Big, Artificial (Biomech), Ether Tech (2),
Amphibious, Shooter (Short), Deep Eyes
#‘—

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

Artificial (Bi h) -1 to poison, Psychic Magic spells,
mm{:‘]e and Madness. Cannot be grruesomely killed. ek
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.

Ampbhibious - Can operate on land and underwater

Shooter (short) - Can shoot up to Short range. Long and Med

range weapon only fire with the Shorustick.

Deep Eyes - Normal vision in darkness.

A mass of armor plating
and wrir.ﬁing tentacles,
the Annihilator biomechs
are feared for their power
in close combat. Their
disruptors paralyze
enemies, allowing for
leisurely dismemberment.

\

Disruptor Blaster (CL 2) Energy Short +1, Armor Break (2),
R te, Spray, Unstabl,

Big Claw (CL 0) H2H +1, Armor Break (1), Grab

Big Tentacles (CL 0) H2H + 1 Entangle, Unbreakable

Resonate - If causes wound, defender must roll Res Check with 2 success
or be rransfixed. 3 failures = +1 wound & transfixed.

Spray - All models in 90 deg arc (spray template) and 1 depth level above
and below must defend. Only Short Range and no "long sﬁm" allowed.

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

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. Grabber gets +1 CS when attacking the grabbed victim.

Entangle - If win in combat by 1 or more, normal damage and victim
must roll Strength Check with 2 successes or be entangled and lose turn.
Subsequent turns, victim must use 1 action for Strength Check with

2 successes to go free. Weapon cannot be used again while entangling.

Unbreakable - W cannot be d dord 1

Heavy Cagépare (CL 0) H:3 B:2 L:2 W:2, Natural, Sluggish,
add +2 to RES rolls unless beaten by Armor Break

Natural - ranged attck vs. model at -1 if model adjacent to natural scenery
luggish - requires 1 action to turn afier rear attde
Special Items

Propulsion System (CL 1) - Swimming ability. Roll Fast Dive/Ascend
if changing more than 2 depth levels. Model cannot Cruise.

Amphibious, Deep Eyes, Ether Tech (2),
Mutant Spawn, Salvager, Powerful

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.

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.

Mutant Spawn - When rolling for activation with three dice, if

an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Salvager - Gain +1 bonus to roll on treasure tables

Powerful - Gain +1 to Strength Checks. Already in Str stat.

Raiders are ﬁ'o nt-line
amphibious troops
employed by the Darle
Mariners. The Cavern
Crawler specializes in
breaching structures “
and salvaging dﬂ;'fdds, e
using its powe}:ﬁr
tentacle arm to rip
open bullkhead doors
and a Shock Lance to

keep enemies at bay.

Weapons and Attacks

Shock Lance (CL 2) H2H, Shock, Reach
Tentacle Arm (CL 0) H2H, Entangle, Unbreakable

Shock - If weapon causes wound, normal result and defender
rolls a Resistance Check with 2 successes or be transfixed.

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

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Check with 2 successes or ntangle
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free.Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

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




Amphibious, Deep Eyes, Ether Tech (2),
Mutant Spawn, Biomancer

Ampbhibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.

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.

Mutant Spawn - When rolling for activation with three dice, if
an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Biomancer - Gives +1 activation for Biomech Constructs
within Long stick. If killed, Biomechs continue to operate.
Casts Elemental Conjuration spells. Can repair 1 wound on
adjacent biomech per action used. Can repair dead biomech
by using 1 action gor Quality Check with 3 successes. 3 fails
destroys biomech and Biomancer cannot repair again

These cephalids work in| |
the bowels of the living
vessels of the Dark Bl
Mariners, perfecting 2' .
the bio-mechanical J!
monstrosities that form |
the shock troaps of the
Jorce. Their control

staves help calm the

raw senses of their
creations.

LS

Weapons and Attacks

Spiked Staff (CL 0) H2H
Tentacles (CL 0) H2H, Entangle, Unbreakable

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Check with 2 successes or be entangled
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be used
again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

Light Carapace (CL 0) H:1 B:1 L:0 W:2 Natural

Natural - Ranged shot against at -1 if adjacent to natural scenery

Special Items

Control Staff (bio-mechs) (CL 2) - Extends range of Biomancer
+1 bonus to activation for biomechs to 2 Long sticks. Can be
used by other models to give +1 bonus for 1 Long stick.

