if the first attack causes a wound.

Tough - Extra wounds. Only fallen on a double or triple.

Notes and Info

Koth-Yan is a mighty
Hiotl beastman, created
by the sorceresses of the
Empire to crush enemy
lines. He is able to
withstand massive
amounts of damage
before falling, and can
smash enemies with bis
f}emg' ball and chain or
impale them on bis
tusks.

& Weapons and Attacks

Big Spiked Ball and Chain (CL 0) H2H +1
Armor Break (3), Knockback, Great Weapon

Big Tusks (CL 0) H2H +1, Armor Break (1) Reach

Knockback - If wea]iun causes a wound, enemy is knocked

directly backwards 1 Short stick and rendered fallen. Only
affects models the same size or smaller.

Great Weapon - Requires 2 hands. In a Mighty Artack it

gives an extra -1 to the opponent’s Combat Score.

Reach - Can do H2H attack without counterattack. If both
models have weapons with Reach the effect is nullified.

Armor

Scale and Chain Mail (CL 0) H:3* B:2 L:2 W:2
Add +2 to RES rolls  * Thick Skull Bonus




Special Abilities

Agile, Fanatical, Distract

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks and attack spells vs. model at -1, unless transfived.

Fanatical - Only fallen if the enemy rolls a “6” in combar.
Otherwise the model recoils.

Distract - Can hypnotize with her gaze. Treat as the ability to
cast a Transfix spell by using action points. Range is Short
with 1 action, Medium with 2 and Long with 3 actions.
There is no “spell failure”. Distract does not work on

Artificial or Undead models.

Notes and Info

Lunea is the
handmaiden of the
ueen, Azcalta. She is
ﬁmmn}af in her
devotion, never x'mving
Azcalta’s side during
battle. She is able to
confuse and beguile
enemies with her

beauty, before cutting 3
their throats. Locomotion

ged attack spells

Special Abilities

Elementalist, Airborne, Energy Shield, Agile

[rre- =

Elementalist - Can only cast Elemental magic but gains +1 to
pellcasting Roll. Elemental attack spells cast at them get -1
SA penalty. Elementalists are Personalities.

Airborne - Fly up or down 1 Altitude Level (med stick), with 1
action. Hcig}{t adds directly to shooting range. Flying down to
H2H combat it gains Charge (+1) or Rush (+2) with the
airborne bonus ﬁ?r higher ground (+1). Model near ground
can land. Taking off = 1 action. If fallen or transfixed, model

falls to the ground.

Energy Shield - Enemy ranged attacks get -2 CS, Elemental
and Channeling atla{:ﬁ spells get -2 SA.

Agile - Gets +1 to Climb and Leap activity rolls, Ranged
attacks vs. model get -1 CS & ranged ttack spells get -1 SA
unless model is transfived.

Notes and Info

With swirling ethereal
energy coursin
nm:g'rvd ber ba%_}s
M@wbﬂe}}%nrs over
the battlefield like a
ghostly witch. She is
able to cast po weZ}:f
elemental spells that
can create
thuderstorms, cause
earthquakes and can
even use the power of
the sea to devastate

Weapons and Attacks

Obsidian knife (CL 0) H2H

Armor

Golden Skin (CL 0) H:0 B:0 L:0 W:2




Body AV,

Stealth - Immune to ranged attack/spells if adjacent to
Partial Cover. Benefit lost for that turn if model attacks.

Forester - Can move across Fungal Forest scenic terrain or
Difficult Terrain without movement reduction.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless rransfived.

Shooter (medium) - Shoots using the Medium stick. Long
range weapon only fire with the Medium stick.

These lithe and agile
creatures are a blend of
giant cat and buman.
Ocelotl are renowned
stealth bunters and
trackers in the forests,
being the quickest and
most silent ofaﬂ ofrbe
beastimnen. The
Longtooth warriors
speriafize in close and
ranged combat.

Weapons and Attacks

Javelins (CL 0) f’mjzrﬁfe (Med)
HeﬂﬂArm Blades (CL 0) H2H +1 Armor Break (1)
Sharp Teeth (CL 0) H2H

Armor

Thick Skin (CL 0) H:1 B:1 L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break

Special Abilities
Shaman, Stygian Caller, Forester, Agile,
Dodge

Shaman - Can summon wild creatures and cast Elemental
Conjuration spells. Allocate up to half of warband points

to" Sum ing Pool" and double value. Summon creatures
with Spelcasting Roll. Each success = up to 50 points from
poo].g failures = loss of ability until healed. Creature starts at
edge of map closest to scenic item and disappears when
Shaman dies. Can "charm" wild creature already on map
using su ing points. Per lity model.

