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FROM ASHES BETA RULES 0.0.6  

Acquisition Roster 
 

Marine tactical unit 

The Marine Tactical Unit, or MTU, is the fighting arm of the Earth Exploration Fleets, each fleet 
being sent to explore far-off worlds and establish new homes. The MTU therefore protect the 
EEFs from all the horrors the universe can throw at them throughout this perilous diaspora. 

More of a permanent, well trained militia than a standing army, the MTU are equipped with some of 
the best weaponry and technology found aboard their floating armadas, ready to launch at a 

moment’s notice to defend their people.  
 

Millions of men and women owe their thanks to the MTU, as they are vital to the EEF project. When 
planetfall was made on the world of ‘New Helix’, the MTU were the pathfinders. They ensured the 
security and protection of civilians constantly unloading from the atmospheric landers to this 
new promised land. As timed progressed, different fleets formed their own nation-states on this 

alien planet, and with that, developed their own methods of waging war and individual combat 
styles. 

 

 
A note on the MTU 
The MTU Acquisition Roster is designed so that you can use White Dragon Miniatures’ fantastic range of models in Void Scar Miniatures’ tactical 
wargame From Ashes. These can found on their website at www.whitedragonminiatures.co.uk. I would like to make clear at this point that Void 
Scar Miniatures has no affiliation with White Dragon Miniatures, however we are friends in the real world and I personally love their stuff and 
wanted to provide some rules, with permission of course, to make them compatible with From Ashes. It’s important to note that From Ashes has a 
completely separate universe and background and no in way crosses over with the MTU, which actually comes from their game Shattered Void.  
 
It’s also important to remember here that the MTU range wasn’t designed with From Ashes in mind, so consequently lack the bases required to 
make them usable in the game. Below is a handy list of which models require which type of base to make them compatible with From Ashes, with 
the infantry bases being available from VoidScarMiniatures.com. 
 
Infantry 

• Alpha Fireteam - Marine Riflemen Unit - three models on a 3-hole Infantry Base. FX93 w/SAW Support has 2 riflemen and a SAW Gunner; 
FX93 w/DMR Support has 2 riflemen and a DMR trooper. 

• Charlie Fireteam has two models on a 3-hole Infantry Base - 1 loader and 1 missile trooper.        

• Command Squad has two models on a 3-hole Infantry Base - 1 radio operator and 1 officer. 

• TALOS - regardless of type, each individual TALOS model goes on its own 1-hole Infantry Base. 

• Armadillo support mech is a single model on a 3-hole infantry base.  
 
Vehicles 
No bases needed for any current MTU vehicles. 
 
Walkers 
As Void Scar Miniatures doesn’t currently produce mech or walker models (yet!), no suitable bases are currently available. However, there are 
some producers of MDF bases around and about, and I’d suggest the following 

• Stryx - 32x32mm square base. 

• Jackal - 40x40mm square base. 

• Proteus - 50x50mm square base 

• Fiddler - 60x60mm square base.  
 
I hope that information helps, and it’s going to be great to see some of these outstanding models fighting on the battlefields of From Ashes. Be 
sure to join the From Ashes Gaming Group on Facebook to share your games, paint schemes, and anything else of note you’ve found in your 
From Ashes experience. 
 

- Void Scar Barn 

Building an Army 

When you build your army, it is important that it is organised in such a way to ensure it works correctly with the main From 
Ashes rules. Each 'side' is called a Force, and each Force consists of one or more Detachments and the Squads under its 
command. When you build your MTU Force to the agreed Requisition value, or Req, it needs to comply with the following 
 
1. At least one Detachment. You may choose to specialise your Detachment to receive a Doctrine as a result of extended training regimes on one of 

the MTU’s fleets at a cost of 25 Req. Each Detachment can only receive the benefits of one Doctrine, so you could not, for example, spend 50 Req 
to combine the effects from two. 

MTU Fleet Doctrines  

 Cortes Auxiliary Drone Control Cortes Squads with the Drone ability can reroll failed Discipline tests when taking Orders. 

 Drake Dedicated Armoured Corp  For every three Drake Vehicle Squads, one is automatically upgraded to have Leader (12”) at no additional Req. 

 Livingstone  Research Outposts Livingstone Infantry Squads reroll failed Search attempts. 

 

2. Each Detachment must have an associated Leader, that is, a Unit with the Leader Ability. In the case of the MTU, this currently includes Command 
Squads and Jackal Command Mechs, or a Leader vehicle from a Drake  Detachment. 

3. There must be at least two other Squads of the same type (Infantry, Vehicle, Walker, Flyer) as this Leader. 
4. Once the above requisites are met, you can choose a number of additional Squads equal to your Detachment Leader’s Discipline subtracted from 

ten, of whatever Type from the following pages.  
5. You may create further Detachments for your force, following the process above as long as the combined Req value for all your Detachments 

does not exceed the agreed Force Req value. 
6. That's it! You're done and ready to get on with your game of From Ashes. 
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Squad composition (30 Req per Squad) 

• 1 Marine Command Unit armed with FX93 Assault Rifles and Frag Grenades. 
 

  
-Grenades (Frag) 
-Leader 
-Unique Command - Boost the Signal 

Weapons 

ACCURACY           5+            7+          9+           12+ 
DAMAGE                    2             1           0                 0 
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, this Squad can 
choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 
-Optics If not moved this turn, may shift Range Bracket one column left for Accuracy Tests (but not Damage). Cannot be 
used with Rapid Fire. 
-Unique Command: Assault Weapons This Squad may move up to half its Movement value (rounding up), then immediately 
carry out an Engage Command with any Assault Weapons it has, again halving their Attacks value (rounding up). Place a 
Storm Command dice instead of Unique. 