Special Abilities || L
Amphibious, Deep Eyes, Ether
Mutant Spawn, Ethermancer, Corrupted

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.

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.
Mutant ﬁzmwn - When rolling for activation with three dice, if
an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.
Ethermancer - Can summon ethereals and cast Dimensional
spells. Allocate up to 75 warband points to "Summoning

'vol" and double value. S hereals with Spelcasting
Roll. Each success = 50 points. 3 failures = no ability until
healed. Ethereal starts up to 2 Long sticks from caster and dis-
appears when caster dies. Personality model.

Corrupted - Physical Activities, Resistance Checks and Will
Checks at -1, except Morale.

These cephalids are
masters of summoning
ethereal entities from the |
void. Their use of foul
magic has left them
corrupted and physically |
weak. However, Their
summoned entities
pravide all the

protection they need.

—
Weapons and Attacks

Spiked Staff (CL 0) H2H
Tentacles (CL 0) H2H, Entangle, Unbreakable

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Check with 2 successes or be entangled
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be used
again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

Light Carapace (CL 0) H:1 B:1 L:0 W:2 Natural

Natural - Ranged shot against at -1 if adjacent to natural scenery




Assi Salvager, Amplh

-} o

Mutant Spawn

Assi: - Assi help Engi; 5, Scientists, Healers,
Animists, Bi ers and Re-Animators, giving them +1 on
their rolls for technical actions (using, repairing, activating,
hijacking, resurrecting, etc.). Must be in base-to-base contact,
activated and “waiting to assist” before the specialist activates
and attempts his action. Waiting to assist costs one action
point, but the assistant can move into position with other
actions before waiting.

Salvager - Gain +1 when rolling on Treasure Tables.

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.
Mutant Spawn - When rolling for activation with three dice, if

an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Seuttling across the
seaﬂoon these little
beasties are the

smaller cousins of the 5
larger cephalids and Al
are tasked with
assisting them and
sconring the bottom

Jfor bits of ether
technology and

erystals.

Liga.ﬁ'.r Carapace (CL 0) H:1 B:1 L:0 W:2 Natura

Natural - Ranged shot against at -1 if adjacent to natural scenery

Scientist (2), Shooter (short), Amphibious,
Mutant Spawn

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

Shooter (short) - Can shoot up to Short range. Long and
Medium range weapon only hire with the Shore stick.

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Mutant Spawn - When rolling for activation with three dice, if
an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

The cephalids’
iu.!‘eﬂigence and abifi.!‘_}r
to handle ethereal

energy is a by-product
ﬁ'om"gfbe mi}r;f;f the
nautiloids of the deep
sea caverns in their
blood. Only a select few
have the ability to study
salvaged artifacts and
create new devices.

"Epe.
Weapons and Attacks

Disruptor Pistol (CL 2) Energy Short, Resonate
Tentacles (CL 0) H2H, Entangle, Unbreakable

Resonate - If causes wound, defender must roll Res Check with
2 success or be transfixved. 3 failures = +1 wound & transfixed.

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Check with 2 successes or entangled
and lose turn, Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be d ged or destroyed.

Armor

Heavy Carapace (CL 0) H:3 B:2 L:2 W:2 Natural, Sluggish
add +2 to RES rolls unless beaten by Armor Break

N [ - Ranged shot against at -1 if adjacent to natural scenery
Stuggish - needs I action to turn after rear attack

Special Items
Crystal Lamp (CL 1) - Light allows vision in dark ocean




Special Abilities -
Marine, Vehicle (Biomech), Transport (8), Huge, Tough,
Shooter (medium), Ether Tech (2)

Marine - Only operates underwater.

Vebicle (mech) - Must carry a nnn—Arr{ﬁciafEilnt and gunner with Ether

Tech = Sub. The gunner also needs Shooter. Sub 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 dc[]llh, or come to a full stop (1 each). Move
at a set ﬂ.n:ed er 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 automatic turns when attacked. Wounds can be repaired
ﬁy an Ethermancer. If destroyed, models inside must roll a Res Check
with two successes or suffer { wound. Three failures = 2 wounds.
Models inside a dead or destroyed sub can exit using two actions.

