#1 Zenith Rev (Zenislev)

Shotgun
Location: @ @ Ammo: 6
Range: 2-6 000
Damage: 3d 000
SP: Hit All

Cost = 3 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Sub-Machine Gun
Location: @ @

Ammo: 4
Range: 2-8 0000
Damage:
SP: Burst

Cost = 2 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Grenade Launcher

Location: @ @
Range: 4-12 00O
Damage: 2d/1d The listed damage is

. M for damage only!
SP: Hit All A separate attack roll

of 1d is required to hit
Cost = 6 points

Ammo: 4

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Knuckle Type |
Location: @ @
Ammo: n/a
Range: 1
Damage: 3d
SP: -

Cost = 3 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Power Backpack Type 1

Melee Bonus:

+1 Damage Point

(but only if the attack roll
scores at least one "hit")

Cost = 2 points

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




#2 Type 107 Kyojun (Kyojun)

Light Machine Gun

Location: @ @
Ammo: 4
Range: 2-8 0000
Damage:
SP: Burst

Cost = 3 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Long Rifle
L ion:
ocation: @ @ Ammo: 8
Range: 2-12 0000
Damage: 4d OO OO
SP: -

Cost = 6 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Shield Type: 107 (#2)

Location: @ ®

Defense: +3d O
Damage Points: 4 O O

1st & 2nd DP = Shield @)
3rd+ DP = Arm

Cost = 5 points

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Power Backpack Type 2

Melee Bonus:

+2 Damage Points

(but only if the attack roll
scores at least one "hit")

Cost = 4 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Repair 'Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




#3 Meredin M1 (Meledyne)

Machine Gun

Location: @ @
Ammo: 4
Range: 2-10 0000
Damage:
SP: Burst

Cost = 4 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Missile Launcher Type W
Location: @ @

Range: 4-18 A(«;mgo:OG
Damage: 4d 000
SP: Hit All

Cost = 7 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Shield Type: M1 (#3)

Location: @ @

Defense: +2d Oo
Damage Points: 6 OO
1st & 2nd DP = Shield OO

3rd+ DP = Arm
Cost = 5 points LML

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Storage Backpack Type 2a

Storage Capacity:
6 Spaces

Cost = 3 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Repair '‘Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




#4 Dolague M2C (Drake)

Bazooka
Location:
O Ammo: 4
Range: 2-10 0000
Damage:
SP: -

Cost = 6 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Missile Launcher Type Q
Location: @ @

Range: 4-18 A(«;mgo:OG
Damage: 3d 000
SP: Hit All

Cost = 6 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Shield Type: M2C (#4)

Location: @ ®

Defense: +2d ©
Damage Points: 4 o O

1st & 2nd DP = Shield O
3rd+ DP = Arm

Cost = 4 points

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Storage Backpack Type 1

Storage Capacity:
4 Spaces

Cost = 2 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Repair '‘Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




#5 Grilezex (Grezex)

Rifle (Railgun)
Location: @ ®

Cost =5 points

Range: 2-12 OAgrrg:éOO
Damage: 3d OOOQOOO
Sk: -

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost =5 points
(maximum of two upg rades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost =5 points
(maximum of two upg rades)

Knuckle Type Il
Location: @ @

Ammo: n/a
Range: 1
Damage: 4d
Sp: -

Cost = 4 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost =5 points
(maximum of two upg rades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost =5 points
(maximum of two upg rades)

Blade
Location: @ @
Ammo: n/a
Range: 1
Damage: 2d
Sp: -

Cost = 2 points

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)

Storage Backpack Type 2b

Storage Capacity:
6 Spaces

Cost = 3 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)

Repair @ot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair ®ot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost =5 points
(maximum of two upg rades)




#6 |.N. Corps Wanzer (Shunwang)

Gatling Gun
Location:
ocatlon: @ @ Ammo: 4
Range: 2-10 0000
Damage:
SP: Burst

Cost = 6 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Spike
Location: @ @
Ammo: n/a
Range: 1
Damage: 4d

SP: -

Cost = 4 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Shield Type: I.N. (#6)
Location: @ @

Defense: +3d
Damage Points: 6

1st & 2nd DP = Shield
3rd+ DP = Arm

O OO
O OO

Cost = 6 points

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Autofire Weapon Reload

Sub-Machine Gun
Light Machine Gun
Machine Gun
Heavy Machine Gun
Gatling Gun

00000

Cost = 1 point (1 space)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Repair '‘Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




#7 Reika Type 1 (Lenghe)

Heavy Machine Gun

Location:
4 Ammo: 5

Range: 2-12 00000
4d

Damage:
SP: Burst

Cost = 6 points

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Damage Point Upgrade

+1 DP

Increase Damage Points
to All Hit Locations
by One Point (+1 DP)

