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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 Scaryn Federated Alliance sees itself as a beacon of hope in these dark times. A collection of 

worlds who have survived the Severance War relatively unscathed, their self appointed mission is 

to unite lost colonies under one flag. Before the Severance War, these worlds were one of the 

more vocal critics of Earth and it's overreaching League of Solar Nations. When the dust had 

settled after the War and the LSN was little more than a distant memory, the SFA was formed from 

a handful of advanced colonies occupying the north - eastern reaches of the Damnya Sector. To 

their credit, their relative economic stability has enabled them to explore and expand into nearby 

worlds, giving a crucial edge in the never ending war for survival. With a powerful military formed 

from leftover stocks of LSN equipment, and augmented since by its own armament industries, the 

SFA have set out into the Grey Zone with the intention of forming new economic ties with those who 

would consider joining their Alliance. Some, however, see the SFA as nothing more than a new 

version of the LSN; an oversized bully which demands fealty in return for peace, displaying little 

concern for the subjects they assimilate into their so - called 'Alliance'.  

 

Faction Info  
 

Faction Name  Scaryn Federated Alliance  

 
 

Primary World  Seinar  

 

 

Secondary Worlds Kybal, Borego, Deygra, Zenith Alpha,  

 

 

Approximate total population across all worlds 6 billion  

   

Approximate military manpower Estimated at 15 million, with 10 - 20 million reservists.  

 

 

Main economy Mixed industrial/monetary/trade based.  

 

 

Relative Technological level Medium tech.   

 

 

Governing style Republic, council led, democratic system where individuals can vote for 

representatives who debate legislature in Senair Ωs capital city Maroth.  

 

 

Settlement Morphology Industrial based. Largely consists of pre - fabricated structures, but due 

to a significant middle class, possess various styles based on the local cultural fashions and 

trends. Many cities and towns draw influence from Earth over the last century or so. Out of all 

the Primary Powers, SFA settlements look the most like old Earth settlements, with some being 

virtually indistinguishable.   

Acquisition Roster  

scaryn federated alliance  

Version 0.1.3  
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ORIGINS OF THE  

SCARYN FEDERATED ALLIANCE  

 

Even before the Severance and its wars, the collection of worlds 

that would later become the Scaryn Federated Alliance 

experienced wealth and prosperity not often seen among the 

colonies established by the LSN. Many of these planets 

possessed a climate amicable to human life, with settlements 

being established quickly, before undergoing exponential 

growth and economic stability. People in their millions flocked 

to this area of space, not only from the older systems, but from 

newer colonies far and wide. Many planets reached by 

mankindΩs diaspora often possessed valuable mineral wealth, 

but the pre-SFA worlds had the additional edge in that the were 

relatively close together, encouraging local interplanetary 

trade. These worlds flourished and thrived, quickly becoming 

ideal examples to others in mankindΩs dominion. 

 

The planet of Seinar hosted the largest population of these 

worlds, and served as the primary trading and transit hub. 

Before long, a burgeoning middle and upper class administered 

various financial and business centres, organising the different 

types of minerals coming and going throughout the sector. 

Seinar itself became a jewel in EarthΩs crown, and seeing the 

sparks of sedition occurring in other colonies across the 

Damnya Sector, ensured the planet was well garrisoned with 

military personnel and support staff. Earth Ωs suspicions proved 

correct as, like many of the outer planets, the people of Seinar 

were starting to realise they could quite easily support 

themselves. This sense of self-sufficiency potentially meant 

there was little need to divert resources and taxes to, what was 

considered by many, a relic of a bygone age and increasing 

symbol of a repressive, some would say tyrannical, authority. 

 

Certain ambitious individuals within the higher echelons of 

SeinarΩs political houses saw opportunity in the prevailing 

public mood. A gradual media narrative was cultivated with the 

aim of casting EarthΩs League of Solar Nations and its policies 

in a negative light. Initially focussing on minor issues, the 

campaign quickly gained traction until a well defined Ψus versus 

themΩ wove its way into the public discourse. Carefully selected 

news reports created a sense of victimhood amongst the local 

populace, and it was not long before protests appeared at the 

LSN embassy buildings across Seinar and beyond, because, as 

the old adage goes, Ψbad news travels quicklyΩΦ Little was 

covered regarding the value of the LSNΩs presence, such as the 

protection provided by their fleets as they sailed through the 

system, or the purposely low tariffs afforded to Seinar and its 

people. All that mattered was to make the LSN look as bad as 

possible in the eyes of SeinarΩs citizens. 

