rROM ASHES

AcQuisITION ROSTER

sol enclaves -

Dominion vassal
VERsION 0.1.3

How To use THIs AcauisiTION ROSTER
This document is designed as a supplement to complement the already existing Sol Enclaves Acquisition Roster found on the Void
Scar Miniatures website. The Units within this document are from said Acquisition Roster, but they have their rules modified to
accommodate the extra abilities and Units from their chosen sponsor, included here for ease of use. As a result, there is little
background information here as that is already thoroughly explored in the original Sol Enclaves Acquisition Roster, and best
advised reading that to find out more about the faction and its origins.

BuUILDING 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 LeEAsT oNE DETACHMENT. As THIS SoL ENcLAVES DETACHMENT IS A DOMINION VASSAL OFFSHOOT, IT MUST SPEND 25
REQ TO GAIN THE EXTRA CAPABILITIES PROVIDED BY THEIR SPONSORS.

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 1S A RAVEN )
ADDITIONAL SQUADS OF ANY TYPE FROM THE FOLLOWING PAGES. THESE ARE KNOWN AS SUPPORT SQuADs. UP TO ONE OF
THESE SQUADS MAY COME FROM THE DOMINION VAssAL AcQuisITION ROSTER.

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. YOU MAY TAKE A ALLIED DETACHMENTS FROM THE VERSE DOMINION ACQUISITION ROSTER, BUT CANNOT TAKE MORE ALLIED
DETACHMENTS THAN YOU HAVE SoL ENCLAVE DETACHMENTS IN YOUR FORCE. LASTLY, YOUR FORCE CANNOT HAVE
DETACHMENTS WITH DIFFERENT DOCTRINES (BUT CAN CHOOSE TO HAVE NO DOCTRINE IF YOU WISH, PERHAPS
REPRESENTING LESS WELL-EQUIPPED FORMATIONS OR RESERVE UNITS).

7. THAT's IT! YOU'RE DONE AND READY TO GET ON WITH YOUR GAME OF FROM ASHES.




Guardsmen tank crew

AsS THE CONFLICTS WITH THEIR NEIGHBOURS HAVE GATHERED PACE
IN INTENSITY, ARMOURED VEHICLES WERE BEING DESTROYED AT AN
ALARMING RATE, ALONG WITH THEIR EXPERIENCED CREW. [T 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’ ANSWER WAS TO UPGRADE VEHICLES WITH AN
ENCLOSED CREW COMPARTMENT, CONSIDERABLY INCREASING THE
SURVIVABILITY OF SAID CREW. |[F 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...

&
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. |F 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.

N
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SauaDp coMpPosITION - 10 REa PER SQUAD.
1 GuarDsSMEN TaNKk CREW UNIT WiTH M13 PisToLs AND FRAG GRENADES (SEE GUARDSMEN ANTI-TANK SQUAD).

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE MELEE OP
Guardsmen Infantry 2 2 b+ 0 5 7 3 0 1 0
Tank Crew /

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.
-UNiouE CoMMaAND: Ab—-Hoc RepAIrRs 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 1” (including the host vehicle) carries out an Engage Command. If passed, that Squad
receives [Accuracy Y 1]if both have LoS to the same target.

-FIGHT ANOTHER DAY As long as the Guardsmen Tank Crew is alive, the following apply:

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

9 The host vehicle never counts as Captured.

9 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.

—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.

4

WEAPONS
NAME ATTACKS ARC BLAST : DAMAGE DICE
M13 Pistols 2 A gmatl 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 3+ b+ 10+ N/A N/A
ARMOUR PENETRATION 1 1 0 0 0

SPECIAL RULES
-FrREE 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.
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DESPITE THE LACK OF SUPPORT FROM THE LSN, THE GUARDSMEN
MILITARY GARRISONS HAVE FOSTERED A CULTURE OF PRIDING