Cost = 5 points
(maximum of two upgrades)

Knuckle Type Il
Location: @ @
Ammo: n/a
Range: 1
Damage: 5d
SP: -

Cost = 5 points

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Movement Point Upgrade

+3 MP

Increase Movement Points
by Three Points (+3 MP)

Cost = 5 points
(maximum of two upgrades)

Axe
Location: @) @
Ammo: n/a
Range: 1
Damage: 3d
SP: -

Cost = 3 points

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Armor Upgrade

+1d

Increase Armor Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Power Backpack Type 3

Melee Bonus:

+3 Damage Points

(but only if the attack roll
scores at least one "hit")

Cost = 6 points

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Evasion Upgrade

+1d

Increase Evasion Defense
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Repair 'Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)

Targeting Upgrade

+1d

Increase Ranged Attack Damage
by One Die (+1d)

Cost = 5 points
(maximum of two upgrades)




Reloads & Repair 'Bots

Projectile Weapon Reload

Shotgun O
Rifle (Railgun) O
Long Rifle O

Cost = 1 point (1 space)

Projectile Weapon Reload

Shotgun O
Rifle (Railgun) O
Long Rifle O

Cost = 1 point (1 space)

Projectile Weapon Reload

Shotgun O
Rifle (Railgun) O
Long Rifle O

Cost = 1 point (1 space)

Autofire Weapon Reload

Sub-Machine Gun
Light Machine Gun
Machine Gun
Heavy Machine Gun
Gatling Gun

00000

Cost = 1 point (1 space)

Autofire Weapon Reload
Sub-Machine Gun O

Light Machine Gun O
Machine Gun O
Heavy Machine Gun O
Gatling Gun O

Cost = 1 point (1 space)

Autofire Weapon Reload
Sub-Machine Gun O

Light Machine Gun O
Machine Gun O
Heavy Machine Gun O
Gatling Gun O

Cost = 1 point (1 space)

Autofire Weapon Reload

Sub-Machine Gun
Light Machine Gun
Machine Gun
Heavy Machine Gun
Gatling Gun

00000

Cost = 1 point (1 space)

Autofire Weapon Reload
Sub-Machine Gun O

Light Machine Gun O
Machine Gun O
Heavy Machine Gun O
Gatling Gun O

Cost = 1 point (1 space)

Heavy Weapon Reload

Bazooka O
Grenade Launcher O

Cost = 2 points (1 space)

Heavy Weapon Reload

Bazooka O
Grenade Launcher O

Cost = 2 points (1 space)

Missile Weapon Reload

Missile Launcher Type @ O
Missile Launcher Type W O

Cost = 2 points (2 spaces)

Missile Weapon Reload

Missile Launcher Type Q O
Missile Launcher Type W O

Cost = 2 points (2 spaces)

Repair 'Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Repair 'Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)

Repair 'Bot

Repair One Damage Point
to a Single Hit Location
by Spending One Action

(the repair takes effect at the
end of the round in which the
repair 'bot was used)

Cost = 2 points (1 space)




Ground Troops & Heavy Weapons

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle

Initiative Range: 0-4
Damage: 1d
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle

Initiative Range: 0-4
Damage: 1d
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle

Initiative Range: 0-4
Damage: 1d
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

W
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

W
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle

Initiative Range: 0-4
Damage: 1d
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Ground Trooper

Movement: 2 MP (no facing)
Defense: 1d
Damage Points: 1
Weapon: Assault Rifle
Range: 0-4
Damage: 1d

Initiative
Cost = 5 points

Heavy Weapon
(for one Ground Trooper)

Range: 0-8
Damage: 2d

Ammo: 6

O00O0O0O0

Cost = 3 points

Heavy Weapon
(for one Ground Trooper)

Range: 0-8
Damage: 2d

Ammo: 6

OO0OO0O0O0O0

Cost = 3 points

Heavy Weapon
(for one Ground Trooper)

Range: 0-8
Damage: 2d

Ammo: 6

OO0OO0O0O0O0

Cost = 3 points




Unit Type: Defense Roll Unit Type: Defense Roll

Total Unit Cost: (30) pts (1d) Total Unit Cost: (30) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Points\ (Armor\ (Damage Points\ (Armor\
Body: (4) + Body: (4) +
R. Arm (2) R. Arm (2)
Upgrades Upgrades
L. Arm (2) L. Arm (2)
Upgrades Upgrades
I:l D Evasion I:l D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
(©) HER (®) HER
Upgrades w Upgrades w
\, |:| |:| / Targeting \ |:| |:| / Targeting
Current Initiative Current Initiative
Upgrades Upgrades

