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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.  

 

What remains of the LSN in the Damnya Sector is little more than scattered colonies still holding 

fast against the surrounding darkness. Despite the lack of central control or even any strong 

connection to each other, these territories are still a proud people; monuments to an empire and 

its glories long gone. Known as the Sol Enclaves, they have had to take stock of what the future 

may bring -  do they maintain the ways of the old, holding true to Earth on the hope that she will 

rise again, or do they throw in their lot with the so - called ΨPrimary Powers Ω and assimilate 

themselves. Now, each is a nation unto itself, yet still possess a martial pride in their duties, 

protecting their people and trying to carve out their own destinies in the Damnya Sector.  

 

Faction Info  
 

Faction Name  Sol Enclaves  

 
 

Primary World  None specified.   

 

 

Secondary Worlds None specified. Multiple colonies exists across various worlds in the Grey 

Zone, with many still contested by rival groups with no clear planetary governing body.  

 

 

Approximate total population across all worlds Unknown.  

   

Approximate military manpower Unknown, Faction power depends upon the local colony populace 

and conscription policies, if any.  

 

Main economy Varies upon the local remaining LSN industries and resources.  

 

 

Relative Technological level Medium tech.   

 

 

Governing style Varies. Since the Severance War, some have become dictatorships with a local 

warlord possessing complete control, whereas others have a council or democratic style system.  

 

 

Settlement Morphology Industrial, new colony pre - fab structures. Due to the fact that the Sol 

Enclaves have changed little since from the LSN, it is reasonable to expect that much of the 

infrastructure built by their forefathers remains. Certain Sol Enclaves which have received 

significant exposure to the Primary Powers will invariably be influenced by the influx of new 

cultural norms and technologies, often creating a hybridised appearance unique to that colony.  
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ORIGINS OF THE SOL ENCLAVES  
 

The League of Solar Nations is no more, and contact has been 

completely lost with Earth and its neighbours. In the Damnya 

Sector, remnants of the LSN's bases which have survived the 

Severance War are now left to their own fate. Many have fallen 

into disrepair and forgotten by the sands of time, whilst others 

have adapted to the new galaxy into which they now find 

themselves. Only through grim determination have they done 

this, and their various forms and capabilities are virtually 

countless as they explore and exploit the worlds around them.  

 

Some have joined the new so-called 'Primary Powers', whereas 

others believe in the LSN and that one day it will return to be 

the rightful rulers of humanity's realm, whilst others still wish 

to simply reside in their owner corner of space and just be left 

alone, as independent peoples trying to survive in an otherwise 

uncaring universe. As a result, the term ΨSol EnclavesΩ is not 

used to describe one singular faction, but rather various minor 

nations littering the Grey Zone and beyond. One thing they do all 

share in common however is the belief in their own. Now, using 

the equipment and military know -how left over from the LSN 

means they can still meet invaders head-on and stand tall.  

 

As the LSN spread out across the stars and cemented its 

footprint and influence, colonies naturally followed in its wake. 

Likewise, military assets were placed throughout their spheres 

of control to not only perform garrison duties to deter potential 

pirates or seditious groups, but also act as stop-gap security 

forces to police the local civilian populace. 

 

When the Severance War came, mankindΩs realm was split 

between those loyal to the LSN and those who wished to 

command their own future. The weapons and equipment the 

security forces were furnished with were turned inwards as 

each world chose their loyalties. Once the dust had settled, it 

was clear the LSN was little more than a distant memory, and 

those garrisons out in the void found themselves cut off from 

Earth and its support. What happened to these groups is as 

varied as the planets themselves. Some were simply consumed 

by the chaos never to be heard from again, whilst others have 

managed to survive and stand strong, surrounded on all sides 

by an ocean of anarchy. Circumstance has been the deciding 

factor for many such colonies, and like saplings growing from 

the seeds of a once mighty tree, these groups, collectively 

known as the Sol Enclaves, are sprouting once again. 

 

Most have become political or ideological entities in their own 

right, often with a military -style governing system with its fair 

share of corruption and nepotism, whilst others have explored 

alternate ways of dealing with the challenges of ruling and 

sustaining a populace. Further still, some have been 

ΨsponsoredΩ by more powerful groups, merging together into 

something stronger or even completely integrated altogether. 