T
B
S

MOST ARE THE CHILDREN, OR EVEN GRANDCHILDREN, OF THOSE
WHO EXPERIENCED THE SEVERANCE WAR FIRST HAND, BUT

N
S

WORKING ACROSS THE COLONIES IN VARYING ROLES TO ASSIST
WHERE HELP IS NEEDED MOST. AS A CONSEQUENCE, THEIR
TRAINING CAN VARY FROM ENCLAVE TO ENCLAVE, BUT ULTIMATELY

Cc

Guardsmen rifle squad

HEMSELVES IN THE DEFENCE OF THEIR COLONIES. IS IT THESE
RAVE MEN AND WOMAN WHO HAVE HELD BACK THE
URROUNDING CHAOS FROM OVERWHELMING THEIR HOMES.

ONETHELESS JUST AS WELL FIGHT AND PROTECT THEIR WORLDS.
UCH INDIVIDUALS TEND TO BE CONSCRIPTED, ROTATING

ONTINUES FROM THE CEREMONIAL TRADITIONS AND TACTICAL

SQUAD cOMPOSITION - 22 REQ PER SQUAD.
9 2 GuarDSMEN RIFLE UNITS WiTH M74 AssauLT RIFLES AND AN UNDERSLUNG GRENADE LAUNCHERS.
ﬂ OPTIONAL MAY ApD UP TO 4 ADDITIONAL GUARDSMEN RIFLE UNITS @ 11 REQ EACH.

ﬂ OPTIONAL IF THIS SQUAD HAS 4 OR MORE UNITS, THEN UP TO 2 GUARDSMEN RIFLE UNITS MAY BE REPLACED WITH GUARDSMEN ANTI-
TANK UNITs (SEE GUARDSMEN ANTI-TANK SQUAD) AT NO ADDITIONAL COST.

ﬂ OPTIONAL IF THE SQUAD HAS 4 OR MORE UNITS, THEN UP TO 2 GUARDSMEN RIFLE UNITS MAY BE REPLACED WITH GUARDSMEN HMG TeAaM
UNITs (SEE GUARDSMEN MACHINEGUN SQUAD) AT NO ADDITIONAL COST.

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE MELEE OP
Guardsmen Infantry 2 2 b+ 0 9 - 5" 7 3 0 0 1
Rifle 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.
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WEAPONS
NAME _ATTACKS ARC  BLAST DAMAGE DICE
M74 Assault Rifles HP All iTna]lsl 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 2 1 0 0

SPECIAL RULES

-AssaAuLT Move (3”) SEe THE WEAPON SPECIAL RULES SECTION OF THE MAIN FROM ASHES RULES. i

-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
Underslung G. Launcher ‘]/Squad All 1 Infantry 2 Walkers 2 Vehicles 2 Flyers 2
TARGET RANGE CLOSE 0-4" SHORT 5-8" MEDIUM 9-16" LONG 17-24" EXTREME 25+
ACCURACY s b+ 8+ N/A N/A
ARMOUR PENETRATION 1 1 1 0 0
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.
—-IcNoRrREs COVER HiITS FROM THIS WEAPON IGNORE TERRAIN ARMOUR BONUSES.

—ANTI-PERSONNEL ENcLOSED O UNITS MUST REROLL SUCCESSFUL ARMOUR SAVES AGAINST HITS FROM THIS WEAPON.




Guardsmen Anti Tank squad

THE ANTI-TANK SQUADS ARE EXACTLY THAT — UNITS DEDICATED TO
THE IDENTIFICATION AND ELIMINATION OF ENEMY ARMOURED
ASSETS. LIKE OTHER SPECIAL WEAPON TEAMS, THESE SOLDIERS
RECEIVE EXTRA TRAINING ON USING WEAPONS DESIGNED
SPECIFICALLY FOR THE ROLE. THE M606 RocKET LAUNCHER, MUCH
LIKE OTHER EQUIPMENT FROM THE SoL ENCLAVE sTOCKsS, Is A
VENERABLE WEAPON SYSTEM FROM A EARLIER TIME. DESPITE THIS,
IT IS AN EFFICIENT WEAPON AND CAN THREATEN ALL BUT THE MOST
POWERFUL OF FOE ON THE BATTLEFIELDS OF THE DAMNYA SECTOR.

