Special Characters Total Universal C|D|E |G| O |VS |Chaotic| Non-chaotic | Ogryn
ICARDS
Alliance:
- Guild 15 15
- Recidivist 10 10
- Noble 12 12
Hangers-on 25 17 2 2 1 2 1
- Outlaw 5 5
Hired Fighter 1 1
Hive Scum 7 4 1 1 1
- Outlaw 9 8 1
Bounty Hunter 34 22 1 2 2 2 3 2
- Outlaw 5 2 (1) 1 1 1
Agent 14 3 2 3 2 2 2
Sum Total 137 95 5 6 7 7 8 5 2 1 1
Fighter(s)
Alliance Type Alignment Representatives Gangers Champions Leader Rating
Coin Guild Law-Abiding  Toll Collectors 2 1 1 550
Iron Guild Law-Abiding Wandering Scum D3+2 Hive Scum (D3+2) * (30 + equipment)
Water Guild Law-Abiding Nautican Syphoning Delegation 1 1 1 600
Fire Guild Law-Abiding Pyromantic Enclave 2 1 1 700
Corpse Guild Law-Abiding Corpse Harvesting Party 2 1 1 600
Slave Guild Law-Abiding Slaver Entourage 2 1 1 800
Cold Miners Recidivist Outlaw Void-Born Bounty Hunters 2 1 1 500
Imperial Imposters Recidivist Outlaw Uphive Ambassadors 1 Master Charlatan 500
Fallen Houses Recidivist Outlaw Rebel Lord 1 Rebel Lord 500
Rogue Factoria Recidivist Outlaw Factoria Work Gang 3 1 1 400
Narco Lords Recidivist Outlaw Narco Scum D3+2 Hive Scum (D3+2) * (30 + equipment)
Psi-Syndica Recidivist Outlaw Mind-Locked Wyrd 1 Mind-Locked Wyrd 300
Greim Noble Any Military Attaché 1 1 0 ?
Ulanti Noble Any Court Advisor 1 1 0 ?
Ran Lo Noble Any Auditing Conclave 1 0 1 ?
Catallus Noble Any Carnival 1 0 1 ?
Ko-Iron Noble Any Ministorum Delegation 1 0 1 ?
Ty Noble Any Onmyodo Coven 1 0 1 ?



ALLIANCE (1/15)
GUILD OF COIN
(MERCHANT GUILD)

MASTER OF COIN (LEADER - GUILD PROCURATOR)
GUILD OF COIN: TOLL COLLECTORS

©

SKINFLINT (CHAMPION - GUILD FACTOTUM)
GUILD OF COIN: TOLL COLLECTORS

©

GROVELLER (GANGER - BODYGUARD)
GUILD OF COIN: TOLL COLLECTORS

(2)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 4+ 4+ 3 3 2 3+ 1 6+ 5+ 7+ 5+ 5" 4+ 4+ 3 3 7 4+ 1 2+ 6+ P+ 6+ 5" 5+ 4+ 3 3 7 4+ 1 &+ 6+ &+ 7+
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Laspistol g 12 +1 - 3 - 1 2+  Plentifol Sidearm | Plasmapictol (low) 67 12" +2 - 5 -1 2 S5+ Searce, Sidearm long rifle 247 48“ - 1 ¢ -1 1 4+ Knockback
Power knife € - - - +1 -2 7 - Backstab, Power Plasma pictol (max) 6" 12" +1 - 7 -2 3 5+ Searce, Unstable, Sidearm Shotqun (colid) 8" 16" +1 - q - 2 4+ Knockback
/iutap;m/ {Za/r;mt) ¢ 12" 41 - 2 - 1 4 Papid Fire (1), Searce Knife E - - - & -1 1 - Backstab Shotgun (ccatter) 4" 8&“ +2 - 2 - 1 4+ Seattershot
Jun s Khnife E - - - ¢ -1 1 - Backstab
Highways And Byways: When defending, before determining a scenario, pass a
Leadership check for the Master of Coin to steal the initiative from the enemy.
Uce the Ambuch or Trap ccenario as the attacker.
Skills:  Eccape Artict, Overseer (Faction only) Skills:  (ie low Skills:  (ie Low, Bodyguard, Indentured Fighter

Wargear: Dicplacer field, Gun sbull

Wargear: Mech (5+), Cult Teon

Options: (ong rifle or Shotgun (Solid & Seatter), knife

Plentiful: Ammo checks are automatically passed when reloading (no
roll required).

Backstab: +1S when outside the target’s vision arc.

Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3”, range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Scarce: Cannot be reloaded.

Escape Artist: +2 Initiative when making a Retreat action.

Overseer (Faction only): Spend a Double action to immediately have
a friendly Faction fighter within 6" make 2 actions.

Displacer field: 4+ invulnerable save (against attacks with Strength value). When
saved, move a number of inches equal to the Strength of the attack in a random
direction (Scatter dice). The attack is ignored even if under blast/template.

Gun Skull: BS 5+. Shoots at the same time as the owner.

Scarce: Cannot be reloaded. Once out of ammo, the
weapon cannot be used again during the battle.
Unstable: If the Ammo symbol is rolled when making
an attack, roll a 4+ or the attacker is taken Out of
Action. The attack is still resolved against the target.
Backstab: +1S when outside the target’s vision arc.
Lie Low: Cannot be targeted by ranged attacks while
Prone, unless within the Short range. Weapons without
Short range are unaffected by this rule.

Cult Icon: Group Activation (+1).

Knockback: If the hit roll is equal to or higher than the
target’s Strength, the target is moved 1” directly away. If the
fighter can’t be pushed fully 1” (because of walls, obstacles or
other fighters), move as far as possible and suffer +1D. If any
part of the base is knocked back over an edge, pass an
Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).
Backstab: +1S when outside the target’s vision arc.

Lie Low: Cannot be targeted by ranged attacks while Prone,
unless within the Short range. Weapons without Short range
are unaffected by this rule.

Bodyguard: If the Leader is within 2" and hit by a ranged
attack, the hit and all its effects can be transferred to this
fighter.

Indentured Fighter: Counts as failing Bottle test if only
Bodyguards remain.




ALLIANCE (2/15)
WATER GUILD
(MERCHANT GUILD)

WATER GUILD: NAUTICAN SYPHONING DELEGATION WATER GUILD: NAUTICAN SYPHONING DELEGATION WATER GUILD: NAUTICAN SYPHONING DELEGATION

MASTER NAUTICAN (LEADER - GUILD PROCURATOR) < 1\ | s7eonrre crameron - cureo encrorom) < ,,) SUBNAUTICAN (GANGER - BODYGUARD) < 1)
M WSBS S T W | A LdCIWilint) yw wsBs S T W | A Ld Cl Willnt| M wsBS S T W | A Ld Cl Wil Int

4" 4+ 4+ 3 3 2 4+ 1 A+ Z+ . 6+ b6+

B T 4" 5+ 9+ 2 3 1 9+ 7 S+ S+ 6+ 6+ 4" 3+ 5+ 5 5 3 9+ 2 5+ 6+ 2+ 2+
ng cc )
Weapon S L S L S Ap D Am Traits Rng Acc Rng Acc

N‘f"”’/e pistel 47T w2 oo o7 o 6x S Gl Ton Siern | \N@apON S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Agt‘t'{e:f'; fh'fﬁt) € - - - - - - - Toxin MNeedle rifte 9”7 18“ +2 - - -2 - 6+ Searce Silent Toxin Open Fists E - - - ¢ -1 1 - Knockback
“eor 5“: :Z/)/TM 4" 12" w1 -z - 1 4+ Papid Fire (1), Searce| Ctiletto knife € - - - - - - . Toxin

Weater Harvest: I the Macter Nautican has wot gone Qut of Action, add +1 to the capture

roll at the end of the battle for each Guild member that has not gone Qut of Action. IF an

enemy ic Caplured, the captored fighter'c gang can pay the full value as rancom. IF not, the

captured fighter may be cold to the Guilders for full value immediately (den ying the Captured

fighter'c gang any rescue). Skills:  Bercerker, Bodyguard, Indentured Fighter
Skills: Step Acide, Overseer (Faction only) Skills: Dodge Wargear: Hazard cvit & armovred undersuit: 5+ (ignore Blaze &
Wargear: Dicplacer field, Gun sbull Wargear: Mech (5+), Cult Teon g " Rad-phage)
Scarce: Cannot be reloaded. Once out of ammo, the weapon cannot be used again . . .
during the battle. Scarce: Cannot be reloaded. Once out of ammo, the Knockback: If the hit roll is equal to or higher than the
Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Does not weapon cannot be used again during the battle. target's Strength, the target is moved 1” directly away.
reveal the fighter (Pitch Black scenarios). Sl t: D tt . test t . th | S k |f th f ht ,t b h df ” 1,, b f ”
Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of AI enk' oes Do ) rlgger est 1o ral?eh ? aharm(l(D' nia b € Ilg er Ca}: fe Eus )e ully (f e€cause o .ga S,
making a wound roll). ttack scenarios). Does not reveal the fighter (Pitc obstacles or other fighters), move as far as possible
Rapid Fire (1).: A successful hit scores a number of hits equal to the numbgr of bullet Black scenarios). and suffer +1D. If any part of the base is knocked back
holes on the dice. Make an Ammo check for any Ammo symbol rolled. If failed, the i . e
weapon runs Out of Ammo. The first shot must be allocated to the original target. Toxin: Roll equal to or higher than the Toughness to over an edge, pass an Initiative check or fall.
Additional shots can be allocated to other targets within 3", range and LOS of the inflict an Injury roll (instead of making a wound roll). Berserker: +1A when Charging.
original targets (as long as they are not harder to hit than the original). Allocate all hits f . . L » .
before rolling to wound. Dodge: A 6+ invulnerable save against ranged or close Bodyguard: If the Leader is within 2” and hit by a
Step Aside: If hit in close combat, pass an Initiative check to avoid the hit. Usable combat attacks (in addition to any save roll). If hit by ranged attack, the hit and all its effects can be
once per enemy in each round of close combat (if an enemy makes more than 1 Blast/Template, a roll of 6 does not cancel the attack, transferred to this fighter.
attack, only 1 attempt can be made to step aside). . ” .. . . . . . . - .
Overseer (Faction only): Spend a Double action to immediately have a friendly instead, move 2" before determining if this fighter is hit. Indentured Fighter: Counts as failing Bottle test if only
Faction fighter within 6" make 2 actions. _ Cult Icon: Group Activation (+1). Bodyguards remain.
Displacer field: 4+ invulnerable save (against attacks with Strength value). When
saved, move a number of inches equal to the Strength of the attack in a random
direction (Scatter dice). The attack is ignored even if under blast/template.
Gun Skull: BS 5+. Shoots at the same time as the owner.




ALLIANCE (3/15)
PROMETHIUM GUILD
(MERCHANT GUILD)

PYROCAEN (ORD (LEADER - GUILD PROCURATOR)
PROMETHIUM GUILD: PYROMANTIC ENCLAVE

©

PYROMAGIR (CHAMPION - GUILD FACTOTUM)
PROMETHIUM GUILD: PYROMANTIC ENCLAVE

©

CYNDER (GANGER - BODYGUARD)
PROMETHIUM GUILD: PYROMANTIC ENCLAVE

(2)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 3+ 4+ 3 3 2 4+ 1 A+ F+ . P+ 6+ 4" 4+ 5+ 3 3 7 4+ 7 P+ &+ P+ P+ 4" 4+ 5+ 3 3 7 4+ 1 5+ B+ 2+ 7+
Rng Acc
Rng Acc Rng Acc .

Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapgn S,, L - SEEE Ap D Am Tralts. -
Lacpistol &” 12“ +1 - 3 - 1 2+ Plentiful Sidearm

Laspistol 8" 12% +1 - 3 - 1 2+ Plentiful, Sidearm Flamer 7 - - - ¢ -1 1 5+ Blaze e c - A T P Dicarm

Shock ctave E 2" - - +1 - 7 - Shock Stub qun 6" 12“ +2 - 3 - 1 49+ Plentiful, Sidearm Mol (elub) c ) ) ) ¢ w1 2 ) - )

Light In Dark Places: During the pre-battle sequence, the Pitch Black rules may be declared i" ht [‘1 Qaré Places: Ilfa’ly member of the Guild i¢ removed from the Photon flach - &3 - - - - - 5+ Blast (5 ”), Flash

uced for the battle. In any End phase, these rules can be declared to no longer apply.
IF any member of the Guild ic removed from the battle, immediately before removing the
fighter, resolve a photon flash grenade centered on the fighter.

Skills: Evade, Overseer (Faction only)
Wargear: Refractor field

battle, immediately before removing the fighter, resolve a photon flash

grenade centered on the fighter.

Skills: MNerves of Steel
Wargear: Refractor field, Cult icon

Light Tn Dark Places: IF any member of the Guild ic removed from the battle, immediately
before removing the fighter, resolve a photon flash grenade centered on the fighter.

Skills:  Spring Up, Bodyguard, Indentured Fighter
Options: (acpistol, Photon Flash Grenades, Axe or Maul

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Shock: Auto wound if hitting on 6+.

Evade: If Standing and Active and not in partial or full
cover, add a -1 modifier to incoming Short range
attacks and -2 modifier to Long range attacks.
Overseer (Faction only): Spend a Double action to
immediately have a friendly Faction fighter within 6"
make 2 actions.

Refractor field: 5+ invulnerable save. When saved,
roll a 2+ or the field is permanently lost (burned out).

Blaze: Catch fire on 4+.

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Nerves of Steel: Pass a Cool check when hit by a
ranged attack to avoid Pinning.

Refractor field: 5+ invulnerable save. When saved,
roll a 2+ or the field is permanently lost (burned out).
Cult Icon: Group Activation (+1).

Plentiful: Ammo checks are automatically passed when reloading (no
roll required).

Disarm: If the hit is a natural 6, the target cannot use any weapons
when making Reaction attacks for the rest of the round (use unarmed
attacks instead).

Flash: Instead of making a wound roll, pass an Initiative check or
become subject to the Blind condition. If Ready, the fighter is no longer
Ready. Or if not Ready, the fighter is not readied at the start of the
following round. Reaction attacks only hit on a natural 6. No other
attacks can be made until the next activation.

Spring Up: If Pinned when activated, pass an Initiative check to make
a free Stand Up (Basic) action.

Bodyguard: If the Leader is within 2” and hit by a ranged attack, the
hit and all its effects can be transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only Bodyguards
remain.




ALLIANCE (4/15)
CORPSE GUILD
(MERCHANT GUILD)

PALE CONSORT (LEADER - GUILD PROCURATOR)
CORPSE GUILD: CORPSE HARVESTING PARTY

©

BONE SCRIVENER (CHAMPION - GUILD FACTOTUM) 7
CORPSE GUILD: CORPSE HARVESTING PARTY

CORPSE GRINDER (GANGER - BODYGUARD)
CORPSE GUILD: CORPSE HARVESTING PARTY

(2)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4”7 5+ 4+ 3 3 7 4+ 1 2+ &+ P+ 6+ 4”7 5+ 4+ 3 3 7 5+ 1 2+ &+ &+ 7+ 4”7 3+ 5+ ¢ 3 2 4+ 2 &+ F+ | &+ B+
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Lagpistol §” 12" 1 - 3 - 1 2+ Plentiful Sidearm Stiletto knife € - - - - - - - Toxin Chain glaive € 2" -1 - +2 -2 2 - Unwieldy (irrelevant)
Knife E - - - & -1 1 Backstab AW}ZZ/ i:;fﬂcf) ¢ 12" w1 - 2 - 1 4 Rapid Fire (1), Searce
Extra Corpse-Starch Ratione:
Lasting Injuries may be re-rolled (apply the 2nd recult).
Skills: Fearsome, Qverseer (Faction only) Skills: Fearsome Skills: Crushing Blow, Bodyguard, Indentured Fighter

Wargear: Mech (5+), Med: choll, Recpirator

Wargear: Gun ckull, Recpirator, Cult icon

Wargear: Fiak (6+, 5+ against blact/template)

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Backstab: +1S when outside the target’s vision arc.
Fearsome: When charged, the enemy must first pass
a Willpower check before moving, or their action ends
immediately.

Overseer (Faction only): Spend a Double action to
immediately have a friendly Faction fighter within 6"
make 2 actions.

Medi skull: Roll 1 additional dice for the Recovery
check and choose one to Discard.

Respirator: +2T against Gas.

Toxin: Roll equal to or higher than the Toughness to inflict an
Injury roll (instead of making a wound roll).

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Scarce: Cannot be reloaded. Once out of ammo, the weapon
cannot be used again during the battle.

Fearsome: When charged, the enemy must first pass a
Willpower check before moving, or their action ends
immediately.

Gun Skull: BS 5+. Shoots at the same time as the owner.
Cult Icon: Group Activation (+1).

Respirator: +2T against Gas.

Crushing Blow: Before rolling to hit, 1 non-sidearm
attack dice can be nominated to gain +1S and +1D (if
hit).

Bodyguard: If the Leader is within 2” and hit by a
ranged attack, the hit and all its effects can be
transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only
Bodyguards remain.




ALLIANCE (5/15)
SLAVE GUILD
(MERCHANT GUILD)

CHAIN LORD (LEADER - GUILD PROCURATOR) 7
SUAVE G6UILD: SLAVER ENTOURAGE

SHAKLEMAN (CHAMPION - GUILD FACTOTUM)
SUAVE G6UILD: SLAVER ENTOURAGE

©

PIT FIGHTER (GANGER - BODYGUARD)
SLAVE GUILD: SLAVER ENTOURAGE

(2)

M WSBS S T W | A Ld ClI Wil Int
97 3+ 6+ ¢ 9 2 4+ 2 A+ 6+ 2+ 9+

Rng Acc
Weapon S L S L S Ap D Am Traits
Chain glaive € 2 -1 - 42 -2 2 - Unwieldy (irrefevant)
Chain axe E -+ - 41 T 7 - DIS‘Z:‘/f;"VI
Shock whip E 3 1 - 41 - 7 - Shock

Weapon Training: Before each baftle, a (eader or Champion can
chooce a temporary Primary skill (only laste for a cinale battle).
Skills: Hurl, Overseer (Faction only)

Wargear: (isht carapace (4+), bio-booster, Stimm-clug ctach
Options: Chain glaive or Shock whip and Chain axe

M WSBS S T W I A Ld ClI Wil Int M WSBS S T W I A Ld ClI Wil Int
4" 4+ 5+ 3 3 2 4+ 1 &+ A+ P+ B+ 5" 4+ 6+ 3 3 7 4+ 2| &+ FZ+ &+ 10+
Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Harpoon launcher 6”7 18“ +2 - 5 -3 1 5+ Drag Impale, Searce Chain glaive E 2 -1 - 42 -2 2 - Unwieldy (irrefevant)
Shock ctave E 2" - - +1 - 1 - Shock
Skills:  Dicarm Skills:  Rain of Blows, Bodyguard, Indentured Fighter

Wargear: Fiak (6+, 5+ against blast/template), Cult icon

Wargear: Fiak (6+, 5+ against blast/template), Stimm-clug ctach

Disarm: If the hit is a natural 6, the target cannot use any weapons
when making Reaction attacks for the rest of the round (use unarmed
attacks instead).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Rending: +1 Damage if the wound roll is 6+.

Shock: Auto wound if hitting on 6+.

Hurl: Spend a Basic action to throw an enemy (Engaged B2B or
Seriously Injured within 1”) D3” in any direction. Stop moving if
contacting any terrain or other fighters (they suffer S3 hit). The target
and any fighters it contacts are Pinned.

Overseer (Faction only): Spend a Double action to immediately have
a friendly Faction fighter within 6" make 2 actions.

Bio-booster: The first time in each battle that an Injury roll is suffered,
one less Injury dice is rolled. If only one dice was being rolled, roll two
and choose one to discard.

Stimm-slug stash: Usable once per battle, at the start of the fighter’s
turn, before activating. Discard 1 Flesh Wound (if any). Gain +2 M, S
and T. At the start of the End phase, roll 2+ or apply an Injury roll for

this fighter.

Drag: If hit (and not taking the target Out of Action, the target can be
dragged closer to the attacker. Roll a D6, if the result is equal to or
higher than the target’s Strength, the target is dragged D3” straight
towards the attacker, stopping if they hit any terrain. If they move into
another fighter (other than the attacker), both fighters are moved the
remaining distance towards the attacker. If the weapon also has the
Impale trait, only the last fighter to be hit can be dragged.

Impale: If wounded, the projectile might hit another fighter! Trace a straight line
from the target, directly away from the attacker. If any fighters are within 1” of this
line (and within the weapon’s Long Range), the one that is closest to the target is
hit on a 3+ with -1 Strength per subsequent hit. The projectile can continue through
multiple fighters until the Strength is reduced to 0.

Scarce: Cannot be reloaded. Once out of ammo, the weapon cannot
be used again during the battle.

Shock: Auto wound if hitting on 6+.

Disarm: If the hit is a natural 6, the target cannot use any weapons
when making Reaction attacks for the rest of the round (use unarmed
attacks instead).

Cult Icon: Group Activation (+1).

Rain of Blows: Fight (Basic) action becomes Simple
instead.

Bodyguard: If the Leader is within 2” and hit by a
ranged attack, the hit and all its effects can be
transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only
Bodyguards remain.

Stimm-slug stash: Usable once per battle, at the start
of the fighter’s turn, before activating. Discard 1 Flesh
Wound (if any). Gain +2 M, S and T. At the start of the
End phase, roll 2+ or apply an Injury roll for this fighter.




ALLIANCE (6/15)
COLD TRADERS
(RECIDIVISTS)

COLD TRADER (LEADER)
COLD TRADERS: SMUGGLER SHORE PARTY

©

BOSUN (CHAMPION)
COLD TRADERS: SMUGGLER SHORE PARTY

©

VOID-BORN SCUM (GANGER - BODYGUARD)
COLD TRADERS: SMUGGLER SHORE PARTY

(2)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 4+ 3+ 3 3 2 9+ 2 2+ 6+ 6+ 6+ 4" 4+ 4+ 2 3 7 9+ 7 S+ | 7+ 6+ 6+ 4" 3+ 5+ 5 5 3 9+ 2 S+ | A+ P+ P+
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Sling gun (Kenos) 6”7 12“ +2 - 4 -2 1 5+ Rapid Fire (1), Searcel] Shotqun (colid) 5" 16" +1 - ¢ - 2 4+ Knockback Autopistol ¢ 12" 41 - 3 - 1 4+ Rapid Fire (1), Sidearm
Stiletto knife € - - - - - - - Toxin Shotqun (ccatter) 4" 8% +2 - 2 - 1 4+ Seattershot Lagpistol g" 12“ +1 - 3 - 1 2+ Plentifvl, Sidearm
Knife e - - - ¢ 11 - Backstab Knife e - - - ¢ 11 - Backstab
Skills:  Bodyguard, Indentured Fighter
Skills: Step Acide, Overseer (Faction only) Skills:  Dodge Wargear: Fiak (6+, 5+ against blact/template)

Wargear: Armourweave (5+, 6+ invulnerable), Bis-booster

Wargear: Mech (5+)

Options: Autopictol or laspictol, knife

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Scarce: Cannot be reloaded.

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Step Aside: If hit in close combat, pass an Initiative check to avoid the
hit. Usable once per enemy in each round of close combat (if an
enemy makes more than 1 attack, only 1 attempt can be made to step
aside).

Overseer (Faction only): Spend a Double action to immediately have
a friendly Faction fighter within 6" make 2 actions.

Bio-booster: The first time in each battle that an Injury roll is suffered,
one less Injury dice is rolled. If only one dice was being rolled, roll

two and choose one to discard.