Stygian Caller - Shaman can summon Stygian Wild Creatures

Forester - Can move across Fungal Forest scenic terrain or
Difficult Terrain without movement penalty.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks vs. model get -1 CS & ranged ttack spells get -1 SA
unless model is transfixed.

Dodge - Enemy attacker must win in combat by one point to

cause injury, regardless of the Armor Break of the weapon.

Notes and Info

Quetzali has masterved
the secrets of
summoning the wild
creatures of the
Underlands to do ber
bidding. She has also
discovered the secrets of
the Stygian Depths and
is able to draw forth
the elder serpents }ﬁwm
below, utilizing their
dark magic.

& Weapons and Attacks
Snake Pet (CL 0) H2H Poison (deadly)
Obsidian knife (CL0) H2H

Poison (deadly) - 1f causes a
rolls Resistance Check (sl -2) with 2 success or is poisoned.
Must resist poison (no actions) each turn when activated.
On three failures, suffer 2 wounds. Poison does not affect
Artificial or Undead models. An adjacent Healer can cure
poison with I action.

4. defend




Body/AV,
Special Abilities LI ) & + 1FAV

Assassin, Combo Attack (2-hit), Agile,
Shooter (short), Stealth, Dodge

Assassin - Gain +2 to CS when targeting a subsystem in H2ZH
or ranged combat. All attacks that cause a wound, cause one
extra wound. No effect on Artificial models or Undead.
Personality model.

Combo Attack (2-hit) - Can make one more attack using its
remaining actions if the first attack causes a wound.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless transfived.

Shooter (short) - Shoots using the Short stick. Long and
Medium range weapon only fire with the Short stick.

Stealth - Immune to ranged atcack/spells if adjacent to
Partial Cover. Negated for that turn if model attacks.

Dodge - Enemy attacker must win in combat by one point to
cause injury, regardless of the Armor Break of the weapon.

Notes and Info

Thulaja has been
trained for years to kill
3ifen.l‘{y and quickb by
the Axibalan Empire.
Skilled with mu ﬂpfe
weapons and light on f

.-

her feet, Thulaja is a / o LK
deadly enemy but is 7 7748
vulnerable to attack & / / -
due to ber lack of s e

b 1/

oniotion g

armor. /

Weapons and Attacks
Laugsmarn' (CL 0) H2H +1 Armor Break (2),
Throwing Knife (CL 0) Projectile (Short), Precise
Obsidian Kuife (CL 0) H2H

Precise - Attack at +2 when targeting a subsystem

Bare Skin (CL0O) H:1* B:1* L:1* W:2
*+1 AV from Dodge Ability

Special Abilities

Combo Attack (3-hit), Savage, Berzerk

Combo 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 amlcis possible).

Savage - Inflicts 3 wounds by doubling the opponent’s
Camﬁal Score and beating its armor (winning by the
opponent’s Armor Value or more) in hnnd—toﬁmnd combat.

Berserk - Model goes berserk with line-of-sight to enemy.
Berserk model must activate with three dice (+1 bonus) and
charge into H2ZH combat with the closest enemy. Gain +1 CS
on first contact. No morale check when in contact with
enemy. Cannot be part of group activation unless all models
in the group have Berserk ability. The Berserk fury ends for
the rest of the battle if model fails to activate or is wounded
in H2H combat.

o7
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Notes and Info

Tlactl are the beavy
troops of the Axibalin
Empire, charging into
bar‘:}e r'erkieg{v fw')ﬂ'e
wielding a multitude
of weapons. Their
attacks leave enemies a
Maorfy ruin, a sight
that can send other
combatants fleeing in
terror.

Weapons and Attacks

Stone Great Axe (CL 0) H2H + 1, Armor Break (2),
Great Weapon

Horns (CL 0) H2H

Arm Spikes (CL 0) H2H

Great Weapon - Requires 2 hands. In a Mighty Artack it

gives an extra -1 to the opponent’s Combat Score.

Hide & Leather Armor (CL 0) H:2 B:1 L:1 W:2
Add +1 to RES rolls

VIR k40
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Savage - Inflicts 3 wounds by doubling the opponent’s
Comﬁal Score and beating its armor (winning by the
opponent’s Armor Value or more) in hnnd—toﬁmnd combat.

Berserk - Model goes berserk with line-of-sight to enemy.
Berserk model must activate with three dice (+1 bonus) and
charge into H2ZH combat with the closest enemy. Gain +1 CS
on first contact. No morale check when in contact with
enemy. Cannot bclsmn of group activation unless all models
in the group have Berserk ability. The Berserk fury ends for
the rest of the battle if model fails to activate or is wounded

in H2H combat.

Bloodthirsty - must preferentially target enemies within one
Long stick that are fallen, tran d, entangled or otherwise
incapacitated or injured. Move to attack wflgen activated,
unless in hand-to-hand combat already. A Taskmaster or
Shaman can redirect the beast with 1 action.