. J

- /

. J

- /




Unit Type:_Zenith Rev (Zenislev) Defense Roll Unit Type:_Zenith Rev (Zenislev) Defense Roll
Total Unit Cost: (40) pts (1d) Total Unit Cost: (40) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (5) + Body: (5) +
R. Arm (3) R. Arm (3)
Upgrades Upgrades
L. Arm (3) L. Arm (3)
Upgrades Upgrades
x D Evasion x D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
@ | 00 o | \O0
Upgrades w Upgrades w
\, IZ |:| / Targeting \ IZ |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Unit Type:_Type 107 Kyojun Defense Roll Unit Type:_Type 107 Kyojun Defense Roll

Total Unit Cost: (35) pts (1d) Total Unit Cost: (35) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (4) + Body: (4) +
R. Arm (2) R. Arm (2)
Upgrades Upgrades
L. Arm (2) L. Arm (2)
Upgrades Upgrades
I:l D Evasion I:l D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
@ | 00 o | \O0
Upgrades w Upgrades w
\, IZ |:| / Targeting \ IZ |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Unit Type:_Meredin M1 (Meledyne) Defense Roll Unit Type:_Meredin M1 (Meledyne) Defense Roll

Total Unit Cost: (30) pts (1d) Total Unit Cost: (30) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (4) + Body: (4) +
R. Arm (2) R. Arm (2)
Upgrades Upgrades
L. Arm (2) L. Arm (2)
Upgrades Upgrades
I:l D Evasion I:l D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
o | OO0 o | \O0
Upgrades w Upgrades w
\, |:| |:| / Targeting \ |:| |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Unit Type:_Dolague M2C (Drake) Defense Roll Unit Type:_Dolague M2C (Drake) Defense Roll

Total Unit Cost: (30) pts (1d) Total Unit Cost: (30) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (4) + Body: (4) +
R. Arm (2) R. Arm (2)
Upgrades Upgrades
L. Arm (2) L. Arm (2)
Upgrades Upgrades
I:l D Evasion I:l D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
o | OO0 o | \O0
Upgrades w Upgrades w
\, |:| |:| / Targeting \ |:| |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Unit Type:_Grilezex (Grezex) Defense Roll Unit Type:_Grilezex (Grezex) Defense Roll

Total Unit Cost: (40) pts (1d) Total Unit Cost: (40) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (5) + Body: (5) +
R. Arm (3) R. Arm (3)
Upgrades Upgrades
L. Arm (3) L. Arm (3)
Upgrades Upgrades
x D Evasion x D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
@ | 00 o | \O0
Upgrades w Upgrades w
\, IZ |:| / Targeting \ IZ |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Unit Type:_I.N. Corps. (Shunwang) Defense Roll Unit Type:_I.N. Corps. (Shunwang) Defense Roll

Total Unit Cost: (45) pts (1d) Total Unit Cost: (45) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (5) + Body: (5) +
R. Arm (3) R. Arm (3)
Upgrades Upgrades
L. Arm (3) L. Arm (3)
Upgrades Upgrades
x D Evasion x D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
12 (12 11 12 (12 11
Upgrades w Upgrades w
\ IZ Iz / Targeting \ IZ Iz / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
9 y \IZI [] lj 9 ) \IZI [] j




Unit Type:_Reika Type 1 (Lenghe) Defense Roll Unit Type:_Reika Type 1 (Lenghe) Defense Roll

Total Unit Cost: (35) pts (1d) Total Unit Cost: (35) pts (1d)

( Punch =1d / Tackle = 2d (+1d per hex traveled) ) ( Punch =1d / Tackle = 2d (+1d per hex traveled) )

(Damage Poims\ (Armor\ (Damage Poims\ (Armor\
Body: (4) + Body: (4) +
R. Arm (2) R. Arm (2)
Upgrades Upgrades
L. Arm (2) L. Arm (2)
Upgrades Upgrades
I:l D Evasion I:l D Evasion
+ +
Movement Points Upgrades Movement Points Upgrades
@ | 00 o | \O0
Upgrades w Upgrades w
\, IZ |:| / Targeting \ IZ |:| / Targeting
(ﬁ + (ﬁ +
Current Initiative Current Initiative
Upgrades Upgrades
\_ /O / \_ /O /