Knockback: If the hit roll is equal to or higher than the
target's Strength, the target is moved 1” directly away.
If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible
and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.
Scattershot: If hit, inflict D6 wound rolls (instead of 1).
Backstab: +1S when outside the target’s vision arc.
Dodge: A 6+ invulnerable save against ranged or close
combat attacks (in addition to any save roll). If hit by
Blast/Template, a roll of 6 does not cancel the attack,
instead, move 2" before determining if this fighter is hit.

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Backstab: +1S when outside the target’s vision arc.
Bodyguard: If the Leader is within 2” and hit by a
ranged attack, the hit and all its effects can be
transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only
Bodyguards remain.




ALLIANCE (7/15)

IMPERIAL IMPOSTERS & PSI-SYNDICA

(RECIDIVISTS)

MASTER CHARLATAN (LEADER) y MIND-LOCKED WYRD (LEADER) 7 TITLE 7
IMPERIAL IMPOSTERS: UPHIVE AMBASSADORS PST-SYNDICA (UNSANCTIONED PSYKER) ALLIANCE: CREW
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
57 3+ 3+ 3 3 3 4+ 2 P+ 5+ 6+ 6+ 4”7 5+ 3+ 3 3 2 4+ 1 &+ 6+ 4+ 9+ ” + + ? ? 7 4 70+ + + +
Rng Acc Rng Acc
Weapon S L 8§ L S Ap D Am Traits WYRD POWER (CHOOSE 3): Weapon S L S L S Ap D Am Traits
Needle pictsl 4" 9 +2 - - -1 - 6+ Searce, Silent, Toxin, Sidearm oy N . Noume el “l +«] +] 2 -1-] + _
Stiletto sword € - - - - -1 - - Parry, Toxin P‘yro}iha Cy g’cou.r g (5A§ 5} .
Yx digi lasere € 3% - - 7 - 7 6+ Digi Telekinecic: Acsail (8&{’16}, Force Blact (Bai’lc)
Telepathy: Maddening lficions (Basic), Hypwosis (Basic), Special Rule:
Unbreakable Will (Basic) Abe
Skills: Evade, Infiltrate, Step Aside Skills: Fearsome Skills: Abe
Wargear: Mech (5+), Holochromatic field, Falsehood Wargear: Mech (5+) Wargear: Asc
Scarce: Cannot be reloaded. Fearsome: When charged, the enemy must first pass a Willpower check A:B

Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Does not
reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of
making a wound roll).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.

Digi: Can be used in addition to any other Melee weapons, granting a bonus attack.
Evade: If Active and not in cover (partial or full), add a -1 modifier to incoming Short
range attacks and -2 modifier to Long range attacks.

Infiltrate: Can be placed aside instead of being deployed at the start of a battle.
Immediately before the first round, set up this fighter anywhere on the battlefield
outside 6” and LOS of any enemies. If both gangs have this skull, take turns, starting
with the winner of a roll-off.

Step Aside: If hit in close combat, pass an Initiative check to avoid the hit. Usable
once per enemy in each round of close combat (if an enemy makes more than 1
attack, only 1 attempt can be made to step aside).

Holochromatic field: Roll a 2+ when targeted by an attack, or it is drained and
cannot be used again this battle. -2 against ranged, -1 against melee, always
revealed (Pitch Black).

Falsehood: Can't be targeted by attacks, alarm is not raised (Sneak Attack). Lasts
until the end of 2nd round.

before moving, or their action ends immediately.

Scouring: Make a ranged attack with S2, AP-2, D1, Template, Blaze.
Assail: Make a ranged attack (can target a fighter or obstacle) with range
127, If hit, move the target D3” in any direction. Target becomes Pinned. If
coming into contact with a Standing fighter or any terrain, stop moving
and suffer a S3 hit. Other fighters contacted also suffer a S3 hit and
becomes Pinned.

Force Blast: Any enemies within 3" are immediately pushed D3+1” directly away. If
pushed from a platform or into a pitfall, pass an Initiative test to be placed Prone at
the edge, otherwise they will fall. If pushed into a wall or other impassable terrain,
become Pinned and take a hit with Strength equal to the number of inches rolled for
the push distance.

Maddening Visions: Until the ENd phase of this round, any enemy
ending the turn within 3” must pass a Willpower check or gain Insanity.
Hypnosis: An enemy fighter (not activated this round) within 9”, LOS can
only make 1 Move (Simple) action when activated this round.
Unbreakable Will: Friendly fighters within 9” can use this fighter’s
characteristics when making Nerve or Willpower tests.




ALLIANCE (8/15)
FALLEN HOUSES
(RECIDIVISTS)

REBEL LORD - GENERIC y (ADY CREDO (REBEL LORD) 7 TITLE 7
FALLEN HOUSES FALLEN HOUSES AULTANCE: CREW
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 3+ 3+ 3 3 3 3+ 2| Z+| 6+ 6+ 6+ 5" 3+ 3+ 3 3 3 2+ 2 5+ 5+ 6+ 6+ T e 2002 72 4+ 20+ 0 BB
n Acc Rn Acc
Weapon S q. S L S Ap D Am Traits Weapon S gL S L S Ap D Am Traits Rng Acc .
Needle pictol p g 5 4 P Searce, Silent, Toxin, Laspistol - p 3 p B Plentiful, Cids Weapon S L S L S AP D Am Traits
(master-crafted) * B B B ° * CQidearm, Master-crafted | (master-crafted) * ° B * entifess Sidearin Name 3 “ + + ? - - + -
Bolt pistol 6"  12“ +1 - q -1 2 6+ Sidearm Power sword
Stiletto sword 12 - - - - -1 - - Parry, Toxin (master-crafted) € ° +1 . 1] -2 7 - Parry, Power
2x digi lasere 3 3“ - 1 1 6+ Digi R .
Power cword E - - - +1 -2 1 - Parry, Power MMM glbema/ Ru/e:
Thander hammer € - R I Power, Shock Friendly Outcast & Outlaw fighters within 8" can use Lady Credo’c (d & Cool. Abe
Skills: Chosse 2 (Agility, Combat, Canning, Shosting) Sinestve & Dexterve: 360 vision arc & Photo-goggles.
1 pistol (Bolt pistol or master-crafted needle pistol), Hle- X ille-
Wargear: 7 cloce combat weapon (Power sword, Stiletto sword, Thunder hammer), Skills: Dodie’ Tron Wit ,Darry Skills: Abe
Mesh (5+), Dicplacer field or Refractor field Wargear: (ight carapace (5+), Refactor field, Phots-goggles Wargear: Abc
Scarce: Cannot be reloaded. Master-crafted: Re-roll a single failed hit (once per battle). A:B
Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Plentiful: Ammo checks are automatically passed when reloading (no roll :
Does not reveal the fighter (Pitch Black scenarios). required).
Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll Parry: Can force an attacker in close combat to re-roll 1 successful hit.
(instead of making a wound roll). Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores
Master-crafted: Re-roll a single failed hit (once per battle). save (except Field armour) and +1D.
Parry: Can force an attacker in close combat to re-roll 1 successful hit. Dodge: A 6+ invulnerable save against ranged or close combat attacks
Digi: Can be used in addition to any other Melee weapons, granting a (in addition to any save roll). If hit by Blast/Template, a roll of 6 does not
bonus attack. cancel the attack, instead, move 2” before determining if this fighter is hit.
Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores Iron Will: -1 modifier to any Bottle rolls (while on the battlefield and not
save (except Field armour) and +1D. Seriously Injured).
Shock: Auto wound if hitting on 6+. Refractor field: 5+ invulnerable save. When saved, roll a 2+ or the field
Displacer field: 4+ invulnerable save (against attacks with Strength is permanently lost (burned out).
value). When saved, move a number of inches equal to the Strength of Photo-goggles: Allows for attacking through smoke clouds. Low-light
the attack in a random direction (Scatter dice). The attack is ignored even conditions are ignored. Apply a -1 modifier to the Initiative test when hit
if under blast/template. by a Flash weapon (test for being blinded).
Refractor field: 5+ invulnerable save. When saved, roll a 2+ or the field
is permanently lost (burned out).




ALLIANCE (9/15)
ROGUE FACTORIA
(RECIDIVISTS)

FACTORIA OVERSEER (LEADER) 7
ROGUE FACTORIA: FACTORIA WORK GANG

WORK PARTY BOSS (CHAMPION)
ROGUE FACTORIA: FACTORIA WORK GANG

©

FACTORIA WORKER (GANGER - BODYGUARD)
ROGUE FACTORIA: FACTORIA WORK GANG

©

M WSBS S T W 1 A Ld Cl Wil Int
4" 4+ 34 3 3 2 4+ 2 | B+ | Z+ | 6+ 6+
Rng Acc

Weapon S L S L S Ap D Am Traits
Plasma pistl (eombi) 6" 12" 42 - s 4 2 s Combi, Searce,
g”‘deﬁ.rh\
Auatopictol (combi) 4" 12“ +1 - 3 _ 17 4 Combi, Efa/,:'d Fire (1),
Sidearm
Shock baton € - - - (S 1 - Parry, Shock

Eye OF The Omnisciah: IF including fightere with Counterfeit
weapong, the opponent can include a Bounty Hunter for free.

Skills: Commanding Presence, Overseer (Faction only)
Wargear: Meck (5+)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 5+ 4+ 2 3 1 9+ 1 2+ 6+ 6+ 6+ 4" 5+ 5+ 3 3 7 9+ 7 S+ S+ &+ &+
Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Laspistol g 12 +1 - 3 - 1 2+  Plentifel Sidearm Autogun N Y .
Shock whip E 3" -1 - +1 - 1 Shock (reclaimed) N R 3 B 1|3 Ropid Fire ()
Autopictol ” ” o
Bounteous Productions: Set-up an additional (oot cacket before (veclaimed) 2" - - 3 - 1 5+ Rapid Fire (1)
the battle (if the ccenario doesn't specify any special Knife E - - - Q11 - Backstab
instructions for (oot cacket.
Skills:  Iron Wil Skills:  Bodyguard, Indentured Fighter

Wargear: Mech (5+)

Options: Autogun (reclnimed) or avtopictol (reclaimed) + knife

Combi: Roll twice for Ammo checks and apply the worst
result.

Scarce: Cannot be reloaded. Once out of ammo, the weapon
cannot be used again during the battle.

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Shock: Auto wound if hitting on 6+.

Commanding Presence: Group Activation (+1).

Overseer (Faction only): Spend a Double action to
immediately have a friendly Faction fighter within 6" make 2

actions.

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Shock: Auto wound if hitting on 6+.

Iron Will: -1 modifier to any Bottle rolls (while on the
battlefield and not Seriously Injured).

Rapid Fire (1): A successful hit scores a number of
hits equal to the number of bullet holes on the dice.
Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot
must be allocated to the original target. Additional shots
can be allocated to other targets within 3”, range and
LOS of the original targets (as long as they are not
harder to hit than the original). Allocate all hits before
rolling to wound.

Backstab: +1S when outside the target’s vision arc.
Bodyguard: If the Leader is within 2” and hit by a
ranged attack, the hit and all its effects can be
transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only

Bodyguards remain.




ALLIANCE (10/15)
GREIM
(NOBLE HOUSE)

KRIEG MESTER (CHAMPLON) JAGERKIN (GANGER - BODYGUARD) TITLE
GREIM: MILITARY ATTACHE GREIM: MILITARY ATTACHE ALLTANCE

Bolt pistol 6 12 1 - 4 1 2 6+ Sidearm
Power cword 12 - - -+ -2 1 - Parry, Power

Eve OF The Omnisciah: If including fighters with Counterfeit weapons,
the opponent can include a. Bounty Hunter for free.

No Grouvp Activation: Not available for thic Champion.

inest Ordnance: Any friendly fighter can re-roll any Ammo checks.

Overceer (Any )
Wargear: (ight carapace (4+)

Parry: Can force an attacker in close combat to re-roll
1 successful hit.

Power: Cannot be parried by non-Power weapons. A
hit roll of 6 ignores save (except Field armour) and
+1D.

Overseer (Any): Spend a Double action to
immediately have a friendly fighter within 6" make 2
actions.

Combat s‘ho?‘glm e 7

(calvs)
Combat chotqun

(chredder) 9+ Seattershot

SKkills:  Marksman, Bodyguard, Indentured Fighter
Wargear: Mech (5+)

Knockback: If the hit roll is equal to or higher than the target’s
Strength, the target is moved 1” directly away. If the fighter can’t be
pushed fully 1” (because of walls, obstacles or other fighters), move as
far as possible and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Marksman: Ignore Target Priority. If the hit is a 6+, double the Damage
(only applies to the first hit if Rapid Fire).

Bodyguard: If the ‘Leader’ is within 2” and hit by a ranged attack, the
hit and all its effects can be transferred to this fighter.

Indentured Fighter: Counts as failing Bottle test if only Bodyguards
remain.

4+ Knockback, Rapid Fire (1)

Skills: 7
Options: ?

Ability: Effect




COURTIER (CHAMPION) MIRROR MASK TITLE
ULANTI: COURT ADVISOR ULANTI: COURT ADVISOR ALLIANCE

Needle pictel 47 7 +2 - - 1 -

Power cword £ - - - - Parry, Power

6+ Searce, Silent, Toxin, Sidearm

ALLIANCE (11/15)
ULANTI
(NOBLE HOUSE)

Needle pistol 7 ‘/" 7“ +2 - | | | -

Power cword € - - - - Parry, Power

Duellist: Can make Reaction attacks before the opponent makes attacks
ac part of a Charge (Double) action (when attacked by a charging
fighter).

Many Faces: When activating, can swap pocitione with the Courtier
(regardiesc of where the two fighters are on the battlefield, including if
Engaged or Prone). This fighter continues taking actions as normal.

SKkills:  Counter-attack, Step-acide
Wargear: Dicplaced field

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Counter-attack: +1 Attack when making Reaction attacks for each of
the attacker’s attacks that failed to hit (whatever reason, parry, missed,
etc).

Step Aside: If hit in close combat, pass an Initiative check to avoid the
hit. Usable once per enemy in each round of close combat (if an
enemy makes more than 1 attack, only 1 attempt can be made to step
aside).

Displacer field: 4+ invulnerable save (against attacks with Strength
value). When saved, move a number of inches equal to the Strength of
the attack in a random direction (Scatter dice). The attack is ignored
even if under blast/template.

Skills:  Nerves of Steel
Wargear: Dicplaced field

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black
scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an
Injury roll (instead of making a wound roll).

Parry: Can force an attacker in close combat to re-roll 1
successful hit.

Power: Cannot be parried by non-Power weapons. A hit roll of
6 ignores save (except Field armour) and +1D.

Nerves of Steel: Pass a Cool check when hit by a ranged
attack to avoid Pinning.

Displacer field: 4+ invulnerable save (against attacks with
Strength value). When saved, move a number of inches equal
to the Strength of the attack in a random direction (Scatter
dice). The attack is ignored even if under blast/template.

6+ Searce, Silent, Toxin, Sidearm

Ability: Effect




AUDITOR (LEADER)
RAN (0: AUDITING CONCLAVE

EEEE AR S FA R SRR A VA A A R

Web pistol
Knife

Silent, Web
Backstab

Cut Qur (osces: The alliec are removed from the battlefield if at least one
of the allied fighters ic Seriovsly Injured or Qut of Action.

Skills: Fearsome
Options: Meck (5+)

Alwaye More Coin: Gain 2D6x10 credits after each battle the allies take
part in (reqardlece of the outcome).

Checke & Balances: Gain 2D6x10 credits after each battle if any
opponent earned more credite from the scenario than the allied gang.
The Price of Businecs: I a 6 ic rolled on a dice when collecting random
amount of income from Resources, that dice ic discarded and doec not
generate any credits.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black scenarios).

Web: If successfully woundin the target, no wound is inflicted, no save
is allowed and no Injury roll is inflicted. The target is Webbed (treated
as Seriously Injured). Roll for Recovery (End phase) as normal). Does
not succumb to injuries (automatically recover). +1 modifier per
Webbed enemy fighter when rolling for Capturing enemy fighters.
Backstab: +1S when outside the target's vision arc.

Fearsome: When charged, the enemy must first pass a Willpower
check before moving, or their action ends immediately.

ALLIANCE (12/15)
RAN LO
(NOBLE HOUSE)

GELT-SCRIVENER (GANGER)
RAN (0: AUDITING CONCLAVE

Long rifte
(master-crafted)

Bolt pictol 6" 12° +1 - q
E - - - 41

Knockback,
Master-crafted
Sidearm
Parry, Power

29" 48" - 41 4

/DOWEV S‘W0rl/

Cut Qur Losces: The alliec are removed from the battlefield if at least one
of the allied fighters ic Seriovsly Tnjured or Qut of Action.

Skills: Trick Shot, Bodyguard, Indentured Fighter (irrefevant)
Wargear: Mech (5+)

Every Cred Counted: Tect-Trigger: Less than 50 credits in the Stach
after a post-battle sequence.

Knockback: If the hit roll is equal to or higher than the target’s
Strength, the target is moved 1” directly away. If the fighter can’t be
pushed fully 17 (because of walls, obstacles or other fighters), move as
far as possible and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.

Master-crafted: Re-roll a single failed hit (once per battle).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Trick Shot: +1 modifier when shooting at target in cover or Engaged.
Bodyguard: If the Leader is within 2” and hit by a ranged attack, the
hit and all its effects can be transferred to this fighter.

TITLE
ALLTANCE

IAEEERR AN AN AR N Y

Ability: Effect




ALLIANCE (13/15)
CATALLUS
(NOBLE HOUSE)

MASKED KILLER (LEADER) MINDFRAYED (GANGER) TITLE
CATALLUS: CARNIVAL CATALLUS: CARNIVAL ALLTANCE

Lorg riffe _ A Khockback, 2x Flail 3 -+ - 1 - Entangle
(Master-crafeed) Macter-crafted
lac pistol 2+ Plentiful, Macter-crafted Infectious Jerror:
Apply the following effects to all fighters (Friend or foe, except thic fighter) within 6™
When this fighter ic Pinned, pass a Cool check or also become Pinned (exceft
the (eader) .
IF thic fighter faile a Nerve tect, pase a Nerve tect or aleo become Broken.
Cannot recover from being Broken while thic fighter is Broken.

Power sword

(master-crafted) - Parry, Power

Skills:  Dodge
Options: (ong rifle or Power cword, laspictol Skills:  Berserker Skills :
Wargear: Mech (5+), Photo-goggles Wargear Dicplacer field Options: ?

A All weapons gain Shock. Entangle: Hits cannot be negated by the Parry trait. If Ability: Effect

the hit roll is a natural 6, any reaction attacks made by
the target have an additional -2 modifier.

Knockback: If the hit roll is equal to or higher than the target's Strength, the target Berserker: +1A when Charging_
is moved 1” directly away. If the fighter can’t be pushed fully 1” (because of walls, Displ field: 4+ i I bl inst attack

obstacles or other fighters), move as far as possible and suffer +1D. If any part of !sp acer rield: Invuinerable save (agalns attacks
the base is knocked back over an edge, pass an Initiative check or fall. with Strength value). When saved, move a number of

"P"I“‘?"°,"’“E"’ Re-roll a single failed hit (once per battle). inches equal to the Strength of the attack in a random
entiful: Ammo checks are automatically passed when reloading (no roll

required). direction (Scatter dice). The attack is ignored even if
Parry: Can force an attacker in close combat to re-roll 1 successful hit. under blast/template.

Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores save

(except Field armour) and +1D.

Dodge: A 6+ invulnerable save against ranged or close combat attacks (in addition

to any save roll). If hit by Blast/Template, a roll of 6 does not cancel the attack,

instead, move 2" before determining if this fighter is hit.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions

are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon

(test for being blinded).

[ Can re-roll any Flech Wound recults when inflicting damage.




ALLIANCE (14/15)
KO'IRON
(NOBLE HOUSE)

PRIMA MATERIS (LEADER) FRATERLS BODYGUARD (GANGER) TITLE
KO-IRON: MINISTORUM DELEGATION KO-IRON: MINISTORUM DELEGATION ALLIANCE

Bolt pistol Lagpistol 5" 12" - Plentiful, Sidearm

Sidearm

(master-crafted) Lacqun 18" 24" Plentifol
Chock ctave Shock Chainsword 13 - Parry, Rending
i - / .
Inspirational Leader: While Standing, friendly fighters within 6” and (0S (to thic fighter) can Cuiscerator - melee € L Sever, Shred, Unwieldy
uge thic fighter'e Cool & Willpower state.

The Emperor Protects: Re-roll Nerve & Rally tests if the resolt is 2 (before modlfiers). The Emperor Protecte: Re-roll Nerve & Rally tests if the recult ic 2 (before modifiers).
Peligious Relics: A Leader can have 1 item (armovr or weapon) gain Blecsed (re-roll a failed hit

or save (ahae per battle). Ski"s‘

- ranged 7 - 3 Blaze, Searce

Devotional Frenzy, Bodyguard
Skills: Devotional Frenzy, Overseer (Faction only) Options: (acpistol + Eviscerator or Lasqun + Chainsword
Wargear: (ight carapace (4+) Wargear: Mech (5+)

Master-crafted: Re-roll a sing|e failed hit (Once per Plentiful: Ammo checks are automatically passed when reloading (no Abi"ty' Effect
battle) roll required).

e Ltrer Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Shock: Auto wound if hitting on 6+. Rending: +1 Damage if the wound roll is 6+.

Devotional Frenzy: Once per round, can gain the Sever: Injury rolls inflicted with this weapon are automatically Out of
following at the start of any activation (roll individually): Action. ) ) )
° +D3 WS Shred: Double the AP if the Wound roll is a 6 (before modifiers).
. Blaze: Catch fire on 4+.
. +D3 CI. Scarce: Cannot be reloaded.
° +D3 Ld. Devotional Frenzy: Once per round, can gain the following at the start
° +D3 Will of any activation (roll individually):
) +D3 WS.
If used, suffer 1D (can't be saved) at the end of the +D3Cl.
activation. +D3 Ld.
Overseer (faction only): Spend a Double action to +D3 Will.

. K . . . il AN If used, suffer 1D (can't be saved) at the end of the activation.
immediately have a friendly Faction fighter within 6 Bodyguard: If the Leader is within 2" and hit by a ranged attack, the

make 2 actions. hit and all its effects can be transferred to this fighter.




ALLIANCE (15/15)
TY
(NOBLE HOUSE)

ONMYODO TELEPATH (LEADER) ONMYODO MULL (GANGER) TITLE
TY: ONMYODO COVEN TY: ONMYODO COVEN ALLTANCE

g’AocéctavefZ“——V/—’/— Shock

Boltgun 127 24% +1 - ¢ 2 6+ Popid Fire (1)
Power sword € - - - 41 -2 1 - Parry, Power

Inspirational Leader:
. IF Standing, friendly fighters within 6” and (0S to thic fighter can vee thic
fighter'c Cool & Willpower stats.
Collar (Unsanctioned &rgkerz: 0-1 fighter can vse the collar each round when activated. IF used,
this fighter is a Sanctioned Poyker (For this round).

Control Collar (B‘_qclu’c Null): 0-1 fighter can vee the collar each round when activated. IF used, this

Fighter is a Pychic Null (For thic round):

. Can Disropt Wyrd Powers (as if being a Peyker).
All fightere within 6” cuffer the following (Friend or foe):

. Peychic powerc can't be manifested.

° -2 modifier to Cool checke.

Skills:  Overceer (Faction only)
Wargear: Refractor field

A friendly fighter with Peychoteric Mastery (or a Peyker if there are no
Peychoteric Master) gains +1 Wyrd Power from those available to that fighter.

Shock: Effect

Overseer (Faction only): Spend a Double action to
immediately have a friendly Faction fighter within 6"
make 2 actions.