Command squad 

Marine tactical unit 

Each Command Squad consists of the most experienced 
individuals from the MTU’s fighting forces. They receive 
advanced training in combat tactics and leadership 
skills, allowing them to coordinate friendly MTU units 
on the battlefield. With the respect of those around 
them, they accompany their Multiple into the thick of the 
fighting in order to achieve the MTU’s objectives.  
 
Each MTU Lieutenant is accompanied by a radio operator. 
He uses his advanced comms gear to extend the 
commander’s reach across the battlefield. 
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Squad composition (60 Req per Squad) 

• 1 Jackal Command Mech Unit armed with a Pintle HMG and a Jackal Autocannon  
 

  
-Armoured 
-Leader 
-Orbital Drop 
-Active Defence- Smoke Dischargers 

-Shield (2)  
-Unique Command - Self-reliance Suit 

-Unique Command - Comms Jammer 

Weapons 

ACCURACY             6+                  7+                 8+                     11+ 
DAMAGE                    3                   2                   2                        2 
SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armoured 
Accuracy bonus against Flyers. 
 

ACCURACY           7+            8+          9+            11+ 
DAMAGE             4            3           2                 2 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  

Jackal command mech 

Marine tactical unit 

The Jackal is the primary command mech used by the MTU. 
Often seen directing other mechs, it is equipped with 
advanced comms capabilities enabling it to coordinate any 
MTU unit on the battlefield. The Jackal also possess the 
ability to jam enemy signals, reducing the enemy’s own 
ability to coordinate their forces. On the front of the 
Mech is the unusual Self-reliance Suite - two mechanical 
limbs making the Jackal capable of repairing friendly 
mechs damaged in combat.  
 
The Jackal is not without bite, however, as on its weapon 
stations are a Heavy Machine Gun and an Autocannon, 
making it capable of  shredding nearby infantry and even 
threaten low-flying aircraft or light vehicles. The hull 
also possesses potent defensive systems, such as a smoke 
discharger for obscuring enemy targeting systems, and 
the revolutionary hard-light shield defence which can 
deflect or dissipate the energy of incoming rounds.  
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The Fireteams of the MTU are the boots on the ground in the 
battlefields on New Helix and beyond. Here, they use their flexibility to 
fulfil a whole host of tactical roles and respond to the ever evolving 
situation. They are the trained soldiery of the human armies, and can be 
decked out in whatever weaponry is needed to complete their mission 
goals.  
 
Each Fireteam consists of a six-man squad, and are themselves 
organised into platoons or ‘Multiples’ of 3 teams, with the most senior 
Fireteam leader being the Multiple Lieutenant. The MTU pride 
themselves on being flexible, intractable soldiers, with each member 
being trained from an early age to work as a cohesive single entity with 
the rest of their Multiple.  

Squad composition (28 Req per Squad) 

• 2 Marine Riflemen Units armed with Frag Grenades and either FX93/SAW Support or FX93 Assault Rifles 
and a DMR. 

• OPTIONAL May add up to three additional Marine Riflemen Units @ 14 Req each.  
 

  
-Grenades (Frag) 

Weapons 

ACCURACY            6+           8+         10+           12+ 
DAMAGE                    2             1           0                 0 
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, this Squad can 
choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 
-Optics If not moved this turn, may shift Range Bracket one column left for Accuracy Tests (but not Damage). Cannot be 
used with Rapid Fire. 
-Unique Command: Assault Weapons This Squad may move up to half its Movement value (rounding up), then immediately 
carry out an Engage Command with any Assault Weapons it has, again halving their Attacks value (rounding up). Place a 
Storm Command dice instead of Unique. 
 

ACCURACY            6+           8+         10+           12+ 
DAMAGE                    2             1           0                 0 
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, this Squad can 
choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 
-Optics If not moved this turn, may shift Range Bracket one column left for Accuracy Tests (but not Damage). Cannot be 
used with Rapid Fire. 
-Unique Command: Assault Weapons This Squad may move up to half its Movement value (rounding up), then immediately 
carry out an Engage Command with any Assault Weapons it has, again halving their Attacks value (rounding up). Place a 
Storm Command dice instead of Unique. 
 

ACCURACY                 6+            5+          7+           11+ 
DAMAGE                    1             1           1                 0 
SPECIAL RULES 
-Sniper If not moved this turn reroll failed Block tests, including for Lone Wolf. 
-Marksmen If not moved this turn, Accuracy rolls of a 8+ can be allocated to any Unit in the target Squad chosen by the 
Attacker. 
-Optics If not moved this turn, may shift Range Bracket one column left for Accuracy Tests (but not Damage).  

Alpha Fireteam 

Marine tactical unit 
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Squad composition (30 Req per Squad) 

• 2 Marine Fire Support Units armed with MIPAW Rocket Launchers and Frag Grenades. 

• OPTIONAL May add up to three additional Fire Support Units @ 15 Req each.  
 