 

It was the bloody uprising on Vaneth that would echo across 

mankind's worlds, and Seinar was no different. With the clear 

anti-LSN mood permeating all rungs of the proto -SFA societies, 

it took little to ignite the flames of rebellion. Initially, peaceful 

protests appeared across the system outside the gates of LSN 

military bases, consulates and compounds. It was clear that the 

people demanded greater or indeed total autonomous rule, with 

many expressing anger and outrage at the events on Vaneth. 

The LSN had anticipated such events unfolding, as their own 

agents had been monitoring SeinerΩs lawmakers and 

politiciansΩ secret meetings where the protests had been 

supposedly orchestrated. The protesters were answered with 

gunfire, with scores of unarmed civilians being cut down, 

massacring men, women and children alike. Those poor souls 

became martyrs to their cause and started yet another chain of 

events where the local resources were turned to organise a 

resistance against the LSN. 

 

The Seinar High Council housed in the capital Maroth now 

became de-facto rebel leaders, encouraging the populace to 

take up arms against the heavy-handed overlords. They realised 

time was of the essence, as no doubt Earth would send 

reinforcements to support their beleaguered troops on the 

ground. This ΨlocalizedΩ rebellion was spurred on by the events 

unfolding across mankindΩs dominion, adding their own voice to 

the choir of people demanding freedom. However, they didn't 

regard themselves as slaughterers, and reasonable terms were 

offered to the loyalists who would drop their weapons. Many of 

the LSN soldiers, demoralised by being so far from home, 

seemingly abandoned by Earth and now facing potential 

destruction, gave themselves up and opened the doors to the 

High CouncilΩs forces. Others kept their loyalty and resisted, 

besieged in their compounds before being swiftly annihilated by 

overwhelming numbers. Many of the turncoat LSN troops even 

became trustworthy members of this fledgling movement, all 

keen to contribute to this new sense of hope and progress. 

 

A new indigenous arms industry was developed with the 

intention of creating a fully independent military, with 

capabilities on par with their Earth kin. Much of the technology 

was reverse-engineered from the stocks found in the Earth 

military bases. Training in tactics and strategy came from the 

senior defecting officers, essentially becoming embedded 

advisors to help defeat their brothers and sisters from Earth.  

 

The nearest Halcyon Arrays, enormous space stations vital for 

fast-travel between distant systems, were attacked and 

captured. Like others planet -side, many of the crews stationed 

aboard the Array facilities had family on the nearby worlds, and 

their fealty to Earth little more than an old tradition with no real 

bearing. The threat of immediate capture can also challenge 

oneΩs loyalties. On the planets below, defences were built, 

regiments created, and before long a well equipped and capable 

army stood ready to meet their foe head-on. 

 

They waited for the hammer-blow to fall from Earth. Long 

range radio telescopes and detection scanners watched and 

listened, but nothing came from the void, nor entry requests 

received from other Halcyon Arrays - just empty static. Not even 

the usual ident- returns from the orbital stations beyond the 

edges of the Damnya Sector answered the ping pulses and 

radio hails. The weeks became months, then years before the 

readiness levels lowered. The High Council struggled to justify 

resources being spent on a potential war that never came, 

especially now what with the political turmoil engulfing the 

worlds as various local authorities jostled for power. Questions 

still remained, and the people of Seinar and its trading 

neighbours needed answers. Councilwoman Naga read out a 

speech on the anniversary a decade after the first civilian 

massacre, which was streamed across Seinar and beyond 

 

 άPeople of Seinar, and our brothers from Kybal, 

Borego, Zenith Alpha, and Deygra. I have come to you today to 

shed some light on whatΩs befallen this existence weΩve worked 

so hard to create, and remember those who fell in the uprising 

a decade ago. I want to hopefully answer some of those 

questions you inevitably have. I have them too; I lay awake every 

night waiting for the sirens to blare and the call telling me that 

an armada its on its way to destroy us all. Well, I have...some 
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news for you. They are not coming. They have seen the error of 

their ways and have chosen to leave us be. We will never hear 

from the League or Solar Nations and its subjects ever again. 