Transport (8) - Carries up to 8 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 (medinm) - Shoots using the Medium stick. Requires a Gunner.
Ether Tech (2) - Can use CL 1 or Cl 2 Ether Tech devices.

LY e
Weapans and Attacks (Vebicle Weapons have 2X range and 2X wounds)
Disruptor Cannon (CL 2) Energy Med +2, Armor Break (4),
Resonate, Unstable
Swarm Torpedoes (CL 2) Energy Med +3 Armor Break (3),
Blast (-1 Short radius), Resonate, Unstable
Ram - Bite (CL 0) H2H +1 Armor Break (3)

Blast - Target attacked with CS. Models within Short blast radius
must defend against CS unless behind full cover.

Resonate - If causes wound, defender must roll Res Check with
2 success or be transfixved. 3 failures = +1 wound & transfixed.

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

Armor
vubs Armor (CL 2) H:3 B:4 L4 W:2

Special Items

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

Sea Mage, Amphibious, Deep Eyes, Distract,
Obfuscate, Ether Tech (2), Mutant Spawn

A e e ~- :
Sea Mage - Casts El al Magic and Psychic Magic spells.
Personality model.

Amphibious - Can operate on land and underwater.
Deep Eyes - Normal vision in darkness.

Distract - Use actions to transfix targeted enemy unless enemy
rolls Will Check with 2 successes. Range based 'on actions: 1
action = Short; 2 = Medium; 3 = Long.geNo effect on Artificial
or Undead models.

Obfuscate - Create ink cloud of Short radius = Tactical Cover.
1 action per turn cloud lasts. Can create cloud in H2H combat
with actions and then use action to retreat without Free Hack.

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.

Mutant Spawn - When rolling for activation with three dice, if
an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Cylla Darleymyre is a
young and tempestuons
upstart within the Dark
Mariner kindgom. In
her quest for power, she
has learned different
methods for controlling
ethereal energy and is
able to cast both
Elemental and Psychic
spells. In addition, Cylla
can lead biomech
cOnStructs using a
Control Staff of ber own
(fes{gu
Weapons and Attacks
Tentacles (CL 0) H2H, Entangle, Unbreakable
Sharp Talons (CL 0) H2H
Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Chéck with 2 successes or entangled
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

Tender Flesh (CL 0) H:0 B:0 L0 W:2

Special Items

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




Artificial (Biomech), Savage, Ethe
Amphibious, Deep Eyes
. | 4
Artificial (Biomech) - Immune to poison, Psychic Magic spells,
morale and Madness. Cannot be gruesomely killed.

Savage - Inflicts 3 ds when doubling the opp s
Combat Score and winning by more than the opponent’s AV.

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

Amphibious - Can operate on land and underwater. No effect
from changing depth levels due to Artificial.

Deep Eyes - Normal vision in darkness.

The Darl Mariners have
been working recently to
pﬂ_’ﬁ’rr amp}}:"biom
troops that can destroy
enemies on land without
the need to carry hea
water packs. These :riz
creatures were once the
still-warm bodies of
fallen Fortune Hunters,
now hideously
rrnnsﬁ;rmm' into
bio-mechanical terrovs.

Weapons and Attacks
Claws (CL 0) H2H
Arm blades (CL 0) H2H
Steel Jaws (CL 0) H2H

Armor

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

d, Mounted, Tough, Ethermancer,
Big, Deep Eyes, Ruthless, Marine,
Swimming, Ether Tech (2), Shooter (short)

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

Mmm.r.eﬁ - HZ'_I"[ + } vs. non-mounted figure same size or smaller,
Mount killed first from hlling Bod wounds - model docs pot die
but gets Short movement and-1 C3. Rider Body wounds flled next
to result in model death. Locomotion wounds for rider - can on
target after mount is dead. Only rider can suffer a gruesome kill.
Tough - Extra wounds. Only fallen or dazed on a double or triple.
Ethermancer - Can summon ethereals and cast Dimensional spells.
Put up to 75 warband points in "Summoning Pool" and double
value. Summon ethereals with Spellcastin; . Each success = up
yo 50 points from pool. 3 failures = lose a « Ethereal starts up to
2 Long sticks away. Disappears when caster dies. Personality model.
Big- H2H +1 vs. smaller models. Ranged attack against at +1

Deep Eyes - Normal vision in darkness.