There are even those who still hold true to the ways of the LSN, 

and staunchly believe that one day it will come back and 

reconquer the stars, and they will be waiting with open arms, 

ready to take the fight across the sector and help rule 

mankindΩs fallen realm once again. 

 

The Damnya Sector is no different, as hundreds, perhaps 

thousands of small Sol Enclave outposts can be found 

throughout the Grey Zone. Like many others, each has their 

own agendas and loyalties. As the Primary Powers started to 

spread out and exert their influence, it was inevitable that they 

would come into contact with these ΨSol EnclavesΩΦ The reaction 

of the respective parties would vary, often depending on the hot

-headed nature or ideological beliefs of the respective leaders 

establishing initial contact. Some Enclave groups reacted with 

outright aggression, especially those who possessed strong ties 

to the LSN. To them, the Severance War was still waging, and 

these so-called ΨPrimary PowersΩ were just the rebels from 

before and deserved little accommodation other than the barrel 

of a gun. Others, perhaps the more independently minded 

groups, saw the opportunity with the larger factions and traded 

with them or became satellite states, using mutual cooperation 

to further both parties Ω interests. Likewise certain voices within 

the Primary Powers wished to use military force over diplomacy 

and immediately attacked. Many Sol Enclave groups were 

simply overwhelmed and annihilated, whereas others managed 

to hold their ground against the aggressors. Further still, some 

Enclaves, upon encountering one another, have banded 

together to form mini -empires of their own, and can perhaps 

rival the Primary Powers in stature and capability.  

 

Whatever the case, it is clear to many that the Sol Enclaves are 

going to be a permanent feature of this part of the galaxy. At 

their disposal they have huge quantities of military surplus, 

resource, and manpower, and with these, they desire to survive, 

prosper, and conquer their corner of the Damnya Sector. 

 

 

SOL ENCLAVES  

MILITARY DOCTRINE AND GOALS  
 

The majority of Sol Enclaves, what with inheriting the 

equipment left over from the LSN, remain little changed from 

their forefathers. Military academies were established 

throughout humanityΩs realm long before any signs of sedition. 

This enabled a consistent training regime in order to allow 

regiments from completely different worlds to coordinate 

efficiently and effectively together. This interoperability proved 

to be extremely valuable when the Severance War eventually 

came, as regiments shipped from different systems could easily 

work alongside one another when fighting on the frontline.  

 

LSN military doctrine relied upon a reasonable balance 

between technology, resource management and force 

projection. Worlds closer to Earth tended to have access to 

slightly more exotic weapons, and again would be reflected in 

the individual League member's capabilities. But as the 

distance from Sol increased, standardisation became ever more 

prevalent. The Sol Enclaves have continued this doctrinal 

approach, with a focus on balancing their forces' capabilities on 

the battlefield. Most Sol Enclaves can, even now, easily mass-

produce standard pieces of kit, such as the Anvil battle tank and 

Bullfrog APC, and of course the individual soldier's weapon and 

battle dress. Out in the Damnya Sector, the forces stationed 

there typically possess items on the less exotic end of the scale, 

but since the rise of the Primary Powers, some Sol Enclaves 

have adapted their doctrinal approaches to adopt more unusual 

military technologies, with personal drug dispensers, non -

standard ammo types and even shielded tanks being observed.  

 

Much like the Scaryn Federated Alliance, as both they and the 

Sol Enclaves share influence from the LSN, the Sol Enclaves 

tend to rely upon a simple hierarchical command structure, 

with weapons and equipment divided into specific squads. This 

means each individual entity within a Sol Enclave force will have 

a specific battlefield task. Guardsmen Riflemen units tend to be 

general-purpose infantry battle squads capable of working both 
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well on the offence and defence. Certain individuals may even 

display an aptitude for weapons usage and receive extended 

firearms training. Such soldiers are pulled from their units to 

form fire support squads where they can put their skills to good 

use. Here, they form units dedicated to the task of hunting down 

enemy armoured assets with powerful shoulder -mounted 

rocket launchers, or provide suppressive fire with machine 

guns for engaging enemy infantry units. Fortunately for the Sol 

Enclave colonies, they typically have huge stocks of military 

vehicles leftover from the LSN, plus the expertise and plenty of 

parts to maintain them for many years to come. This has even 

enabled them to go toe-to-toe with the Primary Powers during 

armoured engagements and still come out on top.  