THE M606 IS A UNUSUAL DESIGN, AS IT HOLDS TWO UNGUIDED
ROCKETS IN A READY POSITION. THIS ALLOWS THE OPERATOR THE
UNIQUE ABILITY TO FIRE BOTH IN QUICK SUCCESSION IF NEEDED, BUT
THEN REQUIRES A CONSIDERABLE RELOADING PERIOD BEFORE
BEING USED AGAIN. TEAMS OFTEN USE THIS ABILITY TO QUICKLY FIRE
OFF THEIR ROCKETS BEFORE RETREATING BEHIND COVER IN ORDER

SQUAD cOMPOSITION - 22 REQ PER SQUAD.
12 GuarRDSMEN ANTI-TANK UNITS. EACH UNIT HAS M606 ROCKETS AND INCENDIARY GRENADES
T OPTIONAL MAY ADD UP TO TWO ADDITIONAL GUARDSMEN ANTI-TANK UNITs @ 11 REQ EACH.

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED ~MOVE ARMOUR HP SIZE MELEE OP
Guardsmen Infantry 2 24 b+ 0 5" 7 2 0 0 1
Anti-tank 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.
\

WEAPONS
NAME . ATTACKS ARC BLAST DAMAGE DICE
M606 Rocket Launchers  HP-1 All 1 Infantry 1 Walkers 1 Vehicles 2 Flyers 2
TARGET RANGE : _~~ CLOSE 0-4~ SHORT 5-8" MEDIUM 9-16" LONG 17-24" EXTREME 25+"
ACCURACY 5+ b+ 8+ 10+ 12+
ARMOUR PENETRATION D4+2 D4+2 D4+2 D4+2 D4+2

SPECIAL RULES

—-SALvo FIRE IF THIS UNIT HAS FULL HP AND THIS WEAPON HAS NOT BEEN USED THIS TURN, THE OWNING PLAYER CAN
CHOOSE TO INCREASE ITS ATTACKS TO 2 BUT CANNOT BE USED FOR REST OF THE TURN.

—ANTI~ARMOUR ENCLOSED 1 OR MORE UNITS MUST REROLL SUCCESSFUL ARMOUR SAVES AGAINST HITS FROM THIS WEAPON.
—ERRATIC WARHEAD AFTER ROLLING FOR ACCURACY, ROLL A D4+2 FOR THIS SQUAD’s M606 AP vALUE. ’

NAME ATTACKS ARC  BLAST DAMAGE DICE
Incendiary Grenades 1/Squad All 2 Infantry 2 Walkers 2 Vehicles 2 Flyers 2
TARGET RANGE 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.
-IcNoREs 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.

\




~ Guardsmen machine gun squad

THE GUARDSMEN MACHINE GUN SQUADS ARE ANOTHER TOOL
AVAILABLE TO THE SoL ENCLAVE COMMANDER. UNLIKE THE ANTI
TANK SQUADS DESIGNED SPECIFICALLY FOR TANK HUNTING, THE
MACHINE GUN SQUADS SERVE A DIFFERENT PURPOSE.

THE HEAVY MACHINE GUN ITSELF FIRES THE VENERABLE YET
STILL VERY POWERFUL .50CAL SHELLS. REFINED OVER THE
CENTURIES, THIS MASSIVE ROUND CAN THREATEN VIRTUALLY ANY
TARGET ON THE BATTLEFIELD PERHAPS BARRING THE HEAVIEST
OF BATTLE TANKS. THIS FIREPOWER DOES COMES WITH A COST,
HOWEVER, AS ITS SIZE AND BULKS MEANS IT NEEDS TO BE BRACED
ON A TRIPOD FOR PRACTICAL USE ON THE BATTLEFIELD. THE
TRIPOD IS ACTUALLY MADE OF AN ULTRA-LIGHT MATERIAL
ENABLING THE GUNNER AND AMMO CARRIER TO EASILY MOVE IT
TO WHERE ITS NEEDED WITHOUT IMPACTING THEIR MOBILITY.
ONCE THEY HAVE FOUND A GOOD POSITION, THEY PROVIDE
DIRECT FIRE SUPPORT TO FRIENDLY SQUADS ADVANCING ACROSS

SQUAD cOMPOSITION — 28 REQ PER SQUAD.