Blank Weapon Cards

Location: __ Ammo:____ Location: __ Ammo:____ Location: __ Ammo:____
Range: 00000 Range: 00000 Range: 00000
OXONONOX®, OO000O0 O0O0O0O0
Damage: _d O000O0 Damage: _d O0000 Damage: _d O0000
SP: SP: SP:
Cost=___ points Cost=___ points Cost=___ points
Location: Ammo:____ Location: Ammo:____ Location: Ammo:____
OXONONOX®, OO00O0O0 0000
Damage: _d O O O O O Damage: _d O O O O O Damage: _d O O O O O
SP: SP: SP:
Cost=___ points Cost=___ points Cost = points
Location: Ammo:____ Location: Ammo:____ Location: Ammo:____
00000 00000 00000
Damage: _d O O O O O Damage: _d O O O O O Damage: _d O O O O O
SP: SP: SP:
Cost=___ points Cost=___ points Cost=___ points
Location: __ Ammo:____ Location: __ Ammo:____ Location: __ Ammo:____
Range: 00000 Range: 00000 Range: 00000
00000 O00O0O0 00000
Damage: _d O0000 Damage: _d O000O0 Damage: _d O0000
SP: SP: SP:
Cost = points Cost=___ points Cost=___ points
Location: Ammo:___ Location: Ammo:___ Location: Ammo:____
Range: 00000 Range: 00000 Range: 00000
OO00O0O0 OO00O0O0 0000
Damage: _d O0000 Damage: _d O000O0 Damage: _d O0000
SP: SP: SP:
Cost=___ points Cost=___ points Cost=___ points




Hex Template




Roll For Initiative
(2d6)

|MOV€ - up to the unit'’s full MP value for 1 action |—>

| Get Up - from a topple (ending with any facing) for 1 action |

| Movement I,
\i
| Perform Actions

| Combat Procedure |

Declare Targets

| Combat Ii

—»| Aim - for 1 action; add +1d to the ranged attack following this action |

—>| Shoot - a ranged weapon once for 1 action |

—>| Strike/Fight - with one melee weapon once for 1 action |

—>| Reload - a ranged weapon for 1 action |

Movement Point Cost

Changing facing one
hex side costs 1 MP

—>| Retrieve - an object or a weapon for 1 action |

—>| Repair - with a repair bot for 1 action |

—>| Other - any action that would take about 2-3 seconds to perform |

Emergency Reaction Roll: 6+ on 2d6 |

| Determine Line Of Sight !
I

> ! Determine Situational Modifiers
I

Firing Arc Field Of Vision Blind Side

Left Side Shield Right Side Shield

Lower the shield' s defense dice byld against
attacks coming from the more darkly shaded area

Situational Modifiers

attacking the target's blind side +1d
target is in partial cover (V2-%) 1 -1d
attacking beyond a ranged weapon's effective range -1d/hex

attacking below a hand weapon's effective range -1d
attacking below a shoulder weapon's effective range -2d
making a called shot (from the Hit Location Table) -2d
making a "blind fire" grenade attack -2d
a "downed" unit making a ranged attack -2d
attacking a ground troop unit with a ranged weapon -1d
attacking a ground troop unit with a melee weapon  -2d

¥ - if the hit location rolled is behind cover, the cover will be hit

v

If a grenade attack
roll is failed, roll
1d6 for deviation

)52170,66,21 '
oOHU

Quick Reference Playsheet

Sequence Of Play

All units roll for initiative

The unit with the highest initiative roll acts first
The initiative winner performs and resolves actions
The initiative winner declares that he is finished
The unit with the second highest initiative roll acts
(this continues until all units have acted)

A new round begins

| Topple Shot: 4+ DP from a single attack |

| Determine & Apply any Damage Effects |
A

> ! Roll for Hit Location }
I

Make Attack & Defense Rolls !
I

Attacker: make an Attack Roll
(Weapon Dice + Targeting Upgrades + Situational Modifiers)

Target: make a Defense Roll
(Basic Defense Die + Armor Upgrades + Evasion Upgrades)
- or-
(Basic Defense Die + Armor Upgrades + Shield Dice)

"1-2" =0 hits, "3-5" = 1 hit, "6" = 2 hits
The number of "hits" that the attack roll exceeds the defense
roll by is how much damage is inflicted by that attack

t 1-2=hand-nearer, 3-4=shoulder-nearer, 5=hand-farther, 6=shoulder-farther
% 1-4=nearer, 5-6=farther (relative to the weapon making the attack)

X apply damage normally, then roll on the Backpack Damage Table below

* choose one location from the Hit Location Table above

Backpack Damage Table (2d6)

Hit Location Table (2d6)

Roll Location
2 Weapon
3-4 Arm i
5 Body (Backpack) &
6-8 Body
9-11 Legs
12 Choose *

Roll  Storage Pack Power Pack
2 backpack destroyed backpack destroyed
3 all items destroyed -3 to melee bonus
4 first and third items destroyed -2 to melee bonus
5 second and third items destroyed -2 to melee bonus
6 first and second items destroyed -2 to melee bonus
7 first item destroyed -1 to melee bonus
8 second item destroyed -1 to melee bonus
9 third item destroyed -1 to melee bonus
10-12  no effect no effect