We have officially experienced the ending of the old empire -  

their collapse has begunέΦ 

 

άWe are free! We are free my brothers and sisters!έ    

                                                               

Sceptical murmurs were drowned out in a roar of nationalistic 

enthusiasm all throughout the systems, with peoples starting to 

celebrate whatever time of day it was on their respective 

worlds. She continued 

 

 άNow, I say to you, our destiny is ours to do with 

whatever we wish. I, like my fellow councillors, want to extend a 

hand in fellowship and unity to our family; the worlds we trade 

with; those weΨve always called friend and have stood by us in 

these turbulent times. I am officially announcing the formation 

of the Scaryn Federated Alliance, where we will share in each 

otherΩs prosperity and protect one another from the darkness. A 

new chance, a new beginning for mankind to live out itΩs destiny 

amongst the stars.έ 

 

The neighbouring worlds took little persuasion to sign up to the 

new alliance, and each had their representatives on the High 

Council to voice their constituentsΩ respective interests. There 

were other worlds beyond the immediate boundaries of the 

SFA, but none returned the offer in joining. Most fell into chaos, 

and many within the SFA recognised the value in keeping 

together, as anarchy engulfed many of those not fortunate 

enough to defend themselves from the horrors of this new age. 

At least the LSN forces provided a sense of security, a sense of 

structure which kept men from reverting to their barbarous 

ways. But now that had gone, the other colonies and 

settlements fought amongst themselves for survival and 

resource, all while the SFA prevailed. 

 

Years later the SFA is reaching out once again by exploring 

worlds old and new, and offering those they encounter a chance 

to become a member of this new club. Those who gladly accept 

the invitation became another cog in a greater economic 

machine, contributing new or lost technologies, resources and 

culture into the greater SFA. Among the Primary Powers in the 

Damnya Sector, the SFA were the first to start spreading their 

influence amongst many of the Grey ZoneΩs worlds.  

 

 

SFA MILITARY DOCTRINE  

AND GOALS  
 

SFA military operational protocols are heavily influenced by the 

influx of LSN personnel in its early days, and consequently 

operates in a similar fashion on the battlefield. The SFA armed 

forces relies upon a core of professionally recruited volunteers, 

whose combat doctrine revolves around combined arms tactics 

focused on armoured shock blitzkrieg strategies. Heavily 

armoured tanks and APCs use their excellent mobility to break 

through where the enemy lines are weakest. Once at their 

objectives, well equipped and well armed Pathfinder infantry 

units dismount their transports to engage their foe head on, 

where they can call upon various weapon systems for whatever 

the tactical situation demands. Perhaps one of the more 

distinctive aspects of the Pathfinders are their Exobraces, which 

facilitates their stamina and increases their speed, providing a 

unique tactical ability to easily maintain their firepower 

advantage when on the move, or redeploy at a momentΩs notice. 

Heavy, oversized armoured vehicles are a mainstay of the SFA 

ground forces, whose survival capabilities are further 

augmented by the presence of unique triangular electro -

reactive pads. These are designed to intercept and defeat 

incoming rounds, reducing or even stopping completely their 

ability to damage the vehicle under attack. Smoke dischargers 

are another common site on SFA tanks and other armoured 

vehicles. The tried and tested technique of creating smoke 

screens still has its place, whatever the battlefield. 

Contemporary smoke dischargers not only rely upon smoke 

alone, but a blend of metallic and plastic particulates to provide 

a multi -spectrum disruption system to blind enemy targeting 

capabilities. Weapons of the SFA tend to be simple firearms and 

other projectile based systems commonly seen throughout 

mankind's history, yet are still more than capable of dealing 

with whatever they encounter on the battlefields of Damnya.  

 

 

PLANETS OF THE SFA  

Seinar  

System -  Alpha-Arithmar  

Distance from Grey Zone Centre ς 4 light years 

Habitable class ς mesoplanet ΨtemperateΩ type 

Orbital Period ς 320 days 

Earth Suitability Index ς 0.81 

Size ς 1.2 x Earth 

 