  
-Grenades (Smoke) 

Weapons 

ACCURACY              9+           10+                 12+           12+ 
DAMAGE                        5             5                 5                5 
SPECIAL RULES 
-Designated Lock If this weapon is Ordered to Engage, it can target enemies beyond LoS but in LoS of the 
Ordering Leader. In addition, reroll failed Accuracy rolls against targets both within and beyond LoS 
when Ordered to Engage.  
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  

Charlie Fireteam 

Marine tactical unit 

The MTU infantry are highly trained soldiers capable of 
utilising various weapon systems to achieve their mission. 
Specialist teams of two individuals receive extra training 
in more advanced weapons to be vital tools for dealing 
with specific threats. 
 
A commonly encountered heavy weapon utilised by the 
Fireteams is the Main Individual Portable Assault Weapon, 
or MIPAW. This is a shoulder-fired launcher and is able 
to send an explosive missile up to a kilometre unguided, or 
can lock onto a friendly designated signal or ‘painted 
target’, further away. The MIPAW is designed to be 
lightweight and easily portable by a small team, allowing 
it to retain the flexibility of the host squad, as its low-
recoil gives it the ability it to be fired on the move.  
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Since the invention of automated pack-mule robots centuries earlier, new 
opportunities have arisen to exploit these multi-purpose quadruped military 
machines. From carrying ammo and other supplies for front-line troops, to 
logistical support back at base, they have become vital in mankind's war effort. 
 
The Armadillo infantry support robot is a recent developed, fulfilling a 
multitude of tasks for each Multiple to which it is assigned. Acting much like a 
mobile operating base, they provide ammunition, medical supplies or even 
personal effects to their host squads. Armadillos are also covered in a thick 
layer of shielded armour plating, providing cover for nearby MTU marines 
during dangerous fire fights. Against longer ranged threats the shield also 
houses smoke launchers to help obscure the Armadillo and any friendly 
infantry nearby. 
 
Mounted dorsally is a modular turret which can be weaponised to match the 
squad's current objective. Its modular nature allows it to quickly be 
configured, even mid battle, to suit the Fireteam's requirements. The most 
common version is the rotary-barrelled cannon capable of utilising various 
types of ammunition to compliment the rest of the platoon. Other 
configurations have been seen with grenade launchers for indirect fire support 
and even radar assisted SAM's for anti-air cover. 

Squad composition (25 Req per Squad) 

• 1 Armadillo Unit  armed with either a Pintle Minigun, SAM Launcher or Grenade Launcher. 

• NOTE Each Armadillo must be added to another friendly MTU Infantry Squad and counts as a member for 
all purposes. A single Armadillo can be added to a Squad this way. 

 

  
-Ammo Mule 
-Countermeasures  
-Grenades (Smoke) 
-Medic 

Weapons 

ACCURACY           5+            7+         10+           12+ 
DAMAGE                    1             1           1                 1 
SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armour Accuracy bonus 
against Flyers. 

ACCURACY              10+            10+                 12+           12+ 
DAMAGE                        2             2                 2                2 
SPECIAL RULES 
-Lock-on Reroll failed Accuracy rolls against Armoured Flyer Units.  
-Anti-Air Receive Armoured Accuracy Bonus against Armoured Flyers Units. 
-HEAT Reroll failed Damage rolls against Armoured Units.  
 

ACCURACY              5+            7+                 N/A           N/A 
DAMAGE                        1             1                                  
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Fragmentation Ignore target’s Terrain Protection Bonus.  

Armadillo support mech 

Marine tactical unit 
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Squad composition (80 Req per Squad) 

• 4 TALOS Units with Frag Grenades - Two have K52 Carbines;  one has a Flame Projector and another has a 
MPSA Grenade Launcher. 
 

  
-Grenades (Frag) 
-Exosuit 
-Brute 
-Unique Command - Hellstorm 

-Multi-spectrum analyser 

Weapons 

ACCURACY           5+            8+         12+           N/A 
DAMAGE                    2             1           0                  
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, this Squad 
can choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 

 

ACCURACY           6+            N/A          N/A           N/A 
DAMAGE                    2                                          
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Flame Weapon Ignores Terrain Protection Bonus and Accuracy penalties when targeting a Squad in Terrain.  
-Terror Weapon If an Infantry Squad takes any damage from this weapon, it must attempt to React if it has any unused 
Commands. On a failure, it must Retreat instead of becoming Stunned. 
 

ACCURACY           6+            7+          10+           N/A 
DAMAGE                    1             1           1                  
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Fragmentation Ignores Terrain Protection Bonus and reroll failed Damage rolls against Infantry. 

TALOS exo suits 

Marine tactical unit 

When the MTU comes up against a particularly well entrenched foe, sending in waves of 
marines to overwhelm the enemy is a cost considered unacceptable by MTU command. 
Instead, they will call upon the TALOS spec ops teams, who are specially trained in 
close quarters combat and equipped to assault enemy fortifications.  
 
TALOS Exo Suits are armed with weaponry designed for room clearance and shattering 
offences. Each four-man fireteam consists of one trooper armed with a devastating 
flame projector, another with a Multi Purpose Smart Assisted Grenade Launcher and 
the remaining two with the high rate-of-fire K52 Objective Combat Carbine. However, 
the unique aspect of the TALOS marines is their powerful and bulky exo suits. These 
possess various offensive and defensive systems to ensure the team can easily breach-
and-clear the objectives they have been assigned to. The TALOS suits posses optical 
multi-spectrum viewing options for the soldier to choose mid battle, quickly allowing 
him to swap between thermal, night vision and organic-circulatory-system detection 
viewing, essentially allowing him to ‘see’ through nearby walls to enemies behind cover, 
wherever they are hiding.  
 
