
 

1 

 

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. As this Sol Enclaves Detachment is a Paragons of Old Earth 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. For Paragons of Old Earth, Vehicles count as Infantry for Core Squads.  

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

Acquisition Roster  

sol enclaves  
Paragons of old earth  

Version 0.1.3  

How to use this Acquisition 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 lit tle 

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.  

Paragons of Old Earth army rules:  

-  Improved Supply Lines: During deployment, two Squads can be deployed at once.  

-  Vehicle Stockpiles: Vehicle Squads count as Infantry for the purpose of Core Squads -  see Acquisitions  under 

Game Setup in the main From Ashes  rules for more information on building your army.   
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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 Ŷ1] 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. 

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

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-пέ SHORT 5-уέ MEDIUM 9-мсέ LONG 17-нпέ EXTREME нрҌέ 

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

ARMOUR PENETRATION  1 1 0 0 0 
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Despite the lack of support from the LSN, the Guardsmen 

military garrisons have fostered a culture of priding 

themselves in the defence of their colonies. Is it these 

brave men and woman who have held back the 

surrounding chaos from overwhelming their homes.  

Most are the children, or even grandchildren, of those 

who experienced the Severance War first hand, but 

nonetheless just as well fight and protect their worlds. 

Such individuals tend to be conscripted, rotating 

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 

continues from the ceremonial traditions and tactical 

Guardsmen rifle squad  

Sol enclaves  

Squad composition -  22 Req per Squad.  

¶ 2 Guardsmen Rifle Units with M74 Assault Rifles and an Underslung Grenade Launchers.  

¶ OPTIONAL May add up to 4 additional Guardsmen Rifle Units @ 11 Req each.  

¶ 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.  

¶ OPTIONAL If the Squad has 4 or more Units, then up to 2 Guardsmen Rifle Units may be replaced with Guardsmen HMG Team 

Units (See Guardsmen Machinegun Squad) at no additional cost.  

 

 

 

 
ABILITIES  

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

Weapons  

 

 

 

 

SPECIAL RULES 
- Assault Move όоέύ See the Weapon Special Rules section of the main From Ashes rules.  

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

 
 

 

 

 

 

 

 

 

 

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

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

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

- Anti - Personnel 0 Units must reroll successful Armour Saves against hits from this weapon.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

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

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

ACCURACY 4+ 6+ 8+ 10+ 12+ 

ARMOUR PENETRATION  2 2 1 0 0 

NAME ATTACKS ARC DAMAGE DICE BLAST 

Underslung G. Launcher 1/Squad All Infantry 2 Walkers 2 Vehicles 2 Flyers 2 1 

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

ACCURACY 4+ 6+ 8+ N/A N/A 

ARMOUR PENETRATION  1 1 1 0 0 

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

Guardsmen 

Rifle Unit 

Infantry  2 2 6+ рέ 7 3 1 0 0 0 
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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 stocks, 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 

Guardsmen Anti Tank squad  

Sol enclaves  

Weapons  

 

 

 

 

 
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.  

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

 

 

 

 

 

 

 

 

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.  

- Anti - Personnel 0 Units must reroll successful Armour Saves against hits from this weapon.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

M606 Rocket Launchers HP-1 All Infantry 1 Walkers 1 Vehicles 2 Flyers 2 1 

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

ACCURACY 5+ 6+ 8+ 10+ 12+ 

ARMOUR PENETRATION  5 5 5 5 5 

NAME ATTACKS ARC DAMAGE DICE BLAST 

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

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

ACCURACY 4+ 6+ N/A N/A N/A 

ARMOUR PENETRATION  1 1 N/A N/A N/A 

Squad composition -  22 Req per Squad.  

¶ 2 Guardsmen Anti - Tank Units. Each Unit has M606 Rockets and Frag Grenades  

¶ OPTIONAL May add up to two additional Guardsmen Anti - Tank Units @ 11 Req each.  

 

 

 

 
 

ABILITIES  
- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

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

Guardsmen 

Anti-tank Unit  

Infantry  2 2 6+ рέ 7 2 1 0 0 0 
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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 

Guardsmen machine gun squad  

Sol enclaves  

 
Weapons  

 

 

 

 

 
 

SPECIAL RULES 
- Heavy 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 ҥ1]. 