Notes and Info

Tlactl are the beavy

troops of the Axibalin

Empire, charging into

batffe rwﬂeﬁ& ‘;gvbiie

wielding a multitude

of weapons. Their

attacks leave enemies a

bloody ruin, a sight

that can send other )
combatants fleeing in . 5 H‘l A
terror. e Locototitin®

Weapons and Attacks

Stone Great Club (CL 0) H2H +1, Armor Break (2),
Great Weapon

Horns (CL 0) H2H

Kunife (CL 0) H2H

Great Weapon - Requires 2 hands. In a Mighty Artack it
gives an extra -1 to the opponent’s Combat Score.

Hide & Leather Armor (CL 0) H:2 B:1 L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break

Channeler - Can cast Channeling attack and conjuration
spells only. Personality model.

Energy Resistance - Energy attacks and attack spells at -2,
Stacks with Agile. No effect from boiling water and lava.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless rransfived.

Dodge - Enemy attacker must win in combat by one point to
cause injury, regardless of the Armor Break of the weapon.

Notes and Info

Xitllali is the youngest
of the noble
sorceresses,quick af
temper and eager to
prove berself in bartle,
She is able to channel
ethereal fire to turn
enemies into pit'es of
smoking ash. Her
powers have also made
ber resistant to all

forms of energy
attacks.




#'ﬂ * Magical Shicld

Special Abilities

Battlemage, Magical Shield

Battlemage - Casts only attack spells from the Elemental and
Psychic magic lists. Can make Spellcasting Roll and split
points betwen spells, regular attacks and movements in the
same turn. Personality model.

Magical Shield - The model gets a bonus of +2 to Armor
Value to all parts of the model, excluding weapons. The
bonus does not apply to Resistance Checks.

Notes and Info

A sorceress trained to
utilize ethereal magic
in battle, Xuicoatl is a
dangerous enemy to
Sface. She is able to cast
devastating magic
spells mﬁi;g slashing
enemies in combat
with an obsidian
blade. She is protected
f)z a gfowiug magicm'
shield.

Golden Skin (CL 0) H:2* B:2* L:2* W:2
* with +2 bonus from Magical Shield

Combat Master, Tomb Hunter, Agile,
Shooter (short), Greedy, Ether Tech (2)

Combat Master - Can make one Hand to Hand attack per
action used. Gets the +1 bonus from charging into combat
but only on the first attack. Personality model.

Tomb Hunter - Tomb hunters are trained to open locks and
disarm mechanical traps. They also gain +1 on Leap and
Climb actions.

Agile - Gets +1 to Climb and Leap activity rolls. Ranged
attacks and attack spells vs. model at -1, unless fransfived.

Shooter (shert) - Shoots using the Short stick. Long and
Medium range weapon only hre with the Short sticl

Greedy - If treasure in field of view, must move to and pick

w cach turn unless part of Group Activation - resist with
ill Check with 2 successes. Also roll Will Check if an

enemy is killed in H2ZH combat or spend next turn looting.

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.

Notes and Info
Zaniab is a mercenary
and outlaw of the
Axibaldn Empire,
willing to join any
froce as long as she is
paid well. Zaniah uses
ber skills to plunder
lost tombs in search of
gofd' and ancient
treasueres.

Weapons and Attacks
Ancient Greatsword (CL 0) H2H +1 Armor Break (2),
reat Weapon
Throwing Knife (CL 0) Projectile (Short), Precise
Obsidian Kuife (CL 0) H2H
Great Weapon - Requires 2 hands. In a Mighty Artack it

gives an extra -1 to the opponent’s Combat Score.




Special Abilities

Agile, Shooter (medium), Rapid Shot, Forester,
Lethal (dragons & draconids)

Agile - Gets +1 to Climb and Leap activity rolls. Ranged

attacks and attack spells vs. model at -1, unless transfived.

Shooter (meidum) - Shoots using the Medium stick. Long
range weapon only fire with the Medium stick.

Rapid Shot - Can shoot again using available actions if the
previous shot hits and causes a wound, up to three shots.

Farester - Can move through Forest or Fungal Forest scenic
terrain without movement reduction.

Lethal (dragond & draconids) - If an attack causes a wound
to a draconid or dragon model, add one extra wound.

Notes and Info

These warriors bave
been trained to hunt
down all creatures
having the blood of
dragons. They are
skilled archers of the
forest who know the
weak points in their
targets, making them
lethal to Draconids.

Weapons and Attacks

Ancient Bow and Alloy Arrow (CL 0) Projectile (Med) +1,
Armor Break (1), Precise

Hunting Spear (CL 0) H2H Reach

Precise - Attack at +2 when targeting a subsystem

Reach - Can do H2H attack without counterattack. If both
models have weapons with Reach the effect is nullified.