The team is fully networked to one another, allowing each individual to ‘mark’ or ‘tag’ 
targets of note, effortlessly integrating the squad to search and destroy their chosen 
enemies. The armour itself contains several layers of light-weight hardened polymers 
which can deflect multiple small arms threats from the entrenched enemy combatants. 
This armour is also impervious to friendly small arms fire, which allows them to be 
used in what the infantry call ‘the hellstorm’ as the team would simply smash their way 
into an enemy zone, fire their carbines and flamers indiscriminately into the room and 
cover every inch with their devastating firepower, including each other.  
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Squad composition (80 Req per Squad) 

• 4 TALOS Units with Frag Grenades - two have K52 Carbines; one has a Light Railgun and one has a 30mm 
Autocannon. 
 

  
-Grenades (Frag) 
-Exosuit 
-Brute 
-Multi-spectrum analyser 

-Targeting Drone 

Weapons 

ACCURACY           5+            8+         12+           N/A 
DAMAGE                    2             1           0                  
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any 
attacks, this Squad can choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 

 

ACCURACY           5+            7+          9+           10+ 
DAMAGE                    6             6           6                5 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Hyper velocity Slugs Roll two D12s per Damage roll, and discard lowest.  
 

ACCURACY           5+            7+          9+           12+ 
DAMAGE                    3             2           2                 2 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  

TALOS heavy weapons 

Marine tactical unit 

While experts in close quarters urban warfare, there are times in 
combat that the heavy armoured and armed TALOS units require weapons 
of a more static nature, be it in an anti-vehicular role or to eliminate 
bunker positions. The first weapon used in the heavy support role is the 
20mm Light Railgun. While the calibre of the weapon is laughably small, 
the sheer speed of the projectile and pin-point area of impact will 
literally penetrate trough and suck out the occupants of any confined 
space, such as the cockpit of a mech or vehicle. The second heavy gunner 
is equipped with the semi-automatic 30mm HEAT shoulder-mounted 
cannon. This weapon can be used to knock out armoured targets, 
entrenched positions and squads of infantry with ease in a shower of 
explosive might. The two TALOS marines that are on escort duty to the big 
guns are both armed with the K52 Carbines. 
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Squad composition (80 Req per Squad) 

• 4 TALOS Units with Frag Grenades - One has a K52 Carbine; one has an Assault Shotgun, one has a Breaching Gun and 

another has Storm Pistols. 
 

  
-Grenades (Frag) 
-Exosuit 
-Brute 
-Multi-spectrum analyser 
-Unique Command - Demolition Drone 

Weapons 

ACCURACY                 5+            8+         12+           N/A 

DAMAGE                    2             1           0                  

SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, this Squad can choose to reroll 
failed Accuracy rolls but must reroll successful Damage rolls. 

 

ACCURACY                 4+            7+         N/A           N/A 

DAMAGE                    3             1                             

SPECIAL RULES 
-Scatter Shot Ignore any Target Terrain Protection Bonus. 
 

ACCURACY            5+            8+          12+           N/A 

DAMAGE                    3             2           0                  

SPECIAL RULES 
-Demolition Can reroll  failed or successful Damage dice allocated to Units within a building.  
-Breach Ignores enemy Terrain Protection Bonuses. 
 

ACCURACY                 4+            7+         N/A           N/A 

DAMAGE                    2             1                             

SPECIAL RULES 
-Gunslinger Reroll failed Storm dice  

TALOS breaching squad 

Marine tactical unit 

At times in the built-up slums of New Helix, hostiles can easily build 
themselves well entrenched positions using the plethora of steel from 
broken down spaceships and concrete - Local Warlords making 
themselves a king of their own dystopian castle. When these positions need 
to be removed or their occupants cleared, the TALOS Breaching Squads 
are sent in. The lead TALOS marine is armed with a 40mm short-barrelled 
breaching gun which goes by the nickname of the "Door Knocker". This 
weapon is able to blow a reinforced door (and most likely the whole side 
of a building) open which allows access for the other members to enter 
and begin their sweep. First to enter typically being the TALOS marine 
armed with the N11 Automatic Shotgun with the TALOS Captain behind him 
with duel Heavy Pistols. Finally the last member covering the rear of the 
entry being armed with the typical K52 belt-fed Carbine. Should the worst 
case scenario appear before them, the Shotgunner has a remote control 
demolition drone attached to his back. This can be used to clear a floor, 
bunker or other position from a relatively safe distance.  
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Squad composition (70 Req per Squad) 

• 1 X4 Centurion Main Battle Tank armed with a Pintle HMG and a 130mm Main Cannon with Coax LMG. 

 

  
-Armoured 
-Explosive Reactive Armour 

-Unique Command - Stabiliser 

Weapons 

ACCURACY                 6+                      7+               8+               11+ 

DAMAGE                    3                      2                1               1 

SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armour Accuracy bonus against Flyers. 
 

ACCURACY                   5+            7+                10+           12+ 

DAMAGE               2             1                0                0 

SPECIAL RULES 
-Coaxial If any of this weapon’s attacks hit a Target Squad, the 130mm Main Cannon can reroll a single failed Accuracy Test against 
the same Target this Command. 
 