Refractor field: Effect

WYRD POWERS (CHOOSE 2 WHEN ALLIED):
Mind Control (Basic), CE: Effect

Terrify (Double): Effect

Invisibility (Double), CE: Effect

Mental Assault (Basic): Effect

Hallucinations (Basic): Effect

Skills:  7rue Grit
Wargear: Mech (5+), respirator

Rapid Fire (1): Effect
Parry: Effect

Power: Effect

True Grit: Effect
Respirator: Effect

Skills: 7
Options: ?

Ability: Effect




HANGERS-ON (1/10)

GANG (0OK-0UT 20
HANGERS-ON (0-1)

DOME RUNNER 20
HANGERS-ON (0-1)

TYPE
HANGERS-ON (0-1)

©

M WSBS S T W | A Ld Cl Wil Int

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T

Wil Int

5” 5¢ 2 3 7 3+ 7 9+ 2+ 5+ 7+
Rng Acc
Weapon S L S L S Ap D Am Traits
Laspistol &” 12* +1 - 3 - 1 2+ Plentiful, Sidearm
Stub qun 6” 12“ +2 - 3 - 7 4+ Plentiful, Sidearm
Khnife E - - - ¢ -1 1 - Backstab
Axe €| - - - 41 - 1 Dicarm
Special Rule:
. +7 when rolling to determine which gang is the attacker or defender.
° +17 to all sentry rollc for cpotting an attacker when defending in a Cneak
Attack ccenario.
Skills:  Evade

5" 5+ 5+ 3 3 7 3+ 71 10+ 9+ P+ &+

" + + 7

Rng

Weapon S L S L S Ap D Am Traits

+

+

Options: (acpistol or ctub gun, knife or axe

Rng Acc
Weapon S L S L S Ap D Am Traits
Lagpistol & 12“ +1 - 3 - 1 2+ Plentiful, Sidearm
Stub qun 6" 12“ +2 - 3 - 1 49+ Plentiful, Sidearm
Knife e - - - [ 1 - Backstab
Axe E - - - 41 - 7 - Dicarm

Special Rule: Ay fighter can re-roll the D6 when determining the contents of a
loot casket (the recult of the re-roll must be accepted, even if it is worse).
Skills:  (ie Low

Options: (acpistol or ctub gun, knife or axe.

Bolt pictol 6" 12*

Sidearm

Special Rule: Abe

Skills:  Abc
Wargear: Abc

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Backstab: +1S when outside the target’s vision
arc.

Disarm: If the hit is a natural 6, the target cannot
use any weapons when making Reaction attacks
for the rest of the round (use unarmed attacks
instead).

Evade: If Standing and Active and not in partial or
full cover, add a -1 modifier to incoming Short
range attacks and -2 modifier to Long range
attacks.

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Backstab: +1S when outside the target’s vision
arc.

Disarm: If the hit is a natural 6, the target cannot
use any weapons when making Reaction attacks
for the rest of the round (use unarmed attacks
instead).

Lie Low: Cannot be targeted by ranged attacks
while Prone, unless within the Short range.
Weapons without Short range are unaffected by
this rule.

A:B




HANGERS-ON (2/10)

NARKER 30 PROPAGANDIST 30 FIXER 50
HANGERS-ON (0-2) HANGERS-ON (0-1) HANGERS-ON (0-1)

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 4+ 5+ 3 3 7 4+ 1 2+ 6+ 9+ 9+ 4" 5+ 4+ 3 3 7 5+ 1 2+ &+ &+ 6+ 5" 4+ 4+ 3 3 7 4+ 7 P+ 5+ &+ 7+

Rng Acc Rng Acc Rng Acc

Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits

Knife [ - ¢ 11 - Backstab Lacpistol 8&” 12 +1 - 3 - 1 2+  Plentiful, Sidearm Bolt pistol 6" 12 +1 - 4 -1 2 6+ Sidearm

Stub qun 6" 12“ +2 - 3 - 1 49+ Plentiful, Sidearm
e fe:
Special Rule Special Rule:

Add or cubtract 1 from the final dice roll when determining scenario per
Narker. IF both gangs have arkere, each one will cancel one from the
opponent.

Skills:  (ie low
Options: (it

° +D3 Reputation when winning a battle.

° -1 Reputation when losing a battle.

Special Rule: Can apply -2 modifier when Testing the Alliance.
Sacrifice the Fixer to avoid becoming Qutlaw.

Skills:
Options: (acpictol or ctub gun

Ihr/a/mtioua/

Skills: Fixer
Wargear: Mech (5+)

Backstab: +1S when outside the target’s vision arc.
Lie Low: Cannot be targeted by ranged attacks while
Prone, unless within the Short range. Weapons without
Short range are unaffected by this rule.

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Inspirational: If a friendly fighter within 6” fails a
Cool check, pass a Leadership check to treat the
original Cool check as passed.

Fixer: Earn D3x10 credits after a battle as long as this
fighter is not Captured or In Recovery. The fighter does
not need to have taken part in the battle.




HANGERS-ON (3/10)

AMMO-JACK 50
HANGERS-ON (0-3)
M WSBS S T W | A Ld ClI Wil Int
5" 4+ 3+ 3 3 7 S5+ 1 9+ 7+ 6+ 7+
Rng Acc
Weapon S L S L S Ap D Am Traits
Boltgun 12" 24% +1 - ¢ -1 2 6+ Rapid Five (1)
Combat chotqun \ o
(s’a/w) 127 +1 - q - 2 9+ Knockback, Rapid Fire ()
Combat chotqun
(chredder) - - - 2 - 1 4+ Seattershot
Power hommer € - - - +1 -1 2 - Power
Power cword € - - - +1 -2 1 - Parry, Power

Skills:
Wargear: Mech (5+)

Munitioneer Options:
Boltgun or combat chotgun (calvo & chredder),

power hammer or power cword

RAGNIR GUNNSTEIN (SQUAT AMMO-JACK) 100 NAME (6ANG) 999
HANGERS-ON (0-1) HANGERS-ON (0-) oo
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
3" 4+ 3+ 3 ¢ 7 5+ 1 9+ 2+ | 6+ | 7+ 5" 5+ 5+ 3 3 7 3+ 1 + + + +
Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Shotgun (colid) 8" 16" +1 - q - 2 4+ Knockback Name E “ + + ? - - + -
Shotqun (ccatter) 4" 8% +2 - 2 - 1 9+ Seattershot
Clab (wrench) E - - - ¢ +1 2 - _
Frag grenadec - $x3 - -3 =1 4+ Bt (5 Koockback Crenode Special Rule:
Krok grenadec - Sx3 - -1 6 -2 2 4+ Demoltion
Abe
Skills:  Munitioneer Skills:  Abe
Wargear: (ight carapace (4+), Recpirator Wargear: Abc

Special Rule:

Re-roll any failed Ammo checks if the natural roll reslt is equal to or lower than the amount
of Ammo-jacke. Doec not have o take part in the battle for the bonus to apply, but must be
available (not Tn Recovery, Captured etc.).

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3”, range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Knockback: If the hit roll is equal to or higher than the target's Strength, the target
is moved 1” directly away. If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of
the base is knocked back over an edge, pass an Initiative check or fall.
Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Munitioneer: Re-roll any friendly failed Ammo check within 6”
(including this fighter).

Special Rule: Re-roll any failed Ammo checks if the natural roll result ic equal to or lower than
the amount of Ammo-jacks. Doec not have to take part in the battle for the bonus to apply,
but must be available (not Tn Recovery, Captured ete.).

Surplue Ammo: Dep/ny D3 ammo caches when part of the ctarting crew.

Part of the Crew: Treated ac a regular fighter for the purposes of determining the

crew.

Knockback: If the hit roll is equal to or higher than the target’s Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Grenade: Always make Ammo check. Cannot be reloaded.

Demolition: Can be used in close combat against scenery targets
(doors/objectives). Apply a single automatic hit (regardless of Attack dice).
Munitioneer: Re-roll any friendly failed Ammo check within 6” (including this
fighter).

Respirator: +2T against Gas.

Ability: Effect
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SLOPPER
HANGERS-ON (0-1)

=)

BI6BY CRUMB (RATLING SLOPPER)
HANGERS-ON (0-1)

©

TYPE (6ANG)
HANGERS-ON (0-)

C

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 4y 4+ 2 3 7 3+ 1 9+ 9+ | 5+ 7+ 5" 5+ 5+ 3 3 7 3+ 1 + + + + 5" 5+ 5+ 3 3 7 3+ 1 + + + +
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Khnife E - - - ¢ -1 1 - Backstab Stub qun 6”7 12“ +2 - 3 - 1 4+ Plentiful, Sidearm Name £ “ + + 72 - - + -
Clab (clot pot ladle) E - - - ¢ +1 2 -
g/’ecm/'e“/e: Plentiful: Ammo checks are automatically passed when
Before the battle, roll D6 for each fighter In Recovery. On a 6+, reloading (no roll required). gpecia/,eu/e:
they are no longer In Recovery and available for thic battle (a Lie Low: Cannot be targeted by ranged attacks while Prone, Abe
constant cupply of good food has helped to recover more quickly). unless within the Short range. Weapons without Short range are
unaffected by this rule. Skills: Abe
Skills:  (ie low Wargear: Abc

Backstab: +1S when outside the target’s vision arc.

Special Rule: Before the battle, roll D6 for each fighter In Recovery. On a 6+,
they are no longer In Recovery and available for thic battle (a constant cupply of
good food has helped to recover more quickly).

Slop Pot: Represented by itc own model. Placed within 2” of Bighy when deploged.
Provides cover. Ic moved in the same way as (oot caskets (spend a Simple action
within 1" to make a Move, then place it B28B). While within 27 Bigby can spend a
Bacic action (Add Iugredients) to chooge one of the following effects:

° Stinger Spore Stew: Friendly fightere within 2” counte as having
agsict when making Recovery tests. Lacte until the end of this
round.

[ Frenzon Fondue: Friendly fightere within 2” gain Nerves of Steel and
True Grit- Lacte until the end of the rovud.

° Tentacle Surprise: Counts ac a Beasct’e Lair (5igby does wot trigger
it). Lasts until Bighy'e next activation.

Part of the Crew: Treated as a regular fighter for the purposes of determining the

crew.

Ability: Effect
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ROVGE DOC
HANGERS-ON (0-2)

©

DOCTOR ARACHNOS (ROGUE DOC)
HANGERS-ON (0-1)

c

TYPE
HANGERS-ON (0-1)

©

M WSBS S T W 1 A Ld CI Wil Int M WSBS S T W 1 A Ld ClI Wil Int M WSBS S T W 1 A Ld ClI Wil Int
5" 5+ 5+ 2 3 7 4+ 1 9+ &+ | 2+ | 5+ 5" 4+ 4+ 3 3 7 4+ 2 | B+ P+ 2+ 6+ 5" 5+ 5+ 3 3 7 3+ 1 + + + +
Rng Acc i Weapon g ngL SA ch S Ap D Am Traits Rng Acc .
Weapon S L S L S Ap D Am Traits Lagpistol 5 12 1 - 3 - 1 2: Plentiul Cidearm Weapon S L S L S Ap D Am Traits
Laspistol 87 12% +1 - 3 - 1 2+ Plentiful, Sidearm Mot machadondeivs € 3 w1 - Tl ) Toxin Bolt pictol 6" 12“ +1 - ¢y 1 2 6+ Sidearm
Stub qun 6" 12“ +2 - 3 - 1 4+ Plentiful, Sidearm

Special Rule: Make 1 free Medical Escort per Rogue Doc in the post-battle
cequence (in addition to normal Medical Escorts). However, a result of 6 on the
table i treated as Stabiliced rather than a full Recovery (thanks ts the Doc’e
comparatively limited cupplies and the lack of proper medical technolsgy).

Medical Mechadendrites: In the Recovery phace, pass an Intelligence
check to immediately recover 1 Seriously Injured friendly fighter within
3" (cuffer a Flech (Wovnd as normal). IF failed, the Seriously Injured
fighter goes Out of Action.

Skills: Medicae
Wargear: Medicae kit

Options:
Lagpistol or Stub qun

Skills:  Medicae
Wargear: Lacpistol, medical mechadendritec, mech (5+), bio-ccanner, respirator.

Special Rule: Abe

Skills:  Abc
Wargear: Abc

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Medicae: Re-roll any Out of Action results when
assisting a Recovery test (a second Out of Action
result stands).

Medicae kit: When assisting a Recovery test, roll
an extra Injury dice then choose one to discard.

Special Rule: Make 1 free Medical Escort per Rogue Doc in the post-battle sequence (in
addition to wormal Medical Eccorts). However, a result of 6 on the table ic treated as
Stabiliced rather than a full Recovery (thanks to the Doc’e comparatively imited copplies and
the lack of proper medical technology).

Part of the Crew: Treated ac a reqular fighter for the purposes of determining the crew.

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Medicae: Re-roll any Out of Action results when
assisting a Recovery test (a second Out of Action
result stands).

Bio-scanner: +1 to spot and attackers can be
spotted regardless of vision arc (Sentry
scenarios).

Respirator: +2T against Gas.

A:B




HANGERS-ON (6/10)

CHEM DEALER (60LIATH: 25)

HANGERS-ON (0-1) (5 D

PIT TRAINER (GOLIATH)
HANGERS-ON (0-1)

()

BRUTE HANDLER (6OLIATH: 55)

HANGERS-ON (0-1) G@

M WSBS S T W | A Ld Cl Wil Int

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W | A Ld Cl Wil Int

5" 4+ 4+ 3 3 7 4+ 7 P+ P+ B+ P+

Rng Acc
Weapon S L S L S Ap D Am Traits
Stub qun 6" 12“ +2 - 3 - 1 4+ Plentiful, Sidearm

Steady Sopply: Count all Chems as Common (when buying from Trading Post & Black Market).
Can gain 1 item before each baftle: A dose of any chem (or item containing cheme), medkit or
Stimm-slug ctash. However, the item must be paid for after the battle, or (f the gang can't
or wont), the Chem Dealer ic removed. The gang cannot hire another Chem-Dealer for the
rest of the current campaign (news of the bad deal gete around).

Skills: Fixer
Wargear: A cingle does of any chem (from the Black Market).

5" 3+ 4+ 3 3 7 3+ 2 2+ 5+ &+ 7+

4" 4+ 5+ 3 ¢ 7 4+ 1 P+ b+ B+ B+

Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Chaincword € - +1 - & -1 1 - Parry, Rending Shock whip € 3* -1 - +1 - 1 - Shock
Khnife E - - - ¢ -1 1 - Backstab

Combat Ready: 0-3 fighters (not Tn Recovery) can be trained between each
battle. Each fighter gains a temporary random Primary or gecandaky ckill for the
next battle. If generating a ckill the fighter already has, choose one instead.
However, there ic a chance of injury. Roll a 2+ for each fighter or immediately
cuffer a (asting Injury rofl. If suffering an injory that includes Into Recovery, the
fighter must misc the next batfle.

Skills: Mentor

Training: IF Active and within 3" of a friendly Brute, the Brute gaine Nerves of
Steel and can re-roll Leaderchip, Cool, Willpower and Intelligence tecte. In
addition, any Brutes (not in Recavery) can be trained between each battle. Fail a
Willpower check to gain +D3XP (if pasced, the Brute proves too wilful and the
training doecn’t work).

Part of the Crew: Treated as a reqular fighter for the purposes of determining the crew.

Skills:

IVOVI ]aw

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Fixer: Earn D3x10 credits after a battle as long as this
fighter is not Captured or In Recovery. The fighter does
not need to have taken part in the battle.

Parry: Can force an attacker in close combat to re-roll
1 successful hit.

Rending: +1 Damage if the wound roll is 6+.
Backstab: +1S when outside the target’s vision arc.
Mentor: Pass a Leadership check each time another
friendly fighter gains 1 XP to gain 2 XP instead.

Shock: Auto wound if hitting on 6+.
Iron Jaw: +2T against unarmed attacks (close
combat).




HANGERS-ON (7/10)

APPRENTICE CLAN CHYMIST (ESCHER) 25 )| | SHIvVER (ESCHER) 100)| | 77€ Gava) 9299
HANGERS-ON (0-1) HANGERS-ON (0-1) HANGERS-ON (0-1) cC
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 5+ 5+ 2 3 1 3+ 7 2+ &+ &+ 6+ 5" 5+ 5+ 2 3 1 9+ 7 5+ 7+ 5+ 6+ " + + - - - + - + + + +
Rng Acc i Rng AcC
Weapon S L S L S Ap D Am Traits Peyniccience: A cingle Leader or Champion (including Specialict) can perform a post-battle action (Visit
Needle pictol 4" 9“ 42 - - <1 - 64 Sarce Sibat, Toxin, Sidearm “ZV”) “ ol 2D5 to gain one of the following reculs: Weapon S L S L S Ap D Am Traits
2: Go into Recovery. “ 2
Experimental Elixirs: Reduce the cost of Chem-Alchemy Elixire by Déx10 (minimom 10). Roll 3-4: Re-roll any failed checks using (d, Will or Int (for the next battle). Nasme € + + - - . + .
for each purchase. 5-7: Re-roll any ranged hit rolls of 1 and ignore rules for Stray Shote against friendly fightere.
Last Ritec: IF a Leader or Champion (wot Death-maiden,) i killed, pass the following test to 8-9: +Doxp (For the fighter visiting the Shiver) if the gang wins the next battle.
gain a. free Death-maiden: 10-11: Hire a free Bounty Hunter in the next battle. The Bounty Hunter automatically departe after that
battle.
. D6 <= number of advancements (of the dead fighter) ; . . .
The free Deathomaiden i a new fighter for allintents and purposes (vetains none of the 72: @ the next éaff/e, double ang XP gained (For the fighter viciting the Shiver) and dovble the amount of
credits and Reputation earned by the gang.
equipment, infuriec or advancemente of the dead fighter).
Skills: Fixer Skills: Fearsome
Wargear: A cingle does of any chem (from the Black Market). Wargear: (ight carapace (4+), Recpirator Skills: 777
Scarce: Cannot be reloaded. Once out of ammo, the Fearsome: When charged, the enemy must first pass A: B
weapon cannot be used again during the battle. a Willpower check before moving, or their action ends
Silent: Does not trigger test to raise the alarm (Sneak immediately.

Attack scenarios). Does not reveal the fighter (Pitch
Black scenarios).

Toxin: Roll equal to or higher than the Toughness to
inflict an Injury roll (instead of making a wound roll).
Fixer: Earn D3x10 credits after a battle as long as this
fighter is not Captured or In Recovery. The fighter does
not need to have taken part in the battle.




HANGERS-ON (8/10)

GREASE MONKEY (ORLOCK) < ,,d .
HANGERS-ON (0-1)

BULLET MERCHANT (orRLoCK: 25)

HANGERS-ON (0-1) (7 9

MWSBSSTWIALdCIWiIIht

PRIZE FIGHTER (ORLOCK) <qd |
HANGERS-ON (0-1) _
M WSBS S T W | A Ld ClI Wil Int

M WSBS S T W | A Ld Cl Wil Int

5" 5+ 5+ 3 3 7 4+ 71 | &+ P+ P+ 5+

Rng Acc
Weapon S L S L S Ap D Am Traits
Hownd flamer T - - - 3 - 1 5+ Blaze
Maul e - - - ¢ +1 2 -

Overcharge: Before a battle, choose a Brute or Wreckers (with Jump boocter) to become
overcharged. Each time an affected fighter activates, roll a dice.
° Brute: +D3 M & A. IF the result is 1, cuffer a wound (no save possible).
° Wreckers: +D6” Movement. IF the result is 1, no extra Movement is gained
and only a single action can be made this activation (struggle to controf the

malfunctioning pack).

Skills:  Munitioneer
Wargear: Hand famer & maul {wre»xch & blowtorch)

57 3+ 5+ ¢ 3 7 4+ 1 &+ 6+ F+ | B+

Bare Knuckle Fightere: After each battle (when collecting income), roll
2D6 and choose the highest result. Gain the result x 10 credits.
° However, if any dice rolled a 1, no money is gained.
° IF both dice rolled 1<, the Prize Fighter ic killed (removed
from the 54»1?).

5" 5+ 4+ 3 3 7 4+ 1 &+ &+ &+ 6+

Rng AcC
Weapon S L S L S Ap D Am Traits
Autopistol ¢” 12" w1 - 3 - 1 4+ Rapid Fire (1), Sidearm
Stub qun 6" 12“ +2 - 3 - 1 4+ Plentifvl, Sidearm

High Calibre Hook-Up:
° Treat all amme ac Cammrm (from ﬁadz’ng ,Dorf& 8/acé Markr#}
° Any of these ammo types can replace Limited with Searce.

Skills:  Iron jaw

Skills:  Fact Shot
Wargear: Autopistol or ctub gun and a single additional ammo for that weapon.

Blaze: Catch fire on 4+.
Munitioneer: Re-roll any friendly failed Ammo check
within 6” (including this fighter).

Iron Jaw: +2T against unarmed attacks (close
combat).

Rapid Fire (1): A successful hit scores a number of
hits equal to the number of bullet holes on the dice.
Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot
must be allocated to the original target. Additional shots
can be allocated to other targets within 3”, range and
LOS of the original targets (as long as they are not
harder to hit than the original). Allocate all hits before
rolling to wound.

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Fast Shot: Shoot (Basic) action becomes Shoot
(Simple) action instead. Unwieldy weapons can never
be used with this skill.




HANGERS-ON (9/10)

DATA-SCRIVENER

HANGERS-ON (0-1) G‘D

TECH MERCHANT (vAw SAAR: 40)

HANGERS-ON (0-1) G‘D

COGITATOR CORE SERVITOR (VAN SAAR)
HANGERS-ON (0-1)

®

M WSBS S T W | A Ld Cl Wil Int

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W | A Ld Cl Wil Int

5" 5+ 5+ 3 3 7 4+ 71 | &+ P+ P+ 5+

Rng Acc i
Weapon S L S L S Ap D Am Traits
(agpistol 8" 12" +1 - 3 - 1 2+ Plentifol
las cub-carbive 4" 12" +1 - 3 - 1 4+ Plentifol, Rapid Fire (1)

Dato-Hacked: When on the battlefield, all friendly fighters (From the
gang) can roll an additional D6 and diccard the lowest rofl for any
Intelligence check.

Skills:  Gadgeteer
Wargear: (acpistol or las svb-carbine

5" 5+ 4+ 3 3 7 4+ 1 &+ &+ &+ 6+

3" 6+ - 3 q 7 6+ 7 12+ 3+ 5+ 3+

Rng Acc
Weapon S L S L S Ap D Am Traits
Lagpistol ” ” Plentiful,
(master-crafted) gr) 127 41| - 5 ) et Macter-crafted
(a¢ sub-carbive 127 w1 5 1| ¢ Plentiful,
(master-crafted) * . . * Rapid Fire (1)

Skills:  Munitioneer
Wargear: Lacpistol (master-crafted) o las cvb-carbine (master-crafted)

Mind In The Machine:

Turn on/off Pitch Black at will in any battle where the gang i

the defender.

Hostite Environment:

The gang can deploy D3 booby trape (Frag, krak or melta) anywhere on the
battlefield outside 6” of enemy fighters (befsre deployment) in any battle.
SEc«rzZz Mearwes':

Enemies cuffer -1 Intelligence when making Access Terminal (Basic) or Bypacs
Loot Casket Lock (Bacic) actione in any battle where the gang ic the defender.

Plentiful: Ammo checks are automatically passed when
reloading (no roll required).

Rapid Fire (1): A successful hit scores a number of hits equal
to the number of bullet holes on the dice. Make an Ammo
check for any Ammo symbol rolled. If failed, the weapon runs
Out of Ammo. The first shot must be allocated to the original
target. Additional shots can be allocated to other targets within
3”, range and LOS of the original targets (as long as they are
not harder to hit than the original). Allocate all hits before
rolling to wound.