Ruthless - Can shoot into H2H combat involving allies.

Marine - Only operates underwater. Can move on land with a Anti-
Gray tech device (CL 2) by adding 10 points.

Smimmifg - Can move underwater. If change 3+ depth levels must
roll Fast Dive/Ascend activity.

Shoater (short) - Shoots with teh Short stick. Long and Med range

weapon only fire with the Short stick.

Ether Tech (2) - Can use CL 1 and CL 2 Ether Tech devices. Activate
salvay evice wit uality Check with successes equal to CL of
the eem. 3 failures damages the item.

Elluvi Darkeye is one
of the last remainin,
pureblood nobles ofs
the Dark Mariners,
His experiments with
dimensional portals
allow him to summon
blasphemous entities
from the void to canse
madness and death.

Weapons and Attacks

2X Disruptor Cannons (CL 2) Energy Short +2,
Armor Break (4), Resonate, Unstable

Big Tentacles (CL 0) H2H + 1, Entangle, Unbreakable
Gaping Tooththy Maw (CL 0) H2H + 1, Armor Break (1)

Resonate - 1f causes a wound, defender must roll Resistaqnece Check
with 2 succes or transfived. 3 failures gives +1 wound & transfixed.

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

Entangle - If win in combat h'yl' 1 or more, normal result and victim

must roll Strength Check with 2 successes or be .eurar:{ed and lose
turn. After, victim must use 1 action for Strength Check with
2 successes to go free. Weapon cannot be used while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

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

Special Items
Ether Shield (CL 2) - Ranged attacks and attack spells

against model at -2




AV, Bonus
F¥SIRES roll

Big, Artificial(Biomech), Ether Tech
Shooter (Short), Sunder, Tough

Big - HZH +1 vs. smaller models. Ranged attack against at +1
Artificial (Bi h) -1 to poi Psychic Magic spells,

morale and Madness. Cannot be grruesomely 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.

Ampbhibious - Can operate on land and underwater

Shooter (short) - Can shoot up to Short range. Long and Med
range weapon only fire with the Short stick.

Sunder - Gain +2 to Break activity rolls.
Tough - Extra wounds. Only fallen or dazed on double / triple.

These Constructs are
massive walling
automatons, designed
to work above and
below the water. Th
are beavily armore
with ."Mf{dﬂo_}r plates,
mm@ing them

Nk,
indestructable death w ¥
machines. 1 Co

Weapons and Attacks
Disruptor Cannon (CL 2) Energy Short +2, Armor Break (4)
Resonate, Unstable
Big Claw (CL 0) H2H +1, Armor Break (1), Grab
Big Tentacles (CL 0) H2H +1 Entangle, Unbreakable

Resonate - If causes a wound, defender must roll Res Check with
2 successes or be transfixed. 3 failures = +1 wound & rransfixed.
Unstable - If attack rolls 1, roll again; another 1, weapon destroyed.

Grab: If win in combat by 1+, victim cannot move. To break free,
1 action for Strength Check (at -1) with 2 successes. Victim may
attack in H2H. Grabber gets +1 CS when attacking the victim.

Entangle - If win in combat by 1 or more, normal tresult and victim
must roll Strength Check with 2 success or entangled and lose turn.
Subsequent turns, victim must use 1 action for Strength Check with
2 successes to go free. Weapon cannot be used while entangling

Unbreakable - Weapon cannot be damaged or destroyed.
Armor

Heavy Alloy Armor (CL 0) H:5 B:5 L:5 W:3 Sluggish
Add +5 to RES rolls unless beaten by Armor Break

Sluggish - needs 1 action to turn after rear attack

Special Items
Crystal Imager (CL 2) - Normal vision in darkness

Special Abilities :
Big, Artificial(Biomech), Ether Tech (2), Amphibious,
Shooter (Short), Resilient, Tough

Big - HZH +1 vs. smaller models. Ranged attack against at +1
Artificial (Bi k) - 1 to poi Psychic Magic spells,

morale and Madness. Cannot be grruesomrly 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.