WHEN FIRING THE 130mm MAIN CANNON, CHOOSE EITHER COMPRESSOR ROUNDS OR KE ROUNDS 

ACCURACY                   7+            8+                 10+            11+ 

DAMAGE             5             5                  5                 5 

SPECIAL RULES 
-Large Blast each successful hit becomes two hits on the target and two Blast Markers in addition to any others generated.  
-HESH Ignores Target terrain protection bonuses and reroll failed Damage rolls against targets in buildings. 
 

ACCURACY                   5+             6+                  7+              9+ 

DAMAGE               7              6                   5                  5 

SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Kinetic Energy Round Roll two dice per Damage roll, and discard lowest.  

X4 centurion main battle tank 

Marine tactical unit 

The Centurion tank forms the backbone of the armoured forces for humanity. Its 
durable advanced composite armour provides it the battlefield survivability demanded 
in the warzones of New Helix. Its main armament is the large calibre 130mm smooth-bore 
cannon, giving the Centurion devastating firepower to overcome the MTU's more 
resistant foes. The tank is also armed with the 'Silencer' tri-barrelled weapon system, 
allowing it to concentrate on enemy infantry or light vehicles that find themselves 
unfortunate enough to be in the Centurion's sights. Lastly, the tank has a remotely 
operated mount designed to accommodate a variety of weapons, such as grenade 
launchers or incendiary projectors, but most commonly a .50 cal HMG, allowing it to 
quickly respond to ambushes and infantry assaults, or even used to suppress targets 
of opportunity. The crew inside the tank have access to an extensive suite of high tech 
systems, allowing them full integration into the overall battle force, plus detection 
and monitoring equipment giving 360 degree awareness of the nearby battle space.  
 
When the tank encounters especially hard targets such as well defended bunkers or 
fortifications, the cannon can fire specially designed Compressor rounds, colloquially 
nicknamed 'blobs' by the crew. These contain a core of highly dense plastic explosives 
designed to 'splat' onto surfaces before detonating, sending shockwaves throughout 
the target. These shockwaves will transfer through the walls of the structure, 
sending small shards of shrapnel, or anything loose for that matter, into delicate 
infrastructure, equipment and any unfortunate occupiers.  



 

11 

Squad composition (60 Req per Squad) 

• 1 X4 Centurion Urban Combat Vehicle armed with a Pintle 20mm Autocannon, and a 140mm Demo Cannon with Coax LMG. 

 

  
-Armoured 
-Explosive Reactive Armour 

-Urban Assault Armour 

-Unique Command - Stabiliser 

Weapons 

ACCURACY                 6+                        7+                8+                    11+ 

DAMAGE                    2                           2                 2                                         2 

SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armour Accuracy bonus against Flyers. 
-Fragmentation Ignore Terrain Protection Bonus. 
 

ACCURACY                   5+            7+         10+           12+ 

DAMAGE               2             1           0                0 

SPECIAL RULES 
-Coaxial If any of this weapon’s attacks hit a Target Squad, the 140mm Demo Cannon can reroll a single failed Accuracy Test against the same 
Target this Command. 
 

ACCURACY                   6+            8+         12+            N/A 

DAMAGE             6             6           6                  

SPECIAL RULES 
-Large Blast each successful hit becomes two hits on the target and two Blast Markers in addition to any others generated.  
-HESH Ignores Target terrain protection bonuses and reroll failed Damage rolls against targets in buildings. 

X4 centurion urban combat vehicle 

Marine tactical unit 

Another modification of the Centurion MBT is the UCV, or urban combat 
vehicle; a variant designed to be used in the areas tank crews fear most – 
urban environments. The close confines of a city offer a multitude of hiding 
places for ambushing enemies, allowing them the chance to attack the weaker 
top or even rear of an armoured vehicle. The UCV is a direct response to such 
threats, with specially designed modifications to mitigate the short ranged 
fire fights encountered in such built up environments. As urban warfare is 
less about manoeuvring across open landscapes, the UCV is slower but 
possess more armour on the rear, sides and top to counter ambushes from 
mines or anti tank weapons fired from above, further reducing the advantage 
of entrenched infantry. Lastly, a small intercom has been placed on the 
outside of the vehicle, allowing friendly infantry to easily communicate with 
the crew inside and share tactical information. 
 
The main cannon has been swapped out for a shorter range but larger-bore 
140mm cannon, providing it the extra firepower needed to reduce buildings 
and ad-hoc fortifications to rubble. A traditional tactic would be to aim 
specifically at the supporting pillars of a structure, pounding them until the entire building collapses on its 
occupants. The UCV has specially designed rounds for this purpose; each contains a deep-penetrator bolt to pierce the 
support struts, which detonate forward and upwards causing the pillar to implode on themselves. Like the MBT, the 
UCV posses various viewing optics to better detect enemies hiding in cover. 
 
The remote weapons mounts can be used for different types of medium to heavy calibre weapon. Commonly used for the 
urban battlefield, airburst grenades can receive targeting data from the optical systems to explode above the target, 
therefore denying the protection of nearby cover. Feedback from troopers in the field has resulted in the remote 
weapon station being mounted on a telescopic armature, allowing the crewman inside to literally raise the weapon 
several metres higher when the need arises and so improves line of sight for the weapon.  
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Squad composition (35 Req per Squad) 

• 1 X4 Centurion Multi Gun system armed with a Pintle 20mm Autocannon,  
 

  
-Armoured 
-Explosive Reactive Armour 

-Drone 
 

Weapons 

ACCURACY                 6+               7+   8+          11+ 

DAMAGE                    2               2    2           2 

SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armour Accuracy bonus 
against Flyers. 
-Fragmentation Ignore Terrain Protection Bonus. 