Gadgeteer: Usable if part of the starting crew (before the first
turn). Any weapon with Plentiful can replace Plentiful with one
of the following: Knockback, Pulverise, Rending, Shock or
Rapid Fire (+1) (if having Rapid Fire).

Techuno-Baubles: Reduce Rarity/Legality of any item by 2 (minimom 7+). IF
thic would cause an item to fall below 7+, it i Common inctead.

Friende In The Trade: After each battle, reduce the coct of a cingle item
(Trading Post or Black Market) by D3x10 credits (minimom 20).

Plentiful: Ammo checks are automatically passed when reloading (no
roll required).

Master-crafted: Re-roll a single failed hit (once per battle).

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3", range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Munitioneer: Re-roll any friendly failed Ammo check within 6”
(including this fighter).




HANGERS-ON (10/10)

(%)

WHISPER MERCHANT (DELAQUE: 30) 60 PSYCHOTERIC THRALL (DELAQUE) 20 SPYKER V2 (DELAQUE)
HANGERS-ON (0-1) HANGERS-ON (0-1) HANGERS-ON (0-1)
M WSBS S T W | A Ld Cl Wilint| M WSBS S T W | A Ld Cl Willnt ] M WSBS S T W | A Ld CI

Wil Int

5" 5+ 4+ 3 3 7 4+ 1 9+ 7+ &+ | S5+

Rng Acc
Weapon S L S L S Ap D Am Traits
Stub qun 6" 12“ +2 - 3 - 1 4+ Plentiful, Sidearm
Skills:  (ie Low

Wargear: Stub gun

6” 5+ 5+ 3 3 7 4+ 1 9+ B+ | 2+ | P+

Rng Acc
Weapon S L S L S Ap D Am Traits
Autogun &”  2¢% +1 - 3 - 1 4+ Rapid Fire (1)

Lasqun 18" 24" +1 - 3 17 2+ Plentiful
Shotgun (colid) §” 16" +1 - g 2 4+ Knockback
Shotqun (ccatter) 4" 8 +2 - 2 - 1 4+ Seattershot

Knife eE - - - ¢ -1 1 - Backstab
Skills:  Evade

Wargear: Knife + 1 qun (Autagun, (acqun or Shotqun)

6" 6+ 6+ 3 3 2 3+ 7 5+ 5+ 4+ 6+

Elight: Ignores all terrain, moves freely between levels without restriction
and can never foll. May not ignore impascable terrain or walls and may
not end itc movement with ifc base

overlapping an obetacle or the bace of another fighter.

Part of the Crew: Treated ac a reqular fighter for the purposes of

determining the crew.

Ueeful Liec: Can change a dice to 6 (once before and after each battle) in
the following sitvations:
° Pre-battle:

o Determine scenario.
o Determine crew gize.
° Poct-battle:
o Vieit Trading Poct & Black Market.
o Gaining Seenario rewards.

Es‘gclwten‘a Echo: While Active or Pinned (not Seriously Injured}, Friendly Faction Peykers
within 12" can channel Wyrd Powers through this fighter:

° The Psyker cuffers any Perilc of the Warp (as normal).

. Range, distance & (0S ic measured from this fighter.
Zzis‘turéing/g Familiar: When recruited, choose a Houge as origin other than Delague (Cawdor,
Eccher, Goliath, Orlock or Van Sar). Enemy fighters within 6” cuffer the following:

° -1 modifier to (d & Will.

° -2 modifier instead if the enemy belongs to the came House as the chosen origin.
Part of the Crew: Treated ac a regular fighter for the purposes of determining the crew.

Plentiful: Ammo checks are automatically passed
when reloading (no roll required).

Lie Low: Cannot be targeted by ranged attacks while
Prone, unless within the Short range. Weapons without
Short range are unaffected by this rule.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of bullet holes on the
dice. Make an Ammo check for any Ammo symbol rolled. If failed, the weapon runs Out of Ammo.
The first shot must be allocated to the original target. Additional shots can be allocated to other
targets within 3”, range and LOS of the original targets (as long as they are not harder to hit than
the original). Allocate all hits before rolling to wound.

Plentiful: Ammo checks are automatically passed when reloading.

Knockback: If the hit roll is equal to or higher than the target's Strength (for Blasts, roll a D6 for
each fighter that is hit), the target is moved 1" directly away (if a Blast is centred on the fighter, roll a
Scatter to determine the direction). If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of the base is
knocked back over an edge, pass an Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Backstab: +1S when outside the target's vision arc.

WYRD POWERS (UNSANCTIONED)

Psychic Assault: An enemy fighter within 18” is
Pinned and must pass a Willpower check or suffer 1
Damage (if reduced to 0 Wounds, roll an Injury dice as
normal).

Psychic Scream: Enemy fighters within 3” must pass
a Nerve test with a -1 modifier or become Broken.
Force Blast: Any enemy fighters within 3” are
immediately pushed D3+1” directly away. If a fighter is
pushed from a platform or into a pitfall, they must pass
an Initiative test to be placed Prone at the edge.
Otherwise they will fall. If pushed into a wall or other
impassable terrain, the fighter is immediately Pinned
and takes a hit with a Strength equal to the number of
inches rolled for the push distance.




OUTLAW HANGERS-ON (1/2)

=)

SCABBER 40
OUTLAW HANGERS-ON (0-1)

CADAVER MERCHANT
OUTLAW HANGERS-ON (0-1)

PROXY
OUTLAW HANGERS-ON (0-1)
M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W | A Ld ClI Wil Int

5" 5+ 5+ 3 3 7 4+ 7 P+ &+ P+ b6+

4" 5+ 9+ 3 3 1 5+ 7 2+ &+ &+ 6+

4" 4+ 4+ 3 3 7 4+ 1 5+ 6+ 2+ &+

Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Laspistol 87 12% +1 - 3 - 1 2+ Plentiful, Sidearm Shotgun (colid) 8" 16" +1 - % - 2 4+ Knockback Chainaxe E - 1 - +2 -1 1 7 Dicarm, Parry, Rending
Stub qun 6" 12“ +2 - 3 - 1 4+ Plentiful, Sidearm Shotgun (ccatter) 4" & +2 - 2 - 1 4+ Seattershot
Special Rule: Can sell captives and use the Trading post on a S+. Post-battle Sequence: g’/:ecfa./ Rule:

Can attempt to make an Alliance with the Merchant Guild or the Imperial Houce.
Before forming the Alliance, roll a D6. On a 6, the Alliance faile and the Proxy is
removed. This Alliance ic automatically ended if required to Test the Alliance.

Skills: cwade
Options: (acpistol or ctub gun.

° Can make & trade action for the Black Market (if not in
Recovery).

° When the gang sells illegal equipment, gain the value -D3x10
credits (min:’mum 5).

Sawvy Trader

Skills:

° Dead fighters can be cold for D3x10 credits. Doec not
apply to Hired Guns, Hangers-on, Brutes or Pete.
° Gain 1 Meat portion after each battle.

Skills:

Fearsome

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).

Evade: If Standing and Active and not in partial or
full cover, add a -1 modifier to incoming Short
range attacks and -2 modifier to Long range
attacks.

Knockback: If the hit roll is equal to or higher than the
target's Strength, the target is moved 1” directly away.
If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible
and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.
Scattershot: If hit, inflict D6 wound rolls (instead of 1).
Savvy Trader: +1 when making a Trade post-battle
action. Reduce the cost of 1 item by 20 credits.

Disarm: If the hit is a natural 6, the target cannot use
any weapons when making Reaction attacks for the
rest of the round (use unarmed attacks instead).
Parry: Can force an attacker in close combat to re-roll
1 successful hit.

Rending: +1 Damage if the wound roll is 6+.
Fearsome: When charged, the enemy must first pass
a Willpower check before moving, or their action ends
immediately.




OUTLAW HANGERS-ON (2/2)

HERETEK
OUTLAW HANGERS-ON (0-1)

o

AGITATOR
OUTLAW HANGERS-ON (0-1)

©

TYPE (6ANG)
OUTLAW HANGERS-ON (0-)

@

M WSBS S T W 1

A Ld Cl Wil int {f y wsBS S T W | A Ld Cl Wilint ] M WSBS S T W | A Ld Cl Wil Int
5 5+ ¢+ 3 3 1 g+ 7 [ 9+ 7+ ] 7+ ] S+ S” 4x 4+ 3 3 1 4x 1| 6+ 2+l el b+ 57 s+ 5+ 3 3 7 3 1 + .+ 4+ 4
Rng Acc .
Weapon S L S L S Ap D Am Traits Rng Acc Rng Acc
Graw gun o ag a1 - 4 g . 5, OBt (3'2, Coneuscion, | Weapon S L 8§ L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
2 (ow) 2 i”;_v’f”; )P ”g“? Lagpistol &” 12" +1 - 3 - 1 2+ Plentiful, Sidearm Name 12 “ + + 72 - - + -
lasma gun (low) 12" 24*  +2 - 5 -1 2 S+ apid Fire (1), Searce ” « N ,
Plasma gun (max) 12" 24“  +1 - ? -2 3 5+ Searce, (Jnstable Stub gur 2 L 3 - z L Plentiful, Sidearm
Special Rule: After cach battle, upgrade 1 weapon for the next battle, adding 1 of the following traite: . N ) N
hec h e gjm, CW:C;,Z, . g:;,PAm ; e e g ¢ following traite Special Rule: Can spread word of impending victory before a battle. gpeci of Rule:
The weapon alco gainc the following trait, depending on type: . IF won, gain +D3 Rep a0
. Ranged: Unstable ° lost, -1 ¢
. Meloe: Recklecs 1 lost, -1 Rep
Skills:  Munitioneer Options: Skills:  Inspirational Skills:  Abe
Wargear: Mech (5+) Grav-gun or plasma. gun Options: (acpistol or ctub gun Wargear: Asc

Concussion: -2| (minimum 6+) when hit until the end of the
round.

Graviton Pulse: Pass a Strength check or suffer damage
(instead of wound roll). No save roll can be made.

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Scarce: Cannot be reloaded.

Unstable: If the Ammo symbol is rolled when making an
attack, roll a 4+ or the attacker is taken Out of Action. The
attack is still resolved against the target.

Munitioneer: Re-roll any friendly failed Ammo check within 6”
(including this fighter).

Plentiful: Ammo checks are automatically
passed when reloading (no roll required).
Inspirational: If a friendly fighter within 6” fails a
Cool check, pass a Leadership check to treat the
original Cool check as passed.

Ability: Effect




OUTLAW HANGERS-ON (2/2)

FLAGELLATOR (CAWDOR)
OUTLAW HANGERS-ON (0-1)

©

HIVE PREACHER (CAWDOR)
OUTLAW HANGERS-ON (0-1)

©

TYPE (6ANG)
OUTLAW HANGERS-ON (0-)

@

MWSBS S T W | A LdCIWllnt] m wsBS S T W | A Ld Cl Wilint | M WSBS S T W | A Ld Cl Wil Int
LA L R S A S A £ - S £ ¢ e 4 3 3 1 3+ 1| Sc| 6+ S5+ g+ 57 s+ 5+ 3 3 7 3 1 + .+ 4+ 4
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Flail € +1 +1 1 Entangle Two-handed e - vl 1l 3 Kinockback, Unieldy Nawme 3 + o+ +
hammer
. s A , ) Sermon:
i‘""lzcafiw‘ ATAZMWZ p,am/. j griE‘WZV ﬁghﬁ: " Eeeave;y M}n ?A“ ? e e”"". Gain D6 Faith dice at the start of the battle. gPec:‘a/ Ru/e:
oughunecs check to be included in the crew efore any battle (ctart wit . Counts as 3 fighters when gencrating Faith dice. Abe
a Flesh Wound).
Part of the Crew: Treated as a reqular fighter for the purposes of determining the crew. .
Skills:  Abe

Skills:

Fearsome

Skills: Il«f/’/mb‘ona/

Wargear: Asc

Entangle: Hits cannot be negated by the Parry trait. If
the hit roll is a natural 6, any reaction attacks made by
the target have an additional -2 modifier.

Fearsome: When charged, the enemy must first pass
a Willpower check before moving, or their action ends
immediately.

Knockback: If the hit roll is equal to or higher than the
target's Strength, the target is moved 1” directly away.
If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible
and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.
Inspirational: If a friendly fighter within 6” fails a Cool
check, pass a Leadership check to treat the original
Cool check as passed.

Ability: Effect




HIRED FIGHTERS (1/1)

OLD THREE-EVES (GOLIATH) Jaa)| [wame o[ [wame 995
HIRED FIGHTER (LIMIT: NONE) TYPE (6ANG) " ) | TYPE (6ANG) o
M WSBS S T W | A Ld Cl Wil Int M WSBS S T W | A Ld Cl Wil Int M WSBS S T W | A Ld Cl Wil Int
4" 2+ - q q 3 S5+ 3 S+ | 4+ 6+ 10+ " + + - - - + - + + + + " + + - - - + - + + + +
R A
Weapon S L S L S Ap D Am Traits Rng  Acc _ Rng  Acc _
Flensing rife Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
o ¢ -1 1 Pending, (Recklecs) Name E 0 & o+ 7 - - 4 - Nawme 2 S S T -
(feracmucjawfj
Unpredictable: Cannot be included in Grovp Activations or benefit
from Leading By Example. All attacks have recklese. Special Rule: Special Rule:
Mother of Sumpkrocs: Any Sumperoe within 6” can use thic Abe Abe
fighter'e Cool & Willpower.
Skills: Impetuous, Nerves of Steel, Harl Skills: Abe Skills: Abe

Wargear: ¢+ cave (custom scaly hide)

Wargear: Asc

Wargear: Asc

Rending: +1 Damage if the wound roll is 6+.
Reckless: Randomize the target from all eligible
targets in B2B (friend or foe).

Impetuous: Consolidate up to 4” (instead of 2”).
Nerves of Steel: Pass a Cool check when hit by a
ranged attack to avoid Pinning.

Hurl: Spend a Basic action to throw an enemy
(Engaged B2B or Seriously Injured within 1”) D3” in
any direction. Stop moving if contacting any terrain or
other fighters (they suffer S3 hit). The target and any
fighters it contacts are Pinned.

Ability: Effect

Ability: Effect




HIVE SCUM (1/3)

HIVE SCUM (GENERIC)
HIVE SCUM (0-5)

©

MAD DOG MONO
HIVE SCUM (0-5)

(0

TESS ARC UP’, FORGE-BORN (GOLIATH)
HIVE SCUM (0-5)

()

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 4+ 4+ 3 3 7 4+ 7 &+ &+ &+ &+ 5" 3+ 4+ 3 3 7 3+ 71 &+ P+ &+ &+ 6” 4+ 4+ 3 4 7 2+ 1 &+ 5+ 2+ 7+
Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Equipment: Spend up to 60 credits worth (Pictol, Basic, Close Stub qun 6" 12“ +2 - 3 - 1 4+ Plentiful, Sidearm Rapid Fire (3),
Combaf, Waryear) /ram the /L//‘Vg ;cum qu/l}bmeht Lict. Grab hook E 2" - - < - 1 - Dicarm Storm-welder &7 16“ +1 - 5 - 1 3+ Recklecs, Shock,
3 weapon slots. Unstable
Wired: Can re-roll Initiative tests
Qut(aW: I:‘ fOuf/a;;\ if él/r'rezz Z a; thf/a:/ gang. Can take additional Skills:  Dodge, Ecoape Artict (enhanced nervous cystem making reflexes lightning fast).
equipment from the Olack [Market, up to Furnace plates (boiler plate armour): 6+ (5+ front), Skills: lamber, Sorint
Rare/Illegal 7 (inc/uc{/ny Common,). Wargear: P P P Clamber, Spri

,ees‘pfra.tar

Wargear: Furnace platec (6+, 5+ front)

Plentiful: Ammo checks are automatically passed when
reloading (no roll required).

Disarm: If the hit is a natural 6, the target cannot use any
weapons when making Reaction attacks for the rest of the
round (use unarmed attacks instead).

Versatile: Can Engage fighters within Long range (during the
activation or when making Reaction attacks). If outside B2B,
enemies must also have Versatile (within range) to make
Reaction attacks.

Dodge: A 6+ invulnerable save against ranged or close
combat attacks (in addition to any save roll). If hit by
Blast/Template, a roll of 6 does not cancel the attack, instead,
move 2" before determining if this fighter is hit.

Escape Artist: +2 Initiative when making a Retreat action.
Respirator: +2T against Gas.

Rapid Fire (X): Roll up to X Firepower dice. A successful hit scores a number of
hits equal to the number of bullet holes on the dice. Make an Ammo check for each
Ammo symbol rolled. If any fail, the weapon runs Out of Ammeo. If 2+ fail, the gun
has jammed and cannot be used for the rest of the battle. The first shot must be
allocated to the original target. Additional shots can be allocated to other targets
within 3”, range and LOS of the original targets (as long as they are not harder to
hit than the original). Allocate all hits before rolling to wound.

Reckless: Ignores Target Priority. Randomize the target from all
eligible targets (friend or foe) in LOS and range. Additional hits must be
distributed among the maximum number of eligible targets. If there are
more hits than eligible targets, choose where any spare hits are
allocated.

Shock: Auto wound if hitting on 6+.

Unstable: If the Ammo symbol is rolled when making an attack, roll a
4+ or the attacker is taken Out of Action. The attack is still resolved
against the target.

Clamber: Move is not halved when climbing vertical distances.

Sprint: When making 2 Move actions in a turn, the last one is a double
move.




HIVE SCUM (2/3)

GRUB TARGESON 105 SCABS 200 Doso-K13 (ORLOCK) 115
HIVE $CUM (0-5) HIVE §$CUM (0-5) HIVE $CUM (0-5)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 4+ 3+ 3 3 7 4+ 1 5+ &+ &+ 6+ 57 5+ 3+ 3 3 2 3+ 2 A+ P+ 6+ 7+ 57 3+ 4+ 3 ¢ 7 4+ 1 5+ 6+ 2+ &+
Rng Acc Rng  Acc ) Rng Acc
Weapon S L S L S Ap D Am Traits V\/Ieapon(/ S = L = S L S Ap D Am Tra.ﬂl/t; e Weapon S L S L S Ap D Am Traits
Shotqun (ccatter) 4" 8% +2 - 2 - 1 4+ Seattershot ;m‘ma 90”(‘”’/)} 72,, 24'“ 2 - B AN R EA/; e (/1 ' 277'03 Chock Bite € - - - g -1 7 - Rending, Shock
lasma gun (max, 72" 2‘/“ +1 - Z -2 3 5+ carce, (Jnstable Digi-autopistsl 6" 9" +1 - 2 - 1 4+ Plentifol, Rapid Fire (1)
Shotgun (execotioner) 4" 16" -1 +1 4 -2 2 6+ Knockback (imited Stab qun 6" 120 +2 - 3 - 1 4+ Plentiful, Sidearm Digi-hand flamer T - - - 2 -1 1 5+ Blaze, Searce
Knife £ - - N T R Backetab Come Along Seabel’ TF Kal also is hived, reduce the cost to 100. Seabs counte as a Bounty N Blast (37), Grenade,
Frag grenades - Sx3 - - 3 - T Y+ Blast (") Knockback Grenade Hunter (instead of Hive Seum,) and gains the associated cpecial rules. If rolling for “Well Get Digi-frag gremade 1 - - - L I B e Knockback
g Our Bit...”, roll a cingle D6 for both.
Gifted Forager: +1 to Seek Rare Equipment roll when viciting the Trading post.
Skills: Backstab, Evade, Infiltrate Skills: Clomber, Eccape Artist, Infiltrate

Wargear: Fiak (6+, 5+ against blact/template)

Wargear: Fiak (6+, 5+ against blast/template), Filter pluge

Skills: 8/9 Brother
Wargear: Hardcage: (ight carapace (4+), respirator.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Knockback: If the hit roll is equal to or higher than the target’s Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Limited: When an Ammo check is failed, it is permanently lost and
cannot be used again. The weapon can still be reloaded using any
remaining profile(s).

Backstab: +1S when outside the target’s vision arc.

Grenade: Always make Ammo check. Cannot be reloaded.

Evade: If Standing and Active and not in partial or full cover, add a -1
modifier to incoming Short range attacks and -2 modifier to Long range
attacks.

Infiltrate: Can be placed aside instead of being deployed at the start of
a battle. Immediately before the first round, set up this fighter anywhere
on the battlefield outside 6” and LOS of any enemies. If both gangs
have this skull, take turns, starting with the winner of a roll-off.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3", range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Scarce: Cannot be reloaded.

Unstable: If the Ammo symbol is rolled when making an attack, roll a
4+ or the attacker is taken Out of Action. The attack is still resolved
against the target.

Plentiful: Ammo checks are automatically passed when reloading (no
roll required).

Clamber: Move is not halved when climbing vertical distances.
Escape Artist: +2 Initiative when making a Retreat action.

Infiltrate: Can be placed aside instead of being deployed at the start of
a battle. Immediately before the first round, set up this fighter anywhere
on the battlefield outside 6” and LOS of any enemies. If both gangs
have this skull, take turns, starting with the winner of a roll-off.

Filter Plugs: +1T against Gas.

Tenacious: IF taken Qut of Action while not yet activated thic round, this fighter is not
removed from the battlefield vntil after completing itc activation.

Digi-Weapon Arcenal: When activating, choose a cingle digi-weapon (to arm). No other digi
weapon can be veed until the start of thic fighterc next activation.

Wandering Hound: An individual fighter (not a pet and not attached to another fighter).

Rending: +1 Damage if the wound roll is 6+.

Shock: Auto wound if hitting on 6+.

Plentiful: Ammo checks are automatically passed when reloading (no roll required).

Rapid Fire (1): A successful hit scores a number of hits equal to the number of bullet holes on the
dice. Make an Ammo check for any Ammo symbol rolled. If failed, the weapon runs Out of Ammo.
The first shot must be allocated to the original target. Additional shots can be allocated to other
targets within 3”, range and LOS of the original targets (as long as they are not harder to hit than
the original). Allocate all hits before rolling to wound.

Blaze: Catch fire on 4+.

Scarce: Cannot be reloaded.

Grenade: Always make Ammo check. Cannot be reloaded.

Knockback: If the hit roll is equal to or higher than the target's Strength, the target is moved 1”
directly away. If the fighter can’t be pushed fully 1” (because of walls, obstacles or other fighters),
move as far as possible and suffer +1D. If any part of the base is knocked back over an edge, pass
an Initiative check or fall.

Big Brother: While Active, friendly Juves (including Specialists) & Gangers (including Specialists)
within this fighter’s LOS and 9” can use this fighter’s Cool characteristic when making Nerve tests.

Respirator: +2T against Gas.




HIVE SCUM (3/3)

RATTUS TATTERSKIN 20 | NAME (6ANG) 999 NAME (6ANG) 299
HIVE SCUM (0-5) HIVE SCUM (0-5) ay HIVE SCUM (0-5) cC
M WSBS S T W | A LdCIWlint} yy wsBs S T W | A Ld Cl Willnt | M WSBS S T W | A Ld Cl Wil Int
5. f s e 30 30 10 ¢ 1 bl Sl " 5+ 3+ 3 3 2 3+ 2| 72+] 72+ 641 7+ " 3 4+ 3 ¢ 1 qx 1| 8+ 6+ 7+ &
Rng Acc Rn Acc
Weapon S L S L S Ap D Am Traits g . Rng Acc
Heavy Stobber 20" 40° - -1 4 -1 1 4+ Rapid Fire (2), Unwieldy Weap:)n S L S L 37 Ap E; Am Traits y Weapon S L S L S Ap D Am Traits
My Lictle Eriends: ’ S N A S A T A ! ? A ?
. When activated, pass a Willpower check or gain Tnsanity (antil the start of his next 7 7 - ? 7+ ? ? noow g ? 7 4 2
activation). ? A R ? ? I S ?
. Enemies ending an activation B2B suffer D6 1 hite. - -
Articles of Faith (1):
. Generatec 1 Faith dice in the came way as a Cawdor fighter. Special Rule: 777
° Can perform Articles of Faith (Path of the Doomed). - =
Quectionable Morals: Can be hired by any gang (Law-Abiding/Qutlaw).
Skills: Fearsome Skills: 7 Skills: ?
Wargear: Fiak (6+, 5+ against blact/template) Wargear: ? Wargear: ?