Ampbhibious - Can operate on land and underwater

Shooter (short) - Can shoot up to Short range. Long and Med

range weapon only fire with the Short stick.
Resilient - Gain +1 to Res Check rolls (already in Res stat).

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

These are the most

devastating biomechs of

the Dark Mariners, clad

in thick armor fa.ring

and armed with beavy l‘é
me?am, both natural Disrap
and techn. They ave fully [ \“
nmp}')fbio wus, with a = o
magnetic Pr'opu.{sion

system.

. Weapons and Attacks
Disruptor Cannon (CL 2) Energy Short +2, Armor Break (4)
Resonate, Unstable
Big Teeth (CL 0) H2H +1, Armor Break (1)
Big Tentacles (CL 0) H2H +1 Entangle, Unbreakable

Resonate - If causes a wound, defender must roll Res Check with
2 successes or be transfived. 3 failures = +1 wound & transfixed.

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

Entangle - If win in combat h'yl' 1 or more, normal tresult and victim
must roll Strength Check with 2 success or entangled and lose turn.
Subsequent turns, victim must use 1 action for Strength Check with
2 successes to go free. Weapon cannot be used while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Avrmor

Heavy Alloy Armor (CL 0) H:5 B:5 L:5 W:3 Sluggish
Add +5 to RES rolls unless beaten by Armor Break

Sluggish - needs 1 action to turn after vear attack
Special Items

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




Telepath, Swimming, Deep Eyes, Coward, Big,
Shooter (short), Ether Tech (2), Marine

Telepath - Only cast Psychic Magic but +1 spellcasting roll. Psychic
spells cast at them at -1. Personality model.

Swfmmifg - Can move underwater. If change 3+ depth levels must
roll Fast Dive/Ascend activity.

Deep Eyes - Normal vision in darkness.

Coward - Morale Checks and checks vs Terrorat -1.

Big- H2H +1 vs. smaller models. Ranged attack against at +1.
Shooter (short) - Can shoot up to Short range. Long and Med range
weapon only fire with the Short 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 - Operates underwater. Can operate on land with a Sea-

Breather (CL 1) and Anti-Grav (CL 2) device by adding 15 pts.

These diabolical
creatures bave
exnwom'inmy

psyehic abilities and
are the ancestors of the
Darke Mariners. They
are a feared enemy,
able to wield deadly
ether tech weaponry,
though they m‘\'::'m}y

very trustworthy allies

.
Weapons and Attacks -

Disruptor Cannon (CL 2) Energy Short +2, Armor Break (4)
Resonate, Unstable

Big Spiky Beak (CL 0) H2H +1, Armor Break (1)
Big Tentacles (CL 0) H2H +1 Entangle, Unbreakable

R. - If causes d, defender must roll Res Check with
2 success or be transfived. 3 failures = +1 wound & transfived.

Unstable - Attack rolls 1, roll again; 1 again, weapon destroyed.

Entangle - If win in combat by 1 or more, normal damage and
vietim must roll Strength Check with 2 successes or entangled
and lose turn. Subsequent turns, victim must use 1 action tor

Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor
Heavy Carapace (CL 0) H:3 B:2 L:2 W:2 Natural, Sluggish
Add +2 to RES rolls unless beaten by Armor Break

Natwral - ranged attck vs. model at -1 if adjacent to natural scenery
Sluggish - laction to turn after rear attack

Special Abilities
| Big, Amphibious, Artificial (Biomech), Dim Witted,
Shooter (medium), Deep Eyes, Ether Tech (2)

Big - HZH +1 vs. smaller models. Ranged attack against at +1
Artificial (Bi h) - 1 to poi Psychic Magic spells,

morale and Madness. Cannot be grruemmcly killed.

Dim Witted - Cannot be part of a Group Activation
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.

Ampbhibious - Can operate on land and underwater

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

Deep Eyes - Normal vision in darkness.

Brutally effective in
battle, the Obliterator
Biomechs is armed with
one of the most powerful
weapons in the Dark
Mavriner arsenal, the [
Disruptor Torpedo. They
are not very r'meffr'gem
but more than make up
ﬁ»’ this xf')or.rmrlu ing with
their (femsm.ring attacks.