9 2 GuarDpsMEN HMG TEaM UNITs. EAcH UNIT HAs A HMG, M13 PisToLs AND INCENDIARY GRENADES (SEE GUARDSMEN
ANTI-TANK SQUAD)

{ OPTIONAL MAY ADD UP TO TWO ADDITIONAL GUARDSMEN HMG UNITs @ 14 REG EACH.

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE MELEE OP
Guardsmen Infantry 2 2 b+ 0 i 8 2 0 0 1
HMG Team Unit

ABILITIES

—CuMBERSOME This Squad cannot use the Go Prone! Infantry Global Infantry Rule nor can it move as part of a Storm Command.

—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.

WEAPONS
NAME ~-ATTACKS ‘ ARC BLAST DAMAGE DICE
HMG 3 A el 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 5+ - e 7+ 9+ 1+
ARMOUR PENETRATION 3 3 2 2 2

SPECIAL RULES

—HeaAvy WEAPON THIS WEAPON CANNOT BE USED IF MOVED THIS TURN.

—-OPTICS IF THIS SQUAD HAS NOT MOVED THIS TURN, IT MAY ATTEMPT A SKILL TEST. IF PASSED, RECEIVE [AccurAcy H 1]
—-RAPID FIRE WHEN ENGAGING TARGETS WITHIN 16”, ACCURACY ROLLS OF AN 11+ (AFTER REROLLS) BECOME 2 HITS INSTEAD OF 1.

NAME ATTACKS  ARC  BLAST : DAMAGE DICE
M13 Pistols 2 AL Smal 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 3+ 6+ 10+ N/A N/A
ARMOUR PENETRATION 1 1 0 0 0
SPECIAL RULES

-FReEe CoOMMAND: 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.




Guardsmen Command Unit

THE PEOPLE OF THE SOL ENCLAVES FOSTER A PROUD TRADITION
IN THEIR OFFICER CORPS AND ITS TRAINING PROGRAM. RECRUITS
WHO DISPLAY A SENSE OF STRONG LEADERSHIP AND LOYALTY TO
THE COLONY OFTEN FIND THEMSELVES FAST-TRACKED TO AN
EXCITING CAREER OF DEFENDING THEIR REALMS FROM OUTSIDERS.

SINCE THE FALL OF THE LSN, MANY SUCH LEADERS HAVE BECOME
LITTLE MORE THAN WARLORDS, USING THEIR POSITION TO STRONG
—ARM THE COLONY TO BECOME ESSENTIALLY DICTATORSHIPS
UNDER THE GUISE OF PROTECTING ITS PEOPLE. WHATEVER THEIR
INDIVIDUAL AGENDAS, THEY REGULARLY DISPLAY REMARKABLE
TACTICAL ACUMEN, EFFICIENTLY APPLYING THE KNOWLEDGE OF
CENTURIES AND BRINGING VICTORY AFTER VICTORY.

MANY GUARDSMEN COMMANDERS PREFER TO LEAD DIRECTLY

FROM THE FRONT, OFTEN IN AN ATTEMPT TO FOSTER A DASHING MAVERICK IMAGE. HERE, THEY JOIN WITH THEIR COMRADES
SHOULDER TO SHOULDER, SWORD AND PISTOL IN HAND, SHOUTING THEIR MEN EVER ONWARDS TO MORE DARING FEATS. As
RECKLESS AS THIS IS, THE INSPIRATIONAL INFLUENCE UPON THOSE AROUND THEM CANNOT BE DENIED.

