rROM ASHES

AcaQuisiTION ROSTER

Devin Pact
VERsION 0.1.3

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'S 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 ‘PRIMARY POWERS’,
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. NOwW, 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

FAacTioN NAME DeEVIN PAcCT

PRIMARY WoORLD KoOMMODAS

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’ 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 DeEVIN'. HERE, THE VERSE DOMINION-BACKED DEVIN PACT HAVE THEIR MAIN BASE
OF OPERATIONS.



ORIGINS OF THE DEVIN PACT

As the SFA and Verse Dominion emerged from the ashes of
mankind’s fallen empire, they expanded into the unknown
reaches of the Damnya Sector collectively referred to as the
‘Grey Zone' or just ‘the Grey 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 Dominion’s 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 ‘who’ would act first, rather than ‘if".

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
planet’s 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.



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 Guard's
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 they've 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 ‘defensive’ strategy is to castle up
around a commander reinforced with a preacher, who's 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 Koommodas as an
independent, sovereign world and ensure its peoples’ survival.




/
BuiLDING AN ARMY h

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. YOUu 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
LovAaLisTs. ONCE YOU HAVE CHOSEN, THE FOLLOWING APPLIES:

DoMiNION ALLIES: A DEVIN PAcT DoMINION ALLIES FORCE MAY INCLUDE A VERSE DOMINION DETACHMENT FOR EACH DEVIN
PAacT 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 (57, STABILISED).

KoMMODAN LoyvALisTs: A DEVIN PAcT KOMMODAN LOYALISTS FORCE MAY INCLUDE A SoL ENCLAVES DETACHMENT FOR EACH
DevVIN 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.

N\ /




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 ROCKETS.

Sauap COMPOSITION - 26 REQ PER SQUAD.
9 2 PATHFINDER ANTI-TANK UNITS WITH MB’ 17 LAWs AND INCENDIARY GRENADES (SEE PATHFINDER COMMAND UNIT).
f OPTIONAL MAY ADD UP TO TWO ADDITIONAL ANTI-TANK UNITs @ 13 REQ EACH.

UNIT NAME TYPE COMMANDS ORDERS_ " DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE MELEE OP
Pathfinder Infantry- 2 2 b+ 0 S -7 2 0 0 1
Anti-Tank T s .

ABILITIES

—VHokys When this Unit fails an Armour save, roll a D12 ona 1-2 it is ignored. In addition, Storm Targets reroll Armour Saves of a 1-2.
-SMOKESCREFN See the Unit Abilities section of the main From Ashes rules.

V.

: : WEAPONS e
NAME : ATTACKs ~ ARC ~ BLAST 7 : DAMAGE DICE
MB17 LAWS- . 1 All 1 Infantry 1 - Walkers1 Vehicles 2 Flyers 2
TARGET RANGE CLOSE 0-4" SHORT 5-8~ MEDIUM 9—1.6” ; LONG 17-24" EXTREME 25+
ACCURACY ' 5+ b+ - ‘ 8+ 1+ 12+
ARMOUR PENETRATION D4+2 D4+2 D4+2 D4+2 7 D4+2

SPECIAL RULES

-OPTICS |IF THIS SQUAD HAS NOT MOVED THIS TURN, IT MAY ATTEMPT A SKILL TEST. IF PASSED, RECEIVE [AccURAcY H 1].
—ERRATIC WARHEADS AFTER ROLLING ACCURACY ROLLS, ROLL A D4 AND ADD 2 FOR THIS SQuaD’s MB17 AP VALUE.
-ANTI~ARMOUR ENCLOSED | OR MORE UNITS MUST REROLL SUCCESSFUL ARMOUR SAVES AGAINST HITS FROM THIS WEAPON.




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.

4

SQuAaDp coMPOsITION - 40 ReEa PER SQUAD.
91 PATHFINDER COMMAND UNIT WITH M74 AssAauLT RIFLES AND INCENDIARY GRENADES.

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE ~ MELEE OP
Pathfinder Infantry 2 2 5+ 0 6" 7 4 0 0 3
Command Unit

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 (127) 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 4” (including itself).

—UNIQuE COMMAND — BoosT THE SIGNAL Increase this Unit's Leader range by 12" for the rest of the turn.

—RADIO Any friendly Leader can extend their Leader range by 4” when attempting to Order this Squad.

WEAPONS
NAME -ATTACKS  ARC BLAST DAMAGE DICE
M74 Assault Rifles HP All SATnaqlsl Infantry 1 Walkers 1 Vehicles 1 Flyers 1
TARGET RANGE CLOSE 0-4" SHORT 5-8" MEDIUM 9-16" LONG 17-24" EXTREME 25+"
ACCURACY b+ b+ 8+ 10+ 12+
ARMOUR PENETRATION 2 ' S 1 0 0

SPECIAL RULES -

-OPTICS IF THIS SQUAD HAS NOT MOVED THIS TURN, IT MAY ATTEMPT A SKILL TEST. IF PASSED, RECEIVE [Accu RACY w1l
-AssAuLT MovE (4”) SEe THE WEAPON SPECIAL RULES SECTION OF THE MAIN FROM ASHES RULES.

—-FuLL AuTo BEFORE ROLLING ATTACKS, MAY CHOOSE TO REROLL ACCURACY BUT TARGET CAN REROLL FAILED ARMOUR SAVES.
—-RAPID FIRE WHEN ENGAGING TARGETS WITHIN 16”, AcCURACY ROLLS OF A 12 (AFTER REROLLS) BECOME 2 HITS INSTEAD OF 1.

NAME ATTACKS ARC  BLAST DAMAGE DICE

Incendiary Grenades ’]/Squad All 2 Infantry 2 Walkers 2 Vehicles 2 Flyers 2

TARGET RANG;vE CLOSE 0-4" SHORT 5-8" MEDIUM 9-16" LONG 17-24" EXTREME 25+

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

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

-BURN SQUADS TAKING HITS FROM THIS WEAPON IT MUST ROLL A SKILL TEST. IF FAILED REROLL SUCCESSFUL ARMOUR SAVES.
—INCENDIARY SAVES OF A 12 AGAINST THIS WEAPON WILL ALWAYS CAUSE DAMAGE, REGARDLESS OF THE ARMOUR VALUE.