One of the last prospective planets discovered and decided upon 

for human colonisation before the Severance War, Seinar is a 

standard temperate world not too dissimilar from Earth, 

despite its unusual host systemΩs properties. It is one of several 

planets housed within the infamous triple -starred Alpha-

Arithmar system, and it orbits along the middle of the habitable 

zone, consequently possessing almost perfect conditions for 

human colonisation. The name itself actually came as a result 

of people colloquially bastardising the designation ΨCenAaΩ to 

become ΨSeinarΩ instead, which eventually took to common 

parlance. It was a stable and flourishing world even before the 

Severance War, adopting much of the cultural and technological 

ways of the inner systems. It was considered by many to be the 

Ψgateway to DamnyaΩΣ becoming a central hub for many people 

coming from the inner planets to the frontier worlds of the 

Damnya Sector. Even after the Severance, Seinar is considered 

an extremely important strategic asset as it has access to a 

powerful Halcyon Array consisting of six stations instead of the 

standard four, allowing the transitioning of larger groups of 

starship than would be normally the case, assuming that the 

corresponding Array can do likewise. 

 

After the Severance War, the people of Seinar saw relatively 

little change in their day -to-day living. But those among the 

higher rungs of society capitalised on the opportunity to rule. 

Through bloodless conflicts in the halls of the political classes, 

eventually an accord was reached where the High Council 

declared the newly formed Scaryn Federated Alliance. The seat 

of this Ψmini empireΩ was founded in the SeinarΩs first city of 

Maroth; a huge, sprawling metropolis covering hundreds of 

square miles in the planetΩs southern hemisphere, where a 

flourishing populace live the middle class lifestyle far removed 

from most worlds. Multiple industries thrive here, from mass 

production in the industrial sector, to a bustling business zone 

nestled among the glittering skyscrapers of the financial 

district. Many view Seinar as a deliberate attempt to create a 

new Earth, dominating the other systems much like the later 

tried to control the outer systems beforehand. The people of 
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Borego, living on an ocean world where they refine the water 

they have in abundance, see themselves as somewhat taken 

advantage of by the fast-talking ways of MarothΩs assertive 

business class. However, other worlds within the nearby Grey  

Zone trade amicably with Seinar and the SFA without issue, 

bringing the exchange of goods, people and perhaps most 

importantly, influence, to far -flung unaligned worlds.  

 

Kybal  

System -  Kapteyn 

Distance from Grey Zone Centre ς 13 light years  

Habitable Class ς psychroplanet ΨcoldΩ type 

Orbital Period ς 412 days 

Earth Suitability Index ς 0.68 

Size ς 0.8 x Earth 

 

The rocky, iron dense world of Kybal possesses a strong 

magnetosphere providing the surface with ample protection 

from its ancient twelve billion year -old white star Kapteyn. ItΩs 

thick atmosphere means water is a liquid at the surface, but 

much of the planet is extremely cold, with temperatures 

typically reaching in the extreme negatives. Early exploration of 

Kybal discovered that the highlands harbour the warmer 

climates whilst the lowlands are covered in thick snow sheets 

accompanied by an unusual toxic mist. 

 

Glacial action has, over time, eroded much of the planetΩs 

topography, creating vast deep gorges and exposed rich mineral 

veins. Consequently, KybalΩs cities and towns are positioned 

atop the mountain ranges, whereas the lower regions below 

host mining sites and other research bases. The hostile regions 

are even used to train crews for living in deep space, so isolated 

as they are in the remote caverns and caves.  

 

The largest city is Carson, positioned in the northern 

hemisphere high up in the mountains. As land space is a 

premium, most of the settlements here are connected by a 

series of road-bridges, creating a network of smaller linked 

towns across the mountaintops. Almost every surface is 

covered in solar panels to make the most of the direct sunlight 

above the cloud layer. Due to the thin atmosphere many of the 

towns are air-tight or even built directly into the mountainside 

themselves, with huge glass viewing ports to regard the outside 

world. This, combined with the solar panel arrays has given 

Kybal the moniker Ψthe Planet of GlassΩΦ 

 

Like much of SFA space, Kybal was spared many of the horrors 

which would befall other worlds, what with its existing trade 

and economic ties to Seinar. For many of the people of Kybal, 

what they lost in exports to the inner planets, Seinar tried to 

replace in an attempt to forge a greater partnership with the 

SFA. However, there are those within KybalΩs influential 

spheres who are cynical of SeinarΩs new ΨSFAΩ and the potential 

impact it will have on the people of Kybal. Before the Severance, 

Kybal was one of the loudest voices resisting Earth rule, and 

some now fear theyΩve exchanged one dictatorship for another. 