SauAaD coMPOsITION - 30 REa PER SQUAD

1 GuarpsMEN COMMAND UNIT WiTH M74 AssauLT RIFLES, M13 PisToLs AND INCENDIARY GRENADES (SEE GUARDSMEN
ANTI-TANK SQUAD)

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP SIZE MELEE OP
Guardsmen Infantry 2 2 b+ 0 5" 7 3 0 1 2
Command Unit :

ABILITIES

—LeaDER (127) See the Unit Abilities section of the main From Ashes rules.

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

-HEIRLOOM SciMITAR For each successful Storm hit, roll another Attack. These Attacks do not roll again however.

—GuARpD Infantry suffer a -2 modifier to their Strike rolls when attempting to target this Unit during a Storm Command.
—INsPIRATIONAL HERO When Dismounted, friendly Dismounted non-Drone Squads within 5” can change their Discipline value to 4+.
—RADIo Any friendly Leader can extend their Leader range by 4” when attempting to Order this Squad.

—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.
\

WEAPONS
NAME ATTACKS ARC  BLAST DAMAGE DICE
M74 Assault Rifles 1 A Pt 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 4r 6+ 8+ 10+ 12+

ARMOUR PENETRATION 2 2 _ 1 0 0
SPECIAL RULES :
-AssAuLT MovE (3”) 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
M13 Pistols 2 AL Smal Infantry 1 Walkers 1 Vehicles 1 Flyers 1
TARGET RANGE CLOSE 0-4” SHORT5-8"  MEDIUM 9-16"  LONG 17-24"  EXTREME 25+"
ACCURACY 3+ b+ 10+ N/A N/A
ARMOUR PENETRATION 1 1 0 0 0
SPECIAL RULES

-FReEe 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.
-ADVISER WEAPON THIS WEAPON MAY BE USED IN ADDITION TO ANY OTHERS THE UNIT CARRIES.




THE SoL ENcLAVES MEDICAL CORPS PLAY A KEY ROLE ON THE FRONTLINES.
INDIVIDUALS WHO SHOW BOTH A FLARE FOR ACTING USING THEIR OWN INITIATIVE
AND THE ABILITY TO PERFORM WELL UNDER PRESSURE ARE OFFERED A CHANCE TO
ENROL IN THE MEDIC PROGRAM.

AFTER QUALIFYING, EACH GUARDSMEN MEDIC IS EQUIPPED LIKE THEIR BROTHERS—
IN“ARMS IN THAT THEY WEAR THE SAME BATTLE DRESS AND CARRY AN M74 AssauLT
RIFLE. THESE INDIVIDUALS ALSO RECEIVE ADDITIONAL FIRST—AID EQUIPMENT TO
FACILITATE KEEPING THOSE AROUND THEM IN THE FIGHT. IT IS CLEAR TO ANY SoL
ENCLAVE COMMANDER THAT THE MEDICS ESSENTIALLY ACT AS A 'GLUE' WHO KEEP

SQUAD COMPOSITION — 8 REQ PER MEDIC ATTACHMENT.

Y ATTACHMENT — INSTEAD OF BEING BOUGHT AS ITS OWN UNIT, THE MEDIC MODEL MUST BE ATTACHED TO ANOTHER SoL
ENCLAVE GUARDSMEN COMMAND, RIFLEMEN OR ANTI-TANK SQUAD IN THIS DETACHMENT. THE MEDIC MODEL NEEDS TO
'BE GLUED ONTO THE BASE OF ONE OF THE HOST SQUAD’S UNITS WHO HAVE AN HP OF NO MORE THAN 3. THIs UNIT NOw
BENEFITS FROM THE FOLLOWING: :

- INcREASE HP BY 1. (NOTE THAT THIS DOES NOT INCREASE THE NUMBER OF ATTACKS WHEN FIRING M606 RocKETS).
- RECEIVES THE MEDIC ABILITY: :

-Free CoMMAND: MEDIC If this Squad is Dismounted and carries out an Advance or Unique Command (not a Special Command), roll a

Skill test afterwards. If passed, replenish a lost HP to a friendly Dismounted Infantry Squad within 4" (including itself).
\ ; /

‘Guardsmen oﬁicer-;upgfadie »<’V

SauaDp coMPOsITION - 10 REa PER OFFICER ATTACHMENT.