 

The population numbers of these colonies tends to be much 

smaller in comparison to their Primary Power neighbours, 

which has spurred on a need to preserve the lives of those sent 

to the frontlines. Some colonies have populations in steep 

decline, whether it be a result of lack of available food, attrition 

through conflict, or simply a stagnation of new children being 

born. As a result, many Sol Enclaves have put a prime 

importance on their medical training programs. Unlike the SFA, 

whose medics tend to accompany command units, Sol Enclave 

medics are trained to work autonomously on the battlefield, and 

work with frontline combat squads to keep them in the fight.  

 

Due to the breakdown of an Earth-based central command 

structure, the colonies have found themselves alone. In many 

situations, the military commanders have taken charge, leading 

to juntas or dictatorships depending on the whims of the 

particular leader. In some instances, this has led to a new 

breed of officer; one who wants to lead from the front rather 

than stay back and coordinate forces from the rear. These 

individuals tend to carry a small, yet powerful sidearm, and 

even a sword to encourage their men into battle much like 

leaders of old, centuries before. The practical effect of these on 

the battlefield are debatable at best, and are little more than 

status symbols to sate the ego of the commander in question. 

To others, however, these individuals are seen as brave leaders 

who not only help protect their people from behind a desk 

during peacetimes, but are risking their own lives shoulder to 

shoulder with their men in the face of a terrifying universe. As 

time has passed, dynasties are starting to form, with weapons 

used in the original Severance War being passed down to the 

next generation, creating a mythos of their own and adding a 

certain ΨmystiqueΩ to their the current wielder's reputation.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

SOL ENCLAVES  

SUB - FACTIONS  
 

The Sol Enclaves often find themselves beset on all sides by 

friends and foes alike. Some choose to integrate with these 

parties where they trade goods and resource for weapons and 

technologies, or even simply protection where needed. Others 

choose to join on shared ideological grounds, perhaps being 

convinced to follow the goals of their new sponsors. A few may 

even still hold on to the ways of old, raising the flag of the LSN 

wherever their forces set foot. Whatever path they choose, it is 

clear that the Sol Enclaves are a diverse group of sub-factions 

with their own agendas and evolving identity. 

 

As the Sol Enclaves experience ever increasing contact with the 

Primary Powers, those who have a peaceful connection with 

them have started to, perhaps inevitably, amalgamate to a 

greater or lesser degree. Some may even simply be conquered, 

and annexed into the new proto-empires against their will 

Whatever the case, it is clear that these new Sol Enclave sub-

factions have diverged significantly from their original form. 

Others instead have maintained their sense of identity from 

decades past, continuing to fight the Severance War regardless. 

 

 

Sub- faction name: Paragons of Old Earth  

Sponsor: None (although they consider it to be the LSN).  
 

As LSN colony ships explored the far reaches of the galaxy, 

some established themselves in better locations than others. 

The more successful sites would receive greater attention and 

support from Earth, consequently becoming even more 

prosperous as its value grew. These colonies became the 

ideals; paragon-examples of what the other colonies should 

aspire to. As a mark of their status, such colonies would act as 

hosts for any delegations from Earth when touring local 

systems, becoming a revolving door of value and investment. 

Other colonies which were founded in less prosperous locations 

would protest at their own lack of provision, regularly claiming 

investment ear-marked for them would be redistributed to the 

more wealthy colonies, despite, in their eyes, needing it more. 

 

After the Severance War, it was little wonder then that the 

loyalty of certain Sol Enclave colonies would be reflected in how 

much attention it had received from Earth over the last few 

centuries. Some very much still regard themselves as a part of 

the LSN. They, perhaps vainly in the eyes of others, hold out in 

the hope that the LSN will re-emerge from the chaos of the 

Severance, re-establish contact and lead a vast galactic-wide 

campaign to reassert their rule in the Damnya Sector. Until 

then, they maintain as best they can the authority of the LSN. 

They regard themselves as shining beacons in an ocean of 

darkness, outposts of order in an otherwise chaotic universe.  