- Rapid Fire  When Engaging Targets within мсέΣ Accuracy rolls of an 11+ (after rerolls) become 2 Hits instead of 1.  

 

 

 

 

 

 

 

  
 

 

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.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

HMG 3 All Infantry 1 Walkers 1 Vehicles 1 Flyers 1 
Small  
Arms  

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

ACCURACY 5+ 6+ 7+ 9+ 11+ 

ARMOUR PENETRATION  3 3 2 2 2 

NAME ATTACKS ARC DAMAGE DICE BLAST 

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

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

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

ARMOUR PENETRATION  1 1 0 0 0 

Squad composition -  28 Req per Squad.  

¶ 2 Guardsmen HMG Team Units. Each Unit has a HMG, M13 Pistols and Frag Grenades (See Guardsmen Anti -

Tank Squad)  

¶ OPTIONAL May add up to two additional Guardsmen HMG Units @ 14 Req each.  

 

 

 

 
 

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

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

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

Guardsmen 

HMG Team Unit  

Infantry  2 2 6+ рέ 8 2 1 0 0 0 
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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.  

Guardsmen Command Unit  

Sol enclaves  

Squad composition -  30 Req per Squad  

¶ 1 Guardsmen Command Unit with M74 Assault Rifles, M13 Pistols and Frag Grenades (see Guardsmen Anti -

Tank Squad)  

 

 

 

 

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

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

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

- Guard 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 рέ can change their Discipline value to 4+.  

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

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

- Supreme Tactician If a friendly Squad rolls a 9+ for their Discipline test when taking an Order from this Unit, the Guardsmen 

Command UnitΩs Command comes from its Orders capacity instead, if it has the Order capacity available. 

Weapons  

 

 

 

 
 

 
SPECIAL RULES 
- Assault Move όоέύ See the Weapon Special Rules section of the main From Ashes rules.  

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

 

 

 

 

 

 

 

  
 

SPECIAL RULES 
- 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.  

- Adviser Weapon This weapon may be used in addition to any others the Unit carries.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

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

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

ACCURACY 4+ 6+ 8+ 10+ 12+ 

ARMOUR PENETRATION  2 2 1 0 0 

NAME ATTACKS ARC DAMAGE DICE BLAST 

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

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

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

ARMOUR PENETRATION  1 1 0 0 0 

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

Guardsmen 

Command Unit 

Infantry  2 2 4+ рέ 7 3 2 1 0 0 
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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 Ωs 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).  

-  Increases any Leader  Ability range in the same Squad by пέΦ 

-  Receives the Radio and Unique Command -  Boost the Signal Abilities (See Guardsmen Command Unit).  

Squad composition -  8 Req per Medic attachment.  

¶ 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 Ωs 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:  

1 

- 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 пέ (including itself).  

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 -  20 Req per Officer attachment.  

¶ 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 Rifle or Anti - Tank Squad in this Detachment. The 

Officer model needs to be glued onto the base of one of the Squad Ωs 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 όуέύΣ Inspiring Hero and Laser Sword Abilities (see Page 8).  

Squad composition -  10 Req per Officer attachment.  

¶ 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 Ωs 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 όуέύΣ Inspiring Hero and Laser Sword Abilities (see Guardsmen Command Unit).  

Guardsmen medic upgrade  

Sol enclaves  

Guardsmen officer upgrade  

Sol enclaves  

Guardsmen Radioman upgrade  

Sol enclaves  
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Squad composition -  10 Req per Meta Overseer attachment  
¶ Attachment -  Any Union of the Advancing Dawn Guardsmen Command, Guardsmen Riflemen or Guardsmen 

Anti - tank Squad in this Detachment may be upgraded with the addition of a Meta Overseer model @ 10 Req. 

The Meta Overseer model needs to be glued onto the base of one of the Squad Ωs Units with an HP of no more 

than 3. This provides the following benefits to the Unit:  
 

-  Increase HP by 1 and receives the following  Abilities:  

 

- Shield (1) Recharge 6+ See the Unit Abilities section of the main From Ashes rules.  

- Overseer  When a Squad with one or more Meta Overseers passes a Discipline test when taking an Order, 

roll an additional D12. On an 8+ the Order comes from the Leader Ωs own Order capacity instead of its 

Commands (if it has any Order capacity available).  

