
 

1 

 

Humanity has pushed out into the stars. Earth and its governing arm the League of Solar Nations, 

ruled over this vast network of colonies and worlds. A rebellion leads to a devastating yet short 

lived civil conflict known as the Severance War, consequently exhausting both sides and ultimately 

leads to the demise of the LSN's influence across its domain. Each world is now alone in the void, 

fending for itself amongst the chaos and turmoil.  

 

One corner of humanity Ωs reach, known as the Damnya Sector, has seen some of the worst of what 

man does to man in times of desperation. Several new proto - nations, branded the ΨPrimary Powers ΩΣ 

have arisen from the ashes and are now pushing outwards into the void. The neutral worlds, 

collectively known as the Grey Zone, have become battlegrounds for these fledgling empires. Each 

is now expanding their influence beyond their borders to forge their own legacy in the stars.  

 

The Devin Pact, previously known as the Chosen Guard, is a well - equipped and well organised militia 

and political movement initially encountered on their home world of Kommodas. Decades before, 

the planet quickly established itself as an independent authority within the so - called Grey Zone. 

Kommodas itself was a relatively stable world in terms of its geopolitical and social environment, 

both before and after the devastating effects of the Severance War. Due to an over abundance of 

natural resources, Kommodas quickly became the focus of the Primary Powers; each in turn 

attempted to bring the local populace within their respective spheres of influence. Eventually, the 

Scaryn Federated Alliance were victorious, claiming Kommodas as one of their own. Now, a group 

calling itself the Devin Pact has spearheaded a rebellion to wrestle control of their home world 

from the SFA and its proxies, leading to the events known as the Kommodas Collapse.  

 

Faction Info  
 

Faction Name  Devin Pact  

 

Primary World  Kommodas  

 

Secondary Worlds Unknown, but reports have surfaced that since the Kommodas Collapse, Devin 

Pact units have been sighted wherever their allies, the Verse Dominion, are currently active.  

 

Approximate total population across all worlds 56 million  

 

Approximate military manpower Estimated at 2 million, with an unknown number of reservists.  

 

Main economy Standard industrial and mining, financial/trade. Mostly augmented and expanded by 

the SFA occupiers.  

 

Relative Technological level Medium tech. Again due to the influence of the SFA, is largely based 

on their doctrine bar some technological hybridisation as a direct result of the presence and 

consequential influence of the Verse Dominion.  

 

Governing style Unknown. Speculated to be military junta/authoritarian theocracy.  

 

Settlement Morphology After the Severance War, Kommodas Ω buildings and infrastructure were 

an interesting mix of simple primitive hab - buildings designed to house the large colonist 

workforce originally from Earth. These hardy people displayed enormous skill at improvising what 

they had, and were easily capable of using whatever materials were at hand to continue their 

survival. This created an almost shanty/primitive look to their infrastructure, which was then 

combined with the pre - fabricated industrialism of the SFA to create a unique hybrid aesthetic. 

Since the rebellious events on Kommodas, the world and its urban areas have largely become 

battlegrounds for the belligerents as they fight over the unfortunate world. There are two main 

regions belonging to the opposing power blocs; in the north - east is the SFA supported metropolis 

of Paxius. The south - west region is home to the massive sprawling mountainous townships, 

collectively known as 'The Devin'. Here, the Verse Dominion - backed Devin Pact have their main base 

of operations.  

Acquisition Roster  

Devin Pact  
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ORIGINS OF THE DEVIN PACT  

 

As the SFA and Verse Dominion emerged from the ashes of 

mankindΩs fallen empire, they expanded into the unknown 

reaches of the Damnya Sector collectively referred to as the 

ΨGrey ZoneΩ or just Ψthe GreyΩ for short. It was here that they 

would be known as the Primary Powers to distinguish them 

from other smaller factions who lacked the ability to match 

their military and economic might. With the Primary Powers 

exploring old colonies, each attempted to cement their 

influence as they went, creating interplanetary trade links and 

military alliances among previously unaligned planets.  

 

Kommodas was one such unaligned world, where the Verse 

Dominion was first to make landfall. Greeting the locals with 

enthusiastic abandon, they saw the population as potential 

subjects to adopt into the Verse DominionΩs religion and 

culture. Like many worlds in the Grey, the people of Kommodas 

were as varied as any other when it came to their response to 

this evangelism. Some, particularly the less fortunate members 

of Kommodan society, bought into the optimistic and community 

focused ways of the new Versisim religion, whilst those within 

the higher rungs of society met the preachers and missionaries 

with scepticism, if not downright animosity. Despite Kommodan 

society being largely secular, it was clear that interest was 

growing in this promise of hope in such dark times.  