Xa4 centurion multi gun system 

Marine tactical unit 

Using the chassis of the Centurion tank the MGS, or mobile 
gun system, is used to accompany infantry assaults and 
provide direct fire support. Unlike a crew operated 
Centurion, the MGS is fully automated, so doesn’t require the 
large volume required to house a crew, allowing it to utilise a 
much smaller turret. The 20mm cannon positioned on an 
armature is not really designed to go toe-to-toe with enemy 
armoured vehicles, but rather adapt to whatever target the 
squads nearby are encountering. The weapon is fed via several 
magazines internally attached to various ammo types, giving 
the operator, whether that be smart AI or remotely 
controlled, full access to a variety of rounds. 
 
Commonly used to compliment Centurion UCV and infantry in 
built-up areas, the medium sized high velocity 20mm cannon can 
send multiple rounds down-range in quick succession to defeat anything short of a heavy tank. The 
fact that it lacks crew also allows it to explore areas too dangerous to send in other units, such 
as minefields or potential ambush sites, making them ideal for the urban close quarter battles 
environments often encountered on New Helix.  



 

13 

Squad composition (40 Req per Squad) 

• 1 X4 Centurion Multi Launch Rocket system armed with a Pintle HMG and MLRS,  

 

  
-Armoured 
-Explosive Reactive Armour 

Weapons 

ACCURACY                 6+               7+   8+          11+ 

DAMAGE                    3               2    1           1 

SPECIAL RULES 
-Pintle Reroll failed Accuracy rolls at Short range. In addition, this weapon receives the Armour Accuracy bonus against 
Flyers. 
 

WHEN FIRING THE MLRS, CHOOSE EITHER MLRS- FRAG OR MLRS - THERMOBARIC  
 

DEVIATION                 N/A              D12  D12          D12 

DAMAGE                                    1     1           1 

SPECIAL RULES 
-Barrage (2”) See the  Engage Command under the Commands section in the main From Ashes rules.  
-Slow Reload One use per turn. 
-Heavy Weapon Cannot use if moved this turn. 
-Unique Command - Salvo Fire For the next Engage Command this turn, double the number of Attacks.  
 

DEVIATION                 N/A              D12  D12          D12 

DAMAGE                                    0     0           0 

SPECIAL RULES 
-Barrage (1”) See the  Engage Command under the Commands section in the main From Ashes rules.  
-Slow Reload One use per turn. 
-Heavy Weapon Cannot use if moved this turn. 
-Thermobaric  Ignores Terrain Protection Bonus and rerolls failed Damage against Infantry in Terrain. 
-Unique Command - Salvo Fire For the next Engage Command this turn, double the number of Attacks but cannot be used 
for rest of the turn. 
-Terror Weapon If an Infantry Squad takes any damage from this weapon, it must attempt to React if it has any unused 
Commands. On a failure, it must Retreat instead of becoming Stunned. 

Xa4 centurion multi gun system 

Marine tactical unit 

Unlike the Centurion MBT, the MLRS variant is a modification designed for long 
range bombardment. Keeping with the modular ethos ubiquitous to the MTU, the 
MLRS can accommodate a variety of missile and rocket types dependant on the 
task at hand. The most common variant is the long range smart assisted 
projectile, designed to work together once all the missiles have been fired. Once 
in the air, each missile is capable of coordinating to slow or increase their speed 
to ensure that all missiles land on target simultaneously, therefore providing 
little or no warning for the enemy to reach cover or launch counter-battery 
fire. MLRS crew often names these missiles 'shriekers' due to the noise they make 
as they leave the launch tubes. There are several other warheads which can be 
used by the MLRS system; one is designed to have a lower payload but is rockets 
assisted, allowing it to travel to almost twice the range of standard missiles. 
Another is the terrifying thermobaric warhead, designed for entrenched foes in 
caves or bunkers where the explosion ignites the air around the target point, 
creating a violent vacuum which literally sucks the life from anyone unfortunate 
enough to be nearby. For point self-defence the tank carries a rear facing .50 cal 
HMG to suppress enemy infantry who successfully find the MLRS's hiding place. 
 
As the inclusion of space warfare creates new pressures on the MTU military, the MLRS vehicle has found a new niche to 
explore. An existing surface-to-air variant designed to provide air interdiction duty for the ground forces has been slightly 
modified to send missiles into low orbit. This gives the MTU the ability to challenge or deny assaults from space. As the vehicle is 
on a self-propelled chassis, this allows it to quickly move around the battle space, which, unlike a static defence, reduces the 
chances of sabotage by inserted enemy spec op teams before a ground assault can begin.  
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Squad composition (50 Req per Squad) 

• 2 Strix Recon Mech Units armed with Light Mech Rifles 
 

  
-Armoured 
-Recon 
-Brute 
-Drone 

-Agile 

Weapons 

ACCURACY           5+            7+         10+           12+ 
DAMAGE             3             3           2                 2 
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any attacks, 
this Squad can choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 
-HEAT Reroll failed Damage rolls against Armoured Units.  
-Unique Command: Assault Weapons This Squad may move up to half its Movement value (rounding up), then 
immediately carry out an Engage Command with any Assault Weapons it has, again halving their Attacks 
value (rounding up). Place a Storm Command dice instead of Unique. 