Weapons and Attacks |
Disruptor Torpedo (CL 2) Energy Med+1, Armor Break (2),
Resonate, Blast (-1 Short radius), Unstable
Big Tentacles (CL 0) H2H + 1 Entangle, Unbreakable

Resonate - If causes wound, defender must roll Res Check with 2
success or be rransfived. 3 failures = +1 wound & transfixed.

Blast - Target attacked with CS. Models within Short blast
radius must defend against C5-1 unless behind full cover.

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

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Check with 2 successes or be entangled
and lose turn, Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling.

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

Heavy Carapace (CL 0) H:3 B:2 L:2 W:2, Natural, Sluggish,
add +2 te RES rolls unless beaten by Armor Break

Natural - vanged attck vs. model at -1 if adjacent to natural scenery
Sluggish - vequires 1 action to turn after vear attack




B Special Abilities

Stealth, Artificial (Biomech), Ether Tech (2),
Marine, et Burst, Obfuscate

Stealth - Immune to ranged attack/spells if adjacent to Partial
Cover. Negated for that cover if mmg]u or casts a spell.
Artificial (Biomech) - 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 move on land with a
Anti-Grav tech device (CL 2) by adding 10 points

Jet Burst - Can cross enemy bases without Free Hack. Jettin,
out of H2ZH combat avoids Free Hack if two actions are use

Obfuscate - Create ink cloud of Short radius = Tactical Cover.
1 action per turn cloud lasts. Can create cloud in H2H combat
with actions and then use action to retreat without Free Hack

These devious creations
were made to slip into
wrecks, silently opening
up entrances with
plasma rorches so their
largen, deadlier
brethren can enter.
Octopods jet away in a
cloud of ink when
attacked.

Weapons and Attacks
Plasma Torch (CL 2) H2H +1, Armor Break (2) Breach (+2)
Tentacles (CL 0) H2H, Entangle, Unbreakable
Breach - Breach walls, Break activity with Breach modifier.
2 successes creates hole in a wall of Long width and height.
Entangle - If win in combat by 1 or more, normal damage and
victim must rolls Strength Chieck with 2 successes or be entangled
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be used
again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Armor

Light Alloy Armor Plating (CL 2) H:3 B:3 L3 W:3
Add +3 to RES rolls unless from attack beating Armor Break

Special Items
Crystal Imager (CL 2) - Normal vision in darkness.
Propulsion .zysrem (CL 1) - Model has Swimming ability and

can change depth levels but cannot Cruise.

Special Abilities
Assassin, Distract, Amphibious, Deep Eyes,
Obfuscate, Mutant Spawn

Assassin - Gain +2 to CS when targeting a subsystem in H2H
or ranged combat. All attacks that cause a wound, cause one
extra wound. No effect on Artificial models or Undead.

Personality model.

Distract - Use actions to transfix targeted enemy unless enemy
rolls Will Check with 2 successes. Range based 'on actions: 1
action = Short; 2 = Medium; 3 = Long. No cffect on Artificial
or Undead models.

Ampbhibious - Can operate on land and underwater.

Deep Eyes - Normal vision in darkness.

Obfuscate - Create ink cloud of Short radius = Tactical Cover.

1 action per turn cloud lasts. Can create cloud in H2H combat
with actions and then use action to retreat without Free Hack.

Mutant Sémwn - When rolling for activation with three dice, if
an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

A select few of the noble
sivens have combat

abilites that make them

fm' deadlier than the
others. These Maneaters

are cold blooded,

mup)')fbio HS ASSASSING = -
that trasnfix enemies { SLocomation %
with thier siren song H

and then kill them \

quickly and efficiently £>

with sharp talons and

erushing tentacles.

Weapons and Attacks
Tentacles (CL 0) H2H, Entangle, Unbreakable
Sharp Talons (CL 0) H2H
Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Cheéck with 2 successes or entangle
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Tender Flesh (CL 0) H:0 B:0 L0 W:2




2 Special Abilities o s
Distract, Amphibious, Deep Eyes, Obfuscate,
Mutant Spawn, Marine

-
Distract - Use actions to fransfix targeted enemy unless enemy
rolls Will Check with 2 successes. Range based 'on actions: 1
action = Short; 2 = Medium; 3 = [,ung.gNn effect on Artificial
or Undead models. Can only be used once per turn.