[ Armor

Light Leather Armor (CL 0) H:0 B:1 L:1 W:2

Enchanter - Able to cast spells from the Enchantment list.
Personality model.

Energy Shield - Enemy ranged attacks get -2 CS while enemy
Elemental and Channeling attack spells get -2 SA.

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

Notes and hﬂ
Coszeatl is a powerful

enchantvess who bas
explored the Stygian
Depths of Xibalba and
learned to use different
types of magic. She is
able to cast spells that
belp her allies during
battle, improving their
attacks and defense,
while charming or
ci'omfiug the minds of

ber enemies.
" Weapons and Attacks

Charged Crystal Staff (CL 1) H2H +1 Armor Break (1)
Shock, Fragile

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

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 1+ success).
..fil'unr

Bare Skin (CL 0) H:0 B:0 L:0 W:2

Control Device (mechs) (CL 2) - Gives +1 bonus to
activation for one mech within range of 1 Long stick.




Big, Tough, Artificial (mech), Shooter (long),
Ether Tech (2)

Big - HZH +1 vs. smaller models. Ranged attack against at +1
Tough - Extra wounds. Only fallen on a double or triple.

Artificial (Mech Construct) - Immune to poison, Psychic

Magic, morale and Madness. Cannot be gruesomely killed.
Shooter (Long) - Shoots with the Long stick. Range depends

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

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

The Axibaldns have
recovered constructs
from the temples of a
lost elder civilization
and deciphered their
operation. These
heavily armed mechs
carry advanced
| weaponry and are

almost unstoppable in
battle.

Weapons and Attacks 2

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

Shock Strike (CL 2) H2H + 1, Avmor Break (1), Shock

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

Shock - 1f weapon causes a d in combat defender must
roll a Resistance Check with 2 successes or be Transfixed.

Armor

Light Ancient Alloy Plating (CL 2) H:3 B:3 L3 W32

| | 1
Special Items

Pawer)h?f{ﬁer (CL 2) - Powers up Energy Weapons. Adds
+1 wounds when an attack wins with a double or triple.
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Big - H2ZH +1 vs. smaller models. Ranged attack against at +1

Savage - Inflicts 3 wounds by doubling the opponent’s
Combat Score and beating its armor (winning by the
opponent’s Armor Value or more) in hand-to-hand combat.
Bloodthirsty - must preferentially target enemies within one
Long stick that are fallen, transfixed, entangled or otherwise
incapacitated or injured. Move to attack whgen activated,
unless in hand-to-hand combat already. A Taskmaster or
Shaman can redirect the beast with 1 action.

Combo Attack (2-hit) - Can make one more attack using its
remaining actions if the first attack causes a wound.

Notes and Info

One of the most
powerfil of the
beastmen is the
Minotaur Blood Lord.
Monstrous in size and ||}
appetite, this fmrr{]ﬁr
creature can smash
through enemies with
edase, stopping n'm'iug
the battle only to feed
on their bloody

remains.

4 Weapons and Attacks

Big Stone Axe (CL 0) H2H +1, Armor Break (2)
Big Stomp (CL 0) H2H +1, Armor Break (1)

Big Horns (CL 0) H2H +1, Armor Break (1)

Armor

Thick Skin (CL 0) H:1 B:1 L:1 W:2
Add +1 to RES rolls unless beaten by Armor Break




Solar Beam

AV, Bonus
'+ 1VRES roll

Special Abilities

Leader, Shooter (medium), Fearless,

Ether Tech (2)

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

Shooter (medium) - Shoots using the Medium stick.
Fearless - No Morale Check for gruesome deaths and Tervor.

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

5;( Tay: amza ‘G/mk"l

Tayanna Chakal is a
Temple Commander
for the Empire of
Ataldn, an alliance
between the Ancients
with their marine
technology and the
Axibaldn Empire, with
their anm'esy"
beastmen and powerful
sorceresses. Locomotion

Weapons and Attacks

Charged Crystal Spear (CL 1) H2H +1, Armor Break (1),
Shock, Fragile
Solar Beam (in spear blade) (CL 0) Energy Med +1 Precise

Shock - 1f causes a d, defender must roll a
Resistance Check with 2 successes or be transfixed.

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

Precise - Artack at +2 when targeting a subsystem

Hide Armor ((I. o) H:2 B:2* L:1 W2
Add +1 to RES rolls

Shield ((.L a) +1 Bon'yAV (ﬁ'\nm only), Bash, +1 CS vs.
{ attacks & Ele ling artack spells in
ﬁel’(? of view. No RES check bonus.

Bash - Can be used for H2H attack. Cannot be damaged.