 

Before long, the SFA arrived in orbit. Initially they sent their 

delegates to the surface, followed by dropships laden with war 

machine and soldier alongside. Like the Verse Dominion before 

them, they offered the locals a promise of prosperity if they 

would only join their so-called 'Alliance'. It was clear a choice 

had to be made by the Kommodans - join the Verse Dominion or 

be integrated into the SFA. A referendum held across 

Kommodas' districts yielded a slight majority in favour of joining 

the SFA. Religious groups, often funded and encouraged by the 

Verse Dominion, perhaps inevitably protested the result, with 

several riots calling for the resignation, or even murder, of key 

leaders and lawmakers. The civil unrest fell upon deaf ears as 

the movement appeared to lack the political will to see it go any 

further than noise in the streets. Representatives from the 

Verse Dominion likewise challenged the result, but appeared to 

take little action other than encourage the odd petition or exert 

minor political leverage in the local populace.  

 

Kommodas was now officially a member of the SFA, and for a 

time brought with it all manner of economic and societal 

change. In particular, the SFA started to cultivate a narrative of 

the dangers of the Verse Dominion, who, despite losing the 

referendum, held a significant presence on the world. Arms and 

weapons manufactured within the SFA proper were traded in 

huge quantities with the Kommodans; many  displayed their 

enthusiasm by gathering into pro-SFA groups and cheered as 

the advanced military hardware rolled off the dropships and 

orbital landing craft. Local licenses were even drawn up to 

allow the production of such weapon systems, but key 

components would still have to be brought in from off -world to 

create a dependency within the new Kommodan military. 

 

With their influenced fully ingrained on Kommodas, the SFA 

fleet previously anchored in orbit moved on, confident that its 

new partner could hold strong against the machinations of 

those who would one day be a potential threat. 

 

 

THE KOMMODAS COLLAPSE  

 

Up until now, and despite generally being at odds with one 

another, the Primary Powers were more often than not peaceful 

in their interactions. However, it was clear to many that one day 

interests would clash and differences of opinion would 

manifest, potentially souring relations or even lead to outright 

conflict. No doubt those in the senior echelons of the Primary 

Powers expected such an event; each drawing up their own 

contingency plans in anticipation of the worst case scenario. It 

would be more of a case of ΨwhoΩ would act first, rather than ΨifΩΦ 

 

Whatever prompted the Verse Dominion to move first, only they 

know, but it was clear that their 'evangelising crusade' across 

the Grey was stalling. Two simultaneous and well-coordinated 

assaults were launched on the SFA worlds of Borego and 

Kommodas. Through extremely well -crafted infiltration 

techniques, patently years in the making, both planets erupted 

in civil conflict and chaos. Locally, this became known as the 

Kommodas Collapse, and was particularly bloody, even by the 

measure of these dark times. The infiltration of the armed 

forces now meant that those loyal to the SFA were suddenly 

confronted by their own vehicles and weapons, but crewed by 

soldiers organised and supported by the Verse Dominion. 

 

Verse Dominion soldiers are relatively untrained and less well 

equipped compared to their SFA adversaries, often relying upon 

numbers and fanaticism to win the day. The turncoats on 

Kommodas were different; initially self - titled the 'Chosen 

Guard', they saw themselves as better than their Verse 

Dominion kin. Many were even augmented by Verse Dominion 

Vhokys drugs, making them more resistant to damage and 

ferocious close combat fighters. Again, where their vehicles 

lacked the crucial parts, they were instead 'upgraded' with 

weird and wonderful components installed in secret by Verse 

Dominion engineers, giving them terrifying shock -field 

generators and fusing their armour with the unique alloy known 

as Stormsand, mined and imported from Verse Dominion 

worlds. Even the engines are capable of being overcharged mid 

battle to give them a speed boost, enabling them to quickly 

advance upon and overrun enemy positions. 

 

The attacks erupting across Kommodas took the SFA garrison 

completely unaware, often overwhelming key locations and 

resulting in the loss of huge quantities of war materiel. Multiple 

fronts opened up as the rebel Chosen Guard regiments 

launched assaults against important infrastructure, military 

and civilian targets across the planet, all part of a plan known 

only to them. Before long, the localised attacks merged into a 

full -scale conventional war. Measures were drawn up to launch 

a planet-wide counter attack to push back the insurgency. SFA 

forces from off -world were pulled into the ever deepening 

crisis, and with it brought some measure of success.  