Rapid Fire (X): Roll up to X Firepower dice. A successful hit 2.0 2.0
scores a number of hits equal to the number of bullet holes on e o
the dice. Make an Ammo check for each Ammo symbol rolled.
If any fail, the weapon runs Out of Ammo. If 2+ fail, the gun
has jammed and cannot be used for the rest of the battle. The
first shot must be allocated to the original target. Additional
shots can be allocated to other targets within 3”, range and
LOS of the original targets (as long as they are not harder to
hit than the original). Allocate all hits before rolling to wound.
Unwieldy: Shoot counts as a Double action (instead of
Basic).

Fearsome: When charged, the enemy must first pass a
Willpower check before moving, or their action ends
immediately.




OUTLAW HIVE SCUM (1/3)

QUEEN LORSHA 100 | PSYREENA SKAR (UNSANCTIONED PSYKER) 105 JORTH SLITHER 115
OUTLAW HIVE §CUM (0-5) OUTLAW HIVE §CUM (0-5) OUTLAW HIVE §CUM (0-5)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 9+ 6+ 3 3 2 3+ 2 7+ 6+ 5+ ?+ 57 34 9+ 3 3 2 3+ 2 6+ S+ 7+ 6+ 57 34 5+ 3 3 2 S5+ 2 5+ 6+ 7+ 5+
Rng Acc
Weapon S L S L S Ap D Am Traits Rng Acc . Rng Acc .
Bove seoptre € 2° 1 - +1 - 1 - : Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Ko c - . . ¢ 1 1 Backetab Khnife E - - - ¢ -1 1 - Backstab Autopistol g7 12“ +1 - 3 - 1 4+ Rapid Fire (1), Sidearm
Throwing knives Sx2 Sx4 - -1 - -1 - 5+  Searce, Silent, Toxin
K A BIM RA): +1 cave moa//ﬂ‘er. MLLLM_LLDH POWE, NCTIONED): Shock baton 12 - - - ¢ - 7 - Parry, Shock
Enemies must pass a Willpower check to target this fighter with Telekinesic: Peychic Shockwave (Basic)
a Fight (Bacic) or Shoot (Bacic) action, or the action ends S L S L S Ap D Am Traits
immedintely (wasted). 727 247 +1 - ¢ -1 2 - Concuscion, Pulverice, Recklecs
Skills:  Bloodlvct, Step Aside Skills:  Backetab, True Grit

Wargear: Cutter'c Mask (Dicturbing Aura): 6+ cave

Wargear: Fiak (6+, 5+ against blact/template)

Wargear: Filter plvge, (ho Sticks

Versatile: Can Engage fighters within Long range
(during the activation or when making Reaction
attacks). If outside B2B, enemies must also have
Versatile (within range) to make Reaction attacks.
Backstab: +1S when outside the target’s vision arc.
Bloodlust: Consolidate 2” after making a Coup de
Grace.

Step Aside: If hit in close combat, pass an Initiative
check to avoid the hit. Usable once per enemy in each
round of close combat (if an enemy makes more than 1
attack, only 1 attempt can be made to step aside).

Backstab: +1S when outside the target’s vision arc.
Concussion: -2| (minimum 6+) when hit until the end
of the round.

Pulverise: After inflicting an Injury roll, a D6 can be
rolled. If the result is equal to or higher than the target’s
Toughness (or 6+), an Injury dice can be changed from
Flesh Wound to Serious Injury.

Reckless: Ignores Target Priority. Randomize the

target from all eligible targets (friend or foe) in LOS and
range.

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios).
Does not reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Shock: Auto wound if hitting on 6+.

Versatile: Can Engage fighters within Long range (during the activation
or when making Reaction attacks). If outside B2B, enemies must also
have Versatile (within range) to make Reaction attacks.

Backstab: +1S when outside the target’s vision arc.

True Grit: Roll one less Injury dice when injured. If an attack only has
Damage 1, roll 2 Injury dice and discard one before resolving the effects.
Filter Plugs: +1T against Gas.

Lho Sticks: Friendly fighters can use this fighter’'s Cool when if
Intelligence is 8+ (or worse), within 6” and have LOS to this fighter.




OUTLAW HIVE SCUM (2/3)

ESTUS JET 130 COR TWO-GUNS’ CORAN 120 JOHNNY RAZOR 125
OUTLAW HIVE §CUM (0-5) OUTLAW HIVE §CUM (0-5) OUTLAW HIVE §CUM (0-5)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 4+ 5+ 3 3 2 4+ 1 A+ F+ . B+ B+ 4" 6+ 4+ 7 3 2 4+ 1 A+ Z+ . B+ B+ 5" 2+ 6+ 3 3 2 5+ 2 &+ A+ 9+ 9+
Rng Acc Rng Acc Rng Acc

Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Autopictol g7 12" +1 - 3 - 1 4+  Rapid Fire (1), Sidearm 2x Autopictole 4" 12“ +1 - 3 - 1 4+  Rapid Fire (1), Sidearm Throwing knives Sx2 Sx4 - -1 - -1 - 5+ Searce Silent, Toxin

Throwing knives Sx2 Sx4 - -1 - -1 - 5+ Searce, Silent, Toxin 2x Manstopper 2 er p p Limited, Rapid Fire (1), | Bladed cyber arm € - - -1 1 2 - -

Stiletto knife E - - - - - - - Toxin (Ammo) * B ” Sidearm
Skills:  Counter-attack Parry SKkills:  Gun Fighter, Inspirational SKkills:  Combat Macter, Evade

Wargear: Fiak (6+, 5+ against blast/template)

Wargear: Forged Guilder Seal

Wargear: Fiak (6+, 5+ against blast/template), Phots-goggles

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Counter-attack: +1 Attack when making Reaction attacks for each of
the attacker’s attacks that failed to hit (whatever reason, parry, missed,
etc).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any
Ammo symbol rolled. If failed, the weapon runs Out of Ammo. The first
shot must be allocated to the original target. Additional shots can be
allocated to other targets within 3”, range and LOS of the original
targets (as long as they are not harder to hit than the original). Allocate
all hits before rolling to wound.

Limited: When an Ammo check is failed, it is permanently lost and
cannot be used again. The weapon can still be reloaded using any
remaining profile(s).

Gun Fighter: Ignore the -1 modifier when shooting with 2 Sidearms
(Twin Guns Blazing). Each Sidearm can target a separate enemy.
Inspirational: If a friendly fighter within 6” fails a Cool check, pass a
Leadership check to treat the original Cool check as passed.

Forged Guilder Seal: When visiting the Trading Post, -2 Rarity and
-3D6 cost (minimum 10). After purchasing items, if a double 1 or 6 is
rolled for the cost, the gang is Outlawed.

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black
scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an
Injury roll (instead of making a wound roll).

Combat Master: Ignore interference and always grant assist.
Evade: If Standing and Active and not in partial or full cover,
add a -1 modifier to incoming Short range attacks and -2
modifier to Long range attacks.

Photo-goggles: Allows for attacking through smoke clouds.
Low-light conditions are ignored. Apply a -1 modifier to the
Initiative test when hit by a Flash weapon (test for being
blinded).




OUTLAW HIVE SCUM (3/3)

VUNDER GORVOS
OUTLAW HIVE SCUM (o-5)

)

GAEN THE GUNK QUEEN’ 6ORVOS
OUTLAW HIVE SCUM (0-5)

c

ABOMINATION OF BADZONE 12 (CHAOTIC)
OUTLAW HIVE SCUM (o-5)

e

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 2+ 5+ 3 3 2 4+ 1 8+ P+ &+ 9+ 5" 5+ 4+ 3 3 2 4+ 1 F+ | 6+ B+ | P+ 4”7 3+ - 5 5 ¢ S5+ ¢ - - - -
Rng Acc
Rng Acc i Rng Acc . Weapon S L S L S Ap D Am Traits
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Flencing boife
Shotgun (colid) 8" 16" +1 - ¢ - 2 4+ Knockback Autogun 8" 2¢4“ +1 - 3 - 17 4+ Rapid Fire (1) (Ferscious jaws) - - - ¢ -1 1 - Backstab
Shotgun (ccatter) 4" 8“ +2 - 2 - 1 4+ Seattershot Throwing knives Sxz2 Sx4 - -1 - -1 - 5+ Searce, Silent, Toxin | peatad fst & bome cpur Kochback
2x stub qune 6”7 12" +2 - 3 - 1 4+ Plentifol, Sidearm Sword € -+ - ¢ -1 1 - Parry (Clows, tentacles and other € 2" - I A ) - ;aj a.w ’
Sword E - +1 - [ 7 - Parry Gunk bomb - 2 - - 2 - - 5+ Blast (37), Gunk, Grenade strange appendages) ulverice
Mindlecs Beast: Can only make Move, Charge, Fight and Coup de Grace actions. Automafically pasces Coof and
Willpower checks. Automatically failc Leaderchip and Tnteligence checks.
Note: Probably chould be immune to pinning (ike a pawn).
SKkills:  Rain of Blows, Step Aside SKkills:  Backstab, Nerves of Steel Skills:  Fearsome, True Grit, Unstoppable

Wargear: Fiak (6+, 5+ against blast/template)

Wargear: Mech (5+)

Wargear: Ever mutating hide [eqm‘va/ent cave as heavy carapace): 4+ (3+ front)

Knockback: If the hit roll is equal to or higher than the
target’s Strength, the target is moved 1” directly away. If the
fighter can’t be pushed fully 1” (because of walls, obstacles or
other fighters), move as far as possible and suffer +1D. If any
part of the base is knocked back over an edge, pass an
Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).
Plentiful: Ammo checks are automatically passed when
reloading (no roll required).

Parry: Can force an attacker in close combat to re-roll 1
successful hit.

Rain of Blows: Fight (Basic) action becomes Simple instead.
Step Aside: If hit in close combat, pass an Initiative check to
avoid the hit. Usable once per enemy in each round of close
combat (if an enemy makes more than 1 attack, only 1
attempt can be made to step aside).

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3", range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Does not
reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of
making a wound roll).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Backstab: +1S when outside the target’s vision arc.

Nerves of Steel: Pass a Cool check when hit by a ranged attack to
avoid Pinning.

Gunk (condition): -1” M (minimum 1), don’t add D3” when charging,
-1 modifier to Initiative, catch fire on 2+ (instead of 4+) when hit by
Blaze. Lasts until the End phase or catching fire after being hit by
Blaze.

Grenade: Always make Ammo check. Cannot be reloaded.

Backstab: +1S when outside the target's vision arc.

Knockback: If the hit roll is equal to or higher than the target's Strength, the target
is moved 1” directly away. If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of
the base is knocked back over an edge, pass an Initiative check or fall.

Pulverise: After inflicting an Injury roll, a D6 can be rolled. If the result is equal to
or higher than the target's Toughness (or 6+), an Injury dice can be changed from
Flesh Wound to Serious Injury.

Versatile: Can Engage fighters within Long range (during the activation or when
making Reaction attacks). If outside B2B, enemies must also have Versatile (within
range) to make Reaction attacks.

Fearsome: When charged, the enemy must first pass a Willpower check

before moving, or their action ends immediately.

True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1,
roll 2 Injury dice and discard one before resolving the effects.

Unstoppable: Before making Recovery check, roll a D6. On a 4+, either

remove one Flesh Wound, or if there is no Flesh Wound, roll

one additional dice for the Recovery check and choose one to

discard.




BOUNTY HUNTERS (1/12)

Rare/Tllegal 10 6’nc/ua(in9 Common).

Skills:  Counter-attack, Fearsome, Inspirational, Rain of Blows
Wargear: (ight carapace (4+), Stimm-clag ctach

BOUNTY HUNTER (GENERIC) 20 THE HEADSMAN, THANE'S EXECUTIONER (CAWDOR) 210 KROTOS HARK 220
BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 3+ 3+ 3 3 2 3+ 1 7+ 5+ 6+ 6+ 5" 3+ 6+ ¢ 3 3 3+ 3 P+l 2+ 6+ 9+ " 3+ 4+ 3 9 2 4+ 2 A+ 4+l 7+l 4s
3" 3 4 3 4 2 S5¢ 1 5+l 74l 5+l 54 Rng Acc
: Rng Acc
” Weapon S L S L S Ap D Am Traits i
q 3 q 3 q 1 q 2 7 6 7 5
M i ’ - - = = Two-handed axe € - -1 - 42 - 2 - Unwieldy (irrefevant) i¥eapon S L S L S Ap D Am Traits

— - Stub cannon 97 18“ - - 5 - 7 3+ Knockback
Equipment: Spend up to 150 credits worth from the Bounty M@ﬁ;ﬁim ) Knife E - - - & 1 1 - Backstab
Hunter Equipment Lict. 5 weapon clots. Leading by Example (6”)

Articles of Faith (1):

Qutlow: I¢ Outlaw if hired by an Qutlaw gang. Can take additional e Gznmm 1 Faith dice in the same way as & Cador fighter.
cauipment from fhe Black Market, up to . Can perform Articles of Faith (Path of the Fanatic).

Skills: Headbutt, Inspirational, Munitioneer
Wargear: Armoured Undersuit & Furnace Plates: 5+ (4+ front)

Skills: Custom (1) + Random (1) or Random (3) from
Agility, Brawn, Combat, Cunning, Ferocity, Shooting
Bounty Hunter (universal):

° Dead, Not Alive

° Claiming Bounties

° “We’ll Get Our Bit...”

Counter-attack: +1 Attack when making Reaction attacks for
each of the attacker’s attacks that failed to hit (whatever
reason, parry, missed, etc).

Fearsome: When charged, the enemy must first pass a
Willpower check

before moving, or their action ends immediately.
Inspirational: If a friendly fighter within 6” fails a Cool check,
pass a Leadership check to treat the original Cool check as
passed.

Rain of Blows: Fight (Basic) action becomes Simple instead.
Stimm-slug stash: Usable once per battle, at the start of the
fighter’s turn, before activating. Discard 1 Flesh Wound (if
any). Gain +2 M, S and T. At the start of the End phase, roll 2+
or apply an Injury roll for this fighter.

Knockback: If the hit roll is equal to or higher than the target’s
Strength, the target is moved 1” directly away. If the fighter can’t be
pushed fully 1” (because of walls, obstacles or other fighters), move as
far as possible and suffer +1D. If any part of the base is knocked back
over an edge, pass an Initiative check or fall.

Backstab: +1S when outside the target’s vision arc.

Headbutt: Can spend the following Basic action. Target an Engaged
enemy and roll 2D6. If either one is equal to or higher than the
Toughness, inflict a hit with the attacker’s Strength +2 and 2 Damage.
If both dice are less than the Toughness, this fighter suffers a hit
instead, using it's own Strength and Damage 1.

Inspirational: If a friendly fighter within 6” fails a Cool check, pass a
Leadership check to treat the original Cool check as passed.
Munitioneer: Re-roll any friendly failed Ammo check within 6”
(including this fighter).




BOUNTY HUNTERS (2/12)

THE DESERTER 225 YAR UMBRA 230 YOLANDA SKORN 230
BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1)
M WSBS S T W 1 A Ld CI Wil Int M WSBS S T W 1 A Ld ClI Wil Int M WSBS §S T W 1 A Ld CI Wil Int
4" 3+ 4+ 3 4 2 4+ 2 A+ 6+ 2+ B+ 4" 4+ 2+ 3 4 2 3+ 1 A+ S5+ 7+ 7+ 57 3+ 3+ 3 3 2 3+ 2 2+ 5+ 6+ 6+
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Shotgun (colid) 8" 16" +1 - ¢ - 2 4+ Knockback Long lag (infra cight) 18" 36“ +1 ¢ - 17 2+ Plentifol Stub qun 6" 12“ +2 - R 1 4+ Plentiful Sidearm
Shotgun (ccatter) 4" & +2 - 2 - 1 4+ Seattershot Knife £ - - - ¢ -1 1 - Backstab Ctiletto knife € - - - - - - - Toxin
Knife e - - - ¢ 11 - Backstab Frag grenadec - $x3 - - 3 - 7 Ys  Blast (57) Kbockback Grenade
Frag grenadec - S$x3 - - 3 - 1 4 Blact (5) keockback Grenade
Skills: Medicae, Mentor, Overseer Skills: Infiltrate, Marksman, Overwatch Skills: Counter-attack, Fearsome, Parry

Wargear: Armoured Undersuit & Flak: 5+ (4+ against blast/template)

Wargear: Flak (6+, 5+ against blact/template), Photo-goggles, Recpirator

Wargear: Flak (6+, 5+ against blact/template), Photo-goggles, Recpirator

Knockback: If the hit roll is equal to or higher than the target’s
Strength (for Blasts, roll a D6 for each fighter that is hit), the target is
moved 1” directly away (if a Blast is centred on the fighter, roll a Scatter
to determine the direction). If the fighter can’t be pushed fully 1”
(because of walls, obstacles or other fighters), move as far as possible
and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).
Backstab: +1S when outside the target’s vision arc.
Grenade: Always make Ammo check. Cannot be reloaded.
Medicae: Re-roll any Out of Action results when assisting a
Recovery test (a second Out of Action result stands).
Mentor: Pass a Leadership check each time another friendly
fighter gains 1 XP to gain 2 XP instead.

Overseer (Any): Spend a Double action to immediately have
a friendly fighter within 6" make 2 actions.

Infra-sight: Unaffected by smoke and low-light conditions. +1 hit modifier when the
target is in cover.

Plentiful: Ammo checks are automatically passed when reloading (no roll
required).

Backstab: +1S when outside the target’s vision arc.

Infiltrate: Can be placed aside instead of being deployed at the start of a battle.
Immediately before the first round, set up this fighter anywhere on the battlefield
outside 6” and LOS of any enemies. If both gangs have this skull, take turns,
starting with the winner of a roll-off.

Marksman: Ignore Target Priority. If the hit is a 6+, double the Damage.
Overwatch: If Ready and Active, a visible enemy fighter’s action can be
interrupted as soon as it is declared (before carried out). Lose the Ready condition,
then immediately make a Shoot (Basic) action against that enemy. If the target is
Pinned or Seriously Injured, their activation ends immediately - their action is not
made.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).

Respirator: +2T against Gas.

Plentiful: Ammo checks are automatically passed when reloading (no roll
required).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of
making a wound roll).

Grenade: Always make Ammo check. Cannot be reloaded.

Knockback: If the hit roll is equal to or higher than the target's Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Counter-attack: +1 Attack when making Reaction attacks for each of the
attacker’s attacks that failed to hit (whatever reason, parry, missed, etc).
Fearsome: When charged, the enemy must first pass a Willpower check before
moving, or their action ends immediately.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).

Respirator: +2T against Gas.




BOUNTY HUNTERS (3/12)

GOR HALF-HORN 235 KRIA KYTORO DEATH-MAIDEN’ (ESCHER) 24, WILCOX WILD SNAKE' CINDERJACK (ORLOCK) 90
BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1) I\ | souwry Huwrer (0-1) 7
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
4" 3+ 44 4 4 2 728 7 | 5+ 6+ 6+ 6+ 5”7 3+ 5+ 3 3 3 3+ 2 6+ 5+ 6+ 6+ Dé+1 4+ 4+ 3 3 2 4+ 2 2+ | 6+ B+ | &+
Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Rng  Acc _
- - - 3 ~ T — - Weapon S L S L S Ap D Am Traits
Shotgun (colid) &" 16" +1 - ¢ - 2z 4+ Knockback Long lac (infra cight) 18" 36 14 - 1 2+ Plentiful -
Shotgun (ccatter) 4" 8“ +2 - 2 - 1 4+ Seattershot Autopistol ¢" 12 41 - 3 -1 4 Rapid Fire (1), Sidearm Cnake-thrower T - - o oo 4 Blaze, Toxin
Plasma pistol (low) 6" 12" +2 - 5 -1 2 S5+ Searce, Sidearm Throwing knives Sx2 Sx4 - -1 - -1 - 5+ Scarce, Silent, Toxin Mons-blade € - +1 - § -2 1 - -
Plasma pictol (max) 6" 12" +1 - 2 -2 3 5+ Searce Unstable, Sidearm Stiletto knife E - - - - - - - Toxin Heavy Drinker: Ignores intoxicated and insane conditions.
Stub qun 6" 12“ +2 - 3 - 1 4+  Plentifvl Sidearm Potent Fumes: All fighters activating within 37 gain the intoxicated condition:
Chaincword E - +1 - ¢ -1 1 - Parry, Rending [} Change movement to D6” (voll for each Move/Charge action).
Knife E - - - [ 7 - Backstab o -7 hit modifier T non-Melee weapons.
SKills:  Bercerker, Bull Charge, Fearcome Skills:  Infiftrate, Precision Shot, Step Aside Skills:  Unstoppable

Wargear: Fiak (6+, 5+ against blact/template)

Wargear: Mech (5+), Chem-cynth

Wargear: Mech (5+), (ho sticke

Knockback: If the hit roll is equal to or higher than the target's Strength, the target
is moved 1” directly away. If the fighter can’t be pushed fully 1" (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of
the base is knocked back over an edge, pass an Initiative check or fall.
Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Scarce: Cannot be reloaded. Once out of ammo, the weapon cannot
be used again during the battle.

Unstable: If the Ammo symbol is rolled when making an attack, roll a
4+ or the attacker is taken Out of Action. The attack is still resolved
against the target.

Plentiful: Ammo checks are automatically passed when reloading (no
roll required).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Rending: +1 Damage if the wound roll is 6+.

Backstab: +1S when outside the target’s vision arc.

Berserker: +1A when Charging.

Bull Charge: Melee weapons gain Knockback and +1S when
Charging.

Fearsome: When charged, the enemy must first pass a Willpower
check before moving, or their action ends immediately.

Plentiful: Ammo checks are automatically passed when reloading.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3”, range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Scarce: Cannot be reloaded.

Silent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Does not
reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll.

Infiltrate: Can be placed aside instead of being deployed at the start of a battle.
Immediately before the first round, set up this fighter anywhere on the battlefield
outside 6” and LOS of any enemies. If both gangs have this skull, take turns,
starting with the winner of a roll-off.

Precision Shot: Ignores save if hitting on a 6+.

Step Aside: If hit in close combat, pass an Initiative check to avoid the hit. Usable
once per enemy in each round of close combat (if an enemy makes more than 1
attack, only 1 attempt can be made to step aside).

Chem-Synth: If Standing, pass an Intelligence check to apply -1T to targets when
attacking with Gas or Toxin weapons this activation.

Blaze: Catch fire on 4+.

Toxin: Roll equal to or higher than the Toughness to
inflict an Injury roll.

Unstoppable: Before making Recovery check, roll a
D6. On a 4+, either

remove one Flesh Wound, or if there is no Flesh
Wound, roll

one additional dice for the Recovery check and choose
one to

discard.

Lho Sticks: Friendly fighters can use this fighter’s Cool
when if Intelligence is 8+ (or worse), within 6” and have
LOS to this fighter.