Strix recon mechs 

Marine tactical unit 

As smart AI becomes more and more integrated into the armies of 
the MTU, new drone designs are being developed as a response to 
the changing battlefields on New Helix. The Strix class recon 
mech is designed to use a light, nimble frame to navigate 
environments in a similar way to normal infantry, without the 
need for food or rest. It possesses an onboard AI capable of 
making quick decisions in the field and can calculate cost-benefit 
analysis of different operational outcomes.  
 
Each squad of Strix mechs is assigned a true human operator, or 
'handler' who is ultimately responsible for their control and 
upkeep. The handler can give their mechs different behavioural 
parameters, such as seek and destroy, recon and evade or 
another from a whole list of types. Each squadron works much 
like a pack, coordinating its efforts to achieve the current 
mission, or can be slaved to the handler's own control station in 
a forward operating base behind friendly lines. From here he can 
interface directly with the neural brain systems of one of the 
Strix, controlling it in much the same way drones have been 
controlled for centuries. The mechs are armed mainly for self 
defence; each carrying a Light Mech Rifle, which in the hands of 
even a small mech, looks more like the average assault rifle on a 
normal soldier.  
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Squad composition (60 Req per Squad) 

• 1 Proteus Mech Unit armed with one of the following weapons Proteus Chaingun, Proteus 
Cannon or Proteus Railgun 

 

  
-Armoured 
-Brute 
-Drone 

 

Weapons 

ACCURACY           6+            8+         8+           11+ 
DAMAGE                    3             3          3                 2 
SPECIAL RULES 
-Rapid Fire This weapon receives the Armoured Accuracy bonus against Flyers. Before rolling any 
attacks, this Squad can choose to reroll failed Accuracy rolls but must reroll successful Damage rolls. 

 

ACCURACY           7+            8+          9+            11+ 
DAMAGE             6             6           6                 6 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  
 

ACCURACY           5+            7+          9+           10+ 
DAMAGE                    7             7           6                5 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Hyper velocity Slugs Roll two D12s per Damage roll, and discard lowest.  

Proteus Frontline Battle Mech 

Marine tactical unit 

A recent creation from MTU research and development, the Proteus has been 
built to support ground operations of other friendly forces. Its agility 
allows it to quickly take advantage or the ever evolving situation on the 
ground, giving it the ability to manoeuvre with infantry in built up areas, 
where a tank may be slowed. Its human-like frame gives it the flexibility as 
good as any ground operator, where it could use cover, climb terrain or even 
vault across chasms, plus its heavier frame allows it to carry various types 
of weapons.  
 
A single operator commands the mech, who's own brain interfaces directly 
with the Proteus's systems, giving the rider full awareness of the world 
around them. Pilots even recall the experience much akin to be born again 
into an indestructible iron skin with the ability to leap or climb like no other. 
The fact that the mech has hands much like a man's allows it to easily 
manipulate objects or even weapons, again much like a man can. This has 
created a whole new branch of R&D projects for MTU command; exploring the 
use of heavy autocannons, multi-barrelled chain guns and more recently, the 
devastating railgun.  
 
Many MTU analysts have suggested the days of the tank are long gone with the 
invention of the Proteus mech, whilst others have suggested the tank will 
always have its place on the future battlefields. Only time will tell as the 
conflicts of New Helix and further afield gather in pace and intensity.  
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Squad composition (100 Req per Squad) 

• 1 FID Mk1 Unit armed with a LMG, a KAU-6 Chaingun, 33mm HV Cannon and FID Missile Launcher. 
 

  
-Armoured 

-Orbital Drop 
-Active Defence- Smoke Dischargers 

-Shield (2)  
-Unique Command - Self-reliance Suit 

Fiddler Mech Mk1 

Marine tactical unit 

A recent addition to the forces of the MTU, the First Incident Drop 
(FID) combat suit, affectionately called the 'Fiddler mech’ by the 
MTU marines, is a large mechanical exo suit developed to instantly 
respond to enemy contact. It is specially designed to be launched 
from low orbit in a foetal position to slam hard into the surface 
and quickly counter threats to MTU assets. Once on the ground, it 
unfurls into a bipedal mech standing some 30 feet tall, and is 
armed with multiple weapon systems to best respond to whatever 
target the Fiddler Mech finds itself facing. 
 
The most unusual system it posses is the prototype Self Reliance 
Suite - essentially two arms designed to act as tools or hands to 
manipulate nearby objects or repair any damage the mech sustains 
mid-battle. It also carries the cutting edge in multi-layer polymer 
armour technology, including the prototype kinetic-barrier 
shield. A first for the MTU, the shield works by detecting an 
incoming round using various sensors positioned across the 
mech’s frame, then plotting a solution arc. Much of the details of 
the shield are unknown, but essentially works by generating a 
‘wedge’ of hardlight to create a temporary angled sloped set of armour to deflect the incoming round. Situated 
either side of the pilots cockpit are a pair of smoke launchers each containing small grenades which are 
launched when a incoming threat is detected, obscuring the Fiddler mech and jamming lock-on signals. In 
addition to these defensive systems, there are two weapons loadouts to deal with different categories of 
threats 
 