 

It was not only the SFA who were being reinforced from off-

world. A cry for help sent by Chosen Guard forces on the 

planetΩs surface was answered by their sponsors; long range 

scanners had detected Verse Dominion vessels closing on 

Kommodas. The world was quickly becoming a charnel house of 

wanton destruction and bloodshed as both sides wrestled for 

control. With no end in sight, the Kommodas Collapse was 

rapidly becoming one of the most devastating conflicts since the 

Severance War decades earlier. 
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THE DECLARATION AT DEVIN  

 

Eventually, a stalemate of sorts was established between the 

combatants for a while, where neither side were making any 

particular gains. A ceasefire was agreed with both claiming to 

do so in the name of protecting civilians trapped in urban 

warzones. Of course, they were really buying time to rearm and 

regroup their forces. The difference being however that the 

Chosen Guard were getting far fewer reinforcements from the 

local populace as many felt the fatigue of a devastating ongoing 

conflict, and, simply put, many if not most thought the SFA were 

winning in the grand scheme of things. The Chosen GuardΩs 

Verse Dominion allies were frustrated by the ceasefire efforts, 

and attempted to exert their influence and pressure the Chosen 

Guard to act, as they were monitoring the ever increasing 

forces being shipped in from off-world and considered it a 

major threat to their current standing. The Chosen Guard 

largely resisted, all except a small handful of warlords whose 

loyalty to the Verse Dominion was absolute. The war began 

anew, and perhaps too prematurely, as the successful counter 

attacks launched by the SFA steadily overwhelmed and 

annihilated Chosen Guard factions one by one. It was clear that 

the Chosen Guard, now on the back foot, were suffering from a 

well executed campaign of divide-and-conquer strategies. 

There were also concerns on the ever encroaching influence of 

the Verse Dominion itself, which, despite appreciated support, 

were in fact turning Chosen Guard factions against one another 

to suit the whims of the particular Verse Dominion warlord.  

 

Something had to be done as the various Chosen Guard factions 

were buckling under the strain, failing to achieve what they 

originally set out to do, yet largely still collectively believed in 

an independent Kommodas free from external control. Many 

realised that only by coordinating their efforts and fighting as 

one could they hope to stand strong. A conclave was arranged 

in the sprawling city of Devin, the specific location of which was 

kept secret even from their Verse Dominion allies. After a 

relatively short amount of time, especially when it came to 

faction leaders debating and discussing who would be in 

control, an accord was struck. The various Chosen Guard 

groups were now organised into a military alliance named the 

'Devin Pact'. This new union meant a far better coordinated plan 

of attack, but not only that, it also meant shared supply lines 

and logistics, better focused attacks using combined-arms 

detachments and a reduced reliance upon outside actors. The 

Devin Pact, fuelled by a fresh sense of patriotism and 

invigorated by their new unity, struck back across Kommodas, 

raiding deep within enemy territory from unexpected quarters 

and surprising even the most capable of SFA tactician. The 

Verse Dominion were not spared from the assaults either, in as 

much as the Devin Pact wanted to 'remind' their allies of their 

need to preserve their own sovereignty, launching raids in 

locations where the Devin Pact considered the Verse Dominion 

had overstepped their boundaries. The local peoples, what with 

perhaps seeing the tide start to turn, joined up in droves, eager 

to take up arms to take the fight to the invaders and bring 

independence to a new Kommodas. 

 

 

DEVIN PACT MILITARY DOCTRINE  

AND GOALS  

 

Devin Pact forces uniquely combine the augmented abilities of 

Verse Dominion soldiers with the powerful vehicles of the SFA, 

making a deadly combination capable of defeating almost 

anything before them. What with being trained in SFA tactics, 

they have learnt their foe's own abilities to the letter, giving 

them a potential advantage over the SFA 'occupiers', and any 

other external aggressors for that matter. When the Chosen 

Guard were smaller groups, they tended to be led by a local 

warlord, but now they were the Devin Pact theyΩve adopted a 

more traditional leadership structure organised in hierarchies, 

with a political wing independent of the military commanders. 