BOUNTY HUNTERS (4/12)

SERVALEN (SCRUTINATOR-PRIMUS)
BOUNTY HUNTER (0-1, INCLUDES HARDCASE)

g

HARDCASE CYBER-MASTIFF )
BOUNTY HUNTER (0-1, INCLUDED WITH SERVALEN)

EYROS SLAGMYST
BOUNTY HUNTER (0-1)

g

M WSBS S T W | A Ld Cl Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld Cl Wil Int
5" 4+ 4+ 3 3 2 4+ 1 6+ P+ 5+ 4+ 57 3+ - 3 ¢ 7 4+ 2 &+ | 6+ P+ B+ 4”7 3+ 4+ 3 9 2 5+ 1 5+ #+ | 5+ 5+
Rng Acc Rng (s Rn Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits W s QL S L S Ap D Am Trait
Serutinator Stub 127 42 7| 3 s 1|4 Plentiful, Cid Shock bite E - - - (S 1 - Rending, Shock e(ap?n ; - m p m I'Pall SA ey
gun (infra-sioht) + + - + entiful, Sidearm agpisto §” 12“ +1 - 3 - 17 2+ lentiful, Sidearm
Croratiat J Tenacious: If taken Qut of Action while not yet activated thi round, thic fighter is not Knife € - - - [ 1 - Backstab
xcm(m o ;Mh < 6" 124 41 - q - 1 6+ Shock, Sidearm removed from the battlefield vntil after completing itc activation. Frog grenadec - Sx3 - _ 3 _ 7 G Blact (37) Kockback, Gremade
ene. Loyal Protector: While Standing (Active or Engaged) and within 3” of its owner, enemy
fighters may not make a Coup de Grace against the owner, even if thic fighter is Engaged.
Faithfol Profector: When activated, if the owner ic Engaged and within 6] this fighter can
Skills: Got Your Six immediately move into B2B with any fightere Engaging the owner (counts as a free action). Skills: Tron ]aw‘ Nervee of Steel, True Grit
Wargear: Armoured Undersuit & Flak (5+ cave, 4+ against Skills: Threat response, respirator Wargear: Armoured Undersuit & Furnace Plates: 5+ (4+ front),

blast/template), magnacles, respirator

Wargear: (ight carapace (4+)

Bis-booster, Medicae kit, Photo-gog9les

Psychic Null: Psykers within 6” cannot manifest any psychic powers. Can disrupt
Wyrd Powers (as if being a Psyker).

Pariah: All fighters (Friend & foe) within 6” usffere -2 modifier to Cool checks.
Investigator: Cannot be targeted by Gang Tactics (can be affected if this fighter is
not specifically targeted).

Plentiful: Ammo checks are automatically passed when reloading (no roll
required).

Shock: Auto wound if hitting on 6+.

Got Your Six: Can be used once per round if active when a visible enemy
declares a Charge (Double) action: Interrupt the Activation by performing a Shoot
(Basic) action against the enemy fighter. If Pinned or Seriously Injured as a

result, the Activation ends immediately (no actions are made).

Magnacles: Can spend a Basic action (Attack) against an enemy fighter in

B2B instead of making a normal Fight (Basic) action. The enemy must pass an
Initiative check or become locked in place: Cannot move, make ranged attacks and
suffer -2 hit modifier in melee. The target can attempt to free themselves by
spending a Double action (Break Bonds): oll 2D6, if the result is equal to or lower
than the Strength, they have freed themselves. Apply +2 Strength for each friendly
fighter in B2B.

Respirator: +2T against Gas.

Rending: +1 Damage if the wound roll is 6+.
Shock: Auto wound if hitting on 6+.

Threat Response: Can be used if Active and Ready
when an enemy ends the movement within 6” after
making a Charge (Double) action: Interrupt the
Activation by performing a Charge (Double) action
against the enemy fighter, including the Fight (Basic)
action. Afterwards, this fighter is no longer Ready.
Respirator: +2T against Gas.

Plentiful: Ammo checks are automatically passed when reloading.

Backstab: +1S when outside the target's vision arc.

Knockback: If the hit roll is equal to or higher than the target’s Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Grenade: Always make Ammo check. Cannot be reloaded.

Iron Jaw: +2T against unarmed attacks (close combat).

Nerves of Steel: Pass a Cool check when hit by a ranged attack to avoid Pinning.
True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1,
roll 2 Injury dice and discard one before resolving the effects.

Bio-booster: The first time in each battle that an Injury roll is suffered, one less
Injury dice is rolled. If only one dice was being rolled, roll

two and choose one to discard.

Medicae kit: When assisting a Recovery test, roll an extra Injury dice then choose
one to discard.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).




BOUNTY HUNTERS (5/12)

ATTILUS THE AXE PIT TYRANT (GOLIATH) 275 BELLADONNA 275 GRENDL GRENDLSEN 280
BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1)
M WSBS S T W I A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W 1 A Ld ClI Wil Int
5" 2+ 4+ 5 9 2 3+ 4 &+ 5+ 7+ 6+ 6" 2+ 5+ 3 3 2 3+ 2 2+ 2+ 6+ 6+ 3" 3+ 4+ 3 9 3 5+ 71 5+ 72+ 5+ 6+
Rng Acc Rng Acc Rng Acc

Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Stub qun 6" 12“ +2 - 3 - 1 4+  Plentiful Sidearm Plasma pistol (low) 6" 12" +2 - 5 -1 2 5+ Searce, Sidearm Boltqun 12" 24“ +1 - ¢ -1 2 6+ Rapid Fire (1)
God cleaver 12 - - - +2 -2 2 - Pulverice, (/nw/e/dy Plasma pistol (max) 6" 12" +1 - 2 -2 3 5+ Searce Unstable, Sidearml| Power hammer E - - - +1 -1 2 - Power

Power e - - - 2 -2 1 - Dicarm, Power Fr nade - k3 - - 3 - 17 ¢ Blast (37), Kiockback, Grenade

Undefeated: Can ignore the first Qut of Action recult cuffered on g’t;/{;f; :::rd E - - - i 1] -] - Pj:ry, 77;:': e '
the Injury dice (has wo concept of defeat, as he’e never been Stiletto knife € - - - - - o - Toxin
bested in close combat).

SKkills:  Bull Charge, Tron Man, Unleash the Beact SKkills:  Berserker, Combat Macter, True Grit SKkills:  Combat Macter, Tron Jaw, Nerves of Steel

Wargear: Furnace platec (6+, 5+ front)

Wargear: (ight carapace (4+)

Wargear: Armoured (ndersuit & Flak: 5+ (4+ front)

Plentiful: Ammo checks are automatically passed when
reloading (no roll required).

Pulverise: After inflicting an Injury roll, a D6 can be rolled. If
the result is equal to or higher than the target’'s Toughness (or
6+), an Injury dice can be changed from Flesh Wound to
Serious Injury.

Bull Charge: Melee weapons gain Knockback and +1S when
Charging.

Iron Man: Does not reduce Toughness when suffering Flesh
Wounds. When suffering a number of Flesh Wounds equal to
or higher than the Toughness, go Out of Action as normal.
Unleash the Beast: Can spend a Simple action (Flex) while
Engaged. All fighters (friend or foe) in B2B must pass a
Strength check or be pushed D3” directly away (stopping if
coming into contact with another fighter or impassable
terrain). Choose the order if multiple fighters are pushed.

Scarce: Cannot be reloaded. Once out of ammo, the weapon cannot
be used again during the battle.

Unstable: If the Ammo symbol is rolled when making an attack, roll a
4+ or the attacker is taken Out of Action. The attack is still resolved
against the target.

Disarm: If the hit is a natural 6, the target cannot use any weapons
when making Reaction attacks for the rest of the round (use unarmed
attacks instead).

Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Berserker: +1A when Charging.

Combat Master: Ignore interference and always grant assist.

True Grit: Roll one less Injury dice when injured. If an attack only has
Damage 1, roll 2 Injury dice and discard one before resolving the
effects.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3”, range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Power: Cannot be parried by non-Power weapons. A hit roll of 6
ignores save (except Field armour) and +1D.

Knockback: If the hit roll is equal to or higher than the target's Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Grenade: Always make Ammo check. Cannot be reloaded.

Combat Master: Ignore interference and always grant assist.

Iron Jaw: +2T against unarmed attacks (close combat).

Nerves of Steel: Pass a Cool check when hit by a ranged attack to
avoid Pinning.
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BAERTRUM ARTUROS III 290 FREIKSTORN STRIX 290 DJANGAR GUNFISTS, OVER-TYRANT (GOLIATH) 290
BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1) BOUNTY HUNTER (0-1)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 3+ 3+ 3 3 2 3+ 2 6+ 5+ 6+ 5+ 6" 5+ 4+ 3 3 2 4+ 2 &+ 2+ &+ | 10+ 4”7 3+ 3+ ¢ 5 3 4+ 3 6+ 4+ 6+ | 7+
Rng Acc Rng Acc Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Artican needle Harpoow launcher 6" 18“ +2 - 5 -3 1 5+ Drag Impale, Scarce 2x Custom " g 5 ; Knockback, Plentifvl,
pistol . . s Autopistol 47 12" +1 - 3 - 1 4+ Rapid Fire (1), Sidearm | Ctub Cannon T - Cidearm?
with avto lvader 4 ?“ 42 - - -1 - 4+ Gilent Toxin, Sidearm Konife e A ) ¢ 1 ) Bucketab ub Lannhons e
(infra sight) Storm of Eire: Cuctom ctvb cannons gain Rapid Fire (1) if no
Stiletto knife 13 - - - - - - - Toxin . . ,
moves are made during the activation.
Skills:  Catfall, Clamber, Mighty Leap, Sprint

Skills: Dicarm, Eccape Artist, Nerves of Steel
Wargear: (ight carapace (4+)

Armoured Undersuit & Flak: 5+ (4+ front),

Wargear' SHO.CK wing (combines drop rig, graprel launcher & grav-chute)

Skills:  Gunfighter
Wargear: Furnace platec (6+, 5+ front)

Silent: Does not trigger test to raise the alarm (Sneak
Attack scenarios). Does not reveal the fighter (Pitch
Black scenarios).

Toxin: Roll equal to or higher than the Toughness to
inflict an Injury roll (instead of making a wound roll).
Disarm: If the hit is a natural 6, the target cannot use
any weapons when making Reaction attacks for the
rest of the round (use unarmed attacks instead).
Escape Artist: +2 Initiative when making a Retreat
action.

Nerves of Steel: Pass a Cool check when hit by a
ranged attack to avoid Pinning.

Drag: If hit (and not taking the target Out of Action, the target can be dragged closer to the attacker.
Roll a D8, if the result is equal to or higher than the target’s Strength, the target is dragged D3”
straight towards the attacker, stopping if they hit any terrain. If they move into another fighter (other
than the attacker), both fighters are moved the remaining distance towards the attacker. If the
weapon also has the Impale trait, only the last fighter to be hit can be dragged.

Impale: If wounded, the projectile might hit another fighter! Trace a straight line from the target,
directly away from the attacker. If any fighters are within 1” of this line (and within the weapon’s
Long Range), the one that is closest to the target is hit on a 3+ with -1 Strength per subsequent hit.
The projectile can continue through multiple fighters until the Strength is reduced to 0.

Scarce: Cannot be reloaded.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of bullet holes on the
dice. Make an Ammo check for any Ammo symbol rolled. If failed, the weapon runs Out of Ammo.
The first shot must be allocated to the original target. Additional shots can be allocated to other
targets within 3”, range and LOS of the original targets (as long as they are not harder to hit than
the original). Allocate all hits before rolling to wound.

Backstab: +1S when outside the target’s vision arc.

Catfall: Halve the distance (rounding up) when falling or jumping. If not Seriously Injured or Out of
Action, pass an Initiative test to remain standing (instead of Pinned).

Clamber: Move is not halved when climbing vertical distances.

Mighty Leap: Can ignore the first 2” when leaping. Can leap over gaps up to 2” without testing.
Sprint: When making 2 Move actions in a turn, the last one is a double move.

Drop Rig: Spend a Basic action within 1” of an edge to make a move utp to 3” horizontally and 12"
vertically (down).

Grapnel Launcher: Spend a Double action to move up to 12” in a straight line (any direction). Can
go to a different level, as long as move doesn’t go through terrain.

Grav-Chute: No damage when jumping or falling. Move down without any rolls.

Knockback: If the hit roll is equal to or higher than the
target’s Strength, the target is moved 1” directly away. If the
fighter can’t be pushed fully 1” (because of walls, obstacles or
other fighters), move as far as possible and suffer +1D. If any
part of the base is knocked back over an edge, pass an
Initiative check or fall.

Rapid Fire (1): A successful hit scores a number of hits equal
to the number of bullet holes on the dice. Make an Ammo
check for any Ammo symbol rolled. If failed, the weapon runs
Out of Ammo. The first shot must be allocated to the original
target. Additional shots can be allocated to other targets within
3”, range and LOS of the original targets (as long as they are
not harder to hit than the original). Allocate all hits before
rolling to wound.

Gunfighter: Shoot 2 Sidearms (Twin Guns Blazing) without
the -1 modifier. Each Sidearm can target separate targets.
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APOLLUS KAGE 305
BOUNTY HUNTER (0-1)

ORTRUUM 3-8 (SANCTIONED PSYKER) 250
BOUNTY HUNTER (0-1, Team Work!)

THAETOS 23-2 WYRDLOCK (SANCTIONED PSYKER) 285
BOUNTY HUNTER (0-1, Team Work!)

M WSBS S T W I A Ld Cl Wil Int

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W I A Ld Cl Wil Int

5" 4+ 3+ 3 4 3 2+ 2 P+ P+ 6+ 7+

Rng Acc
Weapon S L S L S Ap D Am Traits
Enforcer boltgun 12”7 24" +1 - ¢ -1 2 4+ Rapid Fire (1)
Shotgun (colid) 8" 16" +1 - ¥ - 2 4+ Knockback
Shotqun (ccatter) 4" 8§ +2 - 2 - 7 4+ Seattershot
Shotgun (executioner) 4" 16" -1 +1 4 -2 2 6+  Knockback (imited
Knife 13 - - - ¢ -1 1 - Backstab
Frag grenades - Sx3 - - 3 -1 4+ Blact () Keockback Grenade
Skills:  Hip Shooting, True Grit

Wargear: Mech (5+), photo-goggles, respirator

4”7 5+ 5+ 3 3 2 4+ 1 6+ ?+ | 5+ 5+
Wyrd Powers
Telekinecis: Force Blact (Basic)
Telepathy: Mind Lock (Basic), Premonition (Simple) Continvous Effect
[Elight: Tgnorec all terrain, moves freely between levels without restriction and can never fall. May not ignore

impascable terrain or walle and may not end itc movement with its bage

overlapping an obstacle or the base of another fighter.

Soul Hound: Before the baftle begins, nominate 1 enemy fighter. This is the one Ortrvum 3-8 has been sent
to track down. The fighter muct be deployed on the table at the start of the battle, and must therefore be
included in your opponent’s crew, however that is celected. For the duration of the battle, all ranged attacks
made against the wominated fighter gain a +1 hit modifier. Additionally, the wominated fighter may not use
the Infiltrate or Lie Low skille for the duration of thic battle.

Jeam (York: Doec not take up the Bovnty Hunter clot (another Bounty Honter can be hired).

Skills:

Fearsome

5" 5+ 5+ 3 3 2 3+ 1 A+ Z+ . 6+ 7+

Wyrd Powers

Pyromancy: Seouring (Basic)

Telekinecis: Levitation (Basic), Continvous Effect
Telepathy: Maddening fisions (Basic)

Jeam ork: Doec not take vp the Bounty Hunter slot (another Bounty Honter can be hired).

Skills:
Wargear: Recpirator

Fearsome

Rapid Fire (1): A successful hit scores a number of hits equal to the number of bullet holes on the
dice. Make an Ammo check for any Ammo symbol rolled. If failed, the weapon runs Out of Ammo.
The first shot must be allocated to the original target. Additional shots can be allocated to other
targets within 3”, range and LOS of the original targets (as long as they are not harder to hit than
the original). Allocate all hits before rolling to wound.

Knockback: If the hit roll is equal to or higher than the target's Strength (for Blasts, roll a D6 for
each fighter that is hit), the target is moved 1” directly away (if a Blast is centred on the fighter, roll a
Scatter to determine the direction). If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of the base is
knocked back over an edge, pass an Initiative check or fall.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Limited: This ammo cannot be reloaded.

Backstab: +1S when outside the target's vision arc.

Grenade: Always make Ammo check. Cannot be reloaded.

Hip Shooting: Can spend a Double action to make 2 moves followed by a ranged attack with a -1
modifier to hit.

True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1, roll 2 Injury dice
and discard one before resolving the effects.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions are ignored. Apply
a -1 modifier to the Initiative test when hit by a Flash weapon (test for being blinded).

Respirator: +2T against Gas.

Force Blast (Basic): Any enemies within 3” are
immediately pushed D3+1” directly away. If pushed
from a platform or into a pitfall, pass an Initiative test to
be placed Prone at the edge, otherwise they will fall. If
pushed into a wall or other impassable terrain, become
Pinned and take a hit with Strength equal to the
number of inches rolled for the push distance.

Mind Lock (Basic): An enemy that has not activated
this round within 18” cannot activate or take part in
Group Activation.

Premonition (Simple), Continuous Effect: 4+
invulnerable save.

Fearsome: When charged, the enemy must first pass
a Willpower check

before moving, or their action ends immediately.

Scouring: Make a ranged attack with S2, AP-2, D1,
Template, Blaze.

Levitation (Continuous Effect): +3"M, cannot be
Pinned, ignores all terrain, move freely between levels
without restrictions, never fall, ignore impassable
terrain or walls, cannot end movement with the base
overlapping an obstacle or another fighter’s base.
Maddening Visions: Until the ENd phase of this
round, any enemy ending the turn within 3” must pass
a Willpower check or gain Insanity.

Fearsome: When charged, the enemy must first pass
a Willpower check

before moving, or their action ends immediately.
Respirator: +2T against Gas.
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MORTANNA SHROUD (SANCTIONED PSYKER)
BOUNTY HUNTER (0-1)

e

ARBELESTA RAEN CATALLUS
BOUNTY HUNTER (0-1, Unique Partnerchip!)

=

ARAMISTA DAE CATALLUS 250
BOUNTY HUNTER (0-1, Unique Partrerchip?)

M WSBS S T W I A Ld Cl Wil Int

5" 4+ 5+ 3 3 7 3+ 2 2+ ?+ . 6+ 6+

M WSBS S T W I A Ld ClI Wil Int

M WSBS S T W I A Ld Cl Wil Int

57 6+ 2+ 3 3 2 3+ 7 2+ | 2+ | 6+ | 6+

Rng Acc
Weapon S L S L S Ap D Am Traits
Laspistol &” 12“ +1 - 3 - 7 2+ Plentiful, Sidearm
Wyrd Powers

Biomancy: Hammerhand (Basic), Continvous Effect

Pyromancy: Seouring (Basic)

Telekinesis: Acsail (Basic)

Es'gclu‘c Chaing: If taken Qut of Action, immediately before being removed, all enemies within
D6” cuffer a $1 Seiomic hit.

Seiomic: Always pinned (even if an ability would wormally allow ts avoid Pinning). Wounding on
6+ ignores saves.

Skills:  Eccape Artict
Wargear: Fiak (6+, 5+ against blast/template), Refractor field

5" 2+ 6+ 3 3 3 3+ 3 2+ P+ 6+ 6+

Rng Acc R A
Weapon S L S L S Ap D Am Traits ng CC i
Needle long ifle Weapon S L S L S Ap D Am Traits
(infrasight) 29" 48 - +1 - -2 - 6+ Searce Silent Toxin | Ctiletto sword € - - - - -1 - - Parry, Toxin
Needle pistol 4" 9% 42 - - -4 - G4 Coaree Slont Toxn Glearm || SCUETOKife € - Toxin

Slotted: If Aramicta is hit and wounded by an enemy Fight (Basic) action, make
a cingle Shoot (Bacic) action against that fighter if not Prone and target is in
(0S.

nique Partrerchip (Aramista): Can be hired alongside the other Bounty Hunter.

Skills:  Infittrate, Precicion Shot, Trick Shot
Wargear: Mech (5+), Chem-cynth, Photo-goggles, Recpirator

Bodyguard (Arbelecta): If the other fighter is within 2” and hit by a ranged
attack, the hit and all ite effecte can be transferred to thic fighter.

Unique Partnerchip (Aramista): Can be hired alongside the other Bounty Hunter.

SKkills:  Counter-Attack, Impetuous, Rain of Blows
Wargear: Megch (5+), Chem-synth, Dicplacer field, Photo-goggles, Respirator

Hammerhand, Continuous Effect: Armed with Melee
weapon S+2, AP-1, D2, Pulverise.

Scouring: Make a ranged attack with S2, AP-2, D1,
Template, Blaze.

Assail: Make a ranged attack (can target a fighter or
obstacle) with range 12”. If hit, move the target D3” in
any direction. Target becomes Pinned. If coming into
contact with a Standing fighter or any terrain, stop
moving and suffer a S3 hit. Other fighters contacted
also suffer a S3 hit and becomes Pinned.

Escape Artist: +2 Initiative when making a Retreat
action.

Refractor field: 5+ invulnerable save. When saved,
roll a 2+ or the field is permanently lost (burned out).

Scarce: Cannot be reloaded. Once out of ammo, the weapon cannot
be used again during the battle.

Silent: Does not trigger test to raise the alarm (Sneak Attack
scenarios). Does not reveal the fighter (Pitch Black scenarios).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Infiltrate: Can be placed aside instead of being deployed at the start of
a battle. Immediately before the first round, set up this fighter anywhere
on the battlefield outside 6” and LOS of any enemies. If both gangs
have this skull, take turns, starting with the winner of a roll-off.
Precision Shot: Ignores save if hitting on a 6+.

Trick Shot: +1 modifier when shooting at target in cover or Engaged.
Chem-Synth: If Standing, pass an Intelligence check to apply -1T to
targets when attacking with Gas or Toxin weapons this activation.
Photo-goggles: Allows for attacking through smoke clouds. Low-light
conditions are ignored. Apply a -1 modifier to the Initiative test when hit
by a Flash weapon (test for being blinded).

Respirator: +2T against Gas.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Counter-attack: +1 Attack when making Reaction attacks for each of
the attacker’s attacks that failed to hit (whatever reason, parry, missed,
etc).

Impetuous: Consolidate up to 4” (instead of 2”).

Rain of Blows: Fight (Basic) action becomes Simple instead.
Chem-Synth: If Standing, pass an Intelligence check to apply -1T to
targets when attacking with Gas or Toxin weapons this activation.
Displacer field: 4+ invulnerable save (against attacks with Strength
value). When saved, move a number of inches equal to the Strength of
the attack in a random direction (Scatter dice). The attack is ignored
even if under blast/template.

Photo-goggles: Allows for attacking through smoke clouds. Low-light
conditions are ignored. Apply a -1 modifier to the Initiative test when hit
by a Flash weapon (test for being blinded).

Respirator: +2T against Gas.
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VORGEN GUNNER MORTZ 305 REX SPIRES 375 BETTI BANSHEE (ESCHER) 170
BOUNTY HUNTER (0-1, Unique Partnerchip!) BOUNTY HUNTER (0-1, Unique Partnerchip!) BOUNTY HUNTER (0-1)
M" WSBS S T W | A Ld Cl Wil Int lgl V\:S BSS S; 13- V;I : P; Lyd C:I V)\!II Il;t M WSBS S T W I A Ld ClI Wil Int
(Z,y 20 34 (z R (;” ) 2o | 2 B | B " Rng Acc * Sl R 27 3+ 4+ 4 3 2 2+ 3| g+ 7+ 64| 7+
Rng  Acc * Weapon S L L S Ap D Am Traits RN Acc
Weapon S L S L S Ap D Am Traits Blasting charge - k2 - - 5 -1 2 5+ Blast(s"), Knockback Grenade g .
TR —— , Demo charge - $x2 - - 6 <3 3 * Blact (57, Single Chot, Grenade | WWEAPON S L S L S Ap D Am Traits
Heavy ctvbber 20" 40 - -1 9 -1 1 4+  Rapid Fire (2), Unwieldy Kot ¢ - i i ¢ ; i Bucketab Castom power
- tracer ammo 20" 40" 2 4 -2 2 s R Ek(/i izj/ d;/‘"‘”é/e' Fragtrr | - | < | - | -3 -]+ Blust (57), otk G | bl (c2) El - [ 2 7] Pover, Parry
Knife E - - ¢ 1 1 - Backstab Melta trap _ _ - N & -4 3 - Blast (57), Melta, Single Shot Banschee Wail: Other fighters activating within 6” must pass a Willpower check or

Unique Partnerchip (Rex Spirec): Can be hired alongside the other Bounty

Hanter.