 

Deygra  

System ς Eltan 

Distance from Grey Zone Centre  ς 16.7 light years 

Habitable Class ς mesoplanet ΨtemperateΩ type 

Orbital Period ς 213 days 

Earth Suitability Indexς 0.86 

Size ς0.8 x Earth 

One of the furthest worlds from the Grey Zone Centre and still 

within SFA space, Deygra lies in a very stable system due the 

presence of several major gas giants. These behemoths 

swallow up any rogue comets and asteroids, essentially 

protecting Deygra and its immediate neighbours from regular 

meteor strike. The world itself is a little smaller than Earth, but 

possesses similar conditions including oceans, mountain 

ranges and open flat areas, which meant multiple colonies 

could be quickly established early on. It also serves as a 

potential gateway to regions beyond the Grey Zone, and 

consequently SFA deep-scanning arrays have been built on 

Deygra on the hope of making contact with systems far from 

Damnya. Some, perhaps more paranoid, council members voice 

caution on staring into the void, with the fear of who, or what, 

may be staring back. 

 

DeygraΩs three major cities are home to the majority of the local 

population, together with various smaller survey and research 

bases dotted throughout the more remote areas. The largest 

city, Seygan, grew around one of the first scanning arrays. 

These enormous kilometre -wide radar dishes, positioned on an 

escarpment above Seygan, cast their shadows over the dense 

metropolis below. Like sundials of old, their shadows move 

across the city with the position of the sun and have become a 

inspiration for a series of local traditions and, among certain 

circles, superstitious beliefs.  

 

Zenith Alpha  

System ς Zenith 

Distance from Grey Zone Centre  ς 16 light years  

Habitable Class ς mesoplanet ΨtemperateΩ type 

Orbital Period ς360 days 

Earth Suitability Indexς 0.86 

Size ς 1.7 x Earth 

 

Zenith was one of the early breakthroughs into mankindΩs 

exoplanet research. Despite being much larger than Earth, it 

was so similar in many respects in terms of climate, surface 

temperature and metal content, and even possessed significant 

tectonic plate movement. The only catch was the lack of a 

nearby gas giant to shield against comets and asteroids, the 

absence of which consequently threatened early attempts to 

colonise the planet. Before the Severance War, a planet-wide 

defence network was built to help protect the fledgling cities 

from any potential meteor strikes.  

 

Multiple approaches were taken to help protect the population 

on the surface, such as orbital railgun platforms, pre -emptive 

survey scanners, plus much of the planetΩs major infrastructure 

was built deep underground. After the Severance War, the 

people of Zenith were largely protected from the destruction 

happening in many other human colonies, what with their anti -

asteroid systems providing the ideal deterrent for any 

conquerors looking at Zenith Alpha to be their next target.  

 

The nearby newly-formed Scaryn Federated Alliance 

recognised a potential ally in the people of Zenith Alpha. 

Through a series of long-winded negotiations and treaties, the 

planetΩs leaders were persuaded to become members of the 

High Council and so join the SFA. Much of the population of 

Zenith Alpha were actually military personnel from the LSN, but 

despite their initial resistance, eventually recognised that they 

could no longer rely on Earth. Realising a potential bright future 

with the SFA, they sent representatives to Maroth. Many of 

these envoys, being military personnel, continued their duties 
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and are seen by many of the other SFA worlds of being hot-

headed and brash, often voicing a desire to Ψshoot first and ask 

questions laterΩ when it came to opening dialogue with new 

worlds in the Grey. Others appreciate the value of having a 

heavily militarised domain on their side, who still have huge 

quantities of army stocks available for when a potential new, 

greater threat emerges from the void.  

 

Borego  

System ς Gliese 667 

Distance from Grey Zone Centre  ς 20 light years  

Habitable Class ς mesoplanet ΨtemperateΩ type 

Orbital Period ς 223 days 

Earth Suitability Indexς 0.88 

Size ς 1.1 x Earth 

 

With a similar level of gravity, atmospheric composition and 

climatic conditions to Earth, Borego was considered ideal for 

human habitation centuries before. Closer inspection of the 

world unfortunately found that it had virtually no land mass, 

save the odd archipelago created by sporadic volcanic activity. 