One tactic has appeared in recent months which focuses on 

mechanised infantry assaults; a Bullfrog APC, fully loaded with 

infantry is accompanied by commanders with accompanying 

advisors, providing a powerful close-assault punch few can 

hope to resist. An alternative ΨdefensiveΩ strategy is to castle up 

around a commander reinforced with a preacher, whoΩs zealous 

natures enables those around him to increase their combat 

effectiveness on the battlefield. Whatever tactics they develop 

as a result of engaging more with the SFA and others, their 

motives have become far clearer; to establish Kommodas as an 

independent, sovereign world and ensure its peoplesΩ survival.  
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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 Devin Pact Force to the agreed Requisition value, or 

Req , it needs to comply with the following  

1. At least one Detachment. Each Detachment must have an associated Detachment Commander, that is, a Unit 

with the Leader Ability. In the case of the Devin Pact, this currently includes Pathfinder Command Squads 

and Raven Command Vehicles.  

2. There must be at least two Core Squads , that is  Squads of the same type (Infantry, Vehicle, Walker, Flyer) 

as the Detachment Commander.  

3.  Once the above requisites are met, you can choose up to five  additional Squads of any Type from the 

following pages. These are known as Support Squads.  

4.  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.  

5.  That's it! You're done and ready to get on with your game of From Ashes.  

 

 

Dominion Allies and Kommodan Loyalists  

When the Devin Pact were known as the Chosen Guard, they largely owed their loyalty to their Verse Dominion 

overlords, bar the odd few renegade warlords who wanted to carve out a part of Kommodas for themselves. 

Since becoming the Devin Pact, however, they have developed a stronger sense of independence and 

fundamentally consider themselves a separate entity to their old allies, perhaps even meeting them head - on in 

battle like any other foe. Whatever the current political situation within the Devin Pact may be, it is not 

uncommon for them both to fight alongside in operations throughout the Damnya Sector.  

 

When building your Devin Pact Force, you must decide if it is going to be either Dominion Allies  or Kommodan 

Loyalists . Once you have chosen, the following applies:  

 

Dominion Allies: A Devin Pact Dominion Allies Force may include a Verse Dominion Detachment for each Devin 

Pact Detachment. Note that Devin Pact detachments cannot benefit from any Verse Dominion Doctrines. In 

addition, any vehicles in your Dominion Allies Devin Pact Detachments must swap their Smokescreen  Ability for 

Incendiary Grenades with Assault Move όрέΣ Stabilised).  

 

Kommodan Loyalists: A Devin Pact Kommodan Loyalists Force may include a Sol Enclaves Detachment for each 

Devin Pact Detachment it has. Any Sol Enclaves Detachments taken in this way must take the Dominion Vassal  

Sponsor but all Infantry Units gain Smokescreen (see the main From Ashes rules) at no additional cost.  
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The Devin Pact, for the most part, have access to the 

majority of SFA weapons. Before their rebellion began, 

they possessed various infantry - held systems and have 

learnt to group such weapons into dedicated tank hunting 

teams. The Pathfinder Anti - Tank Squad is such an example, 

where each infantrymen carries the MB17 Light Anti - Tank 

Weapon, where they can harass enemy light and medium 

vehicles from a distance, or alternatively sneak forward 

from cover to cover and engage the weaker side armour 

of heavier tanks.  

 

Unlike their SFA counterparts however, each rocket is 

hand crafted in make - shift weapon shops, meaning each 

rocket is of varying quality from one to the next. Some 

may be little more than duds, others however can be more 

powerful than even their opponents Ω rockets.  

Pathfinder anti - tank squad  

Devin pact  

Squad composition -  26 Req per Squad.  

¶ 2 Pathfinder Anti - Tank Units with MB`17 LAWs and Incendiary Grenades (see Pathfinder Command Unit).  

¶ OPTIONAL May add up to two additional Anti - Tank Units @ 13 Req each.  

 

 

 

 
ABILITIES  

- Vhokys When this Unit fails an Armour save, roll a D12; on a 1-2 it is ignored. In addition, Storm Targets reroll Armour Saves of a 1-2. 

- Smokescreen See the Unit Abilities section of the main From Ashes rules.  

Weapons  
 
 
 
 
 
 

 

 

 

 
SPECIAL RULES 
- Optics  If this Squad has not moved this turn, it may attempt a Skill test. If passed, receive [Accuracy ҥ1]. 

- Erratic Warheads   After rolling Accuracy rolls, roll a D4 and add 2 for this Squad Ωs MB17 AP value.  