Second Profile: The profile in parentheses ic withovt servo-harnecs (partial).
Skills:  Marksman, Regrovp
Wargear: Fiak (6+, 5+ against blast/template), cervo-harnecs (partial)

Demoliions: Place 0-3 booby trape (Frag & melta) in the pre-battle sequence.
nique Partnerchip (Yorgen Mortz): Can be hired alongside the other Bounty Hunter.
Skills:  Evade, Lie Low
Wargear: Fiak (6+, 5+ against blact/template)

can only Take a single action during the activation. When thic fighter makes a
Charge (Double) action, other fighters cannot make Reaction attacks againct
thic fighter (during the activation).

Skills: Parry
Wargear: Mech (5+)

Rapid Fire (X): Roll up to X Firepower dice. A successful hit scores a
number of hits equal to the number of bullet holes on the dice. Make an
Ammo check for each Ammo symbol rolled. If any fail, the weapon runs
Out of Ammo. If 2+ fail, the gun has jammed and cannot be used for
the rest of the battle. The first shot must be allocated to the original
target. Additional shots can be allocated to other targets within 3”,
range and LOS of the original targets (as long as they are not harder to
hit than the original). Allocate all hits before rolling to wound.

Unstable: If the Ammo symbol is rolled when making an attack, roll a
4+ or the attacker is taken Out of Action. The attack is still resolved
against the target.

Backstab: +1S when outside the target’s vision arc.

Marksman: Ignore Target Priority. If the hit is a 6+, double the Damage
(only applies to the first hit if Rapid Fire).

Regroup: If Active at the end of the activation, pass a Leadership test
to recover all friendly fighters within 6” from Broken.

Booby trap: If any fighter comes within 2” (for any reason), roll a D6. 1 - Dud
(removed from play). 2-3: Not triggered (left in place). 4+: Triggered and explodes.
If triggered, the movement of the moving fighter interrupted whilst it is resolved. If
the fighter is Pinned or Injured, the movement ends. Can be targeted by ranged
attacks, -1 hit modifier to short range and -2 hit modifier to long range. If hit, roll a
D6. 1-2: No effect. 3-4: Triggered and explodes. 5+: Disarmed and removed.
Knockback: If the hit roll is equal to or higher than the target's Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Grenade: Always make Ammo check. Cannot be reloaded.

Single Shot: Usable once per battle (automatically fails Ammo check.)

Backstab: +1S when outside the target’s vision arc.

Melta: Automatically go Out of Action if reduced to 0 wounds in short range.
Evade: If Standing and Active and not in partial or full cover, add a -1 modifier to
incoming Short range attacks and -2 modifier to Long range attacks.

Lie Low: Cannot be targeted by ranged attacks while Prone, unless within the
Short range. Weapons without Short range are unaffected by this rule.

Parry: Can force an attacker in close combat to re-roll
1 successful hit.

Power: Cannot be parried by non-Power weapons. A
hit roll of 6 ignores save (except Field armour) and
+1D.
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KAL JERICHO
BOUNTY HUNTER (0-1, “Come Along Seabel”)

g

SLATE MERDENA ROAD B0SS’ (ORLOCK)
BOUNTY HUNTER (0-1, INCLCUDES MACULA)

g

MACULA CYBER-MASTIFF (ORLOCK) (240)
BOUNTY HUNTER (0-1, INCLUDED WITH SLATE MERDENA)

M WSBS S T W | A Ld Cl Wil Int M WSBS S T W | A Ld Cl Wil Int M WSBS S T W | A Ld Cl Wil Int
5" 3+ 2+ 3 3 3 2+ 3 2+ 5+ 6+ 6+ 57 2+ 3+ 3 4 3 3+ 3 4+ 5+ 4+ 5+ 57 3+ - 3 3 2 4+ 2+ 6+ B+ 9+
Rng Acc

Weapon S L S L S Ap D Am Traits Rng  Acc ) Rng Acc .

D Mastor orafeed - ’ Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits

hotshot laspistols 87 127 +1 - 4 1 1 Plentful, Sidearm, ™ Customposma 0 e 5 4 2 sr Cowres Cideurm Savagebite € - - - § -2 1 - Dicarm

(custom) Macster-crafted? pistol (min) s !
Duelling sabre € - +1 - & -2 1 - Parry c:it;'; ;/‘Z;A 12" 24 +1 - 72 -2 3 5+ gmr?dyhfﬂ‘éle' Watchdog: If the owner ic a centry, attackers can be cpotted outcide
usiol (im rdearm

A Charmed (ife: 3+ invulnerable save. In addition, if hit by Power hammer € - - - w1 1 2 - Power the vicion are. +1 modifier to spotting (1 alwaye faile).
é/act/temp/ate, roll 4+ to avoid the aftack completely. Frag grenadec - S$x3 - -~ 3 = 1 4 Bust () Koockback Grensde Loval Protector: While standing (Active or Engaged) within 3" of it
“Come Along Seabel See Scabs (Hive Scom). owner, enemies cannot make Coup de Grace against the owner, even if

Skills: Counter-attack, Gunfighter, Inspirational, Spring Up, Step Aside Skills: Fearsome, Tron Will Nerves of Steel this fighter is Engaged.

Wargear: Fiak (irrelevant), filter pluge, ctrip kit

Wargear: Mech (5+), Photo-goggles

Skills: Combat Macter

Plentiful: Ammo checks are automatically passed when reloading.
Master-crafted: Re-roll a single failed hit (once per battle).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Counter-attack: +1 Attack when making Reaction attacks for each of
the attacker’s attacks that failed to hit (whatever reason, parry, missed,
etc).

Gunfighter: Shoot 2 Sidearms (Twin Guns Blazing) without the -1
modifier. Each Sidearm can target separate targets.

Inspirational: If a friendly fighter within 6” fails a Cool check, pass a
Leadership check to treat the original Cool check as passed.

Spring Up: If Pinned when activated, pass an Initiative check to make
a free Stand Up (Basic) action.

Step Aside: If hit in close combat, pass an Initiative check to avoid the
hit. Usable once per enemy in each round of close combat (if an
enemy makes more than 1 attack, only 1 attempt can be made to step
aside).

Filter Plugs: +1T against Gas.

Strip Kit: +2 modifier (Intelligence) when operating door terminals or
bypassing locked loot caskets.

Scarce: Cannot be reloaded.

Unstable: If the Ammo symbol is rolled when making an attack, roll a 4+ or the
attacker is taken Out of Action. The attack is still resolved against the target.
Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores save
(except Field armour) and +1D.

Knockback: If the hit roll is equal to or higher than the target’s Strength (for Blasts,
roll a D6 for each fighter that is hit), the target is moved 1” directly away (if a Blast
is centred on the fighter, roll a Scatter to determine the direction). If the fighter can’t
be pushed fully 1” (because of walls, obstacles or other fighters), move as far as
possible and suffer +1D. If any part of the base is knocked back over an edge,
pass an Initiative check or fall.

Grenade: Always make Ammo check. Cannot be reloaded.

Fearsome: When charged, the enemy must first pass a Willpower check

before moving, or their action ends immediately.

Iron Will: -1 modifier to any Bottle rolls (while on the battlefield and not Seriously
Injured).

Nerves of Steel: Pass a Cool check when hit by a ranged attack to avoid Pinning.
Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).

Disarm: If the hit is a natural 6, the target cannot use
any weapons when making Reaction attacks for the
rest of the round (use unarmed attacks instead).
Combat Master: Ignore interference and always grant
assist.




BOUNTY HUNTERS (11/12)

(ISBETH THE IRON ANGEL (VAN SAAR)
BOUNTY HUNTER

&

VON BUREN, ROGUE ARCHEOTEK (VAN SAAR)
BOUNTY HUNTER (0-1)

G

NAME (6ANG)
BOUNTY HUNTER (0-1)

C
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Rng Acc . Rng Acc
Weapon S L S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits Rng Acc
Tuin-linked heaylas o 2ow o, Plenfiful Rapid Fire (3), Rad gun - T - - 2z -z 1 4+ Rad-phage (Pentifsl) | Weapon S L S L S Ap D Am Traits
carbine (custom) Twin-linked Pad blade € _ _ ~ 5 -1 7 - Backetab, ,@M(—plmge Noume £ _ _ _ _ _ _ _ -
Rad gun 7 - - - 2 -2 1 4+ Rad-phage
%G . € 2 1 ¢ ) 1 B B Heart of Iron: Uhen hit by a Rad-phage weapo, roll a 3+ to diccard 1 existing flech wovnd
X Serve & - - (the additional flesh wound from rad-phage ic ignored). All ranged weaponc with rad-phage
b S ey o P gins Plnt
. +2" move when moving vertically. Master of Cybertebnika: Choose any 3 items of Cybertebnika worth up to 200 credits (Free, Aﬂ Abe
. Ignore difficult terrain. included in cost).
. Re-roll failed Tnitiative checks for falling (if Pinned within 15" of a ledge).
. Halve the dictance (rounding up) when determining damage from falling. skl"S' Co /A & Cﬂ lew /At/.”?‘ Fact 5/\”5‘ Gﬂ dge teer
Skills: Bull Charge, Nerves of Steel, Fact Shot (came ac: Superior Weapons Array) W _Light carapace & armovred undersuit (3+, ignove Rad-phage), Skills:  Abe
Wargear: Arachni-rig cervo-cuit, Light carapace (4+) algears biv-booster, filter pluge, medicae kit, photo-googles, respirator Wargear: Abe

Plentiful: Ammo checks are automatically passed when
reloading.

Rapid Fire (X): Roll up to X Firepower dice. A successful hit scores a
number of hits equal to the number of bullet holes on the dice. Make an
Ammo check for each Ammo symbol rolled. If any fail, the weapon runs
Out of Ammo. If 2+ fail, the gun has jammed and cannot be used for
the rest of the battle. The first shot must be allocated to the original
target. Additional shots can be allocated to other targets within 37,
range and LOS of the original targets (as long as they are not harder to
hit than the original). Allocate all hits before rolling to wound.

Rad-phage: After being hit, roll 4+ to inflict an additional Flesh
Wound.

Bull Charge: Melee weapons gain Knockback and +1S when
Charging.

Nerves of Steel: Pass a Cool check when hit by a ranged
attack to avoid Pinning.

Fast Shot: Shoot (Basic) becomes Simple instead.

Rad-phage: After being hit, roll 4+ to inflict an additional Flesh Wound.

Plentiful: Ammo checks are automatically passed when reloading.

Backstab: +1S when outside the target’s vision arc.

Cold & Calculating: Can use Intelligence stat for a Cool or Willpower once per
round.

Fast Shot: Shoot (Basic) becomes Simple instead.

Gadgeteer: Usable if part of the starting crew (before the first turn). Any weapon
with Plentiful can replace Plentiful with one of the following: Knockback, Pulverise,
Rending, Shock or Rapid Fire (+1) (if having Rapid Fire).

Bio-booster: The first time in each battle that an Injury roll is suffered, one less
Injury dice is rolled. If only one dice was being rolled, roll

two and choose one to discard.

Filter Plugs: +1T against Gas.

Medicae kit: When assisting a Recovery test, roll an extra Injury dice then choose
one to discard.

Respirator: +2T against Gas.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).

Ability: Abc
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CALTHYXIS, GHOST OF PRIMUS (DELAQUE)
BOUNTY HUNTER

=

YAGELOTH, MASTER OF WHISPERS (DELAQUE)
BOUNTY HUNTER (0-1)

@

NAME (6ANG)
BOUNTY HUNTER (0-1)

C
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Rng Acc
Weapon S L 8 L S Ap D Am Traits
» » Rapid Firve (2), Toxin,
Autonceder 6 72 +2 B B -1 : + Phﬂt Q‘c/ik)rm/
Whisperblade € - +1 - - -1 - - Toxin

Face of a Killer:
Choose 2 skills from Agility, Brawn, Combat, Cunning, Ferocity, Shooting,
Obfuscation (befsre each battle).

Skills: Facelese, Infiltrate, Overwatch
Wargear: Mech & armovred undersuit (4+), respivator

M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
5" 3+ 4+ 3 3 2 4+ 2 A+ 4+ 4+ 5+ ” + + ? ? ? + ? + + + +
Rng Acc
Weapon S L S L S Ap D Am Traits Rng Acc
Peychoteric blade € - +1 - - (-2) - - Parry, Phase, Toxin | Weapon S L S L S Ap D Am Traits
Creatore of Chadows: Nawme Ef - -1 -1-1-1-1- -
. Tmmane to attacks without Strength (Toxin efe.).
IF suffering a Sevious Injory:
. Ignore the Serious Injury.
. Removed from the battlefield.
. Return in the End phase, anywhere within 5" of a friendly fighter and at least 1" from any Abe: Abe
enemy.
Skills:  Lwfttrate
Skills: Abe
Wargear: Mech (5+), respirator .
9 Wargear: Abc

Rapid Fire (X): Roll up to X Firepower dice. A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for each Ammo symbol rolled. If any fail,
the weapon runs Out of Ammo. If 2+ fail, the gun has jammed and cannot be used for the rest of the
battle. The first shot must be allocated to the original target. Additional shots can be allocated to
other targets within 3”, range and LOS of the original targets (as long as they are not harder to hit
than the original). Allocate all hits before rolling to wound.

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of making a wound
roll).

Faceless: From the start of each round until after this fighter's activation, enemies
must pass a Willpower check to target this fighter with a ranged attack (or placing a
Blast touching this fighter's base). If failed, another target may be chosen.
Infiltrate: Can be placed aside instead of being deployed at the start of a battle.
Immediately before the first round, set up this fighter anywhere on the battlefield
outside 6” and LOS of any enemies. If both gangs have this skull, take turns,
starting with the winner of a roll-off.

Overwatch: If Ready and Active, a visible enemy fighter’s action can be
interrupted as soon as it is declared (before carried out). Lose the Ready condition,
then immediately make a Shoot (Basic) action against that enemy. If the target is
Pinned or Seriously Injured, their activation ends immediately - their action is not
made.

Respirator: +2T against Gas.

. No credits bonus for captured or dead enemies after the battle (unlike normal
Bounty Hontere).
° Automatically leave after the battle (does wot join cvbsequent battles for free).

Wyrd Powers (Unsanctioned): Choose 5 Peychoteric Wyrd Powere (From any dicciplines).

Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Phase: Ignore saves from armour and field armour (saves from special
rules can still be used).

Toxin: Roll equal to or higher than the Toughness to inflict an Injury roll
(instead of making a wound roll).

Infiltrate: Can be placed aside instead of being deployed at the start of
a battle. Immediately before the first round, set up this fighter anywhere
on the battlefield outside 6” and LOS of any enemies. If both gangs
have this skull, take turns, starting with the winner of a roll-off.
Respirator: +2T against Gas.

Ability: Abc




OUTLAW BOUNTY HUNTERS (1/2)

ALICE SHIVVER (UNSANCTIONED PSYKER)
OUTLAW BOUNTY HUNTER (0-1)

c

EIGHTFOLD HARVEST (ORD (CHAOTIC)
OUTLAW BOUNTY HUNTER (0-1)

=

VANDOTH THE FALLEN (NOT CHAOTIC)
OUTLAW BOUNTY HUNTER (0-1)

=
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5" 3+ 4+ 3 3 2 3+ 2 6+ 5+ 7+ 6+ 5" 2+ 6+ 4 9 3 3+ 3 2+l S5+ &+ 7+ 5” 4+
Rng Acc . co” 3+ 3+ q q 3 (3+) 2+ 5+ 6+ 7+
Rng Acc Weapon S L S L S Ap D Am Traits
Weapon S L S L S Ap D Am Traits Paired heavy ! ol 2l 2] Cover, Poired Rng Acc ;
Stub qun 6" 12" +2 - 3 - 17 9+ Plentiful, Sidearm chain cleavers ever, ke Weapon S m L — S L S Ap D Am Traits
- dumdum (ammo) 57 10" +1 - q - 1 4+ Limited, Sidearm Knife E - - - (S - Backstab Enforcer Boltgun 12" 24" +1 - 1 2 4 Rapid Fire )
Lnife e - R Y I Backstab Knife [ - - ¢ -7 1 - Backstab

Terrifying: Enemies must pass a Willpower check to target this fighter with a

WYRD POWERS (UNSANCTIONED):

Telekinecic: Ascail (Basic), Levitation (Basic), Continvous Effect
Telepathy: Maddening Vicions (Basic)

SKkills:  Headbott, True Grit

Wargear: Mech (5+), Photo-goggles, Recpirator

Fight (Basic) or Shoot (Bacic) action, or the action ends immediately (wasted).
Skills:  Avatar of Blood, Killing Blow, Slaughterborn

Corpse Grinder Cult icon
Wargear: Plate mail & Butcher'e Mask: 6+ invulnerable, 5+ front, S+
invulnerable againct blast/template),

Second Profile: The profile in parentheses ic without heavy carapace.

Skills:

Wargear:

Crushing Blow, Fearsome, Hurl, Spring Up
Heavy carapace (4+, 3+ front, ~1I, -1" move when Charging),
Regpirator, Stimm-¢lug ctash

Plentiful: Ammo checks are automatically passed when reloading (no roll required).

Limited: This ammo cannot be reloaded.

Backstab: +1S when outside the target's vision arc.

Assail: Make a ranged attack (can target a fighter or obstacle) with range 12”. If
hit, move the target D3” in any direction. Target becomes Pinned. If coming into
contact with a Standing fighter or any terrain, stop moving and suffer a S3 hit.
Other fighters contacted also suffer a S3 hit and becomes Pinned.

Levitation (Continuous Effect): +3"M, cannot be Pinned, ignores all terrain, move
freely between levels without restrictions, never fall, ignore impassable terrain or
walls, cannot end movement with the base overlapping an obstacle or another
fighter’s base.

Maddening Visions: Until the ENd phase of this round, any enemy ending the turn
within 3” must pass a Willpower check or gain Insanity.

Headbutt: Can spend the following Basic action. Target an Engaged enemy and
roll 2D6. If either one is equal to or higher than the Toughness, inflict a hit with the
attacker’s Strength +2 and 2 Damage. If both dice are less than the Toughness,
this fighter suffers a hit instead, using it's own Strength and Damage 1.

True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1, roll 2 Injury dice
and discard one before resolving the effects.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions are ignored. Apply
a -1 modifier to the Initiative test when hit by a Flash weapon (test for being blinded).

Respirator: +2T against Gas.

Sever: Injury rolls inflicted with this weapon are automatically
Out of Action.

Paired: Counts as dual Melee weapons. 2xA when Charging.
Backstab: +1S when outside the target’s vision arc.

Avatar of Blood: Discard a Flesh Wound per unsaved wound
inflicted against an enemy with a Melee weapon.

Killing Blow: Can roll a single Killing Blow attack instead of
normal close combat attacks. If hit, 2xS and 2xD. No Armour
save can be made.

Slaughterborn: +1”M per unsaved wound inflicted against an
enemy with a Melee weapon.

Corpse Grinder Cult Icon: Spend a Simple action to give all
friendly fighters (Ready, Active, completely within 6”) +D3”
until the End phase.

Rapid Fire (1): A successful hit scores a number of hits equal to the number of
bullet holes on the dice. Make an Ammo check for any Ammo symbol rolled. If
failed, the weapon runs Out of Ammo. The first shot must be allocated to the
original target. Additional shots can be allocated to other targets within 3”, range
and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Backstab: +1S when outside the target's vision arc.

Crushing Blow: Before rolling to hit, nominate 1 non-sidearm attack dice to gain
+1S and +1D (if hit).

Fearsome: When charged, the enemy must first pass a Willpower check

before moving, or their action ends immediately.

Hurl: Spend a Basic action to throw an enemy (Engaged B2B or Seriously Injured
within 1”) D3” in any direction. Stop moving if contacting any terrain or other
fighters (they suffer S3 hit). The target and any fighters it contacts are Pinned.
Spring Up: If Pinned when activated, pass an Initiative check to make a free Stand
Up (Basic) action.

Respirator: +2T against Gas.

Stimm-slug stash: Usable once per battle, at the start of the fighter’s turn, before
activating. Discard 1 Flesh Wound (if any). Gain +2 M, S and T. At the start of the
End phase, roll 2+ or apply an Injury roll for this fighter.




OUTLAW BOUNTY HUNTERS (2/2)

OUTLAW BOUNTY HUNTER (0-1)

THE HERMAPHAGE MAGOS (UNSANCTIONED PSYKER) G@

OUTLAW BOUNTY HUNTER (0-1)

THRUG. 12 ‘SPARKY (GOLTATH OR SLAVE 0GRYNS) G 29

NAME (6ANG)
OUTLAW BOUNTY HUNTER (0-1)

@
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Lagpistol 8" 12" +1 - 3 - 17 2+ Plentifol, Sidearm (ac cutter E 2° 41 - 79 -3 2 6+ Searce Name € “ + + ? - - + -
Rozor-charp talons € - - - +1 -2 3 - Rending Augmetic fist € - - - +1 -1 2 - Knockback

m Maul (elub) e - - - ¢ 41 2 - -
WYRD POWERS (UNSANCTIONED): .
D RS ( A D) Group Activation (1): Faction only (fr/em(/y Frreed Slave Ogryn). §'pema/ Rule:

Telekinecic: Force Blasct (Bacic)
Telepathy: Hyprosis (Basic), Mind Control (Basic)

Skills:  Crushing Blow, Fearsome, Hurl, Spring Up
Wargear: Hardened Fiak, Recpivator

Runaway: If captured and Sold to the Guilders, the capturing gang receives
+D6x10 credits.

SKills:  Headbott, Inspirational, True Grit
Wargear: Light carapace (4+), Photo-gogqles, Stimm-clug ctach

Abe

Skills:  Aéc
Wargear: Abc

Plentiful: Ammo checks are automatically passed when reloading.

Rending: +1 Damage if the wound roll is 6+.

Force Blast: Any enemies within 3” are immediately pushed D3+1” directly away. If pushed from a
platform or into a pitfall, pass an Initiative test to be placed Prone at the edge, otherwise they will
fall. If pushed into a wall or other impassable terrain, become Pinned and take a hit with Strength
equal to the number of inches rolled for the push distance.

Hypnosis: An enemy fighter (not activated this round) within 9” & LOS can only
make 1 Move (Simple) action when activated this round.

Mind Control: Select an enemy within 9” to make a Shoot (Basic) action (even if
already activated this round). Target an eligible fighter from their gang (chosen by
the Psyker).

Crushing Blow: Before rolling to hit, 1 non-sidearm attack dice can be nominated
to gain +1S and +1D (if hit).

Fearsome: When charged, the enemy must first pass a Willpower check before
moving, or their action ends immediately.

Hurl: Spend a Basic action to throw an enemy (Engaged B2B or Seriously Injured
within 1”) D3” in any direction. Stop moving if contacting any terrain or other
fighters (they suffer S3 hit). The target and any fighters it contacts are Pinned.
Spring Up: If Pinned when activated, pass an Initiative check to make a free Stand
Up (Basic) action.

Respirator: +2T against Gas.

Scarce: Cannot be reloaded.