 

As a result of their investment and significant local resource, 

they tend to have substantial industrial capabilities and the 

infrastructure to support their burgeoning economies. 

Consequently, their vehicle fleets are extremely well 

maintained and equipped, which has afforded such Sol Enclaves 

well -supported lines of supply and would provide a tactical 

flexibility others could only dream of, especially in these dark 

times. However, their military generals have often consumed 

perhaps a little more resource and influence than that they 

would traditionally possess, regularly becoming senior political 

leaders and pushing for more investment into the military, 
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especially their own officer training program. As a result, their 

officers are second to none, and utilise advanced technologies 

to lead their armies, capable of coordinating their forces with 

incredible tactical acumen and skill.  

 

 

Sub- faction name: Member of the Alliance  

Sponsor: Scaryn Federated Alliance  
 

Many of the colonies which would later become the Sol 

Enclaves, like much of the wider galaxy, found themselves torn 

asunder as loyalties were tested during the Severance War. 

Many had even sided with the rebels during this calamitous 

time, turning their training and weapons on their brothers in the 

LSN. Once the dust had settled, such Sol Enclaves wished to 

establish themselves with a new constitutional set of values 

entirely separate from the LSN all those years before.  

 

When such Sol Enclaves encountered the Primary Powers, it 

would be little wonder that they saw in them a kinship they had 

not experienced in the previous tumultuous decades. Perhaps 

some found themselves teetering on the edge of annihilation 

and felt they could only survive if they joined ranks with the 

obviously more powerful neighbours. The Scaryn Federated 

Alliance, in its attempts to push out into the Grey Zone, would 

inevitably make contact with many Sol Enclave groups, 

generally offering a helping hand where they could. Resultantly, 

many would join the cause and become so-called 'Members of 

the Alliance', assimilating themselves into this new collection of 

worlds, all on the hope of shared trade and defence cooperation 

bringing mutual benefit to all. Certain vocal individuals have 

voiced caution as they fear the SFA is following in the footsteps 

of the LSN years before; increasing its influence and putting 

pressure on vulnerable colonies for an imbalance of benefit. To 

such sceptics, the SFA were little more than a new empire they 

had tried so desperately to escape years before. 

 

The SFA does appear to concern itself with mutual defence, and 

demands the Members of the Alliance militaries can operate 

alongside SFA forces where needed. Many Sol Enclave 

Guardsmen units would be shipped out, at cost to the SFA, to 

their training academies to ensure a high degree of competence 

is maintained. Many Sol Enclave commanders have received 

offers to have their vehicle fleetsΩ ERA panels replaced with the 

SFA produced electro-reactive pads, again more of an attempt 

to maintain a standardisation rather than necessarily a tactical 

improvement.  

 

To many Sol Enclaves who have joined they SFA, they see their 

new allies as possessing something far removed from the other 

Primary Powers - a sense of hope. A sense of vision and drive to 

learn from the sins of the LSN and provide a stable, egalitarian 

union throughout the stars.  

 

 

Sub- faction name: Dominion Vassal  

Sponsor: Verse Dominion  
 

After the Verse Dominion assembled itself from the calamitous 

events of the Severance War and established its new theocracy, 

it was determined to bring its new religion to those beyond its 

borders and eradicate any taint of its old enemy, the Frontier 

Guild. Missions and crusades were launched into the Grey Zone 

to push this agenda, often by competing political factions from 

within the Verse Dominion itself.  

 

When they encountered small unaligned colonies, such as those 

who would later become the Sol Enclaves, how they would 

engage would depend on the particular religious leader at the 

head of that particular crusade. Some desired a peaceful 

interaction and sent missionaries and envoys to the colony, 

often persuading them through 'soft power' means to influence 

the population, perhaps sharing a sense of victimhood or 

struggle in order to create a common bond. Others would 

simply use their overwhelming military might to strong -arm the 

locals into capitulation and forced conversion. Those colonies 

which survived this initial interaction would essentially become 

member-states of the Verse Dominion and consequently 

vassals of a now great empire. Many locals would be drafted in 

to join in future crusades, wherever it may lead. Cheap and 

easily reproduced technologies would be sent to the colony in 

exchange for tithes in the form of natural resource or simple 

manpower. Entire Sol Enclave regiments would join the 

campaigns into the Grey Zone, their Guardsmen units given the 

powerful Vhokys drug which is in plentiful supply, to make them 

more aggressive and resilient to the rigours of combat. Vehicles 

would often be 'upgraded' with boosters, Stormsand armour 

plates and their ERA replaced with shock- field generators to 

carry on the Verse Dominion tactic of devastating shock-

assaults. Members of the clergy would even accompany them 

into battle, ensuring the tenants and dogmas are adhered to, 

and a reminder of the consequences should they fail. 