- 1 or more  Units must reroll successful against hits from this weapon.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

MB17 LAWS 1 All Infantry 1 Walkers 1 Vehicles 2 Flyers 2 1 

TARGET RANGE  CLOSE 0-пέ SHORT 5-уέ MEDIUM 9-мсέ LONG 17-нпέ EXTREME нрҌέ 

ACCURACY 5+ 6+ 8+ 11+ 12+ 

ARMOUR PENETRATION  D4+2 D4+2 D4+2 D4+2 D4+2 

UNIT NAME     TYPE COMMANDS            ORDERS  DISCIPLINE          MOVE            ARMOUR HP             OP MELEE  SIZE ENCLOSED 

Pathfinder  

Anti-Tank  

Infantry  2 2 6+ сέ 7 2 1 0 0 0 
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It was clear right from the start that many Kommodans 

held a certain animosity to the SFA. Consequently, it 

became quite difficult to 'educate' the locals on new 

cultural values and norms. There were even reports of 

military personnel displaying open contempt for the 

SFA. Even more concerning was the prevalence of such 

instances manifesting in those individuals who showed 

promise and aspired to be commanders of the local 

defence forces.  

 

The Kommodan officers were not shipped off world to be 

trained like many on other colonies absorbed into the 

SFA, and perhaps as a result held much more loyalty to 

Kommodas over the SFA project overall. However, it was 

clear that the officers held on to many of the lessons, 

especially on combat tactics and organisational 

strategies. This knowledge was quickly utilised to coordinate multiple attacks against the perceived invaders.  

Pathfinder Command Unit  

Devin pact  

Squad composition  -  40 Req per Squad.  
¶ 1 Pathfinder Command Unit with M74 Assault Rifles and Incendiary Grenades.  
 

 

 

 
ABILITIES  
- Vhokys When this Unit fails an Armour save, roll a D12; on a 1-2 it is ignored. In addition, Storm Targets reroll Armour Saves of a 1-2. 

- Smokescreen See the Unit Abilities section of the main From Ashes rules.  

- Leader όмнέύ See the Unit Abilities section of the main From Ashes rules.  

- Free Command: Medic If this Squad is Dismounted, then at the start of a Command it may attempt a Skill test. If passed, replenish a 

lost HP to a friendly Dismounted Infantry Squad within пέ (including itself).  

- Unique Command -  Boost the Signal Increase this UnitΩs Leader range by мнέ for the rest of the turn.  

- Radio Any friendly Leader can extend their Leader range by пέ when attempting to Order this Squad. 

Weapons  

 

 

 

 
 

 
SPECIAL RULES 
- Optics  If this Squad has not moved this turn, it may attempt a Skill test. If passed, receive [Accuracy ҥ1]. 

- Assault Move όпέύ See the Weapon Special Rules section of the main From Ashes rules.  

- Rapid Fire  When Engaging Targets within мсέΣ Accuracy rolls of a 12 (after rerolls) become 2 Hits instead of 1.  

 

 

 

 

 

 

 

 
SPECIAL RULES 
- Grenade Attack  This weapon is always used at the start of an Engage or a Storm Command before Step 1, 

can be used in addition to other weapons and ignores Negative Accuracy rerolls from Blast Markers.  

- Ignores Cover Hits from  this weapon ignore Terrain Armour Bonuses.  

- Incendiary  Saves of a 12 against this weapon will always cause damage, regardless of the Armour value.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

M74 Assault Rifles HP All Infantry 1 Walkers 1 Vehicles 1 Flyers 1 
Small  
Arms  

TARGET RANGE  CLOSE 0-пέ SHORT 5-уέ MEDIUM 9-мсέ LONG 17-нпέ EXTREME нрҌέ 

ACCURACY 4+ 6+ 8+ 10+ 12+ 

ARMOUR PENETRATION  2 2 1 0 0 

NAME ATTACKS ARC DAMAGE DICE BLAST 

Incendiary Grenades 1/Squad All Infantry 2 Walkers 2 Vehicles 2 Flyers 2 2 

TARGET RANGE  CLOSE 0-пέ SHORT 5-уέ MEDIUM 9-мсέ LONG 17-нпέ EXTREME нрҌέ 

ACCURACY 5+ 7+ N/A N/A N/A 

ARMOUR PENETRATION  0 0 N/A N/A N/A 

UNIT NAME     TYPE COMMANDS            ORDERS  DISCIPLINE          MOVE            ARMOUR HP             OP MELEE  SIZE ENCLOSED 

Pathfinder 

Command Unit 

Infantry  2 2 5+ сέ 7 4 3 0 0 0 