Knockback: If the hit roll is equal to or higher than the target's Strength, the target
is moved 1” directly away. If the fighter can’t be pushed fully 1” (because of walls,
obstacles or other fighters), move as far as possible and suffer +1D. If any part of
the base is knocked back over an edge, pass an Initiative check or fall.

Headbutt: Can spend the following Basic action. Target an Engaged enemy and
roll 2D6. If either one is equal to or higher than the Toughness, inflict a hit with the
attacker’s Strength +2 and 2 Damage. If both dice are less than the Toughness,
this fighter suffers a hit instead, using it's own Strength and Damage 1.
Inspirational: If a friendly fighter within 6” fails a Cool check, pass a Leadership
check to treat the original Cool check as passed.

True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1,
roll 2 Injury dice and discard one before resolving the effects.

Photo-goggles: Allows for attacking through smoke clouds. Low-light conditions
are ignored. Apply a -1 modifier to the Initiative test when hit by a Flash weapon
(test for being blinded).

Stimm-slug stash: Usable once per battle, at the start of the fighter’s turn, before
activating. Discard 1 Flesh Wound (if any). Gain +2 M, S and T. At the start of the
End phase, roll 2+ or apply an Injury roll for this fighter.

Ability: Effect




AGENT (1/6)
CAWDOR

GENERIC AGENT (CAWDOR) AT | KLOVIS, REDEEMER (CAWDOR) (ol | MALAKEV, DEACo (cAwDOR) )
AGENT (0-1) OUTLAW AGENT (0-1), INCLUDES MALAKEV OUTLAW HIRED FIGHTER, INCLUDED WITH KLOVIS

M WSBS S T W 1 A Ld ClI Wil Int M WSBS S T W 1 A Ld Cl Wil Int M WSBS S T W 1 A Ld ClI Wil Int
5" 4+ 3+ 3 3 2 4+ 1 Y+ | 6+ | 5+ | 6+ 5" 3+ 6+ 3 3 3 3+ 3 2+ | 5+ | 6+ &+ 4" 5+ 6+ 2 4 2 5+ 7 2+ | 6+ | A+ | &+
5" 3+ 5 3 3 2 3 25 6 9+ | 7+ .

¢" 34 q: 3 ¢ 1 4: 2 ;: 5: 72+ | B+ We:f;:, Am Traits Dedicated Follower: Must deploy within 3” of Klovic.

Agent (univercal):
° Leading By Example (67)
° Group Activation (1)
Law-abiding (Cowdsr):
Pisve (ve-roll Rally tests resulting in 2 before modifierc).

Qutlaw (Redemptionist):

Fanatical (ve-roll Nerve tecte resulting in 2 before modifierc).

(master-crafted)

- melee

Rl I 11 -

Rng Acc

S L S L S AD
13 Sever, Shred, Unwieldy
7

- ranged - - - 3 -1 1 5+ Blaze, Searce
Articles of Faith (3):
. Generatec 3 Faith dice in the same way as a Cowdor fighter.
. Can perform Articles of Faith (Path of the Redeemer).

Terrifying: Pacs a Willpower check to target thic fighter with a Fight/Shoot (Basic) action, or the action
ends immediately (wasted).

Skills: Devotional Frenzy, Fearsome, True Grit, (Rectlese Faith)
Wargear: Flak, Incombustible havberk, Book of Redemption, Pyromantic mantle

Seribe: +D3 Reputation to the hiring gang if both Klovic & Malakev are
on the battlefield (not Serioucly Tnjured) at the end of a battle.

Liber Excruciatus: IF both fighters are Active and within 1" of each
other, Klovic can spend a Bagcic action (Know your Fate): D3 enemies
(chosen by Klovis) with (0S to and within 9" of Klovic must make a
Nerve tect with a -1 modifier.

Skills:  Evade, Lie Low, Bodyguard
Wargear: (ight carapace (4+)

Petition: Roll a D6+Reputation to hire this fighter.
1-5: Hired for 40.
6-10: Hired for 80.
11+: Not hired.
Cannot be combined with Favours for a battle.
Equipment: Spend up to 150 credits worth from the
Agent Equipment List. 3 weapon slots.
Skills: Custom (1) + Random (1) or Random (3) from
Brawn, Combat, Ferocity, Leadership, Shooting, Piety.

Sever: Inflicted Injury rolls are automatically Out of Action.

Shred: Double the AP if the Wound roll is a 6 (before modifiers).

Blaze: Catch fire on 4+.

Scarce: Cannot be reloaded.

Devotional Frenzy: Once per round, can gain the following at the start of any activation (roll

individually):
. +D3 WS.
. +D3 Cl.
. +D3 Ld.
. +D3 Will.

If used, suffer 1D (can't be saved) at the end of the activation.
Fearsome: Enemy must pass a Willpower check to Charge this fighter, or the action ends immediately.
True Grit: Roll one less Injury dice when injured. If an attack only has Damage 1, roll 2 Injury dice and
discard one before resolving the effects.
Incombustible Hauberk: 5+ to ignore Blaze (when hit). +1 to put the fire out.
Book of Redemption: Spend a Basic action (Words of Truth). Until the End phase, all friendly Cawdor
fighters within 6" (when activating) can choose one of the following:

. Re-roll the D3 when Charging.

. Re-roll hit rolls with a result of 1 (before modifiers).
Pyromantic Mantle: Melee weapons gain Blaze during this fighter's activation (not for Reaction
attacks).

Petition: Roll a D6+Reputation to hire Klovis. 1-8: Hired
for 100. 9-15: Hired for 200. 16+: Not hired. Cannot be
combined with House Favours for a battle.

Evade: If Standing and Active and not in partial or full
cover, add a -1 modifier to incoming Short range
attacks and -2 modifier to Long range attacks.

Lie Low: Cannot be targeted by ranged attacks while
Prone, unless within the Short range. Weapons without
Short range are unaffected by this rule.

Bodyguard: If Klovis is within 2" and hit by a ranged
attack, the hit and all its effects can be transferred to
this fighter.




AGENT (2/6)
DELAQUE

GENERIC AGENT (DELAQUE) 775 | SERVANT OF THE STLENT ONES (DELAGUE) G | vame @ane) oo0
AGENT (0-1) AGENT (0-1) TYPE (IMIT) cC
M WSBS S T W 1 A Ld ClI Wil Int M WSBS S T W 1 A Ld Cl Wil Int M WSBS S T W 1 A Ld ClI Wil Int
5" 4+ 3+ 3 3 2 9+ 1 4+ | 6+ 5+ 6+ 8" 4 ¢ p 5 3 S5+ 5 2 4 5 2 " + + - - - + - + + + +
S 34 S5+ 3 3 2 3 2 S5+l 64 4+ 74 czr T (4+) i B el B Rng Acc
3 2 4 1 v 2 Rl e el S Weapon SRng L SAcc L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
Aaent (univercal): Subsonic wail T - - - 2 -3 1 - Seicmic Name 12 “ + + ? - - + -
° Ceaa{/‘ny By exam/’/e (5 ,y Electro-tendril € ¢ - - +1 - 1 1 Parry, Shock
Pe .A . ‘G:;“F fCt/AV;Z:} [2) P fod Second Profile: The profile in parentheses ic without heavy carapace. Special Rule:
ycnoteric Masiery (+ > (an pbe recruiied as an
Abe
T [ h 1t . Thi
Unsanctioned Pr.yéer (with 1 Peye oter.c Wyrd Power). This coct Skills:  Clamber, Tnfrate, Sprint
affects gang rating and must also be P“’d on top of the standard W. . Heavy carapace (4+, 3+ front, -1, -1 move when Charging), Skills: Abe
Peffffah fee (even ifitis 14’99} angears bio-ccanner, respirator Wargear: Abe

Petition: Roll a D6+Reputation to hire this fighter.
1-5: Hired for 40.
6-10: Hired for 80.
11+: Not hired.
Cannot be combined with Favours for a battle.
Equipment: Spend up to 150 credits worth from the
Agent Equipment List. 3 weapon slots.
Skills: Custom (1) + Random (1) or Random (3) from
Brawn, Combat, Ferocity, Leadership, Shooting,
Obfuscation.

Petition: Roll a D6+Reputation to hire this fighter. 1-8: Hired for 100.
9-15: Hired for 200. 16+: Not hired. Cannot be combined with Favours for
a battle.

Peychoteric Echo Chamber (once per round):

IF & friendly Faction Peyker within 12" uces a Wyrd Power, thic fighter can make
the came Wyrd Power (recolved one after the other, ctarting with the active
fighter). This fighter does not count as being active or activated (does not lose
Ready).

Seismic: Always pinned (even if an ability would normally allow to avoid Pinning).
Wounding on 6+ ignores saves.

Parry: Can force an attacker in close combat to re-roll 1 successful hit.

Shock: Auto wound if hitting on 6+.

Clamber: Move is not halved when climbing vertical distances.

Infiltrate: Can be placed aside instead of being deployed at the start of a battle. Immediately before
the first round, set up this fighter anywhere on the battlefield outside 6” and LOS of any enemies. If
both gangs have this skull, take turns, starting with the winner of a roll-off.

Sprint: When making 2 Move actions in a turn, the last one is a double move.
Bio-scanner: +1 to spot and attackers can be spotted regardless of vision arc (Sentry
scenarios).

Respirator: +2T against Gas.

Ability: Effect




AGENT (3/6)
ESCHER

GENERIC AGENT (ESCHER) oo [ermrss eccrer) (ol | vECRANA (Escrer) 7
AGENT (0-1) AGENT (0-1) AGENT (0-1)
M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int M WSBS S T W | A Ld ClI Wil Int
57 3+ 3+ 3 3 2 3+ 2 5+ 6+ 6+ 7+ 57 4+ 4+ 3 3 2 3+ 1| 6+ 5+ 6+ 6+ 57 2+ 4+ 3 4 3 4+ 3| B+ 4+l Z+ | 7+
” R A
STz x5 320 3v 3 7 6+ 8+ 8 Lweapon S L S L S Ap D Am Traits Rng Acc
5 2+ Y9+ 3 3 2 2+ 2 6+ | S5+ B+ 5+ Whrist-mounted 6" ag - . ) C 4s Coattershot, Cedearm, Toxin Weapon S L S L S Ap D Am Traits
i needler - cpray Needle pictol 4" 9 +2 - - -1 - 6+ Searce Silent, Toxin, Sidearm
Agent (univergal): - burst 67 127 +1 - - 1 - 4x Repid Fre (1) Silearm Toin | y .
- N enom claw € - - - - -2 - - Entamg/e, Toxin
b éeadlni gy Examlble (6 } Master Clan Chymist: When activating, can apply 1 Chem-alchemy Toxin effect the
[ Group Activation (7) wrict-mounted needler (laste for thic round). Agent (univercal):
Agent (univercal): . ° Leading By Example (67)
° Leading By Example (67) ctivation
° Group Activation (1) ° GM“P Activatia (7)
Skills:  Medicae Skills:  Hit & Run, Rain of Blows

Wargear: Mech (5+), Recpirator

Wargear: Mech (5+), Recpirator

Petition: Roll a D6+Reputation to hire this fighter.
1-5: Hired for 40.
6-10: Hired for 80.
11+: Not hired.
Cannot be combined with Favours for a battle.
Equipment: Spend up to 150 credits worth from the
Agent Equipment List. 3 weapon slots.
Skills: Custom (1) + Random (1) or Random (3) from
Brawn, Combat, Ferocity, Leadership, Shooting,
Finesse.

Petition: Roll a D6+Reputation to hire this fighter. 1-8:
Hired for 100. 9-15: Hired for 200. 16+: Not hired. Cannot
be combined with House Favours for a battle.

Petition: Roll a D6+Reputation to hire this fighter. 1-8:
Hired for 100. 9-15: Hired for 200. 16+: Not hired. Cannot
be combined with House Favours for a battle.

Scattershot: If hit, inflict D6 wound rolls (instead of 1).

Toxin: Roll equal to or higher than the Toughness to inflict an
Injury roll (instead of making a wound roll).

Rapid Fire (1): A successful hit scores a number of hits equal to the
number of bullet holes on the dice. Make an Ammo check for any Ammo
symbol rolled. If failed, the weapon runs Out of Ammo. The first shot must
be allocated to the original target. Additional shots can be allocated to
other targets within 3”, range and LOS of the original targets (as long as
they are not harder to hit than the original). Allocate all hits before rolling
to wound.

Medicae: Re-roll any Out of Action results when assisting a
Recovery test (a second Out of Action result stands).
Respirator: +2T against Gas.

hMMORTAL DEATH-MAIDEN
e Unaffected by Coup de Grace (Simple) action.
e Treats any Out of Action as Serious Injury instead.
e Does not roll Injury dice in the Recovery phase. Instead, roll equal to or less than
the Toughness to recover (suffering a Flesh Wound as normal).
e Goes Out of Action when Toughness is reduced to 0 (as normal).
carce: Cannot be reloaded.
ilent: Does not trigger test to raise the alarm (Sneak Attack scenarios). Does not reveal the fighter (Pitch
lack scenarios).
oxin: Roll equal to or higher than the Toughness to inflict an Injury roll (instead of making a wound roll).
ntangle: Hits cannot be negated by the Parry trait. If the hit roll is a natural 6, any
reaction attacks made by the target have an additional -2 modifier.
Hit & Run: Can make a free Retreat (Basic) after a Charge (Double) action, before the
lopponent makes any reaction attacks. If unsuccessful, the opponent can only make
reaction attacks once.
Rain of Blows: Fight (Basic) action becomes Simple instead.
Respirator: +2T against Gas.




AGENT (4/6)
GOLIATH

GENERIC AGENT (GOLIATH) AJEX GORGOTH (GOLIATH) NAME (6ANG)
40/80 1007200 2722
AGENT (0-1) AGENT (0-1) TYPE (IMIT) cC
M WSBS S T W |I A Ld ClI Wil Int M WSBS S T W |I A Ld ClI Wil Int M WSBS S T W I A Ld ClI Wil Int
4" 3+ 3+ 7 4 2 4+ 2 A+ 6+ 9+ 9+ q” 9+ " + + - - - + - + + + +
” 03 2+ 5+ 5 q 3 (3+) S+ S5+ 6+ 7+
AP IR AR AR AR A ¥ v s A o Rng ~ Ace
+ + + + + + + .
Weapon S L S L S Ap D Am Traits Weapon S L S L 37 Ap D Am Traits
Agent (univercal): Power servoclaw € - - - +3 - 2 - Pulverice Nome £ e N Il s .
° Ceaa//‘ng 8}/ EXAMP/(,’ (6 ”) Gr:t chainsword € 1" -1 - & -1 1 - Parry, Rending
NN gent (univercal):
° Group Activation (1) N Leading By Example (6”) Special Rule:
° Group Activation (1) Abe
Second Profile: The profile in parentheses ic without heavy carapace.
Skills: Bull Charge, Immovable Stance, /Uaaaryah./ Skills: Abe
Wargear: /'/eavy carapace (4+, 3+ front, 11 -1 move when Charging), Respirator Wargear: Abe

e . . L Petition: Roll a D6+Reputation to hire this fighter. 1-8: o
Petition: Roll a D6+Reputation to hire this fighter. Hired for 100. 9-15: Hired for 200. 16+: Not hired. Cannot Ability: Effect

1-5: Hired for 40. be combined with House Favours for a battle.
6-10: Hired for 80.

11+: Not hired. Pulverise: After inflicting an Injury roll, a D6 can be rolled. If the result is

. . equal to or higher than the target's Toughness (or 6+), an Injury dice can
Cannot be combined with Favours for a battle. be changed from Flesh Wound to Serious Injury.

Equipment: Spend up to 150 credits worth from the Parry: Can force an attacker in close combat to re-roll 1 successful hit.
Agent Equipment List. 3 weapon slots. Rending: +1 Damage if the wour)d roll is 6+. )
Skills: Custom (1) + Random (1) or Random (3) from Bull Charge: Melee weapons gain Knockback and +1S when Charging.

. . . Immovable Stance: Spend a Double action to gain the following until the
Brawn, Combat, Ferocity, Leadership, Shooting, start of this fighter’s next activation: +2 save (max 2+), cannot be moved
Muscle. by any skill (Hurl, Overseer etc.) or weapon (Knockback, Drag etc.),
cannot be Pinned.

Naaargah!: After completing the first 2 actions, pass a Toughness check
to make a 3rd bonus action. Automatically Pinned when activation ends
(regardless of outcome, cannot be negated by skills

Respirator: +2T against Gas.




AGENT (5/6)
ORLOCK

GENERIC AGENT (ORLOCK) < ‘ | MARGO MERDENA (ORLOCK) < | vame ane) 9299
AGENT (0-1) BN wsewr (o) 2N | e amir)

Ld CI Wil Iht M WS BS

M WSBS S T W |1 A S T W | A Ld Cl Wil Int M WSBS S T W | A Ld Cl Wil Int
5" 3+ 3+ 3 3 3 4+ 2 | 5+ 5+ 5+ 7+ 5" 2+ 3+ 3 3 3 2+ 3| 5+ 6+ 6+ 7+ " + + - - - + - + + + +
Ooze Se¢ 320 3 3 6e ] x| Or Tt | \Weapon sUL £°L s Ap D Am Traits Rng Acc
Ll sl ze L Z A P L 21 3L 2 Rttt legblades € - - - 1 - 1 - Dicarm Parry, Power | Weapon S L S L S Ap D Am Traits

. Harpoon fict 3" 97 +2 - 5 -2 1 6+ Drag, Impale Name E “ + o+ 7 - -+ -
Agent (aniversal):

N ”
[ ] Ceaa/mg By EXAMID/Q (5 } Queen of the Road: All Orlock fighters on the battlefield can use this fighter’e Cool
[ ] Groap Activation ( 1 ) characterictic instead of their own. . .
Agent (univercal): glb eciaf R“/e‘
(] Leading By Example (6”) Abe
° Group Activation (1)

Skills:  Bring It On! Skills:  Abc
Wargear: Fiak (6+, 5+ against blast/template), Recpirator Wargear: Asc

Petition: Roll a D6+Reputation to hire this fighter. 1-8: S
Hired for 100. 9-15: Hired for 200. 16+: Not hired. Cannot |f| APility: Effect
be combined with House Favours for a battle.

Petition: Roll a D6+Reputation to hire this fighter.
1-5: Hired for 40.
6-10: Hired for 80.

1 1 . N h Disarm: If the hit is a natural 6, the target cannot use any weapons when making Reaction attacks for
+: Ot |red . the rest of the round (use unarmed attacks instead).
H 5 Parry: Can force an attacker in close combat to re-roll 1 successful hit.
CannOt be COmblned Wlth FaVOUrS for a battle Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores save (except Field armour)
° Equipment: Spend up to 150 credits worth and +1D. . .
. . Drag: If hit (and not taking the target Out of Action, the target can be dragged closer to the attacker.
frOm the Agent Equlpment List. 3 weapon Roll a D8, if the result is equal to or higher than the target's Strength, the target is dragged D3” straight
I towards the attacker, stopping if they hit any terrain. If they move into another fighter (other than the
S Ots- attacker), both fighters are moved the remaining distance towards the attacker. If the weapon also has
H . the Impale trait, only the last fighter to be hit can be dragged.
L4 SKIIIS - CUStOm (1 ) + Random (1 ) or Random Impale: If wounded, the projectile might hit another fighter! Trace a straight line from the target, directly
(3) from Brawn Combat Ferocity Leadership away from the attacker. If any fighters are within 1” of this line (and within the weapon’s Long Range),
. ’ ’ ’ ’ the one that is closest to the target is hit on a 3+ with -1 Strength per subsequent hit. The projectile can
shOOtIng, BraVadO, continue through multiple fighters until the Strength is reduced to 0.

Bring It On!: Can spend a Basic action (Issue Challenge) to target an enemy fighter within 12”. The
enemy fighter must pass a Willpower check to target any fighter other than this fighter with a ranged or
close combat attack (ignores normal target priority rules). This effect lasts until the end of this round, or
the enemy fighter is attacked by a friendly fighter.

Respirator: +2T against Gas.




AGENT (6/6)
VAN SAAR

GENERIC AGENT (VAN SAAR)
AGENT (0-1)

ARACHNOTEK GOLEM (VAN SAAR)
AGENT (0-1)

NAME (6ANG)
TYPE (LIMIT)

)

@@|
il Int

M WSBS S T W I A Ld CIl W M WSBS S T W |I A Ld ClI Wil Int M WSBS S T W I A Ld ClI Wil Int
4" 4+ 2+ 3 3 2 5+ 1 4+ 5+ 6+ 6+ 57 3+ 3+ 5 5 3 3+ 3 ? ? ? ? ” + + - - - + - + + + +
57 3+ 4+ 3 3 2 4+ 2| S5+ 6+ 6+ 5+ Rng Acc Rng Acc
5" 4+ 3+ 3 3 2 4+ 1| 6+ 5+ S5+ 4+ Weapoq s" L“ S L S Ap D Am Traits Weapon S L S L S Ap D Am Traits
5“8,7)/ projector 8" 16" +1 - 5 -1 1 3+ Ropid Fire (3), Reckless, Shock N m 9
. ame 12 + + ! - - + -
Agenz (umvers‘alz: Shock claw E - - - +1 -1 2 - Power, Shock
[} i le (6"
égm{ n; 5}' EXf\mp(e )( ) Seemingly Tnvulnerable: 5+ Invulnerable save.
® roup Activation (1 Abominable Intelligence: IF the battle is (sct, the donor fighter have afl gpecia/ Rule:
the mental ctate redvced ts 12+ (Ld, Cl, Wil Int). Abe
Skl"s Ac host + Catfall, Clamber, Cold & Calculating, Mental Mastery, Rad-phaged Skl"s Abe
Wargear: (ight carapace (4+), bio-booster, respirator Wargear: Abc

Petition: Roll a D6+Reputation to hire this fighter.
1-5: Hired for 40.
6-10: Hired for 80.
11+: Not hired.
Cannot be combined with Favours for a battle.
Equipment: Spend up to 150 credits worth from the
Agent Equipment List. 3 weapon slots.
Skills: Custom (1) + Random (1) or Random (3) from
Brawn, Combat, Ferocity, Leadership, Shooting, Tech.

Rapid Fire (X): Roll up to X Firepower dice. A successful hit scores a number of hits equal to the number of bullet holes on the
dice. Make an Ammo check for each Ammo symbol rolled. If any fail, the weapon runs Out of Ammo. If 2+ fail, the gun has
jammed and cannot be used for the rest of the battle. The first shot must be allocated to the original target. Additional shots can
be allocated to other targets within 3", range and LOS of the original targets (as long as they are not harder to hit than the
original). Allocate all hits before rolling to wound.

Reckless: Ignores Target Priority. Randomize the target from all eligible targets (friend or foe) in LOS
and range.

Shock: Auto wound if hitting on 6+.

Power: Cannot be parried by non-Power weapons. A hit roll of 6 ignores save (except Field armour)
and +1D.

Catfall: Halve the distance (rounding up) when falling or jumping. If not Seriously Injured or Out of
Action, pass an Initiative test to remain standing (instead of Pinned).

Clamber: Move is not halved when climbing vertical distances.

Cold & Calculating: Can use Intelligence stat for a Cool or Willpower once per round.

Mental Mastery: Immune to Insanity, can attempt to Disrupt a Wyrd Power (as if being a Psyker) if
targeted by an enemy Psyker.

Rad-phaged:
. If hit by a Gas or Toxin attack, roll 2D6 and discard the highest roll (when rolling to see
if the fighter is affected).
. When hit by a Rad-phage attack, roll 4+ to discard 1 existing Flesh Wound (the

additional Flesh Wound from Rad-phage is ignored).
. Always Revealed (Pitch Black).
Bio-booster: The first time in each battle that an Injury roll is suffered, one less Injury dice is rolled. If
only one dice was being rolled, roll
two and choose one to discard.
Respirator: +2T against Gas.

Ability: Effect