Preacher / Ringleader Upgrade  

Sol enclaves  

Meta overseer Upgrade  

Sol enclaves  

Squad composition -  10 Req per Preacher attachment  
¶ Attachment -  Any Dominion Vassal Guardsmen Command, Guardsmen Riflemen or Guardsmen Anti - tank 

Squad in this Detachment may be upgraded with the addition of a Preacher model from the Ringleader 

Command Unit @ 10 Req. The Preacher model needs to be glued onto the base of one of the Squad Ωs Units with 

an HP of no more than 3. This provides the following benefits to the Unit:  
 

-  Increase OP and HP by 1, however this does not increase the number of Attacks for the Unit Ωs weapons.  

-  Receives the Shotgun  weapon below.   

-  Lastly, the Unit receives the Zealot Ability:  
 

Zealot  When Dismounted, Friendly Dismounted Squads within рέ (including itself) can reroll passed or failed Discipline tests.  

Squad composition -  10 Req per Ringleader attachment  
¶ Attachment -  Any Dominion Vassal Guardsmen Command, Guardsmen Riflemen or Guardsmen Anti - tank 

Squad in this in this Detachment may be upgraded with the addition of a Ringleader model from the 

Ringleader Command Unit @ 10 Req. The Ringleader model needs to be glued onto the base of one of the host 

Squad Ωs Units with an HP of no more than 3. This provides the following benefits to the Unit:  
 

-  Increase OP by 1 and HP by 2, however this does not increase the number of Attacks for the Unit Ωs weapons.  

-  Receives the Shotgun  weapon below.   

-  Lastly, the Unit receives the following  Pyromaniac and Brute Abilities:  
 

Pyromaniac  This Unit changes Incendiary s to D4.  

Brute  This UnitΩs HP counts as double when generating Storm Attack dice. 

Weapons  

 

 

 

 
  
                     
SPECIAL RULES 
- Scatter Shot  Ignores Terrain Negative Rerolls and Terrain Armour Bonuses.  

- Adviser Weapon This weapon may be used in addition to any others the Unit carries.  

NAME ATTACKS ARC DAMAGE DICE BLAST 

Shotgun 1 All Infantry 1 Walkers 1 Vehicles 1 Flyers 1 
Small  
Arms  

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

ACCURACY 2+ 5+ 10+ N/A N/A 

ARMOUR PENETRATION  2 2 0 N/A N/A 
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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 Enclaves.  

 

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.  

 

However the Piranha is used, it is quickly becoming a 

common sight in the defence forces of the Sol Enclaves.  

Piranha fav  

Sol enclaves  

Squad composition -  25 Req per Squad.  

¶ 1 Piranha FAV Unit.  

¶ OPTIONAL May add up to one additional Piranha FAV Units @ 25 Req each.  

 

 

 
 

ABILITIES  
- ERA This Unit can reroll failed saves of a 10+ against Blast 1 or higher hits. Once any rerolls are resolved, place another Blast Marker.  

- Smokescreen 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.  

- Agile  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. 

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

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

Piranha FAV Vehicle 2 1 6+ фέ 11/11/9 3 2 2 1 2 
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The venerable Bullfrog APC has been at the forefront of 

a long history of military service throughout the LSN Ωs 

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 APCs survivability, especially from heavier weapons. 

From its critics, however, the potential danger to nearby 

infantry needs to be considered during troop deployments.  

Bullfrog apc  

Sol enclaves  

Weapons  

 

 

 

 

 
 

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

NAME ATTACKS ARC DAMAGE DICE BLAST 

Hull HMG 3 Front Infantry 1 Walkers 1 Vehicles 1 Flyers 1 
Small  
Arms  

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

ACCURACY 5+ 6+ 7+ 9+ 11+ 

ARMOUR PENETRATION  3 3 2 2 2 

Squad composition -  30 Req per Squad.  

¶ 1 Bullfrog APC Unit with a Hull HMG.  

 

 

 
 

ABILITIES  
- ERA This Unit can reroll failed saves of a 10+ against Blast 1 or higher hits. Once any rerolls are resolved, place another Blast Marker.  

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

- Transport (6x Infantry)  -  See the Unit Abilities section of the main From Ashes rules.  

- Loyal to the Flag!  This Squad rerolls failed Routed Discipline tests.  

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

Bullfrog  Vehicle 2 1 6+ уέ 12/11/10 5 2 3 2 4 