The primary or standard configuration possesses armaments designed for different target types encountered, 
essentially a ‘jack of all trades’ weapons system. One arm mounts a 33mm high velocity cannon capable of firing 
various types of rounds to deal with multiple targets, such as fin-stabilised armour piercing 'silver bullet' 
rounds to counter armoured vehicles, or smart guided airbursting shells to eliminate dug in infantry and other 
soft targets. The other arm holds the KAU-6 six barrelled cannon, which can send several hundred rounds a 
second down range to annihilate infantry units or reduce cover to rubble in an instant. In a forward-facing 
chest mount is a multi-barrelled LMG providing further suppression of infantry targets, and is able to fire at 
enemies independent of the main weapon systems. It can also use data from the multi-spectrum sensors to 
intercept slow moving projectiles such as rockets or missiles, further augmenting the survivability of the mech. 
Lastly a shoulder weapons mount holds the beyond line-of-sight (BLOS) cluster munitions. These can lock onto 
targets outside of the visual range of the Fiddler and launch missiles vertically to avoid intervening terrain 
and hit the weaker top armour of vehicles or neutralize infantry behind cover.  
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Weapons 

ACCURACY             6+                  7+                 8+                      11+ 
DAMAGE                    2                   1                  0                        0 
SPECIAL RULES 
None 
 

ACCURACY           5+            7+         9+           12+ 
DAMAGE                    2             2          2                 2 
SPECIAL RULES 
None 
 

ACCURACY           6+            7+          9+            11+ 
DAMAGE             4            4           3                 3 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Kinetic Energy Round Roll two dice per Damage roll, and discard lowest.  
 

ACCURACY              10+            11+                 12+           12+ 
DAMAGE                        5             5                 5                5 
SPECIAL RULES 
-Lock-on Reroll failed Accuracy rolls against Armoured Vehicle and Walker Units.  
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  
-Slow Reload One use per turn. 
-BLOS Missiles This weapon can target Squads beyond LoS, but counts as Extreme Range. 
-Top Attack Any Accuracy rolls of a 10+ count as hitting the Rear arc of the target. 
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Squad composition (100 Req per Squad) 

• 1 FID Mk2 Unit armed with a LMG, 80mm Cannon, 12mm Railgun and FID Rocket Pod. 
 

  
-Armoured 

-Orbital Drop 
-Active Defence- Smoke Dischargers 

-Shield (2)  
-Unique Command - Self-reliance Suit 

Fiddler Mech Mk2 

Marine tactical unit 

A recent addition to the forces of the MTU, the First Incident 
Drop (FID) combat suit, affectionately called the 'Fiddler mech’ by 
the MTU marines, is a large mechanical exo suit developed to 
instantly respond to enemy contact. It is specially designed to be 
launched from low orbit in a foetal position to slam hard into 
the surface and quickly counter threats to MTU assets. Once on 
the ground, it unfurls into a bipedal mech standing some 30 feet 
tall, and armed with multiple weapons systems so as to best 
respond to whatever target the Fiddler Mech finds itself facing. 
 
The most unusual system it posses is the prototype Self Reliance 
Suite - essentially two arms designed to act as tools or hands to 
manipulate nearby objects or repair any damage the mech 
sustains mid-battle. It also carries the cutting edge in multi-
layer polymer armour technology, including the prototype 
kinetic-barrier shield. A first for the MTU, the shield works by 
detecting an incoming round using various sensors positioned 
across the mech’s frame, then plotting a solution arc. Much of 
the details of the shield are unknown, but essentially works by 
generating a ‘wedge’ of hardlight to create a temporary angled 
sloped set of armour to deflect the incoming round. Situated either side of the pilots cockpit are a pair of 
smoke launchers each containing small grenades which are launched when a incoming threat is detected, 
obscuring the Fiddler mech and jamming lock-on signals.  
 
The secondary or alternative configuration is designed to be a tank hunter. Armed with the devastating heavy 
railgun, it sends 12mm calibre high-density slugs which use kinetic energy to instantly penetrate armoured 
targets. The massive energy release is often enough to go straight through the target, which combined with the 
immense pressure build up is often enough to ‘pull’ the insides of the vehicle, including any unfortunate crew, 
out through the tiny exit hole, with expectantly grizzly results. The other arm mounts an 80mm calibre cannon 
designed to shred the outer layers of an enemy vehicle, steadily grinding off layers of armour until nothing is 
left but smoking ruin. In the forward facing mount is a close range incendiary projector to help flush out any 
enemy infantry who get too close to the Fiddler mech. Lastly the shoulder system mounts the powerful folding 
fin area-suppression rocket, or FFAR; designed to fire salvos of rockets into enemy armoured formations or 
shatter occupied buildings and fortifications.  
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Weapons 

ACCURACY           6+            7+          N/A           N/A 
DAMAGE                    2             1                             
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Flame Weapon Ignores Terrain Protection Bonus and Accuracy penalties when targeting a Squad in 
Terrain.  
-Terror Weapon If an Infantry Squad takes any damage from this weapon, it must attempt to React if it has 
any unused Commands. On a failure, it must Retreat instead of becoming Stunned. 
 

ACCURACY           7+            8+          9+           9+ 
DAMAGE                    5             5           5                5  
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-HEAT Reroll failed Damage rolls against Armoured Units.  
 

ACCURACY           5+            7+          9+           10+ 
DAMAGE                    6             6           6                5 
SPECIAL RULES 
-Blast For each successful hit, place a Blast Marker in addition to any others generated.  
-Hyper velocity Slugs Roll two D12s per Damage roll, and discard lowest.  

 

DEVIATION            D6                    D6              D12          D12 
DAMAGE                    2               2                 2                     2 
SPECIAL RULES 
-Barrage (2”) See the  Engage Command under the Commands section in the main From Ashes rules.  
-Slow Reload One use per turn. 