 

 

Sub-faction name: Union of the Advancing Dawn  

Sponsor: Xeraak Triarchy  
 

The Xeraak Triarchy, despite being a relatively late player to 

explore the Grey Zone, has been nonetheless busy in its 

attempts to form alliances with those it encounters. The 

Triarchy appeared to be far less aggressive than the other 

Primary Powers in the pursuit of its own, more scientific goals, 

and consequently, has had fewer conflicts with the colonies it 

would encounter. When conflict did arise however, the Xeraak 

TriarchyΩs retribution was swift and often overwhelming. 

Perhaps most grisly of all would be the recycling of its defeated 

foes into the ranks of its armies, to serve them ever on as 

Revenants or some other cyborg monstrosity. 

 

To many Sol Enclaves, the practise of utilising the bodies of the 

deceased seemed ghastly and abhorrent, and instantly turned 

their guns upon the Xeraak Triarchy. Others saw past the grisly 

legions and focussed on the humans actually leading the 

strange off-worlders, and seemed to understand the challenges 

which had forced the them to act this way, or even recognised 

the potential benefit of such practises. The latter would readily 

embrace the new-found Primary Power, and exchange 

advanced technologies for local natural resource, and on some 

occasions, even criminals given over to join their dread legions.  

 

Many of the allied Sol Enclaves have unified and renamed 

themselves the 'Union of the Advancing Dawn' in a belief that 

they will, as one, bring a new era of scientific advancement and 

achievement to mankind's fallen realms. They appear to have 

aligned their interests with their new sponsors, readily 

providing soldiers and weapons to assist in their expeditions. 

Such Enclaves often benefit from the technological exchange 

between the parties, with nova core rounds readily given to 

augment existing ubiquitous weapon systems, and perhaps 

more unusually, vehicle crews being replaced with drone 

systems capable of outperforming their human counterparts.  
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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 Sol Enclave Force to the agreed Requisition value, or Req , it 

needs to comply with the following:  
 

1. At least one Detachment.  

2. Each Detachment must have at least one Guardsmen Command Unit, Raven Command Vehicle or a vehicle 

with the Tank Commander  Upgrade. One of these must be designated as the Detachment's Detachment 

Commander.  

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 ( five if the Detachment Commander is a Raven ) 

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 Ωs it! You Ωre done and ready to get on with your game of From Ashes.  

Sub-faction name: Freemen of the Republic  

Sponsor: Kymeron Republic  
 

The leaders of the Kymeron Republic possess considerable 

economic might which they often utilise to hire the services of 

various militia groups from within the Grey Zone to help 

complete their esoteric objectives. The Sol Enclaves, rather 

than joining the KFR perhaps on shared ideological grounds like 

the other Primary Powers, were often recruited via the offer of 

economic support, such as loans or the building of 

infrastructure, or just simply bought straight out. These groups 

essentially became satellite states of the KFR, rather than ruled 

by them and fully absorbed. The KFR would regularly affirm 

that they would not meddle in the internal politics of the allied 

Sol Enclaves as long as they did the same. Personal freedom is 

a primary mantra of the KFR, and they have attempted to instil 

this in the groups they would have more regular contact with. 

Eventually such groups became known as ΨFreemen of the 

RepublicΩ and experienced little interference from their 

sponsors, or so they convinced themselves. In reality, old debts 

would need to be paid, and if they could not, men would be 

drafted under -arms to fight for the KFR in its various military 

excursions into the Grey Zone and even against the other 

Primary Powers.  