Initially, it was passed up for human colonisation, but it was 

quickly realised that such a large body of water could 

potentially be utilised for other fledgling colonies in other parts 

of the Damnya Sector and beyond. Those early prospectors 

therefore realised the ocean worldΩs potential, and built large 

rigs with the purpose of extracting and purifying the water.  

 

As humanity spread further and further into the void, the 

demands on worlds like Borego only increased, and so more 

rigs were built to answer such demands. The rigs were 

expanded and built upon, eventually become a huge network 

spanning hundreds of miles, which collectively became known 

as the ΨChainΩΦ Massive space-elevators were installed at key 

locations to directly siphon the water into orbit high above, 

where again further expansion created a huge geosynchronous 

space station, aptly named the ΨTopΩΦ This massive station 

housed the administrative, governmental and trading 

infrastructure for the rest of Borego. Being in direct orbit, it 

meant starships could easily dock and acquire their cargo 

before transporting it off -world in a seemingly never ending 

cycle to help maintain humanity's expansion. 

 

As time passed, a perceived lower and upper class developed 

between the two structures. Those in the miserable, damp 

conditions of the Chain were reminded of those above by the 

shadow it would cast across the ocean waves on the rare 

occasions that the sun would shine. There were even several 

Ψworkers revoltsΩ over the years, where strikes brought the 

refineries to a standstill, but were generally met with a violent 

response by the local security forces. 

 

During the Severance War, Borego experienced yet another of 

these revolts, as many saw an opportunity to take over the Top 

and control the entire world itself. Many others, even down on 

the Chain, fear anarchy more than being lower-class citizens, 

so a stalemate of sorts came to pass as both the Top and the 

Chain realised that all they had was water and no ability to 

synthesise or produce food and other supplies. Mutual 

starvation from both sides appeared to freeze any potential for 

conflict. An SFA delegation who had recently arrived in orbit, 

who offered trade and mutual protection, appeared to quell any 

further desire to revolt. For now, it appears to be business as 

usual for the people of Borego.. 

 

To the SFA, Borego is of extreme strategic importance; not just 

for its vast water reserves, but it also serves as a gateway 

planet from SFA space to the Grey Zone. There are still 

concerns of rumour suggesting potential social unrest, as to 

those in the Chain, a new set of off-worlders are receiving the 

better opportunities up in the Top, and so reduced the 

opportunities for those below.  
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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 it commands. When you build your SFA 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 SFA's worlds 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.  
 

SFA Doctrines  

 Seinar Advanced Military Tech  Smoke Grenades result in [Accuracy Ҧ2] instead of Accuracy Ҧ1]. In 

 addition, MB17 Laws, Hammerhead Missile Launchers and Snapdragon Duel Missile Launchers receive 

 the Top Attack Special Rule below:  

. - Top - Attack If this weaponΩs Accuracy rolls score a 10+ and successfully hits, the attacking player may choose which arc  is 

 hit, regardless of whichever arc they are currently in.   

 

 Kybal Shock and Awe All Kybal Pathfinders receive the Improved Servo Motors  Ability and Kybal 

 vehicle Units upgrade their Stabilisers  Special Rule to Advanced Stabilisers  below:  

 When a Squad uses roll a Discipline test. If passed, they move their normal move instead of рέ 

 

 Deygra  Shoot and Scoot  When a Deygra Vehicle Squad finishes an Engage Command (including as part 

 of Stabilised) and before Reactions, it may attempt a Discipline test. If passed, the Squad can 

 immediately Retreat (remembering Vehicle Units Ω Global Rule Reverse  ). This Retreat comes from their 

 Order capacity rather than their Commands.  

 Zenith Alpha Mechanised Assault  When a Zenith Alpha Squad Dismounts, roll a Discipline test. If 

 passed,  the Command counts as coming from the Squad Ωs Order dice rather than their Commands. In 

 addition, Zenith Alpha Infantry Squads can Form Up with Zenith Alpha Vehicles.  

 Infantry Squads can reroll Discipline tests when attempting to . In 

 addition, Borego Vehicles reduce their Move value by 1 but increase their side Armour by 1.  

2. Each Detachment must have an associated Detachment Commander, that is, a Unit with the Leader Ability. In 

the case of the SFA, this currently includes Pathfinder Command Squads, Raven Command Vehicles and 

Vehicle Units which have taken the Tank Commander vehicle upgrade.  

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

as the Detachment Commander.  

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

following pages. These are known as Support Squads.  

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.  