T ATTACHMENT - INSTEAD OF BEING BOUGHT AS ITS OWN UNIT, THE OFFICER MODEL FROM THE GUARDSMEN COMMAND UNIT
MUST BE ATTACHED TO ANOTHER SOL ENCLAVE GUARDSMEN RIFLEMEN OR ANTI-TANK SQUAD IN THIS DETACHMENT. THE
"OFFICER MODEL NEEDS TO BE GLUED ONTO THE BASE OF ONE OF THE SQUAD’S UNITS WHO HAVE AN HP OF NO MORE THAN

3.NOTE THIS SQUAD CANNOT BE THE DETACHMENT COMMANDER, BUT THE UNIT BENEFITS FROM THE FOLLOWING:

- INcREASE HP BY 2 AND OP BY 1. (NOTE THAT THIS DOES NOT INCREASE THE NUMBER OF ATTACKS WHEN FIRING M606

ROCKETS).

- CHANGES THEIR DISCIPLINE VALUE TO 4+,

- RECEIVES THE LEADER (8”), INSPIRING HERO AND LASER SwORD ABILITIES (SEE GUARDSMEN COMMAND UNIT).
\ = Y .

Guardémen Ra'diom_anUpgrade - '

SQUAD coMPOSITION - 5 REQ PER RADIOMAN ATTACHMENT.

{ ATTACHMENT — INSTEAD OF BEING BOUGHT AS ITS OWN UNIT, THE RADIOMAN MODEL FROM THE GUARDSMEN COMMAND
UNIT MUST BE ATTACHED TO ANOTHER SoL ENCLAVE GUARDSMEN RIFLEMEN OR ANTI-TANK SQUAD IN THIS DETACHMENT.
THE RADIOMAN MODEL NEEDS TO BE GLUED ONTO THE BASE OF ONE OF THE HOST SQUAD’S UNITS WHO HAVE AN HP oF No
MORE THAN 3. THIS UNIT NOW BENEFITS FROM THE FOLLOWING: i

- INcREASE HP BY 1 (NOTE THAT THIS DOES NOT INCREASE THE NUMBER OF ATTACKS WHEN FIRING M606 ROCKETS).
- INCREASES ANY LEADER ABILITY RANGE IN THE SAME SQUAD BY 4”.

- RECEIVES THE RADIO AND UNIQUE COMMAND - BoosT THE SIGNAL ABILITIES (SEE GUARDSMEN COMMAND UNIT).

\
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INITIALLY DESIGNED AS A GENERAL-PURPOSE UTILITY VEHICLE, THE
PIRANHA HAS EARNED A STELLAR REPUTATION AMONGST THE
ARMIES OF THE LSN AND LATER IN THE SoL ENcCLAVES.

IN CONTRAST TO SIMILAR VEHICLES, ITS RELATIVELY LARGE REAR
COMPARTMENT PROVIDES CAPACITY TO CARRY MULTIPLE INFANTRY
UNITS TO ASSIST IN ASSAULTING ENEMY POSITIONS OR SUPPORT
FRIENDLY FORCES. COMMUNICATIONS SYSTEMS ARE ALSO
INSTALLED WITHIN THE HULL, ALLOWING IT TO RECON ENEMY
POSITIONS. NOT ONLY THAT, BUT IT CAN BE USED IN A COMBAT ROLE
AS A FAST ATTACK VEHICLE WHAT WITH ITS TURRET MOUNT BEING
ABLE TO CARRY VARIOUS WEAPON SYSTEMS AND MODIFICATIONS,
SUCH AS MACHINE GUNS AND MORTARS. UNUSUALLY FOR SUCH A
VEHICLE, IT POSSESS THICK ARMOUR ON ITS SIDES, MAKING IT IDEAL
FOR COUNTERING AMBUSHES IN BUILT UP AREAS.