 

Fortunately for the Freemen of the Republic, they would be 

provided, or sold, copious quantities of upgrades for their 

existing weaponry, with perhaps the most regularly seen being 

the smart rounds designed to work with the old LSN stockpiles 

of small arms. These would greatly benefit the userΩs first -hit -

first -kill capability, as the rounds would adjust mid -flight in 

order to strike their target. Rocket launchers would frequently 

be adapted to hold powerful laser weapons, where they can 

combine their beams to overcome more resilient targets. The 

Freemen would even receive extensive training regimes under 

the tutelage of the various private military groups on the KFR 

homeworld of Kymera. Here, they would be taught advanced 

tactics and battlefield awareness techniques, such as the famed 

Sentry Protocols where they would optimise their abilities to 

best react to the current tactical situation without reducing 

their combat effectiveness, or the Phalanx Protocols where 

radio systems would be modified and optimised to better 

communicate enemy threats, enabling a collective response. 
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As the conflicts with their neighbours have gathered pace 

in intensity, armoured vehicles were being destroyed at an 

alarming rate, along with their experienced crew. It could 

take the Sol Enclaves months to train up a new crew for 

future vehicles fresh off the production line, which 

needed to be at the frontlines yesterday.  

 

The Sol Enclaves Ω answer was to upgrade vehicles with an 

enclosed crew compartment, considerably increasing the 

survivability of said crew. If it was knocked out, they could 

more easily escape from the mangled wreckage and 

hopefully evade enemy contact until reaching friendly 

lines. The project proved extremely successful, as the 

surviving crewmen were able to put their hard - learnt 

skills to good use once again, as long as they received some 

well earned R&R beforehand...  

Guardsmen tank crew  

Sol enclaves  

Weapons  
 

 

 

 

 

 

 
 

SPECIAL RULES 
- Free Command: Run and Gun After completing an Advance, Retreat, Withdraw or Unique Command, this 

Unit may immediately carry out a Free Engage using this weapon, but counts as having only 1 Attack.  

Vehicle Crew  
Instead of being bought as its own Unit, the Guardsmen Tank Crew Unit must be bought as an attachment to a 

friendly Vehicle from the same Detachment. It counts as being Transported but does not take up a slot. If the 

Vehicle is not a Transport, assume it can but just for this Unit. It cannot be chosen to activate 

independently of the host vehicle. Once the host vehicle is Destroyed, and assuming the Guardsmen Tank 

Crew survives, they then operate as a separate Squad for the rest of the battle.  

Squad composition -  10 Req per Squad.  

¶ 1 Guardsmen Tank Crew Unit with M13 pistols and Frag Grenades (see Guardsmen Anti - Tank Squad).   

 

 

 

 
ABILITIES  
- Survey If the host vehicle is unaffected by the Recon Ability, then it may carry out an Advance Command immediately after it is deployed.  

- Unique Command: Ad - Hoc Repairs When Mounted, the host vehicle may spend a Unique Command to replenish an HP lost 

earlier in the battle if the owning player successfully rolls a 4+.  

- Binoculars Roll a Skill test when a Squad within мέ (including the host vehicle) carries out an Engage Command. If passed, that Squad 

receives [Accuracy �V1] if both have LoS to the same target. 

- Fight Another Day As long as the Guardsmen Tank Crew is alive, the following apply: 

¶ The host vehicle never counts as destroyed for the purpose of HVTs.  

¶ The host vehicle never counts as Captured.  

¶ The host vehicle counts as 2 OPs instead of the usual OPs for the purpose of enemy scoring Objective Points in missions where this is 

relevant, unless the Guardsmen Tank Crew are also destroyed, in which case the full OP points are scored. 

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

Infantry  2 2 6+ рέ 7 3 0 1 0 0 

NAME ATTACKS ARC DAMAGE DICE BLAST 

M13 Pistols 2 All Infantry 1 Walkers 1 Vehicles 1 Flyers 1 
Small  
Arms  

TARGET RANGE  CLOSE 0- �ð�_ SHORT 5- �ô�_ MEDIUM 9- �í�ò�_ LONG 17- �î�ð�_ EXTREME �î�ñ�=�_ 

ACCURACY 3+ 6+ 10+ N/A N/A 

ARMOUR PENETRATION  1 1 0 0 0 