Amphibious - Can operate on land and underwarter.
Deep Eyes - Normal vision in darkness.

Obfuscate - Create ink cloud of Short radius = Tactical Cover.
1 action per turn cloud lasts. Can create cloud in H2H combat
with actions and then use action to retreat without Free Hack.

Mutant Spawn - When rolling for activation with three dice, if

an unmodified 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Marine - Operates underwater but can transfix enemy on land.

Genetic anm'Pufatian
of female nobles af the
Dark Mariners has
resulted in a twisted
mautation with a
refepa.rbir nbﬂ'i.!‘_}r to call
to enemies and induce a
trancelike state, mm'n'ug
them easy p:?v for the
warriors and biomechs
to move in ﬁ»' the kill.

S
Weapons and Attacks
Tentacles (CL 0) H2H, Entangle, Unbreakable
Sharp Talons (CL 0) H2H

Entangle - If win in combat by 1 or more, normal damage and
victim must roll Strength Cheéck with 2 successes or entangled
and lose turn. Subsequent turns, victim must use 1 action for
Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Tender Flesh (CL 0) H:0 B:0 LO W:2

Leader, Amphibious, Shooter (Short), Deep Eyes,
Ether Tech (2), Psychic Command, Mutant Spawn

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

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Shooter (short) - Can shoot up to Short range. Long and Med

range weapon only fire with the Short stick.
Deep Eyes - Normal vision in darkness.
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.

hic Command - Can do group activation within 2 Long
sticks without line of sight needed. Must still see target of
activity (enemy, object to move towards, etc).
Mutant Spawn - When rolling for activation with three dice, if
an unmoé’lfﬁcd 1 is rolled on one or more of the dice, roll one
die again; on another 1, forfeit turn.

Vanguard Marines arve led | 25
into battle by captains
that issue commands for
coordinated movement
and attack. They bave a
symbiotic mutated
creature attached at the
shoulder, spawned from
some bellish breeding vats,
giving them a valuable
ability to command

f;}f'ﬂ I'!g;} PSJM'!H‘C medans.

Disruptor Pistol (CL 2) Energy Short, Resonate
Tentacles (CL 0) H2H, Entangle, Unbreakable

Resonate - If causes wound, defender must roll Res Check with
2 success or be transfixed. 3 failures = +1 wound & transfixed.

Entangle - If win in combat by 1 or more, normal damage and
vietim must roll Strength Check with 2 successes or entangled
and lose turn. Subsequent turns, victim must use 1 action tor

Strength Check with 2 successes to go free. Weapon cannot be
used again while entangling

Unbreakable - Weapon cannot be damaged or destroyed.

Avrmor

Medium Carapace (CL 0) H:2 B:1 L:1 W:2 Natural
Add +1 to RES rolls unless from attack beating Armor Break

Natwral - ranged attck vs. model at -1 if adjacent to natural scenery




Special Ab'!i.ri.n iat
Amphibious, Shooter (Short), Deep Eyes,
Ether Tech (2)

Amphibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Shooter (Short) - Can shoot up to Short range. Long and Med
range weapon only fire with tl!:c Short stick.

Deep Eyes - Normal vision in darkness.

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.

The frontline troops of
the Dark Mariners are
the Vanguard Marines,
mutated after twisted
experiments by their
commanders but not to
the point that they
cannot be a strong
fighting force. Their
repulsor shields protect

them from mm.zr types of
s,

pmjer‘rife attac.

Weapons and Attacks
Disruptor (CL 2) Energy Short (+1), Armor Break (1), Resonate
Repulsor Shield (CL 2) H2H Deflect, Knockback
Spear (CL 0) H2H

R. - If causes d, defender must roll Res Check with

2 success or be transfived. 3 failures = +1 wound & transfixed.
Deflect - Gain +2 CS vs. ranged projectile attacks.

Knockback - If weapon causes a wound, enemy knocked
directly back one SLort stick and rendered fallen.

Armor

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

Natural - ranged attck vs. model at -1 if adjacent to natural scenery

ITRES Toll

o

b

Special Abilities [ Deaae
Amphibious, Shooter (Mediu
Ether Tech (2), Ranger

Ampbhibious - Can operate on land and underwater. If change
2+ depth levels must roll Fast Dive/Ascend activity.