HOoWEVER THE PIRANHA IS USED, IT IS QUICKLY BECOMING A
COMMON SIGHT IN THE DEFENCE FORCES OF THE SoL ENCLAVES.

' SQuAD coMPOSITION — 25 REQ PER SQUAD.
1 PIRANHA FAV UNIT. - e
7 OPTIONAL MAY ADD UP TO ONE ADDITIONAL PIRANHA FAV UNITS @ 25 REQ EACH.

UNIT NAME TYPE COMMANDS ORDERS DISCIPLINE ENCLOSED MOVE ARMOUR HP  SIZE MELEE OP
Piranha FAV  Vehicle 2 1 6+ 2 9 11119 3 1 2 2
ABILITIES e :

-SpPeciaL ADVANCE COMMAND: BoosTERS Roll a D4: ona 1 count its move as 4", otherwise increase by the number rolled.
-Heavy SkiMMER PLATE Roll a D12 each time this Unit loses an HP. On a 1-3, the pointis not lost. :

-SHock FieLpAfter finishing a move, an enemy within 2" must pass a Skill test or count an unused Order as Unique, or a Command failing that.
-SMoKkESCREEN See the Unit Abilities section of the main From Ashes rules.

-TRANSPORT (2x Infantry) - See the Unit Abilities section of the main From Ashes rules.

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

—-AaGiLE This Squad counts as Fast Target if it Advances/Retreats once rather than twice. This Squad may also reroll the Storm distance D4.
-FAsT EMBARK Squads may Mount this Unit as a Reaction as part of Step 2 of an enemy Storm Command.




THE VENERABLE BULLFROG APC HAS BEEN AT THE FOREFRONT OF
A LONG HISTORY OF MILITARY SERVICE THROUGHOUT THE LSN’s
EXISTENCE, EVEN BEFORE THE SEVERANCE WAR. IT WAS DURING
THE SEVERANCE WAR ITSELF THAT IT REALLY PROVED ITS WORTH,
TRANSPORTING INFANTRY UNDER ARMOUR TO PROTECT THEM FROM
INCOMING FIRE AND ARTILLERY FRAGMENTS, BEFORE PROVIDING
COVERING FIRE WITH ITS HULL MOUNTED HEAVY MACHINE GUN.

CONSIDERED CONTROVERSIAL BY SOME, THE EXPLOSIVE REACTIVE
ARMOUR TRIANGULAR MODULES HAVE HELPED FURTHER IMPROVE
THE APCsS SURVIVABILITY, ESPECIALLY FROM HEAVIER WEAPONS.
FROM ITS CRITICS, HOWEVER, THE POTENTIAL DANGER TO NEARBY
INFANTRY NEEDS TO BE CONSIDERED DURING TROOP DEPLOYMENTS.

—-RAPID FIRE WHEN ENGAGING TARGETS WITHIN 16”, ACCURACY ROLLS OF A 12 (AFTER REROLLS)BECOME 2 HITS INSTEAD OF 1.
\

/ : \
. Sauap compPosITION - 30 REa PER Sauab.
1 BuLLFrRoG APC UNIT WITH A HuLL HMG.
- : o= ENCLOSED
20 = : T 2
ABILITIES et g ‘
-SpPEciAL ADvANCE COMMAND: BoosTERs Roll a D4: ona 1 count its move as 4", otherwise increase by the number rolled.
-HeAvY SkIMMER PLATE Roll a D12 each time this Unit loses an HP. On a 1-3, the point is not lost.
-SHock FieELDAfter finishing a move, an enemy within 2" must pass a Skill test or count an unused Order as Unique, or a Command failing that.
-SMokEsScREEN See the Unit Abilities section of the main From Ashes rules. 3
-Transporr (¢x Infantry) - | o /shcs
\ > /
& i N
WEAPONS
NAME : ATTACKS  ARC  BLAST DAMAGE DICE
Hull HMG 3 Front iT,f,lsl 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 . 5+ b+ 7+ 9+ = 11+
ARMOUR PENETRATION 8 3 2 2 2
SPECIAL RULES 3
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