Shooter (Medium) - Can shoot nl)dm Medium range. Long
range weapon only fire with the Medium stick.

Deep Eyes - Normal vision in darkness.

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.

Ranger - Can move through Tactical Cover normally and shoot
into or out of Tactical Cover without a penalty.

Vanguard Scouts are able

to easily move through

areas af obscuring

vegetation, sediment or

sea life. They can take )
advantage of this cover in [ . N
combat to ambush 2 ?.} -
enemies, pint.{-f'ng .r{)em off A

at range using their TLOLION

deadly disruptor rifles.

Disruptor Rifle CL 2) Projectile Med +1, Armor Break(1),
Resonate, Unstable

Talons (CL 0) H2H

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

Resonate - If causes wound, defender must roll Res Check with

2 success or be transfixed. 3 failures = +1 wound & transfixed.

Avrmor

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

Natural - ranged attck vs. model at -1 if adjacent to natural scenery




Spenm’/w:hnrs
Big, Artificial(Biomech), Ether Tech (2),
Amphibious, Shooter (Med), Slow
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Biomancer (P), Distract, Ampﬁ:&w:&s, Deep Eyes,
Obfuscate, Mutant Spﬂwn, Etber Tech (2)
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Dark Mariners Warband Spedal Abilities

Amphibious Can operate on land and underwater. If changes
2+ depth levels, must roll Fast Dive/Ascend physical activity.
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.

Biomancer (P) Gives +1 activation for Biomechs within a
long distance. If killed, Biomechs continue to operate. Casts
Elemental Conjuration spells. Can repair 1 wound on an
adjacent biomech with 1 action (3 wounds max). Repair
dead biomech with 1 action and Quality Check with 3 suc-
cesses. 3 fails destroys biomech and Biomancer cannot
repair again.

Distract  Use actions to transfix a targeted enemy unless it
rolls a Will Check with 2 successes. Range based on actions:
1 action = Short; 2 = Medium; 3 = Long. No effect on Ari-
ficial or Undead models. Can only be used once per turn.
Ether Tech  Uses Ether Tech devices in its profile equal to
or less than ability value (1 to 3).

Leader (P) Allies within one Long stick get +1 to activa-
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.

Marine Only operates underwarter.

Mutant Spawn  When rolling for activation with three
dice, if an unmodified 1 is rolled on one or more of the dice,
roll one die again; on another 1, forfeit turn.

Obfuscate Create ink cloud of Short radius acting as
Tactical Cover. The cloud lasts 1 turn per action used. Can
create cloud in H2ZH combat with actions and then use any
remaining action to retreat without a Free Hack.

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

Slow Can make move only one or two increments per turn
and must spend 3 actions to move two increments.

Dark Mariner Wenpon / Armor /ltem 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.

Entangle If the attacker wins by 1 or more, the target must
roll a Strength Check with two successes or be entangled.
Entangled models can activate but cannot move, attack or
cast spells, although they can defend themselves. Any
attacks on an entangled model are at +2, without counter-
attack. To break free, the victim must spend one action to
roll a Strength Check and ger two successes.

Guided Control a shot with actions after the shot action.
Each additional action allows a wurn of up to 90 degrees,
making it possible to shoot around obstacles.

Hazardous [If model rolls an unmodified 1, roll again; on
another 1, backfire - defend against Free Hack of CS 7.

Natural ranged attacks against this model are at -1 if it is
touching natural scenery

Reload weapon takes a number of turns shown to reload.
Resonate If this weapon causes a wound, the defender
must roll Res Check with 2 success or be transfixed. 3
failures = +1 wound & transfixed.

Sluggish Must use 1 action to turn face rear attacker.
Unbreakable These items cannot be disabled or destroyed.

Unstable “Whenever an attacker rolls an unmodified 1, roll
again; on another 1, the weapon is destroyed.

Dark Mariner Item Effects

Control Device (Biomech Construct) (CL 2) Gives +1 to
the activation roll of one allied Artificial biomech construct
per turn within Long distance. For Biomancers, it extends
range to two Long increments with no increase in bonus.

Crystal Imager (CL 2) Normal vision in darkness.



